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2026 Rules Changes 
 
 

Rule-Section-Article 
 
5-5-2 and 5-6-1 Added Penalties that had not been recorded  
  

1-1-2 Clarify end line for playing team and added penalty for 
interference 

  

1-2-2 Added goal marking requirements 
  

4-1-2 Added equipment to false start 
  

4-1-4 Added a requirement for the scoring team to replace the 
skull and added a penalty 

  

5-2-1-5 Added a requirement to disengage after a headshot and 
added a penalty 

  

5-3-1 Added an exception to allow a player to collect their 
equipment 

  

5-3-2-1 Added an accessibility option for down counting 
  

5-3-2-2 Removed (b) the requirement to count 3 before 5 on a 
chain hit 

  

6-1-5 Defined “returned” to be within arm’s reach 
  

6-1-9 Added rule to prohibit players from grabbing other player’s 
equipment and added a penalty 

  

6-2-3-e Added a requirement for chain players to loosen the tension 
on a line when wrapping a body part; also added a penalty 

  

7-1-2 Added a rule barring “qwik menacing” 
  

7-2-3 Added a requirement for qwiks, retrieving a skull out of 
bounds, to return immediately to the field of play 

  

8-1-3 Added a note negating a players body obstructing a point 
 
Rule changes for the 2026 season will be in a red font. 
 
Minor administrative changes will be noted with BLUE font. Feel free to report 
administrative errors (e.g. typos, formatting, rules references ect.) or questions to the 
League Commissioner.  
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RULE 1     THE FIELD 

SECTION 1     DIMENSIONS 
ARTICLE 1. PLAYING LINES. The game shall be played upon a rectangular field 
measuring 40 meters in length and 20 meters in width. The lines at each end of the field 
are termed end lines. Those on each side are termed sidelines. 

ARTICLE 2. FIELD. Goals are set at each end of the field centered and two meters in 
from the end lines. The skull is placed in the center of the field (10 meters from the 
sidelines and 20 meters from the end lines).  

A three meter Outfield, on all sides of the field will be kept clear of equipment and 
personnel to allow for the free movement of referees and non-player administrators. 

Playing teams may encroach the Endline after the start of a play, however, will not 
interfere with players or equipment on the field.  This includes the entire arc of a swung 
chain from an enforcer inbounds. 

Penalty: Interference With Play: The foul is assessed and recorded at the end of 
the play and the head referee makes a determination if the outcome of the play 
was affected. 
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SECTION 2     FIELD EQUIPMENT 
ARTICLE 1. SKULL 
The Jugger Skull is a piece of sports equipment used in the game of Jugger. It is named 
"Skull" due to its resemblance to the shape of a dog skull. While the Jugger Skull does 
not need to be anatomically correct, it must be recognizable as a skull. 
 
The Jugger Skull must be constructed from durable foam material that can withstand 
the physical demands of the game. The surface of the Jugger Skull should be smooth 
and free from sharp edges or protrusions to ensure the safety of players. 
 
The Jugger Skull must adhere to the following size and shape specifications: 

a) Length: The Jugger Skull must be between 25 cm and 28 cm in length. 
b) Wide Section: The circumference of the widest section of the Jugger Skull must 

be between 35 cm and 44 cm. This measurement should be taken at least 3 cm 
from one end of the Skull. 

c) Narrow Section: The circumference of the narrow section of the Jugger Skull 
must be between 17 cm and 28 cm. This measurement should be taken at least 
3 cm from the end opposite of the widest end of the Skull. 

ARTICLE 2. GOALS 

A goal is a raised, padded, mound with a center hole. The location of a goal is centered 
on, and 2 meters infield from, the End Line. The location of the goal will be marked with 
paint or a spiked ribbon to identify the original location in the event a mound is 
displaced. The hole of the mound will measure 30cm to 33cm circumference.  

NOTE: For ease of measurement on the field, the below table gives measurements 
in circumference and a straight diameter measurement. 

 
   Circumference 
SKULL Min Max Min Max 

Wide End 11cm 14 35cm 44cm 
Narrow End 5.5cm 9cm 17cm 28cm 

Length 25cm 28cm ----- ----- 
Weight TBD TBD ----- ----- 

GOAL     
Center Hole 9.5cm 10.5cm 30cm 33cm 

Base TBD TBD   
Height TBD TBD ----- ----- 

 



RULE 2     THE POMPFEN 

3 
 

RULE 2     THE POMPFEN 

SECTION 1     POMPFEN USE 
NOTE: The Colorado Jugger League builds and rates all pompfen to be stab legal 
by default. This is a departure from traditional German rules.  

ARTICLE 1. Q-TIP 

a) A Q-Tip is to be held by the handle in both hands for a strike to count. 
b)  Players may hold it with one hand or by the padded section for blocking.  

ARTICLE 2. STAFF or SLASH: 

a) A Staff must be held with one hand on each handle for a strike to count.  
b) Players may hold it with one hand or by the padded section for blocking if they so 

desire.  

ARTICLE 3. LONGPOMPFEN or BACKCHARGE: 

a) A Longpompfen must be held by the handle with both hands for a strike to count.  
b) Players may hold it with one hand or by the padded section for blocking if they so 

desire. 

ARTICLE 4. DOUBLE SHORTPOMPFEN: 

a) Double Shortpompfen must be held with only one in any hand for a strike to 
count. Should a player drop or be disarmed of one, they may continue to play 
with just one. A player may continue to engage other players with one 
Shortpompfen while the second Shortpompfen is pinning. 

b) This position may pin two players at once. (See 5-4-4) 

ARTICLE 5. SHORTPOMPFEN and SHIELD/BOARD: The other option for the 
shortpompfen is to equip a shield.  

a) A shield may not be used for pinning, the shortpompfen must be used.  
b) The shield and shortpompfen must be held in separate hands. 
c) The hand holding the shield is not immune to strikes. (See 5-2-3-c) 
d) The shield may not be used for striking players in any manner and must be 

composed of soft materials on its edges and surfaces.  

Penalty: Charging: The foul is assessed as an automatic CAUTION and recorded 
at the end of the play and the head referee makes a determination if the outcome 
of the play was affected. 

e) Shields are allowed to make contact with pompfen and the skull, but not with 
other shields nor the body of any other players (See incidental contact 6-1-2); 
use caution while engaging other players to avoid unnecessary contact. 
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ARTICLE 6. CHAIN: 

a) Type of pompfen made of a ball on the end of a strap 
b) Ball is the striking surface  
c) The hand holding the Chain is not immune to strikes. (See 5-2-3-a) 
d) 360 degree wrap also constitutes a strike. (See 6-2-2) 
e) Chain may not pin. (See 6-2-4) 

 

SECTION 2     EQUIPMENT SAFETY 
ARTICLE 1. BROKEN OR DAMAGED  

a) Under no circumstances should the core of the pompfen be felt at any time 
through the striking surface padding.  

b) Unprotected cores serve as a danger for players, and pompfen should be 
inspected at regular intervals between games and even plays if there is any 
reason for concern 

ARTICLE 2. EQUIPMENT REPLACEMENT Should a pompfen become unsafe for this 
reason at any time during play, the run continues, the equipment should be immediately 
removed from the field by a referee (or the player if they are still in possession of it), and 
the enforcer must retrieve another pompfen from outside of play. 

Enforcers replacing equipment may leave their end of the field without penalty but must 
return to the field at the same location with the same class of equipment. 

The fielding limit on chains is still 1 (see 5-5-3-b). 

