
PW 48 War Point Descriptions:

Unbelted Champions:

Format:  20 fighters per side, full field melee

Passes:  Single pass

Time Limit:  none

Victory Condition:  Last fighter alive

Note:  This battle is limited to members of the East Kingdom and Middle Kingdom.  No one who is a 
member of the Order of Chivalry, a Royal Peer by their own hand, or Royalty may compete in this battle.  
Sitting Crowns may not compete. No missile weapons.

Belted Champions:

Format:  20 fighters per side, full field melee

Passes:  Single pass

Time Limit:  none

Victory Condition:  Last fighter alive

Note:  This battle is limited to members of the East Kingdom and Middle Kingdom.  Only members of the 
Order of Chivalry or a Royal Peer by their own hand may compete in this battle. Sitting Crowns may not 
compete. No missile weapons.

Armored Heroic Champions:

Format:  Single Combat, styles do not need to be matched

Passes:  15 Fighters per side, 3 unbelts, 12 members of the Order of Chivalry.

Time Limit:  none

Victory Condition:  The side the wins the majority of the single combats

Note:  Double kills will be refought until there is a clear winner.  Unbelts will fight unbelts, chivalry will 
fight chivalry.

Rapier Heroic Champions:

Format:  Single Combat, styles do not need to be matched



Passes:  19 Fighters per side,  17 rapier, 2 Cut and Thrust 

Time Limit:  none

Victory Condition:  The side the wins the majority of the single combats

Note:  Double kills will be refought until there is a clear winner.  

Rapier Melee Champions

Format:  10 fighters from the East or Middle, 10 per side from Allies, limited field melee

Passes:   Three passes: One East vs Mid, one Allies vs Allies, one combined (20 vs 20)

Time Limit:  none

Victory Condition:  Last fighter alive

Allied Champions:

(SUBJECT TO THE OPINIONS OF THE ALLIED KINGDOMS)

Format:  XX fighters per side, capture the flag, restricted field resurrection battle

Passes:  Single pass

Time Limit:  60 minutes

Victory Condition:   Capture-the-flag: Two flags, scored by moving flag from your opponent’s flag base to 
your own. Total score at the end of the hour wins the point. Flag bearer must have gauntlets, and is 
engaged 360 degrees

Description: “Soccer” substitutions (once you leave, you may not re-enter). Each side may bring a 
maximum of X substitutes, for a total of XX participants per side. All those waiting to sub in must be in 
the substitute box off the field. All others must move to the sidelines as they come out. Interval 
resurrections: As combatants die, they move to the resurrection box. Every 3 minutes, the resurrection 
box is released. Dead who are not yet inside the resurrection box at release must wait until the next 
release. Likewise, if, while in your resurrection zone, your helmet is off at release, you may not release.

Note:   Allies only may fight. No “King’s men” principals may fight.  No missile weapons.

Armored Field Battle:

Format:  Full Field Melee, no resurrection

Passes:  Five passes.  

Time Limit:  none



Victory Condition:  Last fighter living wins each pass (Victory Condition in the fifth pass is Death of the 
Principal King, East or Mid)

Notes:  All holds are general.  Combat Archery is allowed in the second and fourth pass.  In the first pass 
the East will start on the West side of the field and the Middle will start on the East side.  In the second 
pass the East will start on the North, the Middle on the South.  In the third the East will start on the East 
and the Middle the West.  In the fourth pass the East will start on the South and the Middle the North.  .  
In the fifth pass the battle will be fought in the original position.  In the fifth pass the Kings of the East 
and Middle will each be escorted by a banner bearer, who cannot fight nor be engaged, and a marshal 
with equipment to signify the defeat of the King.

Rapier Field Battle:

Format:  Full Field Melee, no resurrection

Passes:  Five passes

Time Limit:  none

Victory Condition:  Last fighter living wins each pass (Victory Condition in the fifth pass is Death of the 
Principal King, East or Mid)

Notes:  All holds are general.  No rubber band guns.  In the first pass the East will start on the West side 
of the field and the Middle will start on the East side.  In the second pass the East will start on the North, 
the Middle on the South.  In the third the East will start on the East and the Middle the West.  In the 
fourth pass the East will start on the South and the Middle the North.  In the fifth pass the battle will be 
fought in the original position.  In the fifth pass the Kings of the East and Middle will each be escorted by 
a banner bearer, who cannot fight nor be engaged, and a marshal with equipment to signify the defeat 
of the King.  Kings may not be defeated with death from behind.

Armored Woods Battle:

Format:  Woods Battle, unlimited resurrection, no siege, combat archery, or thrown weapons

Passes:  one  

Time Limit:  90 minutes with a banner count at 30, 60, and 90 minutes +/- 4 minutes  (at each check).  
The exact variant of time check is generated by the marshals prior to the start of the battle and is not 
revealed to combatants. Medical holds are general holds and stop the clock.  Only medical holds can 
stop the clock. All holds, except medical, are assumed to be local and do not stop the clock.



