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1. Foreword 
 

 Welcome to the latest edition of the Combat Rules. This core rulebook 

explains our rules that have evolved over the years to what they are now. Over these 

years many rules have changed, sometimes drastically, and it is a fact that they will 

carry on evolving, as we perfect what we do. However certain things will never 

change. At its heart our combat rules can be summed up in one word, TRUST.   In 

order to do what we do we must have trust in each other. Warriors must trust each 

other, the combat system and the RTTôs who help run it.  RTTôs must trust each other 

and respect each other, other warriors and themselves.  

 This book is a companion to the Hersirs Rule Book and the Warriors Hand 

Book. All three books explain our rules to us, but it must always be remembered that, 

as with every form of written rules there may be different interpretations of those rules 

by those who read them. Every new edition of these rules has tried to explain things in 

a clearer way to try to stop any misunderstandings between us developing over our 

interpretations of them. Some times this has meant going into almost painful detail of 

the way we do things. The explanations of actions, found at the end of the book, is an 

example of this. (Found only in the P.D.F. version of the rules). These were written by, 

mostly, one of my predecessors, Roger Barry, who first wrote down our combat rules 

in this format, and who got me into becoming a RTT in the first place.  Please read 

them, along with everything else, and donôt make judgement on them until you have.  

If you are reading this book you are ether a RTT or want to be, in which case I TRUST 

you to use these rules wisely.  See you all on the battlefield! 

 

John (Geng) Gendall 

(Darach Ab Llewellyn Ap Grifith Ap Owain Ap Llewellyn Ap Iaen) 

Society Training 

 

1.1. Introduction  
 

 The training officerôs manual and combat rules are intended to ensure that 

all combat is as safe as possible whilst remaining enjoyable.  The rules change and 

evolve as does The Society, and are the result of many years of experience.  This 

handbook is intended to provide a reference for the combat rules of The Society, and to 

ensure that all Combat Training within The Society follows a standardised procedure 

with a uniform aim. 
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2. Combat Training 
 

 The structure of The Society training organisation is shown below: 

 

2.1. Combat Training Thegn 
 

2.1.1. The Combat Training Thegn is responsible for maintaining the standards 

and safety of all combat within The Society.  The Combat Training Thegn is personally 

responsible for training and assessing all Recognised Training Thegns and for over-

seeing the missile combat Thegn, cavalry Thegn, and the Specialist Weapons Thegns.  

The Combat Training Thegn makes recommendations to the Konungr for the 

appointments of missile combat Thegn and cavalry Thegn.  The Combat Training 

Thegn appoints Specialist Weapons Thegns. 

2.1.2. The Combat Training Thegn is responsible for the setting of all combat 

assessments and either examines or appoints examiners for these assessments.  The 

Combat Training Thegn will organise the events (but not the date or venue) at Society 

training weekends.  The Combat Training Thegn will organise The Society training 

Thegn weekends. 

2.1.3. The Combat Training Thegn may remove from the field any combatant 

who deemed to be unfit to fight on that day and, in conjunction with the health and 

safety Thegn, ensures that the correct procedures are carried out in the event of an 

injury caused by a warrior.  The Combat Training Thegn also has overall responsibility 

for the safety of all weapons taken onto the field and may ban any sub-standard 

weapon from being used either for display purposes or in training. 

2.1.4. The Combat Training Thegn should study the use of weapons and the 

training methods used and ascertain if their use and The Societyôs training methods 

could be improved. 

2.1.5. The Combat Training Thegn should regularly meet with The Societyôs 

Combat 
Training Thegn

Missiles Thegn

Archery Thegn Javelin Thegn Sling Thegn

Cavalry Thegn

Spear Thegn Long Axe Thegn
Florentine 

Thegn
Display Thegn

Advanced 
Combat Thegn

Basic Combat 
Thegn

Assessing 
Thegn

Training Thegns
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training Thegns to discuss these methods and allow them to present their ideas to their 

peers. 

2.1.6. The Combat Training Thegn is responsible for ensuring that any warrior 

being re-assessed after an accident is re-assessed by the appropriate Specialist 

Weapons Thegn at The Societyôs convenience. 

