OSdE

old school derbyy association

Old School Derby Assocation
507 Windsor Court, Apt. C-3
Bensalem, PA 19020
www.oldschoolderby.com

Congratulations on accepting the challenge of compe ting as a member league of OSDA.

Don't let the name fool you; OSDA combines the most thrilling aspects of both old and modern
rule sets to create a fast-moving, ultra-defensive game. Pure and simple. No gimmicks — just
the incredible skill of the skaters.

OSDA membership is open to all; men, women, co-ed, flat track and banked track.

We are currently accepting applications for 2008. S o if you are interested in becoming part of
this exciting new organization, please review allt he documents, and return the short
application and League Representative Information S heet.

By snail mail: By email to:

Old School Derby Assocation Southpaw Siouxsie
c/o Ken Sikes Membership Director
507 Windsor Court, Apt. C-3 pinup-ink@hvc.rr.com

Bensalem, PA 19020

In this packet you will find:

OSDA press materials

2008 Member Leagues

Policies and Procedures Manual

OSDA Contact List

Relationship with WFTDA

New Membership Application

League Representative Information Sheet

NogkwhpE

OSDA will not begin review of your application, unt il receipt of your $150 application fee. Upon
receipt, the OSDA board will review your submission , and you will be notified within two weeks
if you have been accepted.

Should OSDA require additional information about your league, the Membership Director will
contact you within the first week with any question  s.

Thank you for interest in OSDA. Should you have anyfurther questions, please contact us at
OSDA-General@yahoogroups.com

Much derby luv and support!
Everyone here at OSDA
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www.DerbyLuv.com explains OSDA vs WFTDA

http://www.derbyluv.com/articles/20070809 kenneth-sikes osda.php

Kickin' it Old Skool: OSDA Founder Kenneth Sikes

With the recent creation of the OSDA (Old School Derby Association), | was curious to kn ow the difference
between current WFTDA (Women's Flat Track Derby Association) rules and OSDA rules. Were the banked track
rules were being applied to flat track, and if so, di d that mean | could link arms with a co-blocker and mak ea
true wall of jammer-blocking-goodness? Did it mean | ¢ ould tackle an opposing jammer? And what was the OSDA

all about?

So rather than speculate | went right to the source, Ke nneth Sikes, the founder of the OSDA, and asked him w hy

is he doing it "old school"?

"We do Old School Derby because we feel that we can learn from the Derby Skaters that came before us," said

Sikes, who also doubles as co-founder and advisor of the Penn Jersey She Devils. " We feel that the OSDA rules
lead to a more exciting and easier to comprehend game. A nd upon seeing tapes of professional Banked Track
games, our girls just felt that what we were doing und er the WFTDA rule set could be improved upon.”

The Penn Jersey She Devils  League President sat down with coaches, Judy Sowins ki & Arnold Schoen and worked

on developing a Flat Track rule set that would be as close to the Professional Banked Track rule set as p ossible.
"Under no circumstances should this be taken to mean s taged fights or fixed finishes," said Sikes. "It is strictly a

hard skated defensive game."

While there are many significant differences between th e OSDA and the WFTDA rules - including a little more
leniency in some of the blocking methods, and a delic iously wide assortment of whips & blocks - some are more
significant than others, specifically in the lead | ammer status.

In the WFTDA rules, the lead jammer is the first jamme r who legally breaks through the pack, and she retain S
the lead jammer status regardless of her position relativ e to the opposing jammer throughout the jam. In an

OSDA bout, the lead jammer status changes continuously throughout the jam, depending on which jammer is

ahead of the other.

"We feel this exchanging back and forth leads to more excitement for the audience,” said Sikes. "We also re quire
a jammer to be on her feet and in bounds when she calls off the jam." | have to say that this awesome. It's

always frustrating when an opposing jammer is lead jamme r, and you catch up and pass her, and because the
status doesn't change in WFTDA rules, the jam can b e called off right when you're up to the pack to hal t your

point-scoring. | love this rule!

Once a lead jammer gets out, if the opposing team's ja mmer is tied up in the pack, the opposing pivot can
immediately go out as a replacement jammer. Seems easie r than having to practice passing the star until you

can do it fast and at high speed. "The response so f ar has been excellent,” said Sikes. "We've been app roached
by quite a few leagues and more seem to contact us eve ry day. Currently we have [seven] member leagues."”

For more information on the official Old School Roller De rby rules, please visit the OSDA website at
www.oldschoolderby.com or the She Devils website: www.shedevilsrollerderby.com You can also contact Ken
Sikes directly at  pjbloodhound@yahoo.com
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2008 Member Leagues

solker 'l"' bs.rhp
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Penn Jersey She Devils South Jersey Derby G irls Hell City Hooligans

A Division of Penn Jersey She Devils

Diamond City Death Kings Richmond Derby Demons

Corpus Christi Rolling Thunder

& The Delta Derby Devils!



October 26-28, 2007 - Roller Derby Hall of Fame Weé&nd

At the International Skate Center in Mount Laurel, NJ, the Penn Jersey She Devils played host to

the Canadian team known as the Hammer City Roller Girl s. A geat crowd was on hand
representing both the USA and Canada as skaters from Toront o and Montreal were there to
cheer on their beloved Canadian team. Many original skat ers from the Roller Derby Hall of Fame
were also in attendance. Competition between the 2 teams was fierce with each team striving to
win.

Unfortunately, one of the Canadians skaters (Danger Mouse) went down and was taken to the
hospital where they later found out she had suffered a spi ral fracture of the tibia and is still
awaiting surgery due to swelling. After all was said and done, both teams skated around the
floor in what may be the most admired form of true sportsman ship. The final score was Penn

Jersey 85 and Hammer City 57

These game photos were taken by Hell City Hooligan sk ater, King Taco




On Sunday evening an event was held to induct six more skaters into theRoller Derby Hall of

Fame. Old School Derby Association league, the Penn Jersey Sh e Deuvils, were invited and asked
to model the old jerseys worn by skaters from years gone by. T hey also received an award of
special merit from the Roller Derby Hall of Fame. As the evening came to an end proud coaches

of the Penn Jersey She Devils sat back and said, “Doors just op ened for OSDA.”

The following photos were taken by super Rolleriiydfan (and OSDA member) Jersey Joe.