Description:  There will be four banners located in the woods:  Three fixed banners located in a stagger 
along a line equal distant from the Eastern and Middle resurrection points with one banner 300 ft closer 
to the Middle and one 300 ft closer to the East, one banner dead center and one mobile banner (in the 
same location as the center banner).  

The mobile banner will start the battle in the absolute center of the woods.  After it is captured it may 
be moved. There will be a zone delineated as a band across the center of the woods 300 ft feet wide 
equidistant from each sides’ resurrection points.  The mobile banner must stay within this zone

All banners must be upright, visible, and displayed at all times.

Victory conditions:  At the banner count each fixed banner controlled (control indicated by that army’s 
color being held up) is worth one check point.  Having the mobile banner in your own scoring zone is 
worth two check points.  If the mobile banner is not in a scoring zone it is worth no points.  If a banner 
color is not upright it is not scored

Notes:  Only a gauntleted hand may hold a banner. The mobile banner must be carried above the waist 
and be clearly displayed. The banner bearer is engaged 360 degrees while carrying the mobile banner.  
The blow force to kill/injure the banner bearer without traditional engagement shall be judged as a 
positive force blow significantly lighter than a normal blow .   If the banner bearer is killed the banner 
must be dropped by the dead banner bearer. Anyone with a gauntleted hand may pick up and move the 
dropped banner.

  Each banner will be marshalled by a marshal from the East and the Middle (two marshals).(picture 
below is a representation of intent.  Final layout to be conducted by the marshals)

 

Rapier Woods Battle:

Format:  Woods Battle, unlimted resurrection, resurrection occurs when a combatant returns to its 
resurrection line

Passes:  one pass consisting of two halves



Time Limit:  60 minutes total with a banner count at 15⁺⁄₋4 & 30⁺⁄₋4 minutes of each half.  The exact 
variant of time check is generated by the marshals prior to the start of the battle and is not revealed to 
combatants. Medical holds are general holds and stop the clock.  Only medical holds can stop the clock. 
All holds, except medical, are assumed to be local and do not stop the clock.

At 30 minutes there will be a 10 minute break where all banners and chests will be reset to their starting 
positions and all combatants must return to their start/resurrection line

Description:  The field will be laid out with a Southern and Northern start/resurrection line running East 
to West.  Half way between and equidistant to the start/res lines will be banner line.  On the banner line 
there will be three banners: one in the dead center of the banner line, one banner to the East and one 
to the West equidistant to the central banner but not within sight of it.  All banners are static.  The 
banners will be marked on either end with Red and Blue.  To be counted a banner must be held with one 
color aloft.  All held banners must be upright, visible, and displayed at all times.

There will be two chests in the Woods each placed by the principal King and marked according to their 
side (red/blue).  The kings may place their chests within the chest starting zone on their end of the field 
as defined by the battlefield map. These chests may be captured and moved.  The chests must be 
carried by two people in order to be moved. A chest may not be moved closer than 75’ to its own 
start/res line. The people carrying the chest must move in a manner safe for conditions and must be 
mindful of running engagement rules. If engaged they may not run through the engagement.

At the start and second half of the battle all combatants must be at their start/res line. Each principal 
King (or designated champion) must start the battle at their chest and must be in contact with the chest

Victory conditions:  At each time check control of the banners and chests will be counted and will be 
scored as follows:  Control of a banner is worth 1 check point, having your chest in its starting point is 
worth one check point, and having your opponent’s chest at your chest limit line is worth 1 check point.  
The side with the most points wins the check.

(picture below is a representation of intent.  Final layout to be conducted by the marshals)



CA/Siege War Point Battle Rules 
 Scheduled duration of entire battle: 2 hours

o 30 minutes at the beginning to explain the rules and answer questions.
o Each scenario will run 20 minutes with time between to reset
o There will be a bonus round at the end to determine the “Hot Shot”.

 Thrown weapons, combat archery, and siege are allowed.
 No rattan weapons allowed unless they are thrown weapons.
 All thrown weapons must be inspected before the day of battle and painted. 
 Minimum of 5 ft space required to throw/shoot at a target.

o Not “clear the bow”. 
 Shields cannot be stacked on top of each other to form an impenetrable wall.
 Pavises may be moved, but must be placed prior to use.
 Engines are destroyed by taking 3 siege rounds or being reduced to lower than required 

crew members.
 The field will be 200 ft (East/West) by 150 ft. (North/South)
 Siege engines will be restricted to a 50 ft wide area inside the east and west sides of the 

field.  This will be considered a “no person’s land” except for engine crews.


