
 

ROLLER DERBY TIME! 
a sports SIM board game based on Jason Graham’s Time Sports! series  

 
 
 
 
 



INTRODUCTION 
 

When Jason Graham created his Time Sports series of games it was always my intention to create 
a version of my own all-time favorite sport, the one I grew up with in the late 70s and 80s namely, 
traditional banked track Roller Derby. 
 
Roller Derby games were played over 8 or 4 x 10 min. periods. The women skated the first period 
and then alternated with the men until the 8th period. OT periods were sudden death first point 
wins affairs which were skated by the women.  
 
Comparing Jason’s different Time game approaches I felt that Basketball Time with its quarter 
total points scoring module was the best starting point to tackle my Roller Derby version. I 
followed the various versions of the game over time and those of you who are familiar with the 
game may notice that I retained and incorporated aspects that were present in the first version 
but subsequently discontinued or altered by Jason in the later versions.  
 
Unlike Jason’s fictional career mode Time games I focused and play tested all of the major 
historical banked track Roller Derby leagues of the past and in that sense created more of an 
actual simulation game.  
 
Please note that all original rights of Time Sports! rest with Jason Graham and Candlelight Games, 
LLC and while any resemblance to Jason’s games is intentional this game is distributed to other 
table top sports game enthusiasts for free with the kind permission of Jason.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



RULES 
 
 
Roller Derby Time! is a period-by-period quick play Roller Derby game that features individual 
skater qualities. Teams make a couple of die rolls per period to determine scores. You'll need a 
pencil, a d6 and notebook paper.  
 
Teams are rated from A – F for both women and men squads. They may also have a Star Jammer 
(indicated by an O) or a Star Blocker (indicated by a D) which could further influence the period 
score. A Star Jammer has the potential to add points to his team’s score while a Star Blocker has 
the potential to erase points from the opposition’s score. 

 

Skater Skill Rating 
Team Total Point 

Value Team Grade 
      

blank 0-3 F 
      

0+ 4-5 D 
      
1 6-8 C 
      

1+ 9-10 B 
      
2 11+ A 
      

2+ + is .5   
   

 
The total team point value is calculated by adding up the 5 starters plus 1 of the bench skaters. 
 
First compare the two squad’s ratings in the Match-Up chart below to determine on which column 
each women and men team rolls for their period score.  
 

Match Up A B C D F 
            

A B B A A A 
            

B C B B A A 
            

C D C C C B 
            

D F D D D C 
            
F F F F D C 

 
Each team cross references its rating in the left column with the opposing team’s rating in the top 
row. 
 



 
 
 
Each game consists of 4 periods. The different total scores in the respective leagues have been 
accounted for in the creation of different scoring charts for each league. 
 
Roller Derby Time's Game Play Sequence & Procedure 
  1 | Determine Home/Away 
  2 | Obtain Each Team's Game Grades 
  3 | Visitor Women Rolls its Team Score for the half 
  4 | Home Women Rolls its Team Score for the half 
  5 | Visitor Women Rolls its Star Skater adjustment 
  6 | Home Women Rolls its Star Skater adjustment 
  7 | Visitor Men Rolls its Team Score for the half 
  8 | Home Men Rolls its Team Score for the half 
  9 | Home Team Receives a +2 points adjustment to its total points at game's half time 
10| Visitor Women Rolls its Team Score for the half 
11| Home Women Rolls its Team Score for the half 
12| Visitor Men Rolls its Star Skater adjustment 
13| Home Men Rolls its Star Skater adjustment 
14| Visitor Men Rolls its Team Score for the half 
15| Home Men Rolls its Team Score for the half 
16| OT if required (see special rules below) 
 
 
This sequence is also illustrated in the sample scoresheet: 
 

 W WS M HA HT W MS M FT OT 
Visitor           
Home    2       

 
 
 
Special Rules: 
 
Star Skaters – roll 1d6  
On a result of 1,2 or 5 a Star Jammer (O) scores that many points for his team while a Star Blocker 
(D) erases that many points from the opponent’s score. 
 
A roll of 3,4 or 6 has no effect on the score either way. 
 
