
 
 
 

EGE ROLLER DERBY 
a sports SIM board game based on Jason Graham’s Engagement Game 

Engine (EGE)  
 



 
 

 
 

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.  
 
To date I created two Roller Derby versions based on Jason’s Time game engine. When 
Jason released his first couple of EGE games I felt that this game engine was tailor-made 
for the multi-action sequences of Roller Derby which is the only sport in the world where 
you are on offensive and defense at the same time. 
 
I wasn’t quite happy with the initial version of EGE Roller Derby. I felt it wasn’t fast enough, 
i.e. true to the EGE engine to resolve all the action in one 2d6 roll. Period-by-period as in 
Roller Derby Time was where I wanted to be. Moreover, the rating system was not ideal. 
When Jason created EGE Basketball and in particular EGE Hockey I knew how to change 
the initial EGE Roller Derby. The result is this reimagined version of the game.  
 
Please note that all original rights of the engagement game engine rest with Jason Graham 
and Candlelight Games, LLC and while any resemblance to Jason’s games is intentional this 
game is distributed to other tabletop sports game enthusiasts with the kind permission of 
Jason.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
 

RULES 
 
 
EGE Roller Derby is a period-by-period quick play Roller Derby game that features individual 
skater qualities. A single die roll determines which skaters may score on the jam and which 
skaters block opposing skaters. You identify the skater(s) who scored and who blocked for 
both teams with a single 2d6 roll and then consult the scoring chart to see how many 
points were scored during the period. You'll need a pencil, 2d6 and notebook paper.  
 
First let’s create a skater. Each skater can have up to 2 jam numbers, up to 1 block number 
and up to 1 penalty number. You roll 2d6 twice for the jam ratings. A roll of 7 results in a 
blank. A skater must have at least 1 jam rating thus, if you roll two 7s in a row you roll again 
until a different number comes up. If you roll the same number again for a skater’s second 
jam rating it will also be treated as a blank and the skater will only get 1 jam rating. If a 
block or penalty rating roll results in a 7 you assign a blank and the skater won’t have a 
block or penalty rating. 
 
 

Skater Creation 
 

2d6 Rating 
2 2 
3 3 
4 4 
5 5 
6 6 
7 Blank 
8 8 
9 9 

10 10 
11 11 
12 12 

 
 
Example: Cathy Atkinson 
2d6 rolls: Jam 7, 8 = ---, 8, Block 4, Penalty 2 
 
Each team must have 7 skaters per women / men roster.  
 
For a sample game we have created two full fictional teams, the Tornadoes and the 
Thunderbolts. 
 
 
 



 
 
  
 

        
 
  
 

      
                  
                  

  JAM BLK PEN     JAM BLK PEN 
Hansen 5, 8 8 ---   Pearson 5, 9 6 --- 
Cuesta 6, 10 5 ---   Olsberg 3, 9 3 3 
Kerr 8, 9 5 4   Farrow 8, 10 6 10 
Mendoza 4, 5 10 4   Parker 2, 5 10 9 
Cruz 9, 10 4 10   Potter 4, 11 4 9 
Reyes 4, 6 6 10   Corbett 8, 11 4 10 
Hill 4, 8 9 3   Delporte 9 --- 8 
                  
  JAM BLK PEN     JAM BLK PEN 
Dumortier 6, 8 8 ---   Ortega 8, 11 6 --- 
Lee 9, 11 8 ---   Serra 3, 10 8 2 
Harrison 6, 12 6 3   Parker 3, 4 5 3 
Remington 8 9 5   Roche 5 10 6 
Cavanaugh 10 11 8   Novacek 10 --- 8 
De La Cruz 8 9 10   Blackman 2, 4 9 2 
Quinn 10 2 9   Atkinson 2 --- 8 

 
 
The only other item we need is the  

 
Period Score 

 
Jam # Points 

0 4 
1 5 
2 6 
3 7 
4 8 

 
 
Each game consists of 8 periods. Jams are somewhat abstracted to keep overall scoring 
levels realistic. Women skate periods 1, 3, 5, and 7 and the men skate periods 2, 4, 6 and 8. 
A team consists of 5 skaters on the banked track and 2 bench skaters however, these 
fluctuate on each jam depending on which skaters are identified by their ratings to jam or 
block.  
 