ARTICLE 3. CONSTRUCTION Longpompfen, Shortpompfen and Staffs require a 
pommel at the bottom of their handle with a width of 5cm. It is a small padded section 
designed to avoid incidental contact with an exposed core. 

NOTE: The Colorado Jugger Leage Equipment Guide governs Article 3 and 4 of this 
section. Reference the Equipment Guide for specific construction and safety 
direction. 

ARTICLE 4. PLAYER EQUIPMENT AND APPAREL 

Part 1. Mandatory Equipment 
All players shall wear the following: 

a) A jersey top, clearly visible, displaying the player’s assigned number or 
identification consistent with team uniform requirements. (See 5-5-1-3) 

b) Pants or shorts, appropriate for athletic competition, which must not present a 
safety hazard or provide an unfair advantage. 

c) Closed-toe shoes. Soccer cleats are recommended; however, metal studs or 
caps (e.g., baseball cleats) are prohibited. 
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Part 2. Optional Equipment 
Players may wear the following optional gear, provided it complies with the specified 
standards and do not display the opposing team’s colors: 

NOTE: Black, white, and tan are neutral colors and do not represent any specific 
team. 

a) Bandanas 
b) Goggles or eye protection 
c) arm covers  
d) gloves 
e) knee pads and wraps 

NOTE: Wraps will not be used to attach, tether, or secure pompfen to the player 

Part 3. Knock Test Standards 
All padding and gloves must be flexible, bending easily under minimal force, and must 
pass the Knock Test. The Knock Test requires that when a referee taps the padding or 
gloves with a knuckle, no audible knocking sound is produced. Equipment failing this 
test is prohibited. 

NOTE: The knock test does not apply to athletic cups 
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RULE 3     DEFINITIONS 

SECTION 1     FIELD 
ARTICLE 1. PITCH: The area of play, which consists of four boundary lines that form a 20m 
by 40m rectangle. 

ARTICLE 2. SIDELINE: The boundary lines of the pitch that constitute the length of the play 
area. The sidelines are 40m in length. 

ARTICLE 3. ENDLINE: The boundary lines of the pitch that constitutes the width of the play 
area. The endlines are 20m in length and share a boundary with each team bench. 

ARTICLE 4. OUTFIELD: A three meter zone on all sides of the field kept clear of equipment 
and personnel to allow for the free movement of referees and non-player administrators. 

ARTICLE 5. GOALS: Goals are typically made out of foam, circular in shape, and around 
50cm in diameter  

ARTICLE 6. SKULL: The game ball, which is used to score points. The skull is typically a foam 
object, resembling a medium sized dog’s skull in approximate size and shape.  

NOTE: The term “skull” and ball” are used interchangeably on the field. Throughout this 
publication “skull” is used for the dog skull and “ball” is used in reference to the chain. 

 

SECTION 2     PLAYERS 
ARTICLE 1. CAPTAIN: A team representative responsible for discussing issues and concerns 
with the referees during a match. They should also have a clear understanding of the rules and 
be familiar with any safety related needs of their team. 

ARTICLE 2. ENFORCER: A non-scoring player position of which four are in play at a time per 
team. Enforcers may only contact other players by striking them with their pompfen or pinning. 
They may also move the skull with their pompfen. 

ARTICLE 3. QWIK: The only player who is allowed to carry the skull or score. Qwiks are 
unarmed and don’t utilize pompfen.  

ARTICLE 4. MERCENARIES: Players from outside a team that may be assigned to team for a 
match. 

ARTICLE 5. DOWN PLAYER: A condition incurred when a player is out of play by being 
legally struck. Their pompfen is no longer live and must be dropped immediately. The player 
must then assume the “down position”. 

ARTICLE 6. UP PLAYER: A player is considered “up” anytime they are not “down.” 
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SECTION 3     POMPFEN 
ARTICLE 1. POMPFEN: Pompfen are foam padded implements styled after martial weapons. 
They are used by enforcers to, primarily, strike other players and temporarily remove them from 
play. 

ARTICLE 2. STRIKING SURFACE: A part of each pompfen, except for the shield, which must 
make contact with a player in order to knock them out of play or implement a pin. 

ARTICLE 3. HANDLE: A part of each pompfen that must be held in order for a strike to count. 

ARTICLE 4. POMMEL: A part of some pompfen that caps the end of a handle when it does 
not extend into a striking surface. The purpose of a pommel is to protect players from being 
accidentally jabbed in the course of play. 

ARTICLE 5. WRAPPED: When a chain is wrapped or tangled around another pompfen or 
player. (See 6-2-1) 

ARTICLE 7. LIVE: When striking surfaces are capable of downing a player upon contact 

ARTICLE 8. DEAD: When striking surface incapable of downing a player upon cntact 

 

SECTION 4     PLAY, HITS, COUNT 
ARTICLE 1. PLAY: A play refers to the individual sections of playtime that occur from 
the start of the match when the head referee call “Jugger!”, to when the head referee 
calls “Point!”. Plays are repeated until the end of the match. 

ARTICLE 2. DOWN COUNT: A period of time that a player must wait, in a downed position, 
after being struck with a pompfen, before resuming play. The time period is typically a 5 stone 
count as marked by the audible beat, unless the player was struck by the chain, in which case 
they must wait 8 stone instead. 

ARTICLE 3. STONE COUNT: An audible beat that is played at 40 beats per minute during a 
match. It is also sometimes used to measure the length of a timed match. 

ARTICLE 4. LEGAL STRIKE: An attack made by an enforcer with their pompfen, which 
causes the receiving player immediately take a downed position. A strike is legal when the 
wielder of the striking pompfen is up, they are wielding the pompfen properly, and the strike is 
made to a legal strike zone. 

ARTICLE 5. PIN: An action taken by an enforcer where they place their pompfen on a down 
player in a manner which would constitute a legal strike. A pinned player must remain down. 

ARTICLE 6. STRIKE ZONE: The target area on a player that must be struck in order to knock 
them out of play. This area includes all parts of the body except for the head, or hands that are 
wielding pompfen. 

ARTICLE 7. DOUBLE: A term used when two players strike each other simultaneously 
resulting in both taking a downed position. 
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ARTICLE 8. GRAPPLING: A form of legal contact where a qwik uses their hands, limbs, or 
body to manipulate those of their opponents. A grapple may be used to bring an opponent to the 
ground, if controlled. 

ARTICLE 9. HONEYPOTTING: where a qwik places their hands on or in the goal to prevent a 
goal. 

ARTICLE 10. TACKLING: A form of legal contact where a qwik attempts to bring their 
opponent to the ground. A tackle in jugger must be made with two arms and in a way where the 
opponent sees the tackler coming. 

 

SECTION 5     REFEREES 
ARTICLE 1. REFEREES: Game officials who run the match. Each match should have six 
referees: the head referee, two line referees, and two goal referees. 

ARTICLE 2. PRE-GAME MEETING: A discussion held before the start of a match between the 
referees, speaking captains, and qwiks. The discussion should address any safety or rules 
concerns, including existing player injuries and qwik contact guidelines 

ARTICLE 3. REPRIEVE (10 STONE): A short delay in ready calls, requested by the qwik, 
counted out by the head referee. 

ARTICLE 4. REPLAY: A decision that can be made by the head referee which disallows the 
previous point. This can occur when something happens during the play, such as a foul, which 
unfairly advantaged one side. The option to replay goes to the fouled team. 

ARTICLE 5. YELLOW FLAG: A physical indicator used by referees to signal that a foul has 
occurred. Play is typically allowed to continue until a point is scored. Then the foul is discussed 
by the referee team. 

ARTICLE 6. RED FLAG : A physical indicator used by referees to signal stoppage of play in 
the case of some fouls and safety concerns. 