Doors Open for OSDA

DerbyLuv.com Blog- November 2007

This past weekend on Saturday October 27, OSDA League t he Penn Jersey She Devils
(representing the USA) took on the ladies from Hammer Cit y (representing Canada) in a game
skated under OSDA rules. It was a tough game with a lot of excellent skating, but when all was

said and done, the She Devils took it 85 to 57.

Both teams joined each other for a victory lap around the tr ack with their flags held high. This
event was held in conjunction with the 2007 Roller Derby Hal of Fame Induction Event and
many Old School Banked Track Skaters were in attendance i ncluding stars such as Buddy
Atkinson, Judy Arnold & Little Richard Brown. For many, th is was their first Flat Track Game and

the reaction was very favorable to the OSDA style.

The following night, the Hall of Fame held their induct ion dnner making six more skaters
members of the Hall of Fame. The She Devils were in att endance along with representatives
from other OSDA teams like Corpus Christi Rolling Thunder and the South Jersey Derby Girls.
The She Devils were chosen to model uniforms from Roller Der by’'s past and did a fashion show
during the event. After the induction ceremonies, the Sh e Devils were surprised by the Hall of
Fame with a Special Merit Award for keeping the spirit of Old School Derby alive. One of the
highlights of the evening was seeing Buddy Atkinson, forme r coach of the incredible Eastern
Warriors, running an unplanned training session with the OSDA skaters in the hallway outside
the banquet room. One could feel the love and respect that these two generations of skaters had
for each other. From the many offers of coaching and training assistance offered to the OSDA by
these banked track legends, | think we can safely say tha t doors that had long been closed were

opened to the OSDA that night.

Ken Sikes
Founder, OSDA

www.oldschoolderby.com

www.myspace.com/oldschoolderbyassociation
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Mission Statement

Old School Derby Association
“Looking to the past to lead us to the future”

OSDA was created for those who want to skate something more ak in to what the
original Roller Derby was like. It is the goal of OSDA & its mem bers to restore ties
with “Old School” skaters, trainers and coaches from past de cades and learn from
their experiences and input. It is our belief that there is a h uge untapped fan base
out there longing for Roller Derby skated in Old School fashi on. OSDA feels that by
excluding those legendary Old School skaters and patrons, m any find they cannot

connect enthusiastically to the sport they used to love.

Old School rules were created by melding many of the current d evelopments in
Flat Track Derby with the rules used by OIld School Banked Trac k Roller Derby
skaters. These rules were developed by the Penn Jersey She De vils through
consultation with representatives from Derby teams from th e 70s and we believe

add to an exciting game for both the fans & the players.

We believe that it is possible to entertain and inspire a crow d with an aggressive,
hard-skated Old School game. OSDA believes that the draw was , 1Is and should
continue to be The Game. Pure & simple. No gimmicks - just the i ncredible skill of

the skaters.

It is the goal of the OSDA to once again show the beauty of a game that has kept
Derby fans Derby fans for years.



Flat Track Rules

(Last Revised March 5, 2008)

Game Definitions

Women’s Game: Only females competing

Men’s Game: Only males competing

Co-Ed Game: Males and Females compete on same team in
consecutive periods.

Old School Game: Male and Female Teams compete, separate

teams compete in alternating periods.

Game Parameters

A game consists of three twenty-minute periods separated by fifteen-minute
intermissions. Each period may have an unlimited number of | ams.

A jam is a maximum 90 seconds of actual skating game time.

There is a maximum of 30 seconds setup time in between jams dur ing which the
skaters must get into position.

The team with the most points at the end of the third period win s the game.



It is customary for the winning team to take a victory lap and s hake hands with
the opposing team.

Track requirements

The track is oval in shape and should be laid on a clean, smooth flooring surface
(wood, sport court, polished concrete, or asphalt) with cle arly marked boundary
lines.

The inner most oval is restricted to the head referee, jammer referees, penalized
persons/penalty boxes, penalty and stat keepers; it is out 0 f bounds to skaters.
The next 15" wide oval is the track; this area is ‘in bounds’ an d is where the jams
take place.

There are two lines approximately 40’ apart, across the trac k; the first marks
where the pivots will line up and the second is the jammer line where the jammers
line up to start the jam. Boundary lines are included as in bou nds.

The 5 wide oval that surrounds the track is designated for re ferees only; it is also

out of bounds to skaters.

The size of the track may be modified to accommodate the size o f the venue but

the outer oval boundary line should be approximately 96’ lon g by 60’ wide and the

inner oval boundary line should be approximately 60’ long by 30’ wide. The track,

including the referee pathway, should be approximately 106 "long by 70" wide.
Positions

Jammer

A star on the skater’'s helmet designates the position of jammer . Jammers start at

the jammer line.

On the 2nd whistle of a jam, a jammer may block the opposing jam mer and/or
move forward though the pack.

If a jammer is called for a penalty the jammer goes directly to the penalty box to
serve their time.

If a jammer goes out of bounds during their first time passing through the pack
the jammer must return to the rear of the pack. A jammer must return to the
back of the pack by letting the pack skate past them to begin le gally working their

way through the pack again.



A blocker may not legally engage a jammer if they are beyond a 2 0 foot range of
the pack.

Once a jammer has successfully, (remaining in bounds and wit hout committing
penalties), worked their way through the pack their status b ecomes an active
jammer . An active jammer no longer has to go to the back of the pack if t hey go
out of bounds. They may re-enter the track wherever they went out but must not

advance their position in the pack.

Only active jammers are eligible to score points and/or beco me lead jammer. An
active jammer scores a point for each opponent they pass (lap ) as they enter the
pack. The active jammer continues to lap the track and score p oints until the jam

time expires or the lead jammer calls it off.

A lead jammer is the status of an active jammer who is physically in front of the
other jammer, regardless of the opposing jammer’s status. T he first jammer out of
the pack successfully automatically becomes lead jammer.

To remain lead jammer, the jammer must maintain a physical po sition ahead of
the opposing team’s jammer on the track. The status of lead ja mmer switches
with the position of the active jammer in the lead.

Only the lead jammer may call off a jam; however, they must rem ain on their feet
in bounds in order to do so. If a lead jammer goes out of bounds t hey may retain
lead jammer status by returning in bounds on their feet witho ut having advanced
their position out of bounds while remaining in front of the o pposing team’s
jammer.

If at any time an active jammer who is in bounds passes the lead jammer, that

jammer takes the lead jammer status.
Pivot

The position of pivot is designated by a stripe on the skater's helmet. Pivots are
positioned at the head of the pack at the beginning of each jam and set the pace
of the pack at the sound of the 1 ' whistle.