 
 

 



 
To play a period you roll 2d6 and check how many skaters on both teams have the 
respective jam number and block number. Consult the score chart for the total points 
scored in the period. Each successful blocker deducts 1 point from the total. 
 
On a roll of 7 you roll again until you get a different result but this time you also consult the 
penalty column of the skaters. Any skater who has the penalty number is deemed to be in 
the penalty box and his or her jam or block number won’t count in this period. Moreover, the 
opposing team gets an additional point scored. 
 
Special Rules: 
 
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, the period score chart read is 
adjusted as follows: Leading team -2 #s (e.g. a regular result of 2 is read as 0), Trailing team 
+2#s (e.g. a regular result of 1 is read as 3). The chart is capped at 0 and 4 on either end; no 
adjustment goes beyond it.  
 
ii) If the home team is trailing by 5 points or less after the final jam of the game, they get 
one final chance to see if they can pull off a dramatic 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 they score you can roll 2d6 to identify who scored the points by 
matching up the jam numbers. 
 
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. Examples: 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. Roll 2d6 to identify which woman skater scored the winning 
point by matching up the jam numbers. 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. 
 
 
Let’s play a sample game between the Thunderbolts and Tornadoes for further illustration: 
 
First Period (Women) 2d6 roll: 6 
 
We check both women’s teams. The Tornadoes have no skater with a jam rating of 6 while 
the Thunderbolts have two. At the same time both teams have 1 skater with a block rating 
of 6. Thus, looking at the period score chart the Tornadoes look at the Jam # 0 column. 
They would score 4 points however, since the Tornadoes have 1 blocker, they must deduct 1 
and their total points for the period are 3. The Thunderbolts look at the Jam # 2 column 
which would net them 6 points but because the Tornadoes have a blocker, they must 
deduct 1 point as well which means that their total for the period is 5. By recording the 2d6 



roll on the scorecard you can easily track stats for scoring, blocking and penalties at the end 
of the game. 
 
After Period 1 our scorecard looks as follows: 
 

SCORESHEET 
TEAMS   Thunderbolts Tornadoes 
PERIOD 2d6 HOME SCORE AWAY SCORE 
1 W 6 5 3 
2 M       
3 W        
4 M       
HALF TIME SCORE       
5 W       
6 M       
7 W       
8 M       
HOME COMEBACK       
OVERTIME       
FINAL SCORE       

  
Now the men take to the track for period 2, 2d6 roll: 3 
 
The Tornadoes dominate, the have 1 skater with the jam rating and the block rating while 
the Thunderbolts have none. Olsberg had an outstanding period. The Tornadoes consult the 
Jam # 1 row and with no block effect they score 5 points. The Thunderbolts look up the 
Jam # 0 row but they have to deduct a point due to Olsberg’s block. We are all tied up. 
 

SCORESHEET 
TEAMS   Thunderbolts Tornadoes 
PERIOD 2d6 HOME SCORE AWAY SCORE 
1 W 6 5 3 
2 M 3 3 (8) 5 (8) 
3 W        
4 M       
HALF TIME SCORE       
5 W       
6 M       
7 W       
8 M       
HOME COMEBACK       
OVERTIME       
FINAL SCORE       



 
 
 
Period 3, 2d6 roll: 7 
 
Now we have to roll again and this time the Penalty numbers come into effect too. Next 2d6 
roll = 6. We see that Roche for the Tornadoes is in the penalty box but no harm done 
because she neither has a jam or block rating of 6. However, the Thunderbolts score an 
additional point (Jam # row 2 = 6 points – 1 block (Ortega) + 1 penalty (Roche)) and open 
up a 3 points lead. 
 
