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1. Foreword

In preparing this Sixth edition of the training officer’ s handbook, |
have been grealy asgsted by the work of my predecessors, in particular
Roger Barry who originally took on the mammoth task of writing it all
down in some sort of coherent form, and Pete Carsswho encouraged
the development process while somehow managing to concentrate on
having fun as well.

Intherevision of any document, the changeswhich areintroduced are
generaly the result of many yeas of experience, and come through
suggestions and discussons among the training officers of the society,
who seethe system at work on amore or lessweekly basisand who have
to live with the consequences of their changes. All of those who
contributed to this document in whatever way have my profound thanks.

Paul Murphy
Society Training Officer

1.1. Aim of this manual

The Training Office’s Manua and Combat Rules are intended to
ensure that all combat is as safe as possible whil st remaining enjoyable.
The rules change and evolve & does the Society, and are the result of
many yeas of experience This handbook is intended to provide a
reference for the cmbat rules of the Society, and to ensure that all
combat training within the society foll ows astandardised procedure with
auniform aim.



2. Combat Training Structure
The structure of the Society Training organisation is shown below:

Society

Training
Officer

Assessing Training
Thegns Thegns
| 1 1 1 1 |
Missiles Cavalry Spear Dane Axe | | Florentine Display
Thegn Thegn Thegn Thegn Thegn Combat

Thegn

1
Archery Javelin
Thegn Thegn

2.1. Combat Training Jarl

The Combat Training Jarl is responsible for maintaining the
standards and safety of all combat within the Society. He/she is
personally responsiblefor training and assessing all Recognised Training
Thegns and for over-seeing the Missile Combat Thegn, Cavalry Thegn,
and the Specialist Weapons Thegns. He/she makes recommendationsto
the Konungr for the appointments of Missile Combat Thegn and Cavalry
Thegn. He/she appoints Specialist Weapons Thegns.

He/sheisresponsiblefor the setting of all combat assessmentsand
either examines or appoints examinersfor these assessments. He/shewill
organise the events (but not the date or venue) at Society Training
weekends. He/she will organise the Society Training Thegn weekends.

The Combat Training Thegn may remove from the field any
combatant who he/she deems is unfit to fight on that day and, in
conjunction with the Health and Safety Thegn, ensures that the correct
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procedures are carried aut in the event of an injury caused by awarrior.
The Combat Training Thegn also has overall responsibility for the safety
of all weaponstaken onto thefield and may ban any sub-standard wegpon
from being used either for display purposes or in training.

The Combat Training Thegnshould study the use of wegionsand the
training methods used and ascertainif their use and the Society’ straining
methods could be improved.

The Combat Training Thegn should regularly mee with the Society’ s
Training Thegnsto d scussthese methods and all ow them to present their
ideas to their peas.

The Combat Training Thegn is responsible for ensuring that any
warrior being re-assessed after an acddent is re-assessed by the
appropriate Speaali st Wegpons Thegn at the Society’ sconvenience The
Combat Training Thegn isalso responsiblefor ensuring that any warrior
being re-assessed after being banned as aresult of disciplinary adionis
re-assessed at atime @nvenient to the Officer.

2.2. Missile Combat Thegn/Jarl

The Missile Combat Thegn is responsible for maintaining the
standards and safety of all missile wegponswithinthe Society. He/sheis
personally responsible to the Combat Training Thegnfor theinstruction
of al Training Thegns who wish to teat missle combat and wil
normally hold training sessions for interested members at the Society
Training weekends. He/she makes recommendations to the Combat
Training Thegn for the gpointments of Archery Thegn and Javelin
Thegn. He/shewill advise the Combat Training Thegn on the setting of
all missile assesgnents and either examine or advise on the gpointment
of examinersfor these assesgnents.

The Missile Combat Thegn may remove from the field any missile-
armed combatant who he/she deansis unfit to take part on that day and,
with the Health and Safety Thegn, ensuresthat the corred proceduresare
caried out in the event of an injury caused by amissile amed warrior.
The Missile Combat Thegn also has overal responsibility for the safety
of missile wegyons on the field and may ban any sub-standard weapon
from being used either for display purposes or in training.

The Missile Combat Training Thegn should study the use of the
wegpons and the training methods used he/she is responsible for and
ascetain if their use and the Society’s training methods could be
improved. The Missle Combat Training Thegn should regularly attend
medings of the Society’s Training Thegns to discuss these methods,
present their ideas and listen to their pees.

The Missle Combat Thegn is responsible for ensuring that anyone
being re-assessed after an acddent is re-assessed at the Offica’s
convenience by the gpropriate Speaali st Wegpons Thegn.
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2.3. Display Combat Thegn/Jarl

The Display Combat Thegn is responsible for maintaining the
standards and safety of al display combat within the Society. He/sheis
personaly responsible to the Combat Training Thegn for training all
Training Thegns who wish to teat display combat and will normally
hold training sessions for interested members at the Society Training
week-ends.

He/shewill advisethe Combat Training Thegn on the setting of all
display combat assessments and either examine or advise on the
appointment of examiners for these assessnents.

The Display Combat Thegn may removefrom thefield any combatant
who he/she deansisunfit to take part on that day and in conjunction with
the Hedth and Safety Thegn, ensures that the corred procedures are
caried out in the event of an injury caused during adisplay combat.

The Display Combat Training Thegn should study the use of the
wegpons and the training methods used he/she is responsible for and
ascetain if their use and the Society’s training methods could be
improved. The Display Combat Training Thegn should regularly attend
medings of the Society’s Training Thegns to dscuss these methods,
present their ideas and listen to their pees.

The Display Combat Thegn is responsible for ensuring that any
warrior being re-assessed after an acddent isre-assessed at the Officer’s
convenience by the gpropriate Speadali st Wegpons Thegn.

24, Cavalry Thegn

The Cavalry Thegn is responsible for maintaining the standards
and safety of all mounted combat within the Society. He/sheispersondly
responsible to the Combat Training Thegn for training al Training
Thegns who wish to teach mounted combat and will normally hold
training sessions for interested members at appropriate sessons.

He/shewill advisethe Combat Training Thegn on the setting of all
mounted combat assessnents and either examine or advise on the
appointment of examiners for these assessments.

The Cavalry Thegn may remove from the field any mounted warrior
or horse who he/she deams is unfit to take part on that day and in
conjunction with the Hedth 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
wegpons and the training methods used he/she is responsible for and
ascetain if their use and the Society’s training methods could be
improved. The Cavalry Training Thegn should regularly attend medings
of the Society’s Training Thegnsto dscussthese methods, present their
ideas and listen to their pees.



The Cavary Thegn is responsible for ensuring that any mounted
warrior being re-assessed after an acadent isre-assessed at the Officer’s
convenience by an appropriately qualified Training Thegn.

2.5.  Specialist Weapons Thegns

The Combat Training Thegn may appoint Recognised Training
Thegns as Specialist Weapons Thegns for the following wegpons
systems:

Spea

Long Axe
Florentine Combat
Archery

Javelin

The Spedalist Weagpons Thegn is responsible for maintaining the
standards and safety of their wegoon within the Society. He/she is
personally responsible to the Training Officer for training all Training
Thegns who wish to tead their wegoon and will normally hold training
sessionsfor interested membersat the Society Trainingweekends. He/she
makes recommendations to the Training Officer for the gopointment of
Assesgng Thegns for their wegoon. He/she will advise the Training
Officer on the setting of wegpon assessnents and either examine or
advise on the gpointment of examiners for these assessments.

The Speaalist Wegons Thegn may remove from the field any
combatant who he/she deams is unfit to take part on that day and in
conjunction with the Hedth and Safety Thegn, ensures that the correct
procedures are caried out in the event of an injury caused by awarrior
armed with their wegoon.

The Spedali st Weapons Thegn also has responsibility for the safety
of their wegpon types taken onto the field and may ban any sub-standard
wegoon from being used either for display purposes or in training.

The Speaali st Wegpons Thegn should study the use and the training
methods of their wegpon and ascertainif itsuse and the Society’ straining
methods could beimproved. They should adively seek out thosethat use
their wegpon regularly and involvethemin itsdevel opment. They should
adively se&k out the asgstance of those Training Thegns who instruct
their wegoon and involve themin development of thetrainingtediniques.
The Speaali st Wegoons Thegn should regularly attend medings of the
Society’s Training Thegns to d scuss these methods, present their ideas
and listen to their peas.

Anywarrior being re-assessd after an acadent must bere-assessd by
the gopropriate Spedalist Wegpons Thegn at the Thegn's convenience



2.6.  Assessing Thegn

Assessng Thegns are Reaognised Training Thegns who have been
made responsible for the assessment of warriors at atraining sesson or
event. They must ensurethat the mrred documentation hasbeen caried
out before the assessment and that the warrior is qualified to take the
assessment. They areto ensurethat the corred documentationis caried
out after the assessment. They must brief unsuccessful and successul
candidates at the end of the assesgnent as to ther strengths and
wedknesses. If possble they should dscuss these points with the
candidate's Training Thegn. Assessing Thegns may only carry out
assessmentsat the event at which they were gopointed, and must return all
documentation to the Society Training Officer immediately after the
assessment.

2.7.  Recognised Training Thegn

Reaognised Training Thegns are responsible for the training of their
warriors and should endeavour to qualify themselvesin as many combat
skill s as possible. Where they are not skill ed in a given wegpon they
should seek advicefrom those who are. They may recommend warriors
for any assesgments that they are themselves qualified for. They may
assesswarriorsfor Basic Combat, Basic Display, Formation Combat, and,
if qualified Basic Spea, and Basic Archery. They should attend Training
Thegn medings when ever possible to recave guidanceon new training
tedhniques and to present their own ideas to their pees.

2.8.  Training Thegn

Training Thegns are responsible for thetraining o their warriorsand
should endearour to qualify themselves in as many combat skills as
possible. Wherethey are not skill ed in agiven wegpon they should seek
advice from those that are. They should endeasour to become a
Reaognised Training Thegn. They may recommend warriors for their
Basic Combat Assessnent , Formation Combat Assessment, Basic
Display, and Basic Spea or Basic Archery if so qualified. For all other
assessments they must gain the recommendation of a Reaognised
Training Thegn. They should attend Training Thegn meetings whenever
possible to receve guidance on new training tedniques and to present
their own ideas to their pees.

2.9. Re-Assessments

Any warrior who has been banned must be re-assessed by the
Spedalist Wegoons Thegn, or the Training Officer. Neither the Spedaist
Weagpons Thegn, nor the Training Officer isto conduct the re-assessnent
alone - they must be assisted by another appropriately qualified Training
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Thegn.

Any warrior who hastaken an advanced combat assessment, and who
hasfailed this assessment on saf ety grounds, may not present themselves
for re-assessment at the same event, and not until recommended by a
Training Officer, and are expected to have undertaken additional training
to correct the identified faults.

Re-assessments must be conducted at the convenience of the assessing
officersat all times, and not less than one week after the incident which
resulted in the re-assessment.

2.10. Guest Assessments

Where members of other societies attend events as guests, they must
complete a safety assessment before taking the field for the first time, or
wherethey have not attended as aguest within thelast three years, unless
their society has been granted ablanket exemption from this requirement
on the basisthat their training and assessment methods are recognised to
be to a standard closely equivalent to that of The Vikings.

Where aguest is required to be assessed, thiswill 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.

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.



3. Rules of Hand to Hand Combat

3.1. I ntroduction

These rules form the basis for al non-missile combat within the
society, and are the result of many years of experimentation and gradual
development. They apply to al warriors at all times, and must be
followed by all warriors and training officers.

a). General Points

1. Weapons must never beedged or burred such that a Cutting
edgeis formed on the blade.

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. They may only train with
Weaponsthey are not qualified to use at training sessions, with
the permission of the presiding Training Thegn.

3. Weaponsmust never be used by, or against amember of the
public or against a member of the Society who has not been
trained to receive Attacks or who is not expecting an Attack.

4. Weapons must never be used in an areawhere amember of
the public, or any property, may be damaged.

5. 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 beinformed 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 will be
expelled from the Society.

6. 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 Jarl, or the Society Health and Safety
Officer.



b). Target Areas

Warriors are dlowed to aim for any part of the body and legs from
below the nedk (i.e. from below the wllar bone) to above the knee
excluding hands, elbows, foreams, upper aamsand groin. The chestisa
legitimate Target in both sexes. Shots to the shoulder are within the
Target Area and should always be taken, to discourage opponents from
aiming closer to the head. Hitsfrom Arrows and Shot to the upper legs
areValid Hitsand should betaken to discouragethe Archer/Slinger from
aiming higher, which will reduce the risk of the Target Warrior being
injured in the face

C). Off Target Areas

It isforbidden to deliberately land ablow to the Off Target Aregi.e.:
thekness, shins, caves, fed, elbows, hands, foreams, upper arms, groin,
neck or head. Any blow to the head ar nedk, however well-controlled o
how good the opponents protection may be, results in the offending
Warrior being defeaed. He/she should then allow themselves to be
“killed” by their opponent. Hits to other Off Target Areas may be
ignored but, if taken in view of the audience, should be aded out as a
wound before @ntinuing with the fight.

When involved in combat with mounted warriors, the legs of therider
are dassed as off-target areas, due to the very high risk of injury to the
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horse.

3.2. Mandatory Protective Equipment

All Warriorstaking part in any type of Hand to Hand combat at shows
or training must wear the following minimum equipment:-

- Hemet

- Stiff leather or mail backed gloves

3.3. Recommended Protective Equipment

All Warriorstaking part in any type of Hand to Hand combat at shows
are aso strongly recommended to wear the following additional
equipment:

- Vambraces/arm guards
- MaeWarriors: acricket box or similar protection

- Female Warriors. Fencing cups or padded gambeson or similar
protection

Additional protective equipment may be worn by any warrior, as
long asthis protection complieswith the Soci ety Authenticity Regulations
(SAR).

Archers and Slingers who may also participate in Hand to Hand
combat must comply with the above. Archersand Slingers who will not
be taking part in any Hand to Hand combat need only wear a Helmet.

3.4. Equipment Specifications

All Weapons and equipment must comply with the Society
Authenticity Regulations (SAR) and Society Technical Specifications
(STS). All Weapons and equipment will be examined prior to ashow by
the Society Combat Training Thegn or his’her designated representative -
any which are considered unsafe must be returned to a safe storage area,
if an immediate and safe repair is not possible.

a). Protective Equipment

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
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b).

must comply with SAR.

2. VambracesArm Guards - The recommended minimum
protedion istwo stiff leaher vambraces which cover the wrist and
foream. Where pradicable these should beworn under the deeves
of a tunic. Vambraces must be safe for the weaer and their
opponent. Visible vambraces must comply with SAR.