Pivot may go out as active jammer if their jammer is called for a penalty while
they are in active jammer status. Pivot scores points when th ey reach the rear of
pack and are lapping the opposing skaters.

Pivots may break from the pack and become an active jammer eli gible to score
points, but only if the opposing team has established lead ja mmer status.



If the break away pivot is caught up to by their jammer, they ma y give their

jammer a whip or just allow them to pass to restore the origina | jammer to active

jammer status; the pivot is no longer able to score points and should return to the

pack.

An active jammer may pass their status to their pivot by whipp ing them ahead
before the 20 feet mark; jammer must return and become part of the pack. First

skater who passes 20 feet mark is active jammer.

A pivot while acting as jammer has all the rights of a jammer in cluding becoming
lead jammer.

A pivot does not have to be positioned at rear of pack to break o ut on a Jam. They
may break from anywhere in pack if their jammer cannot get out of pack. If they
are "out of bounds" trying to get out of pack, they need only co me back into pack
where they were deemed "out of bounds". They do not have to go b ack to rear of

pack, as a Jammer must do when "out of bounds".

Blocker

Skaters without helmet covers containing stars or a stripe a re identified as
blockers ; they make up the majority of the pack. They play offense and d efense
simultaneously by assisting their jammer through the pack w hile preventing the

opposing jammer from making it through the pack.

All blocks must be made during jam time while both skaters are in bounds.
Blockers may block other blockers and opposing jammer by usi ng shoulders, hips
or triceps.

It is illegal for a blocker to prevent an out of bounds skater t 0 return in bounds.
Double blocks are permitted. A double block occurs when two o r more blockers are

side by side, with wrists crossed but not interlocking.

No holding of hands is permitted, nor may one blocker grab or h old the other
blockers wrist with their hand (with the exception of a whip)

20Ft Ruling
All skaters may be blocked within the pack as well as within 20 ft of the pack in
either direction. As long as a blocker stays within the 20 ft r ange of pack, a



blocker may drop back to the rear of pack to engage a jammer com ing into score
points for their team.

A blocker may also engage an active jammer who has just broken from the pack in
an attempt to bring them back into the pack and or to stop them f rom going on a
jam.

Once a jammer has passed 20 ft of pack they may not be engaged by a blocker,
but may be blocked by the other jammer and/or pivot. Defensiv e skaters who
attempt to block a jammer more than 20’ outside of the pack in e ither direction

may be issued a penalty.
Referees

One referee is assigned to each jammer designated by scarf or armband colored to
match the team they are tracking.

Jammer referees help to ensure jammers return to back of the p ack whenever
they go out of bounds on their attempt to become active jammer

A jammer referee extends their right arm — pointing to a jamme r when they
become active. A jammer referee puts their left arm up and ext ends their right
arm out pointing to a jammer when they become lead jammer.

When a lead jammer places their hands on their hips to call off a jam, a jammer
referee acknowledges and ends the jam with a long, loud whist le blow.

At the end of the jam, the jammer referees signals point score by holding up a
finger count to the announcer and pointing to the team they ar e referring to.

The announcer verbally repeats the score for the referee to c onfirm, and then

points are credited to the scoreboard.
Jammer referee will track pivot if the pivot takes over as jam mer.

Additional referees skating outside of the track focus on bo undaries and illegal
blocking in the pack.

All referees may call penalties on all skaters by a short whis tle blow, pointing at
the offender and hand signal the offense.

During breaks stats person(s) can approach the referees to ¢ onfirm a penalty call.



Referee calls timeout of team by blowing whistle, giving a “T ” hand signal and
pointing to team calling it.

Referee timeouts are called by blowing whistle, giving a “T” hand signal, and
tapping their shoulders.

Referees may blow whistle to call off a jam if an injured skate r is on track and
unable to get off the track without assistance or if fighting breaks out which may
interfere with the jam or game preceding safely.

Penalty Keepers

p Penalty keepers monitor and time skater(s) serving penalti es.

p Responsibilities include:
0 Recording penalties

o Conferring with stats person during the period breaks and at end of
the game.

0 Notifying penalized skater to come off the track.

o Timing the penalty once the skater is seated in the penalty bo X.

o Timing the length of the penalty and sending the skater out of the box
once time is served

o Notifying captain/coach to send in replacement skater for 3 rd
penalized skater waiting for a seat in the box.

o Ensuring that the replacement skater comes off the track whe n the

penalized skater takes a seat in the box.

The penalty keeper will have a stopwatch per seat in the box to time the skaters in
the box individually.

Penalty time will pause during the interval(s) of time betwe en jams or during
timeouts.

Statistician

Statisticians record penalties in ink and compare their rec ordings with those of the

penalty keepers during period breaks and the end of the game.

Any discrepancies may be shown to referees for a final ruling
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Stats Keepers may also notify skaters if they have accumulat ed 6 minutes of

penalties warning 8 minutes of accumulated penalties skate r is out of game.

Jam
Set up
Two teams of five skaters — a jammer and the pack that consists of a pivot, and
up to three blockers from each team- take their place on the tr ack.
All skaters are expected to be on the track ready to skate. Tea ms may have fewer
players during a jam if a skater is either serving a penalty or fails to be on the
track when a jam begins; however, each team must have a minimu m of three
skaters on the track for a jam to commence. Three skaters cons ist of Pivot,

Jammer, and one Blocker

If a team is short the correct number of skaters on the track wh en the whistle
blows, they must skate short that number of skaters, if no pen alty is being served.
There are only two situations in which skaters may enter the t rack after a jam has
begun. These include skaters who have finished serving time in the penalty box or
their substitutions, and substitutions for a skater who bec omes injured or has

equipment problems during a jam.

If a jam begins with too many skaters on the track, the jam will end immediately,
the team having excess players will receive a penalty, and th e jam will be
restarted minus one blocker from the offending team.

The 1st whistle signals the start of a 90 second jam wherein pi vots lead the pack
counter clockwise around the track.

The 2nd whistle signals the jammers to begin skating.

They must race to catch up to the other skaters and then attemp t to make their
way through the pack.

Scoring Points
Once a jammer successfully makes it through the pack they bec ome an active

jammer. The active jammer in the lead is the lead jammer. A jam mer scores
point(s) by lapping opposing skaters.
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The status of lead jammer transfers every time an active jamm er passes the lead
jammer. As an active jammer laps the pack, they score one poin t for each
opponent they pass while the active jammer is in bounds.