 

SCORESHEET 
TEAMS   Thunderbolts Tornadoes 
PERIOD 2d6 HOME SCORE AWAY SCORE 
1 W 6 5 3 
2 M 3 3 (8) 5 (8) 
3 W  6 (P) 6 (14) 3 (11) 
4 M       
HALF TIME SCORE       
5 W       
6 M       
7 W       
8 M       
HOME COMEBACK       
OVERTIME       
FINAL SCORE       

 
 
 
Period 4, 2d6 roll: 9 
 
A big scoring period, the Tornadoes have 3 skaters with that jam rating and the 
Thunderbolts have 2. But the Thunderbolts also have a blocker in Hill thus, both teams 
score 6 points (Tornadoes Jam # 3 row minus 1 for the block, Thunderbolts Jam # 2 row). 
At half time our scoreboard looks as follows: 
 
 
 
 
 
 
 
 
 
 



 
 
 

SCORESHEET 
TEAMS   Thunderbolts Tornadoes 
PERIOD 2d6 HOME SCORE AWAY SCORE 
1 W 6 5 3 
2 M 3 3 (8) 5 (8) 
3 W  6 (P) 6 (14) 3 (11) 
4 M  9 6 (20)  6 (17)  
HALF TIME SCORE   20   17 
5 W       
6 M       
7 W       
8 M       
HOME COMEBACK       
OVERTIME       
FINAL SCORE       

 
And the second half gets underway: 
 
Period 5, 2d6 roll: 7 Another penalty filled period. Next 2d6 roll: 9. Quinn is send to the 
penalty box but there is no further effect again other than the Tornadoes scoring the 
additional point (Tornadoes Jam # 0 = 4 points – 2 blockers + 1 penalty point, Thunderbolts 
Jam # 1 – 1 blocker) 
 

SCORESHEET 
TEAMS   Thunderbolts Tornadoes 
PERIOD 2d6 HOME SCORE AWAY SCORE 
1 W 6 5 3 
2 M 3 3 (8) 5 (8) 
3 W  6 (P) 6 (14) 3 (11) 
4 M  9 6 (20)  6 (17)  
HALF TIME SCORE   20   17 
5 W  9 (P) 4 (24) 3 (20) 
6 M       
7 W       
8 M       
HOME COMEBACK       
OVERTIME       
FINAL SCORE       

 
 



 
Can the Tornadoes men close the gap in period 6? 2d6 roll: 5. No, both teams have 2 
jammers on 5 but the Thunderbolts also have 2 blockers. 
 

SCORESHEET 
TEAMS   Thunderbolts Tornadoes 
PERIOD 2d6 HOME SCORE AWAY SCORE 
1 W 6 5 3 
2 M 3 3 (8) 5 (8) 
3 W  6 (P) 6 (14) 3 (11) 
4 M  9 6 (20)  6 (17)  
HALF TIME SCORE   20   17 
5 W  9 (P) 4 (24) 3 (20) 
6 M 5 6 (30) 4 (24) 
7 W       
8 M       
HOME COMEBACK       
OVERTIME       
FINAL SCORE       

 
Now we see that the gap has widened to 6 points which means that the special shift rule is 
in effect for period 7, the final women’s period. The Tornadoes women will read the period 
chart with a +2 Jam # column bonus while the Thunderbolts will read it with a -2 Jam # 
reduction. 
 
2d6 roll: 7 Another penalty-filled period. Next roll: 5 A huge period for the Tornadoes 
women. They have 1 skater with the jam rating but with the shift bonus they will read Jam 
# 3 row which gives them 7 points. They will also get an additional point due to Remington’s 
penalty for a total of 8. The Tornadoes meanwhile have no skater or blocker with a 5 rating 
and they will have to consult Jam # 0. The shift reduction ends at 0 so they can’t go down 
any further but Parker of the Tornadoes also blocked effectively so they will only get 3 
points in total.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
SCORESHEET 

TEAMS   Thunderbolts Tornadoes 
PERIOD 2d6 HOME SCORE AWAY SCORE 
1 W 6 5 3 
2 M 3 3 (8) 5 (8) 
3 W  6 (P) 6 (14) 3 (11) 
4 M  9 6 (20)  6 (17)  
HALF TIME SCORE   20   17 
5 W  9 (P) 4 (24) 3 (20) 
6 M 5 6 (30) 4 (24) 
7 W  5 (P) 3 (33) 7 (31) 
8 M       
HOME COMEBACK       
OVERTIME       
FINAL SCORE       

 
Since the gap is back to within 5 points the next period will read the Period Score Chart 
normally again. 
 