ARTICLE 7. WARNING: The first penalty level. Typically issued verbally and with minimal 
punishment. 

ARTICLE 8. CAUTION: The next penalty level above a warning. A player cautioned for an 
individual penalty is required to sit out for the next run. A team cautioned for a team penalty 
loses ball possession. 

ARTICLE 9. PENALTY: Penalties can be assessed on rules violations that are addressed on 
the field and do not necessarily get recorded and do not escalate 

ARTICLE 10. FOUL: An illegal action committed by a player during gameplay that violates a 
given rule. The foul may incur a Warning, or escalate to a Caution. 
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RULE 4     GAME TIMING 

SECTION 1     THE PLAYS  
ARTICLE 1. READY CALLS. The game progresses in plays that begin when the head 
referee calls. They will ensure that each team is ready with a verbal request, to which 
teams will signal their readiness by verbally responding with a custom call. 

a) A qwik may request a 10 stone reprieve by crossing their arms above their head. 
b) A reprieve is counted from the beginning of the first ready call regardless of 

which team(s) request it. 

ARTICLE 2. PLAY START. When both qwiks signal ready, the Referee will announce 
“3...2...1...Jugger!” (Players may not make contact, either body or equipment, with the 
field prior to the J in jugger). 

Penalty: For a false start: The Player is called down immediately on their end line 
for 2 stones. This penalty does not escalate. 

ARTICLE 3. END OF PLAY. Teams have 20 stones to reset to their starting lines when 
a play ends at the Head Reff’s whistle. 

NOTE: The Head Referee will start the next play after 20 stones, or 30 stones if a 
reprieve is requested.  

ARTICLE 4. REPLACING THE SKULL. The scoring team is responsible for replacing 
the skull at the center of the field before the next play. This is usually done by the 
scoring qwik. 

Penalty: (T) Unsportsmanlike Conduct: The foul is assessed and recorded at the 
end of the previous play. 

 

SECTION 2     THE STONE COUNT Stones are used to keep time in a game as 
well as for players to track their down time. 
ARTICLE 1. STONES. Stones are a constant percussive sound every 1.5 seconds of 
gameplay (40 bpm) that can be heard by all players. 

(a) A digital or mechanical device, such as a drum or short and board) may be used. 
(b) Consistency of the count and proper amplification are the only important factors. 

ARTICLE 2. DOWN BY STRIKE. A player is down and must count 5 stone when struck 
with a pompfen, or 8 stones when struck, or wrapped, with a chain. 

Penalty: For a early rise: The Player is called down to restart the count. The 
Penalty is assessed immediately in the location of the strike. 
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SECTION 3     LEAGUE STONE PLAY Stone play is the only authorized game 
format for recorded CJL regular and post season games. 

ARTICLE 1. REGULAR LEAGUE GAME. Regular League games consist of two 100 
stone halves per match.  

ARTICLE 2. LEAGUE FINAL GAME. Post season League final games, consist of two 
150 stone halves per match.  

ARTICLE 3. TIME KEEPING. The game time begins (or resumes) at the beginning of 
each play, and pauses when a goal is scored. 

ARTICLE 4. STONE ROLLOVER. 10 stones or less remaining in the first half may be 
rolled over to the second half. The remaining stones will be added to the second half of 
the match e.g. 6 stones rolled over will make for a 106 stone half.  

NOTE: Both team captains must agree to roll stones to the second half. 

ARTICLE 5. HALF-TIME. Teams change sides during the half-time break. 

ARTICLE 6. OVERTIME. Tied scores at the end of regular stone play will be conducted 
in accordance with Rule 14 Golden Skull Procedures. 

 

SECTION 4     OPTIONAL SET PLAY Set play is an optional format for training, 
open games, Round Robin or Ribbon Tournaments.  

ARTICLE 1. SETS. Set play games consist of sets, usually best two out of three (sets), 
won by scores best out of three or five (points) depending on organizers.  

ARTICLE 2. END OF SETS. Teams swap sides after each set, however team captains 
can agree to forgo this requirement in set play. 

 



RULE 5     GENERAL RULES, PLAYERS, MERCENARIES 

11 
 

RULE 5     GENERAL RULES, PLAYERS, MERCENARIES 

SECTION 1     GENERAL GAME DESCRIPTION 
ARTICLE 1. OBJECTIVE OF THE GAME 

Jugger is played by two teams of 5 to 10 people. Teams then run into the center to gain 
possession of the ball. The Ball, also known as the Skull, is the start and end of every 
Jugger match. The qwik is the only one who is allowed to carry it or score it. The qwiks 
attempt to carry the ball to the opposite side, and place it in the opposing teams goal to 
score a point, while the Enforcers protect them by engaging the opposing team. 

ARTICLE 2. COMBAT 

Each team is made up of two positions: one qwik with no equipment, 4 Enforcers to 
protect them. Only the qwik can touch the ball and attempt to score goals. The 
Enforcers attempt to subdue the other team by striking them- if a player is struck, they 
are considered “down”: they must take a knee and drop their equipment for a short 
period of time. 

 

SECTION 2     HITS 
ARTICLE 1. HITZONES 

A hit zone refers to any part of a player’s body that may be legally contacted by an 
opponent’s pompfen during play. 

Part 1. Allowable Hit Zones 

All parts of a player’s torso, legs, and arms are valid hit zones, except where prohibited 
in this section. Clothing is a valid hit zone, strikes against players' clothes still count. 

Part 2. Prohibited Hit Zones 

a) Hits to the head and neck are not allowed and do not count as a strike. If a player 
is struck in the head, they call out “Head!” clearly so opposing players and 
referee know the hit is invalid. (See 6-1-2 regarding incidental hits) 

NOTE: A referee may counter by calling the strike a hit. The referee’s on field ruling 
trumps the players hit calls. 

b) An Enforcer’s hands’, on a stick pompfen, also do not count as a strike zone if 
they are holding their pompfen, (or if the qwik is holding the skull with one hand. 
If you are struck there, call out “Hand!” clearly so opposing players and referee 
know the hit is invalid. 
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Part 3. Exceptions 

a) Hands on a Chain are a fair hit zone.  
b) A Qwik’s hands are also considered a hit zone unless holding 

a skull in one hand, then that hand is not a valid hit zone.  
c) The shield hand of the shield player is a fair hit zone 

Part 4. Rebounds and Ricochet 

a) If a player hits the head or neck, then another fair hit zone in 
one strike, the strike is not considered valid. 

b) If a player hits a fair hit zone, then the head or neck in one 
strike, the struck player is down.  

NOTE: Use caution and discretion with strikes to avoid striking 
heads and necks whenever possible. 

Part 5. Disengaging After a Headshot 

An enforcer must momentarily disengage from a duel after making a 
headshot. This being a full step back with either foot, ending with 
striker’s body and pompfen, moving away from the struck player. The pompfen must be 
pulled back past the plane of the body 

Penalty: Illegal Strike: The foul is assessed and recorded at the end of the play 
and the head referee makes a determination if the outcome of the play was 
affected. 

ARTICLE 2. DOUBLE HITS 

If two players were to strike so close together that the first strike cannot be ascertained, 
both players go down.  

a) If a player knows there was a double but the other involved player does not also 
go down, they may call “double” in an effort to quickly inform the other player of 
the situation. 

b) If a consensus cannot be reached by the two players quickly, players will consult 
the Referee for a ruling and abide by it. 
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SECTION 3     DOWNED PLAYERS 
ARTICLE 1. IMMEDIATE DOWN 

When a player has been struck by an opposing Enforcer, or is called down by a referee, 
they must indicate they are down by immediately setting their equipment on the ground 
and kneeling. Additional actions after being struck will draw a penalty (i.e. an extra 
movement of a pompfen to tangle or wrap a chain after being struck down).  

