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TaurHEMAchia 
2015 

-Ruleset- 
Version 3.0 – July 2015 

TaurHEMAchia is the annual event of the ASD “La Sala de l le Armi” , in cooperation with 
“Speculum Historiae”. 
 
The event is organized so to provide a chance for different schools and realities to meet in order to 
let this Martial Art grow. 
The spirit of this ruleset is to favour the striving for cleanliness and correct strike execution in a 
competitive context, in addition to a sportsman-like and knightly conduct. 
  
This ruleset has been written by the Organizers and will be used in the course of the third edition of 
the tournament “TaurHEMAchia – 2015”. It is highly advisable to read it for all participants and it is 
mandatory to learn for all referees. 
  
This year we have introduced some important changes that have been highlighted with the symbol 
[!]. Please pay attention so to live the tournament experience in the best way possible. 
 
Let the tournament begin! 
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1 )  Inspect ion of athletes, weapons and 
equipment 

Athletes younger than 18 cannot take part to the tournament [!]. 
 
Committee 
At the beginning of the event, a committee will identify the athletes and will inspect the conformity of weapons 
and equipment.  
In case of non-conformity issues of one or more personal equipment, these won’t be allowed for the entire 
event and, only if possible, the athletes will be helped replacing the object.  
The organisation invites participants to kindly lend their own equipment, in an optional manner, but is not 
responsible for the real availability of the suitable gears. If a participant will be found without the correct 
equipment, and if there won’t be the opportunity to replace or lend it, the athlete will be automatically 
considered out of the tournament.  
Weapons and protective gears must be approved by the committee at the beginning of the event and the 
use of non-approved equipment won’t be permitted. For the proper execution of the event itself, every 
decision by the committee will have to be considered unquestionable. 

 
 
Minimum mandatory equipment 

• Fencing mask certified CEN LVL 2, aka 1600N, with gorget 

• Additional external gorget (i.e. Allstar, PBT) or gorget integrated with the mask overlay (e.g. Trinity from 
SPES) [for Rapier is mandatory a gorget under the mask] 

• Rigid occipital protection (e.g. SPES, PBT) 

• Padded jacket, gambeson, modern fencing Maestro plastron with long sleeves or other sufficiently 
padded fully covering protection (from wrists to hips without openings) 

• Breast protection (for women) 

• Groin protector (for men) 

• Hips protection (padded or rigid) if not covered by gambeson 

• Rigid shin guards and knee protections 

• Gloves: specific HEMA gloves (i.e. Red Dragon, SPES, Ensifer, Absolute Force); gloves which are too light 
will be forbidden due to the high risk of hand injuries. Light and lacrosse gloves will only be allowed 
during the Arming Sword and Buckler (buckler’s hand) and Rapier tournaments [!] 

• Optional: any modern 350-800N anti-cut clothing (i.e. trousers, plastron, jacket) in addition to the 
obligatory equipment.  

• Anti-cut plastron 800N is mandatory for Rapier tournament 

• Metal swords: flexible (federschwert), with rounded tip/flat/forged with mandatory soft tips protectors 
(rubber or similar) and covered with red tape [!]. Weapons that will not satisfy the safety requirements 
will be excluded by the organization 
 

NOTE: PROHIBITED every metal protection and/or re-enactment equipment; re-enactment, non-flexible or too 
heavy swords are not allowed. 

 
For safety issues it will be furthermore prohibited: the use of glasses under the mask (except for sport-
specific glasses; in case of severe vision problems contact lenses will be mandatory), piercing, earring, 
necklaces, rings. 
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2 ) Duels carry ing out 

1

Duels 
Every duel is interpreted as a series of first-blood bouts, where the bout is interrupted every time a valid blow 
is delivered (see 3. Scoring system and valid techniques) and with a separate scoring system based on the 
hit location [!]. 
The duel happens in a secluded fighting space and is managed by the referee, who is responsible for the 
safety and due procedure of the duel. Every action is started and stopped by the referee, assessed by the 
judges and recorded by the table personnel. For any communication or request it is possible to speak to the 
referee outside of an action. 
 