 
Point Differentials: One unique aspect of Roller Derby was the fact that games would generally be 
close ones, most of them being decided only during the last jam often allowing for dramatic 
comebacks by the home team. To simulate this there are two special rules: 
 
 
 



 
 
i) Whenever the leading team is up by more than 5 points, their next roll is moved by 2 columns to 
the right while the trailing team’s next roll is moved 2 columns to the left. Example: a C rated team 
leading by 6 points will have to read their next roll in the F column. If a team cannot move 2 
columns to the designated side, e.g. a D rated team having to move left, it would adjust its next d6 
roll by -1 within the column. Example: a D rated team has to move 2 columns to the right and rolls a 
4. It can only move to the F column but instead of a 4 the result is read as 3 (-1 within F column).  
 
ii) If the home team is trailing by 5 points or less after the final rolls have been made, they get one 
final chance to see if they can pull off a dramatic final jam comeback. In this case the home team 
rolls 1d6 and on a result of 1,2 or 5 they score that many points in the last jam. A roll of 3,4 or 6 is a 
no score. 
 
If scores are tied at the end of the game, roll 1d6 for each team starting with the home team. A roll 
of 1,2 or 5 is a score, higher number wins by 1 point. Example: Home team rolls a 2, Away team 
rolls a 4. Home team wins by 1 point. Home team rolls a 5, Away team rolls a 2. Home team wins by 
1 point. If both teams roll the same scoring number, continue to roll until the tie is broken. If a 
second round of rolling is required the men’s team would score the deciding point. The home team 
comeback chance does not apply in OT. It’s sudden death, first point wins. 
 
On the following pages you will find the different leagues, rated skaters and the respective scoring 
tables for each league. At the end of the listings we’ll conduct a sample game for further 
illustration. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



NRDL 1949-62 
 

 
 
 

 
 
 

 
 



NSD 1961-88 
 

 
 
 

 
 
 

 
 
 

 
 
 
  



IRDL 1963-73 
 

 
 
 

 
 

 
 
 
 



IRSL 1977-87 
 

 
 
 

 
 
 

 
 

 



 
RGI 1981 
 

 
 
 

 
 
 

 
 
 

 
 



 
ASD 1988-89 
 

 
 
 
 

 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



WRF 1989-90 
 

 
 
 

 
 
 

 
 
 
 
 
 
 



 
WSL 1999-00 
 

 
 

 
 
 

 
 

 



SAMPLE GAME 
 
Tonight we head to the Philadelphia Sports Arena in 1981 where the Eastern Demons will take on 
the home town Philadelphia Warriors. 
 
The Warriors women are rated A, the Demons women are rated B. Cross-referencing the match 
up chart we’ll note that Philadelphia will roll on column B while the Demons women will roll on C. 
 
Demons roll 1, Warriors roll 3 
 

 W WS M HA HT W MS M FT OT 
Demons 14          
Warriors 15   2       

 
Philadelphia takes a 1 point lead. 
 
Now we check the star skaters for both women teams. The Demons have none but the Warriors 
have Judy “the Polish Ace” Sowinski who is an outstanding blocker thus, she has a chance of 
reducing the Demons score. We roll 1d6 for 4. Since the roll is not a 1,2 or 5 it has no impact. The 
score stays as is. 
 

 W WS M HA HT W MS M FT OT 
Demons 14 14         
Warriors 15 15  2       

 
Now the men take to the track. The Warriors men are rated B while the Demons are rated A. 
Cross-referencing the match up chart we’ll note that Philadelphia will roll on column C while the 
Demons women will roll on B. 
 
Demons roll 2, Warriors roll 5 
 

 W WS M HA HT W MS M FT OT 
Demons 14 14 29  29      
Warriors 15 15 31 2 33      

 
The Warriors increase their lead and they will now get the 2pt. home track advantage points to 
lead by 4 points 33-29 at half-time.  
 
Next up are the women again.  
Demons roll 1, Warriors roll 5. 
 

 W WS M HA HT W MS M FT OT 
Demons 14 14 29  29 43     
Warriors 15 15 31 2 33 49     

 
The Philadelphia lead has increased to 6 points and now the men star skaters could influence the 
score. The Warriors have the top jammer in Tyrone “Rubber Man” Jubilee while the Demons have 



one of the best blockers in the Australian Peter “Kangaroo” Kelly. Can he stop the Warriors 
momentum or will Tyrone Jubilee put Philadelphia further ahead? 
 
Kelly rolls a 6, no effect. Jubilee rolls a 4, also no impact. 
 
However, since Philadelphia is leading by more than 5 points, the grades for the final men’s period 
are changed. The Warriors have to move 2 columns down, so instead of C, they will roll on F. The 
Demons have to move 2 up, the are already on B therefore, they will move up one to A and will also 
add +1 to their die roll. Will Philadelphia be able to hang on for a famous win? Here we go: 
 
Demons roll 5 which becomes a 6, i.e. 17 points which brings their total to 60. The Warriors roll 3 
and secure a 2 points win. 
 