2.1.7. The Combat Training Thegn is also responsible for ensuring that any 

warrior being re-assessed after being banned as a result of disciplinary action is re-

assessed at a time convenient to The Society. 

 

2.2. Missile Combat Thegn 
  

2.2.1.  The Missile Combat Thegn is responsible for maintaining the standards 

and safety of all missile weapons within The Society.  The Missile Combat Thegn is 

personally responsible to the Combat Training Thegn for the instruction of all Training 

Thegns who wish to teach missile combat and will normally hold training sessions for 

interested members at The Society Training weekends.  The Missile Combat Thegn 

makes recommendations to the Combat Training Thegn for the appointments of 

Archery Thegn, Sling Thegn and Javelin Thegn.  The Missile Combat Thegn will 

advise the Combat Training Thegn on the setting of all missile assessments and either 

examine or advise on the appointment of examiners for these assessments. 

2.2.2. The Missile Combat Thegn may remove from the field any missile-armed 

combatant who is deemed unfit to take part on that day and, with the Health and Safety 

Thegn, ensures that the correct procedures are carried out in the event of an injury 

caused by a missile armed warrior.  The Missile Combat Thegn also has overall 

responsibility for the safety of missile weapons on the field and may ban any sub-

standard weapon from being used either for display purposes or in training. 

2.2.3. The Missile Combat Training Thegn should study the use of missile 

weapons and the training methods used and ascertain if their use and The Societyôs 

training methods could be improved.  The Missile Combat Training Thegn should 

regularly attend meetings of The Societyôs Training Thegns to discuss these methods, 

present their ideas and listen to their peers. 

2.2.4. The Missile Combat Thegn is responsible for ensuring that anyone being 

re-assessed after an accident is re-assessed at The Societyôs convenience by the 

appropriate Specialist Weapons Thegn. 

 

2.3. Display Combat Thegn 
 

2.3.1.  The Display Combat Thegn is responsible for maintaining the standards 

and safety of all display combat within The Society.  The Display Combat Thegn is 

personally responsible to the Combat Training Thegn for training all Training Thegns 

who wish to teach display combat and will normally hold training sessions for 

interested members at The Society Training weekends and at Society shows. 

2.3.2. The Display Combat Thegn will advise the Combat Training Thegn on the 

setting of all display combat assessments and either examine or advise on the 

appointment of examiners for these assessments. 

2.3.3. The Display Combat Thegn may remove from the field any combatant who 

is deemed unfit to take part on that day and in conjunction with the Health and Safety 

Thegn, ensures that the correct procedures are carried out in the event of an injury 
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caused during a display combat. 

2.3.4. The Display Combat Thegn may remove from the field any combatant who 

is deemed unfit to take part on that day and in conjunction with the Health and Safety 

Thegn, ensures that the correct procedures are carried out in the event of an injury 

caused during a display peers. 

2.3.5. The Display Combat Thegn is responsible for ensuring that any warrior 

being re-assessed after an accident is re-assessed at The Societyôs convenience. 

 

2.4. Cavalry Thegn 
  

2.4.1.  The Cavalry Thegn is responsible for maintaining the standards and safety 

of all mounted combat within The Society.  The Cavalry Thegn is personally 

responsible to the Combat Training Thegn for training all Training Thegns who wish 

to teach mounted combat and will normally hold training sessions for interested 

members at appropriate sessions. 

2.4.2. The Cavalry Thegn will advise the Combat Training Thegn on the setting 

of all mounted combat assessments and either examine or advise on the appointment of 

examiners for these assessments. 

2.4.3. The Cavalry Thegn may remove from the field any mounted warrior or 

horse deemed unfit to take part on that day and in conjunction with the Health and 

Safety Thegn, ensures that the correct procedures are carried out in the event of an 

injury caused by a mounted warrior or horse.  The Cavalry Training Thegn should 

study the use of the weapons and the training methods used in mounted combat and 

ascertain if their use and The Societyôs training methods could be improved.  The 

Cavalry Training Thegn should regularly attend meetings of The Societyôs Training 

Thegns to discuss these methods, present their ideas and listen to their peers. 