Opposing players do not have to be in bounds to be scored upon ( i.e. blockers
from the jammer's team may have knocked opposing players out of bounds to
help their jammer proceed through the pack to score points).

An active jammer may also score points for skaters in the pena Ity box, but only if
that jammer is able to lap all of the opposing team members on t he track —
including the opposing team’s jammer.

Jammers will be awarded one point for every opposing skater w ho cuts across the
track.

Each jam lasts a maximum of 90 seconds; however, if the lead ja mmer is eligible
(in bounds and on their feet) they may choose to call the jam of f earlier by placing

their hands on their hips.

Additionally, officials may end a jam due to skater injury. A jam will end early with
the conclusion of a period.

Between jams, a maximum of 30 seconds is allowed to have score s and stats
recorded and to set up players for the next jam. During this ti me, team
captains/coaches may call 1 time out or briefly dispute or cl arify a call with a
referee. Each team is allowed a timeout to stop the clock for o ne minute per
period by the captain/coach signaling the referee with a han d “T” sign.

Referees may make the call to immediately stop the jam, or wai t until the break to

stop the clock for an interval of time before the next jam.
A resolution must be made before the next jam begins.

Once the head referee declares a ruling, the decision is fina | and the two teams
have a maximum of 30 seconds to return to the track.

Penalties
Minor penalties (1 minute)
lllegal blocks:

p Hitting below the hips or above the shoulders
p Using hands for pushing, grabbing uniforms or arms of opposi ng team

12



Others

T T T T T T T T T T TT T TTTT

Using forearms from elbow down to block

Using elbow to block

Swinging upper or lower cutting motions for blocks
Tripping

Deliberate falling

Blockers who interlock arms

Straight arm extension blocking

Holding a person down

20’Rule for blocking, blocking out of bounds

Not allowing skater out of bounds to return to play
Blocking after jam has ended

Back blocking with elbows or hands

Advancing position while out of bounds

Unauthorized person communicating with referee(s) (autho
Captain, Co-Captain or coach)

Unsportsmanlike behavior

Disrespecting referees

Not in proper uniform.

Cutting the track

Major penalties (2 minutes)

Major penalties are two minutes long and may be called for:

T T T TTTTT

Deliberately pulling a skater down

Choking

Biting

Kicking

Fighting

Blatantly ignoring a referee’s call

Abusively using verbal obscenities

Airborne blocking (if both skates are off the ground at conta

Team penalties

p
p

Team Penalties are one minute long and may be called for:
Delay in jam- not accurate number of skaters on track

Automatically out of game

Ejection may be assessed and (offender removed and team gets
may be called for:

rized being the

ct).

2 min penalty)
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Abusively physically touching a referee

Any skater that accumulates 8 minutes in penalty time

Any person referee(s) deem incorrigible and or out of contro | may be
escorted out by security

T T T

Serving Penalties

Penalties are served as soon as they are called. The offendin g skater goes directly
to the penalty box for the time designated by the referee.

Penalty serving time is paused during breaks. Penalty time t hat is not completely
served within the jam where the penalty occurred carries ove r to the next jam.
Penalty time not served will carry over to the next period. Th e period’'s 1st jam will
start with two jammers but minus the number of blockers neede d to serve the
penalty time.

Skaters who received the penalty may not skate this jam, howe ver, a substitute
may fill the position of the jammer or to meet the minimum of th ree skaters on
the track.

If a jammer is called for a penalty, that jammer must go direct ly to the penalty
box. The Pivot skater is eligible to break from pack and go out on the jam as an

Active Jammer.

In instances where a jammer’s penalty time carries over to th e next jam the
offending team skates short one blocker until the jammer's p enalty time is
completely served- at which point the skater or their replac ement may return to

the track as a blocker in the pack.

If both jammers receive penalties at the same time both skate rs go to the penalty
box, the jam ends, and a new jam begins with new jammers and eac h team minus
one blocker.

Once the penalty time is served those skaters or their replac ements may return to

the track in the back of the pack, as a blocker for the remainde r of the jam.

In the case 3 skaters receive penalties from the same team, 2 s katers go directly
in the box, the 3rd skater stands beside the box and their capt ain/coach sends a
replacement skater from the bench to the track. Once a penalt y time is served the

14



skater may leave the box and return to the track or be substitu ted on the track.

Now the 3rd penalized skater must take a seat in the penalty bo x and their
penalty time begins; their replacement must come off the tra ck and return to the
bench.

Miscellaneous

Back Blocks

Blocking from behind is permitted as long as only the shoulde rs to triceps are used
in executing the block. No hands or elbows are allowed to be us ed.

Pivot Blocks

Pivot Blocks are allowed as long as contact with opposing jam mer is made with

shoulder, not hands or arms from elbow down to wrist.

Spin Whips

Spin whips are allowed as long as contact is not made with the h ands, (holding
penalty). It is legal to make contact with opposing skater bl ocker during this
move. However, it is illegal to make hand contact with an oppo sing skater while

advancing your jammer.

SPIN WHIPS AND PIVOT BLOCKS are not considered to be skating backwards
as the skating motion of the blocker is still in a counter-clo ckwise direction.

Travel Team

Players may be changed to make up a team suitable for fair comp etition.

For example, a new inter-league team does not need to compete against your
league’s most advanced skaters.

Travel team is 14 players, 2 of which are alternates.

Travel team rosters must be submitted to the home team 3 weeks prior to game
date; no changes can be made after this time without authoriz ation of the
opposing team.

Attire

Uniforms identify skaters as team members. Color selection should distinguish
each team.
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If both teams share the same color scheme, the home team gets t he choice of
colors to be worn.

Skater name should be legible across back.

Skater's number should be at least 4” large, visible on back o f uniform, and
marked on outside of both upper arms.

All team skaters are required to wear helmets, elbow pads, kn eepads, wrist
guards, and quad skates. Mouth guards are strongly recommen ded as are tailbone
protection.

Overtime

Teams will skate one period of five minutes. The team with the most points at the
end of this period will be considered the winner of the game. | f at the end of the
first overtime period the score is still tied, another overt ime period will be skated

as “Sudden Death” (first team to score will win game). If no sc ore this period the

game will end in a tie.
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Banked Track Rules

Game Parameters

The game consists of 2 halves; each half has 4 alternating twe Ive-minute periods
of skaters.

If the competing teams are co-ed, a coin toss before the first period will be
determine if the women or the men will skate first. The remain ing periods will

alternate between men and women, in order.