 W WS M HA HT W MS M FT OT 
Demons 14 14 29  29 43 43 60 60  
Warriors 15 15 31 2 33 49 49 62 62  

 
 
 
Let’s play one more and head to Universal Studios Arena in Orlando, Florida where the Florida 
Sundogs take on the Nevada Hot Dice. 
 
The Sundogs women are rated C, the Hot Dice women are rated D. Cross-referencing the match 
up chart we’ll note that Florida will roll on column C while Nevada will roll on D. 
 
Hot Dice roll 3, Sundogs roll 6 
 

 W WS M HA HT W MS M FT OT 
Nevada 5          
Florida 9   2       

 
Florida is off to a quick start.  
 
And it could get worse for Nevada because their women have no star skater while the Sundogs jam 
with Denise “Barracuda” Loden. But she rolls a 3 and since the roll is not a 1,2 or 5 it has no impact. 
The score stays as is. 
 

 W WS M HA HT W MS M FT OT 
Nevada 5 5         
Florida 9 9  2       

 
Here come the men on the track. The Sundogs men are rated B while the Hot Dice are rated C. 
Cross-referencing the match up chart we’ll note that Florida will roll on column B while Nevada 
will roll on C. 
 
Florida roll 1, Nevada roll 1 
 
A low scoring end to the half. 



 
 W WS M HA HT W MS M FT OT 
Nevada 5 5 9  9      
Florida 9 9 14 2 16      

 
Florida apply their 2pt. home track advantage points and lead by 7 points 16-9 at half-time. The 
Hot Dice have their work cut out for them.  
 
Before the women make their next roll we notice that Florida’s lead is above 5 points thus, they 
will have to drop to column F while Nevada moves up to column B.  
  
Nevada roll 5, Florida roll 1. 
 

 W WS M HA HT W MS M FT OT 
Nevada 5 5 9  9 17     
Florida 9 9 14 2 16 19     

 
That cuts the Florida lead to 2 and the men star skaters can further influence the score before 
going into the final period. This time it’s Florida who have no star skater but the Hot Dice have top 
jammer Jason McDaniel. He rolls a 2, finally we have an impact and now we are tied going into the 
final period.  
 

 W WS M HA HT W MS M FT OT 
Nevada 5 5 9  9 17 19    
Florida 9 9 14 2 16 19 19    

 
Can Nevada complete its second half comeback and stun the home crowd? Since the game is back 
within 5 points both teams will roll on their original columns.  
 
Nevada rolls a 3, Florida rolls a 2. We are heading to OT. If Florida had been trailing they would 
have gotten their last jam chance but since the scores are tied it’s back to the women for OT.  
 

 W WS M HA HT W MS M FT OT 
Nevada 5 5 9  9 17 19 25 25 25 
Florida 9 9 14 2 16 19 19 25 25 26 

 
OT: Nevada rolls a 6 which is a no impact roll, Florida rolls a 2 and since 1,2 or 5 are scoring rolls 
they will this sudden death thriller by 1.  
 
 
 
 
 
 
 
 
 
 



 
BONUS FEATURE 
 
ROLLER DERBY TIME COMPLETE 
 
In this variant you can play directly for a final score. Similar to the regular game the home team will 
get a comeback chance if they are trailing. First find each team’s column by cross-referencing the 
match up chart of both teams. Establish the median between the women and the men ratings and 
round upwards where necessary. For the final score the visiting team rolls first, followed by the 
home team.  
 
 
 

 
 
 
 
If the home team is trailing roll on their column on the Final Jam chart. If the home team is in the 
lead the game is over. In case of a tie use the OT procedure of the regular game. 
 
 
 

 
 
 

Sample Game: 
 
1963, the Midwest Pioneers travel East to take on the Brooklyn Red Devils at Madison Square 
Garden. The Pioneers ratings are C for the women and A for the men therefore, their average 
team rating is B. Brooklyn’s ratings are C for the women and B for the men thus, we round them 
upwards to a B as well. 
 
The Pioneers rolls 3, they score 33 points. Brooklyn rolls 1, they score 27 points. The home team is 
trailing thus, they need a final jam comeback. They need to roll a 5 or 6 to send this game to 
overtime or win it. Will they do it? They roll …. 4. Oh no, close but no cigar, 5 points but Brooklyn 
loses the game 32-33. 


