


API Fury   |   Asian & Pacific Islander Roller Derby Collective

10
150
206
22
262
29
31
3271
42
5

Coaching Staff: Shake N Bake, Erin Grievances  

 
Sslamjang
Amperslam
Crimson Crusher
Catch Mikachu
Twist
Miso Thorny
Galaxy Inferno
TBear
Oxytoxin
Dim Sum Damage

TEAMS The following are each team’s provided roster
from which game day rosters are drawn.

They do not necessarily precisely reflect game day rosters.

515
531
55
7
775
847
8612
925
999

Chachi
Mango-a-gogo
Sabaidee-stroy
Quantum
Primm Reaper
Hello, Sailor
Ope-a Gangnam Style
Emi K.O.
Alita

Illowa Roller Derby  |   Illinois - Iowa Roller Derby Collective

003
05
12
140
1975
2
21
224
32
33

Coaching Staff: Joliet Jane, Ramen Noodles  

 
Buttercup
Skater Boi
Razor
Shake N Bake
Nasty Al
Jenraged
Tricky Pixie
Crash Nova
Sheesh
Daisy Dukes

37
314
350
451
617
618
668
718
774
85

Erin
Valravn
Rage
Animal
Vi Fidelity
Cruella
Stitches
LuxFurious
Mean Latifah
D.Ride

Madison Roller Derby  |   Madison, WI

03
10
101
104
1111
1105
120
150
17
18
2
238
270
273
314

Coaching Staff: elf, Hazer

 
One Hit Wanda
Oui-Plash
Quilla DeVille
Knock n Boots
Kat Scratch Fever
Beryl Roller
Battlefrog
Amperslam
Dil-emma
Just the Hip
Lil Miss Behavin
Radiosmacktive
Slyanide
Crystal Ice
Smack & Cheese

317
32
36
43
427
56
66
7734
777
80
800
847
86
888

Little Stinker
Dalek
LaMarche Madness
Seam Ripper
Shelby Cobra
Scary Fisher
Rose Bush
Hell Woods
Black Magik
Thrill Show
Badaboom Box
Hello, Sailor
GuacaMolly
Bub A Lushish

THANK YOU, SPONSORS!



Root River Rollers   |   Racine, WI

00
117
13
17

19
21
212
24
224
254

Coaching Staff: Erin Not Aaron, Momster Mash

 
Mammary Lane
Tsunamy
Mystique
Spin Diesel 
Stitches
Domino
Dial Em for Murder
Marilyn Monroller
Skatey Hawkins
Koko Bomb

3
3105
33
37
462
84
88
9
91

Rachael Rabies
Slaminar Flow
Castor Bean
Annarchy
Medusa Sevas Tra
KOKO Nut
Punchy Bruiser
Furiosa
Tokyo Drift

Ohio Roller Derby   |   Columbus, OH

10
1018
11
125
13
168
1696
18
19
21
217
3
3
305
314
333

Coaching Staff: Amy Spears, Elektra

 
Thot Xperiment
Ballog d'Or
Trix
Paige Bleed
Trash
Mojo Andersmash
Kelsey Khaos
Bigg Rigg
CHAINSAW
Space Ace
Morgue
Betty T. KayO
Ratchet
Yaz Queen
#cake
Stellar Luna

39
4
420
666
671
707
71
8
803
84
8612
89
9
914
99

Sheepskate
Punchy Bruiser
Blaze It
Def Shepard
Ruff Edges
JUICE
Pinky Slam
Slamazon Prime
Carolina Reaper
Megatron
Rika
Peach Roulette
JG
Chic'n Scratch
KloverKill

Windy City Rollers   |   Chicago, IL

003
1031
128
1337
14
16
185
19
224
269

 
Buttercup
Armarnegeddon
Queerbait
Boobie Trap
Flo Rider
Crys Cross
Mazurati
Tripp Hazard
Crash Nova
Braise Seitan

314
33
37
41
44
47
516
58
87
97

Valravn
Daisy Dukes
Erin Grievances
Joliet Jane
PikaJew
Ramen Noodles
Natty Boh'ncrusher
Quila Queen
Chiquita
Sour Punch



CHECK OUT THE AFTER PARTY!