2.4.4. The Cavalry Thegn is responsible for ensuring that any mounted warrior 

being re-assessed after an accident is re-assessed at The Societyôs convenience by an 

appropriately qualified Training Thegn. 

 

2.5. Specialist Weapons Thegns 
 

2.5.1.  The Combat Training Thegn may appoint Recognised Training Thegns as 

Specialist Weapons Thegns for the following weapons systems: 

 

ü Advanced combat 

ü Spear 

ü Long axe 

ü Florentine combat 

ü Archery 

ü Javelin 

ü Sling 

 

2.5.2. The Specialist Weapons Thegn is responsible for maintaining the standards 

and safety of their weapon within The Society.  The Specialist Weapons Thegn is 

personally responsible to the Combat Training Thegn for training all training Thegns 

who wish to teach their weapon and will normally hold training sessions for interested 

members at The Society training weekends. The Specialist Weapons Thegn makes 
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recommendations to the Combat Training Thegn for the appointment of assessing 

Thegns for their weapon.  The Specialist Weapons Thegn will advise the Combat 

Training Thegn on the setting of weapon assessments and either examine or advise on 

the appointment of examiners for these assessments. 

2.5.3. The Specialist Weapons Thegn may remove from the field any combatant 

who is deemed unfit to take part on that day and in conjunction with the health and 

safety Thegn, ensures that the correct procedures are carried out in the event of an 

injury caused by a warrior armed with their weapon. 

2.5.4. The Specialist Weapons Thegn also has responsibility for the safety of 

their weapon types taken onto the field and may ban any sub-standard weapon from 

being used either for display purposes or in training. 

2.5.5. The Specialist Weapons Thegn should study the use and the training 

methods of their weapon and ascertain if its use and The Societyôs training methods 

could be improved.  They should actively seek out those that use their weapon 

regularly and involve them in its development.  They should actively seek out the 

assistance of those training Thegns who instruct their weapon and involve them in 

development of the training techniques. The Specialist Weapons Thegn should 

regularly attend meetings of The Societyôs training Thegns to discuss these methods, 

present their ideas and listen to their peers. 

2.5.6. Any warrior being re-assessed after an accident must be re-assessed by the 

appropriate Specialist Weapons Thegn at The Societyôs convenience. 

 

2.6. Assessing Thegn 
  

 Assessing Thegns are Recognised Training Thegns who have been made 

responsible for the assessment of warriors at a training session or event.  They must 

ensure that the correct documentation has been carried out before the assessment and 

that the warrior is qualified to take the assessment.  They are to ensure that the correct 

documentation is completed after the assessment.  They must brief unsuccessful and 

successful candidates at the end of the assessment as to their strengths and weaknesses.  

If possible they should discuss these points with the candidateôs training Thegn.  

Assessing Thegns may only carry out assessments at the event at which they were 

appointed, and must return all documentation to the Combat Training Thegn 

immediately after the assessment. 

 

2.7. Recognised Training Thegn 
  

 Recognised Training Thegns are responsible for the training of their 

warriors and should endeavour to qualify themselves in as many combat skills as 

possible.  Where they are not skilled in a given weapon they should seek advice from 

those who are. They may recommend warriors for any assessments that they are 

themselves qualified for.  They may assess warriors for basic combat, basic display, 

formation combat, and, if qualified basic spear, and basic archery.  They should attend 

training Thegn meetings whenever possible to receive guidance on new training 

techniques and to present their own ideas to their peers. 

 

 

 



13 

 

2.8. Training Thegn 
  

 Training Thegns are responsible for the training of their warriors and 

should endeavour to qualify themselves in as many combat skills as possible.  Where 

they are not skilled in a given weapon they should seek advice from those that are.  

They should endeavour to become a Recognised Training Thegn.  They may 

recommend warriors for their basic combat assessment, formation combat assessment, 

basic display, and basic spear or basic archery if so qualified.  For all other assessments 

they must gain the recommendation of a Recognised Training Thegn. They should 

attend training Thegn meetings whenever possible to receive guidance on new training 

techniques and to present their own ideas to their peers. 

