
Longpoint   

Passage at Arms  Invitational Tournament  

Competition Rules 

 

General Notes on fighting in the Passage at Arms 

We expect that Fighters will have experience in executing the art which they study. 

-Fighters should have training in one or more medievally-based fighting arts, preferably with a focus on 
historical armored combat as depicted in existing fechtbucher and treatises. 

-Fighters will have experience in wearing and fighting in armor. Fighters should not be fighting in 
harness for the first time at the passage at arms. 

-It is recommended that each Fighter have a coach or assistant who can act as “Squire” assisting with 
putting armor on before the tournament, dealing with any armor issues during the tournament, and any 
other assistance that the Fighter might require. 

-Fighters will fight with spear or longsword. At the beginning of each match a coin will be tossed, and 
the winner chooses which weapon. Both fighters must use the same weapon. 

-Fighters will have a dagger as a back up weapon which can be drawn at any point during the bout. 

Required Equipment 

-All fighters will present themselves and their equipment to the Judges prior to the beginning of the 
Passage at Arms for compliance inspection and approval. 

-The Longpoint 2017 Passage at Arms will provide spears appropriate for the event.  Fighters, however, 
may be allowed to use their own weapons at the Director’s discretion. 

-While Safety trumps authenticity, within the bounds of safety all weapons and armor should resemble 
historical items in materials and appearance. 

-Approved Weapons: 

DAGGERS 

-Darkwood's most recent armored combat daggers 

-Other daggers will be considered with prior approval. 

 SWORDS 

 -Albion Liechtenauer 

-Darkwood armored combat swords 

-Arms & Armor Fechtbuch sword 



 -Any sword allowable to the Longpoint unarmored Longsword Tournament 

 SPEARS 

 -Darkwood armored combat spearheads 

 -Purpleheart rubber spearheads 

-Approved Armor Guidelines 

 HELMETS 

 -Helmets should have minimal skull of 16 gauge skull and sides. 

 -Any opening in the visor must not allow a 1/4" x 1/2" bar to enter unimpeded in such a way 
that the wearers face can be touched. Any other gaps in the helmet must not allow unimpeded access to 
the wearer by a 1/2" square bar. Wider eyespots and other openings must be protected by perforated 
steel such as fencing mask mesh as a safety measure. 

 -Pierced steel plate used as face protection, if of a historically appropriate style and size, will 
count as plate. Other pierced face protection shall count as Light Armor. 

 -The use of “open-faced” helmets is allowed with the addition perforated plates (such as fencing 
mask mesh) to cover any open areas of a helmet. Such perforated plate is considered as “Unprotected 
as far as armor goes. 

 MAIL (or “Chainmail”) 

 -A mail shirt must be made with riveted rings, that covers the armpit and any such areas of the 
torso not covered by plate, will be worn. 

 -Sleeves must be secured at the “cuff” to prevent accidental entry of a thrust, and the shirt must 
be belted or otherwise secured at the waist. 

 -Suitable separate items such as voiders and separate skirts that work with the plate armor 
worn are acceptable. This provision is intended to provide a safety margin for the vulnerable and often 
targeted armpits. 

 -Combatants who do not wear mail at the armpits must have an arming doublet that is the 
equivalent puncture resistance of a standard fencing jacket. Alternately, a fencing underarm protector is 
encouraged in the event of a broken blade. 

 OTHER PLATE 

 -Other plate protection (arms, legs, etc) should be a minimum of 18 guide unhardened steel. 
Combatants are encouraged to go beyond the bare minimum protection, however. 

 GAUNTLETS 

 -Steel gauntlets will be worn that protect the hand, fingers and wrist with a minimum of 18 
gauge unhardened steel. 



 -While discouraged, a fighter may use modern HEMA gloves meant for unarmored longsword 
use, though this will be treated as an unarmored hand. 

 NECK PROTECTION 

 -Rigid neck protection for cervical area, clavicles, and larynx protection will be worn, regardless 
of its historical suitability for the armor style chosen. This will preferably be of period form such as a 
plate gorget or beavor.   

 -Neck protection may be of impact resistant modern materials if such are concealed. This area 
will be scored against as if it were the concealing armor (i.e. if covered by mail, then it is scored as mail; 
if covered by cloth, then it is scored as if unarmored) 

 -A mail pisane (standard) with a concealed trauma plate for the throat is acceptable. Please note 
that this will be scored as mail even if the concealed trauma plate is steel, as this is an anachronism for 
modern safety. 