 
Buttercup
Armarnegeddon
Queerbait
Boobie Trap
Flo Rider
Crys Cross
Mazurati
Tripp Hazard
Crash Nova
Braise Seitan

Valravn
Daisy Dukes
Erin Grievances
Joliet Jane
PikaJew
Ramen Noodles
Natty Boh'ncrusher
Quila Queen
Chiquita
Sour Punch

4181 Savannah Dr. DeForest, WI
Our official unofficial hangout spot for Udder Chaos is the new Young Blood 
Beer Co. taproom right next door to the LEGACY20 Ice Arena featuring a full 
kitchen and craft beers. All skaters, officials, and volunteers are welcome 
to join us for a casual post-tournament after party.

FOLLOWING THE LAST GAME ON SUNDAY EVENING.



OFFICIALS
Barb E. Bus    GTO
CleoSmackya Jones AGTO
Dark Matter    THR
Eddie Lizzard    THR
Sadie Masochist   THNSO

2legit2quit
Arya Snark
Balls of Fury
Bibbity Bobbity Boom
Bobbin Weave
Bronzy Locks
Cerebral Court-Tex
Crystal Ice
Dr. Brew
Dungeon Smasher
Eddie Lizzard
Ella Noise
Erin Burr
Fury
GigaWat
Gwen Spacy
Havok
Jabs

Just Dani
Lorna Score
Low-Key Loki
MADE 4 ROKN
Mechanix
Messi Jigler
Missy! (Miss Chainsaw)
Mortricia
Ope
Oui-Plash
Phenïx
Rika
Rutal Bang-a
Scary Fisher
Sinful Delight
SlayStation2
Smackery Binx
Snaps Smear
Sour Kraut
Stompadour
The Energizer Buffy
The Gorram Reaver
Yacob the Swedish Ref
Yarn Daddy



Who’s Who

What’s Going On?
Here’s a short guide to the rules and strategy of flat track roller derby. 

Rules 
NO ELBOWS
Elbows are a thing of roller derby past. Modern roller derby’s rule-set is built to keep the 
game fast and exciting, without the cracked ribs of old - elbows are out, but why would 
you want to use an elbow when you can throw your whole body at someone instead?

CUTTING THE TRACK
When someone knocks your favorite skater out of bounds, they can’t cut in line. Sorry ‘bout 
cha, skater: you have to re-enter behind the person who knocked you off the track (even if 
that means going all the way to the back).

ILLEGAL ARM USE
While we can use our arms to help brace our fellow skaters or give our jammer that whip 
she needs to zoom out of the pack, we aren’t allowed to use them to hold anyone back. 
Catching or shoving will send you to the penalty box for a Forearm Penalty (tsk tsk!),   
and stopping a skater by grabbing your friend will land you a Multi-Player Block penalty  
(but only if she challenges your arms, and the refs see it... shhh!). 

BACK BLOCKING
Be good to your friends, even if they skate for the other team. Any significant hit to the 
back that knocks a skater around will get you a 30-second time-out in the penalty box   
to spend reflecting on how what you did was wrong.

NO PACK!
Sometimes you’ll see a blocker sitting on a jammer in the front of the track, and you’re 
cheering wildly because everyone loves some good one-on-one action, and then the 
blocker throws her hands in the air and gives up! What gives? To keep the action moving 
and in one place (instead of all over the track), skaters are required to stay within a pretty 
small radius of each other (10-20 feet). So that rad blocker in the front can only keep 
owning the jammer if her friends are close by - no lone heroes in derby! 

Strategy 

In roller derby, everything revolves around the jammer scoring points. The jammers are  
the skaters with the stars on their heads, and they score points after the first lap by racing 
around and passing the bodies of their opponents. Blockers help by playing offense for 
their jammer and defense against the opposing team’s jammer--all at once! 

POINT SCORING
Both jammers can score points after the first pass through the other team’s players. The 
first jammer out of the pack after the whistle gets “lead,” and she keeps that title unless 
she scores a penalty. The only real difference is that the “lead” jammer can say “enough of 
this nonsense!” and end that jam whenever she wants by hitting her hips with both hands.

CALLING THE JAM EARLY
It was just getting good! Ah-ha-ha, strategy, my dear Watson! Let’s say our favorite jammer 
scores some points, but the other team’s jammer is RIGHT BEHIND HER. Our jammer can 
“call it off” to prevent the opponent from scoring, too. Or maybe it’s a really close game, 
and our jammer knows the other jammer is ferocious. Our jammer might call it off even 
before she scores, just to keep the other team from having a chance at points!

