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Welcome 
to Melee

� � Meleeworld and the Kingdom of Praelia is Live 
Action Sports Reenactment.  Part Role Playing Game and 
part sport.  The world is that of real world history and 
some high fantasy set against the backdrop of the land of 
Alluvium - a place wherein cultures from various time 

� � Melee: The Eternal Adventure is a roleplaying game 
using dice and miniatures - Melee: Culture, Crafts and 
Combat is the Live Action version of that game.  The two 
are symbiotic as many events that happen in one can 
affect the canon of the entire Meleeworld.     

� � Today the Kingdom of Praelia is a diverse group of 
Living History enthusiasts, Roleplayers and Sport 
a th le tes . The Kingdom cater s to peop le o f a l l 
backgrounds. As an Educationally focused, non-
corporation, the Kingdom of Praelia organization  
organizes various independent groups into one collective 
group with a common, reliable rule system for large 
cooperative events. 

� � Culture is expressed in the exploration of the arts 
and humanities of the world between the Ancient 
through Renaissance eras. From 3000 BC to 1650 AD, a 
worldwide culture is available for discovery through 
Kingdom Sanctioned events. Participants actively 
research historical personas which they adopt at events 
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and endeavor to learn and teach about 
the cultural history by living the role of 
this persona.

� � Crafts are also very important to the 
members of the Kingdom. Artisans re-
create the methods of the armorers, 
l eather craf ters , cu l inar y masters , 
musicians, poets, and more crafts through 
the Guilds of the Kingdom. Through the 
application of their research, members 
are able to learn hands-on about crafting 
the arts and the sciences known by these 
cultures from history. Aside from the 
arts, Craftsmen also make many faux 
replicas of items, including realistic mock 
weaponry used in combat.

� � Combat is one of the most serious 
aspects of the organization to many. By 
utilizing safety crafted replica weapons, 

-create the battles of 
the past. All weapons craftsmen must 
undergo a training period wherein they 

learn the proper safety proven methods 
of creating the equipment used in the full 
speed mock battles. Safety is the prime 
concern, as all equipment, be it armor, 
shields or weapons, must be inspected 
prior to every event.

� The Kingdom of Praelia is a wonderful 
place to learn a little about history, meet 
new people, and get some exercise. 
Sports Reenactment has proven to be a 
most valuable endeavor to many, who 
have learned much about their own 
heritage, and that of the world's rich 
cultural diversity. The Kingdom has 
formed many long lasting friendships, all 
the while fostering a spirit of community 
and persona l g rowth . Ever yone i s 
welcome to come and join the experience 
that is Melee: Culture, Crafts and Combat.

� � As the live action counterpart to 
Melee: The Eternal Adventure, Kingdom 
events - particularly gatherings and 
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scenarios - affect the meta-game of the 
table top adventures.  This means that 
groups registered with the Kingdom are 
eligible to have an impact with the world 
wide storyline and supplements for Melee: 
The Eternal Adventure.    

� � This text is a brief overview of the 
three primary aspects of the Live Action 
Sports Reenactment: Culture, Crafts and 
Combat.  It is an abridged “nuts and bolts” 
version of Melee: Culture, Crafts and Combat. 

� � The Melee: Culture, Crafts and Combat 
series expands this text and beyond in 
supplement books that cover the various 
aspects of the organizat ion and the 
Meleeworld entire.  

� � Melee: The Book of Scenarios features 
direct crossover rules from The Eternal 
Ad v e n t u r e fo r making l i ve ac t ion 
adventures that feature the fantastic 
e l ements o f f anta sy in add i t ion to 
conversion rules for The Eternal Adventure 
characters into Live Action adventures. 

� � Melee: The Staff Guide is a support 
manua l for g roups work ing in the 
Kingdom of Praelia.  This book offers  
ideas for running events, practices and 
how to coordinate with other groups 
within the Kingdom.  � �
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� � The system for Combat in the Kingdom of Praelia is 

only adhering to the following systems and rules.   All 

honor system in combat.  This means that the rules of 
Melee are universal, and any person wishing to participate 
should familiarize themselves, and obey the rules.

