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This document sets out the rules of play for The Warsong: LARP Brisbane.  The weapon and shield 

construction rules are set out in separate manuals. All players must also be familiar with these rules in 

order to take part in The Warsong: LARP Brisbane. 

1. Players and Characters 
1.1 The Warsong: LARP Brisbane takes place in a medieval (pre-1600) fantasy world of powerful 

magic, perilous adventure and epic battle. In playing The Warsong: LARP Brisbane, we strive 

to create an immersive environment where seeing is believing. 

1.2 To play The Warsong: LARP Brisbane all you need is a sense of fair play, fun, basic level of 

fitness, and a “medieval” costume or fantasy equivalent. A medieval costume can be as 

simple as a logo free large t-shirt, belt and baggy tracksuit pants. More elaborate costuming 

is encouraged. Minimum costuming standards are enforceable. Jeans are not acceptable for 

players beyond their first event and basic training. Black tracksuit pants are permitted 

(without logos or stripes), as are black sneakers/running shoes. Studded or spiked 

boots/shoes (the type used in rugby/soccer) are not to be worn. 

1.3 The Warsong: LARP Brisbane has a skill-less and class-less system.  You play the role you want 

to play, whether armour clad knight, barbarian, peasant, merchant, mighty wizard or shifty 

rogue. We don’t tell you how to do it. All you have to do is costume and armour up to fit who 

you want to be. At events where warband-specific gameplay is in effect, a player must be 

identifiable as a member of their warband or risk being sent to the Grey. Characters made for 

Warsong are not owned by Warsong. However, Warsong reserves the right to prohibit 

characters where the concept is offensive, discriminatory, unlawful, outside of theme or a 

direct copy of published character. 

1.4 To take part in activities you must be Authorized by a qualified Marshal. This process is 

simple and easy and will assist you to take part in the combat aspects of the game in a safe 

manner. 

2. Safety and Fair Play 
2.1 As a player you MUST at all times: 

a. Adhere to The Warsong: LARP Brisbane Code of Conduct (Appendix A) 

b. Play fair and count your own hits 

c. Not act with real aggression 

d. Not act in a manner that is intentionally or recklessly likely to cause real injury to another 

person 

e. Comply with all directions from Marshalls 

2.2 All blows must be pulled so that they do not strike with excessive force (i.e. relax your grip 

prior to contact). A light but firm touch, struck in a realistic manner is all that is required to 

score a hit. Excessive force means a hit that poses a risk of real injury. If a player tells you 

that you have struck them too hard then you may not dispute it. 

2.3 No bodily contact is permitted other than via an approved foam/latex weapon, and you must 

not get within arms’ length of another player without their consent. “Throat-slitting” or 

similar actions are disallowed unless prior consent between the two players involved has 

been established and it is done in a safe and responsible manner. 
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2.4 The Warsong: LARP Brisbane is a contact sport. This means that, while we pull our blows, 

inadvertent harder hits can and will occur - this is just like other contact sports.  All players 

must be prepared to shrug these off and keep playing. While no particular safety equipment 

is mandatory, we recommend that all players wear a sports box, and for female players some 

form of chest protection. Head protection is highly recommended. 

2.5 Most commercially produced latex/foam LARP weapons in good condition are permitted if 

they are safe and comply with the weapon construction rules. Home-made foam/latex 

weapons may be permitted subject to decorum and mandatory safety checks (see Appendix 

B). 

2.6 You may not fight from your knees or fire a missile weapon while kneeling. 

2.7 A Warsong participant may elect to be a Non-Combatant. These players may not carry a 

weapon and should identify themselves as Non-Combatants by wearing an orange sash 

(Available at sign in). A disarmed player currently engaged in combat is not considered a Non-

Combatant. 

2.8 Within the boundaries of declared Town Areas at Warsong events, all players are treated as 

Non-Combatants without the need to disarm or identify themselves as such. 

2.9 Non-Combatants may be incapacitated and reduced to 0HP by the phrase “You have been 

slain” combined with an appropriate gesture or role-played action of a legitimate threat, such 

as pointing a weapon at them from within striking range. The act should take a minimum of 4 

seconds to play out. Striking a declared Non‐ Combatant should be avoided. 

