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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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Equipment Safety Guidelines

� � To ensure quality and safety of combative arts, the 
following section is here to instruct and guide people 
through the process of creat ing reasonably safe 
equipment to use in combat battle games.   

� � The following is a Craftsman’s reference.  Be it 
known that possession of this does not make one a 
craftsman.  To become a craftsman one must apprentice 
under another craftsman and be presented to the 
Chancellor of Arms.  See Crafting Guild Levels in this 
book for more information.

� � This section outlines the limits and basic guidelines 
to maintain safety and leaves the craftsman open to 
experimentation.  Equipment made outside of the 
Kingdom must adhere to these guidelines, and like all 
weapons, are subject to Chancellor of Arm’s approval.
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The basic Crafting 
rules

�No metal is allowed in weapons.

�All weapons require pommel and 
cross guard end-cap padding.

�All weapons require the Seal of a 
registered craftsman or the mark of 
inspection by the Local Chancellor of 
Armaments.

�Al l exposed p la s t i c edges on 
equipment such as on a cross guard or 
basket hilts must be covered with vinyl 

Cores

� � Cores are the foundation of all 
Melee weapons.  Cores can be made of 
PVC pipe, Wood, and Fiberglass 

�Cores made from PVC should be at 
least schedule at 40 class, in ½ inch, ¾ 
inch, or 1 inch diameter.  

�The maximum length of ½ inch cores 
is 36 inches, the maximum for ¾ inch 
cores is 48 inches.   Exceeding these 

are more prone to breaking.  

�PVC cores should not exceed 6 feet 
in total length.  Again, this is to reduce 

�Nothing may be added to the inside of 
a core.  Counterweighting or otherwise 
adding to the inside of a hollow core is 
generally unsafe and will lead to breaks.  

Padding

� � Padding is the essential safety item 
for any weapon.  The padding must not 
be excessively hard.  Padding should 
not be too soft however, as that this can 
lead to the core coming through in 
combat.
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�Striking surface padding should be at 
least 1/2 inch thick.

�Non striking surface padding should 
be no less than 1/4 inch thick.

Padding should be closed cell foam of 
at least two pound density.  Four 
pound density foam is a Kingdom 
standard, however higher density 
foams are certainly acceptable at 
Chancellor of Armament’s discretion.

�On most weapons, at least ½ of the 
core length must be covered in padding.  
This includes the horsepill extension 
space

Tape

� � Tape i s o f ten what ho lds the 
weapon together.  Several varieties of 
tape are used.  

�Duct tape.  This comes in many 

on any weapon, to denote blades, hafts, 
and to make the weapon look realistic.

�Strapping tape.  This is any of the 

supplying structural support to the 
weapon, protecting it from impact with 
other weapons, and prolonging the life 
of the weapon.

8



�Electrical / Grip tape. This tape is 
ideal for handles, it provides a decent 
grip on weapons and handles.

�No more than 3 layers of tape should 
be added to any striking surface of a 
weapon.  One layer should be Strapping 
tape, and one should be Duct Tape.

�Metallic tape is not allowed

Horse-pills

� � The horse-pill is a padding plug, 
created to soften the tip of a weapon. 
They are added to the tip of a core, as if 
to extend the core itself. 

�Horse-pills should be strong, and 
solid.  Horse-pills are designed to 
soften the impact of a thrust, however 
if the pill is too soft it will bend on a 
thrust, allowing the core to strike the 
opponent.

�Length of horse-pills is determined by 
size of the core.  Horse-pills that are 
too long will break, or bend, allowing 
the core to hit the opponent.

�On cores under 4 feet, horse-pills 
should be between 1 inch and 2 inches 
long.

�On cores over 4 feet, but under 8 feet, 
horse-pills should be between 2 and 3 
inches long.

�On cores over 8 feet, horse-pil ls 
should be between 3 and 4 inches long.  

Metcalfe Weapons

� � The Metcalfe weapon class is 
special.  Every weapon in this class is 
experimental, and may only be made 
under the supervision and with the 
authorization of the Chancellor of 
Arms.  