Exception: A player may collect their own loose pompfen or return another player’s 
pompfen to comply with 6-5-1, but must return to the original down location 

Penalty: Slough: The Player is called down for the applicable number of stones, 
recorded at the end of the play, and the head referee makes a determination if the 
outcome of the play was affected. 

ARTICLE 2. STONE COUNT 

Part 1 Going down 

A downed player must complete the following actions before starting their stone count: 

a) Place their equipment on the ground 
 

NOTE: shield players may maintain contact with their shield handle or strap, though 
their shield must maintain contact with the ground, and chain players may hold their 
handle 
 
b) place at least one knee on the ground  
c) place one hand behind their back in a closed fist 

 
NOTE: This must be done in a manner that allows referees to observe clearly 
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Part 2 Accessible Option for Modified Down 

A downed player must complete the following actions before starting their stone count: 

a) Tuck their equipment, vertically in line with their body, under one arm 
 

NOTE: shield players may maintain contact with their shield handle or strap, though 
their shield must maintain contact with the ground, and chain players may hold their 
handle 
 
b) place the other hand on top of the head in a closed fist to count stones while 

down  
 

NOTE: This must be done in a manner that allows referees to observe clearly 
 

c) Stand, feet together and straight legged 
d) This option must be discussed for specific team members at the Captain’s 

Conference 

NOTE: This option is intended to make Jugger more accessible and not to 
encourage injured players to continue 

Part 3 Counting 

A downed player will raise a finger of the hand on their back for each count that passes. 
When counting for a Down Count a player will: 

a) Count up from 0 so that an open hand indicates a full count 

Part 3 Stone Counts 

a) 2 stones for False Start 
b) 5 stones for down by pompfen 
c) 5 stones for Out of Bounds 
d) 8 stones for down by chain 
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ARTICLE 3. RETURN TO PLAY 

Once the player reaches 5 stones (or 8 for a chain strike), they will be considered up as 
soon as any of the following occur: 

a) They remove their hand from behind their back 
b) Place either of their hands on the handle of their pompfen or remove them from 

the ground. 
c) Neither knee is touching the ground. 

Penalty: For an Early Rise: The Player is called down to restart the count. The 
Penalty is assessed immediately in the location of the strike, recorded at the end 
of the play, and the head referee makes a determination if the outcome of the play 
was affected. 

ARTICLE 4. PLAYING POSSUM  

Players are not required to take any of these actions at the end of their count and are 
not considered up until they do so. Once they are up they are considered in play so they 
may strike or be struck immediately.  

ARTICLE 5. ACTIONS WHILE DOWN  

a) A downed player may unwrap a chain with one hand while they maintain a count 
with their other hand on their back.  

b) Players can switch knees and rotate while kneeling. However, they must keep 
one on the ground at all times and may not change their position on the field. 

c) They may place a hand on the striking surface or immediately next to or above 
their equipment but they cannot touch the handles.  

d) They may move their pompfen around by handling the side foam without being 
considered up, as long as it maintains contact with the ground.  

e) If a player lost their pompfen, they may retrieve it, but must return to where they 
were down before counting. Alternatively, they may begin counting and then 
retrieve it after they are up. 

ARTICLE 6. OUT OF BOUNDS. A player Is down and must count 5 stones when they 
make contact with the field line or anything outside the line. 

 NOTE: stepping out of bounds is considered a penalty, not a foul, and is treated only 
as a strike from an opponent 

Penalty: For Out of Bounds: The Player is called for five stones. The Penalty is 
assessed immediately in the location of the infraction. This penalty does not 
escalate. 
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SECTION 4     PINNING 

ARTICLE 1. PINNING PLAYER 

Any enforcer (except a chain; see 5-4-4) may pin a downed player by placing the 
striking surface of their pompfen on any valid strike area of that player. Until this pin is 
removed by the pinning player, the pinned player may not rise.  

ARTICLE 2. PINNED PLAYER 

The pinned player must maintain a downed position and hands off their pompfen 
handles while pinned. An attempt to rise while pinned is an Early Rise foul. Players are 
considered “up” as soon as the pinning player lifts their pompfen and they take an 
action outlined in Section 3 of this rule. (See 5-3-3)  

Penalty: For an Early Rise: The Player is called down to restart the count. The 
Penalty is assessed immediately in the location of the strike, recorded at the end 
of the play, and the head referee makes a determination if the outcome of the play 
was affected. 

The pinned player continues their count while being pinned, and once their count is up 
is free to rise as soon as the pinning player releases the pin.  

ARTICLE 3. PINNED MOVEMENT 

Pinned players may move in place, pivoting or switching knees, as long as they remain 
in the same spot on the field. Further players may move as needed to avoid injury on 
the field as long as they return to their position and allow the pinning player to replace 
the pin (if they are available to do so).  

ARTICLE 4. MULTI-PIN 

One pin is allowed per pompfin. No enforcer can pin multiple players simultaneously. 

NOTE: double shortpompfen may multi-pin with one shortpompfin on each opponent.  

ARTICLE 5. CHAIN 

Chain players may not pin in any official regard, but they may wait near downed players.  
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SECTION 5     PLAYERS AND TEAM COMPOSITION 

ARTICLE 1. TEAM REGISTRATION 

Part 1 Players per team. Any number of players may register and attend league days 
with a team. 

Part 2 Waiver. All registered players must have a signed liability waiver on file valid 
through the end of the season (the last game day). Waivers are valid for one 
calendar year. 

Part 3 Jersey numbers. Team jersey numbers will fall within the following guidelines: 

a) Jersey numbers are limited to three numerical digits (no letters) that do not start 
with 0 (zero). 

b) No special characters i.e. decimal points, minus signs, question marks. 
EXCEPTION: Players previously registered for the 2024 season (or before) will 
have their jersey grandfathered in until the CJL board votes on a change 
deadline. 

c) Numbers M1, M2, M3…. etc. are reserved for team supplied mercenary jerseys 
for use by temporary players not registered with the team. 

ARTICLE 2. TEAM DURING MATCH 

No more than 10 registered team members may line up on the end line for a match. 
There are no substitutions off the end line during a match. 

Penalty: For Improper Team Composition: A Caution or Warning is issued to team 
and the play is replayed. 

 

ARTICLE 3. 5 ON THE FIELD 

a) Only five players enter the field for a play 
b) Up to one, but only one enforcer may be equipped as a chain 
c) One player must line up as Qwik per play 
d) Substitutions between fielded players and end line players may only happen 

between plays 

NOTE: A team foul is incurred if all 5 players are not on the pitch by the time any 
player makes contact with the skull. 

Penalty: For Improper Team Composition: A Caution or Warning is issued to team 
and the play is replayed. 
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ARTICLE 4. DESIGNATED CAPTAIN 

Each team will designate a team captain that acts as a representative towards the 
referees and head referee.  

 

SECTION 6     MERCENARIES  
Mercenaries are players from outside a team that may join the team during a match.  

NOTE: Mercenaries must wear the team jersey of their assigned team (see 5-5-1-3-c) 

ARTICLE 1. ASSIGNMENT 

The CJL Commissioner will assign mercenaries to a team for a single game in 
accordance with the published Mercenary Policy. 

