Maethodoron

Glossary

This is a glossary of terms used in Medieval settings and also in the Fantasy setting. This includes things from armoring, weaponry, and garrisoning. These terms are also expanded to define what they are in Dagorhir as well.

A

Aventail – protective covering extending downward over the neck from the bottom of a helmet.  Usually made of chain mail or leather.

Axe – a weapon with a short handle and a bladed head.

In Dagorhir an axe is a shaft with usually one padded blade and pommel. Axes are typically used in close combat and are always Blue weapons.

B

Bacinet - a helmet with a rounded or pointed top, sometimes fitted with a visor.

Bard – a medieval musician, poet or storyteller usually with political involvement.

Battlements - indented parapet for defense of a castle or fortress.

Battle-style – a style of fighting where teams are selected to fight against each other.

Blade – the striking part of the weapon. In Dagorhir the blade of a weapon is the surface that is used to deal damage. Most weapons in Dagorhir are two bladed. 

Bow – Bows are ranged weapons wielded by Archers in combat to kill or wound enemy forces at a distance. Dagorhir bows are used to great advantage, they can be no more than 15” draw. 

Bridge battle – a battle between two armies trying to cross a bridge, usually represented by hay bales, with the objective of one army crossing the bridge to the other side.

Broadsword – a weapon with a hand-and-a-half handle and a blade measuring around 30” in length.

Buckler – a small, rounded shield usually no more than 2’ in diameter. These shields are usually round or coffin shaped and is used by arches, great weapon wielding people, and florentine fighters. In Dagorhir bucklers are no smaller than 12” in diameter. Buckler is not a term commonly used in Dagorhir. 

Butt-spikes – a thrusting or bashing tip on the pommel of the weapon.  Not used in Dagorhir.

C

Cape – a long garment (hooded or not) worn over clothing made from a half-circle.

Catapult – a siege weapon using torsion used to fling rocks or debris at the enemy.

Chain mail – a type of armor made by linking small metal circles together to form a pattern.  Protection from chain mail was primarily for draw cuts, not for slashing or thrusting. In Dagorhir chain mail (with Steel links) is considered general armor and affords an extra strike of protection.

Circlet – a piece of jewelry or a type of hat worn around the head, exposing the top of the scalp.  Not to be confused with a crown.

Cloak – a long garment (hooded or not) worn over clothing made from a full-circle.

Coif – chain mail covering the head and neck, leaving the face exposed. In Dagorhir these protect protection on the head from arrows and javelins. 

Court dancing – a style of medieval dance, usually very slow and ceremonial.

D

Dagger – a weapon with a blade measuring around 6” in length. Daggors in Dagorhir are always stabbing green weapons. 

Defensive position – a position a fighter takes (with a weapon held at the ready to block or strike) indicating the fighter is ready to be engaged.

E

Edge – the striking side of the blade.

Engage – the act of initiating or countering a fight with another fighter.

F

Field battle – a battle between two armies taking place in an open field, with the objective of being the last army standing.

Flail – a spiked ball attached by a chain to a short handle. Flails are always blue weapons in Dagorhir with short chains. 

Flat – the non-striking side of the blade.

Florentine – a fighting style using a small weapon in either hand. In Dagorhir there are no restrictions to which weapons fighters use together. The standard Florentine fighter uses two blue weapons.

Folk dancing – a style of medieval dance, quick paced and involving a lot of movement.  A predecessor to square dancing.

G

Gauntlets – armor protecting the hands and wrists. Gauntlets are not typically used in Dagorhir because of shots to the hand are illegal.

Gambeson – a quilted, padded garment worn underneath armor or chain mail. Does not afford extra armor protection in Dagorhir.

Great weapon – a weapon with a two-handed handle and a blade larger than 36” in length. Great weapons are red weapons in Dagorhir and the measurements are over 48” overall. Great weapons can break shields and ignore any armor when swung with two hands. 

Greaves – armor protecting the shins. Greaves were typically made famous by Greek and Roman armies. Greeks typically used a thick leather greave and the Romans using a bronze greave. Dagorhir both materials are legal and the greaves offer an extra hit of protection.

Gorget – armor protecting the neck. This is not needed in Dagorhir because neck hits being illegal. However, gorget’s often extend further down from the neck and around the back affording small chest and back protection. 