� � Combat involves using foam padded equipment that 
is designed to look like swords, shields, maces and other 
weapons of old.   Safety is the highest priority for 
combative arts, thus all participants must undergo 
training and familiarize themselves with the rules of the 

 � � Craftsmen in Praelia are trained in an art form that 
ha s undergone o ver 30 year s o f re v i s ion , and 
improvement.  The crafting methods are constantly being 
improved, and the Craftsmen are kept up to date on 
safety, and other requirements for weapon craft.  These 
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standards of safety must be observed by 
all participants, as a result, homemade 
weapons, or other equipment styles 
used by similar LARP groups are only 
allowed if they are both in line with the 
minimum standards of safety and 
approved by the local Chancellor of 
Armaments.   

� � Equipment may look the same, or 
similar, but there are myriad methods 
and ideas of safety outside of the 
Kingdom of Praelia, and even “Safe 
Boffer Weapons” are not always made 
with the same qua l i ty s tandards .   
Therefore, while they may be approved 
for use, such equipment should be held 
to high scrutiny to ensure safety.

� � All weapons must be inspected at 
every event before they can be used in 
combat.  

� � Attack ing and wounding 
opponents is the basis for combat.  The 
rules are simple.

Striking

� � Striking is the process in which a 
combatant de l i ve r s a h i t to h i s 
opponent with his weapon.  Striking 
different areas of the opponent’s body 
has different results.  They are outlined 
below.

�Striking a limb with a weapon renders 
the limb useless.  The limb is broken, or 
lacerated beyond the capacity to 
function.  This will result in blood loss, 
and possibly death.   Players who have 
been struck in a limb must let the limb 
lie limp, or in the case of a leg, drop to 
one knee.  If the wound is above the 
knee, the player should sit on the 
ground.  Fingers, Feet, Forearms, Upper 
arms, Calf and Thigh count as limbs.  

�Striking the Torso with a weapon 
results in death.  The ribs or spinal cord 
a re broken or cut open and the 
resulting paralysis and internal or 
external bleeding sends the player into 
shock or death immediately.  Players 
who have been struck in the Chest, 
Back or Upper Shoulders , should 
immediately drop their weapons, and 
motionlessly fall to the ground.  There 
they should stay until the battle is over, 
or they are instructed to leave by the 
Arbitrator.  

�Striking the Buttocks will result in the 
loss of both legs, and the player should 
immediately sit on the ground. 

�Three total limbs struck will result in 
death.  
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Subdual

� � Subdua l i s a form of s t r ike , 
wherein the opponent is hit f rom 
behind, and the attacker’s intent not to 
k i l l the opponent .  Thi s s t r ike 
represents knocking out the opponent, 
without the danger of hitting the 
opponent in the head.   Subdual must 
be preformed from behind, and the 
attacker must strike the opponent in 
the back.  

�If a struck with a Subdual, the player 
should fall to the ground as with death, 
and remain motionless, counting to 
themselves for the duration of their 
Subdual.

�While performing a Subdual, the 
attacker must shout “Subdue!” in a loud 
voice

�Subdual time is 120 counts.  This is 
120 seconds.

�Wearing a Helmet wil l prevent a 
Subdual.

Illegal Strike Zones

� � In Melee, players are required to 
avoid several areas of the body.  These 
areas are known as Illegal Strike Zones.  
They include the Head, Neck, Groin, 
and Chest of an unarmored female 
combatant.  All other areas of the body 
or Legal Strike Zones are allowed.

�If a player is struck in an illegal strike 
zone, the player should continue to 

Arbitrator wil l al low the player to 
recover, should the need arise, and the 
p layer w i l l r e tur n to p lay on the 
Arbitrator’s call.
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Holds

� � A Hold is a time out, or break in 
the combat.  This is used only for safety 
purposes, and only an arbitrator should 
call a hold.  The Arbitrator will call 
hold, when there is a problem that 
needs attention.  Players may call hold 
only if they are too hurt to continue 

ff

�If a Hold is called, all players must 
immediately stop moving, and remain 
in the position they occupy until the 
Arbitrator calls the Hold off.