3. Gloves- Theminimumrequirement is diff leaher-baded goves
that give protedion to the hands and fingers. These must be safefor
the weaer and their opponent. Gloves must comply with SAR.

4. Shield - Shields should be no bigger than threeinches past the
elbow when held against the am by a centre grip. Shields with a
metal rim should be kept freefrom burrs and have rounded edges.
All other Shields must have aleaher or rawhide rim. Shields must
comply with SAR and bein asafe condition for use on thefield, as
judged at the pre-show safety ched.

Weapons
All Wegoon blades must conform to the STS. The elges of all

blades must be rounded. All blades must be kept freefrom burrs and
Wegpons must be checked prior to the start of ashow or training sesson.
Both Swords and Knives should be mvered by a scabbard which
complieswith SAR.

The following Wegoons are permitted to be used by Warriors in

combat:

1. Sword - Sword hlades must comply with STS. Swords must
comply with SAR.

2. Knife (seax) - knife blades must comply with STS. Knives must
comply with SAR. Knives must have aminimum bladelength of 67,
from the point to the forward edge of the grip.

3. Hand Axe - All Axe heals must comply with STS. It is
recommended that Hand Axes be cae hardened. Hand Axes must
comply with SAR.

4. Mace — Mace heals must comply with STS. Use of macesis
restricted by SAR. Warriors must pass the MaceA ssessment before
using amaceoutside of a supervised training session.

5. Long Axe - Long Axes must be no more than 56" long. The
Axehead must comply with STS. Itisrecommended that L ong Axes
be case hardened. Long Axes must comply with SAR. Warriors
must pass the Long Axe Assessment before using a Long Axe
outside of a supervised training session.

6. Spear — Single-handed speas must be no morethan 5’6" long,
11



3.5.

and must have asocketed head. Two-handed speasmust be no more
than 7 6" long. The head must comply with STSand beflattened ou
or have a bulbous point. Speas must comply with SAR. Warriors
must passthe Basic Spea Assessnent before usinga Single-handed
Spea outside of a supervised training sesson, and must pass the
Advanced Spea Assssment before using a spea in two hands,
and/or a spea of more than 5'6” in length, outside of a supervised
training session.

7. Javelin - Javelins must not be more than 46" long. The head
must comply with STS and beflattened out or have abulbous point.
Javelin heads may be made from mild sted and may have hardened
edges. Javelins must comply with SAR. Warriors must pass the
Javelin Assessment before using a Javelin outside of a supervised
training session.

Hits

All Hits to an opponent should be made in such away asto give an
impresson of force without inflicting red damage, that isto have Lethal
Character. An Attadk that doesnot have Lethal Charader will not score a
Valid Hit. Minor acddents are inevitable, as with any martial art,
however in order to minimise such occurrences certain types of Attadk
are forbidden and some Wegpons have restrictions laid upon them.

a).

b).

Forbidden blows

1. Thrusts- Thruststo any part of theleg or Off Target Areasare
forbidden. Thruststo the Target Areas are Valid Hits but must be
strictly Controll ed, the Thrusting arm must not be locked.

2. AttackstotheHead - Hitsto the head are normally forbidden.
Attadsto the head should, however, betaught and may beusedina
Scripted performance between two experienced Warriors. Such
Attadks dhould be well Telegraphed and may only contad with the
Helmet provided the shot has been rehearsed and approved of by
both Warriors' Training Thegns.

3. Hooking - TheHooking of any part of awarrior’slimbsor body
with a Spea, Hand Axe or Long Axeis forbidden.

Restrictions on Weapons

1. Sword - Swords are primarily Cutting Wegons, however
Thrusts are dl owed although Warriors must comply with the rules
for Thrusts. A Cut or Thrust to the Target Areawill count as a
Valid Hit and cause aKill. A Cut or Thrust to the Off Target Area
is not a Valid Hit, however if a Warrior receves a Hit to the Off
Target Areain front of the audiencethen he/she should ad asif they
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had been wounded.

2. Knife (seax) - knives are primarily Cutting Weapons, however

Thrusts are dl owed although Warriors must comply with the rules
for Thrusts. A Cut or Thrust to the Target Areawill count as a
Valid Hit and cause aKill. A Cut or Thrust to the Off Target Area
Is not a Valid Hit, however if a Warrior receves a Hit to the Off

Target Areain front of the audiencethen he/she should ad asif they
had been wounded.

3. Hand Axe - Hand Axes are Cutting Wegoons. A Cut to the
Target Areawill count asaValid Hit and cause aKill . A Cut tothe
Off Target Areaisnot aValid Hit, however if aWarrior recevesa
Hit to the Off Target Areain front of the audience then he/she
should ad asif they had been wounded.

4. Mace—Macesare blunt forcewegpons. They may not be used
to Cut or Thrust. Blowsfrom amacemay be made only against the
shield of an opponent who is expeding the blow, and must be
delivered asaglancing dow. Maces may not be used to land a Hit
on an opponent at any time, and must be discarded before ay
unscripted combat commences. Maces may not be used by warriors
who have not successfully completed the MaceA ssessment.

5. Long Axe - Long Axes are powerful Cutting Wegons and

should be used as such. Tenth century Long Axes curved to apoint

so Thrusts are permitted, Warriors must, however, comply with the
ruleson Thrusts. A Cut or Thrust to the Target Areawill count asa
Valid Hit and cause aKill. A Cut or Thrust to the Off Target Area
is not a Valid Hit, however if a Warrior receves a Hit to the Off

Target Areain front of the audiencethen he/she should ad asif they

had been wounded. A Long Axe may not be used by aWarrior who

has not successfully completed the Long Axe Assesgnent.

6. Spear - Speas are Thrusting and Cutting Wegoons and
Warriors must comply with therulesfor Thrusts. Warriorswho wish
to use asingle-handed spea must have succesgully completed the
Basic Spea Assssment. Warriors who wish to use a two-handed
spea or any spea of over 5'6” in length must have successully
completed the Advanced Spea Assessment. A Thrust or Cut to the
Target Areawill count as a Valid Hit and cause aKill. A Cut or
Thrust to the Off Target Area or aThrust to theleg part of thetarget
areaisnot aValid Hit. However if aWarrior receves a Hit to the
Off Target Areain front of the audiencethen he/she should ad asif
they had been wounded. Winged speas may not be used to cut at
any time, and speaswith such heads must be used intwo handson a
shaft of over 5’6" inlength. Whereawarrior usesaknifeintherea
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hand whil e holding atwo-handed spea, they must demonstrate that
they will have full control of both wegions. As a minimum, the
warrior must be capable of touching thetipsof thefirst threefingers
on this hand with the end of their thumb while holding bah
wegoons and weaing their combat gloves.

7. Javelin - Javelins may be used in two ways. They may be used
as short Speas, in which case the rules pertaining to Speas apply
(see dove). Javelins may aso 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 Weagpon lands after he/she throws it and must make
Eye to Eye Contad with hisher Target before throwing. Javelins
must not be thrown if the audience are doseto the Target or if there
are bodies lying in the Beaen Zone. An untrained person must
never use aJavelin in any cgpadty. Javelins may not be used by
Warriors who have not successully completed the Javelin
Assessment.

8. Shield - Shields should not be used to strike an opponent save as
part of a scripted combat, and will not score aValid Hit.

9. Helmet - Helmetsare Defensive Equipment. They should not be
used to strike an opponent and a Hit from one should be ignored.

10.Mail - Mail isDefensive Equipment. Any Warrior weaing mail
that complieswith the SAR may ignore any Hit to theleg except for
aCut withaLong Axeor aValid Hit froman arrow. Any Hit tothe
Warrior’ s body o buttocks will be aValid Hit and result in aKill .

11.Bow - Bowsarethe Missile Wegoons 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
MissileRules). An Archer may strike his’her opponent with his/her
Bow but a Hit from one should be ignored.

12.Sling - Slingsare Missile Wegpons used to loose Bullets or Shot.
A Sling may not be used by a Warrior who has not successfully
completed the Basic Sling Assessment (seeMissileRules). Slings
should not be used to strike an opponent due to the danger to the
Warrior's eyes from the leaher straps. Hitsfrom Slings sould be
ignored.

13.Arrows - Arrows are the Missiles that Archers shoot at their
Targets. Any HitstotheTarget AreaareValid Hits. Arrowsarenot
subjed to theruleson Thrusts.

14.Bullets/Shot - Bull ets/Shot arethe Missil esthat Slingers shoot at
thelr Targets. Any Hits to the Target Area ae Valid Hits.
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Bull ets/Shot are not subject to the rules on Thrusts.

3.6. Injuries

Injurieswill happen - these will normally only be autsand bruises but
may occasionally be more serious. Warriorsare encouraged to report any
injuries that they themselves have inflicted upon others.

Inthe case of minor injuriesthat requirelittl e or no medicd treament,
Warriorsare expeded to resolve ay problemsbetween 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.

In the cae of an injury requiring medical attention the Warrior who
caused the injury should report either to aReocognised Training Thegn o
the Society Combat Training Thegn. In these caes the Warrior’s skill
with the Wegoon causing theinjury will bere-assessed, and unlessthisis
found to be unsound no further adion will be taken.

If a Warrior does not report themselves as being responsible for
causing an injury, which they can reasonably be expeded to know that
they have caused, and is later identified, then disciplinary adion will be
taken.

Any Warrior not honest enough to report the injury they have caised
or noble enough to accept the blame gracdully, will be banned from all
combat except when training under the supervision of aCombat Training
Thegn. This ban will last until they can be reassessed on the Wegoon
with which they originally caused the injury at the next Major Muster or
Society Training Weekend.

It must be stressed that the Warrior isnot being disciplined for causing
an injury - any punitive adiontaken by the Thegns of the Society isasa
result of the Warrior’s behaviour after the injury was caused.

3.7. General Safety

At all times, the safety of combatants must be the primary concern of
al warriorsand training officers. Whereit isjudged that a combatant has
repededly aded in an unsafe manner, even wherethis has not resulted in
aninjury, the Combat Training Officer may ban the warrior from combat
and/or require them to undergo a re-assessment.

3.8. Cheating

Combat isamatter of honour among warriors, and where cwmbatants
are suspeded o cheding in any manner, this may be dedt with by a
combat ban. Where mmbatants are suspeded of cheding, a written
warning will be given before any further action is taken.
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4. Missile Rules

4.1. I ntroduction

TheMissile Rules cover mechanically and manually launched Missiles
with theaim of ensuring the safety of the public, and those Warriorswho
are being shot at. Of all the Weapons that are used in the Society,
Missiles are potentially the most dangerous, particularly to the public,
therefore great care should be takenintheir use. It must be remembered
that once the Arrow has left the Bow or the Shot the Sling, the
Archer/Slinger no longer has any Control over it; he/she must have a
good clear Target before loosing. Anyone using Missile Weapons must
also be fully aware of what is behind and to the side of the Target.

a). General Points

1. Missiles must never be aimed at members of the public. All
missiles will rebound from the target, and this must be taken into
account when choosing targets.

2. Bows should be drawn only enough to cover the distance to the
Target. Javelins must be thrown with the minimum force necessary
to cover the distance and maintain stability.

3. No Arrow/Shot should be aimed to Hit higher than chest height
on the Shield of the average Warrior. All javelins must be aimed at
the shield of the opponent at all times.

4. Arrow/Shot scurriers or anyone good enough to pick up
Arrows/Shot should not be loosed at.

5. High angle (lob) shots are only to be loosed in the Scripted part
of the battle. It isnot permitted to loose over the heads of Warriors
of either side during the Unscripted part of the battle.

6. Archerg/Slingers must the aware of the presence and position of
any Villagers and children on thefield. Remember chest height on
an adult is head height on a child.

7. Villager Archers/Slingers must not carry any other Weapon on
thefield, or attempt to block aKilling blow from aWarrior with the
Bow/Sling in case this should be misinterpreted by the Warrior as
indicating Warrior training and awillingness to fight.

8. Archers/Slingers must train with live Targets or use their
Bow/Sling at shows on aregular basisi.e. at least once per month.
Those who have difficulties obtaining live Targets should practice
the Control elements of the Basic and Advanced assessments
regularly. If live targets have not been included in practice within
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b).

thelast six months, the acher/dinger must present themselvesfor a
short re-assessment by the gpropriate Society Training Thegn
before using their wegoon in adisplay.

O. Before a battle Archers/Slingers must pradise. If
archery/Slinging is to be Scripted for a set piece then the
Archerg/Slingersand their victims must rehearse, it isimportant that
the Shield Wall knowsthe rrect readionsto Ranged Combat, this
isfor their own safety. Javelineas must pradicebefore eab bettle
in full combat equipment.

10.Bows should rever be “cold drawn”, i.e. drawn and loosed
without an arrow, as this can cause the bow to shatter.

11.Blunts must never be placel over sharp or broken tips/points.

12.Arrows should be deded regularly and perticularly before
every show, any with damaged shafts or blunts are not to be used.

13.Archersmust usetheir own Bow and ot borrow anather'son the
field.

14.Blunt Arrows and sharp Arrows must not be placed into the same
Quiver at the same time, under any circumstances.

15.Basic Archers/Slingers are not to loose Arrows/Shot into a
melee Only aimed shotsat clearly defined Targetsare permissble.
Javelins may not be thrown into amelee at any time.

16.Slingers and Javelinee's may only loose when they have Eyeto
Eye Contad with their Target.

17.No Missile user should take part in a show or training session
when under the influence of alcohal, or prescribed drugsfor which
they have been advised against driving. Any Missleuser found at a
Society sponsored event to be taking, or under the influence of,
il egal drugswill be expelled from the Society.

18.Any Missil e user who requires aids to vision to seetheir Target
must wea them when uwsing a Bow/Sling. Due to Society
Authenticity Regulations, it islikely that only contad lenseswill be
permitted.

Target Areas

Archers/Slingers are dl owed to aim for any part of the body and legs

from below the ned (i.e. from below the wllar bone) to above the knee
excluding elbows, arms and groin. Hits to the body and legs ore a
“Kill”. The dhest isalegitimate Target in both sexes. Hitsfrom Arrows
and Shot to theleg are Valid Hits, and should be taken so asto discourage
the Archer/Slinger from aiming higher, asthiswill reducetherisk of the
Target Warrior being injured in the face
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Javelins must be aimed at the opponent’ s shield at all ti mes, and may
not be used to score akill .

C). Off Target Areas

All other parts of the body are Off Target Areas and should not be
aimed at. A Hit to the heal has the same cnsequences as for Warriors
and the Archer/Slinger should stop loosing Arrows/Shot and become a
casualty (for Script purposesit may be necessary for the Archer/Slinger to
rout off thefield). The Archer/Slinger must also report to the appropriate
Society Training Officer for re-assessment.