 

2.9. Re-Assessments 
   

2.9.1.  Any warrior who has been banned must be re-assessed by the Specialist 

Weapons Thegn, or the Combat Training Thegn.  Neither the Specialist Weapons 

Thegn, nor the Combat Training Thegn is to conduct the re-assessment alone - another 

appropriately qualified Training Thegn must assist them. 

2.9.2. Any warrior who has taken any combat assessment, and who has failed this 

assessment on safety grounds, may not present themselves for re-assessment at the 

same event, and not until recommended by a Recognised Training Thegn, and are 

expected to have undertaken additional training to correct the identified faults. 

2.9.3. Re-assessments as a result of accidents must be conducted at the earliest 

convenience of the assessing Thegnôs by an appropriately qualified training Thegn.  

There must not be the slightest suggestion that there is a disciplinary element to this re-

assessment.  The aim is to examine the cause of the accident and identify and correct 

any deficiency in the warriors training. 

 

2.10. Guest Assessments 
 

2.10.1.  Where members of other societies attend events as guests, they must 

complete a safety assessment before taking the field for the first time, unless the 

guestôs Society has been granted a blanket exemption from this requirement, or they 

have attended as a guest within the last three years. 

2.10.2. Where a guest is required to be assessed, this will take the form of an 

intensive session with a senior RTT, who must ensure that all of the guests meet the 

same safety standard as our Society.  In particular, guests must be placed under stress 

during the assessment, to ensure that they react in a suitable manner. 

2.10.3. During the course of the event, the assessing RTT will be held responsible 

for the actions on the field of the guests who they have assessed.  Should guest 

assessments subsequently be found to be inadequate, disciplinary action may be taken 

against the assessing RTT. 
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3. Rules Of Hand To Hand Combat 
 

3.1. Introduction  
 

 These rules form the basis for all non-missile combat within The Society, 

and are the result of many years of experimentation and gradual development.  They 

apply to all warriors at all times, and must be followed by all warriors and training 

officers. 

 

3.1.1. General Points 

 

3.1.1.1. Weapons must never be edged or burred such that a cutting edge is formed 

on the blade. 

3.1.1.2. Warriors may only use weapons in displays that they are trained in the use 

of, and in which they have successfully completed the relevant Assessments. Training 

with weapons they are not qualified to use may only be carried out at training sessions, 

with the permission of the presiding Training Thegn. 

3.1.1.3. Weapons must never be used by, or against a member of the public or 

against a member of The Society who has not been trained to receive attacks or who is 

not in a combat environment. 

3.1.1.4. Weapons must never be used by, or against a member of the public or 

against a member of The Society who has not been trained to receive attacks or who is 

not in a combat environment. 

3.1.1.5. Weapons must never be used in an area where a member of the public, or 

any property, may be damaged. 

3.1.1.6. Any Warrior who has been prescribed drugs and advised against driving 

must not take part as a warrior at a Society training session or show.  If they intend to 

take part as a villager The Society Health and Safety Thegn, or responsible First Aid 

Thegn, must be informed of their condition in case of accidents.  Any member found at 

a Society sponsored event to be taking, or under the influence of, illegal drugs would 

be expelled from The Society. 

3.1.1.7. Any member suspected of being under the influence of alcohol may be 

required to demonstrate their compliance with The Society Alcohol Policy. This will 

normally involve a simple test with a disposable breathalyser unit, but where this is not 

available, warriors may be banned from taking part in any training session or show as a 

warrior at the discretion of any Society Training Thegn, or The Society Health and 

Safety Officer. 

3.1.2. Combat Participation  

 

3.1.2.1.  Warriors (18 and over) may use any weapon they are qualified in on the 

battlefield, whilst adhering to The Societyôs Combat Rules. 

3.1.2.2. Svein (16 to 17) may take part in any type of combat under the supervision 

of a warrior acting as a mentor. 

3.1.2.3. Frostrar  (13 to 16) may take part in limited combat activities under the 

supervision of a warrior.  During lulls in the combat Frostrar may carry water to the 

warriors, collect missiles and other dropped weapons and take them back behind their 

battle line. They may also loot the dead, act as if administering first aid to a fallen 

warrior or finish off wounded warriors. They may also act as standard bearers or 
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musicians but must stay behind the battle line. 