8 and final period, can the Thunderbolts men hang on to win the game? 
2d6 roll: 10. Cuesta, Cruz and excellent blocking from Mendoza ensure that the 
Thunderbolts win. 
 

SCORESHEET 
TEAMS   Thunderbolts Tornadoes 
PERIOD 2d6 HOME SCORE AWAY SCORE 
1 W 6 5 3 
2 M 3 3 (8) 5 (8) 
3 W  6 (P) 6 (14) 3 (11) 
4 M  9 6 6  
HALF TIME SCORE   20   17 
5 W  9 (P) 4 (24) 3 (20) 
6 M 5 6 (30) 4 (24) 
7 W  5 (P) 3 (33) 7 (31) 
8 M 10 5 4 
HOME COMEBACK       
OVERTIME       
FINAL SCORE   38 35 

 
As the home team is ahead we don’t need to check for a home comeback. Final score is 
Thunderbolts 38, Tornadoes 35 
 



 
 
As I mentioned, you can now compile the stats for scoring, blocking and penalties and track 
them over a full season. Where two jammers scored an uneven number of points you can 
assign them as you like or roll 1d6 (odd/even) to decide who gets the extra point. Likewise, 
in a Jam # 0 scenario where 4 points have to be distributed you can do so as you like or roll 
2d6 again until an existing jam number within the roster occurs. It is up to you. Leaving 
unallocated points aside for the moment we can see that Olsberg for the Tornadoes had an 
outstanding game with 7 points and 1 block whereas the jamming duo of Dumortier and 
Harrison carried the Thunderbolts women team. 
 
I trust that the sample game illustrated how a single 2d6 roll captured all of the main action 
on the banked track.  
 
On the following pages you will find different rated teams for each main historical league.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
 
 
NRDL 1949-62 
 

 
 
 
 

 
 

 



 
 

 
 
 
 
 

 
 

 
 
 
 
 
 

 
 

 
 
 
 
 
 
 
 
 
 
 
 
 



 
 
 
 
 
 
NSD 1961-88 
 
 

 
 
 
 
 

 
 
 



 
 
 
 
 

 

 
 

 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
 
 
 
  
IRDL 1963-73 
 
 
 

 
 
 
 



 
 
 
 
 
IRSL 1977-87 
 

 
 

 
 



 
 

 
 
 
 
 

RGI 1981 
 
 
 

 
 

 
 



 

 
 

 
 

 
 
ASD 1988-89 
 
 

 
 
 
 
 



 
 

 
 

 
 

 
 
 
WRF 1989-90 
 
 

 
 

 
 



 
 
 

 
 
 
WSL 1999-00 
 
 

 
 
 



 
 

 
 
 
 
 
 
 
 
 

 



 
CAREER MODE 

 
 

My favorite part of career module sports sim games has always been the off-season stage 
especially when it involves annual players drafts and trades between teams. I have created 
the following charts and sequence of play through the off-season. The aim was to keep 
things engaging while not overcomplicating financial calculations and ancillary aspects. 
 
Individual skater changes and salary cap adjustments 
 
The individual skater cap values are calculated as follows: 
 
$ 2 = Skater has 2 Jam ratings and a Block rating 
$ 1 = Skater has 1 Jam rating and a Block rating 
$ 0 = Skater has 1 or 2 Jam rating(s) and no Block rating 
 
A team’s salary cap across both women and male skaters is $ 20. A team cannot exceed its 
overall team cap (it is possible to have e.g. a women’s cap of $ 9 and a men’s cap of $ 11), it 
must trade or release skaters if at the start of the new season its roster is in breach of the 
cap.  
 
