Rules for the WCC 2026

The WCC in Dresden will use the German ruleset as a base with some modifications. The
following document will give you an overview of those modifications (marked in orange).

As many of the attending teams come from the Spanish region, we will also highlight/clarify
the most important differences between the Spanish and the German rulebook. We have
marked the applied rule in bold.

Please note that this document focuses on explanation and understandability rather than
coherence. It aims to give you a general overview of the rules played at the WCC, especially
about the differences to the German and Spanish rulebook. It is not an official rules text so
please don't investigate every sentence about its exact meaning. Thank you.

You can find an unofficial english translation of the german rules here. It contains the 2025
rules + the most important updates from 2026 (thanks to the translating team. recent
changes are marked in this document in yellow):

B Kopie von GermanRules2025-EN (2026 update in progress)

For our research, we have used this version of the spanish rules (english translation from
2025):

https://www.dropbox.com/scl/fi/zeduy4b7si3yg6zarq3vs/es_enl_reglamento FEJ_75.pdf?rlk
ey=cuo1j4n5d5hkbultaztmbzsnh&e=1&dI=0

0. Calls

This is not a part of the German rulebook but we will share some common calls here for
more clarity at the WCC.

Spanish call German call English call

Abajo! Runter! tAbh Down!

Arribal Weiter!/Hoch! Continue!/Go! tdp4
Nada/No me has dado Nichts! Nothing!/No hit!
Cabeza Kopfl Head!

Mano Hand! Hand!

Tuya Deiner! Yours!

Se repite punto Wiederholung! Repeat Point! (ref call)
* Frihstart! Early Start! (ref call)

Note: It is mandatory to call hand and head hits, as well as send opposing players up, if you
were hit first or your hit was in any other way invalid. Also, try not to use the term “Up!”, as it
is easily confused with the German call “Ab” (which means “Down!”).


https://docs.google.com/document/d/1_iGel0epx_8gQyMUXNARjwh-7aHc_ZY_uooLY3_yON4/edit?tab=t.0
https://www.dropbox.com/scl/fi/zeduy4b7si3yg6zarq3vs/es_enl_reglamento_FEJ_75.pdf?rlkey=cuo1j4n5d5hkbu0taztmbzsnh&e=1&dl=0
https://www.dropbox.com/scl/fi/zeduy4b7si3yg6zarq3vs/es_enl_reglamento_FEJ_75.pdf?rlkey=cuo1j4n5d5hkbu0taztmbzsnh&e=1&dl=0

1. Players

Spanish rule

German rule

Played at the WCC

During a match, a team
has a maximum of 10
players

During a match, a team has
a maximum of 8 players

During a match, a team
has a maximum of 10
players

A team can have a coach.
Unless the ref team requires
it, no other player can
address the ref team.

Any player can address
the ref team (in a
respectful manner).

German rule

2. The match

Spanish rule

German rule

Played at the WCC

To score, the jugg must be
placed 50% inside the goal
mound..

A point is considered
valid if the jugg is as deep
in the respecting goal
mound as possible.
(assuming no active
Qwick is touching it and it
has been placed correctly)

German rule
(recent changes)

The main ref counts in,
starting from 1, ... 5, ... 10.
Then (or when both teams
are ready) the ref will shout
“3, 2, 1, jugger!”. Players
may enter the field when the
ref finishes the word “jugger”

The main ref counts in,
synchronized with the
stone intervals. Starting
from 20... 15...10 ...5
R e
As soon as the
corresponding stone to
"jugger” is heard, players
may enter the field.

Note: If more time has
passed between turns (i.e.
because of a discussion),
or if one team indicates to
be ready, the ref may also
start from 15 or 10.

“1 ” - “jugger”.

German rule

with the addition: The
word “jugger” at the end
of countdown should be
left out or said really
quietly to make the
starting stone easier to
hear.

The game can be
interrupted by the referees
in case of an injury or for
any other reason.