3.1.2.4. Under 13s and non-Combatants are only allowed on the battlefield when 

combat has ceased, and they are authorised to approach by the warrior acting as Battle 

Captain. 

 

3.2. Mandatory Protective Equipment 
  

 All warriors taking part in any type of hand to hand combat at shows or 

training must wear the following minimum equipment:- 

 

ü Helmet 

ü Protective gloves 
 

3.3. Recommended Protective Equipment 
  

3.3.1. All warriors taking part in any type of hand to hand combat at shows are 

also strongly recommended to wear the following additional equipment: 

 

ü Vambraces/arm guards 

ü Male warriors : a cricket box or similar protection 

ü Female warriors: fencing cups or padded gambeson or similar protection 

 

3.3.2. Additional protective equipment may be worn by any warrior, as long as 

this protection complies with The Society authenticity regulations (SAR). 

3.3.3. Archers and slingers who may also participate in hand to hand combat 

must comply with the above.  Archers and slingers who will not be taking part in any 

hand to hand combat need only wear Helmet. 

 

3.4. Equipment Specifications 
  

 All weapons and equipment must comply with The Society Authenticity 

Regulations (SAR), Society Technical Specifications (STS) and Society Health and 

Safety Policy (SH&SP).  All weapons and equipment will be examined prior to a show 

by The Society Combat Training Thegn or their designated representative - any which 

are considered unsafe must be returned to a safe storage area if an immediate and safe 

repair is not possible. 

 

3.4.1. Protective Equipment 

 

3.4.1.1. Helmet - the minimum requirement is a steel or hardened leather skull cap 

which may be concealed within an authentic hat.  This must be safe for the wearer and 

their opponent, and must be well secured to prevent its loss during combat.  Visible 

helmets must comply with SAR. 
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3.4.1.2. Vambraces/Arm Guards - the minimum requirement is a steel or 

hardened leather skull cap which may be concealed within an authentic hat.  This must 

be safe for the wearer and their opponent, and must be well secured to prevent its loss 

during combat.  Visible helmets must comply with SAR. 

3.4.1.3. Gloves - the minimum requirement is stiff leather-backed gloves that give 

protection to the hands and fingers.  These must be safe for the wearer and their 

opponent.  Gloves must comply with SAR. 

3.4.1.4. Shield - shields should be no bigger than three inches past the elbow when 

held against the arm by a centre grip. Shields with a metal rim should be kept free from 

burrs and have rounded edges. All other shields must have a leather or rawhide rim. 

Shields must comply with SAR and be in a safe condition for use on the field, as 

judged at the pre-show safety check. 

 

3.4.2. Weapons 

 

 All weapon blades must conform to the STS.  The edges of all blades must 

be rounded.  All blades must be kept free from burrs and weapons must be checked 

prior to the start of a show or training session. Both swords and knives should be 

covered by a scabbard that complies with SAR.  The following weapons are permitted 

to be used by warriors in combat: 

 

3.4.2.1. Sword - sword blades must comply with STS. Swords must comply with 

SAR. 

3.4.2.2. Seax (Knife) - knife blades must comply with STS. Knives must comply 

with SAR. Knives must have a minimum blade length of 6ò, from the point to the 

forward edge of the grip. 

3.4.2.3. Hand Axe - all axe heads must comply with STS. It is recommended that 

hand axes be case hardened. Axe heads must be fitted to the shaft from the butt. Hand 

axes must comply with SAR. 

3.4.2.4. Mace - mace heads must comply with STS.  Use of maces is restricted by 

SAR. 

3.4.2.5. Long Axe - long axes must be no more than 5ô6ò long. The axe head must 

comply with STS. It is recommended that long axes be case hardened. Axe heads must 

be fitted to the shaft from the butt. Long axes must comply with SAR. 

3.4.2.6. Short Spear - single-handed spears must be no more than 5ô6ò long, and 

must have a socketed head. The head must comply with STS and be flattened out or 

have a bulbous point. Spears must comply with  SAR. 

3.4.2.7. Long Spear - two-handed spears must be no more than 7ô6ò long and must 

have a socketed head.. The head must comply with STS and be flattened out or have a 

bulbous point. Spears must comply with SAR. 

