Dagorhir Informational Document

For Indiana University of Pennsylvania Chapter

Note: All information in this document is not facsimile of the rules of Dagorhir. All contents of this article are highlights of the rules, and will not include full errata on any particular rule. If there are any questions, comments, or concerns please e-mail me, (Mercaine@maethodoron.com) and we can discuss any problems that may be present in this document. All information in this document is to be used as a quick reference to the rules and not as the rules. The official Dagorhir handbook can be found and downloaded on http://www.dagorhir.com/dagorhir/Rules.htm. In addition, all information in this document is subject to change without notice please be referring back regularly. Changes may also be made during a meeting and may not necessarily be reflected in this document by the next event or practice. Thanks, Mercaine.

Fighting Rules: 

I. Beginning a Battle

a. At the beginning of a battle after the scenario is chosen fighters should assemble in their selected groups or positions and wait until “Lay On” is called.

b. Calling “Lay On”

i. Fighters cannot begin fighting until the calling of “Lay On”

ii. Fighters CAN begin attacking the moment “Lay On” is called

iii. Only the Heralds or designated fighter may call “Lay On” to begin the battle. 

II. Engaging an opponent

a. Engagement can come in any form with any weapon all fighters are expected to keep a “fighting stance” during the battle to signify they are still alive and able to engage other fighters *

b. Legal Targets: These are any target that can be struck legally in battle to inflict damage to any fighters. 

i. Torso: These hits include hits to the inside shoulder, stomach, chest, sides, back, and groin region. 

1. Torso Hits are kills

a. Armor Adds one additional hit to a torso in armored regions before kill. 

b. Red weapons wielded as “red” ignore armor.

c. A Torso hit is any hit above the BEND of the leg

ii. Legs: These hits include thigh, calf, and knee regions

1. Leg hits cause the fighter to “lose” that limb

a. If leg is lost fighter must drop down to their knees and present the “good” leg forward. 

2. Feet off the ground are also considered leg hits

3. A second hit (hack) to a “dead” leg does not do any further damage

4. Thrusting (Green) weapons incapacitate the leg, not remove it. 

iii. Arms: Arm hits range from the shoulder to the wrist. 

1. Arm hits cause the fighter to “lose” that limb

a. Lost arms must be placed behind the back for the duration of the fight or until healed.

2. A hit to a hand off a weapon constitutes a legal hit to an arm. 

3. A second hit to a “lost” arm is considered a torso hit and the fighter is dead. 

4. Thrusting (Green) weapons incapacitate the limb, not remove it. 

iv. Head: This is considered from the Neck to the top of the skull

1. Heads are only legal targets when being attacked by White or  Yellow Weapons

a. Hits to the head from Thrown projectiles such as arrows, rocks, or javelins are kills. 

b. These are nullified by the usage of helmets. 

2. Heads are otherwise illegal targets and should not be attacked by any “Held” weapon

c. Illegal Targets: These are targets that are not legal during conditions

i. Head: See Above

1. The head is not to be struck, swung, or thrusted at by any weapon that is still in the hands of a fighter

a. Red, blue, green weapons are not to be used against the head of opponents. 

2. Yellow weapons such as javelins are to be THROWN at opponents and in the event of a hit to the head, it is a Kill

ii. Hands on Weapon

1. A hand holding a weapon or Shield is not a legal target

2. If struck in that hand the attack is considered a successful deflection. 

iii. Feet on Ground

1. A foot planted on the ground is not a valid target to do damage. 

2. If the foot is hit below the ankle, it is a null attack. 

iv. Neck

1. At no time is the neck to be used as a legal target for attacking

2. Necks can be valid targets for Arrows, rocks and javelins travailing at least their minimum distance

III. Special Situations During Combat

a. Kneel’s

i. A kneel is called when there are any dangerous situations apparent on the battle field that could cause harm to any member of the fight

ii. Any person on or off the field can call a kneel if they see danger

iii. When Kneel is called all fighters MUST drop to their knees where they were until further instruction

1. At NO TIME will a fighter be permitted to continue fighting during a kneel. 

iv. When the kneel is resolved all fighters will be asked to resume positions

b. Head/Neck Shots

i. If a fighter hits another in the head on accident it is common courtesy that the fighter calls death in show of respect for the injury *

ii. If a fighter intentionally hits another in the head/neck they WILL be removed from the battle by a Herald following the incident

c. Injury

i. If a fighter is injured during the battle a kneel will be called

ii. The injury will be tended to and the fight will resume after the problem has been removed

IV. Ending Combat

a. Combat ends when the scenario is fulfilled or there are no fighters remaining to fight on the field 

b. Combat may also end when a Herald sees fit to call the battle over. 

c. At the end of combat, all fighters should acknowledge the finish and stop fighting. 

Other Rules: 

Most other rules are subject to change still at this point in time. So refer back often for corrections. These are the rules that are present to Dagorhir and should be observed at all events and practices at IUP. 

I. Characterization: Creation of a character or alter ego for the fighter persona

a. Characters are not required to make a Character but it is encouraged

b. Character names or nicknames are much encouraged and recommended

c. No person will be discriminated against in anyway because of the lack or wish to not have a character name or persona. 

II. Garb: Fantasy clothing, or medieval clothing. 

a. Garb is not required for regular practices however it is encouraged

i. Garb is required at practices to be “marked active”

ii. New members are not required to wear garb for a select time

b. Garb will be required for all sponsored events

i. Members will not be allowed to fight if not in minimum garb requirements

ii. Loaner or selling garb may or may not be available at the time of the event for those in need

1. If garb is needed members should seek help before the event so that arrangements can be made

III. Event Fees: Payment to enter an event

a. Event fees will be announced well in advance before an event 

b. Event fees will be required to participate in an event

c. All money for event fees will be used to pay for the event and any further events held by the Chapter. 

d. Any member can request to see spending logs of how much an event cost and receipts at any time. 

IV. Member Rights: Rights of a member in the Chapter

a. Practices and loaner equipment

b. Request of Chapter Treasury Records

c. Request to amendment to chapter specific rules

d. Request in event holdings or fundraising events

e. Any other right given by the Dagorhir Chapter Contract and waiver agreements. 