Refs can call "freeze" if
the game is impeded by
an injury or another
disturbance. Players have
to stay where they are and
pause counting penalty
times until the game is
continued (“3-2-1-jugger”)




by the main ref. If the
game cannot be continued
without an unfair
advantage, the refs can
decide to repeat the point
instead and may give an
advantage to one team
(i.e. possession of the

jugg)

If players in your team
enters the field too early,
they have to slow down
visibly. If they fail to do so,
they will be penalized.

If players in a team enters
the field too early, the goal
ref calls “early start” and the
point is repeated
immediately. If one team
causes multiple of these
resets in a single game, the
enemy team gets
possession of the jugg for
each reset after the first one
caused by this team.

Note: a false start due to too
many players in the field
also counts towards this
number; if the reset is due to
an error of the ref team, it is
not counted

If a player enters the field
too early, the player must
visibly reduce speed or
stop immediately. If the
referee team considers
the self-correction
sufficient, the point
continues and no early
start is called. If the
self-correction is
insufficient, the referee
team may call “early start”
and the point is reset
immediately.

If one team causes more
than one reset due to
early starts during the
same match, the opposing
team gains possession of
the jugg for each reset
after the first one. (Notes:
A false start due to too
many players on the field
also counts towards this
number; If the reset is due
to an error of the referee
team, it is not counted)

3. Gameplay - Pompfers

Spanish rule

German rule

Played at the WCC

For shield players, the hand
holding the shield is a valid
hit zone.

Hands are no valid hit
zones, if they grip the
handles of their pompfen.

Hands of pompfers
(except chain players) are
no valid hit zone as long
as they touch their
pompfe (including the
shield).

German rule




For a hit to be valid, the
pompfer must enclose the
respective grip zone(s) of
their pompfe with their full
hand.

For a hit to be valid, the
pompfer must touch the
respective grip zone(s) of
their pompfe with any part
of the hand.

(chain players must touch
the loop/handle with any
part of their arm instead)

German rule

The Pompfe must be held at
the grip zones at most times

It is allowed to hold the
pompfe on other parts
than the grip zone (for
example while blocking a
chain). For a hit to be valid
however, the Pompfe must
be gripped correctly.

Note: If the Hand of a
pompfer does not touch
his/her Pompfe, it is
considered a valid hit
zone so you are not able
to block with a free hand.

For double short or shields:
A hit can only be valid if you
wield the full combination of
short+shield or double short
in both hands.

(note: this is reported to be

changed in newer versions

of the spanish rules)

For double short or
shields: It is not
necessary to wield the
shield or the second short
pompfe. They can be left
behind and a hit with a
single short pompfe can
still be valid.

German rule

If a strike lands at the
head/neck and a valid hit
zone at the same time, it will
be considered a valid hit.

(unclear)

If a strike lands at the
head/neck and a valid hit
zone at the same time, it
will be considered not
valid.

If your pompfe is broken
during gameplay, you have
to

1. make “player out of
game”-sign

2. remove broken pompfe
from the field on the shortest
route

3. get a new pompfe at
baseline (you get a penalty
of 5 stones there)

The whole time, you cannot
be hit and are “out of game”

If your pompfe is broken
during gameplay, you
have to

1. remove the broken
pompfe from the field on
the shortest route.

2. exit the field at any
location to get a new
pompfe

3. enter the field at the
same location (you do not
get a penalty count for
leaving the field)

The whole time you can
get hit, be pinned and
have to count penalty

German rule




times as usual.

4. Gameplay - Pins and inactive players

Spanish rule

German rule

Played at the WCC

Double short can pin 2
players at the same time

Double short can pin only
one player at the same time
(same as other pompfen).

Double short can pin 2
players at the same time
(one with each pompfe).

For a pin to be valid, the
pompfe must be rested on
an inactive player.

For a pin to be valid, any
contact with a (correctly
wielded) pompfe is
sufficient.

German rule

You have to count your
penalty time with your hand
on your back upwards,
starting from one.

You have to count your
penalty time with your hand
on your back upwards,
starting from one.

You have to count your
penalty time visibly with
your hand on your back.

(explanation: we don't want
teams to be punished if
they're not used to counting
upwards)

When shield players are
inactive, they have to grip
the handle of the shield with
one hand and count with the
other hand.

When shield players are
inactive, they are allowed
to grip either their shield
or their short pompfe with
one hand and count with
the other hand.