3.4.2.8. Javelin - javelins must not be more than 4ô6ò long.  The head must comply 

with STS and be flattened out or have a bulbous point.  Javelin heads may be made 

from mild steel and may have hardened edges.  Javelins must comply with SAR. 
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3.5. Target Areas/Off Target Areas 
 

3.5.1. Target Areas  

 

 Warriors are allowed to aim for any part of the body and legs from below 

the neck (i.e. From below the collar bone) to above the knee excluding hands, elbows, 

forearms, upper arms and groin.  The chest is a legitimate targetError! Bookmark not 

defined. in both sexes.  Shots to the shoulder are also a target area and should always 

be taken, to discourage opponents from aiming closer to the head.  Hits from arrows 

and shots to the upper legs are valid hits and should be taken to discourage the archers 

and slingers from aiming higher, which will reduce the risk of the target warrior being 

injured in the face. 

 

 

Figure 1 Target & Off -Target Areas 



19 

 

3.5.2. Off Target Areas  

 

 It is forbidden to deliberately land a blow to the Off Target Area, i.e. the 

knees, shins, calves, feet, elbows, hands, forearms, upper arms, groin, neck or head.  

Any blow to the head or neck, however well controlled or however good the 

opponentôs protection may be, results in the offending warrior being defeated. Warriors 

who land a blow on an opponentôs head should then allow themselves to be ñkilledò by 

their opponent.  Hits to other off target areas may be ignored but, if taken in view of 

the audience, should be acted out as a wound before continuing with the fight.  When 

involved in combat with mounted warriors, the legs of the riders are classed as off-

target areas, due to the very high risk of injury to the horse.  

 

3.6. Hits 
  

 All hits to an opponent should be made in such a way as to give an 

impression of force without inflicting real damage.  That is to have lethal character.  

An attack that does not have lethal character will not score a valid hit.   

 

3.6.1. Two Hit Rule 

 

 In order to score a kill on an opponent, two valid hits within a slow count 

to ten by the target are required to score a kill.  After receiving the first valid hit the 

warrior must lower their shield and weapon and not defend him or herself from any 

other attack. They may step backwards three or four steps but no more. They must not 

lie down or kneel or take any other action that might be misinterpreted as ódyingô, if 

the warriorôs knee touches the ground after the first valid hit they are considered to be 

ódeadô and may not take part in any further combat. The second hit must be a different 

blow not the same as the original, two taps to the same shoulder do not count as a kill! 

The second hit need not be from the same opponent. If the warrior him/herself feels the 

first hit was a kill and/or was a blatant kill in front of the audience, i.e. a big showy 

drag across the guts, then the warrior should not wait for the second blow but just roll 

over and ódieô. The first hit should be reacted to, i.e. shout out, and not just ignored.  

However barring the above conditions if no other blow hits the warrior by the end of 

the slow count of ten then they may continue until another two hits are inflicted in the 

same way. 

 

3.6.2. Forbidden Blows 

 

 Minor accidents are inevitable, as with any martial art, however in order to 

minimise such occurrences certain types of attack are forbidden and some weapons 

have restrictions laid upon them: 

3.6.2.1. Thrusts ï direct thrusts to any part of the leg or off target areas are 

forbidden.  Thrusts to the target areas are valid hits but must be strictly controlled, the 

thrusting arm must not be locked. Thrusts past may be made to any part of the target 

area and score a valid hit. 

3.6.2.2. Attacks to the head - hits to the head are normally forbidden. Attacks to 

the head should, however, be taught and may be used in a scripted performance 

between two experienced warriors.  Such attacks should be well telegraphed and may 
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only contact with the helmet provided the shot has been rehearsed and approved of by 

both warriorsô training Thegns. 

3.6.2.3. Hooking - the hooking of any part of a warriorôs limbs or body with any 

weapon (e.g. Spear, hand axe or long axe) is forbidden. 