 
Ver if icat ions and preparat ions 
In every area, all the participants to the single round will be called by the table where the referee will proceed 
to the verification of the athletes’ identity and the proper type and state of weapons and protective gear, 
especially groin cups and breast protectors [!]. 
The names of the two athletes are announced, as well as the names of the next couple (which will have to 
prepare for the next bout). The duellists enter the arena, wearing all protections and weapons except for the 
mask, and take position at opposite corners (red and blue). 
 
 
Attendant 
Every duellist has the right to be accompanied by a persona “attendant” if he wishes so. The attendant can 
assist the duellist in the course of the entire fight provided he does not interfere and keeps a sportsman-like 
approach. The referee will otherwise send him away. 
The attendant can provide the athlete with technical, tactical and time-related advice (he can therefore track 
the time) only during a stop. It is therefore forbidden to communicate with athletes during the fights. 
 
 
Delay  
The duellist that, without any valid motivations, doesn’t arrive within 1 minute since the call will automatically 
lose the duel. If the attendant doesn’t arrive within 30 seconds, the duellist will face the bout without him. 
 
 
Admi tted personne l 
The only people who can stay within two meters of the arena are: the duellists, the referee, the three judges, 
the table personnel and – in case – one attendant per duellist. The referee has the power to send away – in 
case of unfair behaviour or disturbing activities - an attendant or anyone in the audience. 
 
 
Salu te 
At the beginning and at the end of every fight it is mandatory for each duellist to greet each other (with a 
bow, saluting with the sword etc.) in sign of respect. In case of the duellists forgets, the referee will request 
the athlete to greet the opponent; in case he/she will fail to comply for offensive purposes, there is a risk of 
sanctioning or of being expelled. 
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2

Dur ing the due l  
1. Duellists take position at red and blue corners. The referee calls to order the personnel at the table 

(scorekeeper and timekeeper) with the command “Table, ready?”, the judges with the command 
“Judges, ready?” and the athletes with the command “Fencers, ready?”. As a response to these 
commands the judges raise their flags, while the fencers salute each other and the judges and get 
ready for the fight. At the  “Fight” command, the duel starts and the timekeeper starts the stopwatch. 
 

2. As soon as one of the judges sees a successful hit/technique calls “Colpo" or “Point”. As soon as the 
referee hears the judge, he stops the bout calling “Alt” and divides the duellists using his staff (if 
necessary). The duellists return to their respective corners. At the “Alt” signal the time is stopped and 
will continue at the next “Fight” signal. 

 
3. The referee calls “Judges” and the judges express their votes watching the floor, without looking to 

each other (BTW: it is forbidden to change the vote after seeing other judges!). 
 

4. The referee calculates the score and communicates it to the scorekeeper, which confirms the vote 
and updates the board. 
 

5. If the score does not determinate the end of the entire duel, the fight continues returning back to 
step 1. 
 

6. At the end of the bout (see 7. Victory), the referee declares the final score and calls the fencers for a 
salute. The scorekeeper communicates the final score and calls for the next pair of duellists. 

 
 
Timekeeping 

• When the fight arrives to half time, the timekeeper calls “Half time” and this is repeated by the 
referee. 

• When the time runs out, the timekeeper calls “Time” and the referee stops the bout calling “Alt”, 
depending on the action (an action which is in progress can be allowed to continue to its end) [!].  
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3 ) Scor ing system and val id techniques 

Att r ibut ing scores 
The single assault is concluded when one or both contenders receive a hit on a valid target or when certain 
circumstances occur (wrestling actions, stepping out of the arena, disarm etc.). Every assault that it is 
concluded by the end of the duel is assessed by the judges. Single assessments contribute to scoring. 
 
 
Val id techn iques 
Thrusts and strikes on every protected area of the opponent (except invalid targets) are considered valid and 
effective; pommel strikes and centre-of-the-buckler strikes are only valid if delivered on the mask. 
Wrestling actions – if successful – also give points. 
 
 
Inva l id targets 
For safety reasons these targets are considered invalid:  

• Back of the head 

• Genitalia and groin area 

• Spine 

• Back of the knee 

• Ankles and feet 

• Fingers (from the knuckles to the fingertips) 

• Any body location accidentally devoid of protections. 
 