Penalty: For Improper Team Composition: A Caution or Warning is issued to team 
and the play is replayed. 
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RULE 6     ENFORCER PLAY 

SECTION 1     ENFORCER CONTACT 

ARTICLE 1. STRIKE FORCE 

Enforcers use equipment called pompfen. To strike a player, any contact between the 
striking surface of a players pompfen and another player is all that is necessary, striking 
with excessive force, with non striking surfaces, or in any way that is deemed 
dangerous is not permitted.  

Penalty: Illegal Strike: The foul is assessed and recorded at the end of the play 
and the head referee makes a determination if the outcome of the play was 
affected. 

ARTICLE 2. INCIDENTAL CONTACT 

Contact with a prohibited hit zone that does not affect play may be deemed incidental by 
the players involved, or referee (see 5-2-1-2-a), resulting in no penalty. However 
repeated incidental, or any reckless contact with prohibited hit zones will be penalized 
as an illegal strike. 

Penalty: Illegal Strike: The foul is assessed and recorded at the end of the play 
and the head referee makes a determination if the outcome of the play was 
affected. 

ARTICLE 3. BODILY CONTACT 

Bodily contact between enforcers is strictly prohibited. This includes shoulder checks, 
tripping, shoving, or power sliding.  

NOTE: A foul call is at the referee’s discretion, however it is generally accepted the 
stationary player is in the right in the event of a collision. The moving player is penalized 
for charging. If both players are moving towards each other and collide, they both have 
CHARGED. 

Penalty: Charging: The foul is assessed as an Auto Caution and recorded at the 
end of the play and the head referee makes a determination if the outcome of the 
play was affected. 

ARTICLE 4. STRIKE LOCATION 

A valid strike (see 5-2-1) to anywhere on the body of an opponent or a friendly player 
will result in the player being downed with a few exceptions: 

a) Each type of pompfen is required to be held in a specific manner. Any strike 
made by a player holding their pompfen incorrectly does not count. 

b) Strikes on your own person do not count. 
c) Strikes against teammates (friendly fire) count. 
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ARTICLE 5. POMPF RETURN 

If an up player causes a downed player’s pompf to be displaced—such as by kicking a 
pompfen, a chain wrapping around a pompfen leading to its displacement, or capturing 
it from its downed owner—the up player must return the pompfen, within arm’s reach, 
before the downed player’s count is completed. 

Penalty: Interference With Play: The foul is assessed and recorded at the end of 
the play and the head referee makes a determination if the outcome of the play 
was affected. 

ARTICLE 6. SKULL MANIPULATION 

Enforcer may not pickup, kick, carry or otherwise manipulate a skull with their body. 
Enforcers may strike, but not carry, the skull with their pompfen e.g. using a shield as a 
platter or pompfen as chopsticks.  

ARTICLE 7. PLAYERS RESPONSIBILITY 

Players are responsible for controlling their pompfen to avoid prohibited hit zones. 
Training and technique should emphasize precision.  

ARTICLE 8. PLAYERS CONDUCT 

Enforcers, and all players on or off the field, are expected to behave in a professional, 
honorable, and sportsman like manner during all phases of a match, including the reset 
time between plays. Yelling at referees or players, or throwing a pompfen/equipment in 
frustration will draw an Unsportsmanlike Conduct Foul. All players are expected to 
adhere to the published CJL Code of Conduct. 

Penalty: Unsportsmanlike Conduct: The foul is assessed and recorded at the end 
of the play and the head referee makes a determination if the outcome of the play 
was affected. 

ARTICLE 9. INTERFERENCE WITH POMPFEN 

Players are not permitted to grab or hold any equipment, with their hand, they did not 
bring onto the field except to return displaced equipment to a downed player. 

Penalty: Interference With Play: The foul is assessed and recorded at the end of 
the play and the head referee makes a determination if the outcome of the play 
was affected. 
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SECTION 2     CHAIN 

ARTICLE 1. LIVE and DEAD CHAIN 

Chain balls are always live, unless they have wrapped a full 360-degree circle around a 
pompfen or the player wielding them is down.  

a) The wrapped pompfen is still live while a chain is wrapped around the pompfen 
as long as the chain-break can use it safely.  

b) Chains may contact pompfen and still strike players concurrently or sequentially. 
A ricochet off a pompfen or shield is still a live ball. 

c) If any part of the chain or ball strikes a player’s head or neck, the shot does not 
count and a new swing is required for a hit. 

d) Rope hits on the head are still headshots, and require a new swing to hit.  

ARTICLE 2. DOWN BY CHAIN 

a) The chain ball serves similarly to a normal pompfen: if it strikes a player in a hit 
zone, they are down (See section 2-1 for hit zones).  

b) Additionally, if the chain length wraps around a player so far that two sections of 
the chain cross over one another, it is also considered a hit. The same hit zone 
rules apply.  
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ARTICLE 3. WRAPPED CHAIN 

a) If a chain player wraps another player, the player who is wrapped may not 
interfere with the process of untangling the chain. They are not required to aid 
in any way, but they are strictly forbidden from interfering.  

Penalty: Interference With Play: The foul is assessed and recorded at the end of 
the play and the head referee makes a determination if the outcome of the play 
was affected. 

b) This includes if the chain is wrapped around their pompfen. If a chain has 
wrapped the pompfen, the downed enforcer must drop the pompfen while an 
active play may continue the contest.  

c) In any case, a player may begin their count as soon as they have been 
struck, and do not have to wait for a chain player to untangle before beginning 
their count (in accordance with 5-3-1 and 5-3-2).  

d) The struck player must remain standing if kneeling interferes with a chain’s 
untangling and may begin their count while standing.  

e) If any part of a player’s body is wrapped by the chain.  The chain player must 
release their handle the moment any tension is drawn on the line. 

Penalty: Interference With Play: The foul is assessed and recorded at the end of 
the play and the head referee makes a determination if the outcome of the play 
was affected 

f) In the case of a neck wrap both the chain player and the wrapped player are 
considered out of play, and both pompfen are considered dead, until the wrap 
is removed. They may not interact or be interacted with by the other active 
players. They must immediately stop all movement on the field, the chain 
player must drop their handle, and both players must work to remove the 
wrap.  

Penalty: Interference With Play: The foul is assessed and recorded at the end of 
the play and the head referee makes a determination if the outcome of the play 
was affected. 

ARTICLE 4. PIN 

Chains may not pin. 
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RULE 7     QWIK PLAY 

SECTION 1     PLAYER DESIGNATIONS AND INTERACTIONS 

ARTICLE 1. QWIK PLAYER DEFINITION AND ENGAGEMENT 

Qwik players are designated participants who may only physically engage with other 
qwik players when one qwik possesses the skull. Physical contact between qwik players 
and Enforcers is strictly prohibited, except as specified in Section 2 Article 4 of this rule. 

ARTICLE 2. PHYSICAL MANIPULATION OF OPPOSING QWIK 

Qwik players may grapple, wrestle, throw, or otherwise physically manipulate an 
opposing qwik in possession of the skull, or while in possession of the skull encounter 
an opposing qwik who is actively obstructing their ability to score. All actions must be 
executed in a controlled manner to avoid dangerous impact under all circumstances. If a 
qwik discards the ball, physical contact, including tackling, is no longer permitted. 

ARTICLE 3. RESTRICTIONS ON PHYSICAL ACTIONS 

The following actions are prohibited during physical engagement: 

a) Throws or grapples involving head-first movements. 
b) Joint locks or manipulation of pressure point zones to include genitals. 
c) Grapples targeting areas above the armpits or below the knees. 
d) Lifting or moving a player in a manner that alters their plane of orientation (e.g., 

turning them upside down or sideways from an upright position). However, 
players are allowed to change the plane of the other qwik if their own plane is 
being changed at the same time and way (e.g. a tackle or roll). 

e) Shoves or pushes in the direction of travel. 
f) A “horse collar” where a qwik is pulled down, or held back, by any garments 

around the neck. 