A female team is composed of no less than ten women. A male team is composed
of no less than ten men. A coed team is composed of no less than f ive men and
five women. Only five members of the each team can be on the tra ck at one time.
Game starts when Referee signals by blowing his or her whistl e that the two teams

are in equally in position. This group is called the pack. In t his pack, each team
has 3 Blockers, 1 Jammer and 1 Pivot.

Period Clock

Once the twelve minute period clock begins, it can only be sto pped for official
time-outs.

Time Outs
Each Team is allowed one 1-minute Team timeout per period.

Designated Team Coach or Captain are the only two people who ¢ an call a Team
timeout.
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Official timeouts are called by Officials, usually by Head R eferee, to discuss more

than one skaters being accessed a penalty, usually for fight ing, confusion on
scored points, injured skater on track needing EMT assistan ce, etc. Official
timeouts are not charged to either team. Official timeouts a re called and signaled
by the Head Referee blowing a whistle and motioning to himsel f/herself by tapping
their shoulders. No time restriction on length of an Officia | Timeout, but length
should be kept to minimum amount of time as to not interfere wi th the flow of the
game.

Any Referee can ask Head Referee to call an Official Timeout, but the Head
Referee is the only official who can signal the call for one. S ignal should be

directed to Score Board official, as all timeouts should be.

Jamming & Jammers

A jam or scoring play, occurs when one of or more Jammers have p ulled all way
from the pack. The Jammers have 60 seconds to score. A Jammer a re must wear a
star on their helmet. The Blockers, who cannot score, wears a solid colored
helmet. The Pivot wears a stripe on the helmet. A jammer can pa Ss a jam to a

Pivot as long as he or she isn’t the first Jammer out of the pack

A jam can start:

1. When the Referee has signaled that both teams are in the pac k.

2. When the Pivots are evenly positioned together at the fron t of the pack.

3. When all Jammers are at the rear of the pack.

4. When a Pivot from each team is on the track. The Pivot skater cannot be

more than 20ft. in front of the pack before the jam starts.

The clock and the jam actually start when one of the Jammers ha S been able to
pass the leading opposing Blockers in the pack. Star helmet m ust be worn by the
Jammer to score unless through some involuntary action that helmet is knocked

off, then the Referee has the right to decide on this point.

Concluding a Jam

A jam will be considered at the end and if for any of the followi ng reasons:
1. The expiration of the 60-second time limit.
2. At the conclusion of the each twelve minute skating period
3. When the lead and Jammer places both hands on his or her hips
4, A jam may also be called off by the Officials for any emergen cy.
A Jammer receives 1 point for every member of the opposing tea m he or he

passes, every time he or she laps the field within 60 seconds.
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Penalties

There are penalties consisting of one and two minutes that ma y force a team to
skate short one or more team members.

1. There will be two types of penalties. A major penalty is two minutes long, a
minor penalty is one minute long.

2. A minor penalty will be one minute duration and will be call ed at the
discretion of the Referee for holding, illegal blocking, st alling, tripping, illegal
use of the hands, and other minor fouls.

3. A major penalty will be at 2 minutes duration and will be cal led at the
discretion of the Referees for fighting, intentional rough ness, deliberate and
excessive insubordination, gross unsportsmanlike conduc t and DELIBERATE
railing.

4. A major penalty calling for expulsion from the game will be called at the

discretion of the Referee.

a. If a player is ejected from the game, his or her team receive S a two
minute penalty.

b. If a penalized a skater does not leave the track it immediat ely or
interferes with the remainder of the field that he or she will receive an
additional one minute penalty.

c. If this skaters penalty time overlaps into the following p eriod, any
member of the opposing sex taking the track must serve the out the
balance of the penalty time.

d. No more than two players on any team can be in the penalty box at
one time. But if a third player or more is penalized the player or
players committing the penalty must leave the track and be re placed
by a substitute. The penalized skater will begin serving his or her
penalty time when one of the skaters in the penalty box return s two of
the track. At such time this substitute will return to the ben ch.

Banishment
If any player accumulates a total of eight minutes in penalti es during one game he
or she is automatically ruled it out of the game and his or her s ubstitute will spend

the time of the last penalty in the penalty box.
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Over time

There can be no tie games. If at the end of the eighth period the score is tied, the
game will go into overtime in the following manner:

The women and men will alternate a five minute skating period s until a point is
scored. That team in scoring the first point will be declared the winner.
Scoring

Points are scored as follows:

a. A Jammer receives 1 point for every member of the opposing t eam he
or she passes, every time he or she laps the field within 60 sec onds.

b. If a Blocker commits a foul on a jam skater, the Jammer skate r will be
awarded the point that he or she is attempting to score. If in t he
opinion of an Official, there is a deliberate penalty agains t a jamming
skater to prevent that skater from scoring, and this jam woul d
determine the games out come, the Official may award up to 5 po ints
on the Jam. The determining factor would be the score differe ntial at
the time of the Jam. The injured teams score could not be raise d
higher than the fouling opponent. A skater forced to into the infield
may not better the position he or she was in when he or she left t he
track.

c. A skater receiving a penalty becomes ineligible to either score but may
be scored on.

d. A fouled skater cannot be passed for any point unless he or s he has
had a sufficient time to recover from the foul.

e. No jam can be considered a legal jam with more than five skat ers on

the track from each team.
f. A skater with skate trouble cannot be passed for a point.

Referees

On any disputed point that is not clearly spelled out in these rules, a consensus of
the Referees will have the final decision.

Special jams

The any jam starting on the fourth or eighth period with less t han 60 seconds
remaining will run until the 60 second jam has elapsed or unti | called off.
Blocking
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A player may block and opponent with any part of his or her body with the
following exceptions:

1. It is illegal to use any part of the arm below the elbow.
2. It is illegal for a skater to block with his feet or trip and o pponent.
3. In using arms for blocking purposes, the arm must be bent, n ot extended
full length.
4. It is illegal to block from the rear.
Elbows may be used in blocking, but not in the following manne r:
1. A skater is not permitted to use an elbow block above the sho ulders.
2. A skater is not permitted to use an elbow with an upward or do wnward
motion.
In setting up a double block, it is illegal for the defensive s katers to grip hands or
lock arms. Both Blockers may receive a penalty at the discret ion of the Officials.
Other forms of illegal blocking may be called at the discreti on of the Officials.
No defensive skater will be permitted to drop back more than a distance of 20ft.
behind the pack to block a Jammer. A two minute penalty may be c alled by the
Official.
All skating must be in a counter-clockwise direction. Backw ards skating is allowed.