Hits to Off Target Areas may be ignored but, if taken in view of the
audience, should be aded out as a wound before cntinuing with the
fight.

When participating in an event involving cavalry, at no time should
any shot be aimed at the horse or rider.

4.2.  Minimum Protective Equipment

All Archers/Slingers taking part in any type cmbat at shows or
training must wea the foll owing equipment:-

- Helmet

Archers and Slingers who will be taking part in any Hand to Hand
combat must comply with the Rules of Hand to Hand Combat.

4.3.  Equipment Specifications

All Weapons and equipment must comply with the Society
Authenticity Regulations (SAR) and Society Technical Specifications
(STS). All Wegrons and equipment will be examined prior to ashow by
the Society Combat/Archery Training Thegn or his’her designated
representative, any that are considered unsafe will not be dlowed on the
field until repaired.

a). Protective Equipment

1. Helmets. Theminimum requirement for all Archers/Slingersisa
sted or hardened leaher skull cgp which may be conceded within
an authentic hat. This must be safe for the wearer and their
opponent. Visible Helmets must comply with SAR.

2. Vambraces/Arm Guards Archers/Slingers who intend to take
part in Hand to Hand combat are strongly advised to dsowea Arm
Guards. Where pradicéble these should beworn under the leeves
of atunic. These must be safe for the weaer and their opponent.
Visible Vambraces must comply with SAR.

3. GlovesArchers/Slingerswho intend to take part in Hand to Hand
18



combat must also wea Gloves. These must med the generd
combat requirements stated above.

b). Weapons

Thefollowing Wegpons are permitted to beused by Archers/Slingers
in combat, once they have successfully completed the agopropriate
Wegpons assessment:-

1. Bows- All Bows must be 35 Ibs or lessat adraw of 28 inches.
They should be wooden, straight and conformto SAR. Archersmust
use their own Bows on the field and not borrow another's - they
must not use aBow taken from afallen Archer on thefield.

2. Arrows. Arrowsfor combat use must have d least four flights
with atota length of not less than 18 inches (e.g. 4x4Y%", or 6x3”,
etc). The flights $ould be bound at eat end and for their entire
length. Flights must not be shaped, asthisincreasesboth their range
and speed, and shafts $ould beregularly oiled to reducetherisk of
shattering. Nocks must be carved from horn or into thewood. Only
genuine rubber Archery blunts of an approved type aeto be used
(not plastic) and these must not be placeal over sharp or broken
tips/points. All Arrows must be decked regularly - Arrows with
damaged shafts or blunts are dangerous and must nat be used.
Arrows dhould be named, or marked, at ead end for identification.

3. Quivers. Quivers must conform to SAR.

4. Shot/Bullets These must be made of a soft but firm substance
that is weighty enough to alow the Sling to develop enough
momentum to achieve arange of 30 metres. Potatoes baked until
their centreis oft arerecommended. No Shot or Bull et may exceel
2 ouncesweight. If in doubt, refer to the Sling Training Officer for
guidance

5. Slings Slings must comply with SAR.

4.4. Injuries

Archers/Slingers are encouraged to report any injuries that they
themselves have inflicted upon athers.

Inthe cae of minor injuriesthat requirelittl e or no medicd treament,
Archers/Slingers and Warriors are expected to resolve aly problems
between themselves. Only cases where one or both parties are not
satisfied with the outcome should they consult their Herred/L ethang or
Society Archery or Combat Training Thegn.

Inthe cae of aninjury requiringmedicd attention the Archer/Slinger
who caused the injury should report either to a Herred/L ethang Archery
Training Thegn or the Society Archery Training Thegn. In these cases,
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the Archerg/Slingers ill will be re-assessed, unless thisis found to be
unsound no further adion will be taken.

If an Archer/Slinger does not report him/herself as being responsible
for causing aninjury, which they can reasonably be expeded to know that
they have caused, and islater identified, then dsciplinary adion will be
taken.

Any Archer/Slinger not honest enough to report the injury they have
caused or noble enough to accept the blame gracdully, will be banned
from all combat except when training under the supervision of a Combat
or Archery Training Thegn. This ban will last until they can be
reasessed on the Weagpon with which they originally caused theinjury at
the next Major Muster or Society Training Weekend.

It must be stressed that the Archer/Slinger isnot being disciplined for
causing aninjury, any punitive adion taken by the Thegns of the Society
Is as a result of the Archers/Slingers behaviour after the injury was
caused.

4.5, Use of Missilesin a Show

a). General

If the arenaislarge enough, then Missil es may be used by both sides
as part of ashow, subjed to the discretion of the Missil es Thegn, Hedth
& Safety Thegn and Society Battle Captain. If Missilesareto beusedin
a small arena, then ane or more sides of the arena must be dea of the
public. All missleswill t hen be loosed towards that boundary, evenif it
means that only one side has missle users.

If Vill agers areto be involved in a show, then the Misdl e users must
be aware of their position at al times. The Vill agers are responsible for
ensuring that they are not standing in a position where they cannot be
sea by the Missle users- for example, standing dredly behind the
opposing force.

b). Slings

If Slings are to be used then the side of the aenain the diredion of
the Targets must be dea of the public.

C). Arena Safety

The Missle Thegn will i nsped the aena and assessit's suitability for
Missil euse - he/shewill t hen discussthe situation with the Battle Captain
and the Hedth and Safety Thegn before authorising theuse of Missilesas
part of the show.

Use of Missileswill require aninspedion of the aena and prevaili ng
conditions by the Society Missile Thegn, Society Battle Captain, and the
Society Hedth and Safety Officer on ead day of the event. All three
must read agreament on any safety restrictionsto be placed onthe event
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—without agreament from all three Missiles may not be used at all .
d). Rehear sals

When High Angle shooting is to be used Archers/Slingers must
pradise before apublic display of a battle. If Archery isto be Scripted
then the Archers/Slingers and the opposing forcemust reheaseto ensure
that the Shield Wall is correctly formed and the Archers do not loose
prematurely.
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5. Cavalry Rules

5.1. I ntroduction

The use of Cavalry within the Society is increasing, and has a
prominent roleto play in events of the later period within our timescae.
It is therefore important that it be seen as a combat skill, which must be
pradised and assessed in the same way as al other combat skills.

5.2. General Points

Of all of the adivitieswhich the Society undertakes, use of Cavalry is
by far the most risky in terms of the potential for disaster, with very real
possibili ties of seriousinjuries being caused to amember of the audience
if anything goes drasticdly wrong during a display. Of the wegons
used within the society, use of speas and missil ewegoons have agreder
likelihood of injury to the target, and this beames even more of arisk
when combined with a horse.

With training and a sensible set of rules, the risk from the use of
cavary can be grealy reduced, but it is impossible to eliminate it
completely. Every rider isresponsible not only for their own safety, but
for the safety of everyone & an event, including the infantry, when
cavary is being used.

The eventual aim of such training and rulesmust beto include cavary
adionswithin freestyle combat, with urscripted adionsinwhichtherider
may suffer a kill and be forced either to withdraw or to fall from the
horse. While this use must be restricted until such time & it can be
demonstrated to be safe and eff ective, moves towards such use must be
encouraged within the training structure.

Within the redmsof re-enaament, every warrior hasvolunteeed to be
on the battlefield, and is aware of the risks they face and the potential
injuries they may receive. A horse has no such choice—it is aliving,
breahing, thinking animal, but it has no voice with which to inform its
rider that it is sared, tired, fedingunwell, or that it just doesn’t fed like
being on a battlefield today, and it is therefore the responsibility of the
rider to bea thisin mind at all times. When in doubt, the rider should
leave the field — an unhappy horse is unlikely to be asafe horse.

5.3. Target Areas

When fighting from horsebad, the only target areaon infantry likely
to be redily available is from the waist upwards. In many cases when
using a sideam, the target areais reduced to the head and shoulders,
which presents agrea problem in fighting effedively aswell as sfely.

The target areawhen attading infantry is thus from the waist to the
shoulders, excluding the nedk, head, and arms. Additionally, al blowsto
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the badk of opponents may be made using the flat of sideams only.
Thrustsfrom speas/lancesto the badk of an opponent are strictly banned.

Aswithinfantry combat, any warrior who makes contad with thehead
or neck of their opponent with their wegpon, whether through their fault
or not, must immediately withdraw from combat and take no further part
in the event. For the cavalry warrior, this means that you must not fight
any warrior for theremainder of thisbattle, although you may continueto
ride with the rest of your unit as support.

54. Off-Target Areas

Thehead, ned, arms, and all areas below thewaist are off-target areas
for cavalry warriors. Additionally, when using aspea/lance only frontal
attadks may be made — the back is therefore an off-target area

Similarly, the legs of riders must be cmnsidered off-target to all
warriors, as the risk of hitting the horse is too gred, and too likely to
cause problems.

55. Minimum Protective Equipment

The minimum protedive equipment for al cavalry warriorsisahelmet
and goves, which must med the Society Technicd Spedficaions. The
helmet must fasten seaurely, and must not move or fall off when riding.
Given the additional risk of head injuries whil e riding, additional helmet
padding is highly recommended.

5.6.  Additional Protective Equipment

Any additiona protedive egquipment may be worn, as long as this
meds the Society Authenticity Regulations when it is visible. Since
fighting from horseback will expose the warrior mainly to attadks to the
lower body, suitable shin and kneeprotedion is recommended.

5.7.  Equipment Specifications

a). Protective Equipment

All protedive euipment must med the Society Technical
Spedficaions, and will be inspeded before eat event by the Cavalry
Thegn to ensure that it is safe for both horse and rider. All visible
protedive eguipment must comply with the Society Authenticity
Regulations.

b). Weapons

All weapons must comply with the Society Technicd Spedfications,
and with the Society Authenticity Regulations. All wegpons must be
chedked before eat display to ensure that they are safe for both horse
and rider.

Missil e weapons may be used only by riders who have successfully
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passed the Advanced Mounted Combat Assessment, and only where
scripted.

58 Injuries

Injurieswill happen - these will normally only be autsand bruises but
may occasionally be more serious. Warriorsare encouraged to report any
injuries that they themselves have inflicted upon others.

Inthe case of minor injuriesthat requirelittle or no medicd treament,
Warriorsare expeded to resolve ay problemsbetween themselves. Only
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.

In the cae of an injury requiring medical attention the Warrior who
caused the injury should report to the Cavalry Thegn o the Society
Combat Training Thegn.

If a Warrior does not report him/herself as being responsible for
causing an injury, which they can reasonably be expeded to know that
they have caused, and islater identified, then dsciplinary adion will be
taken.

Any Warrior not honest enough to report the injury they have caised
or noble enough to accept the blame gracdully, will be banned from all
events except when training under the supervision o the Cavalry Thegn.
This ban will | ast until they can be reassessed at the convenience of the
Cavalry Thegn.

It must be stressed that the Warrior isnot being disciplined for causing
an injury, any punitive adion taken by the Thegns of the Society isasa
result of the Warriors behaviour after the injury was caused.

Whereinjuriesare caised by cavary, therider will beheld responsible
for the adions of his mount, and for any wegon adivity which
contributed to theinjury.

In the cae of an injury caused by the adions of the horse, the rider
will berequired to bere-assessed by the Cavalry Thegnin an appropriate
manner, to ensure that they are ale to control their mount at all times.
The Cavalry Thegn must also assess the suitabilit y of the horse for use at
Society events, and where it is found that the horse was significantly to
blame for theinjury, consideration should be given to banning this horse
from use & any further Society events.

In the cae of an injury caused by a perceved ladk of control by the
rider, are-assessment of therider’s control skill s must be undertaken, to
include the dose ntrol and pace @ntrol elements of the basic
assessment, and wheretherider iscombatant, this $ould alsoincludethe
freestyle dement of the Basic Mounted Combat Assessment.

In the cae of aninjury caused bythe combat adions of therider, the
rider will be re-assessed to ensure that they can fight safely from
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horsebadk. This re-assessment must include the freestyle dement of the
Basic Cavalry Combat Assessment.

59. Useof Cavalry in a Show

a). General

Cavalry may only be used in a show where the time line dlows for
such a force, and where the use in the show has been agreed with the
Society Battle Captain, and with the event organiser.

Use of cavalry will also require aninspedion o the cnditions by the
Cavalry Thegn, Society Battle Captain, and the Society Hedth and Safety
Officer on eath day of the event. All threemust read agreement on any
safety restrictionsto be placed on the event —without agreement from all
three cavalry may not be used at all.

b). Arena Safety

Where cavalry are to beincluded in an arena display, the aena must
be of a sufficient sizeto ensure the safety of all concerned. The surface
must be grassed, with no holes, hidden ditches or other such olstructions.
Additionally, aseparate cavalry mustering areaof appropriate size must
be avail able dongside the aena, with an entranceinto the aenanot less
than 5 metres wide, and into which the public have no access.

The aenashould be aranged so that the audiencewill be present on
no more than two sides. These sides must be crdoned df from the
display areawith a double roped barrier with a minimum of 5 metres
separation between theropes. At least one sidewhich isfreeof audience
must have alarge run-off area

At eat end o the aena, a “dead zone” must be established, into
which no cavalry will enter at any time. Thisneed not be marked in any
way, but it must beknownto all ridersthat thisareaisnot to be entered at
any time. During the event, this area will be used for the disposal of
surplus equipment, spent arrows, and injured participants, and as a safe
haven for banner bearers, non-combatant archers, and retrieved corpses.

C). Audience Safety and Comfort

Before eat event, the audienceshould be briefed on the Society’ suse
of cavalry, and clearly warned not to crossthe outer rope barrier at any
time. It should be made dea that the horsesare never mistreaed, and are
never physicdly attadked by warriors at any time.

At the end of an event, all horses must be removed from the aena
back to the mustering areabeforetherope barriersarelowered. Audience
memberswho wish to visit the horsesin thisareamay be dl owedto do so
after the aenaropes have been lowered, and under the conditionsfelt to
be appropriate by the Cavalry Officer at the time.
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d). Infantry Safety

Cavalry must be aware of the areaswhere infantry have been fighting,
and avoid these wherever possibleto ensurethat thereisno risk of injury
to corpses, or of discarded equipment causing the horse to spook or be
injured.

Cavalry attacks must always be scripted, and must be made only
against a unit fully expecting it. Where access to the intended target is
hampered by debris or by other units, the attack should be delayed or
abandoned.

