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I wrote this book with the hope it will help those of you who are        
thinking of taking this next step in your kendo, to becoming a referee. It 
is a big step but it can become a very rewarding one. It will help you   
understand a lot more about kendo.  
When you start on the road to becoming a referee, you will find it 
difficult in the early stages to see the points scored. They seem so 
quick and you are not sure if all the different parts of the strike 
meet the criteria. It is the same for us all when we start, but it will get 
better each time you referee. 
Attending referee courses is also a great help. I hope that many of 
you will become good referees and even go on to become national 
or international shinpan.  
Whatever your level it is important to learn as much as you can about 
the official rules and regulations to improve your  refereeing skills. 
 
I have now added to this book a simplified version of the Rules & 
Regulations  
 
I still recommend you buy the Official book by FlK On the             
Regulations of Kendo Shiai and Shinpan rules as soon as possible. 
 

Mr. T. O. Holt 

Sensei 

Mumeishi Kendo Club International 

London ð Melbourne - Tel-Aviv  

 

Thanking  

Kendo World  

For first publishing and their layout 2006                                                 

Second Update 2010. Third Update June 2011. 

The First Steps  
TO Becoming  
A Referee  
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Below you will see the parts of  the kendo armour indicated by arrows  
where valid strikes and thrusts are made. Also the correct area where the  
shinai ( datotsu -bu ) should make contact.  

80% 80% 100%  
Correct striking area  
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These are some other situations to look at .  

1. Sometimes the shinai turns with the tsuru (cord) 

moving to the side. In this position a  correct strike 
can never be made. When you see this has          
happened, only stop the match and tell the           
competitor to fix his / hers shinai so the tsuru is  
facing up. When they are not in full fighting spirit or 
the match is stopped for some other infringement. 
Do not touch there shinai yourself. This is the only 
warning they will get. 
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The court is split into three sections, these are 
the areas each referee is  responsible for. You 
can enter into the other areas when necessary as 
shown bellow by the two dotted cross sections  
showing the maximum entry into the other areas. 
With one exception the shushin should not go 
any further than the middle line if possible           
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Referees should move to their positions 
with flags held in their right hand, they 
should then unroll their flags with both 
hands in front and then bring them to 
their sides. The Shushin should put the 
red flag in his right hand and white in left 
hand . Fukushin hold their flags in the 
opposite hands.  During the match they 
should move around the court in a 
smooth and upright manner. Do not 
lean over but keep upright with your 
hands straight down by your sides.  
After a team match or the end of a    
competition all referees should roll up the 
white flag two turns then put it inside the 
red flag, rolling them together so no white 
is showing. Then move back to the   
starting point with the flags held in the 
right hand. 

Referee's Outfit: Navy-blue blazer, grey  
trousers, plain white shirt, deep red neck-tie, 
dark blue socks plus your own set of flags. 
 

 

Try to always keep the triangle shape 
looking through the two competitors to 
see the other referees. Move quickly and 
smoothly, always looking at what the 
competitors are doing even after a point 
has been given. 

Shushin 

Fukushin Fukushin 

Red Side White Side 

8. 



9. 



10. 



�:�L�Q�V 

�������<�X�N�R-�G�D�W�R�W�V�X���������������������0��� ���0�H�Q�������. ��� ���.�R�W�H�������' ��� ���'�R�������7��� ���7�V�X�N�L�������+�W��� ���+�D�Q�W�H�L��������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������
� ���+�D�Q�V�R�N�X�����������+��� ���6�H�F�R�Q�G���+�D�Q�V�R�N�X�����2�Q���W�K�H���R�S�S�R�Q�H�Q�W�V���V�L�G�H������������������������������������������������������������������������������������������������������������������������������������������������������������������
� ���+�L�N�L�Z�D�N�H�����3�X�W���R�Q���W�K�H���F�H�Q�W�U�H���O�L�Q�H���������������������(��� ���(�Q�F�K�R�����3�X�W���R�Q���W�K�H���F�H�Q�W�U�H���O�L�Q�H��������������������������������������������������������������������������������������������
� ���)�X�V�H�Q���±���J�D�F�K�L�����2�Q���W�K�H���Z�L�Q�Q�H�U�V���V�L�G�H�� 

�6�F�R�U�H�E�R�D�U�G���D�Q�G���5�H�F�R�U�G�H�U���6�K�H�H�W�V 

�������������$ 

�5�R�X�Q�G������������ 

�3�R�R�O 

�:�L�Q�V �3�R�L�Q�W�V �3�R�L�Q�W�V 

Name 

Name 

Name 

Name 

Name 

Name 

Name 

Name 

Name 

Name 

�6�W�D�Q�G�D�U�G���&�R�X�U�W���D�Q�G���+�D�O�O���/�D�\�R�X�W 

�����)�L�U�V�W���3�R�L�Q�W �����7�K�L�U�G���3�R�L�Q�W �����6�H�F�R�Q�G���3�R�L�Q�W�� 

�0�D�L�Q���Z�D�O�O���V�F�R�U�H�E�R�D�U�G�� 
�&�R�P�P�H�Q�W�D�W�R�U���&�R�Q�W�U�R�O�O�H�U 

�)�L�U�V�W���$�L�G 

�0�D
�W 

�0�D
�W 

�&�R�X�U�W�V���F�D�Q���E�H���P�D�G�H��
�V�P�D�O�O�H�U�����,�I���W�K�H���K�D�O�O����

�L�V���V�P�D�O�O 

�6�K�X�V�K�L�Q���V�L�J�K�W���O�L�Q�H�V��
�W�R���W�K�H���W�L�P�H�N�H�H�S�H�U��

�D�Q�G���W�K�H���V�F�R�U�H�E�R�D�U�G 

�����5�L�E�E�R�Q-�W�L�H�U�V 
�6�D�I�H�W�\���$�U�H�D 

�5�L�E�E�R�Q-�W�L�H�U�V 

�6�F�R�U�H�E�R�D�U�G��
�N�H�H�S�H�U 

�6�K�L�Q�S�D�Q 

�&�R�X�U�W���6�F�R�U�H�E�R�D�U�G�� 

�7�L�P�H�N�H�H�S�H�U�����5�H�F�R�U�G�H�U�� 

�&�R�X�U�W���0�D�Q�D�J�H�U 
���6�K�L�P�S�D�Q-�&�K�R�� 

Team Name Team Name 

�;  

�&�R�X�U�W 

11. 