Backwards blocking is a major penalty.

Officials

A minimum of one and a maximum of three officials shall be pres ent in the infield
at all times.

If more than one official is present, one official shall be de signated as head referee
and shall be responsible for the final decisions on rule inte rpretations during the
course of the game.

A medical trainer, EMT or doctor must be present or immediate ly available at all
times.

A game announcer or track-side commentator shall be designa ted for each game.
A statistician will be designated for each game to record and tabulate the scoring

and other game statistics as required.

A skate technician and/or track maintenance man shall be pre sent or available at
all times.
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Code of Conduct

REPRESENTING OSDA

It is the responsibility of the individual member Leagues du ly appointed
representative to monitor, advise and review the OSDA Code o f Conduct with their
respective League members.

1. OSDA policy regarding non-OSDA skaters, teams and leagues

It is the goal of OSDA to promote a mutually beneficial suppor t of all
skaters, teams and leagues, regardless of their affiliatio n; past, present or
future.

OSDA Leagues should refrain from comparing themselves to ot her
organizations in/on publicly accessible media (Newspaper , internet, radio,
etc.) in such a way as to portray OSDA as being “superior” in sk ill, style,

organization or individual.

2. Internal Conflicts

Any OSDA league, team or individual is encouraged to make use of the
OSDA Board members to help resolve any internal conflicts wi thin your
organization.

Concerns should be presented in writing by the duly appointe d OSDA
representative.

OSDA will set up a mediation board & work with you to resolve is sues amongst the
parties.
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Under no circumstances should personal grievances be poste d on any public

internet group or forum. What you have to say as an OSDA member reflects on
ALL OSDA members. If you have issues within your league or wit h another league
(even a non-OSDA league), please bring it to the Board and we w ill help you

address it in an appropriate manner.

3. Conseguences

Should any member, team or league, as an individual or as a who le, be found in
violation of this guideline, the OSDA board will take correc tive / disciplinary action
as follows:

First Offense: Letter of reprimand outlining specific occu rrence, explaining why
occurrence is not acceptable and suggesting corrective act ion that offending
individual, team or league may take.

Second Offense: Offending individual, team or league will b e placed on a 90 day
probation. During that time, individual, team or league wil | not be allowed to
represent themselves as being an active OSDA league and will not be eligible to

vote on any OSDA business.

Third Offense: Offending individual, team or league will ha ve their OSDA
membership privileges revoked and will be banned from the OS DA.

4. Appeals

Former OSDA members, teams or leagues who have been banned fr om
membership may file a written appeal to the OSDA Board for con sideration.
Appeals must be submitted to the OSDA Board President, and ex pulsion may be

rescinded by a majority vote of the OSDA  Executive Board.

Thanks for your cooperation in building a positive image for the OSDA. If you have

any suggestions on the things you think we should stress in ou r contacts with the

press, etc, please feel free to post on the OSDA member Yahoo G roup or e-mail
any board member. Working together, we can continue to make O SDA grow and
prosper.

OSDA SUPPORTED MEMBER EVENTS

OSDA was created to support, promote and assist member leagu es as they revive
the ideals of Old School rules Roller Derby.
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Any OSDA member, team or league who wants to promote an event u

OSDA name and image must present a written request to the Boar
Requests should be submitted no less than 14 days in advance o

The written request should outline:

Name to be used for event.

Date of event.

Location of event.

Brief description of event activities.

Brief description of OSDA support requested.

ar®ODE

Requests will be approved or declined by a consensus of the OS
Directors within 48 hours of submission.

sing the

d of Directors.

f event.

DA Board of
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Flat Track - Minimum Skills Requirements

(Adapted from WFTDA Minimum Skills Requirements)

Each [OSDA] member league that intends to enter into an [OSDA ] sanctioned
inter-league Game must designate a league member who is resp onsible for
ensuring that each skater entering into the inter-league Ga me meets the skill
requirements listed below. The league member may be the head of the
training/coaching committee, travel team captain, or othe r league official. This
league official must sign off on each skater’s individual as sessment sheet. This
must be done at least annually for each skater participating in inter-league play.

For purposes of improving skill level, scrimmages may be scheduleetween teams who have
not yet mastered the minimum skills requirement.

Basic Skating Skills
The skater must demonstrate proficiency in the following ar eas:

p Skating Posture
8 Bends at knees and hips with shoulders back
§ Swings arms fluidly
§ Stride
8 Has steady, confident, fluid strides
8 Uses both feet to push forward on straight-a-ways
p Crossovers
8 Performs smooth crossovers while skating at a brisk pace goi ng
into and coming out of turns.
8 Uses both feet to push during crossovers
p Speed
8 Completes 5 laps around the track in one minute or less
p Endurance
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8§ Skates 20 laps around regulation track within five minutes
p Stops
8§ Skater must come to a complete stop from a brisk pace, using
proper form and without losing her balance
p Other skills
8 Performs one-foot glides with each foot for the length of the
straightaway with good balance.

8 Has the ability to propel self while keeping all eight wheels on
the floor
8 Can move easily and fluidly from one side of the skating lane t 0]
the other.
2 Falls
Skater must perform the following falls safely, accurately , and naturally with quick
recovery

p Single Knee Falls

§ Left

§ Right

8 Recovers from each without putting hands on the ground
p Double Knee Falls

8 Recovers within three seconds

8 Looks behind for on-coming skaters before proceeding

p Figure 4/Baseball Slide
8§ Performs this fall with both legs on or near the ground
p 180 Degree Turn Single Knee Fall
8 Exhibits control to complete the fall in exact opposite dire ction

3 Balance/Agility

Skater must demonstrate the ability to perform the followin g tasks without losing
her balance or falling

p Stepping - From a standstill:
8 Forward and Backward
8 Side to side in both directions
p Squatting - While skating:
8 Squats and coasts through the entire straightaway and turn
8 Squat and propels self on straight-a-ways and around turns
p Hopping
8 With both feet, moving forward, both feet landing simultane ously
8 From one foot to the other
p Focus
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8 Can look left, right, and behind quickly and unexpectedly wh ile
skating without losing control.
p Weaving
8 Maneuvers through 10 cones placed six feet apart, covering b oth
straight-aways and turns

4 Skating With Others

Skater must demonstrate the ability to perform the followin g skills legally and
safely.