Direct strikes to these locations will not gain points and will be sanctioned unless malicious intent is absent.  
It is also forbidden to strike with the cross guard of the sword and the side of the buckler. 
 
 
Intens ity 
Specific request is made for participating athletes in moderating the energy of their strikes so that it is 
functional in combat and in the application of techniques, but that does not endanger the opponent. 
It is strictly forbidden to hit the opponent with a clear violent or malicious intent. The strikes should not have 
more power than required for athletes to "feel the blow." Is therefore always required a necessary control of 
each type of strikes, in order to avoid unnecessary injuries and to ensure as much as possible the safety of 
the athletes.  
The referee has the authority to rebuke and/or warn an athlete that, at his unquestionable discretion, bears 
the strikes with more power than needed and/or with insufficient control.  
 
If an athlete causes an injury to his opponent, and this is no longer able to continue within a maximum of 10 
minutes, the match is considered a tie (during the rounds) or a double defeat (in the eliminatory rounds). If an 
athlete causes 2 incapacitating injuries within the same event, he has to be considered excluded from the 
entire event itself. 
Any actions leading to the interruption of the fight to verify the health status of one of the athletes can be 
considered null at discretion of the referee, as excessively risky action [!]. 
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3b) Type of act ions [!] 

1

Clean Hit  
Delivering any valid technique with a weapon without being hit by the opponent is considered as a clean 
strike. The strike must be clear and effective (fast enough and/or with a “slicing” movement, simulating a cut). 
Strikes with the flat are considered invalid (with the exception of the head, in Longsword only), and so are 
strikes that are too slow or are not delivered with a “slicing” motion. 
Any action assessed by the judges as clean gives the performing athlete the entire score (based on the 
location). 
 
 
“Clean Hit” scores are as follows: 
 
For Longsword, Sidesword and Arming Sword & Buckler tournaments: 

• Cut or thrust to the head: 2 points 

• Thrust to the chest: 2 points 

• Cut to the chest: 1 point 

• Cuts or thrusts to the limbs: 1 point 

• Flat strike to the head (Longsword only): 1 point 

• Centre-of-the-buckler-strike to the head (only in Arming Sword & Buckler): 1 point 

• Flat strike to the body: invalid 
 
For Rapier tournament: 

• Thrust to the head: 3 points 

• Thrust to the chest: 3 points 

• Cut to the head: 1 point 

• Cut to the chest: 1 point 

• Cuts or thrusts to the limbs: 1 point 
 
NOTE: The thrust only gives 2 or 3 points if it stops on the targets, while if it hits and then slides away it is 
considered as a cut. 
 
 
Afterb low 
Every strike delivered in the Fencing Tempo immediately following the strike of the opponent – and delivering 
a valid technique – will be considered as “Afterblow”. The one who strikes the afterblow has 1 step and 1 
tempo at his/her disposal to deliver it (discharging a loaded strike without therefore having to prepare it). 
If the majority of the judges sees and scores a hit for both athletes, the action is considered an afterblow 
and the final score is calculated on the grounds of a subtraction between the scorings, no matter who hit 
first. 
Ex. 1: [A] hits on the arm, [B] hits on the arm → 1 point for A – 1 point for B = 0 points 

Ex. 2: [A] hits on the head, [B] hits on the arm → 2 points for A – 1 point for B = 1 point for A 
 
 
Double Hit 
Any actions leading both duellists to be hit during a single Fencing Tempo (so both strikes happen during the 
same action) is considered a “Double Hit”. 
In case the majority of judges assess the action as a double hit, no scoring will be given as a double hit 
implies the duellists have neglected the basic principle of fencing: to defend oneself. 
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Double Hit-re lated penalt ies 

• In the rounds: 
Beyond X “Double Hits” (whereas X is the number of fights per round), starting from the following 
double hit 1 point is subtracted (1 per each double hit) from the score of the round [!]. To calculate 
the double hit-related penalty the following formula will be applied: 
 
Number of total double hits – number of fights in the round = penalty in the round score. 
Ex.: In rounds of 4, for a total of 3 fights per participant, a total of 6 hits equals to losing 3 points 
from the score an athlete obtains summing up victory and draw points. 