 -A mail aventail alone is insufficient to protect the front of the throat and must have rigid 
protection underneath. Please note that a mail aventail will be scored against as mail, even if the 
combatant uses a plate gorget, since the gorget is an anachronism for modern safety. 

 -Cloth or padded aventails also need rigid protection underneath. Please note that attacks to 
this target will be considered unarmored, even if the combatant is wearing a plate gorget underneath, 
since the gorget is an anachronism for modern safety. 

 OTHER SAFETY GEAR 

 -Safety trumps authenticity. Fighters are expected to wear modern elements of protection to 
provide a safety margin where historical kit does not. 

 -Modern Requirements include: Groin protection (an athletic cup or “box”) for men. 

 -Solid chest protection if no breastplate is worn. A modern plastic fencing chest protector worn 
under the arming coat or gambeson is acceptable. This will be scored as an unarmored area. 

 -Fighters may elect to wear a less protective armor, such as shinbalds instead of closed greaves. 

 -Fighters may choose to forego mail protection at the bend of the elbow or knee, and accept the 
risks, both real and within the sportive context, of such lesser protection. 

 -Fighters may elect to use modern materials may be used to stand in for period materials (i.e. 
plastic shin guards). Such choices must be suitably hidden beneath period styled clothing. 

 -Non-historical footwear should be black and generally unobtrusive or hidden beneath sabatons 
or mail coverings. Hiking shoes and similar items with pronounced tread are forbidden as they can 
“lock” a foot into the ground and cause serious injury if the leg is then subjected to force. 

Winning a Bout 

-Fighters will fight 90 second rounds. A coin toss at the beginning will determine who chooses the 
weapons: Longsword or Spear. 



-The highest score at the end of the bout is the winner. 

-Tied matches will result in a sudden death match. The first fighter to score wins. 

-A Quality attack to an unarmored area scores 3 points. A Quality attack to mail scores 1 points. (see 
Scoring Criteria for more information below) 

-A successful throw where the fighter remains in a dominant positions (e.g. still standing or on the 
ground in control of the other fighter) receives 2 points. 

-Pushing a fighter out of the list on any side is worth 2 points.  

Scoring Criteria 

There are three main considerations to giving a score to a valid technique. 

 -Contact:  A strike, thrust or slice must land against an appropriate target to count as contact.  
For instance, a thrust against a breastplate would not count as contact, while a thrust against mail on an 
underarm would. See below in “Target” for more information. 

 -Quality:  The blow must have been delivered with sufficient authority, force, stability, balance, 
and poise. This does not mean that the blow needs to be “hard.” To earn this point the fighter must be 
in full control of his/her movement—balanced or grounded, not stumbling, falling, or wildly lunging. 

  -Sufficient Force in determining Quality is defined by the following criteria: 

   -Cuts: Cuts will only score with sword, not the spear or dagger. Cuts can only 
score against an unarmored area, not against mail. The blade must strike the target with obvious intent. 
The blow must hit with the weak (schwech/foible/debole) of the weapon. 

-Thrust: Any landed thrust with the point with forward motion of the blade 
(motion towards the opponent with the point) that obviously makes contact against 
either a mail or an unarmored target that disrupts the opponent’s body will be 
considered sufficient.  Thrusts with all weapons shall be awarded the same. 

-Thrusts must be made with both hands moving in concert to be considered 
quality against Light Armor. 

-Sliding thrusts or single-handed thrusts can only score Quality if against an 
unarmored target. 

-Slices and presses, while encouraged for gaining control of the opponent, are 
non-scoring. 

-Target:  Once a blow or thrust has been determined to have landed with contact and quality, 
blows and thrusts will be scored according to which target they are performed against.  Whatever armor 
a Fighter actually wears is to be judged to fall into one of three generalized categories: Unarmored, Mail, 
or Plate. The category defines how weapons can strike fair blows. 



 -Unarmored: A quality Hit to an Unarmored area counts for three (3) points. Unarmored 
areas include anything not covered by metal, modern plastic armor, and perforated plate used to 
protect the face (i.e. facial protection meant to simulate an open-faced helmet). 