�If a player is hurt in combat, the 
player should cal l “HOLD!”  The 
Arbitrators will echo the call, and rush 
to the a id o f the hur t p l ayer.  
Remember that one should never yell 
hold for another player, unless that 
player is unable to call hold for himself, 
and i s obvious l y hurt beyond the 
capacity to do so for himself. 

�An Area Hold i s ca l l ed by an 
Arbitrator when the problem is not 
severe, and the rest of the combatants 
may continue away from the hold.  The 
Arbitrator declares an area of the hold, 
usually ten feet in all directions from 
the problem.  The other players must 
remain outside of the Area of Hold.  

�Holds are rare, and should only be 
used in emergencies.  Area holds are 
much more practical, and should be 
employed as a rule.

�In the event of a hold, the injured 
player must be helped off
immediately.  Players who require a 
hold may not be allowed back into a 
battle without Arbitrator permission.    

Shot Slipping

� � Shot Slipping is the act of not 
responding appropriately to a strike.  
This could be as blatant as ignoring 
being struck, or as subtle as failing to 
remember bloodloss times.    

�Not acknowledging a strike, or failing 
to accept a wound (shot slipping) is 
considered cheating and is not allowed. 

�Transferring a wound from one area to 
another is not allowed.  This could be 
as simple as claiming an arm hit where 
there was a chest hit, or using a limb 
that had been previously struck and 
rendered useless.
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Physical Contact

�No physical combat is allowed.  This 
means punches, kicks, elbows, or any 

�Kicking or open palming a shield or 
weapon is allowed.  Players should be 
careful, and attempt to strike only the 
shield or weapon.

�Shield Bashing, the act of pressing a 
shield into an opponent rather from a 
charge or otherwise, is allowed so long 
as it is delivered to a legal strike zone.

�Excessive swinging or ‘baseball swings’ 
are not allowed.  This includes any 
attack that is excessive, uncontrolled, 
or unsafe.  

�Throwing weapons is not allowed.  
Shields may be tossed or kicked at an 
opponent, though this wil l not be 
allowed if unsafe.  

Grappling

� � Grappling is the physical activity 
of grabbing an opponent’s body, and 
wrestling them.  Grappling should only 
be preformed by those who can be safe, 
and not harm their opponent.

�Grapples must be delivered to a legal 
strike zone, no headlocks, or choke 
holds.  

�Grappling must consist of simple, 
bear hug style holds.  

�Grappling may not pull excessively on 
opponent’s arms or legs.  This could 
lead to a dislocation.

�Grappl ing o f, o r by a rmored 
opponents is not allowed. 

�People may not grapple clothing of 

must be made.
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 Weapon Control

� � Weapon Control is the ability to manage the logical and safe use of weapons 
and striking especially when wounded.  

�Weapons over 4 feet cannot be used with a shield.  Unless they are thrust only 
weapons.  

�Baseball swings are uncontrollable, and are not allowed.  This also refers to 
overhead swings with pole weapons.  

�Weapons over 6 feet must be cradled in one arm, or tossed off of the hip if the 
user has only one arm.

�Players who loose a hand may support a pole arm for extra control when thrusting, 
but not if the arm itself was hit above the mid wrist.

�Weapons over 8 feet are thrust only, and cannot attack side to side with.

�Any padded portion of a weapon will count as a strike, unless otherwise noted by 
the Chancellor of Armaments.  This includes the Hafts of pole weapons, though 
sufficient force should be applied.

�Flail Chains do no damage to targets.

�Accessory Spikes on weapons or shields must be visible, and over 2 inches to 
count.  See Chancellor of Armaments.

�
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Striking with the Core of a Weapon is considered Illegal.

�Blind Swinging, or any other form of striking targets without any control is subject 
to arbitration.

�A weapon in a sheath that is hit will protect a limb or torso if it is hit by an 
opponent.  This does not apply to weapons stuck down shirts, or on sashes.  

�Shields must have a handle strap held in the hand of the user to be a shield.  
Shields that are otherwise attached will count as Armor, with the proper discretion 
of the Chancellor of Armaments.