Penalty: Illegal Qwik Contact: The foul is assessed and recorded at the end of the 
play and the head referee makes a determination if the outcome of the play was 
affected. 

ARTICLE 4. PRE-GAME PHYSICALITY AGREEMENT 

At the start of each game, qwik players from both teams must convene to mutually 
agree on the level of physicality permitted. This agreed level may not exceed the limits 
outlined in Articles 3 and 4. If no consensus is reached, the standard physicality levels 
specified in Articles 3 and 4 will be enforced. 
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SECTION 2     SKULL HANDLING AND MOVEMENT 

ARTICLE 1. THROWING THE SKULL 

Part 1. An Up qwik in active play may throw the ball in any direction. The Skull’s initial 
landing must occur within the field boundaries. 

Penalty: Interference with Play: The foul is assessed and recorded at the end of 
the play and the head referee determines if the outcome of the play was affected. 

Part 2. The skull must not be thrown directly at players 

Penalty: Unsportsmanlike Conduct: The foul is assessed and recorded at the end 
of the play and the head referee makes a determination if the outcome of the play 
was affected. 

Part 3. Kicking the skull is an allowable action by a qwik, however, kicks resulting in 
bodily contact with another player draws a charging foul with an automatic unsafe play 
modifier. 

Penalty: Charging: The foul is assessed, as an automatic caution, and recorded at 
the end of the play and the head referee makes a determination if the outcome of 
the play was affected. 

ARTICLE 2. SKULL POSSESSION AND DOWNED PLAYERS 

If a qwik becomes downed while in possession of the skull, they must immediately drop 
the skull in front of their current position. Players are not permitted to sit on or otherwise 
obscure the skull. 

Penalty: Interference with Play: The foul is assessed and recorded at the end of 
the play and the head referee makes a determination if the outcome of the play 
was affected. 

ARTICLE 3. SKULL OUT OF BOUNDS 

If the skull is knocked out of bounds, it may be retrieved by either a qwik player or a 
referee, if available, without penalty. The retrieving qwik must exit and re-enter the field 
at the same point. A player stepping inbounds from a skull retrieval must do so 
immediately and re-enter the field of play without hesitation. Play continues 
uninterrupted during this retrieval process. 

Penalty: Interference with Play: The foul is assessed and recorded at the end of 
the play and the head referee makes a determination if the outcome of the play 
was affected. 

NOTE: A qwik retrieving a skull from out of bound following the above rule, in not 
penalized as out of bounds.  
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ARTICLE 4. BLOCKING WITH THE SKULL 

A qwik may use the skull to block, treating it as a pompfen. During such a block, only 
when one hand is placed on the skull, the hand is not a legal hit zone (see 5-2-1-3). 
When two hands are used, both hands are valid hit zones. 
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RULE 8     SCORING 

SECTION 1     SCORING REQUIREMENTS 

For a score to count, a few conditions must be met: 

ARTICLE 1. PLACED IN GOAL A qwik must set the skull into the goal with their hand 
or hands on the skull. It may not be thrown or dropped into it. The head referee 
indicates a good score by calling “Point!.” 

ARTICLE 2. GOAL PLAIN A score is considered valid as soon as the skull crosses the 
plane of the goal and there are no other qwiks in contact with the mound. 

ARTICLE 3. ALTERNATIVE GOAL A goal/mound can become displaced from its 
designated location in the course of play. A score is considered valid if the skull is 
placed on the original location of a displaced goal.  

NOTE: A struck player who is considered down is deemed “invisible” for the purposes of 
an alternative goal. Example: A mound is displaced while two qwiks wrestle for a goal. If 
one qwik is struck down, and can not roll out of the way immediately, the scoring qwik 
may place the skull on the downed player where the goal is marked and the point is 
scored as if the downed player is invisible. 

ARTICLE 4. DISPLACED GOAL A player may not displace a goal during a play. 

Penalty: Interference with Play: The foul is assessed and recorded at the end of 
the play and the head referee makes a determination if the outcome of the play 
was affected. 

ARTICLE 5. HONEY POTTING The opposing qwik’s hands are not in contact with the 
goal mound. (see Honey Potting in definitions) 

ARTICLE 6. ACTIVE QWIK A qwik cannot score a goal while down.  

 

SECTION 2     SKULL REMOVAL 

ARTICLE 1. LIVE SKULL If for any reason the qwik places the skull in the mound and it 
is not a valid score, indicated by any Referee calling “Live Skull”, the qwik MUST 
remove the skull immediately.   

NOTE: A call of "live skull" by any ref overrides a call of "Point.” Referees will err on the 
side of continued play and will review to make a determination after the play if the first 
score stands. 

ARTICLE 2. SKULL PLACMENT If the qwik is down then they must place it next to the 
mound.  If not they may hold on to it and attempt to score again at their next opportunity   
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RULE 9     INSTANT REPLAY 

(RESERVED FOR FUTURE USE) 
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RULE 10     GOLDEN SKULL PROCEDURES 

SECTION 1     THE GOLDEN SKULL  
A tied score at full time, for stone play, or tied sets and a tied score for the final set, in 
set play is called a Golden Skull. Golden Skull is played as a “sudden death” final play, 
without time limit, to end a match. The head referee will call “Golden Skull” to notify both 
teams of the last play of a match. 

 

SECTION 2     THE RING OF FIRE  
In the event of a golden skull then the teams may opt to play ring of fire for the final 
score point.  

ARTICLE 1. CONSENSUS Both teams must agree to play this option.  

ARTICLE 2. RING OF FIRE SETUP  

a) In this event a 6m circle is placed around the skull.  
b) Qwiks start on the field just outside of the circle.  
c) After the 3-2-1 Jugger the qwiks enter the circle and attempt to gain control of the 

skull.  

ARTICLE 3. ENFORCERS The enforcers enter the field as normal from their sides. 
Enforcers may engage in normal play outside of the circle, but any contact with the 
skull, the circle, or the qwiks inside is not allowed.  

Penalty: Interference with Play: The foul is assessed and recorded at the end of 
the play and the head referee makes a determination if the outcome of the play 
was affected. 

NOTE: Once the skull, or a qwik holding it, makes contact with the field outside of the 
circle, the circle is open and play proceeds as normal on the whole field. 
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RULE 11     REFEREES 

SECTION 1     THE REFEREE TEAM 
An official tournament or league match must have six referees, The six referees consist 
of one Head Referee, one Field Referee. two Linesmen (more may be used, see Article 
5nof this Rule), and two Goal Referees.  
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ARTICLE 1. HEAD REFEREE. A head referee starts the play on the sideline of midfield 
to announce the score, Ready the teams, and start the play. Upon the start of play the 
head referee shifts their position anywhere that allows them the best advantage to 
observe play 

The head referee’s main duty is to manage play (see 4-1-3)and make final calls on rule 
violations and penalties. This includes: 

a) Calling for Team readiness, the Start of play, Score, Stone count, Penalties, 
Reruns, or anything else that needs to be called out to everyone. 

b) Counts time in between points to ensure games are on schedule. 
c) Watches play from the center of the action on the field. 
d) Head ref has the authority to call referees to the center field to confer on any play 

affecting penalties, and is responsible for directing the discussion. 
e) The Head Ref can call players in for investigation if more detail or perspective is 

required. 
f) It is the Head Refs job to meet with captains for concerns, follow up, and to 

deliver final decisions. 
g) And like every other ref they counts down on players to ensure no one rises early 

& call hits on players to ensure every strike counts. 
h) Calls out of bounds 
i) Most importantly the Head Referee Makes the final call on any decision and once 

he’s made it, no one gets to argue. 