 

• In the eliminatory rounds: 
On reaching 3 Double Hits in a single fight, both athletes will be considered defeated [!]. 

 
 
Ridoppiato Str ike  
A strike delivered in the Fencing Tempo immediately following the one when the athlete has delivered a first 
valid technique is considered “Ridoppiato Strike” (Doubled Strike). 
  
The fighter who doubles a strike has a maximum of 1 step at his/her disposal. For the ends of scoring, only 
the strike awarding more points will be counted. 

Ex.: [A] strikes an arm and then doubles on the head → 2 points for [A]. 
 
If the opponent strikes simultaneously with the doubled action, the action in its entirety is considered as a 
double hit. 
Example: [A] hits and arm and then doubles while [B] hits him → double hit. 
 
Any strike landing after the doubled strike is not considered valid as it comes after 2 Tempos from the first 
strike. 

Ex.: [A] hits an arm, doubles and then [B] hits him → doubled strike for [A]. 
 
 
Out of the arena 
If one of the duellists exits the arena with both feet, 1 point is given to the opponent. The judge or the referee 
will call “Out ”. If both duellists exit the arena, no points are awarded [!]. 
 
 
Disarm  
A “Disarm” grants 1 point. If, in the time just after the disarm, the fencer is also able to hit the opponent, 
additional point/s based on the location will be granted. Has to be considered a disarm an action that leads 
one of the duellists to take control of the opponent’s weapon (or if the opponent looses it) thus gaining a 
clear advantage.  
It is not considered a disarm to abandon the weapons in order to make a wrestling play. 
In case of accidental loss of the weapons it is adversary’s choice to let the fencer regain control of his own 
weapon or not. 
 
 
Abrazar/Ringen 
Every abrazar/ringen/wrestling play is considered valid if it leads to a clear domination (situation of clear 
advantage) of one of the two athletes in a 5 seconds time-lapse since the contact. For the action to be a 
valid wrestling play, judges don’t have to mark any intentional hit with the weapon (unintentional hits are not 
considered as valid) before or during the action itself: in this scenario, the hits will be counted for the score 
and the wrestling action will be considered as ineffective.  
Abrazar/ringen/wrestling supremacy counts 1 point. 
 
After 5 seconds, if there is no clear evidence of supremacy, the referee stops the assault and no point is 
assigned. 
 
In case of a submission, that is when one duellist beats twice with the hand on the ground or on the 
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opponent, the referee immediately stops the assault and 1 point is scored for the duellist who made the 
submission.  
Abrazar/ringen/wrestling plays must not give any harm to joints, neck, head or genitals. 
NOTE: punches and kicks score no points: they will have to be light and have not to be directed to the mask 
for safety reason. Have to be considered valid only frontal pushing kicks or tripping actions; circular or joints-
directed kicks will be forbidden and punished [!]. 
 
Only for Rapier tournament: wrestling actions won’t be considered as valid and permitted (then warned by 
the referee). On the contrary it is permitted to control the handle/grip/guard of the adversary weapon [!]. 
For Rapier tournaments it is also forbidden to abandon the weapon to start a wrestling play [!]. 
 
 
Fal l ing and turn ing 
If a duellist falls accidentally, 1 point is scored for the opponent, unless the duellist is not able to regain a 
guard position as soon as possible. 
If one duellist turns his back to the opponent, 1 point is scored for the opponent. 
NOTE: if a duellist hits with a clean hit, but after that he falls or turns his back thus preventing the execution 
of the afterblow, no point is scored (the action is automatically counted as an afterblow). 
 
