
 

Kubb United: Referee Signals and Best Practices 
 

This document was created by Kubb United certified referees and approved for use by the Kubb United board 

members. The intention of the signals is to help spectators follow the game, players understand the calls quickly, 

and broadcasters to articulate game events clearly to both new and seasoned players alike. 

 

Lag toss 
 

Positioning: 

Referee stands at mid-field, 1 meter from the sideline, during lag. 

Signal: 

Referee will motion with palms up to the winning teams baseline. 

In the case of a lag where it is too close to call, referee will motion with palms up to both baselines to 

signal a rethrow. 

Verbal: 

Referee willing to countdown from 3 for both teams if asked. 

 

 

Halt play 
 

Description: 

Play is commonly halted for safety issues, environmental factors, to ensure a penalty is enforced, or to 

enforce a game that has gone to time. 

Positioning: 

Play can be halted at any time from any position by any referee. 

Signal: 

Referee will extend arms and present palms to each team. 

Verbal: 



 

Per the referee’s discretion, a verbal signal can be used to ensure the players do not extend the game 

any further. 

 

Play on 
 

Description: 

Used to officially activate a game that has previously been halted.  

Positioning: 

Referee stands at mid-field near the king before signaling 

Signal: 

Referee signals to the active team with palms up. 

Verbal: 

“Play On” 

 

Illegal throw (helicopter) 
 

Description: 

When an illegal throw is made that strikes a game component, and the teams do not quickly resolve it 

independently, the referee will halt play and communicate the penalty to both teams. 

Positioning: 

It is best to have the referee judging throws behind the active thrower. This gives the ref the best 

perspective to call an illegal throw without distracting the thrower. 

Calls can also be made by judging in front of the thrower, when the referee cannot be in a position 

behind the active thrower. 

No calls on illegal throws will be made from a sideline. 

Signal: 

The referee will raise right arm, finger pointing up, and move it counter-clockwise in a circle motion. This 

will be signaled even if the teams resolve it independently, or the baton did not strike a game 

component. 

Verbal: 



 

Communicate the penalty to both teams 

Legal throw 
 

Description: 

Every throw that is not signaled Illegal will be defined as a legal throw. 

A legal throw is only signaled when the flow of the game is disrupted due to the teams being unable to 

quickly resolve independently. 

Positioning: 

It is best to have the referee judging throws behind the active thrower. This gives the ref the best 

perspective to determine legal throws without distracting the thrower. 

Calls can also be made by judging in front of the thrower, when the referee cannot be in a position 

behind the active thrower. 

No determinations on legal throws will be made from a sideline. 

Signal: 

Raise right arm with all your fingers extended to the air, with the thin edge of the hand facing the 

thrower. 

Verbal: 

None 

Kubb Up/Down 
 

Description: 

Referee’s may assist in determining whether a kubb is up or down after being hit. The referee will make 

this determination with the least possible effect on game state and game component positions. 

Signal: 

Point to the kubb in question, then: 

If the kubb is up, the same call for legal throw will be used. 

If the kubb is down, motion with palms down toward the kubb. 

Verbal: 

Communicate which kubb is in question, and whether it is up or down, to both teams. 

 



 

 

Kubb In/Out 
 

Description: 

Referee’s may assist in determining whether a kubb is in or out of play. 

Signal: 

Point towards the side the kubb is judged to be on. For example, if the kubb is on the sideline and is 

judged IN, point toward the king-side of the line. 

Verbal: 

None 

 

Foot fault (baseline) 
 

Description: 

When a foot fault is made, and the teams do not resolve it independently, the referee will halt play and 

communicate the penalty to both teams. 

Positioning: 

It is best to have the referee judging foot faults lined up on the baseline. 

Signal: 

The referee will point to the baseline where the foot fault occurred. 

Verbal: 

Communicate the penalty to both teams 

Foot fault (sideline) 
Description: 

When a foot fault is made, and the teams do not resolve it independently, the referee will halt play and 

communicate the penalty to both teams. 

Positioning: 

It is best to have the referee judging foot faults lined up on the baseline. 

Signal: 



 

The referee will point to the sideline where the foot fault occurred. 

Verbal: 

Communicate the penalty to both teams 

 

Unsafe or Unsporting Conduct 
 

Description: 

Play will be halted to issue the penalty. 

Positioning: 

Play can be halted at any time from any position by any referee to issue an unsafe or unsporting penalty 

Signal: 

The referee will extend both arms out, palms down, signaling towards both sidelines. Then, the referee 

will lower the arm furthest from the team causing the infraction. 

Verbal: 

Communicate the penalty to both teams 

 

Penalty Progression Signals 

Warning Penalty – The last throw is forfeited when called on the active team or may be rethrown if 

called on the inactive team. 

There will be no signal for warning penalties. 

Game Penalty - A baton is forfeited by the team for the remainder of the game. 

Put one hand on your hip, followed by extending your arm and a count of your fingers for how many 

game penalties have been accrued so far. 

Match Penalty - A baton is forfeited by the team for the remainder of the match. 

Put both hands on your hips, followed by extending your arm and a count of your fingers for how many 

match penalties have been accrued so far. 

Verbal: 

Communicate the penalty to both teams 



 

 

Personal Ejection 
 

Description: 

Used to remove a player from the tournament. Play will be halted to issue the penalty. A player may be 

ejected for compromising tournament rules, directing obscene language to an individual, or intention to 

injure another person. 

Positioning: 

Play can be halted at any time from any position by any referee to issue a personal ejection. 

Signal: 

With your thumb, point over your shoulder, then motion with your palms up to the ejected player. 

 

Forfeit 
 

Description: 

A team may forfeit without losing due to game state. A forfeit of a game or match can happen due to 

not showing up to the game in time or a team conceding. 

Positioning: 

Referee stands at mid-field near the king before signaling 

Signal: 

Move both arms laterally back and forth so they cross above the king (washout), then motion with 

palms up to the winning team. 

 

 

 

  



 

Change Log: 
 

To ensure you have the most recent version, visit http://www.kubbunited.com/rules-of-kubb/ 

 

 

Change descriptions: 
 

Version Approver Date 

1.0 Evan Fitzgerald (President) 8.1.18 

http://www.kubbunited.com/rules-of-kubb/