� � Many craf t smen wi l l work to 
improve the craft and thus reason must 
be applied here.  If a weapon is widely 
different than the guidelines stated 
here, but is considered safe by the 
Chancellor, this weapon should be 

� � The Chancellor is responsible for 
the maintaining a list of all accepted 
Metcalfe Class weapons within his 
Home County.   
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Thrown and Ballistic Weapons

� � While throwing standard weapons are not allowed, there are weapons which 
have been designed as throwing and ballistic weapons.  These are special rules, and 

� �
has the following rules for these.

� � After a citizen has become a journeyman crafter they must petition the local 
chancellor of arms for the proper training on how to create ballistic weapons. 

Thrown Hand Weapons

� �
person’s own arm strength.  This category encompassed all ballistic weapons over 6 
inches and under 48 inches, such as daggers, axes, rocks....

� � Thrown hand weapons are crafted in the same fashion as a class three linear 
weapons with two exceptions, the handle must be completely covered in 1/2" 
padding and the base of the weapon must have a 1" horse pill in the thrusting tip 
and pommel.  Also, thrown hand weapons are subject to inspection failure if they 
are deemed to not weight enough.  As with all weapons, this is up to chancellor’s 
discretion if the weapon weighs enough to make good impact.  

� � Thrown hand weapons do no damage to armored opponents with 3 or more 
points armor, unless otherwise noted in the Metcalf weapons section or by your 
local Chancellor of Arms.    

Thrown Hand W    Weapon Chart

Horse Pill: 1" at both thrusting tip and pommel.

Length: 6" to 47"
Armor: Zero points of damage.
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Javelins/Spears

� � Javelins and thrown spears are considered Metcalf ballistic weapons.  These are 
made in the fashion as hand ballistic weapons with the two exceptions, they must 
be between 48" and 72" and they have a 2" horse pill in the thrusting tip and 
pommel. 

Javelin/Spe  ear Chart

Horse Pill: 2"
Length: 48" to 72"

Armor: 2 points of damage

Arrows

� � Arrows are a bit more complicated to craft than any other weapon, therefore, 
the steps in creating an arrow are outlined later in this chapter.  The bows used to 

considered to do 3 points of damage to armoured opponents.  Also remember in 
crafting arrows, as with any other weapons, a craftsman may not exceed 3 layers on 
tape on any striking surface.  �

Arrow Ea   asy Chart

Horse Pill: 2" thrusting tip.  

Length: Arrow

Armor: 3 points of damage.  �

� � � �
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The Crafting Guild

CRAFTS

� � In order to maintain a safe combat 
environment, as well as helping new 
members learns the art; those who wish 
to become Craftsmen are encouraged 
to jo in the Craf t sman’s Gui ld .  
Craftsmen are divided into four levels 
or ranks.  

� � Each level is important as to the 
level that marks what classes of weapon 

make, as well as the basic theories and 
methods that are the backbone of each 
subsequent level.  Levels proceed from 
the apprentice to the top of craftsmen 
status, the Master Craftsmen.  

� � Craftsmanship is a privilege.  The 
l i cense to c raf t i s sub ject to the 
furthered maintenance of the weapons, 
and following the rules and regulations 
of the Kingdom.  Crafting is not a 
simple undertaking, oftentimes leading 
to many mistakes and failed attempts 
before learning the trade.  From time to 
time accidents occur, but safety is 
paramount to the game, and we must 
ensure the highest quality of equipment 
used.   

� � Those who craft unsafe weapons, 
or attempt to circumvent the proper 

re voked and ha ve to purcha se 
equipment from other sources.

� � Those who have learned to craft 
weapons under other systems or who 
purchase weapons from distributors 
must have their equipment approved 
for use by the local Chancellor of Arms.   
It is suggested that ever yone who 
wishes to make their own gear join the 
guild and learn from each other.  
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Apprentice Craftsmen:

� �
These craftsmen are adept in the creation of the basic class of weapon, the sword.  
The basics taught here include the root of tape cutting, pipe core development, 

Each of the weapons in this class is designed to provide the core understanding 
behind Melee crafting.   