3.6.3. Restrictions on Weapons 

3.6.3.1. Sword - swords are primarily cutting weapons, however thrusts are 

allowed although warriors must comply with the rules for thrusts.  A cut or thrust to 

the target area will count as a valid hit and may cause a kill.  A cut or thrust to the off 

target area is not a valid hit, however if a warrior receives a hit to the off target area in 

front of the audience then they should act as if they had been wounded.  Swords may 

not be used by warriors who have not successfully completed the basic combat 

assessment. 

3.6.3.2. Seax (Knife) - knives are primarily cutting weapons, however thrusts are 

allowed although warriors must comply with the rules for thrusts.  A cut or thrust to 

the target area will count as a valid hit and may cause a kill.  A cut or thrust to the off 

target area is not a valid hit, however if a warrior receives a hit to the off target area in 

front of the audience then they should act as if they had been wounded.  Seaxs may not 

be used by warriors who have not successfully completed the basic combat assessment. 

3.6.3.3. Hand Axe - hand axes are cutting weapons.  A cut to the target area will 

count as a valid hit and cause a kill.  A cut to the off target area is not a valid hit, 

however if a warrior receives a hit to the off target area in front of the audience then 

he/she should act as if they had been wounded.  Hand axes may not be used by 

warriors who have not successfully completed the basic combat assessment. 

3.6.3.4. Mace - maces are blunt force weapons.  They may not be used to cut or 

thrust.  Blows from a mace may be made only against the shield of an opponent who is 

expecting the blow, and must be delivered as a glancing blow.  Maces may not be used 

to land a hit on an opponent at any time, and must be discarded before any unscripted 

combat commences.  Maces may not be used by warriors who have not successfully 

completed the mace assessment. 

3.6.3.5. Long Axe - long axes are powerful cutting weapons and should be used as 

such.  Tenth century long axes curved to a point so thrusts are permitted, warriors 

must, however, comply with the rules on thrusts.  A cut or thrust to the target area will 

count as a valid hit and cause a kill.  A cut or thrust to the off target area is not a valid 

hit, however if a warrior receives a hit to the off target area in front of the audience 

then he/she should act as if they had been wounded.  A long axe may not be used by a 

warrior who has not successfully completed the long axe assessment. 

3.6.3.6. Short Spear - short spears are thrusting weapons and warriors must 

comply with the rules for thrusts. Warriors who wish to use a short spear, that is any 

spear of 5ô6ò or less in length, must have successfully completed the basic combat 

(short spear) assessment. A thrust or successful thrust past to the target area will count 

as a valid hit and cause a kill. A thrust or thrust past to the off target area, or a thrust to 

the leg part of the target area is not a valid hit.  However if a warrior receives a hit to 

the off target area in front of the audience then they should act as if they had been 

wounded.  Short spears may not have wings. 

3.6.3.7. Long Spear - long spears are thrusting weapons and warriors must comply 

with the rules for thrusts. Warriors who wish to use a long spear, that is any spear of 

over 5ô6ò in length, must have successfully completed the long spear assessment.  A 
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thrust or successful thrust past to the target area will count as a valid hit and cause a 

kill. A thrust or thrust past to the off target area, or a thrust to the leg part of the target 

area is not a valid hit.  However if a warrior receives a hit to the off target area in front 

of the audience then they should act as if they had been wounded.  Winged spears may 

not be used to thrust past at any time due to the danger of hooking a warriors body, and 

spears with such heads must be used with two hands on a shaft of over 5ô6ò in length.  

Where a warrior uses a knife in the rear hand while holding a long spear two-handed, 

they must demonstrate that they will have full control of both weapons.  As a 

minimum, the warrior must be capable of touching the tips of the first three fingers on 

this hand with the end of their thumb while holding both weapons and wearing their 

combat gloves. 

3.6.3.8. Javelin - javelins may be used in two ways.  They may be used as short 

spears, in which case the rules pertaining to spears apply (see above).  Javelins may 

also be thrown in ranged combat, but only in the scripted part of the show and only by 

someone who is qualified to do so. The warrior throwing the javelin is responsible for 

where the weapon lands after he/she throws it and must make eye to eye contact with 

their target before throwing.  Javelins must not be thrown if the audience are close to 

the target or if there are bodies lying in the beaten zone.  An untrained person must 

never use a javelin in any capacity.  Javelins may not be used by warriors in melee 

combat unless they have successfully completed the basic combat (short spear) 

assessment and my not throw javelins unless they have successfully completed the 

javelin (missile) assessment. 

