‘Penalties’ revision 140417

Pe n a lt'i e S StatsBook © 2008-2014 WFTDA

Your Mom Men's Derby 2016-10-15 hern Discomfort Roller Derby / Knights of Discon
Color Date Penalty Tracker Color
PENA AM # O/EXP OTA 0 PENA AM # O/EXP OTA Codes
1 P B
ik 2 n 9 ! Back Block
H H H H 3 X A
100 2 6 6 15 4 4 101 3 1 High Block
5 L
12 11
6 Low Block
M C 7 E
8 3 1 2 8 18 Elbows
B C C 9 F
19 12 14 18 3 10 14 Forearms
27 PLP 2 ! 16 A
5 17 12 Blk w/ Head
13 X M
3 14 2 18 1 Multi-Player
15 [F P C (0]
31 16 3 10 11 17 3 00B Block
F P 17 M M C 0OB Assist
379 9 13 2 18 315 2 4 5 17 4 C
M P 19 P Dir of Play
39 9 9 2 20 6283 13 L Clockwise ..
P 21 Stopped ...
555 s 1 22 63 P
23 X X Out of Play
62 666 2
24 1 6 Destroying
P 25 Failure ...
8 12 13 2 26 7 X
M P 27 M F M Cutting
g 7 9 15 . 28 = 3 9 9 14 N S
29 Skate O0B
30 |
31 Illegal (Proc)
32 Failure to Yield
33 ... Violation
34 N
35 Insubord'n
36 z
37 Delay of
38 Game
G
(Gross)
on-Skater Expulsior ‘ lon-Skater Expulsion Misconduct
TOTAL PENALTIES FOR PERIOD 1: 21 TOTAL PENALTIES FOR PERIOD 1: 17
PENALTY / Jam #: Enter codes for penalties in the upper row and jam # in the lower row for each skater. Any penalty past the dark line should result in a Foul Out.
FO/EXP: Foul Outs (FO) for accumulated penalties should be marked as FO. Expulsions (EXP) should be listed by the appropriate penalty code.
TOTAL: At the end of each period, add the number of penalties for each skater for that period and put it in the "TOTAL" column. The team's total penalties for the period should include Non-Skater Expulsions in the count.
CARRY OVER: Before period 2, transfer the penalties from period 1 by shading in the equivalent number of boxes.
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Your Mom Men's Derby 2016-10-15 hern Discomfort Roller Derby / Knights of Discon
Color Date Penalty Tracker Color
PENA AM # O/EXP OTA 0 PENA AM # O/EXP OTA Codes
1 B
10 0191
2 Back Block
X X 3 F A
100 8 20 2 4 101 14 1 High Block
M M 5 [ L
12 3 7 2 6 11 9 1 Low Block
P M 7 E
i 10 1 2 8 e Elbows
(o] F c 9 F P c M F
19 9 19 20 3 10 14 7 17 20 21 4 Forearms
27 L 1 11 16 H
16 12 Blk w/ Head
M M 13 X X M
3 5 9 2 14 2 1 15 2 Multi-Player
15 P H C (o]
3t 16 3 2 13 15 3 00B Block
X N X 17 P G 0OB Assist
379 6 15 15 3 18 315 12 20 2 C
C M M 19 G E Dir of Play
39 6 10 18 3 20 6283 9 11 2 Clockwise ...
I P X F 21 | Stopped ...
335 2 6 16 17 4 22 63 10 1 P
L 23 X Out of Play
e 13 [ 24 e 21 ! Destroying
25 Failure ...
8 26 7 X
X | 27 P F Cutting
g 6 6 10 18 < 28 = 2 2 5 5 < S
29 Skate O0B
30 |
31 Illegal (Proc)
32 Failure to Yield
33 ... Violation
34 N
35 Insubord'n
36 z
37 Delay of
38 Game
G
(Gross)
on-Skater Expulsior] on-Skater Expulsior] Misconduct
L PENALTIES FOR PERIOD 2: 27 L PENALTIES FOR PERIOD 2: 21
PENALTY / Jam #: Enter codes for penalties in the upper row and jam # in the lower row for each skater. Any penalty past the dark line should result in a Foul Out.
FO/EXP: Foul Outs (FO) for accumulated penalties should be marked as FO. Expulsions (EXP) should be listed by the appropriate penalty code.
TOTAL: At the end of each period, add the number of penalties for each skater for that period and put it in the "TOTAL" column. The team's total penalties for the period should include Non-Skater Expulsions in the count.
CARRY OVER: Before period 2, transfer the penalties from period 1 by shading in the equivalent number of boxes.