� � In order to become an apprentice, one must ask a journeyman arms Crafter for 
-be apprentice is a journey 

and one Shield. At this time the Apprentice gains his craftsmen Seal.

Prerequisites Journeyman Craftsmen’s Tutelage

Single Sword, Dagger, Shield
Can Craft: Single Sword, Daggers, Shields

A Black Belt favor
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Professional Craftsmen:

� �
Craftsmen are more advanced in the creation of a variety of weapons ranging from 
Baskets, Double Padded weapons, Maces and Axes.  The concepts of linear 
additions to padding, attaching padding facets to the core of a weapon, and adding 
baskets to weapons are introduced at this level.  The intermediary methods 
continue to advance the student’s skills in the basic methods, as well as opening the 
mind to new ideas.  

� � After complet ion o f the 
prerequ i s i te s o f an apprent ice , a 
craftsman must wait two weeks, and then 
can ask their Journeyman Tutor to train 
them in the arts of the intermediate 
crafts.  Then they must with their Tutor, 
present the Chancellor of Arms with his 
tithe of one Mace, one Basket and one 
Axe.  Professional Craftsmen are at the 
general plateau of the causal craftsmen, 
Being able to repair nearly any weapon, 
and understanding the methods of 
crafting, as well as gaining an appreciation 
for the aesthetic value of weaponry.  �

Prerequisites Apprentice Craftsmen status
Two weeks minimum training
One Basket Weapon, one Mace, and one 
Axe

Can Craft:
Single Sword, Double Padded weapons, 
Basket Weapons, Axes, Maces, Daggers, 
and Shields
A Black Belt Favor with one Chevron
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Journeyman Arms Craftsmen:

� �
the level of craftsmen when he no longer needs tutelage.  This craftsman has 

as Pole Weapons, Spears, Flails, and Linear Weapons.  

� � This level teaches the advanced designs of 

Metcalfe concepts.  This requires tutelage of two 
weeks under his Journeyman.  After such time, the 
Craftsmen must present the Chancellor of Arms 
with one Spear, one Flail, one Linear Weapon, and 
one Pole Weapon.  Then and only then may a 
Craftsmen teach the Art.  Journeymen are expected 
to continue a level of excellence with their new 
constructs.  Safety is ever more important, due to 
the exotic nature of the Linear, Metcalfe, Pole and 
Flail weapons.  

� � No longer a student, the Journeyman is solely responsible for the safety and 
correctness of his art.  Being able to teach is a privilege even more than the crafting 
itself.  Students of Journeymen who show poor methods and especially unsafe 
weapons can be stripped of their status, and in most cases the Journeyman as well as 
the student is warned, if not punished.  Journeymen are further required to tithe to 
the Rental Pile once yearly to maintain their Status.  This is to ensure not only that 

maintaining a level of excellence in his art.  

Prerequisites Professional Craftsmen status
Two weeks minimum training
One Flail, one Pole Weapon, and one 
Linear Weapon

Can Craft: Any Weapon Class
Black Belt Favor with two Chevrons
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Master Craftsmen:�

� � The Highest level of craftsmen ship is the Master Craftsmen.  This level is hard 

Journeyman Arms Crafter.  At the time 
a Journeyman desires to be a Master 
Craftsmen, They should create a 
weapon that is so well made that it is 
truly a masterpiece.  Once completed 
with the Masterclass entry weapon, 
The Journeyman must present the 
Chancellor of Arms with his weapon.  
Then the Chancellor of Arms will 
schedule the Kingdom-wide Council 
of Master Craftsmen who shall vote 
the would-be Master into the council.  
Their decision is based upon overall 
excellence, other weapon crafting, and 
the promotion of the new weapon.  
One cannot be a Master simply by 
making one good weapon ; the i r 
‘everyday’ crafting must be of the same 
level.  