3. Marshalls, Calls and Sanctions 
3.1 Marshalls: The role of The Warsong: LARP Brisbane Marshalls is to: 

a. Manage the game or scenario 

b. Police players who breach the rules 

c. Police players who act in a manner that is intentionally or recklessly likely to cause real 

injury to another person 

d. Police the weapon, shield and armour construction rules 

Marshalls may issue a warning (yellow card) or send a player off the field for all or part of a game or 

event (red card) when exercising their authority.  A player may appeal a Marshal’s decision to the Head 

Marshall for the game at the next break; the Head Marshall’s decision is final and not subject to further 

appeal. 

3.2 A Marshall may stop play at any time by calling Code Red and three sharp blasts of a whistle 

if there is a serious risk to health or safety, or a serious injury occurs. On a Marshal calling 

Code Red, all play must stop, and all players must remain still and quiet until a Marshall 

calls Lay On or issues one blast of a whistle. Non-marshals must not call Code Red or Lay on. 

3.3 The organisation may suspend or ban players for serious or persistent unsafe play, breaches 

of the rules or bringing the game into disrepute. 
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4. Hits and Combat 
4.1 All parts of the body are valid scoring zones other than head and neck, hands from points of 

wrists, and feet from points of ankles, and groin. Deliberate hits to non-scoring zones are 

considered bad sportsmanship. See Figure 1 below for valid scoring zones 

4.2 Both strikes and thrusts are permitted, however you should only thrust with a weapon that is 

approved for thrusting (approved brands are published from time to time). 

4.3 The Warsong: LARP Brisbane is seeking to simulate heroic combat. To this effect, a good hit 

must strike cleanly, firmly, and realistically with the damage dealing surface of a weapon 

(blade, crushing surface or thrusting tip). 

4.4 A partially parried blow should still be taken as a good hit if the target considers that it would 

have caused real damage if they were unarmoured. 

4.5 It is up to the struck player to judge whether they have received a good hit and count their 

hits (assume you are unarmoured – the HP system already takes armour into account). Do 

not argue or debate the number of hits during the game. 

4.6 A player cannot grab another player’s weapon or shield or deliberately trap their weapon 

with a shield or their body. Weapons and shields can be momentarily hooked with a weapon. 

A player can push their shield or weapon against another player’s shield or weapon but not 

so as to injure or unbalance the other player. 

4.7 “Half-swording” or holding the blade of your own sword in your off-hand to assist a blow is 

permitted. 

Figure 1 
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5. Weapons and Damage 
5.1 Hits from weapons may be normal hits (1 HP damage), critical hits (3 HP damage). 

The Warsong: Damage Table 

Weapon Category 
Strike/Cut 

Limb 
Thrust/Stab 

Limb 
Strike/Cut 

Torso 
Thrust/Stab 

Torso 

Small one-handed 1 1 3 3 

Medium one- handed 1 1 3 3 

Long one-handed (1h) 1 1 3 3 

Long one-handed (2h) 3 1 3 3 

Two-handed Weapon 3 1 3 3 

Staff 1 - 3 - 

One-handed Spear - 1 - 3 

Two-handed Pole Weapon 3 1 3 3 

Two-handed Spear - 1 - 3 

Arrow - 1 - 3 

Band - 1 - 3 

Javelin - 1 - 3 

Throwing Weapon 1 1 1 1 

Creature 3 3 3 3 

 

5.2 Dual wielding of weapons – Primary weapon cannot exceed 125cm (long one-handed 

category); secondary weapon cannot exceed 100cm (short or medium category). 

5.3 Bows and Bandguns: These weapons must not be used within two (2) metres, measured from 

the tip of the weapon, of another player. Loading a Bandgun requires that both hands be 

free. You may not hold another object in your hands or have a shield strapped to your arm. 

You may also only fire a Bandgun with a free hand. 

a. Bows must not be used to block strikes. 

b. Any arrows that are not in your active shooting hand must be kept in an appropriate 

quiver. 

i. IE: Holding extra arrows in your active shooting hand is okay, but tucking them 

into your belt is not 

c. For safety reasons, the maximum amount of arrows per player is limited to 15. 

d. Arrows can be blocked by a weapon actively held in hand. 

e. Blocking should be such that only the arrow head is striking the weapon in question. The 

shaft and fletching should not come into contact with your weapon. 

f. Arrows are not to be chopped/swiped out of the air. 