All attacks against shieldwalls should be conducted by riding in
parallel to the shieldwall unlessaspecific scripted contact requiresdirect
confrontation. For each attack, the unit leader should have both an
approach route and an escape routed planned beforehand, and should aso
have arranged arallying point to which al riders should return.

e). Rehear sals

Before each event, the Cavalry Thegn or hisher appointed deputy
must attend the script briefing given by the Battle Captain, and must
ensure both that the script is practical, and that the available area is
adequate for the manoeuvres involved.

Where necessary, either afull rehearsal or individual unit rehearsals
should be arranged, with the movements practised first without
opposition, and then with a representative body to simulate the
opposition.
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0. Assessments

6.1. General Requirements

a). Clothing & Equipment Check

Before any assessment the candidate should present him/herself infull
costume and carrying all the Wegponswhich he/sheintendsto useonthe
field for an authenticity and safety assessment. Anyone failing to reah
the required standard will not be dl owed to continue with the rest of the
assessment. Authenticity chedks dhould normally be caried out by a
Reaognised Authenticity Officer (RAO).

b). Proof of Qualification

All candidates must produce avalid membership card at the beginning
of eath aseessment, which must show that they have met the minimum
requirements to undertake the assessment. Pass slips from previous
assessments are aceptable at the assessor’ s discretion.

Candidates who fail to produce avalid membership card, or whose
cad and previous Pass dlips do not indicae that they have met the
minimum requirements, will not be dlowed to undertake the assessment.

C). Overall

In al parts of the assesaments the Warrior’'s Stance and Footwork
must be @rred. All Attadks must be made dealy with Control, and all
Parries must be cpable of stopping a determined blow.

d). Re-Taking an Assessment

Where aWarrior has previously attempted an advanced assessment,
and has been failed on safety grounds, this assessment cannot be
attempted again until a minimum period o three months has passed,
during which timethe candidateis expeded to havetrained extensively to
corred the faultsidentified during their last attempt.

6.2. Aim of the Assessments

The as®ssmentsareintended to ensurethat thewarrior is sfewith the
wegpon or wegpon combination being assessed, andthat they do not pose
arisk to themselves, their opponents, or the audience. The ultimateam
of every assessment is safety, but competence and ability will awaysbe
considered in awarding an overall score for ead exercise.

For the basic assessments, candidates are avarded a simple passor
fail, with the passmark being set at 60%. A passin these assessments
will also gain the candidate one Drengr point. These assessments are
based almost entirely on safety, and asafe but unremarkabl e performance
will always result in a pass
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For the advanced and spedalist wegyon assessments, it is expeded
that the candidates will be more experienced and will have developed a
suitablelevel of ability with theweagpon. Inresped of this, the pass mark
is %t at 60% and apasswill gainthe candidate one drengr point, but for a
score of above 80% a seand drengr point will be avarded for the
achievement of a high standard of ability. Inthese assssments, a safe
performancewhich isbarely competent will probably not be good enough
to merit apass— clea evidence of ability isrequired throughout.

In al of the combat assessments, a safety point system operates. For
ead unsafe adion by the candidate, such as a head shot or uncontroll ed
blow, a safety point will be assigned to the candidate. If the candidate
colleds two safety points, they will fall the assessment, and may be
prevented from continuingwith the assessment from that point onwardsat
the discretion of the assessor.

If a candidate causesaninjury requiring medicd attention or, in
the opinion o the assesor, behaves in away likely to cause aserious
injury the candidate will befailed and will be prevented from continuing
with the assessment.
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6.3. Basic Combat Assessment

Thisisabasic assessment for all prospective WarriorsBEFORE they
go on the field for the first time. The Basic Spea Assessment may be
completed as an alternative to this assessment, but any warrior who has
passed the Basic Spea Assessment may not use any sidearm (including a
knife) until thisassessment has been completed. It must be conducted by
aReaognised Training Thegn (RTT) - if aHerred/L ethang does not have
one of its own then they must make arangements for an RTT to come
and assesstheir candidates.

The primary criteriaisthat they be safe and not adanger to thosethey
will befighting, any adion which isdeamed to be*dangerous’ will result
inafail.

They should be ale to perform al of the assessment without any
coaching - if they cannot then they must be fail ed.

Thisassesgnent isnormally doneby aThrall aspart of their attempt to
gain promotion to Frihalsbut it may be taken by anyonewhowishesto be
aWarrior.

a). The Assessment

1. Control with Shield, standing and moving. Demonstrate the
basic Attadks against a Shield held by another Warrior.

2. Attacks and Parries with Shield, standing and moving.
Demonstrate the basic Attadks and Parries. All Attadks must be
clealy made to the worred Target Area

3. Free style combat against the RTT. The RTT isto fight the
candidate and assesstheir ability to Defend and Attad safely. The
RTT should all ow the candidate to make some successful Attadks
as to assessthe weight of the Thrall s blows.

4. Twominutefreestylecombat against another Warrior. The
RTT must watch for asafe and confident performance Warriorsare
to adknowledge Hits but otherwise ignore them until the last 30
seoonds of the combat. The RTT isto inform them when they have
30 seconds left, the next warrior to make aValid Hit wins.

5. Defence Against Pole Arms. The candidateisto be d@tacked by
awarrior using a Dane Axe, followed by attacks by awarrior using
aspea. The candidate must show that they can parry these dtadks,
and are onfident in deding with them.

6. Receive Missiles. The candidate isto be shot at by an Archer
and have Javelins thrown at them. The candidate must show that
they know the arred adion to take on recaving Missl es.

7. Shield Wall combat. The candidateisto demonstrate that they
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can respond corredly to the following orders, “Shield Wall”,
“Wegons’, “March on” and “Halt”. The candidate must be aleto
fight in thisformation safely with their Side Arm.

8. Answer questions on combat rules. The Thral is to
demonstrate that they understand the safety rules and where Hits
may be made.
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6.4. M ace Assessment

Thisisabasic assessment for al prospedive WarriorsBEFORE they
go onthefield for thefirst time amed with amace It must be conducted
by a Reaognised Training Thegn (RTT) - if a Herred/Lethang does not
have one of its own then they must make arangements for an RTT to
come and assess their candidates.

The primary criteriaisthat they be safe and not adanger to thosethey
will befighting, any adion which isdeamed to be* dangerous’ will result
inafail.

They should be ale to perform al of the assessment without any
coaching - if they cannot then they must be fail ed.

Candidates for this assessment must also be assessed for authenticity
by a Reaognised Authenticity Thegn.

a). The Assessment

1. Control with Shield, moving. Demonstrate the basic Attads
against a Shield held by another Warrior.

2. Attacks and Parries with Shield, moving. Demonstrate the
basic Attacks and Parries. All Attadks must be dealy madeto the
corred Target Area

3. Display combat against the RTT. The RTT is to fight the
candidate and assesstheir ability to Defend and Attad safely. The
RTT should continually assessthe weight of the candidate’ s blows.
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6.5. Basic Spear Assessment

Thisisabasic assessment for al prospedive WarriorsBEFORE they
go on the field for the first time. It must be conducted by a Recognised
Training Thegn (RTT) who has previousy passed this assesgnent
themselves - if aHerred/Lethang does not have one of its own then they
must make arangementsfor an RTT to come and assesstheir candidates.

The primary criteria is that the candidate should be safe and not a
danger to those they will be fighting - any action which is deemed to be
“dangerous’ will result in afalil.

They should be ale to perform al of the assessment without any
coaching - if they cannot then they must be fail ed.

a). The Assessment

1. Control with Shield, standing and moving . Demonstrate the
basic Attads against a Shield held by another Warrior.

2. Attacks and Parries with Shield, standing and moving.
Demonstrate the basic Attadks and Parries. All Attadks must be
clealy made to the crred Target Area

3. Free style combat against the RTT. The RTT isto fight the
candidate and assesstheir ability to Defend and Attadk safely. The
RTT should al ow the candidate to make some successful Attadks ©
asto assessthe weight of the Thralls blows.

4. Two minutefreestylecombat against another Warrior. The
RTT must watch for asafe and confident performance Warriorsare
to adknowledge Hits but otherwise ignore them until the last 30
seaonds of the mmbat. The RTT isto inform them when they have
30 seconds left, the next warrior to make aValid Hit wins,

5. Defence Against Pole Arms. The candidateisto be d@taded by
awarrior using aDane Axe, followed by attacks by awarrior using
aspea. The candidate must show that they can parry these atadks,
and are onfident in deding with them.

6. Receive Missiles. The candidate is to be shot at by an Archer
and have Javelins thrown at them. The candidate must show that
they knows the @rred adion to take on recaving Missles.

7. Shield Wall combat. The candidateisto demonstrate that they
canfight safely in thisformation, and respond corredly to the orders
“Shield Wall”, “Wegpons’, “March on” and “Halt”.

8. Answer questions on combat rules. The candidate is to
demonstrate that they understand the safety rules and where Hits
may be made.
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6.6. Basic Display Combat Assessment

a). Aim

The am of the Basic Display Combat Assessment is to ensure that
those performing public displays do so safely, competently and in a
manner that is entertaining. It is important that when performing in a
small group aWarrior puts on adisplay that will entertain the public and
not bore them.

The candidate may berequired to perform with any Wegponthat they
are qualified to use, and against any other Wegpon at the examiner’s
discretion.

b). Qualifications

Prior to taking the Basic Display Combat Assessment the candidate
must first have successully completed the Basic Combat Assessment.

C). The Assessment

The Assesang Thegn should ensure that there is a suitable arena
availablefor the candidatesto performin. If anaudienceisavail ablethe
Assesgng Thegn should encourage them to watch and listen to any
spontaneous comments, he should however remember that a Society
audience will be far more aiticd than the public.

All blowsareto bedelivered with Lethal Charader and reatedtoina
redistic manner. The candidate should note the rules on recaving a Hit
to the Off Target Areawhen close to the audience.

1. Kill fromtherear, 1. The candidate isto make aKill upon a
static enemy from behind.

2. Kill from therear, 2. The cadidate is to make aKill from
behind upon an enemy who is arealy engaged with another
opponent.

3. VersusPole Arm. The candidateisto engage an opponent who
isarmed with a Spear or Long Axe. The combat isto continue until
the examiner cdlsfor it to befinished at which timethe candidateis
to “Kill” the Warrior armed with the Pole Arm.

4. Shiddd Wall, 1. The candidateisto fight asamember of a dose
order Shield Wall. The combat is to continue until the examiner
cdlsanhalt.

5. Shield Wall, 2. The candidate is to fight as a member of an
Interpenetrated Shield Wall. The combat is to continue until the
examiner tellsthe candidatesto “go for kill s”.

6. Receive Berserk. As part of a Shield Wall the Warrior is to
recdive an Attadk from a Berserk in a manner safe to both
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themselves and the Berserk. The berserk must be dl owed through
thelinein one exercise, and then repulsed in a second.

7. Hit reaction. Throughout the Assessment the candidateisto
react in arealistic manner to dows infli cted upon them.

8. Single combat. The candidate is to fight an opponent for one
minute without a Shield then one minute with a Shield, any Hits
made to any part of the body are to be considered wounds and
reacted to acordingly. At the end of that time the examiner will
inform the Warriors that the next Valid Hit to the Target Areaisto
result in aKill, Hits to the Off Target Area ae to be readed to as
wounds. The cmbat is to continue until a “Kill” is made. All
Attackks are to be made with Lethal Charader and be well
Telegraphed.
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6.7. Formation Combat Assessment

a). Aim

The am of thisassessment isto ensure that Warriors can perform the
Battle Drills expeded of them safely and correctly.

b). Qualifications

Prior to taking the Formation Combat Assessment the candidate must
first have succesgully completed the Basic Combat A ssesgnent.

C). The Assessment

TheRTT isto designatethe Centre Warrior at interval sthroughout the
Assesgnent. Throughout the assesgment the Warriors must show that
they understand the orders and can carry them out corredly.

1. Shiddd Wall. - To include the commands “Shield Wall”,
“Wegons’, “Close Order” and “At Ease”.

2. Open Order. - To include the commands “Shield Wall”,
“Wegpons’, “Open Order” and “At Ease”.

3. Advance - To include the mmmands “March On” and “Halt”.
To be performed in Shield Wall, Open Order and Extended Order.

4. About Turn. - Toincludethe command “About Turn”. Whilein
a Shield Wall, the Warrior must be caable of turning around
without causing Disorder.

5. Boar’'s Snout. - To include the commands “Shield Wall”,
“Wegons’, “Boar’s Snout”, “Halt” and “March On”. Warriors
must be caable of adopting a Boar’'s Snout formation from a
stationary position and be ale to halt while maintaining the “V”
shape of the formation and then move forward again. If sufficient
Warriors are avail able this formation should be adopted from Two
Ranks as well as One Rank.

6. TwoRanks. - Toincludethe coommands*“Form Two Ranks’ and
“Close Order”. Warriors must be cgable of forming Two Ranks
when stationary.

7. Shield Burh. - To include the mmmands “Prepare To Recave
Missiles’, “Form Two Ranks’, “Close Order”, “Shield Wall”,
“Front Rank Kned”, “Second Rank Engage’, “Second Rank
Disengage” and “Front Rank Stand”. Warriors must be cgable of
rapidly forming a Shield Burh, to fend off Arrows, Shot and
Javelins, without beaoming Disordered.

8. Right/Left Whed. - To include the commands “ Shield Wall”,
“Wegoons’, “March On”, “Left Whedl” and “Right Wheel”.
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Warriorsin Shield Wall must be caable of changing drediontothe
left or right quickly, and must not become Disordered. Warriors
must show that they understand the orders and can carry them out
corredly.

9. Shield Wall Combat. - To include the commands “Rally”,
“Reform” and all the ebove commandslessthose for Double Shield
Wall. Warriors must be cgable of maintaining a Shield Wall in
combat with another Shield Wall. All the &oveformationswill be
used on the orders of the Assessing Thegn o nominated deputy.

10.Interpenetration. - To include the commands “Shield Wall”,
“Wegons’, “Form Two Ranks’ and “March On”.

11.Rally/Reform.  To include the @mmmands “Rally” and
“Reform”. Aspart of the Shield Wall Combat assessment Warriors
must be cgable of Rallying and Reforming quickly and eff ectively.
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6.8. Long Axe Assessment

a). Aim

The am of the Long Axe Assessment isto ensure that those using the
Wegoon do so safely and competently against al other Wegpons, or
combination of Wegoons that they may face To take each part of the
assessment against every different type of Weapon would take far too
long, to ensurethat those taking the assessment train sufficiently they will
not know which Wegpon they will faceuntil they take the assessment.

b). Qualifications

Prior to taking the Long Axe Assessment the candidate must first have
successully completed the Formation Combat Assessment and Basic
Display Combat Assesament.