  

Prerequisites Journeyman Arms Crafter status
One Year minimum Craftsmanship
The Vote of the Kingdomwide Master 
Craftsmen’s Council
One Masterclass Weapon 

Can Craft: Any Weapon

16



Crafting Techniques

CRAFTING

� � These techniques are the basis for 
all crafted equipment in the Kingdom 
of Praelia.  These are the Crafting 
Guild’s methods, and should be used to 
compare the safety of gear purchased or 
made elsewhere.  

Single Sword

� �
will learn is the Single Sword.  This 
utilizes all of the principles of crafting 
from which all other weapons evolve. 

� � Outlined below are the steps for 
creating a Single Sword.  As with all 
weapons presented in this book, this is 
a generic sword.  Certainly all Single 
Swords wi l l ha ve the same ba s ic 
structure, and the bold rules are those 
who are universal.    In time a craftsman 
will adapt his own style to the weapons 
he crafts, and that noticeable style will 
be apparent to others.

List of items needed:

3/4" PVC Pipe, 1" PVC Pipe, 3/4" Tube 
Padding, Strapping Tape, Duct Tape, 
Electrical Tape, Linear

I. Take 3/4" PVC pipe and cut to 40"

II. Take 1" PVC pipe and cut to 7"

III. Take 1" PVC pipe and drill 3/4" 
ho le in center, c reat ing the 
Quillian

IV. Place 3/4" PVC into new hole in 
Quillian, slide Quillian up pipe to 
about 10" up the pipe.

V. Use Strapping Tape in a crossing 
pattern to secure the Quillian to 
the pipe.

VI. Cut 2" off of tube padding.

VII.File both edges of Quillian, and 
both ends of pipes to a smooth, 
rounded edge

VIII.Take cut portion of padding (2") 
and create Horse-pill as per Horse-
pill section
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IX. Cut length of Strapping tape to 
cover slit in side of padding.  

X. Tape ends of each pipe with cross 
pattern using Strapping Tape

XI. Slide padding on long end of pipe, 
up to the Quillian, leaving 2" off of 
end of pipe

XII.Secure padding to Quillian with 
Strapping Tape using cross pattern

XIII.Slide Horsepill into open end of 
padd ing , a l lowing i t to s top 
naturally at the end of the pipe.  

the 2" of exposed padding.

XIV.Using cross pattern, strapping 
tape the tip of the sword, continue 
until end is rounded.

XV. Apply Strapping Tape to entire 
length of padding, and continue as 
per IX unti l c ircumference is 
covered.

XVI.Take Linear and cut out circles 
the size of the exposed three pipes.

XVII.Using cross pattern, strapping 
tape on to the ends of the pipe 
Linear circles.

XVIII.Apply Duct tape in the same 
method as the strapping tape to 
sword, it may be necessary to cut 

the Duct tape in half before you 
apply.

XIX.Spira l wrap the Qui l l ian and 
handle with Electrical Tape.  

Mace

� � Outlined below are the steps for 
creating a Mace.  As with all weapons 
presented in this book, this is a generic 
sword.  Certainly all Maces  will have 
the same basic structure, and the bold 
rules are those who are universal.    In 
time a craftsman will adapt his own 
style to the weapons he crafts, and that 
noticeable style will be apparent to 
others.

List of items needed:

3/4" PVC Pipe,  3/4" Tube Padding, 
Strapping Tape, Duct Tape, Electrical 
Tape, Linear

I. Take 3/4" PVC pipe and cut to 30"

II. Take Tube padding and cut to 24"

III. Cut 2" off of tube padding

IV. File both edges of both ends of 
pipe to a smooth, rounded edge
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V. Take cut portion of padding (2") 
and create Horse-pill as per Horse-
pill section

VI. Cut length of Strapping tape to 
cover slit in side of padding.  

VII.Tape ends of each pipe with cross 
pattern using Strapping Tape

VIII.Slide padding onto pipe, leaving 2" 
off of end of pipe

IX. Secure padding to pipe  with 
Strapping Tape using strips that 
come off of the padding 3" and 
then take a strip of tape and spiral 
wrap the tape t i ght l y to the 
padding and core.