 
Forb idden actions (thus punishable by the referee): 

• Throw the weapon, leaving it with both hands 

• Hit an incapacitated or injured opponent 

• Grab and remove the opponent’s mask 

• Continue the duel if the referee calls the “Alt” 

• Continue the duel if the opponent loses his mask 

• Voluntarily hit an invalid target 

• Charge and contact the opponent with a direct run (it is possible to run in order to regain space/exit 
from the engagement or to gain a position in the arena, but it is forbidden to charge the opponent 
from the corners for safety issues) 

• Triumph in an excessive and/or offensive fashion 

• Insult the opponent or the arbitral figures 

• Avoid to salute the opponent at the end of the bout, even after a recall by the referee (with the result 
of loss of the bout) 

• Generally speaking to bear an unsportsmanlike behaviour 
 

The sanction could be a simple verbal recall or the application of a penalty (see 6. Penalty) 
 
 
Interrupt ion requests 
For safety issues, it is possible to interrupt the duel by raising the hand in a visible and unquestionable way. 
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4 ) Arbitra l f igures 
 

Arbitral figures are 6: 
 

• Referee : he owns a staff, symbol of his office that uses in the direction of the duels. He has the 
task to manage the duels, starting off and interrupting the bouts, to communicate the scores, to give 
penalties, and he’s the referenced figure for any doubts on scoring and rules. He has the most 
neutrality and subjectivity, and his decisions are unquestionable. His commands: “Fight”, “Alt”, 
“Judges”, “Half time”, “Time”, “Out”. 
 

• 3 Judges : they have the task to observe the duels from 3 different angles and assign the score. 
They can move in their respective spaces in order to have better point of views of the actions. The 
judges are unquestionable. It is forbidden to talk and distract judges during the duels, otherwise the 
exclusion from the arena. Their commands: “Colpo”, “Alt”, “Out”. 
 

• Scorekeeper : he has the task to summon the athletes in the arena and to update the scoreboard 
with the scores given by the judges and validated by the referee. Moreover he keeps track of 
double hits and possible penalties communicated by the referee. 
 

• Second scorekeeper/Timekeeper : he has the task to supervise the time and to communicate 
its ending to the referee. His commands: “Half time”, “Time”. 

 
Each arbitral figure could and must stop the duel in harmful situations (e.g.: swords breakage, protective 
equipment break or loss, injuries, dangerous behaviours, interference of non-allowed people, etc.). 
Any arbitral figure could point out an unsportsmanlike behaviour. 
Every decision made by the arbitral figures is unquestionable, otherwise the assignment of penalties or the 
exclusion from the arena. 
Will be accepted as arbitral figures only persons previously nominated and tested by the Organization. 
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5 ) Scor ing system [!] 
 

Two judges on three must agree on the athlete delivering the strike for it to be validated into a point (except 
in the case of abstention of 2 judges). To validate the strike clean hits, afterblows and double hits will be 
taken into account. The action is assessed according to the majority of the opinions. 
After that the score will be calculated (according to what has been explained above). 
 
Examples: 

• Judge 1 signals a clean hit by A, Judge 2 a clean hit by A, Judge 3 an afterblow (or double hit): 
since 2 judges signalled for A, the action is considered as a clean hit for A. 

• Judge 1 signals a clean hit for A, Judge 2 a clean hit for B, Judge 3 an afterblow (or double): since 
there are 2 actions signalled per athlete the action is considered as an afterblow.  

• Judge 1 signals a clean hit for A, Judge 2 a double hit, Judge 3 an afterblow: since there are 2 
actions signalled per athlete, the action is considered as an afterblow. 

• Judge 1 signals a clean hit for A, Judge 2 a double hit, Judge 3 a double hit: since there are 2 
double hits signalled, the action is declared a double hit. 

• Judge 1 signals a clean hit by A, Judge 2 a clean hit by B, Judge 3 an invalid strike: since there are 
NOT two actions signalled per athlete, the action is declared null. 

 
 
These are the gestures through which the judges give scores: 

• Clean Hit  - 1 point for red/blue → single flag of the respective colour held horizontally at shoulder 
level looking outwards. 

• Clean Hit – 2/3 points for red/blue → single flag of the respective colour held vertically over the 
head. 

• Afterb low → both flags are raised (horizontally and outwards or vertically according to the location 
of each athlete’s strike). 

• Double Hit → both flags held horizontally at shoulder level towards the arena. 

• Out of the arena → he flag with the colour of the duellist who exited the arena is directed 
towards the line and there is vocal confirmation of the judge “Fuori dall’arena”/”Out” [!]. 