C). The Assessment

1. Demonstrate Attacksand Parriesmoving and standing. —The
candidate must demonstrate the basic attadks and parries against an
opponent using aside am and shield.

2. Demonstrate circular Parries moving and standing. —The
candidate must demonstrate drcular parries against an gpponent
using aside am and shield. Parries should be combined with akill
where possible.

3. Demonstrate ability to Clear and Strike, moving and
standing. - The Candidate must hook the Shield aside and make a
safeKill .

4. Demonstrate Feints moving and standing. — The Candidate
must be &le to demonstrate arange of feints, making akill from
ead.

5. Demonstrate Control moving and standing. — The Candidate
must be able to strike & a Shield and pull the blow so asto Hit with
minimum force

6. Demonstrate the ability to take up a Secondary Weapon in
free style combat. - Candidate must show that they can d spose of
the Long Axe safely aswell asretaining it as a Parrying Wegpon.

7. Circular Disarms. Using a drcular motion candidate must
attempt to Disarm an gpponent.

8. Two minute free style combat against another Long Axe.
Warriors are to fight as for Display Combat and acknowledge Hits
but otherwise ignore them until the last 30 seconds of the cmbat.
TheRTT istoinformthem when they have 30 seconds|eft, the next
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warrior to make aValid Hit wins.

9. Competitivecombat against threeWarriors. TheseWarriors
should be Frihals who have successfully completed the Formation
Combat Assessment. The candidate must Kill at least one of their
opponents - killing two or threewill beto the credit of the candidate.
The candidates will be watched closely to ensure that they use safe
combat techniques. No more than two of the warriors may have
shields.

N.B. - Any injury caused during the assessment will result in afail.
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6.9. Javeain Assessment

a). Aim

The am of the Javelin Assessment is to ensure that those using
Javelins do so safely and competently. 1t must be stressed that the use of
javelinsisrestricted to dsplay combat, and so lethal charader must be
demonstrated at all times.

b). Qualifications

Prior to taking the Javelin Assessment the andidate must first have
successully completed the Formation Combat Assessment and Basic
Display Combat Assesament.

C). The Assessment

1. Attacks and Parries with Shield. Demonstrate the basic
Attads, Parries and Ripostes. All Attads must be dealy madeto
the correa Target Areawith Control, Parries must be solid and
cgpable of stopping adetermined bow. The Warrior may move or
not as appropriate. The Warriors Stance must be rred.

2. Accuracy assessment |. The candidate must throw Javelins
through a Target 24" by 36" set up at arange of 20' (six metres).
Fiveout of six Javelins must pass cleanly through the Target without
striking theedge. Any strikesto the edgewill be counted as misses.

3. Accuracy assessment | 1. The candidate must throw Javelinsat a
Warrior standing at arange of 20' (six metres) holding a standard
30" Shield. Five out of six Javelins must strike the Shield, any
misses must be below shoulder height, a high miss will result in a
fail. Beforethrowing ead Javelinthe candidate must have good eye
contad with the Target Warrior.

4. Meleecombat. The candidate, as part of aUnit, isto engagein
Melee ombat with another Unit of Warriors. The combat should be
of asuitably furious (but safe) nature.

5. Ranged Combat and Phased Ddlivery. Thecandidate, as part
of aUnit, isto engage another Unit in Ranged Combat. Good eye
contad with the Target Warrior must be aquired before aJavelinis
thrown. All Battle Drill smust be corred.

6. Skirmishingl. The candidate, as part of aUnit, isto engage an
enemy Skirmish Unit; thiswill include:

- 1 Entry into combat and delivery of first Javelin

- il Ranged Combat

- il Melee @mbat

= iv Phased Ddlivery
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- Vv Recovery of Javelins

- vi Rally/Reform
7. Skirmishing I1. A Skirmish Unit, including the candidate, is
given the mission of harassing and delaying an Enemy Unit. The
Enemy Unit is formed in Shield Wall and ordered to advance
towards an objective. The Skirmishers are to carry out their orders
safely using the correct Battle Drills.
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6.10. Advanced Spear Assessment

a). Aim

The aim of the Advanced Spear Assessment is to ensure that those
using the Weapon do so safely and competently against all other
Weapons, or combination of Weaponsthat they may face. Candidatesare
expected to be familiar with all three of the main styles of use, and to be
able to demonstrate each style on request.

b). Qualifications

Prior to taking the Spear Assessment the candidate must first have
successfully completed the Basic Spear Assessment, Formation Combat
Assessment and Basic Display Combat A ssessment.

C). The Assessment

1. Control moving and standing. Must make safe Controlled
strikes at different points of a Shield. The Candidate will be asked
to use each of the following:

- a Spear

- b Spear and Secondary weapon

- ¢ Spear and Shield

2. Demonstrate ability to Clear and Strike, moving and
standing. Must push or knock shield aside and make a safe Kill.

3. Demonstrate the ability to take up a Secondary Weapon in
freestylecombat. Candidate must show that he/she can dispose of
the Spear safely aswell asretaining it as a Parrying Weapon.

4. Circular Disarms. Using a circular motion candidate must
attempt to Disarm an opponent.

5. Two minute free style combat against another Spear.
Warriors areto fight asfor Display Combat and acknowledge Hits
but otherwise ignore them until the last 30 seconds of the combat.
The RTT istoinformthem when they have 30 seconds | eft, the next
warrior to make aValid Hit wins.

6. Shield Wall Combat 1 - In atight Shield Wall of five or more
Warriors, demonstrate the ability to work as ateam and make safe
Kills.

7. Shield Wall Combat 2 - In aloose Shield Wall of five or more
Warriors, demonstrate the ability to work as ateam and make safe
Kills.

8. Command and fight as part of a Hunting Group. Inaloose
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Melee candidate must fight safely and take command of a Hunting
Group.

9. Competitivecombat against threeWarriors. TheseWarriors
should be Frihals who have successfully completed the Formation
Combat Assessment. The candidate must Kill at least one of higher
opponents - Killing two or three will be to the credit of the
candidate. The candidates will be watched closely to ensure that
they use safe combat techniques. No more than two of thewarriors
may have shields.

NB. Any injury caused during the assessment will result in afail.
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6.11. Florentine Combat Assessment

a). Aim

The am of the Florentine Combat Assessment is to ensure that those
using two single-handed primary side ams at the sametimedo soin a
controlled, safe and competent manner against any combination of
wegpons they may faceat a combat display or during training.

b). Qualifications

Prior to taking the Florentine Assessment the candidate must first have
succesdully completed the Formation Combat Assessment and Basic
Display Combat Assessment. The Candidateisrequired to owvn both of
the primary side amsthey intend to use during the test, which must be of
similar length.

C). The Assessment

Particular attention should be paid by the Assessing Thegn to the
Candidate’ s Attadks and Parries with the Off Hand Weégpon. Particular
attention should be given to the use of the Off Hand wegoon, as thisis
primarily atest of the Warrior’s ability with this Wegpon.

1. Control Standing - Attadksin Eightswith bah weapons against
ashield held by an gpponent. All attadks must make mntad with the
shield, and be clealy made in a controlled manner. Thisisto be
done with both wegons sparately and then using adternate
wegoons.

2. Control Moving - As Control Standing, but with gpponent and
candidate moving in astraight line.

3. Attacks & Parries Standing - Attadks & Parries against an
opponent using ashield and side am. All attacks & parriesmust be
madein a dea, controlled and safe manner. Thisisto be donewith
both wegpons sparately and then using alternate wegpons.

4. Attacks& ParriesMoving- AsAttadks& Parries Standing, but
with opponent and candidate moving badkwards and forwardsin a
straight line.

5. Feints & Attacks - The candidate must demonstrate that they
can perform afeint foll owed by an attad using bah wegponsin one
safe and controll ed flowing movement.

6. Circular Parries- To be performed with the off hand weapon,
then using both wegpons aternately in a safe manner.

7. Parry/Riposte Moving - Candidate must demonstrate that they
can perform parry/ripostesin apositive manner using both wegons
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against an opponent armed with sword and shield, without
hesitation, and safely.

8. Combat Against Two Handed Weapons- The candidate must
fight in asafe, controlled and competent manner, demonstrating that
they understand the techniques used against these weapons.

9. Free Style Combat (2 minutesversesweaponsset by RTT) -
The candidate and their opponent will fight asif in adisplay. For
thefirst 90 seconds, they are to acknowledge hits, without stopping
combat. In the last 30 seconds (when told by the RTT), the next
warrior to make avalid hit wins.

10.Competitive Combat Against Two Warriors. The candidate
must kill at |east one of his’her opponents (if both arekilled thiswill
add to the credit of the candidate). The candidate is to be watched
very closely to ensure that they are using safe combat techniques,
and also to note the use being made of the off hand.

NB. Any injury caused during the assessment will result in afail.



6.12. Advanced Combat Assessment

Only Jarls and Sturaesmen may put forward a Warrior for this
assessment. Itisessential that the Warrior isready for the assessment, if
the Jarl/Sturaesman is not aRecognised Training Thegn (RTT) then they
must get an RTT to ensure that the Warrior isready for the assessment.

Aswith the Basic Combat A ssessments safety is an important factor,
however there should also be high a standard of technical ability and if
thisis not evident then the Warrior will fail.

This assessment may be taken with the Weapon in either hand and
may be taken a second time with the Weapon in the other hand.

a). Qualifications
Prior to taking the Advanced Combat A ssessment the candidate must

first successfully complete the Formation Combat Assessment and Basic
Display Combat Assessment.

b). The Assessment

All actionsmust be performed positively, without hesitation, and with
a smooth flowing action.

1. Attacks with feints. Candidate must demonstrate that they
understand and can perform feints successfully.

2. Circular Parries, without Shield. Candidate must demonstrate
that they can perform circular Parries correctly.

3. Parry Riposte, without Shield, standing. Candidate must
demonstrate that they can perform a Parry Riposte correctly.

4. Parry Riposte, with Shield, standing. Candidate must
demonstrate that they can perform a Parry Riposte correctly.

5. Parry Riposte, without Shield, moving. Candidate must
demonstrate that they can perform a Parry Riposte correctly.

6. Parry Riposte, with Shield, moving. Candidate must
demonstrate that they can perform a Parry Riposte correctly.

7. Parry Riposte, with Shield, ver susPole Arms. Candidate must
demonstrate that they can perform aParry Riposte correctly against
Long Axe and Spear.

8. Dodge Riposte. Candidate must demonstrate that they can
perform a Dodge Riposte correctly.

9. Disarms. Candidate must demonstrate that they can perform a
Disarm correctly. TheWarrior making the Attack should first alow
themselves to be Disarmed, then on instruction from the Assessing
Thegn the Attacking Warrior should go through the Attacksin real
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time.

10.Use Side Arm and Secondary Weapon. In free style combat
the candidate must demonstrate the ability to use a Primary Side
Arm in their Weapon Hand and a shorter Secondary Side Arm in
their Shield Hand.

11.Two minute free style combat against another candidate. If
another candidate is not available then another Warrior may stand
in. The Assessing Thegn must watch for a safe and confident
performance. Warriors are to fight as for Display Combat and
acknowledge Hits but otherwise ignore them until the last 30
seconds of thecombat. The RTT isto inform them when they have
30 seconds left, when the next to make a Valid Hit is to end the
fight, with the defeated Warrior to be finished off in dramatic style.
Points will be awarded both for a good death and a dramatic Kill.

12.Freestyleagainst two Warriors. Thecandidateisto fight two
Warriors who have successfully completed the Advanced
Assessment. For the first part of the assessment the advanced
Warriors are to allow the candidate a reasonable chance to defeat
them. They will then fight again and the advanced Warriorswill do
their best to defeat the candidate.

13. Shield Wall combat. In atight Shield Wall of five or more
Warriors demonstrate ability to work asateam and make safeKills.

NB. Any injury caused during the assessment will result in afail.
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6.13. Advanced Display Combat Assessment

a). Aim

The aim of the Advanced Display Combat Assessment is to ensure
that those performing public displays do so safely and competently. Itis
important that when performing in a small group a Warrior puts on a
display that will entertain the public and not bore them. Warriors are
expected to have prepared routineswith a partner before coming forward
for this assessment.

This assessment may be taken by Archers and Slingers as either
Warrior or Villager Archers/Slingers.

b). Qualifications

Prior to taking the Advanced Display Combat Assessment the
candidate must first have successfully completed the Formation Combat
Assessment and Basic Display Combat A ssessment.

C). The Assessment

The Assessing Thegn should ensure that there is a suitable arena
available for the candidatesto performin. If anaudienceisavailablethe
Assessing Thegn should encourage them to watch and listen to any
spontaneous comments. The assessor should however remember that a
Society audience will be far more critical than the public.

1. Single combat, rehearsed. Two Warriors will put on asingle
combat display with Weapons of their choice, they may make any
introduction they like. The action should be of an apparently furious
nature, entertaining and safe.

Before commencing the Script they must give the Assessing
Thegn a written Script of the action. This should include a
summary of any dialogue and a description of the action.
Points will be deducted for deviations from the Script.

All blows should look as if they were meant to incapacitate
(i.e. have Lethal Character), any Hit should cause an
appropriate reaction from the Warrior receiving the Hit. The
final death of one of the Warriors should be appropriateto the
woundsthat he/she hasreceived (e.g. afinal death speech after
the Warriors throat was cut isinappropriate).

2. Unrehearsed Scripted Combat

Two Warriors will put on a single combat display with
Weapons of the Assessors choice, and to a script provided by
the Assessor immediately before the display. The action
should be of an apparently furious nature, entertaining and
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safe. The combat and its outcome must follow the script
outlinewhich the assessor has provided, and all dialogue must
be in character and relevant to the script provided.

As before, al blows should have letha character and be
reacted to in an appropriate manner.

NB. Any injury caused during the assessment will result in afail.
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6.14. Basic Archery Assessment

a).

Aim

The am of theBasic Archery Assessment isto ensurethat thoseusing

Bows do so safely and competently.

b).

The Assessment

1. Accuracy assessment. An Archer will haveto string their own
Bow and then Hit a30” Shield set up on the ground at arange of 20
metres four times out of Six.

2. Accuracy against a Warrior. The Archer must then Hit the
same Shield four times out of six when held at chest height by a
Warrior. Any Arrow that misses must be low, a high miss will
result in afalil.

3. High angle assessment. An Archer must be &le to loose
Arrowsin high angle (Iob) to land four out of six between two rows
of Shieldslaid on the ground at 25 metres and 35 metres.