b Whips
8 Giving whips
8§ Receiving whips
p Pushes
8§ Giving pushes
8 Receiving pushes
p Pacing
8 Varies speed while being “sandwiched” between two skaters,
maintaining an arm'’s length distance without falling, trip ping,
overtaking, or running into another skater.
p Weaving Around Moving Obstacles
8§ Demonstrates weaving through a line of moving skaters that a re
an arm’s width apart (such as in the “Last In Line” drill).
p Unexpected Obstacles
8§ Skating within a pack of at least four other skaters, who are
falling in front of the skater at various unexpected times. S kater
must demonstrate the ability to deal with unexpected obstac les,
such as another skater who has fallen within a pack, by avoidi ng
or safely falling without hurting self, the fallen skater, a nd
without causing an unnecessary hazard for any of the pack
skaters.
p Leaning
8 Skates while leaning shoulder to shoulder with another skat er
without falling, while maintaining an upright position and
propulsion
p Bumping
8 Maintains or recovers balance while being bumped into and
having wheels bumped by another skaters without falling
5 Blocking

Skater must demonstrate the ability to perform the followin g skills legally and
safely.
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p Taking Hits

8 Responds safely (without falling or falling safely, accura tely, and
small, without sprawling unnecessarily, with quick recove ries) to
repeated heavy checks

8 Demonstrates the above in a pack situation, without causing an

unnecessary hazard for pack skaters.
p Body Blocking/Frontal Blocking/Stall Blocking

8 Performs with good posture and without loss of balance or foc us
p Checks
8 Performs checks with legal body parts delivered within lega I
blocking zones with moderate to heavy force while skating at a
brisk pace
6 Rules
Skater must demonstrate knowledge of current rules. Skater must sign off on
having read the [OSDA] rules document. The league official/ team captain is
responsible for ensuring that skaters are familiar with [OS DA] rules and

demonstrate this knowledge in their play.
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Banked Track - Minimum Skills Requirements

(Adapted from WFTDA Minimum Skills Requirements)

Each [OSDA] member league that intends to enter into an [OSDA ] sanctioned
inter-league Game must designate a league member who is resp onsible for
ensuring that each skater entering into the inter-league Ga me meets the skill
requirements listed below. The league member may be the head of the
training/coaching committee, travel team captain, or othe r league official. This
league official must sign off on each skater’s individual as sessment sheet. This
must be done at least annually for each skater participating in inter-league play.

For purposes of improving skill level, scrimmages may be scheduleetween teams who have
not yet mastered the minimum skills requirement.

1 Basic Skating Skills
The skater must demonstrate proficiency in the following ar eas:

p Skating Posture
Bends at knees and hips with shoulders back
Swings arms fluidly
Stride
Has steady, confident, fluid strides
Uses both feet to push forward on straight-a-ways
p Crossovers
8 Performs smooth crossovers while skating at a brisk pace goi ng
into and coming out of turns.
Uses both feet to push during crossovers
Must be able to perform crossovers (left over right) from low
side of track up to rail 3 times and back.
8 Must be able to travel from infield to rail doing side step.
p Speed
8 Completes 5 laps around the track in one minute or less

w W W W W

§
§
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p Endurance
8§ Skates 20 laps around regulation track within five minutes
p Stops
8§ Skater must come to a complete stop from a brisk pace, using
proper form and without losing her balance
p Other skills
8 Performs one-foot glides with each foot for the length of the
straightaway with good balance.

8 Has the ability to propel self while keeping all eight wheels on

the floor

Can move easily and fluidly from bottom of track to the top.
Must be able to skate three complete laps while staying at rai
using left over right crossovers.

8
8
2 Rails

Skater must demonstrate knowledge of how to take the rail saf ely.

p Spin-off
8 Must be able to go over rail and using reach push on edge of
track to get back over rail and back on the track.
8 Must know how to swing under hand rail and execute leg hook to
swing bank onto the track.

8 Be familiar with technique for going over rail and to floor wi thout

injury.
8§ Know how to properly utilize kickrail.
p Body Blocking/Frontal Blocking/Stall Blocking
8 Performs with good posture and without loss of balance or foc
p Checks
8 Performs checks with legal body parts delivered within lega I
blocking zones with
moderate to heavy force while skating at a brisk pace
3 Falls

Skater must perform the following falls safely, accurately , and naturally with quick
recovery

p Single Knee Falls

§ Left

§ Right

8 Recovers from each without putting hands on the ground
p Double Knee Falls

8§ Recovers within three seconds

8 Looks behind for on-coming skaters before proceeding

us
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p Figure 4/Baseball Slide
8§ Performs this fall with both legs on or near the ground
p 180 Degree Turn Single Knee Fall
8 Exhibits control to complete the fall in exact opposite dire ction

4 Balance/Agility

Skater must demonstrate the ability to perform the followin g tasks without losing
her balance or falling

p Stepping - From a standstill:
8§ Forward and Backward
§ Side to side in both directions
p Squatting - While skating:
8 Squats and coasts through the entire straightaway and turn
8 Squat and propels self on straight-a-ways and around turns

b Hopping
8 With both feet, moving forward, both feet landing simultane ously
8 From one foot to the other
p Focus
8 Can look left, right, and behind quickly and unexpectedly wh ile
skating without losing control.
p Weaving
8 Maneuvers through 10 cones placed six feet apart, covering b oth

straight-aways and turns
5 Skating With Others

Skater must demonstrate the ability to perform the followin g skills legally and
safely.

b Whips
§ Giving whips
8 Receiving whips
p Pushes
8§ Giving pushes
8§ Receiving pushes
p Pacing
8 Varies speed while being “sandwiched” between two skaters,
maintaining an arm'’s length distance without falling, trip ping,
overtaking, or running into another skater.
p Weaving Around Moving Obstacles
8§ Demonstrates weaving through a line of moving skaters that a re
an arm’s width apart (such as in the “Last In Line” drill).
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p Unexpected Obstacles
§ Skating within a pack of at least four other skaters, who are
falling in front of the skater at various unexpected times. S kater
must demonstrate the ability to deal with unexpected obstac les,
such as another skater who has fallen within a pack, by avoidi ng
or safely falling without hurting self, the fallen skater, a nd
without causing an unnecessary hazard for any of the pack
skaters.
p Leaning
8 Skates while leaning shoulder to shoulder with another skat er
without falling, while maintaining an upright position and
propulsion
p Bumping
8 Maintains or recovers balance while being bumped into and
having wheels bumped by another skaters without falling

6 Blocking
Skater must demonstrate the ability to perform the followin g skills legally and
safely.
p Taking Hits
8 Responds safely (without falling or falling safely, accura tely, and
small, without sprawling unnecessarily, with quick recove ries) to
repeated heavy checks
8 Demonstrates the above in a pack situation, without causing an

unnecessary hazard for pack skaters.
p Body Blocking/Frontal Blocking/Stall Blocking

8 Performs with good posture and without loss of balance or foc us
p Checks
8 Performs checks with legal body parts delivered within lega I
blocking zones with moderate to heavy force while skating at a
brisk pace
7 Rules
Skater must demonstrate knowledge of current rules. Skater must sign off on
having read the [OSDA] rules document. The league official/ team captain is
responsible for ensuring that skaters are familiar with [OS DA] rules and

demonstrate this knowledge in their play.
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Founder/President

Vice President

Treasurer

Media/Public Relations

Referee Training & Cert.