�Basket hilted weapons protect the hand of the user like a shield.

�Shields protect against all attacks, regardless of strength.  They cannot be 
destroyed like Armor. 
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Arbitration and Conduct

COMBAT

� � In T h e E t e r n a l Ad v e n t u r e the 
Arbitrator is the one who tells the story 
and adjudicates all challenges.  In Live 
Action they play a similar role, however 

They act a s f i e ld marsha l s , 
coordinators, and judges of all activity 
that takes place on and off

� � The Order of the Arbitur is a guild 
that is governed by the Chancellor of 
Arbitration.  He and the rest of the 
order enforce the laws.  They exist to 
promote fairness, and sportsmanship.  

The Chief Arbitrator

� � The Chancellor of Arbitration is 
sometimes called the Chief.  He is the 

judge of all The Chief is Responsible 
for all Arbitrators under him as well as 
keeping up to date on all Rule changes 
and Laws of Conduct.  Only the Chief 
Arbitrator has the right to appoint 
Arbitrators.  While the Field Arbitrator 
has direct control over the combat, the 

 Field Arbitrators

� �

Gold or Yellow Belts.   Their power is 
absolute, as that they can send any 
person off
After a Field Arbitration, the Chief is 

ffense warrants, 
the Order is gathered for a court.  
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Re s p o n s i b i l i t i e s o f t h e Fi e l d 
Arbitrator

�To mediate and quell disputes.

�Naming severity of wounds including 
death. 

�Logging of all complaints.

�To ins t r uct Tempers Gui ld a s 
instructed. 

�To prevent and mediate disputes 
between combatants. 

�To remove any weapon or armor from 
the combat.

�Fining violators as crime demands.

�To advance or alter the flow of a 
battle as necessary.

�To declare time until bloodloss death.

�Suspending arms privileges.

�To send combatants back through 
temper's guild.

�To suspend and expel violators as 
crime demands.

Becoming an Arbitrator

� � Arbitrators are chosen from the 
best of Melee.  Often the Chancellor 
will ask a notable citizen if he wishes to 
become a member of the Order.  If this 
i s the ca se , then the ne wbie i s 
apprenticed by the Chancellor himself.  

� � On other occasions, a Citizen will 
seek out the Order to become an 
Arbitrator.  In this case, the Chancellor 
will assign the trainee unto an existing 
Arbitrator.  The trainee will learn from 
the Arbitrator all of the methods, and 
skills needed to become a member of 
the order.

� � The apprentice must pass a test to 
become an Arbitrator.  This test covers 
the laws of the land as well as rules of 
combat.  The Chancellor may require 
this test to be repeated at any time to 
ensure quality of Field Arbitrators.

Qualities of a good Arbitrator

�Arbitrators must be well versed in the 
rules of the Kingdom.

�Arbitrators must be unbiased and fair 
to all citizens and combatants. 

�Arbitrators must be able to determine 
a solid strike from a miss at a distance.
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Behavior and 

Conduct

� � Above all else, members of the 
Kingdom of Praelia are required to 
follow the Behavior and Conduct rules 
of Melee.  These rules are designed to 
protect the participants of the group, as 
well as keep order amidst the chaos of 
Melee.  Failure to follow these rules will 
r e su l t in pun i shment , up to and 
including expulsion from Melee.

�No drinking of alcohol, or use of 
illegal/controlled substances on the 

�All participants will follow the rules of 
Melee.   The decision of the Arbitrators 
is f inal .  Al l players wil l obey the 
Arbitrators and Staff.

�Theft of real life personal items is 
prohibited.

�All participants shall remain in good 
temperament when dealing with others, 

and shall not make any member of 
Melee feel threatened to participate. 

�No Real Fighting.  If a player looses 
his temper, he must calm down.  Under 

tolerated.

�No real weapons will ever be brought 

knives, which may harm participants.

�All participants must sign a waiver, 

of Registries

�Nobody under Thirteen years of age 
may participate in Kingdom of Praelia 
events unless their parent or legal 
guardian is present.