4. Volleying and orders. Archers must demonstrate the aility to
cary out the foll owing orders and Shoot towards aline of Shields
set out to represent a Shield Wall at arange of 40 metres:

| Volley

I Nock

i Draw

\Y Loose

% Form Two Ranks

Vi Volley, Ranks Advancing/Retiring
vii  Form Single Rank

viii  Hold or Stop

IX Rolling Volleys Left/Right

441 1 1 1 1 1 1 1

5. Control assessment - With a30” Shield set up against along
Spea at arange of 15 metres, and abow! or Shield Bossweighing 6
0z set on top of the Spea, the Archer must Hit the Shield twice
without the Bossfalli ng to the ground. Repea at 5 metres.

6. Combat assessment - One Archer assists a Warrior in combat
against another Warrior. The Warriorsmust fight within tenfee of a
line designated as the “Audience”. The Archer must loose & least
three Arrows and score aHit on the “enemy” Warrior or his’her
Shield. Arrows should beloosed away fromthe“Audience” and nd
put the “Audience’ at risk either diredly or from a foreseedle
defledion. It is not necessary for the Archer to score aKill .
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7. Secondary Weapon assessment - Combat quaified Archers
must show the ability to draw aHand to Hand Weapon and Defend
themselves against an Attacker. Thismust be carried out safely and
if the Bow isdiscarded it must be discarded safely.

8. Skirmishing- A Skirmish Unit, including the candidate, isgiven
the mission of harassing and delaying an Enemy Unit. The Enemy
Unit is formed in Shield Wall and ordered to advance towards an
objective. The Skirmishersareto carry out their orders safely using
the correct Battle Drills.
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6.15. Display Archery Assessment

a).

Aim

The am of the Display Archery Assesament is to ensure that those

using Bowswith sharp o blunt arrows as part of an archery display do so
safely and competently.

b).

The Assessment

1. Accuracy assessment. An Archer will haveto string their own
Bow andthen Hit a30” target set up on astand representing ashield
being held byawarrior at arange of 20 metresfour timesout of six.
Any arrow which misses must be below the top of the target and
within two meters of the sides of the target. A high or wide miss
will result in afail.

2. High angle assessment. An Archer must be ale to loose
Arrowsin high angle (lob) to land four out of six between two rows
of Shieldslaid on the ground at 25 metres and 35 metres.

3. Volleying and orders. Archers must demonstrate the aoility to
cary out the foll owing orders and Shoot towards atarget set out to
represent a Shield Wall at arange of 25 metres:

| Volley
i Nock
i Draw
\Y Loose
% Form Two Ranks
Vi Volley, Ranks Advancing/Retiring
vii  Form Single Rank
viii  Hold or Stop
- ix  Rolling Volleys Left/Right
Any arrow which misses must be below the top of the target and
within two meters of the sides of the target. A high or wide miss
will result in afail.

4 1 1 1 1 1 1 1
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6.16. Advanced Archery Assessment

a). Aim

The am of the Advanced Archery Assesgment isto ensure that those
using Bows continue do so safely and competently to a high standard.
Thosethat succesdully completethe Advanced Archery Assessment may
be all owed to usetheir Bowswhen Basic Archersareforbidden duetothe
limitations of the aena.

b). Qualifications

Prior to takingthe Advanced Archery Assessment the candidate must
first have succesdully completed the Basic Archery Assessment.

C). The Assessment

1. CloseControl. Atarangeof five metresloosetwelve Arrowsin
two minutesthrough a30x 30" gap at Shield height. Target Areais
to be indicated by two cords suspended between two Speas. The
Archer must loose & least ten Arrows through the gap. Arrows
must travel no further than threemetres past the Target.

2. Obstructed Target. Atarangeof 15 metresloosessix Arrows
at a 30" Shield held by a Warrior. At arange of 10 metres two
“friendly” Warriors dand one metre gart, the Archer must loose &
the Target so that the Arrows pass between them. Any misses must
travel no further than 3 metres pass the Target.

3. High and low. Looseone Arrow at High Angle to land within
10 metres behind a 30” Shield set at a distance of 20 metres, then
loose another to Hit the Shield before the first Arrow lands.

4. Rapid loose. At arange of 20 metres|oose twelve Arrows at a
30" Shield set at chest height in one minute fifteen seconds. Archer
must Hit with ten out of twelve Arrows.

5. Ranging. Four Targets set out at the cadina points of the
compass The Targets ould be randomly set up at 5, 15, 10, and
20 metres from the Archer. The Target must be a30" Shield set
against a Javelin with a bowl or Shield Boss weighing 6 0z set on
top. The Archer has six Arrows and must score four out of six
without the Bossfalling to the ground. The Archer must shoot in a
clockwise direction starting with the neaest target, and hitting all
four targetsin turn. Highmissesare not allowed and will resultina
fail.

6. MovingTarget. Atarangeof 20 metresloosethreeArrowsat a
30" Shield caried by a Warrior walking aaossthe Archers front.
Then another three Arrows at the same Shield with the Warrior
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jogging aaossthe Archers front. Must Hit four out of six in any
combination. Any high misswill result in afail.

7. Melee. Two lines of Warriors fighting in aloose Shield Wall
formation with at least threeper side. Onesideis“friendly” andthe
other “hostile”. The Archer must shoot and “Kill” the “hostil e”
Warrior nominated by the examiner. The Archer has $x Arrows
and five minutes in which to make the “Kill ”.

Killi ng the wrong Warrior, “friendly” or “hostile”, will result
inafail.

The Warriors must maintain their line and not passthe enemy
line when pursuing the Archer.

8. Movingshoot. While moving badkwards and forward between
10 and 20 metres from a Warrior holding a30” Shield, the Archer
must loose Arrows at the Shield whenit is*exposed”. The Warrior
will hold the Shield at his’her side and at irregular intervals will

bring it up into the Shield Wall position. The Warrior will hold the
Shield in that position until the Archer hasloosed and Hit the Shield
or the Arrow has safely past. The Warrior will then return the
Shield to hissher side. The eercise will be repeated until the
examiner issatisfied. Any misses must travel no further than three
metres past the Target.

9. Questions. Answer questions on Society Archery Rules, the
Bow and Archery in the Viking period.

NB. At al times other than in the high angle shot, NO Arrow is
allowed to passhigher than the assessor's shoulder height at the Target.
Strength is considered throughout and excessive shot strength will recave
one dea warning, any repetition after the warning will result in afalil.
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6.17. Basic Sling Assessment

a).

Aim

The am of the Basic Sling Assesament is to ensure that those using

Slings do so safely and competently.

b).

The Assessment

1. Accuracy assessment. A Slinger will haveto Hit a30” Shield
set up at arange of 20 metres four times out of six. All Shots must
travel in the diredion of the Target and not missby more than 5
metres either side or afail will result.

2. Accuracy against a Warrior. The Slinger must then Hit the
same Shield four times out of six when held at chest height by a
Warrior. Any Shot that misses must be low, ahigh misswill result
inafail. All Shotsmust travel inthediredion o the Target and not
missby more than 5 metres either side or afail will result.

3. Volleying and orders. Slingers must demonstrate the aility to
cary out the following orders and Hit aline of Shields st out to
represent a Shield Wall at arange of 40 metres:

- i Volley
- ii Load

- i Reay
- iv Loose

4. Combat assessment. One Slinger and Warrior in combat
against another Warrior, the Warriors must fight within ten fed of a
line designated as the “ Audience”. The Slinger must loose & least
threeShot and score aHit on the*“enemy” Warrior or his’her Shield.
Shot should be loosed away from the “Audience” and not put the
“Audience” at risk either diredly or from a defledion. It is not
necessary for the Slinger to score aKill. The Slinger must make
Eye to Eye Contad with the Target Warrior

5. Secondary Weapon assessment. Combat qualified Slingers
must show the abili ty to draw aHand to Hand Wegpon and Defend
themselves against an Attadker. Must be caried out safely and if
the Sling is discarded it must be discarded safely.

6. Skirmishing A Skirmish Unit, including the candidate, isgiven
the misson of harassing and delaying an Enemy Unit. The Enemy
Unit is formed in Shield Wall and ordered to advance towards an
objedive. The Skirmishersareto carry out their orders safely using
the correct Battle Drill s.



6.18. Non-Combatant Cavalry Assessment

a). Aim

The aim of the Non-Combatant Cavalry Assessment isto ensure that
thoseriding in displays are competent, and do not pose asafety hazad to
the audience, to the other members of the Society, or to themselves.

b). Qualifications

Beforetaking this assessment, the Candidate must be aleto corredly
groom, tadk and untadk their horse, pick out the horse' shooves, etc, and
generaly ensurethat their horseisin good condition. All candidates are
personaly responsible for ensuring that their tadk is in servicedle
condition and fits corredly.

Candidates must present themselves in the clothing and equipment
which they intend to use in displays. All clothing and equipment must
conform to Society Authenticity Regulations.

Candidates must also possessthe required safety equipment (helmet
and gloves), which must conformto the Society Technicd Spedfications.
Where amguards and additional protedionisworn, thismust conformto
SAR where these items are visible.

C). The Assessment

1. Basic Control 1 —therider must demonstrate that they can ride
at all paces, and can perform this paceon request from the Assessor.
Paces will i nclude:

- wak

- gitting trot

- canter
2. Basic Control 2—therider must demonstrate that they can move
forwards into the slower paces on request, and halt in a smooth and
controll ed manner on request.

3. Unit Movements — the rider must demonstrate that they can
maintain control when ridingas part of aunit, and must demonstrate
that they can ride & both trot and canter without lessening their
ability to control their horse.

4. Faster Paces—therider must demonstratethat they canmaintain
control at the faster paces of extended canter and slow gallop.

Throughout this assessment, the Candidate must demonstrate
consideration for the safety and thewelfare of their horse, other ridersand
horses, and al infantry, and should show that they have a basic
knowledge of natural aids, and an ability to make use of them. If at any
time the rider loses control of the horse, they will fail the assessment.
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6.19. Basc Mounted Combat Assessment

a). Aim

The am of the Basic Mounted Combat Assessment is to ensure that
thoseriding in displaysin a mmbatant cgpacity are cmpetent, and do not
pose asafety hazad to the audience, to the other members of the Society,
or to themselves. It isintended to ensure that the aldition of armour,
wegoons and ashield do not affed the riding ability of the candidate.

b). Qualifications

Candidates must have passed the Basic Combat Assessnent before
attempting thisassessment. Knowledge of infantry formationsis grongly
recoommended, and candidates may be aked to demonstrate such
knowledge & any time during the assessment.

Candidates must also med the same requirements as for the Non-
Combatant Cavalry Assessment.

Full combat equipment (including mail and shield where gopropriate)
must be worn for al parts of this assesgnent.

C). The Assessment

1. Basic Control —therider must demonstrate that they are cgable
of riding at al paces, and must be &le to move forward into the
dower paces on request. The candidate must be ale to retain
control at the faster paces, and must halt in asmooth and controll ed
manner on request.

2. Manoeuvring — The candidate must demonstrate that they can
turn the horse through both 90 and 180 degrees at halt and trot. The
candidate must also be ale to perform 180 degreeturns at the trot
and canter.

3. Close Control —the andidate must be &leto movefrom trot to
halt within five strides.

4. Sideways Movement —the candidate must be &leto move the
horse sideways from halt.

5. Formation Riding — the candidate must demonstrate that they
understand the cavalry commands listed below, and that they can
react to them in atimely and controll ed manner whil e riding as part

of aunit:
= Turninto Line
- Wak March
- Trot March
- Canter March
= About right/left turn
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Left/right Whee

Form Ride on the |eft/right

Form Column of twosg/half sedions
Form Two Ranks

Rally/Reform

Prepare to Halt....Halt

Prepare to Dismount....Dismount

6. Spear/L ance Use—the candidate must demonstratethat they can
retain control of the horse with the spea held both in the Carry and
Engaged positions.

4 1 1 1 1 1 1

7. Weapon Control —the candidate must demonstrate control when
striking at both a shield held by a warrior, and a live target from
ead of the halt, walk and trot. The candidate will be required to
demonstrate wntrol usingfirst aspea/lance, andthen an appropriate
sideam of their choice

8. Primary Hand Weapon —the candidate must be ableto strike a
target placad on top of apole from the canter, using a badk-handed
stroke. The blow must be ntrolled, and safe for live targets, the
rider and the horse.

9. Freestyle Combat — the candidate will be asked to engage in
combat with another mounted warrior, and then against an infantry
warrior. Each combat will | ast for a minimum of one minute, with
hits adknowledged and readed to in an appropriate manner before
continuing the mmbat. After one minute, the next kill will finish the
combat.

10.Shieldwall combat — the candidate will ride & part of a unit
against ashield wall. The candidate must maintain position within
the unit until they are within 5 metres of the shieldwall, and must
make areasonable dtempt to engage warriorsfromtheshieldwall in
combat. When arder to withdraw, rally and reform, the candidate
must be &leto break off combat quickly and return to the unitin a
safe and controlled manner.

Throughout the test, any wegpon use by the candidate which causes
injury to any horsewill result inafail. Similarly, any use of aspea/lance
in afully-couched position in close cmbat will result in afail.
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6.20. Advanced Mounted Combat Assessment

a). Aim

The am of the Advanced Mounted Combat Assessment is to ensure
that those using missle wegponsin displaysin a combatant capadty are
competent, and do not pose asafety hazad to the audience, to the other
members of the Society, or to themselves. It isintended to ensurethat all
missle adivity from horsebadk is controlled, and that the rider is aware
of the restrictions necessary when using missil es from horsebadk.

b). Qualifications

Candidates must have passed the Basic Mounted Combat A ssessment
before atempting this assessment, and must also have passed either the
Javelin Assesanent (for those who intend to use a javein from
horsebadk), or the Basic Archery Assessment (for those who intend to
pradice achery from horsebadk).

Candidates must also med the same requirements as for the Non-
Combatant Cavalry Assessment.

Full combat equipment (including mail and shield where gopropriate)
must be worn for al parts of this assesgnent.

C). The Assessment

1. Shieldwall —the candidate must demonstrate that they can hit a
double shieldwall of eight warriors with 5 aut of 6 missiles at 5
metres, while travelling at aslow canter. All misses must be short
of the shieldwall, and any misslesbeing defleded upwardsfromthe
shieldwall will resultinafail. All missiles sould bedelivered with
the minimum possible force.

2. Stationary Warrior — the candidate must ride four times at a
dow canter against a stationary warrior, attacking them with a
misgleat not lessthan 5metresrange. The missile must arrive with
minimal force. Three of the missiles must hit the warrior’s shield,
and al misses must be below shoulder height.

3. Multiple attacks — riding at a slow canter with three missiles
held realy, the candidate must attadk three shields gaced at 20
metre intervals, coming no closer than 5metres, and hitting at least
two of them, with all misses being below shoulder height.