5.4 Shields protect against all weapons that they successfully block, other than hits from 

creatures. No shield ramming, bashing or contact with another player’s body will be 

tolerated. A shield must be held in the hand to have effect and cannot be used in the same 

hand as any other item or weapon. This applies to buckler-style shields as well. 

5.5 “Long one-handed weapons” as specified in Appendix B can be used in either one or two 

hands. If wielded in two hands they inflict critical hits to any location, as per two handed 

weapon rules, with the exception of thrusting. Other combatants must be able to clearly 
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identify which role such weapons are being employed. As such, changing grip mid-shot is not 

permitted. 

5.6 An item may be considered a weapon, a shield or a piece of armour, but no item can be more 

than one of these types. 

5.7 A player may only throw a single throwing weapon per hand at a time. 

5.8 Any player may perform a “coup de grace” on any opponent who has been reduced to 0HP, 

including non-combatants. The attacking player must role play a final killing blow on the 

victim while saying “coup de grace”. The act should take approximately 4 seconds to play out 

and should not include physical contact. 

5.9 ‘Blunt’ or ‘Unbladed’ weapons are not permitted to be thrust with. 

5.10 See Appendix B for weapon and shield construction rules. 

6. Wounds 
6.1 All players have a base of 3 hit points (HP). Armour and special items may provide additional 

hit points. 

6.2 When HP are reduced to zero due to taking hits, the player is incapacitated and cannot take 

any further in- game actions other than as specified below. 

6.3 An incapacitated player may either: 

“Fall”: 

The player falls to the ground so that at least 2 limbs remain in contact with the ground.  

Actual falling down and lying prone is encouraged if safe to do so. The only movement 

permitted is slow crawling away from the combat; player may also be assisted up and 

away by another player at a very slow walk leaning on their shoulder or being carried).  

Soft groaning is permitted. 

“Flee”: 

For Battle games:  Flee the combat zone so as to take no further part in the Battle until 

the next respawn. 

For weekend events: Flee from the conflict back to the designated respawn point (subject 

to the rules of death for the specific event). 

“Yield”: 

Any player can either ask another to yield instead of fighting, if the current landscape may 

be unsafe. Players can also yield without being asked. Yielded players must go straight to 

death. 

6.4 An incapacitated player who has taken the “Fall” option may be healed during the battle. 

6.5 An incapacitated player who has taken the “Flee” option cannot be healed. 

6.6 If falling/lying down is unsafe or obstructing play, the player may move out of harm’s way 

and resume their fallen position but cannot do so to gain tactical advantage or to find a 

healer. 
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7. Healing/Restore 
7.1 Players who have lost some or all of their HP can have it restored via “healing”. This can be 

equated to magical, herbal, or surgical style healing. 

7.2 Healing can be performed on an incapacitated player OR a partly injured player. A scenario 

may allow incapacitated players to respawn as an alternative to healing. 

7.3 Any player may elect to be a healer for the duration of a battle game or event. This election 

must be for the entire game or event. 

7.4 A healer cannot perform any kind of healing on themselves. 

7.5 A healer must carry a suitable prop(s):  

a. A staff of at least 1.6m long. A healer’s staff must be appropriately immersive (carved 

and/or decorated).  If to be used for melee combat, it must also be a LARP safe Staff.  

b. A medieval surgeon’s kit (bone saw, needle and gut thread, pliers, blunt scalpel, 

bandages);  

c. A leather/faux leather covered spell/prayer book (at least 15cm wide x 24cm high x 

3.5cm thick).  

d. Blacksmiths tools (at least a prop “anvil”, hammer and tongs; a portable mock forge is 

encouraged).  

e. Any other suitably themed prop(s) or variation on the above which has been discussed 

with, and consequently approved by the Marshal-in-Chief based on these criteria: 

i. The healing prop(s) must be immersive and appropriate for the Warsong LARP 

setting 

ii. The healing prop(s) must be justified in use for healing 

iii. The healing prop(s) must be used in both hands during the act of healing 

7.6 Each healing prop and healing performance/role-play must be approved for each player before 

they are considered authorised to heal with that specific prop and performance. 

7.7 To perform healing, the healer must use their prop in an appropriate manner, remain in close 

proximity to the “patient” and spend the minimum required seconds acting out the healing. 

