NAAMA Rules for Fighters

Current at 15th March 2007

· Common sense, reason and the spirit of the game shall prevail, and the Marshal is responsible for reasonably interpreting and enforcing the rules.

· Do not ever hit your opponent's head (except in designated head-blow combat), throat or groin. Hits to the hands ending at the wrist, or feet ending at the ankles do not count as kills. Do not deliberately target elbows, knees or the spine, but if they are hit, they are kills.

· All blows must be controlled and a touch is all that is necessary for a hit to be counted.

A hit that leaves a bruise is excessively hard – you most likely won’t be yelled at but you are expected to show you are sorry.

The back end of a weapon can hit as solidly as the front. If you find yourself regularly hurting people with any part of your weapon, you shouldn’t be using it.

· Before you use a weapon, your club captain has to give permission for you to use it

· Everyone in combat must wear a rigid helmet, with chinstrap, and at least leather gloves

The marshal will decide if your helmet will provide adequate protection.

If your helmet or gloves come off, or your weapon breaks, retire immediately from combat

Further armour on the hands is highly recommended.

The wearing of modern armour (e.g. mouthguards, boxes, breast protection) cannot be disallowed on grounds of authenticity.

· Do not fight if you have consumed alcohol, smoked or eaten dope, taken party drugs, etc, in the last eight hours. If you even think you might be under the influence, even after eight hours, don't fight.

· Report to a marshal attending the combat before you enter combat yourself

Checklist for combatants before they enter combat:

- helmet and gloves

- take off all sharps (e.g. boot knives) and points (e.g. spike cloak pins)

- do you have your club captain's permission to use your weapon? Weapon combo? shield?

- are your weapons clean, burr free and checked by the marshals?

- are your shield and armour NAAMA legal?

- will your fighting be affected by drugs, alcohol, lack of sleep, stress, or bad temper?

- are all your open wounds dressed?

- is there anything the marshal should be aware of regarding your specific circumstances?

- do you know this specific games rules?

The marshal should check all this with you when you report in.

If you change weapons in the middle of combat - they too must be passed by the marshal

· If you are bleeding you must leave the field immediately


Current tetanus and hepatitis B immunisations are highly recommended

· You can always choose not to fight someone. You do not have to give a reason.

· If you hear the call "stop", "break" or "hold" immediately stop fighting, take up the call yourself, and wait for the marshal to call continue.

· Everyone has the right to call a break if they feel it is necessary. Of course if you abuse this right, people are bound to get sick of you.

· In head-blow combat the only head strike you are allowed to do is a descending vertical strike to the crown of the helmet

· Do not grab blades.

· Grappling and unarmed strikes are permitted.

· Spears are easily knocked up in combat. When making an attack with a spear, don’t aim the tip above shoulder height.

· If your opponent controls your fall to the ground, you're dead

i.e. tripping or grappling or controlled pushing – but it’s not ok to smash or slam a person a weapon or a shield.

Whatever you do, do not roll about people’s feat wrestling and stabbing at each other.

· Optional Armour rules: only 3mm+ hardened leather and/or metal armour counts. If you have armour on your chest and back, then any hits to armour on your limbs are not kills.