H

Halberd – an axe-headed polearm, usually with a rear and top spike. Usually called Glaive in Dagorhir. They are Green and Red weapons. 

Hauberk – a coat make of chain mail. Offers an extra hit of protection in Dagorhir. Is legal with steel or titanium links. 

Helm – another name for a helmet, protective armor covering the head. Helms offer protection from arrows and javelins for headshots. Helms must be made of leather, steel, or titanium. 

Herald – an announcer, also known as a town cryer. Heralds in Dagorhir are the “referees” of battle. They watch the fighting and check to see if rules are being followed. 

Hilt – the part of the sword that protects the hand.

“Hold!” – Used in the SCA as a Danger call to stop fighting in Dagorhir the call is “Kneel!”. Hold in Dagorhir is used solely as a battle tactic to call a line of marching fighters to stop in their positions. 

I

Illumination – a medieval-styled artwork involving calligraphy and illustration.

J

Jousting – a practice of using a joust (a spear-like “weapon”) in tournaments to score points by striking an opponent or taking him off of his horse.  Not practiced in Dagorhir.

K

Keep – the strong central tower within the outer walls of a castle. 

Kilt – A traditional Celtic or Scottish dress worn for all occasions. 

L

“Lay on!” – a call made by a herald or an officiating fighter to declare that fighting may now commenced.

M

Mace – a spiked ball on the end of a short handle. Maces are typically blue weapons in Dagorhir but can also be red weapons. Maces in Dagohir do not have spikes. 

Marshal – officer officiating battles and tournaments. This is a term in the SCA not called marshals in Dagorhir. (See Heralds)

Mead – a fermented honey drink.
Melee-style – a style of fighting where three or more fighters are all fighting each other. That battle ends when one or no fighters are left alive.

Minstrel – a medieval musician. 

Morning Star – a spiked ball at the end of a long poll. Typically this is like a mace, but the ball is detached a bit more to afford heavier striking upon a smaller surface.

N

O

P

Parapet – the protective wall at the top of a fortification.

Pauldron – a large curved plate worn in pairs to protect the front and rear of the shoulders.

Pike – a long spear with a small iron head. This is usually referred to as a Glaive in Dagorhir. These are red and green weapons.
Plate armor – armor made out of metal plates. This armor is legal in Dagorhir and affords one extra hit of protection. It must be made out of steel, iron, or titanium. 

Polearm – a weapon with a long handle and a bladed head, sometimes with a spearhead on the top.

Pommel – the bottom of the sword used traditionally for balance; used in the Dagorhir as protection from bare PVC.

Q

Quillons – an iron bar forming the cross guard of a sword or dagger.

R

S

Sallet - a type of late-medieval, open-faced helmet. Affords protection from arrows and javelins striking the head if made from steel, iron, or titanium. 

Scale armor – a type of armor made from small pieces of metal fastened to a garment. Armor offering an extra hit of protection made from steel, iron, or titanium. Scale armor in Dagorhir can also be made from wax hardened leather slats. 

Siege – an act of war where one army attacks the castle or fortress of another.

Siege weapon – any weapon used to attack a castle or fortress such as catapults, trebuchets, and ladders.

Shield – protective gear strapped to the arm and usually covering the body from the upper chest down to the knees. Shields can be broken by two strikes from a red weapon. 

Short sword – a sword with a one-handed handle and a blade around 24” in length. Dagorhir short swords are blue weapons, and they range from 12” to 36” in length. Traditionally they are wielded with one hand, an extra hand does not afford any more damage. 

Spaulders – armor divided into sections protecting the shoulder.

Spear – a bladed weapon with an extended handle, used primarily for thrusting. In Dagorhir these weapons are green weapons for stabbing. No more than 30 unpadded inches are allowed on the shaft of a spear. Spears are never thrown. 

T

Tabard – a simple medieval garment open at the sides usually worn over top of the armor signifying a military affiliation or personal representation.

Tournament-style – a style of fighting which entails one fighter facing one opposing fighter.

Trebuchet – a siege weapon using a counterweight used to fling rock or debris at the enemy.

U

V

Vambraces– armor worn to protect the forearms.  Also known as bracers. Vambraces in Dagorhir can be made from leather, steel, iron, titanium or chain mail. These afford an extra hit of protection when worn on the arm. 

W

Woods battle – a battle taking place in a wooded area, usually with an objective of capturing a flag.
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