Healing restores all lost HP to the target. The minimum required seconds are determined by the 

maximum HP of the Healer, including their armour and any bonus HP: 

a. 1-6HP: Minimum 30 seconds of uninterrupted role-play to complete a Heal 

b. 7-9HP: Minimum 60 seconds of uninterrupted role-play to complete a Heal 

c. 10-12HP: Minimum 90 seconds of uninterrupted role-play to complete a Heal 

d. 13-15HP: Minimum 120 seconds of uninterrupted role-play to complete a Heal 

7.8 Use of a prop means role-playing the appropriate method of healing using the healing prop(s) in 

both hands for the duration of the act of healing. Only approved healing props may be held in 

either hand while healing is performed.  

7.9 If the healer is interrupted during the healing process, such as if they are struck with a weapon, 

engage in conversation, etc. they must start the healing process again.  

7.10 The “patient” needs to be either kneeling or prone during the healing process.   

7.11 A player being healed may not heal another player at the same time.  
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8. Armour 
8.1 Armour should look like historic armour or a fantasy equivalent. Armour must be designed so 

as to minimise the risk of serious or permanent injury to persons, and damage to foam prop 

weapons.  Some damage to foam prop weapons particularly from metal armours cannot be 

avoided. 

8.2 Effect: Armour increases HP and acts like a global “forcefield” 

8.3 Armour of different types cannot be stacked on the same zone to increase HP. 

8.4 A player may treat a higher armour type as a lower armour type to obtain sufficient coverage 

to get a HP as that lower type. 

8.5 Normal maximum HP from armour is +12, combined with base 3 HP (max 15 HP). 

8.6 Locations 

a. Four armour locations: Head, Torso (4 zones marked in grey: chest, abdomen, upper back 

and lower back), and Limbs (12 zones marked in white: upper arms, elbows, forearms, 

upper legs, knees, lower legs). Note: elbows and knees are only counted as a zone for 

heavy armour. 

b. Red zones on figure are non-scoring zones: head, neck, groin, hands from points of wrists 

and feet from points of ankles). 

c. Please see Figure 1 earlier in the document for a visual representation of these zones. 

8.7 Armour counts if it effectively covers the zone in realistic manner. Roughly 75% the ‘damage 

facing’ zone should be covered in order to meet minimum requirements unless otherwise stated. 

(More coverage is better). 
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8.8 Armour types (if total HP includes any fractions they are rounded down) 

a. Light Armour (max +4 HP): 

i. +1 if both front torso zones covered 

ii. +0.5 for each back torso zone 

iii. +1/4 per limb zone covered (not including elbows or knees) 

b. Medium Armour (max +6 HP): 

i. +1 if both front torsos zone covered 

ii. +0.5 for each back torso zone 

iii. +1/2 per limb zone covered (not including elbows or knees) 

c. Heavy Armour (max +9 HP): 

i. +1 for each front torso zone covered 

ii. +0.5 for each back torso zone 

iii. +1/2 per limb zone (including elbows or knees) 

d. Head 

i. Light - 2mm+ rigid leather helmet: +1 HP. Must cover all of head from browline up 

as a minimum 

ii. Medium - Steel/iron or aluminium chain mail coif: +1 HP 

iii. Heavy - Steel (1mm+) or other metals (1.2mm+) helmet: +2 HP. Must cover all of 

head from browline up as a minimum 

iv. Heavy - Steel (1mm+) or other metals (1.2mm+) full face helmet: +3 HP. Must 

cover all of head from jawline and include a full face covering or visor as a 

minimum. e.g. crusader great helm, armet, close helm, visored sallet, visored 

bascinet/houndskull or equivalent 

v. Approved latex monster mask: +2 HP. It must be high quality and cover all of face 

and head. Note: Epic Armoury full head and face orc masks are pre-approved. 

Other equivalent fantasy racial masks may be approved on a case by case basis 

vi. Approved Racial masks and helmets may be stacked to provide a max of 3HP if all 

the head zones mentioned above are covered. 

e. Bonus Points (Only one of the following can be claimed and cannot take total HP beyond 

15) 

i. +1 HP for 5mm+ thick padded gambeson covering torso and arms 

ii. +1 HP for Full body fur or full length fur cloak (fake fur may be used, must reach at 

least half way down your calf) 

iii. +1 HP for Steel (1mm+) or other metals (1.2mm+) or 2mm+ leather or chainmail 

medieval style throat protection e.g. full throat covering gorget, bevor, helm with 

built in throat protection. (Full protection, The throat should not be easily seen or 

accessible) 

iv. +1HP for Steel (1mm+) or other metals (1.2mm+) +1 HP pair of metal plate or mail 

gauntlets. (+1mm metal) 

v. +1 HP for A maille aventail/camail made from steel/iron or aluminium chain mail. 