To use our fictional teams as an example: 
Thunderbolts are 14 + 10 = 24 
Tornadoes are 12 + 9 = 21 
Thus, both would be over the salary cap. 
 
The first action of the off-season is to roll for each skater to see if his/her rating changed: 
 

OFF-SEASON 
1d6 0 1 2 

1   x   
2     x 
3     x 
4 x     
5 x     
6   x   

 
x = rating has changed 
 
You can also implement individual rules based on the previous season stats according to 
your imagination. 
 
Whenever a rating change is indicated re-roll the skater’s ratings from scratch using the 
Skater Creation chart. Take note that the change may result in a different skater’s salary 
value and team cap value.  
 



 
Career Progression, Free Agency and Retirements 
 
When a rookie is drafted by a team (or when you start any league from its inaugural season) 
he/she signs a 4-year rookie entry level contract. Skaters can be traded during this period, 
but they cannot become free agents or retire unless they are cut for salary cap compliance 
purposes. 
 
After 4 seasons skaters enter the prime of their career. After their 5th season in the league 
each skater must roll 1d6 to see if they become a veteran or keep performing at the top of 
their game. A roll of 1 or 2 designates them as a veteran.  
 
Once a skater has become a veteran they must roll 1d6 after each of their subsequent 
seasons to see if they retire. On a roll of 1 they retire from the sport. 
 
This seasonal check also applies to any skaters who are free agents and not on any team’s 
roster. 
 
Once a skater has completed the rookie level contract they must roll on the Free Agency 
chart to see if they elect free agency or re-sign with their team for another season.  
 
 

FREE AGENCY 
1d6 0 1 2 

1     
2  x  
3    
4   x 
5     
6 x    

 
  
Any 1d6 roll indicated by an x leads to the skater electing free agency. They can then be 
signed by any team in the league. I usually give the worst team first crack at it before 
moving up the rankings like the draft order. 
 
 
Trade Window 
 
This for me is the most enjoyable part of the career mode. Depending on how many games 
per regular season you want to play you can also incorporate a mid-season trade window if 
you like. 
 
Firstly, for the purpose of identifying teams you evenly divide your teams based on the past 
standings into Top, Middle and Bottom. 
 
 



 
TRADE PARTNER 

d6 BOTTOM MIDDLE TOP 
1 Bottom Middle No Deal 
2 Top No Deal Top 
3 No Deal Bottom No Deal 
4 Middle Top Bottom 
5 Top No Deal Bottom 
6 Middle No Deal Middle 

 
 
Roll twice for each team (1 x women, 1 x men) to see if they seek to actively engage in a 
trade negotiation. 
  
Bottom = select one of the bottom teams for your trade discussions 
 
Middle = select one of the middle teams for your trade discussions 
 
Top = select one of the top teams for your trade discussions 
 
No Deal = your team does not seek any trade discussions during this trade window 
 
When the trade partners have been identified we need to check if the two GMs can agree on 
a trade or whether the talks collapse without an agreement. 
 
First, we roll on the skater trade chart below for the team proposing the trade followed by a 
roll on the skater trade chart for the other team. 
 

SKATERS TRADE 
d6 BOTTOM MIDDLE TOP 
1 Highest Lowest + Highest + Draft Pick Lowest 
2 Highest + Lowest Highest Lowest + Highest 
3 BB Highest + Highest Lowest + Highest Highest 
4 Highest + Draft Pick Lowest Draft Pick 
5 Draft Pick Highest + Draft Pick BB Highest + Highest 
6 Lowest BB Highest + Highest Highest + Draft Pick 

 
 
Highest = Highest rated skater (any $2 rated skater) 
Lowest = Lowest rated skater (any $0 or $1 rated skater) 
BB = Blockbuster Trade 
Draft Pick = All draft picks are valued equally at $1 and are always assumed from 1st round 
picks onwards 
 
Next, we compare the combined salary value totals between the two sets of skaters to see 
on which column we must roll for the final decision. 