NOTE: The phrase “I have made my decision”, from the head referee, will indicate to 
team captains that play will continue and any further disagreement should be 
handled in accordance with Section 4 of this rule.  

ARTICLE 2. FIELD REFEREE A field referee starts the play on the sideline of midfield 
opposite of the head referee and watch play from the same general area on the other 
side of the field.  

a) A field referee’s primary duty is documenting the game, keeping time, writing 
down points, penalties, stone count, etc, and relaying this information to the 
Head Ref as needed. 

b) Like most refs they raise fouls to the head ref for investigation. They count down 
timing and call hits. 

c) Calls out of bounds. 

ARTICLE 3. LINE REFEREE. A Line Ref, or Linesman, starts the play on opposing 
corners to watch for false starts. Upon the start of play the Linesman shifts their position 
along the field of play. 

a) Calls players back to the line for false starts. 
b) Counts downs 
c) Calls hits 
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d) Calls out of bounds 
e) Raises fouls to the Head Ref 

ARTICLE 4. GOAL REFEREE. A Goal Ref starts the play on opposing corners from the 
Line Ref to watch for false starts. Upon the start of play the Goal Ref shifts their position 
directly in front of the goal 

a) Calls players back to the line for false starts 
b) Counts the team composition entering the field. Looking for too many players, too 

many chains, or too many quicks. 
c) Call “Point” or “Live Skull” on every scoring attempt. 
d) Ensures the skull is cleared from the goal for each failed scoring attempt. 
e) Counts downs. 
f) Calls hits. 
g) Calls out of bounds. 
h) Raises fouls to the Head Ref. 

ARTICLE 5. EXTRA REFEREES. A league match requires a minimum of 2 line 
referees. However, up to 6 line referees may be used. Extra referees are often assigned 
to tracking specific high intensity players such as chains or short and boards.  

 

SECTION 2     REFEREE OPERATIONS 

ARTICLE 1. BEFORE THE MATCH.  

a) Before any matches begins, carefully survey the entirety of the field for 
dangerous debris or obstacles. Remove anything dangerous that would 
otherwise obstruct play. 

b) The Head Referee will hold a pregame conference with other referees to assign 
positions and remind refs of standards of conduct and common rules violations to 
be vigilant of. 

c) The Head Ref will also consider the two teams playing and identify area of 
interest for additional scrutiny. An example would be if each team has veteran 
short & board players and duels are expected to fast and fierce. 

ARTICLE 2. DISPUTES  

At its core, Jugger is a collegial game where conflicts are settled on the field between 
players. Discussions about rules violations should be left to individual players as much 
as possible. The captain will elevate any concerns or complaints directly to the head 
referee to address, and may elevate issues further in accordance of Article 4 of this 
Rule. The head referee should be proactive in watching for the offending behavior. If 
referees see an obvious and clear breach of the rules they may throw a flag.  
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ARTICLE 3. FINAL DECISIONS 

a) The head referee considers input from all other referees. 
b) The head referee makes the deciding call on all penalties and play outcomes. 

ARTICLE 4. YELLOW FLAGS AND PENALTIES 

Part 1. Penalties 

Penalties can be assessed on rules violations that are addressed on the field and do not 
get recorded and do not escalate. 

a) False Start 
b) Out of Bounds 

Part 2. Yellow Flags and Fouls  

A referee will throw a yellow flag indicating a breach of the rules and a foul.  

a) The head referee will confer briefly with the referee who threw the flag and 
determine if a foul was committed and if it was play affecting. 

b) The opposing team will given the option of a replay of the run if the referees 
deem the rule violation to have influenced the outcome of game play.  

c) If both teams foul within the same point, and both fouls influenced the regular 
course of game play, no point is scored, and the play is reset unless the team 
that was scored on waives their right to replay the run. 

ARTICLE 5. RED FLAGS AND STOPPING PLAY  

The Head referee will blow a whistle, and throw a red flag, to stop play in the following 
circumstances:  

a) Player Injury,  
b) Multiple fouls,   
c) Improper Team Composition 
d) other hazard to play 

On a red flag, the play is completely reset, and players return to their starting positions. 

ARTICLE 6. NONINTERFERENCE 

Referees will take care to avoid directly interfering with play outside of calling penalties 
and adjudicating hits. Referees are prohibited from replacing displaced pompfen.  
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SECTION 3     PENALTY ENFORCEMENT 

ARTICLE 1. PLAY AFFECTING PENALTIES  

If a PENALTY occurred and affected the score, a replay option will be given to the 
opposing team. They can accept or decline the replay. Head referee alone will decide if 
a replay is warranted. 

ARTICLE 2. ESCALATING PENALTIES  

Unless otherwise noted, every penalty starts with a warning, if the player or team 
repeats the penalty it is a caution.  

a) A player cautioned, for an individual foul, is required to sit out for the next run.  
b) A team cautioned, for a team foul, loses skull possession (the opposing team 

starts with the skull on their side) 

Multiple cautions or dangerous Unsafe Play can warrant an ejection. An ejection means 
the player may not play for the rest of the match. A match ejection could escalate to the 
full tournament or game day depending on severity and commissioner’s discretion. If a 
player must be ejected from two matches they are not allowed to play for the remainder 
of the day. 

 

SECTION 4     REFEREE OVERSIGHT AND REVIEW 
ARTICLE 1. REVIEW COMMITTEE 

A Review Committee may be convened, by the League Commissioner, to investigate 
and take appropriate disciplinary and/or corrective measures if any team action, non-
participant interference, or calamity occurs in a CJL game which the Commissioner 
deems so extraordinarily unfair or outside the accepted tactics encountered in Jugger 
that such action has a major effect on the result of the game. 

a) The League Commissioner will select two other veteran players from 
disinterested teams (not associated with the match/referee in question) to 
conduct a full investigation, including the opportunity for hearings, use of game 
video, and any other procedure the Commissioner deems appropriate. 

b) The League Commissioner, as the chair, has final decision authority on all 
disciplinary and/or corrective measures. 
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ARTICLE 2. GAME REVIEW   

Any team captain may elevate concerns of extraordinarily unfair game outcomes by: 

a) Written submission on the back of the game card of the affected game, outlining 
the captain’s concerns. 

b) Submitted in writing to the League Commissioner within 72 hours from the end of 
the league day with a body of evidence that may include rule citation or game 
video.  

NOTE: Overturning a game result could disrupt league standings, set a 
controversial precedent, and undermine the finality of on field decisions. Especially 
since games often remain competitive even after disputed calls (e.g. teams may still 
have time to recover). Thus, while the criteria exists in article 1 of this section, the 
League Commissioner will prioritize maintaining game integrity through other 
means like suspensions, additional training, or rule changes rather than rewriting 
history. 

ARTICLE 3. REFEREE REVIEW 

To ensure referees maintain a high standard of officiating, any team captain may submit 
a formal concern regarding an individual referee’s performance, provided such concerns 
are supported by verifiable evidence. 

a) Submissions shall include a detailed description of the issue, citing specific 
incidents, and may be accompanied by supporting evidence, such as rulebook 
references, game video footage, or witness statements.  

b) Submissions deemed frivolous or lacking sufficient evidence may be dismissed 
at the Commissioner’s discretion, with written notification to the submitting 
captain. 