�Un-inspected weapons, armor, or 
other items will not be brought to the 
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Crime and Punishment

We have established these guidelines 
for the safety of Citizens at events.  
Most citizens will never need to use 
th i s . An occa s iona l o f fense i s 
unders tandab le and acc identa l .  
However, those who repeatedly violate 
the guidelines most likely know better 
and are intent on being a detriment to 
everyone.

These r u le s a re sub ject to Chie f 
Arb i t ra tor ’s d i sc re t ion , and the 
Arbitrator on duty.  If the offense is not 
seen to be warranted of the punishment 
in his eyes, then he may impose a 

restitution as he sees fair.

If a t any t ime a per son fee l s an 
arbitrator has treated them unfairly, 
then they may petition to the Office of 
Arbitration, and ask for an Arbitrator 
council to hold Trial.  This Trial will be 
held in public.  Both the Arbitrator and 
the offender may present evidence 
supporting their case.  The Chief 

the case of the Chief Arbitrator being 
the arbitrator in question, then the 
other Arbitrators shall be jury the case.

The maximum time an offense stays on 
the books is Three Months.  This 
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means that every three months one offense class is removed from your record, 
providing there are no recent offenses.

In the case of a person being deemed out forever, every six months, the person may 
petition to the Office of Arbitration, and a trial will be held as above.  Should the 
offender be found acceptable to return, then he is given a prohibition as per the 
Chief Arbitrator’s Discretion.

The following are the average punishments for the associated crimes.  They are by 

designed to give an idea of the range of punishment for violations.

A: �
match, backhand, slap, kick, knee, head butting, etc.

1st offense: � suspended from events for one month.

2nd offense:� suspended from events for six months. 

3rd offense:� out forever (out minimum of 6 months with trial afterward to return).
�

B:� Property violation: theft, destruction of property, etc.

1st offense: � out forever (out minimum of 6 months with trial afterward to return).

C:� Malicious Encouragement: incitement or contributing to a malicious attack, 
malicious threatening, throwing a tantrum, arguing with an Arbitrator, throwing a 
weapon, etc.

1st offense:� suspended from events for two Battles. 

2nd offense:� suspended from events for one month.

3rd offense:� out forever (out minimum of 6 months with trial afterward to return).
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D:� -
(alcohol, controlled 

substances etc.)

1st offense:� set out two battles. (in the case of alcohol or controlled substances, 
penalty is one month).

2nd offense:� out two weeks. (in the case of Alcohol or Controlled substances, 
penalty is three months).

3rd offense: � out forever (out minimum of 6 months with trial afterward to return).

E:� Unsportsmanlike Conduct: Shot Slipping, excessive / uncontrolled attacks, 
hostile attitude toward other participants, etc.

1st offense:� set out two battles.

2nd offense:� out two weeks.

3rd offense: � out forever (out minimum of 6 months with trial afterward to return).
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Blood loss

COMBAT

Blood loss

Blood los s occurs whene ver a 
combatant is struck by a weapon or 
item while participating in a battle.  

wounds that can qu ick l y k i l l , o r 
incapac i ta te an opponent .  The 
following is the system for keeping 
track of how long the player have to 
l i ve when he ha ve been s t r uck .  
Remember that even though the player 
is alive, he is tired, and hurt.  This 
should be role played accordingly as the 
player drift toward the great everlasting 
sleep.

Remember that an Arbitrator has the 

has to live.  Arbitrator can declare 
death at anytime, and may speed up or 
slow down Blood loss at will.  This does 
not mean that an Arbitrator should be 
capricious with his power, but it allows 
for bet ter contro l o f the f low of 
combat.  

Most combatants should simply follow 
the rules for a Standard Hit

Tourniquets and 

Splints

Tourniquets and splints are designed to 
prevent loss of blood or set a bone 
respectively.  For the purposes of 
gameplay, they are treated exactly the 
same.    When a Tourniquet is used, the 

tourniquet is tied tightly around the 
wound , and the wearer remains 
relatively slow (not running, etc) the 
Blood loss time is halted.  However, if 
the tourniquet is removed, or falls off 
or if the wearer begins to move quickly, 
the Blood loss time will resume.  