 
0 = A,  
1 = B,  
2-3 = C,  
4+ = no deal 

 
Once the salary differential has been calculated we roll on the designated column in the 
trade decision chart. 
 

TRADE DECISION 
d6 A B C 
1 Do The Deal Sorry No, Nope, Nyet 
2 Pull The Trigger Can't Do It I Like This One 
3 Done Do It Not Even Close 
4 No Go No Way Jose Are You Serious 
5 Do You Think I'm Stupid Yes Get Outta Here 
6 Call The Moving Vans Nice Try Not Enough For Me 

 
 
 
New Skater Draft 
 
First, you will have to create new skaters who are ready to enter the league. I would suggest 
creating enough skaters for 2-3 draft rounds, depending on your league size. A typical Roller 
Derby league in the old days had 5-6 teams. 
 
Get the skater grades in the same way as you create new skaters. Then proceed to take 
skaters off the board in the traditional draft order, i.e. lowest ranked team goes first, last 
year’s Champion goes last. If draft picks were traded during the trade window these must 
be considered here. 
 
Here’s the draft table to roll on to add unpredictability to your GM’s decisions and 
excitement to the draft: 
 

DRAFT 
d6 BOTTOM MIDDLE TOP 
1 2 0 0 
2 2 1 0 
3 0 2 2 
4 2 0 1 
5 1 2 0 
6 1 2 2 

 
2 = Draft the best skater available (i.e. $ 2 rating) 
1 = Draft a $ 1 rated skater 
0 = Draft the least expensive skater available (i.e. $ 0 rating) 



 
 
Skater signings and releases, salary cap compliance 
 
Once the trades and draft are done your roster will be too big and you will need to release 
skaters to stay within your salary cap limit. Also, no squad can have more than 7 skaters. 
Here you go in reverse order of the draft, i.e. you start with the Champions and end with the 
worst team. The reason for this is that once skaters have been released, they can be signed 
as Free Agents by other teams and the lower ranked teams will have a chance to pick up 
potentially a decent skater who was surplus to requirements by the top teams. However, 
when all is said and done all teams have to stay within the cap space and roster limit. 
 
 
Training Camp Adjustments 
 
When the dust on all hot stove activities has settled it is time for training camp and we 
must check if the teams had a productive or a poor training camp. You roll 1d6 twice per 
team, once for the women and once for the men. On a roll of 5 you must select one skater 
and re-roll his/her ratings from scratch. Note any possible salary cap implications from this. 
 
 
Team Relocation or Expansion 
 
Expansion is up to you however, I would recommend not to expand beyond 6 teams in the 
league in total. When you want to expand, each existing team is allowed to designate 3 
skaters of the women’s squad and 3 skaters of the men’s squad that are protected from the 
expansion draft. All other skaters are eligible to be drafted by the expansion team. You can 
use the Skater Creation chart, Draft chart or simply select the best available skaters during 
the expansion draft. It is up to you. 
 
At the end of the season each team must roll 2d6 to decide whether the team may be 
forced to relocate to another market or fold altogether.  
 
2, 3: Franchise folds never to be seen again, all skaters become free agents 
 
4, 5: Franchise must relocate to another city and change its nickname, all skaters remain 
with the team 
 
If the above happens to a team that had a winning record that season, they get one more 
chance to convince their local politicians to build them a new arena which will keep them in 
their current city. They roll 1d6 and on a roll of 2 or 5 they will stay put.  
 
 
 
 
 
 
 
 



 
 
 
 
 

BLANK SCORESHEET 
 
 

 
SCORESHEET 

TEAMS     
PERIOD 2d6 HOME SCORE AWAY SCORE 
1 W    
2 M       
3 W        
4 M       
HALF TIME SCORE       
5 W       
6 M       
7 W       
8 M       
HOME COMEBACK       
OVERTIME       
FINAL SCORE       

 
 
 