DEFENSE
Defense is played by holding back the other jammer - this can be done by forming up im-
penetrable walls with your friends, or maybe by knocking the jammer out of bounds and 
into the stands with a well-timed slam!

OFFENSE
Offense in roller derby is an attack on the other team’s block-ers instead of on their 
jammer. This could look like taking out the other team’s troublesome booty-blocker, by 
messing with the opponent’s “wall” of skaters, or even by not skating at all.
Sometimes, skaters will stop skating entirely. You’ll hear the announcers call this “passive 
offense.” It looks slow, but it’s actually really smart! By stopping on the track, they’re trap-
ping the other team in a slow speed. Many jammers can push up through blockers easier 
in these stopped plays. You can see this happen a lot when one jammer is cooling her 
heels in the penalty box. 

THE PACK
The pack, is where the fun happens! To put it simply, it’s the biggest group of skaters from 
both teams. The blockers have to stick together--one team can’t go racing off on their own 
just because they don’t want to get scored on. It forces blockers to engage instead of  
running away. Unfortunately, sometimes skaters maybe aren’t paying attention like they 
should be, and they’ll land a super sweet hit too far away from the other skaters! This will 
send them to the box, where they feel shame for 30 seconds.
Why is the pack strung out? Good question! The “pack” is the biggest group of skaters, but 
it’s measured by the hips. When you see one team all strung out in a line, they’re acting 
like stepping-stones back to the pack/other team. You’ll see this when the jammer is about 
to get out at the front, but sometimes you can spot it happening in the back, too! Careful, 
getting too far away from friend or nemesis can result in a “pack destruction” penalty.

Roller Derby is a contact sport played by two teams of five members roller skating
in a counter-clockwise direction around a flat track. Gameplay consists of a series 
of short match-ups (jams) of two minutes or less in which both teams designate 
a scoring player (jammer) who scores points by lapping members of the opposing 
teaam. The teams attempt to assist their own jammer while hindering the opposing 
jammer - in effect, playing both offense and defense simultaneously.

JAMMERS 
Each team fields one skater with a star on their helmet 
cover. They fight their way past opposing blockers to 
earn points for their team by legally passing the hips  
of opposing skaters. They may only score one point per 
skater they lap.

LEAD JAMMER
This status is awareded to the jammer who legally 
makes it out of the pack (see Blockers) first. This status 
is good for the entire jam provided the jammer doesn’t 
commit a penalty. The lead jammer can end the jam  
at any time by hitting her hips with both hands. This   
is often done strategically to prevent the opposing 
jammer from scoring.

PIVOTS
Each team fields one pivot who will wear a striped 
helmet cover. The pivot acts as a blocker but can also 
act as a backup jammer to score points. To do this,   
the original jammer must pass the star or remove their 
helmet cover and pass it to the pivot. Once the star   
is legally passed, the pivot becomes the jammer   
but cannot score points until the star helmet cover   
 is securely covering their helmet.

BLOCKERS
Each team fields four blockers (one of whom is the 
pivot).  These skaters act as a living obstacle course  
and gauntlet through which the jammers must skate  
in order to score points. They assist their own jammer 
by playing offense against the opposint blockers while 
simultaneously playing defense by holding the opposing 
jammer behind their walls, knocking them down,   
or setting them back in the pack to prevent them   
from scoring points.

THE PACK
This is the largest single group of blockers containing 
skaters from both teams. Blockers are required    
to maintain the pack by staining within ten feet   
of the nearest opposing blocker but are allowed   
to skate freely up to 20 feet in front of and behind   
the pack. This area is designated “the engagement 
zone”.  Assessing proper use of this space can be tricky  
 for awareness on the part of both skaters and referees.

To all of our referees, non-skating officials, volunteers, and sponsors,
we couldn’t do this without you!

And to all of our fans, thanks for being here, being loud, 
and being supporters of roller derby!

THE GAME

THANK YOU!

Just Dani
Lorna Score
Low-Key Loki
MADE 4 ROKN
Mechanix
Messi Jigler
Missy! (Miss Chainsaw)
Mortricia
Ope
Oui-Plash
Phenïx
Rika
Rutal Bang-a
Scary Fisher
Sinful Delight
SlayStation2
Smackery Binx
Snaps Smear
Sour Kraut
Stompadour
The Energizer Buffy
The Gorram Reaver
Yacob the Swedish Ref
Yarn Daddy