3.6.3.9. Shield - shields should not be used to strike an opponent save as part of a 

scripted combat, and will not score a valid hit. 

3.6.3.10. Helmet - helmets are defensive equipment.  They should not be used to 

strike an opponent and a hit from one should be ignored. 

3.6.3.11. Armour  - armour is defensive equipment.  Any warrior wearing armour 

that complies with the SAR may ignore any hit to the leg except for a cut with a long 

axe or a valid hit from an arrow.  Any hit to the warriorôs body or buttocks will be a 

valid hit and result in a kill. 

3.6.3.12. Bow - bows are the missile weapons used to loose arrows. A bow may not 

be used by a warrior who has not successfully completed the basic archery or display 

archery assessment.  (see missile rules).  An archer may strike their opponent with their 

bow but a hit from one should be ignored. 

3.6.3.13. Crossbow - crossbows are the missile weapons used to loose bolts. A 

crossbow may not be used by a warrior who has not successfully completed the Basic 

Archery or Display Archery Assessment.  (See Missile Rules).  A 

crossbowman/woman may strike their opponent with their crossbow but a hit from one 

should be ignored. 

3.6.3.14. Sling - slings are missile weapons used to loose bullets or shot.  A sling 

may not be used by a warrior who has not successfully completed the basic sling 

assessment (see missile rules).  Slings should not be used to strike an opponent due to 

the danger to the warriorôs eyes from the leather straps.  Hits from slings should be 

ignored. 

3.6.3.15. Arrows/Bolt - arrows and bolts are the missiles that archers shoot at their 

targets.  Any hits to the target area are valid hits.  Arrows are not subject to the rules on 

thrusts. 

3.6.3.16. Bullets/Shot - bullets/shot are the missiles that slingers shoot at their 

targets.  Any hits to the target area are valid hits.  Bullets/shot are not subject to the 
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rules on thrusts. 

 

3.7. Injuries  
 

3.7.1.  Injuries will happen - these will normally only be cuts and bruises but may 

occasionally be more serious.  Warriors are encouraged to report any injuries that they 

themselves have inflicted upon others. 

3.7.2. In the case of minor injuries that require little or no medical treatment, 

warriors are expected to resolve any problems between themselves.  Only in cases 

where one or both parties are not satisfied with the outcome should they consult their 

group Combat Training Thegn or The Society Combat Training Thegn. 

3.7.3. In the case of an injury requiring medical attention the warrior who caused 

the injury should report either to a Recognised Training Thegn or The Society Combat 

Training Thegn.  In these cases the warriorôs skill with the weapon causing the injury 

will be re-assessed, and unless this is found to be unsound no further action will be 

taken. 

3.7.4. If a warrior does not report themselves as being responsible for causing an 

injury, which they can reasonably be expected to know that they have caused, and is 

later identified, then disciplinary action will be taken. 

3.7.5. Any warrior not honest enough to report the injury they have caused or 

noble enough to accept the blame gracefully, will be banned from all combat except 

when training under the supervision of a Combat Training Thegn.  This ban will last 

until they can be reassessed on the weapon with which they originally caused the 

injury at the next major muster or Society training weekend. 

3.7.6. It must be stressed that the warrior is not being disciplined for causing an 

injury - any punitive action taken by the Thegns of The Society is as a result of the 

warriorôs behaviour after the injury was caused. 

 

3.8. General Safety 
 

 At all times, the safety of combatants must be the primary concern of all 

warriors and training Thegns.  Where it is judged that a combatant has repeatedly acted 

in an unsafe manner, even where this has not resulted in an injury, the Combat 

Training officer may ban the warrior from combat and/or require them to undergo a re-

assessment. 

 

3.9. Cheating 
 

 Combat is a matter of honour among warriors, and where combatants are 

suspected of cheating in any manner, this may be dealt with by a combat ban. Where 

combatants are suspected of cheating, a written warning will be given before any 

further action is taken. 

 








































































































































































































































































































