X. Slide Horse-pill into open end of 
padding , a l lowing i t to  s top 
naturally at the end of the pipe.  

the 2" of exposed padding.

XI. Using cross pattern, strapping tape 
the tip of the mace, continue until 
end is rounded.

XII.Apply Strapping Tape to entire 
length of padding, and continue as 
per S ing le Sword unt i l 
circumference is covered.

XIII.Take Linear and cut out a circle 
the size of the exposed pipe.

XIV.Using cross pattern, strapping 
tape the Linear circle on to the end 
of pipe.

XV. Take Some Linear and cut into 
spikes.  

XVI.Cut 3" sp l i t- in -ha l f s t r ips o f 
strapping tape

XVII.Apply XVI to the spikes, and 
secure them al l around to the 
padding of the mace.

XVIII.Apply strapping tape to the 
spike as per XII 

XIX.Apply Duct tape in the same 
method as the strapping tape to 
mace, take consideration as to the 
color of the tape, using brown for 
wood, silver for sharpened metals, 
and Black for Iron.  it may be 
necessary to cut the Duct tape in 
half before you apply.

XX.Spi ra l wrap the  hand le wi th 
Electrical Tape.  
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Axe and Pick

� � Outlined below are the steps for 
creating a the Axe  and Pick.  As with 
all weapons presented in this book, this 
is a generic version.  Certainly all Axes 
and Picks  will have the same basic 
structure, and the bold rules are those 
who are universal.    In time a craftsman 
will adapt his own style to the weapons 
he crafts, and that noticeable style will 
be apparent to others.

List of items needed:

3/4" PVC Pipe,  3/4" Tube Padding, 
Strapping Tape, Duct Tape, Electrical 
Tape, Linear

I. Create Mace as per Mace Section, 
however do not place Duct Tape, 
or Spikes on weapon.

II. Create a blade or pick as per below

III. Take a strips of strapping tape and 
apply to back of axe blade or pick.  
Leave 3" of tape coming off of the 
linear.

IV. Secure tightly the strips coming off 
of blade or pick  to the side of the 
mace. 

V. Apply Duct Tape as per mace.

VI. Sp i ra l wrap the  hand le wi th 
Electrical Tape.  

Creating the Axe Blade:

Take 4" X 6" linear piece

Cut out shape of blade onto side of 
linear

Take ‘sharpened’ edge of blade and 
sculpt the blade to a wedge.  

Apply strapping tape to the blade, 
covering the entire blade in one layer 
of tape.  

Creating the Pick:

Take a 2" X 5" linear piece

Cut Linear into a wedge, with one end 
being ½" and the other being 2"

Wrap strapping tape around pick, 
sculpting it into a rounded blade, large 
at the base, and pointed at the end.
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Pole-arms and 

Spears

� � Outlined below are the steps for 
creating the Spear and Pole-arm.  As 
with all weapons presented in this 
book, this is a generic version.  These 
use the same basic structure, and the 
bold rules are those who are universal.  

Thrusts.  The slashing spear is in 
actuality a Pole-arm.  The weapons are 
so similar that they are explained in this 
section.    In time a craftsman will 
adapt his own style to the weapons he 
crafts, and that noticeable style will be 
apparent to others.

List of items needed:

1" Fiberglass, or Wood for spears, (PVC 
optional for Pole-arms under 6'), 1" 
Tube Padding, Strapping Tape, Duct 
Tape, Electrical Tape, Linear

I. Create Horse-pill, keeping in mind 
that for a pole the Horse-pill is ½ 
inch per foot on the core 

II. Apply Padding to the core as per 
Mace

III. Strapping tape the padding as per 
Mace

IV. Add a section of Linear or Padding 
cut in half to the tip of weapon. 
(Double Padding it)  

V. For Po le -arms , add whate ver 
decoration you desire as per axe, 
mace, and pick

VI. Duct Tape the weapon as per Mace

VII.Sp i ra l wrap the  hand le wi th 
Electrical Tape.