German rule

5. Gameplay - chains and wrapping

Spanish rule

German rule

Played at the WCC

Chainball hit is not valid if
thrown, kicked or wrapped
around pompfe.

Chain has to be "swung" for
a hit to be valid. Not valid if
chain is wrapped around
pompfe

Hits from a chainball are
always valid (except chain
is wrapped around a
pompfe or gripped
incorrectly).

(Note: It is still not possible
to pin with a chain (that also
means holding the chainball
on an inactive player or
encircling them with the




chain is forbidden). hitting
an inactive player with the
chain does not count as a
pin and does not invoke a
pinstone but should be
avoided if possible.)

The whole Kette is a valid
grip Zone.

For a valid grip, the chain
player must touch the
chain loop/chain handle
with a hand or arm.

German rule

It is forbidden to swing a
chain with a wrapped
Pompfe tangled in it. It is
counted as a minor fault
(you get a penalty of 5
stones)

It is forbidden to swing a
chain with a wrapped
pompfe tangled in it.
(there is no automatic
penalty)

German rule (clarification for
safety reasons)

If your pompfe is wrapped
by an enemy chain and you
are inactive, you have to
assist in untangling by
offering your pompfe to the
chainplayer. It is forbidden
to let go of it (except for
safety reasons or if the
chain player asks for it).

If your pompfe is wrapped
by an enemy chain, you
have to assist untangling or
let go of the pompfe to not
hinder the enemy chain
player untanging (the same
vice versa)

If your pompfe is wrapped
by an enemy chain, you
have to assist untangling
or let go of the pompfe to
not hinder the enemy
chain player untanging
(the same vice versa).
Offering your pompfe to
the opposing player and
holding it on one end is
considered assisting.

If you're inactive and your
pompfe is wrapped by a
chain, you can only start
counting your penalty time
once the pompfe is
untangled.

If you're inactive and your
pompfe is wrapped by a
chain, you can start
counting your penalty
time immediately (while
helping to unwrap or
letting go of your pompfe)

German rule

If a pompfe of an active
player is wrapped by a
chain, they can hit any other
player normally but cannot

pin.

If a pompfe of an active
player is wrapped by a
chain, they can only hit
that chain player. Hitting
other players with a
wrapped pompfe will not
score valid hits and
players also cannot pin
with a wrapped pompfe.

German rule

Itis not allowed to let go of
pompfen (except for safety
reasons). If you abandon
your pompfe, you get a
minor fault (5 stone penalty)

It is allowed to let go or
abandon your pompfe.
Note: If it is abandoned to
help the enemy chain
player untangling, it is

German rule




considered fair play by the
chain player to return the
pompfe to its owner if
possible. (the same vice
versa)

6. Qwik wrestling

Spanish rule

German rule

Played at the WCC

You can shove another
Qwik but not int the same
direction of the other Qwick,

for example shove the back.

It is allowed to shove a
standing Qwik. It is
forbidden to shove a running
Qwik in any direction.
(recent rule changes)

Shoving (pushing with a
sudden impact) is not
allowed at all. It is allowed
to make contact first and
then push an enemy
Qwick.

Before the game, both
teams can agree to have
different rules for the
Qwik fights. The referees
can veto this agreement.

German rule (clarification
because of recent changes)

If the opposing Qwik is
standing up, the whole
Torso and buttocks is
considered a valid (grip)
zone

If the rival Qwik is
standing up, the upper
body from the hip to the
neck is considered a valid
grip zone.

Note: This includes the
arms. It is not allowed to
pull the arms with
excessive force (i.e. stop a
running Qwik by holding
them at the arm).

German rule

In Qwik wrestling, these safety rules are also important:
- players must slow down significantly or stop before a possible body contact can happen.

- If a player lifts the opposing Qwick off the ground or otherwise significantly displaces their
body, they are responsible for the opponent’s safety until the opponent is safely back on the

ground.

7. Referees and fouls

We are currently working on referee guidelines. They are aimed to help you understand your
role as a referee as well as give your options for sanctioning mistakes and fouls.

We will publish it as soon as it is finished.
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