(Full coverage, must cover back, sides and front of the neck) 

vi. +1HP for Steel (1mm+) groin protection, must be able to be made visible to 

inspecting marshals and otherwise adhere to 75% coverage rule. 

vii. +1HP for Steel (1mm+) jack chain, but ONLY when fastened to a full length 

garment (Full length: Neck to waist, shoulders to wrists)  
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8.9 Acceptable torso and limb armour materials 

a. Light 

i. Thick flexible leather (at least 2mm thick) 

ii. RingMesh brand maille and other equivalent fine metal chain maille 

iii. Metal armour that does not qualify as medium or heavy armour 

b. Medium 

i. Thick rigid leather plate (at least 5mm thick) 

ii. Steel/iron or aluminium chain mail 

iii. Steel/iron or brass scale or lamellar (scales or lames 0.6mm+) 

iv. Steel/iron (1mm+) or other metals (1.2+mm) plates held together with flexible 

backing material (coat of plates, splinted and equivalent). Gaps between plates or 

splints cannot be more than 10mm. 

c. Heavy 

i. Steel/iron (1mm+) or other metals (1.2+mm) plate (breastplate, back plates, 

elbow and knee cops, vambraces, pauldron with rerebraces, greaves, and 

equivalents). 

d. Other 

i. Armour that does not categorically fall into medium or heavy (some Segmentata 

Lorica and Brigandines) will be tested by inspecting marshals to categorise the 

armour. 

8.10 Provision exists for players to equip themselves with one (1) ecranche (shoulder shield). 

Attached to the upper arm this shield-like piece of equipment functions as a piece of 

ARMOUR with equivalent rating to medium/heavy armour covering the same limb zone. As 

per armour rules this does not stack with any armour worn underneath. The ecranche should 

be made of 12mm or thicker plywood (or approved equivalent) and must otherwise meet all 

other armour requirements for safety. Strikes upon it should be treated as per normal arm 

strikes against the player and damage received should be treated as such. The maximum 

dimensions for this item are 40x50cm. 
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Table 1 

The Warsong: LARP Armour Table 

Zone  Light Medium Heavy 

Head  1 1 2 

Face    1 

Chest  0.5 0.5 1 

Abdomen  0.5 0.5 1 

Upper 

Back 

 0.5 0.5 0.5 

Lower 

Back 

 0.5 0.5 0.5 

Upper Arm 

 

Left 

Right 

0.25 

0.25 

0.5 

0.5 

0.5 

0.5 

Elbow 

 

Left 

Right 

  0.5 

0.5 

Forearm 

 

Left 

Right 

0.25 

0.25 

0.5 

0.5 

0.5 

0.5 

Upper Leg 

 

Left 

Right 

0.25 

0.25 

0.5 

0.5 

0.5 

0.5 

Knee 

 

Left 

Right 

  0.5 

0.5 

Lower Leg 

 

Left 

Right 

0.25 

0.25 

0.5 

0.5 

0.5 

0.5 

A one-off +1 HP bonus may be awarded for items 

listed in section 8.8 Armour types. Any partial values 

are always rounded down. Refer to the main rules for 

details. 
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9. Mages and Magic 
9.1 The Medieval world was full of magic and superstition. But playing with such forces is a rare 

and fickle thing. The Warsong: LARP Brisbane simulates magic in three ways: 

a. Battle magic 

b. Roleplay magic 

c. Ritual magic 

9.2 Any player may act as a spell caster as part of their character concept.  Such players are 

encouraged to costume and accessorize accordingly. A player playing as a spell caster can of 

course also act as a healer as per the healing rules. 

9.3 Mages must at minimum maintain unarmoured zones of the Head, and one full arm (the 

Upper Arm, Elbow and Lower Arm zones) without any Light, Medium or Heavy armour worn 

in those locations. There is no requirement for mages to wear any armour at all, and it is up 

to the player’s preference which of their arms remains unarmoured. All other armour, 

including latex monster masks, contributes the full HP bonus as detailed in the Armour 

section of these rules. 