Quarterstaff

� � Outlined below are the steps for 
creating the Quarterstaff.  As with all 
weapons presented in this book, this is 
a generic version.  These use the same 
basic structure, and the bold rules are 
those who are universal. A Quarterstaff 
is a weapon that has two ends.  This 
category includes all weapons of such 
type, including spears and Pole-arms 
that utilize a thrusting pommel.   The 
weapons are so similar that they are 
explained in this section.    In time a 
craftsman will adapt his own style to 
the weapons he c raf t s , and that 
noticeable style will be apparent to 
others.
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List of items needed:

1 " Fiberg l a s s , o r Wood, 1 " Tube 
Padding, Strapping Tape, Duct Tape, 
Electrical Tape, Linear

I. Create Horse-pill, keeping in mind 
that for a pole the Horse-pill is ½ 
inch per foot on the core on each 
end of core. 

II. Apply Padding to the core, one 
third total length of weapon on 
each end of core.  This will make a 
6 foot staff have 2 feet of padding 
on each end o f the weapon , 
including Horse-pill, and an un-
padded section in the center of the 
weapon  totaling 2 feet.  

III. Strapping tape the padding as per 
Mace

IV. Add a section of Linear or Padding 
cut in half to the tip of weapon. 
(Double Padding it)  

V. Add whatever decoration you 
desire as per axe, mace, and pick

VI. Duct Tape the weapon as per Mace

VII.Sp i ra l wrap the  hand le wi th 
Electrical Tape.

Flail

� � Outlined below are the steps for 
creating a Flail.  As with all weapons 
presented in this book, this is a generic 
Flail.  Certainly all Flails will have the 
same basic structure, and the bold rules 
are those who are universal.    In time a 
craftsman will adapt his own style to 
the weapons he c raf t s , and that 
noticeable style will be apparent to 
others.

List of items needed:

3/4" PVC Pipe,  3/4" Tube Padding, 
Strapping Tape, Duct Tape, Electrical 
Tape, Linear, Nylon Cord

I. Take 3/4" PVC pipe and cut to 30"

II. Take Tube padding and cut to 24"

III. Cut 2" off of tube padding

IV. File both edges of both ends of 
pipe to a smooth, rounded edge

V. Take cut portion of padding (2") 
and create Flail Horse pills as per 
Horse-pill section

VI. Cut length of Strapping tape to 
cover slit in side of padding.  

VII.Drill small hole into bottom of 
core
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VIII.Sl ide rope through holes up, 
through pipe, and out the other 
end leaving about 18"

IX. Tie knot at bottom of weapon.

X. Tape ends of each pipe with cross 
pattern using Strapping Tape, 
taking consideration for the rope 
coming out a t the top o f the 
weapon

XI. Slide padding onto pipe, leaving 2" 
off of end of p ipe where rope 
comes out.

XII.Secure padding to pipe  with 
Strapping Tape using strips that 
come off of the padding 3" and 
then take a strip of tape and spiral 
wrap the tape t i ght l y to the 
padding and core.

XIII.Slide Horse pills into open end of 
padding , a l lowing i t to  s top 
naturally at the end of the pipe.  

the 2" of exposed padding.

XIV.Using cross pattern, strapping 
tape the tip of the Flail, continue 
until end is rounded.

XV. Apply Strapping Tape to entire 
length of padding, and continue as 
per S ing le Sword unt i l 
circumference is covered.

XVI.Create Pommel as per XVI-XVII 
of Mace section

XVII.Cut 1" sections of tube padding 
and tape around them, creating 

XVIII.Take rope end that is exposed.  
Wrap another Horse-pill around 
the rope and Strapping tape rope 
to Horse-pill.  (Core)

XIX.Apply small Horse pills to either 
side of ‘core’, and wrap core with 
padding. Use strapping tape to 
secure  as per XIV on both sides 
(Head)  making sure that there is 
no more than 12" of rope left over 
between ‘Head’  and main body   

XX.Put v iny l tub ing on the rope 
exposed.  