Tourniquets are white cloth with red 
marks suggesting blood.  They must be 
of some sort of linen, or rugged cloth, 
and properly marked.  This allows for 
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the blood loss timer to be stopped.  While a Tourniquet stays tightly wrapped on 
the limb, there is no threat of death due to the wound’s blood loss.  Bandaging does 
not allow for use of the limb, since it is still wounded.  Mobility is weakened, and 
any form of running will result in death.  

� � Bandages offer players more realism and the possibility of prolonged life due to 
the hardy nature of the tourniquet, depending on the severity of the blow.  Non 
tourniquet style bandages are allowed, though they are unreliable and often come 
off in battle.  A quick belt around a severed arm will work, but more often will result 
in the wound reopening, at the Arbitrator’s discretion.    

20

Type of Hit Slashing Piercing Concussion
Light 3 Minutes 4 Minutes 5 Minutes

Standard 2 Minutes 3 Minutes 4 Minutes
Hard 1 Minute 2 Minutes 3 Minutes



Armor System

COMBAT

Armor System

� � Armor is a designed to add an extra level of fun to the Melee.  Citizens are 
allowed to wear full armor as long as the armor conforms to the Kingdom of Praelia 

range from full Maximillian Plate, to a simple leather kidney belt.   All Armor has to 
be inspected by the Chancellor of Armaments every event, before it may be used.

� � The system for armor is a simple and easy to learn method.  The responsibility 
for learning the armor system belongs solely on the wearer.  The ability to wear 
armor can be revoked if a player is incapable of using the armor system properly.  

who wish to wear armor to adhere to the rules.
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Armor Classes

� The system of Armor classes is designed to keep a simple and fair method of using 
armor in combat.

� -5.  Each type 
of armor defense will be determined by the Chancellor of Arms.

�Armor must be crafted in a safe fashion, as judged by the Chancellor of 
Armaments.  

�Plastic crafted armor will always be degraded by one point on the armor chart.    

Armor Zones

� The zones of armor provide the players with realistic protection

�Armor is granted the number of points equal to the areas of the body it 
encompasses.  Armor only covers the area where it exists.  Any gaps in armor do not 
count.  

�
portion of armor takes precedent.  For example, Chainmail which covers the upper 
arm of a combatant will not deteriorate with the forearm bracer that the combatant 
wears on the same arm. 

�You may Overlap Chainmail, Gambeson, Leather and Scale underneath stronger 
armor.

�Only one class of armor may be worn at a time.  Example, you may not wear two 
chain suits.

�

�Helmets will prevent Subdual if worn.
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Weapons

�Each weapon class is given a damage potential, a level of points, which can deal 
damage to armor.  Each weapon class will be determined by the Chancellor of Arms.

�Hafts of weapons deal damage only one point of damage and it is always 
concussion.

�When a weapon strikes Armor, the weapons damage potential is subtracted from 
the armor’s level of remaining points.  The difference (if any) is the amount of 
points left on the armor.

Loss of Armor

�When the dama ge o f a 
weapon exceeds the tota l 
remaining points of armor on 
the wearer, the armor is gone, 
and the wearer takes a wound as 
if there were no armor.  This 
could result in l imb loss or 
death as appropriate.    

�It is SOLEY the responsibility 
of the wearer to keep up with 
his armor points.  Arbitrators 
w i l l he lp , but cannot see 
everything, nor keep track of all 

Those who fail to show the 
c a p a b i l i t y t o re m e m b e r 
their armor points will not 
be allowed to wear armor.
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Armor Chart

Values and Damages

Note: as weapon appearances vary it may be up to the Chancellor of Arms to 
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Armor Class Value
Leather, Gambeson 1
Studded  Leather, 

Ring Mail 2

Chain and Scale 3
Brigandine 4

Plate 5

Slashing Damage
Dagger 1

Short Sword / Spear 2
Single Sword/ Axe 3

Great weapon 4

Concussion Damage
Flail 3
Mace 4

Pole Weapon 5

Piercing Damage
Thrown Javelin / Spear 2

Arrow 3
Pick 4

Spear / Pole Weapon 5
Pike 6
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