9.4 Battle Magic may be simulated by colourful variants of standard weapons, called Magic 

Weapons, such as using throwing weapons made to look like flaming missiles, swords and 

shields crafted or decorated to appear as though made of summoned energies, Bandguns as 

“wands”, and javelins as lightning bolts. The effect of these weapons is the same as the 

standard variety for the purposes of dealing damage, but allows the Mage to use such 

weapons in conjunction with other magic. 

9.5 A Mage must carry a suitable prop:  

a. A staff or cane. If to be used for melee combat, it must be a Magic Weapon per Battle Magic rules 

and cannot be used for Healing.  

b. A magic wand of at least 25cm long  

c. A Religious/Divine Artefact  

d. A Magic Weapon 

e. Alchemical potions 

f. Any other suitably themed prop(s) or variation on the above which has been discussed with, and 

consequently approved by the Marshal-in-Chief based on these criteria: 

1. The magic prop(s) must be immersive and appropriate for the Warsong LARP setting 

2. The magic prop(s) must be justified in use for creating magical effects 

3. The magic prop(s) must be used in one hand during the act of spell casting 

9.6 Role playing magic 

a. At the time of casting the spell, the caster must use the key word “VERITAS” to indicate 

to the target that magic is afoot. 

b. The caster must hold an approved magic prop in one hand for the duration of their 

roleplay. The caster cannot have a weapon or shield in their prop hand, unless the prop 

itself is an approved magical weapon per the Battle Magic rules. 

c. Role playing allows a clever spell caster player to create truly mystical effects. The idea of 

roleplaying magic is to add to the drama of The Warsong: LARP Brisbane and enhance the 

immersion for all those engaged. 

d. There are a lot of opportunities for "role-playing based" magic spells. The game world 

becomes a place in which magic is present and mysterious but not overwhelmingly 

powerful. Sometimes it works and sometimes it does not. It is up to the target of the spell 
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to choose if and how they are affected by it and it is up to the caster of the spell to cast 

spells that are going to be fun to role play. 

e. Just because there are no “rules” does not mean that magic does not work: 

E.g. If a priest wants to perform a ritual of bravery before the fight, giving all those in his congregation 

immunity to fear from their enemies, he simply does and those players then roleplay in a manner which 

shows that they have no fear. 

E.g. A mage accosting a town guard, murmurs an appropriate incantation in their ear and then passes a 

white feather before their face and seeks to “hypnotise” them before commanding them to “sleep” while 

the mage and his/her allies pass through the gate. If the guard feels the mage’s performance was 

impressive enough then he/she sinks down into a slumber for a suitable period of time. 

f. Role playing magic affects another player’s behaviour rather than the caster, inanimate 

objects or the environment per se and cannot have an effect contrary to the rules or 

spirit of The Warsong: LARP Brisbane or the relevant scenario. 

g. The key to roleplaying based magic is that the caster seeks to convince another player 

that they are ensorcelled using good roleplay, performance and props.  In return, a good 

roleplayer will likely agree to obey the spell caster’s reasonable commands and play 

along.  Spell casters will quickly identify those who are not good role-players and good 

sports. Likewise, if the spell caster puts on a poor performance or tries to give 

unreasonable commands, their magic will fail. 

h. Even failed spells should have some effect on the target, with the expected result of spell-

casting being approximately equal to the effort and skill invested by the spell caster. 

9.7 Ritual magic –used on weekend and other events and can have a profound effect on the 

game. The rituals will need to be carried out in person at the event. 

10. Warbands 

If you wish to register a Warband please contact our Warband and Costuming Officer at 
warsonglarp@gmail.com 

mailto:warsonglarp@gmail.com
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 Appendix A 

Code of Conduct 

1. Introduction 
1.1 The Warsong: LARP Brisbane is dedicated to providing an inclusive LARPing experience for 

everyone, regardless of gender, sexuality, disability, physical appearance, body size, race or 

religion. Therefore, all participants agree to abide by the following Code of Conduct. The 

Code of Conduct is not all-inclusive. Any action which creates an unsafe or hostile 

environment or which precludes fair game play may be reported to the Admin. The Admin 

may issue violations for actions not explicitly delineated in the code.  Participation in The 

Warsong Events designates presumed acceptance of this code. This code applies to 

behaviour at both official events and online discussions. 

2. General Behaviour 
2.1 Treat everyone with respect, regardless of a person’s gender, sexuality, disability, physical 

appearance, body size, race or religion. 