XXI.Apply rings to rope ( no more 
than 12) 

XXII.Apply Duct tape in the same 
method as the strapping tape to 
mace

XXIII.Spiral wrap the  handle with 
Electrical Tape. 
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Horse-pills

� � One of the ba s ic i tems a 
Craftsman will need to master is the 
Horse-pill.  The name is derived from 

shape and size of medication given to 
horses. This is a compressed piece of 
padding used as a Thrusting tip,  to 
cushion the tips of weapons.  Presented 
below is the most widely used method 
for creating the Horse-pill.

List of items needed:

3/4" Tube Padding, Strapping Tape

I. Take 2" section of padding and cut 
in half, leaving a half-circle.

II. Take se vera l sma l l s t r ips o f 
strapping tape (about 4") and wrap 
a round padding t i ght l y, 
compressing the padding into a 
small pill about the size of the 3/4" 
core o f a weapon (you wi l l 
compress pills to ½" for that size 
core)

III. Once pill is compressed, and is at a 
uniform size, cover top and bottom 
of pill tape, thus making a solid 
thrusting tip. 

� � The next kind of Horse-pill is the 
Flail Horse-pill.

I. Take 2" section of padding, cut 
into fourths, leaving a Quarter 
circle.

II. Repeat as above, making the pill 
about ½ diameter of the 3/4" core

III. Horse pills for larger weapons are 
made the same way as a normal 
Horse -pi l l , howe ver for any 
weapon over 4 feet, the length 
should be ½" per foot of core.
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Shields

� � The defense minded craftsmen is 
quick to recognize the importance of 
the Shield.  Shields are constructed of 
around one quarter inch thick plastic 
barrel.  55 Gallon Industrial containers 
a re per fect for th i s .  Sh ie lds a re 
generally strung with Nylon or Leather 
arm and hand straps.  As in other 
sections of this book, this is only a 
generic shield, shields vary in size and 
shape.

� � Remember that while it is not 
necessary to be a Craftsmen to create a 
shield, all shields are required to be 
made properly 

List of items needed:

Shield Blank (Rectangle 40"x20" cut 
from 55 Gallon Barrel),Vinyl tubing, 
Nylon Straps, 3/4 inch Tube Padding, 
Strapping Tape, Duct Tape, Rivets or 
Bolts  

I. Measure entire perimeter of Blank, 
and cut Vinyl Tube to length.

II. Cut length of Vinyl tubing so that 

III. Open Tubing, and tape it around 
perimeter of blank, being sure to 
cover all edges of the Blank.

IV. Measure length from arm strap to 
handle strap

V. Dr i l l ho le s to ho ld s t raps a t 
measured points, leaving room for 
arm.

VI. Attach straps with bolts or rivets.

VII.Cover all edges with Tube padding

VIII.Duct tape the front, back and 
sides of Shield
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Arrows

I.  The arrow core is made out of an 
actual practice arrow.  These cores can 
be made of aluminum, wood or 

arrows have proven more resilient and 
overall better than the later two, but all 
three are acceptable.  

II.  First the crafter must cut off the 
practice bolt at the end of the arrow.  
This can be done with a hacksaw, jig 
saw, Dremel or other cutting tool.  

III.  Next the crafter takes the freshly 
cut off end of the arrow and wraps it in 
2" duck tape until the end is the 
diameter of a penny.  

IV.  �Next the crafter attaches a penny 
to the end of the striking head with 
whatever tape that craftsman prefers to 
work with.  

V.�   Next the crafter cuts out a class 
two linear arrow head in any design 
they choose.  Keep in mind, however, 
that the crafter has to leave 2" of 
padding for a horse pill, the side walls 
of the padding have to be at least 5/8" 
and the arrow head has to cover 2 1/4" 
of the arrow shaft minimum.  

VI. �The next step is to add class two 
linear walls to the side of the arrow 
head.  

VII.  Finally the craftsman puts on the 

an arrow.  
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