JAMMER

One Jammer per
team that wears a star
on their helmet. They
are the only skater
that can score points

|

A type of blocker that
wears a stripe on their
helmet. They can
become the Jammer
through a Star Pass.
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~ ' 60 minutes of play, divided into 4 quarters.

Each quarter is played in a series of 1-
minute jams where jammers score points
by lapping opponents. The team with the
\ most points at the end of the bout wins!!!!

BLOCKER

Three Blockers give
offense and defense
to help their jammer
through the pack
while also stopping
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PENALTIES

Served during the following
jam, their team then plays
down by however many
skaters are in the penalty box

JAM START

Each team fields 1 jammer,
1 pivot & 3 blockers.
Whistle starts the jam.
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Pack - The largest group of blockers from both teams skating SCORING PASS * &

within 5 feet of each other. Blockers must ensure that a pack
exists in each jam.

After a jammer's first pass
through the pack, the jammer
can score one point for every
opposing skater they pass, plus a
point for each opponent skater
not on the track (i.e. serving a

Lead Jammer - The first jammer to break through the pack earns ek e

the status of "Lead Jammer". It gives them the ability to stop the
jam at any time. Lead jammer status can change if the non-lead
jammer passes the lead jammer.

Power Jam - If a jammer commits a penalty, the next jam
becomes a power jam for the opposing team. The opposing team's
jammer is the only one that can score points.
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