 -Mail: A Quality hit to Mail scores one (1) point. In certain cases the mail overlaps Plate, 
and the judges may make a determination that a hit is non-scoring. 

 -Plate: Plate is off-target for scoring purposes, and therefore a halt will not be called 
when it is struck. A fighter is allowed to strike the plate to set up controlling actions, however. 

Special Scoring Considerations 

 -Grappling - Throws and Takedowns: A fighter who throws an opponent and either 
remains standing or goes to the ground in a dominant position scores two (2) points. If the fighters go to 
the ground but neither shows dominance or control, the Director will halt the match and no point will be 
scored. 

 -Grappling - Binds:  A bind is the use of a technique where the arms are encircled and 
bound, such as a serpentine wrap, shoulder lock, etc. These techniques could result in joint destruction 
or debilitating throws if completed, however, so should a fighter get in position to complete one of 
these techniques resulting in the control of their opponent, the bout will be immediately halted and the 
fighter performing the technique shall be awarded two (2) points. 

 -Removing the opponent from the lists: A fighter scores two (2) points if an opponent 
steps out of the boundaries with both feet, either accidentally or by being physically forced. 

 -Disarms: A disarm does not score, nor does it halt the match. Therefore a disarm should 
be followed by an immediate attack. The disarmed opponent may attempt to grapple in order to score. 

 -Pommel Strikes: Pommel strikes are non-scoring but may be performed to set up an 
action. Pommel strikes can only be performed to the helmet, and must be used with control. A 
“mordschlag” (holding the sword by the blade and making a full powered strike with the hilt) will be 
considered illegal and is a disqualifying technique. 

 -Punching: Punching an opponent’s helmet is non-scoring, but may be done to set up a 
technique. Repeatedly punching over and over, however, will be considered excessive power and is 
disallowed. Punching is not allowed anywhere other than the helmet. 

 -Push kicks: A combatant is allowed to use the foot to push someone away if it is done 
above the hips. Percussive kicks, however are not allowed, nor are push kicks below the waist 
(particularly to the knees or groin) 

Disallowed Techniques 

Fighters will understand that a Passage at Arms is an opportunity to display skill, not a venue to display 
brute power or ruthlessness. The Director has the right to warn or disqualify an opponent at his/her 
discretion if safety is compromised. All Fighters recognize and acknowledge, regardless of their armoring 
choices and prior training, that armored combat is a rough game that can result in injury. The choice to 
participate means that risk of injury has been voluntarily assumed 



 -Intentionally attempting to remove parts of someone’s armor 

 -Excessive power in blows (e.g. intentionally cocking back a spear to swing full force with the 
haft) 

 -Unnecessary force to “immune” targets (e.g. repeated full powered cuts to the opponent’s 
breastplate; repeatedly punching an opponent’s helmet; etc) 

 -A “mordschlag” (grasping the blade to strike with the hilt at full force) or any similar technique 

 -Percussive kicks and any push kicks below the hips (especially the knees and groin) 

 -Punches anywhere except the helmet 

 -Striking an unresisting opponent after they have fallen to the ground or have backed away to 
acknowledge a blow 

Injuries during a bout 

Fighters must act in a prudent and reasonable manner at all times in order to avoid injury to themselves, 
their opponents, tournament staff, and spectators. Any fighter who acts in an unsafe or malicious 
manner may be disqualified from further participation in the tournament at the discretion of the 
Tournament Administrators. 

 -No fighter, coach, or spectator will enter the arena to assist with an injury unless called for by 
the Head Judge or Tournament Administrators. 

 -If a fighter injures his/her opponent to such an extent that he is unable to continue 
participating in the tournament following a five-minute recovery period, the bout will be recorded as 
“incomplete due to injury.” In evaluating such cases, the Director and will ask the injured party if he can 
continue; however, the ultimate decision to allow the injured fencer rests with the Head Judge, 
Tournament Administrators, and the on-site medical personnel. 

 -If the competitor later feels they are able to complete the bout, AND if opportunity exists 
within the tournament schedule, as determined by the Tournament Administrators, the completion of 
the bout will be allowed. If for any reason the bout cannot be completed, it will be recorded as a Loss for 
the injured participant. 

 -In all cases of injury, the judges and tournament administrator will make an assessment as to 
whether the injury was inflicted maliciously. A fencer who injures his/her opponent maliciously shall be 
disqualified from the tournament. 