• Dir ty act ion/ Inef fect ive b low → flags crossed in front of the judge’s chest in a clear and 
unquestionable way 

• Abstent ion → flags crossed behind the back of the judge. In case of abstention (e.g. one action 
not clearly seen or doubts on its execution), the judge won’t be taken into account for the vote. In 
case of abstention of 2 judges, the vote of the remaining one will be sufficient in order to assign the 
score. 

 
 
Declarat ions 
If the duellist wishes he could declare a received successful hit (if this is not seen by the judges) or an invalid 
action he made (in case this is counted as valid): in these scenarios the point of view of the athlete will have 
the priority on judges evaluation. Obviously only statements that modify the score in disadvantage of the 
declaring athlete will be accepted. 
Conversely declarations that could assign the point to the fencer itself (e.g. the athlete declares to have hit or 
if he declares not to have been hit) won’t be accepted. 
 
The declaration must be made directly to the referee in a clear and unquestionable way only after the 
judges’ vote (in order not to influence it) and before the beginning of the next duel. The referee will ask the 
athlete what type of declaration he intends to make (reduction of the obtained score, of received hit, etc.), will 
repeat it aloud, eventually modifying the previously expressed score. 
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6 ) Penalt ies 
 

7) Victory 
 

If an athlete fails to comply with one or more of the rules, or if he bears an unsportsmanlike behaviour, or if 
he doesn’t respect the arbitral decisions, a formal recall or one or more penalties will be assigned. 
 
The system provides 3 types of penalties, identified by the respective card: 
 

• Recall (white card) 

• 1 point loss (yellow card) 

• Loss of the duel (red card) 

• Exclusion from the event (black card) 
 

The first athlete that reaches the maximum, or that has more points at the end of the time wins the duel. 
 
For Longsword, Sidesword and Arming Sword & Buckler tournaments: 

• In the rounds: victory at 4 poin ts or advantage at 1 min ; 

• In the eliminatory rounds: victory at 8 poin ts or advantage at 2 min . 
 
For Rapier tournament: 

• In the rounds: victory at 5 poin ts or advantage at 1 min ; 

• In the eliminatory rounds: victory at 10 poin ts or advantage at 2 min . 
 

For the finals a single 2 minutes bout will be 
disputed; the first athlete that reaches 8 
poin ts [10 for Rapier] or that has more 
points at the end of the time, wins the 

duel. 
 
In case of a tie, wins who achieve the 
“Golden h it”: the first clean hit in a 1 
minute time. On the contrary, judges will 
vote for the winner, by raising their 
flags, based on technical expression. 
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8) Tournament organizat ion 
 

The rounds are composed by 4 duellists (unless changes related to organization). 
 
At the end of the rounds, a general rank ing will be compiled.  
The first athlete of each round will directly pass on the eliminatory phases, plus a number of athletes in order 
to reach a total of 4, 8, 16 or 32 duellists. 
The ranking will also define the coupling for the eliminatory phases, matching together the first of the ranking 
with the last, the second with the second to last and so on. 
 
The rounds’ rank ing will be compile according to the following criteria, divided by the number of bouts, in 
order of priority: 

• presence/absence or the number of penalties and admonitions 

• number of victories (3 points) and draws (1 point) 

• difference between successful hits and suffered hits (delta = successful - suffered) 

• lesser double hits 

• winner of the direct bout 
 

In case of a further tie, a bout with “Golden hit” will be disputed. 
The same criteria will be used to compile the general rank ing and in case of a catch-up . 
 
The el iminatory rounds will be conducted 
with direct exclusion of one of the two 
athletes, with a “Golden hit” in case of a draw 
or direct exclusion of both athletes in case of 
excessive double hits, except for catch-up, 
until the final rounds. 
 
Awarding of medals will be expected for 
1st, 2nd, 3rd and 4th place for every 
tournament discipline. 
 
 

 

 
 

TaurHEMAchia by La Sala delle Armi is a creation of  
Alessandro Gallo, Davide Gallo and Simone Jacopo Amadeus Penso and it is distributed under the License: 

Creative Commons Attribuzione - Non commerciale - Condividi allo stesso modo 4.0 Internazionale. 
 

We wish to thank our brother-in-arms Alberto “Nox” Brandi, from Accademia Marziale Europea, 
for his precious help in revising and translating this ruleset. 