Throughout the assssment, any missile delivered over shoulder
height, or which isdefleded over the shieldwall or morethan five metres
to the side of the shieldwall will result inafail. Any equipment dropped
from the horse & any time, or thelossof amissil e short of the designated
release aeawill result in afail.
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6.21. Recognised Training Thegn Assessment

a). Aim

The am of the Recognised Training Thegn Assessnent is to ensure
that those conductingtraining sessons and assessng warriorsinthebasic
combat skill sarefully aware of the Society combat rules, and can present
lessons in an effedive manner.

The assesgnent will be conducted by a panel of threeRTTs, chaired
by the Society Training Officer.

b). Qualifications

Candidates must have passed the Advanced Combat Assessment
before atempting thisassessment. Candidatesfor thisassessment should
be supparted byarecmmmendation fromtheir Jarl/Sturaesman confirming
that the candidate is currently or will become the group training dfficer,
or that a second training officer isrequired due to the size or makeup of
the group.

Where acandidate wishes only to teach and assessarchery skill s, they
must have passed the Basic Archery Assessment. If the candidate is
successul, they may teah and assess archery only, even if they
subsequently pass(or have drealy passed) other combat assessments.

C). The Assessment

The Reagnised Training Thegn assessment consists of theory test in
the form of awritten submission, followed by a pradicd assessment of
the teating and presentation skill s of the candidate.

1. Combat Rule Knowledge — the andidate will be given a paper
consisting of twenty questions on the combat rules and training
systemsof the Society. Without referencetothe Training Officer’s
or Hersir’ sHandbook, they must provide ashort written answer to
ead question, with atotal time avail able of 45 minutes. A score of
70% will be required to passthis sdion.

2. Handbook Reference Skills—the candidate will be given apaper
consisting of twenty questions on the combat rules and training
systems of the Society, and copies of the Training Officers
Handbook and Hersir's Handbook. For ead question, the
candidate should provide apage number and sedion referencefor
the information which answers the question, with a total of 45
minutes avail ableto completethis edion. Giventhenature of this
paper, a score of 90% isrequired to achieve apass.

3. Practical Exercise 1—thecandidatewill be askedtoinstruct upto
three volunteas in one of the basic skills from the Training
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Syllabus. They will be expeded to perform this task without
assistance or prompting, and wil | be marked on the crredness of
the teading, and o its presentation style and teading
effediveness. For archery candidates, thiswill be taken from the
Basic Archery syllabus.

. Practical Exercise2—the candidate will be askedtoinstruct upto
two voluntees in one of the alvanced combat skills from the
Training Syllabus, which may cover any skillsin which they are
gualified. The candidate must perform thistask without asgstance
or prompting. For archery candidates, thiswill be taken from the
more advanced archery skills.
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7. Training M ethodology

7.1. Progression

New Warriors must first betrained to successfully completetheBasic
Combat Assessment.

They should then train for the Basic Display Combat and Formation
Combat Assessmentsin either order.

Some elements of thelatter two assessments must betrainedin asthey
work on the first assessment, as this will make the overall task easier.

After they have successfully completed these assessments they may
train for any of the other assessmentsin whatever order the Warrior and
their Training Thegn think fit.

7.2. L esson Structure

All lessons should be taught to a clearly-defined structure to ensure
that the best use is made of the time available, and that the candidate is
given the reasons for the lesson as well asthetechnical knowledge. The
following structure is recommended:

a). Preparation

Prepare alesson outline either on paper or in your head, and be clear
about what you are trying to achieve in the session.

Encourage all combatants to carry out a full weapons check and kit
inspection before starting the session.

Introduce new members to the group, and ensure that either another
training officer or asenior combatant will look after therest of the session
while you are training newcomers.

b). Introduction

What isabout to betaught and why. Refer to real combat Situationsas
well as to combat assessments, asit isimportant that those being taught
understand the practical aim of the lesson, rather than purely the short-
term requirement to pass an assessment.

C). Revision

Revise the previous lessons and warm the Warriors up. Take careto
explain thelink between thelesson to be taught and any previous|essons.

d). Tuition
1. Demonstrate the action in real time.
2. Explain the action while demonstrating each part in slow time.
3. Demonstrate the action in real time again.
4. Classpractise action against theair. Check that the action looks
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correct and correct where appropriate.

5. Each student in turn should carry out the action against the
Training Thegn while others continue as at 4.

6. When ready, pairs of Warriors practise the action together.
7. Repesat 1 to 6 again until lesson complete.

8. Remember to correct the students Stance and footwork at all
times.

e). Conclusion

1. Sumup thelesson, find constructive commentson all studentsas
well as criticisms,

2. Look forward to the next lesson - tell them what it is, and how it
islinked (if at all) to thislesson.

3. Warm down, kit check, and weapons check

7.3.  Syllabus

Where practicable teach the lessons in the following order:

The Stance

Movement

Attacks and Parries, with Shield, standing
Control, with Shield, standing

Attacks and Parries, with Shield, moving
Control, with Shield, moving

Defence against missiles

Defence against pole weapons

. Shield Walls, advancing and about turn
10.Boars Snout

11.Form Two Ranks.

12.0Open and Extended Order.

13.Hunting Groups

14.Double Shield Wall

15.Wheseling

16.Rally and Reform

©CoNoOk~wWNE

At this point, the warrior may decide to train in other weapons or
combinations, but should be encourage to continueto develop their skills,
and to progress towards the Advanced Combat Assessment, either with
theaim of becoming an RTT, or toimprove general combat eff ectiveness.

17.Attacks and Parries, without Shield, standing
18.Attacks and Parries, without Shield, moving
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19.Parry Riposte, without Shield, standing
20.Parry Riposte, with Shield, standing
21.Parry Riposte, without Shield, moving
22.Parry Riposte, with Shield, moving
23.Parry Riposte, versus Pole Arms
24.Dodge Riposte

25.Feints

26.Circular Parries

27.Disarms

28.Fighting two opponents

29.Light infantry Skirmishing

Note. Take caetotead thetraneeWarriorsto dred their Attadksto
the Target Area- beginners have a tendency to Attadk the Wegpon o
Shield, and not the Warrior. Thisisadifficult habit to bre& later, so do
it now and save yourself alot of trouble.

If the Warriors clealy Attadk their opponent’s Target Areathereis
less chanceof the Defender making aMiss Parry and thereforerecaving
an injury. Also Display Combats will be much more convincing.

From the outset, defence ajainst polearms must be taught as a basic
skill, as the warrior will not be ale to choose their opponents under
battlefield conditions. In particular, this must be covered in depth in
sedion 12, before progressing to the more alvanced and technicd sKill s.
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8. Combat Training Exercises

These example exercises are intended to provide ideas for training
officersto use within their sessions and training programmes. They are
not intended to restrict the training officer, and can be modified, ignored
or added to as required.

8.1.  Hunting Groups.

Three Warriors are given the misson o Killing a fourth Warrior.
They may use atadic of their own o one suggested by the RTT.

They should first cary out their task without other Warriors being
involved.

When the RTT is stisfied that the trainees understand their task more
Warriors sould be brought in to assist.

These aditional Warriors should be paired off and told to fight but
ignore Hits. Thetraineesare given aTarget Warrior that they must Kill .
No aher Warrior isto Attack the trainees.

When the RTT is satisfied with the trainees’ performance he/she
should set the other Warriors to fight a Circle of Treadery but forbid
them from Attadking thetrainees. Any Warrior taking aValid Hit should
stay in the combat but find another opponent. The traineeWarriors are
then given their Target.

Finaly repea this exercise with the trainees as fair game and all
Warriors taking their Hits.

8.2. Twoto One, Oneto Two

The RTT sets two Warriors to Attadk one, both the pair and single
Warrior should be caded as to the @rred techniques to be used.

8.3.  Multiple Attacks

Surround one Warrior with threeothersat Fighting Distance. Thethree
surrounding Warriors should steadily make Attadks upon the single
Warrior, this Warrior should Defend himself/herself as he/she turns to
med ead Attack.

This exercise should be repeded clockwise, anti-clockwise and
randomly.

Asthe adility of the Warrior improves he/she should Riposte & well
as Parry.

8.4. Circleof Treachery

All the Warriors stand in alarge circle and on command start to fight
eat aher. No Warrior has a friend and the last one standing is the
winner.
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8.5.  Shieldwall

When introducing Warriors to Shieldwall combat for the first time
build it up steadily.

First place 8 of the trainee Warriors in one Shieldwall and have
another of experienced Warriorswho can betrusted to do asthey aretold!

Advancethetrainee Warriorstowardsthe experienced Shieldwall and
halt them at Fighting Distance, order the experienced Warriors to make
clea Attadks and instruct the trainees to only Defend themselves.

When the trainees can successfully Defend themselves for a full
minute move onto the next stage.

The subsequent stages should include building up the paceof the
Attads, al owing thetraineesto Riposte, all owing thetraineesto initiate
Attadks, instructing them on team work and assisting athers to make
Kill s, introducing different Wegpon combinationsfor thetraineesto face

8.6. Parry/Riposte

First between trainee ad RTT, later between two trainees. Make an
Attad upon the trainee and after he/she has Parried make them Riposte.
When they can do this to the RTT's satisfadion the RTT should Parry
their Riposte and Riposte him/herself. The trainee should then be
coacdhed to Parry and Riposte the RTT's Riposte.

Build up the sequence of Attads, Parries and Ripostes until the
trainee ca no longer follow the sequence Use Dired and Indired
Ripostes.

Having developed aroutine revise it on the next training session and
then build a new one using the Parries and Ripostes in a different
seguence

The purpose of thisisto train the Warrior to Riposte any Attadk made
upon them as this is often the moment when the Attadker is most
vulnerable. The exercise can also be used in a Display Combat.

Note: It isimportant that the traineeWarrior and the RTT make &l
their Attacks to the Target Area, as there is a temptation, espedally
between two trainee Warriors, for Attaks to be made ajainst the
Wegon. If the Defender should miss the Parry then a Hit should be
made with the Attadk Controll ed at the Defenders Target Area aad ot on
the Weagpon.

If the Parries are made arredly the Wegpons should make alot of
noise & the Defenders Weagpon is placel in the path of the Attadkers
Weaoon before the full effeds of Control become goparent.

If the Attadks are not properly direded at the part of the Target Area
that the Attadker istrying to Hit, then the Defender may find that he/she
Miss Parries with all the possble mnsequences for an acadent.
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8.7. Pileit On

Set thetraineeWarrior to fight another Warrior who he/she hasto Kill
within 30 secnds, after that time another Warrior joins in against the
trainee The trainees am is to Kill the first and subsequent Warriors
before he/sheis overwhelmed. Thetime given can be adjusted to match
the standard o the Warrior.

8.8. Parry/Riposte 2

First betweentrainee aad RTT, later between two trainees. Instruct the
trainee not to initiate any attadks but only make a Riposte dter a
successul Parry, tell the traineethat after your initial attadk you will do
thesame. Always gart with an Attad to the head and tell the traineethat
thiswill bethesignal to restart at any time. All Ripostes should be made
quickly without telling the traineewhere it is going. Keep the adion up
for as long as possble. This exercise can be arried out standing o
moving.

8.9. Fatal Aisle

Set out two lines of warriors with spaces between them such that they
can only just touch the tip of their neighbour’s wegpon with their own.
The two ranks should be separated in the same manner. Next move one
rank to the left or right so that the warriors of ead rank do not face eala
other.

Thetraineeis then dreded to move down the ase between the two
ranks at awalking pace The warriors forming the asle ae direded to
make dtadks upon the trainee & he/she moves past them. The trainee
must reat the end o the asle without receiving aValid Hit.

As the traineeimproves they should be direded to attempt to make
Kill s upon the warriors forming the asle. Also the spaces between the
warriors could be reduced or some movement all owed them.

8.10. Sequenced Attacks

The traineeis told to stand his’her ground and defend against all
attadks. Warriors are then sent to attadk the Traineg the dtadkers are
instructed to make only three dtadks ead and to make these atacks as
instructed by the Training Thegn. Thetraineewill not know from where
the atadkswill come or which wegoon he/shewill faceuntil the dtad is
made.

The first time the trainee caries out this exercise dl attacks will be
from the front, as the trainee improves attacks should be made from
different directions.

66



8.11. Stand Your Ground

Two spare shields are placed on the ground at a distance where both
warriors are within effective range of their opponent. On acall fromthe
RTT, they fight until one warrior landsaValid Hit on their opponent, or
until a warrior forfeits the combat by stepping off their shield. This
exercise is very useful in teaching warriors to hold a position, and is
especialy useful for warriorswho naturally retreat when under pressure.

8.12. In Your Face

Two warriors stand toeto toe, with their shield bossestouching. Their
weapon hand is placed against the back of their shield level with the boss.
Onacommand fromthe RTT, thewarriors attempt to kill their opponent.
Many warriorsfind close-quarters combat difficult, and thereforefind it
used against them regularly.
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9. Archery Exercises

These example exercises are intended to provide ideas for training
officers to use within their sessions and training programmes. They are
not set in concrete, and can be modified, ignored or added to asrequired.

0.1. Audience Awar eness

Designate aline to represent the “audience”. One or two Warriors
against one or two Warriors and an Archer. The Archer must loose at
his’/her opponents without putting the “audience” & risk.

Fadorsto consider:

I Wherewill the Arrow go if the Target moves.
i Will Arrow be safely defleded by Shield.

9.2. Spacelnvaders

ThreeWarriors gand at 30 metres from the Archer, when the Archer
looses his/her first Arrow they advance If the Archer Hits a Warriors
Shield they must return to the start line and advance again. If the Archer
makes a Valid Hit to the Target Areathen the Warrior is dead and out.
Archers may loose d retreding Warriors.

9.3. Timeto Leave

Warriors advance on Archers, ignoring Hits. Archers must dedde
when to run away or draw a badck up Wegpon.

9.4, Feel the Force

Warriors advance on Archers, they ignore Hits. Warriors advance
within five metresand then retire to the start, they then advance againand
close with the Archers. Archers are commanded by a Thegn who
ControlsVolleys. The Thegn must dedde which ordersto use and when
to run or fight.

9.5. Hunting Groups

Hunting Group pradise to include an Archer.
Fadorsto consider:

I Archer doesn't have to loose to be dfedive.
i Will Arrow be safely defleded by Shield.

9.6. Seek and Destroy

Set up bettle and introduce Archers to combat, Warriors may not
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Attack Archers until told by the Archery Thegn. The Thegn isto first
designate priority Targets and then alow the Archers to choose own.
When Thegn satisfied with performancealow Warriorsto Kill Archersif
they can.

