BATTLES IN THE NORTH LONGSWORD AND SWORD & BUCKLER TOURNAMENT RULESET
Chapter I. Permitted Offensive Actions That Score
There are five ways to score in a longsword competition:
1. Cutting at the opponent with either edge of the sword. Very light cuts may not award points to the fighter performing them.
2. Thrusting at the opponent with the point of the sword. If the sword does not bend even slightly, the thrust does not award points to the fighter performing it. Strikes to hard surfaces, such as the mesh of the mask, are exempt from the bending requirement.

3. Pommel strikes. It is allowed to strike at the opponent’s mask with the pommel of the sword. Striking anywhere else does not award any points.
4. Palm strikes. It is allowed to strike, with an open palm, at the mesh of the mask of the opponent. Striking anywhere else does not award any points.
5. It is allowed to lead, without grappling with any part of the opponent’s body, the opponent to step with both feet out of the boundaries of the fighting area, to gain a point.
Chapter II. Permitted Actions That Don’t Score
1. Grabbing the hand, forearm, elbow or arm, or the hilt of the sword of the opponent, as long as it is used to allow for the landing of a blow soon after.
2. Grabbing the blade of the opponent, as long as it is static at the moment.
3. Pressing the opponent out of balance or pushing him to a direction by using sword-on-sword. Any part of the sword against any part of the sword is valid.
Chapter III. Forbidded Actions
It is forbidden, in pain of instant disqualification, to:
1. Punch, elbow, kick or knee an opponent.
2. Grapple with an opponent standing, with the exceptions stated above.
3. Take an opponent down in any way, as well as grapple on the ground. However, if an opponent slips and falls, or is thrown by being pushed by the sword, the fighting will continue.
4. Deliberately trying to “snake” the blade into openings in the protective gear, especially in the throat area.
5. Strike with the crossguard.
6. Strike with the buckler.
7. Throw your weapon to the opponent.
8. Attack the opponent while a piece of his protective equipment, especially the mask, has fallen off.
9. IGNORING THE REFEREE’S “HALT” COMMAND.
10. Excessive and unnecessary brutality, especially of the dangerous kind.
Chapter IV. Scoring
3 points are awarded for: Cuts to the head or neck, thrusts to the head, neck or torso, provided that they are of adequate strength.
2 points are awarded for: Cuts to the torso, provided that they are of adequate strength.
1 point is awarded for pommel strikes, palm strikes, cuts and thrusts to the arms, shoulders and legs, as well as driving the opponent out of the fighting area.
Chapter V. Double-Hits & Afterblows
A double hit is when both fighters strike each other simultaneously, within the same tempo. When a double hit happens, no fighter scores. If three consecutive double hits occur, both fighters lose all points and play for a sudden death exchange, which will decide the match. Therefore it is crucial to defend against double hits and not pursue them, but consider defending as well as attacking properly.
If a fighter successfully strikes his opponent, there is the, rather large, time window of 1 second for an afterblow. An afterblow is a blow that lands after one that was received. In the case of an afterblow, no fighter scores. An afterblow doesn’t reset the three strikes towards sudden death, but nor does it count towards them. It is as if nothing ever happened. Therefore it is again important to not ignore defending after having struck. An opponent that has been hit has only one attempt at an afterblow, within the time-frame of 1 second. If he misses, he cannot attempt another valid afterblow.
Chapter VI. Elimination Fights & Finals

All fights of the tournament are fought on a challenge basis and are elimination fights. Fighters stand, fully geared, in a circle and, starting from the youngest to the oldest, they challenge another fighter of their choice. They immediately step in the fighting area and fight to 7 points. The winner keeps the mask on, while the loser removes it. They both return to the circle. The circle continues until there are two fighters left with their mask on.

The Longsword and Sword & Buckler finals are fought to 10 points.

There is only one winner in Longsword and there is only one winner in Sword & Buckler. The winner takes all the spoils of that particular tournament, but cannot then participate in the upcoming tournaments, in order to prevent one person hoarding the spoils of all three tournaments and running out of luggage space on the flight back!