Banked Track Division

Flat Track Division

Sponsorship

New Membership

Interleague Liaison

OSDA Contact List

Ken Sikes
Jersey Bloodhound

Holly Prescott
Goody Two Skates

Bianca Berrige
Bashing Binky

Tim Spann
Deutschmaschine

OSDA/Penn Jersey She Devils
pjbloodhound@yahoo.com

Penn Jersey She Devils
holly@prescott.cc

Penn Jersey She Devils
BiancasUnicorn@ msn.com

Hell City Hooligans
bunkertor@gmail.com

Skip Schoen P-J She Devils / Hell Cit y Hooligans

Rose Colombo
Thunder Rose

Melissa Morera
Mos Deathly

Sara Bennett
Silver Siren

Annie McGuinness
South-Paw Siouxie

Christina Luciano
Lucky Luciano

SK16P@aol.com

Corpus Christi Rolling T hunder
cc_thunderwoman@yahoo.com

South Jersey Derby Girls
sjderbyqirls@yahoo.com

Penn Jersey She Devils
sobl1977@verizon.net

Man’s Ruin Roller Girls
pinup-ink@hvc.rr.com

Penn Jersey She Devi Is
stinal21@gmail.com
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What Does WFTDA REALLY think about OSDA??7?77??

™01-00. .
01-09-2008, 04:49 AM POSTED ON

POST #13

Mercy Less | wrtDA checking in...
Junior Member

. Hi!
Join Date: Dec 2007 . .
P(())lgts:ale ec I'm Mercy Less, Marketing/PR Chair for WFTDA, and Boa

wanted to make clear that the above post from a member sk
league is NOT the organization's position on OSDA. O

open communication with OSDA, and we'd like to cont
between us - we all love the same thing, after all!

In the future, I'd remind our members to remember to be careful

the word "we" in online forums, lest they give the impre
of us. WFTDA does things one way, and OSDA another.
organizations beyond these two, as well. We all play
each other's differences.

There's room in the community for all of us! If you are
WFTDA league, you can contact a rookie wrangler here :

rd of Directors. | just
ater of a WFTDA

f late we are enjoying an
inue building that bridge

of their use of
ssion they speak for all
There are other

derby, and try to respect

interested in becoming a

rookieleagues@wftda.com , or look for membership information on our website,

www.wftda.com . Thanks!

Derby For All,

Mercy Less
....and if you are interested in becoming an OSDA leagu e, you can send an inquiry via any OSDA league
website, there is a list of Board Member Contacts on t he last page of our OSDA Policies and Procedures
Manual (available on all OSDA web locations and by email request!)

www.oldschoolderby.com
www.myspace.com/oldschoolderbyassociation

Penn Jersey She Devils  South Jersey Derby Girls Hell City Hooligans

A Division of Penn Jersey She Devils

Diamond City Death Kings Ri chmond Derby Demons Corpus Christi R
& The Delta Derby Devils!

Man'’s Ruin Roller Girls

olling Thunder
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Old School Derby Association
c/o Ken Sikes, Founder

507 Windsor Court, Apt. C-3
Bensalem, PA 19020
www.oldschoolderby.com

2008 OSDA Membership Application

PLEASE FILL OUT AND RETURN TO THE ABOVE ADDRESS WIT H THE

REQUIRED $150.00 APPLICATION FEE.

League Name:
Mailing Address:
Contact Phone:
Website:

Email:

Date of Formation:

Total number of League Members (EVERYONE):
Female Male

Do you have an official League Roster? Yes
How often do you have League Meetings?
Total # Teams & Names:

How often do you have Team Meetings?

Are your Coaching Staff/Refs also eligible Skate
Yes No

If Not; how many additional coaches/trainers/ref
Female Male

If they have separate meetings, how often?

Do you compete Coed/Male/Female?
Coed Male Female

No

rs?

s?
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18

19

20

21

22

23

24

25

26

27

Flat Track / Banked Track?
Flat Banked

What Organizational Structure does your league u
Non Profit LLC Other

If "Other"; please list:
How often each week do you hold practice?
What is your min # weekly practice for skaters?

Does your League have a Board of Directors?
Yes No

Founder(s):
President:

Vice President:
Secretary:
Treasurer:
Other Officers:

Please list other League Positions and person re

mail: (Team Captains, etc)

28

29

30

31

Position Name/email
Position Name/email
Position Name/email
Position Name/email

How often does your BOD meet?
How many total public games have you played?
What is your average attendance at games?

Does your league have a 2008 Season Schedule?
Yes No

se?

sponsible with contact e-
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34

35

36

37

38

39

40

41

Does your league have any "Away" games for 20087

Yes No

Please list month & place:

Does your League collect monthly dues?
Yes No

How much do you charge monthly? $

Do you require a Min Skills test to compete?
Yes No

If not, please tell us what criteria you use:

Does your league currently have any sponsors?
Yes No

Who are they?
Company
Company
Company
Company

Does your League have a Press Kit?
Yes No

What materials does it contain?

& BB



Old School Derby Association
c/o Ken Sikes, Founder
507 Windsor Court, Apt. C-3
Bensalem, PA 19020

www.oldschoolderby.com

League Representative Information Sheet

League Name

Real Name

Skater Name

Mailing Address

City: ST ZIP
Hm Phone Cell #

Email:

Website:

Do you currently hold any other positions with your league other than OSDA Rep?

If so, what are your responsibilities?

Why do you want to be an OSDA Rep for your league?

What special talents are you willing to share with t he OSDA?

Signature Date