Factors to consider:

I Can Archer Hit priority Target with out risk to own side.
ii Can Archer Hit priority Target with out risk to him/her self.
il Will Arrow be safely deflected by Shield.

9.7. Moving Targets

Archer to loose at moving Targets at various ranges and speeds.
Repeat with friendly Warriors blocking some lines of sight.

9.8. Through the Keyhole
Archersloose at various Targets from behind Shield Wall.

Factorsto consider:

I All Arrows must be aimed safely and not lobbed over the Shield
wall.

Il Can Archer loose without Hitting Warrior in the back of hig/her
head.

9.9. Controlled Power

Set up aseriesof Targetsat different rangesand directions, asmany as
possible should be asfor the Control assessment. Archer must thenloose
at the Targets and not dislodge any of the Shield bosses.

9.10. Spacelnvaders?

Four Warriors advance from four different directions, when Archer
looses higher first Arrow they advance. If the Archer Hits a Warriors
Shield they must return to the start line and advance again. If the Archer
makes a Valid Hit to the Target Area then the Warrior is dead and out.
Archer may loose at retreating Warriors.

9.11. Spacelnvaders3

Repeat exercise 11 but include friendly Warriors advancing beside
Targets. Friendly Warriors must not be Hit.
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10. Formation M anoeuvres

All Training Officers are required to provide instruction on the
Formation Manoeuvres which are detailed in the Hersir's Handbook.
Copies of this are available from the Battle Captain on request.
Candidates for the Reagnised Training Thegn assessment will be
expeded to have full knowledge of this document, and questions on it
may beincluded in the asessment.

70



11.

a).

Terminology

Technical

1. Attack - offensive adion against an goponent with the intention
of making aValid Hit. May be Dired or Indired.

2. Battle Drills - adions carried out by Units of Warriors during
battlewith theintention of gaining an advantage over their enemies.

3. Battlefield Awareness - the understanding of the danging
threasto the Warrior on the Battlefield.

4. Beaten Zone - the areain which Missilesfall on or around their
Target.

5. Block and Counter - aParry and Riposte.

6. Broken Time - the decaving of an opponent of the Attadker’s
intention by momentarily slowing o stopping of an attadk before
continuing with the Attad in the sameline.

7. Clear and Strike - with aLong Axe or Spea, the moving aside
of an opponents Shield followed by an Attad to the Target Area

8. Circular Parry - the blocking of an opponents Attack by the
Defender pladng his’lher Wegoon in the path of his/her Attadker’s
Weagpon and then forcing the Wegpon away in a drcular motion.

9. Control - the aility to make aHit without causing damage to
the Attadker’ sopponent, the opponent’ sequipment or the Attadker’
Weagon. Also, the aility to arrest the motion of a Wegion when
necessary.

10.Counter Attack - an immediate Attadk into an opponent’s
Attad.

11.Cross Over Step - themoving o the rea foot forward pest the
front foot with the am of moving forward from a good Stance to
another good Stance. When retreaing, the front foot isfirst moved
past the rear foot.

12.Cut - an Attad with the alge of a Wegpon.

13.Cutting Weapon - a Wegon used primarily for Cutting:
Swords, Knives, Hand Axes and Long Axes are Cutting Wegoons.

14.Direct Attack - an Attack onan opponent without changing the
position (or line) of the Wegoon.

15.Direct Riposte - the immediate Attadk on an goponent in the
same line dter successfully Parrying an Attad.
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16.Disarm - the taking of, or rendering uselessof, an opponent’s
Weagoon immediately after a successful Parry.

17.Display Combat - combat performed for the purpose of
entertaining the public.

18.Dodge - the avoidance of aHit by moving insidetheread of an
opponent’ s weapon.

19.Eights- the eght basic Attads, consisting of cutsdireded to the
head, right shoulder, left shoulder, right hip, left hip, right leg and
left leg, plus athrust to the stomach.

20.Eye Contact - ensuring that the Warrior who is about to receve
aMissileisrealy to do so.

21.Feint - the deceiving of an gpponent as to the point of Attad.

22.Foot Work - the movement of the Warrior’sfed in the corred
manner.

23.Free Style Combat - combat with no predetermined (Scripted)
outcome.

24.Guard - the position of the Warrior's Wegons when in the
Stance and realy to receve an Attack.

25.Hand Held Weapons - designed to Hit an enemy while being
held in the Warrior’s hands. Swords, Knives, Hand Axes, Long
Axes and Speas are together referred to as Hand Held Wegoons.

26.Head Snap - the looking to the left and right quickly with the
purpose of maintaining awarenessof Battlefield conditi ons.

27.Hit - the striking of an opponent with hand, Wegpon or
equipment on any part of the body.

28.Hooking - the pulli ng off balanceof an gpponent by passng the
head of awinged Spea, Hand Axe or Long Axe behind apart of the
Defender’ slimbs or body and drawing the weapon badck towardsthe
Attadker. Thisisdangerousand forbidden. Thesame adion may be
used against an opponent’ s Shield asalegitimate preparation for an
Atta.

29.Indirect Attack - an Attack made on an gpponent where the
position (or line) of the Wegpon is changed as the Attad is made.

30.Indirect Riposte - theimmediate Attadk on an gpponent where
the position (or line) of the Weagpon is changed as the Attack is
made dter succesqully Parrying an Attad.

31.Kill - the dfed of aValid Hit.
32.Lethal Character - an Attad delivered in such away asto give
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theimpression that the Warrior recaving the blow has suff ered aHit
that would inflict a deah wound.

33.Line of Attack - the path the wegion takes when making an
Attack.

34.Méelee - Hand to Hand combat between two gpposing groups of
Warriors.

35.Missile Weapons - designed for Ranged Combat to Hit an
enemy at a distance ecealing the reach of the Warrior when
holding a Hand Held Wegpon. Bows, Javelins and Slings are
together referred to as Missile Wegpons.

36.0ff Target Area - that part of the body towards which it is not
permitted to dred aHit and which if struck does not score aValid
Hit.

37.Parry - the blocking of an opponent’s Attad by the Defender
placing their Wegoon o Shield in the path o the Attadker's
Weégpon.

38.Phased Combat - combat by agroup of Warriorswho do not all
attadk at oncebut by a series of attadksin “Phases’.

39.Pole Arm - Spears and Long Axes designed to be used in two
hands are together referred to as Pole Arms.

40.Primary Side Arm - Swords and Hand Axes used in one hand
are together referred to as Primary Side Arms,

41.Ranged Combat - combat with Missle Wegpons that exceeds
the range of Hand Held Wegpons.

42.Reach - the limitswithin which awegonmay score aValid Hit.

43.Receiving - the adions caried out by a Warrior when having
Arrows or Javelins ot at them.

44.Riposte - theimmediate Attadk on an opponent after successfully
Parrying an Attadk. May be Dired or Indired.

45.SAR — Society Authenticity Regulations

46.Scripted Combat - combat which has a predetermined
(Scripted) outcome.

47.Secondary Side Arm - aKnife used either with aPrimary Side
Arm, or instead of it.

48.Shuffle Step - the moving forward of the Warriors front foot
from the Stance followed by the badk foot so that the Warrior
returns to the Stance When withdrawing, the bad foot is first
moved to the rea foll owed by the front foot.
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b).

49.Skirmisher - aWarrior who fightsin aloose formation with the
intention o harassing the enemy during their deployment, or
between Attads by the main force, with Misdle Weagpons or by
rushing in and strikingthem onceor twicewith Hand Held Wegpons
before withdrawing.

50.Stance - the position of aWarrior’'s body during combat.
51.STR — Society Technical Speafications

52.Sweep - the Taking of the Wegpon by stepping badk from an
Attad and the Defender passing his’her wegpon over the Attadker’s,
then forcing the Attacker’s Wegoon to travel further along itsLine
of Attack than the Attadker intended.

53.Target - the objed of Ranged Combat.

54.Target Area - that part of the body which if Hit by a Wegoon
will score aValid Hit and therefore aKill .

55.Telegraph - the clea indicaion, by the Attader, of where an
Attad isintended to Hit.

56.Thrust - an Attadk with the point of a \Weapon.

57.Thrusting Weapons - aWegon used primarily for Thrusting,
Speas and Javelins are primary Thrusting Wegpons. Swords,
Scramaseaxes, Axes and Long Axes are semndary Thrusting
Wegpons.

58.Valid Hit - the striking of an opponent with a Wegpon to the
Target Arearesulting in aKill .

59.Warrior - any person who takes part in combat.
Parts of the Weapon

1. Sword

Blade - from the Guard to the Point. The part of the Sword
with which aHit may be made.

Cutting Edge - the narrow side of the Blade from the Grip to
the Point and bad to the Grip.

Grip - the place where the Wegoon is held.
Guard - the aoss piece between the Blade and the Grip.
Point - the end of the Wegoon furthest from the end of the

Grip. The part of the Sword with which a Thrust may be
made. (See ruleson Thrusts and Explanation of Actions)
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Pommel - the weight or counter balance that is fitted to the
Tang and holds the Wegpon together.

2. Knife (seax)
Back - the part of the Blade opposite the Cutting Edgewhichis
unsharpened.

Blade - from the Grip to the Point. The part of the knife with
which aHit may be made.

Cutting Edge - the narrow side of the Blade from the Guard to
the Point.

Grip - the place where the Wegoon is held.

Point - the end of the Wegpon furthest from the Pommel. The
part of the knife with which a Thrust may be made. (See
rules on Thrusts and Explanation of Actions)

3. Hand Axe

Back Point - the bottom part of the Blade that curves backward
to the Edge.

Blade - the part of the wegpon from the Socket to the Cutting
Edge.

Cutting Edge - the narrow part of the Blade opposite the
Hammer.

Forward Point - the top part of the Blade that curves forward
to the Edge.

Head - the whole of the metal part of the Weagpon.

Shaft - the wooden part of the Wegpon to which the Blade is
fixed.

4. Mace
Flange — the blades of the mace head, attached to the socket

Head - the whole of the metal part of the Wegpon.
Shaft - the wooden part of the Wegoon to which the Head is
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fixed.

5. Long Axe

Back Point - the bottom part of the Blade that curves backward
to the Edge.

Blade - the part of the weapon from the Socket to the Cutting
Edge.

Cutting Edge - the narrow part of the Blade opposite the
Hammer.

Forward Point - the top part of the Blade that curves forward
to the Edge.

Head - the whole of the metal part of the Weapon.

Shaft - the wooden part of the Weapon to which the Blade is
fixed.

Socket - the hole through which the shaft passes.

6. Spear
Blade - the part of the weapon from the Socket to the Point.

Cutting Edge - the narrow side of the Blade from the Socket to
the Point and back to the Socket.

Head - the whole of the metal part of the Weapon.

Point - the end of the Weapon furthest from the end of the
Socket.

Shaft - the wooden part of the Weapon to which the Head is
fixed.

Socket - the hole through which the Shaft passes and is fixed.

Wings - protrusions from the Head between the Blade and
Socket.

7. Javdin
Blade - the part of the weapon from the Socket to the Point.

76



Cutting Edge - the narrow side of the Blade from the Socket to
the Point and back to the Socket.

Head - the whole of the metal part of the Weapon.

Point - the end of the Weapon furthest from the end of the
Socket.

Shaft - the wooden part of the Weapon to which the Head is
fixed.

Socket - the hole through which the Shaft passes and is fixed
on some Javelins.

8. Shield

Boss - the metal centre of the Shield which protects the hand
holding the Grip.

Brace - wooden or metal batten used to hold the planks of the
Disk together.

Cover - leather or cloth glued to the Face of the Disk to protect
and secure the planks.

Grip - the place wherethe Shield isheld and part of the Brace.

Rim - the outer edge of the Disk and the metal or leather
binding that protectsthe Rim of the Disk. Thisalso helpsto
hold the planks of the Disk together.

77



12. Archery Terminology

a).

Technical

1. Battle Drills- adions caried out by Units of Archers/Slingers
during battle with the intention of gaining an advantage over their
enemies.

2. Battlefield Awareness - the understanding of the danging
threds to the Archer/Slinger on the Battlefield.

3. Beaten Zone- theareain which Missilesfall on or around their
Target.

4. Bullet - the Missdle aSlinger shoots from higher Sling. (Also
known as Shot.)

5. Cold Draw - the pulling and releasing of a Bow string without
an Arrow being fitted.

6. Control - the aility to make aHit without causing damageto an
opponent or an opponent's equipment.

7. EyeContact - ensuring that the Warrior who is about to receve
aMissileisrealy to do so.

8. High Angle - the path of aMissil e launched at an angle of over
45 degrees.

9. Hit - the striking of an gpponent with an Arrow or Shot on any
part of the body.

10.Kill - the dfead of aValid Hit.

11.Low Angle- the path of aMissile launched at an angle of under
45 degrees.

12.Melee - Hand to Hand combat between two opposing groups of
Warriors.

13.Missile - the object which is launched at the enemy during
Ranged Combat. May be an Arrow, Shot, Bullet or Javelin.

14.0ff Target Area - that part of the body towards which it is not
permitted to aim an Arrow or Shot.

15.Ranged Combat - combat with Missle Wegoons that exceels
the range of Hand Held Weapons.

16.Shot - the Missgle a Slinger shoots from his’her Sling. (Also
known as aBull et.)

17.Skirmisher - an Archer/Slinger who fightsin aloose formation
with the intention o harassing the enemy during their deployment,
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b).

or between Attacks by the main force.

18.Stance - the position of an Archers/Slingers body when using a
Bow/Sling.

19.Target Area - that part of the body which if Hit by an
Arrow/Shot will score aKill.

20.Valid Hit - the Hitting of an opponent with a Missile to the
Target Arearesulting in aKill.

21.Volley - the loosing, by two or more Archers/Slingers, of their
Arrows/Shot together on command.

Parts of the Weapon

1. Bow

Draw - the longest distance from the belly of a Bow to the
string when pulled.

Grip - the place where the Bow is held when loosing.

Nocking Point - the place on the string where the Arrow is
fitted.

Sring - the cord to which Arrows are fitted.

2. Arrow
Fletchings - the feathers at the rear of the Arrow.

Flight - an individual feather that is part of the fletchings.
Nock - the groove cut into the top of an Arrow.

Rubber Blunt - that which should be placed at the businessend
of an Arrow, aso known asapile.

Shaft - the wooden part of the Arrow.

3. Sling
Cup - the place where the Shot is placed in the Sling.

End - the end of the Lower Loop furthest from the Cup.

Loop - the place on the strap where the thumb passes through
it.
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Lower Strap - the part of the Sling from the Cup to the End.

Upper Strap - the part of the Sling from the cup to the L oop.
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