KUBB: THE VIKING LAWN GAME
Tk

A Brief History

Kubb (pronounced “koob,” like “tube”) is a Swedish lawn game that combines elements of
bowling and horseshoes and is popular at backyard parties around the globe.
Equipment

1 King (a large wooden block, typically 12" tall); 10 Kubbs (rectangular wooden blocks,
typically 6" tall); 6 Batons (wooden dowels, approximately 12” long); 4 Corner Stakes
(to mark the playing field boundaries).

Field Setup:

e The Pitch - Create a playing field o ._._._._._._. -
measuring 16 feet wide by 26 feet Stale A Stake

Team A’s Baseline Kubbs

long. For limited space, you can
adjust to a smaller field.

e Marking the Corners - Place the 161
four stakes at each corner to clearly
define the boundaries.

A
\

e Baseline Setup - Each team has
a baseline at the short ends of the
field. On each, set up 5 kubbs,

standing upright. These are called
the baseline kubbs. Space them | }-----------"Q------------- 26t
approximately 3 feet apart.

King on Invisible Center Line
e The Center Line - The imaginary
line running through the King
parallel to the baselines.
This divides the field in half.

e The King Placement - Place the
King in the exact center of the field,
standing upright. The King should
be equidistant from both baselines. e e Baseline Kubis

Field Field
How to Play; = oI -e '

e (Objective - Knock down all of your
opponent’s kubbs, then knock down
the King to win the game.

e Teams - Kubb is played with two teams of 1-6 players.

e Determining First Turn - Each team throws one baton—the team that gets closest to
the King without knocking it over goes first.

For more inspirational DIY projects, visit Exmark.com/backyard 1



KUBB: THE VIKING LAWN GAME
Tk

Turn Sequence:

e Phase 1: Throwing the Batons
The starting team throws 6 batons from behind their baseline, attempting to knock down the
opponent’s baseline kubbs.

Throwing Rules:

* All throws must be underhand. * Batons can bounce before hitting kubbs.
*The baton must rotate end-over-end * Both feet must remain within the
(no helicopter spins). sideline and behind the baseline.

e Phase 2: Returning and Placing Field Kubbs

Any kubbs knocked down become “field kubbs.!” The opposing team throws these kubbs into
the other half of the field.

* Field kubbs must land within the oppo- * If a thrown field kubb fails twice to land
nent’s half of the field, but not within in bounds, the opposing team may
one baton-length of the King. place it anywhere on their side beyond
* Kubbs that land outside of the boundary a baton length from the King or corner
must be rethrown. stakes.
* Kubbs landing on the boundary must *The receiving team stands each kubb
be adjusted so at least half rests inside upright at the spot where it came to
the field. rest and may orient it in any direction.

e Phase 3: Attacking Field Kubbs First

The opposing team now throws their batons. Before targeting baseline kubbs, they must
first knock down all field kubbs.

* If a baseline kubb is hit before all field * Any kubb properly knocked down remains
kubbs are down, it is reset to its original down for the rest of the turn.
position.

e Phase 4: Continuing Play & Field Advantage

Teams alternate turns, throwing all batons and returning knocked kubbs each round.
If a team fails to knock down all field kubbs:

*The field kubb closest to the center line *The opposing team may throw from
establishes a new temporary throwing anywhere behind this new line on their
line. next turn.

NOTE: This forward position applies only to baton throws at kubbs, all kubb tosses and attempts at the King must still be made from the original baseline.

Winning the Game

Once a team has knocked down all of the opponent’s field and baseline kubbs, they may
attempt to knock over the King. The team that successfully topples the King wins.

Losing the Game

If a team knocks over the King before clearing all opponent kubbs, they lose immediately.
Be careful when throwing near the King!
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