 A Review Committee, convened in accordance with Article 1 of this Section, will 
evaluate the referee’s performance and prescribe appropriate corrective actions, 
including but not limited to additional training, mentoring, temporary suspension, or 
removal from the officiating roster, depending on the severity and frequency of the 
issues identified. 

ARTICLE 4. CONFIDENTIALITY 

To protect the integrity of the process, all reviews and outcomes shall remain 
confidential, except as necessary to inform relevant parties or implement corrective 
measures. 
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PENALTY SUMMARY 

 “I” denotes an individual penalty and “T” denotes a team penalty. 

SIMPLE PENALTIES -Rules violations that do not escalate beyond being down for a set stone 
count 

False start (2 Stones) - A player is to enter the pitch after 3-2-1 J... The “J” of jugger is the start. The 
penalty is assessed immediately by being called down for 2 stones at the end line where they enter 
the field.  

• False Start   4-1-2 

Out of Bound (5 Stones)- A player Is out of bounds when they touch the field line or step out past it. 

• Out of Bounds   5-3-6 

FOULS -Rules violations that escalate beyond on field penalties. The head Referee will issue a 
warning or caution as appropriate.  

(I) Slough (player immediately down) (warning/caution)- To not take a legitimate strike either on 
purpose or accidentally. The penalty is assessed on the spot with the player being down for the 
appropriate count.  

• Immediate Down  5-3-1 

(I) Early rise (Player restart count) (warning/caution)- To rise before your stone count has finished.  
The penalty is assessed on the spot with the playing being down and restarting their stone count 
entirely.   

• Incomplete Down Count 4-2-2 
• Early Rise   5-3-3 
• Rise while pinned  5-4-2 

(T) Improper team composition (warning/caution)- Team enters the field with more or less than 5 
players, or enters with an improper number of a particular role. The play is halted, a caution or 
warning is issued, and the play is replayed from the ready calls.  

• Illegal Substitution  5-5-2 
• More than five players  5-5-3-a 
• More one chain  5-5-3-b 
• More than one qwik  5-5-3-c 
• Mid play substitution  5-5-3-d 
• Unauthorized Merc  5-6-1 
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(I) Interference with Play (warning/caution)- Throwing the skull out of bounds of the pitch, 
Throwing the skull after clearly down, Affecting game play after clearly down (Not pulling your shot 
and someone goes down even though you were already down), perpetuating an action that delays 
game play. 

• Encroaching on field  1-1-2 
• Not returning pompfen  6-1-5 
• Grabbing pompfen  6-1-9 
• Interfering with chain wrap 6-2-3-a 
• Interfering with body wrap 6-2-3-e 
• Interfering with neck wrap 6-2-3-f 
• Throwing skull out of bounds 7-2-1-1 
• Sitting on Skull    7-2-2 
• Delayed return to play  7-2-3 
• Displacing goal  8-1-4 
• Interfering with Ring of Fire 10-2-3  

(I) Charging (caution)- Only the qwiks are allowed to make contact with each other. Any other form 
of bodily contact is charging. A penalty of Charging represents reckless lack of control and is 
automatically assessed with an Unsafe Modifier. Qwik on enforcer, Player contacted with a 
shield/board, Sliding into someone, and tripping over someone is charging. 

• Striking with shield   2-1-5-d 
• Bodily Contact/slide   6-1-3 
• Tripping    6-1-3 
• Kicking (Unsafe Play Modifier)  7-2-1-3 

(I) Illegal Strike (warning/caution)- any strike with a pompfen that is illegal or unsafe, example head 
shots, excessive force of strike, etc. 

• Not Disengaging after head strike 5-2-1-5 
• Excessive force   6-1-1 
• Reckless/repeated   6-1-2 

(I) Illegal Qwik Contact (warning/caution)- Any qwik contact that falls outside of the allowed 
parameters, example tripping or over the shoulder tackles ect. Note this is for minor infractions.  If a 
gross misplay or injury occurred you may be looking at an Unsafe Play Modifier. 

• Head first throw or grapples   7-1-3 -a 
• Joint lock or pressure point  7-1-3 -b 
• Grapples too high or low  7-1-3 -c 
• Altering plane of orientation  7-1-3 -d 
• Push in the direction of travel  7-1-3 -e 
• Horse collar    7-1-3 -f 
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(I/T) Unsportsmanlike Conduct (warning/caution)- This is the catch all for inappropriate behavior, 
attacking, or language on field towards players or staff.  This could be used were someone to throw 
a pompfen in frustration, or if say someone  

• (T) Replacing Skull   4-1-4 
• (I) Player Conduct   6-1-8 
• (I) Throwing Skull at player  7-2-1-2 

NOTE: This is a team and individual Penalty, meaning once again that a warning is issued to the 
player and team. A second Unsportsmanlike Conduct play by the same player will issue a caution 
and skull possession to the opposing squad. An Unsportsmanlike Conduct play by another player 
but still a second for the squad will result in warning or caution to that player and skull possession 
to the opposing squad. 

UNSAFE PLAY MODIFIER (caution/ejection)– Reckless or intentional actions that harm or endanger 
players, officials, or spectators. Unsafe Play is a modifier to existing penalties that immediately 
elevate an individual penalty past a caution directly to a Warning or expulsion i.e. a player grossly 
violated the qwik contact rules and physically struck or hurt someone. The player’s intent in the 
unsafe act may be considered to escalate the penalty directly to an ejection but may not 
deescalate from caution to a warning. An ejection means the player may not play for the rest of the 
match. This could escalate to the full tournament or game day depending on severity and 
commissioner’s discretion. If a player must be ejected from two matches they are not allowed to 
play for the remainder of the day. (see 11-3-2) 
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OFFICIAL SIGNALS 

 

 
 
 

 

 

 
 

 
POINT 

Both arms extended above 
head 

LIVE SKULL 
Horizontal arcs with two 

hands 

REPLAY 
Forearms rotated over and 

over in front of body 
   

   
FALSE START 

Pump one arm vertically 
LOSS OF SKULL 

Both hands held behind 
head 

SLOUGH 
Palm of right hand held 

parallel to ground 
above head and moved up 

and down 
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[RESERVED] 
 
 
 
 
 
 
 

 

  
EARLY RISE 

 
Three fingers rise up 

from a flat hand 

CHARGING 
 

One wrist striking the other 
above head 

INTERFERENCE WITH 
PLAY  

Pushing movement of hands 
to front with arms downward 

   

   
ILLEGAL STRIKE 

One open hand 
extended forward 

ILLEGAL QWIK 
CONTACT 

Parallel arms waved in a 
diagonal plane across body 

IMPROPER COMPOSITION 
Both hands on top of head 
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[RESERVED] 
 
 
 
 
 
 
 
 

 
 

[RESERVED] 
 
 
 
 
 
 
 
 

UN-SPORTSMANLIKE 
CONDUCT 

Thumb pointed down on 
an extended right hand 

UNSAFE PLAY 
 

Two fists together in front 
of the chest 
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PENALTY FOUL CODE 
False Start FST 
Out of Bounds OOB 
Slough SGH 
Early Rise ERS 
Improper Team Composition ITC 
Interference with Play INTR 
Charging CHG 
Illegal Strike IST 
Illegal Qwik Contact IQC 
Unsportsmanlike Conduct USP 
Unsafe Play UPM 

 

TEAM ABBREVIATION CODES 
Denver Reapers DENR 
Littleton Drengr LITD 

Arapaho Community Coll. Infinite Eclipse  ACCE 
Castle Rock Phantoms CRP 

Colorado Springs Marauders COSM 
Fort Collins Nomad Goats FCG 

 

 