2.2 Follow the rules. All players are expected to have read the rules of play and are expected to 

abide by them. 

2.3 Do not threaten, intimidate or insult people out-of-game. Do not use out-of-game knowledge 

or information to threaten, intimidate or insult people under the guise of role -play. 

2.4 Do not harass participants, make them feel unsafe, or contribute to a hostile environment 

(Refer to 3.0 Harassment Policy for details on what constitutes harassment at The Warsong). 

If asked to stop any harassing behavior, comply immediately. “Clarify” or “Caution” may be 

used to clarify that a request is out - of-game. 

2.5 Do not sexually harass anyone, in-game or out-of-game. This includes public sexual behavior, 

sexual comments, and all forms of sexual assault. 

2.6 Do not physically assault others except as described by the combat rules of the game. 

2.7 Do not discriminate or make jokes on the basis of out-of-game characteristics such as race, 

sex, sexual orientation, gender expression, disability, national origin, citizenship, or religious 

beliefs. 

2.8 Follow event rules and insurance stipulations in regards to alcohol, tobacco, and fire. Do not 

smoke except in designated areas; do not litter with cigarette butts; do not consume alcohol 

at events where it is prohibited; etc. 

2.9 Do not cheat. Do not meta-game. Follow and uphold the spirit and letter of the games rules 

to the best of your ability. If you feel the rules should be amended, submit your suggestion to 

the Marshal in Chief, To your Warband Leader or to warsonglarp@gmail.com 

2.10 Make a good-faith effort to uphold requests made by community members to keep them 

uninvolved in plots whose themes relate to their phobias, past traumas, or other similarly 

sensitive topics. 

2.11 The minimum age of participants at The Warsong: LARP Brisbane events is 18. Explicit 

language must be held to an M rated level. Light swearing is permissible, but participants 

may be warned if their language becomes excessive. 

2.12 All players must have signed a legal waiver in order to participate in events run by The 

Warsong 

mailto:warsonglarp@gmail.com
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2.13 The Warsong has a Zero Tolerance policy regarding any use of recreational drugs or the 

excessive use of alcohol. Those who arrive at a game with impaired judgment from any 

substance, regardless of whether it is prescribed or not, will be asked to leave and may be 

refused entry to future events run by The Warsong. If the event site serves alcohol, there is a 

two drink maximum during game play. 

2.14 No breaking local, state, or federal laws. No breaking any rules of the event site. Do not bring 

real weapons to events. 

2.15 The Warsong will not tolerate dangerous behaviour, intentional damage or theft of items or 

property, vandalism, display of pornographic materials, open and gross lewdness, or any 

actions by an individual or group which demonstrates a wanton lack of respect for the safety 

or security of the people, property or environment at The Warsong events, or on public, 

online forums hosted by The Warsong. 

2.16 The Warsong reserves the right to refuse entry to an event, ban an individual from 

participating in any event run by The Warsong, or expel any individual from an event if an 

individual is deemed to have broken any part of the Code of Conduct, has been found 

cheating or meta-gaming, or is seen to be a disruptive influence. The event fee will not be 

returned if you are expelled from an event. 

3. Harassment 
3.1 The Warsong: LARP Brisbane will not tolerate any form of harassment of participants. 

Participants found to be engaging in harassment may be sanctioned, expelled from events 

without refund and/or banned from attending future events. 

3.2 What is harassment? 

Harassment includes: 

a. Offensive verbal comments about gender, sexuality, impairment, physical appearance, 

body size, race or religion 

b. Showing sexually explicit images or discussing sexually explicit topics in public spaces, 

including, but not limited to, social media groups and pages, official events and forums. 

c. Discussion or images related to sex, pornography, discriminatory language or similar is 

welcome if it meets all of the following criteria: 

i. Organisers have specifically granted permission in writing 

ii. It is necessary to the topic of discussion and no alternative exists;  

iii. It is presented in a respectful manner, especially towards women and LGBTQIA 

people.  

iv. Attendees are warned in advance in the programme and respectfully given ample 

warning and opportunity to leave beforehand. 

v. This exception does not allow use of gratuitous sexual images as attention-getting 

devices or unnecessary examples. 

d. intimidation, stalking or following 

e. photographing or recording someone without their permission 

f. sustained disruption of talks or other events 

g. uninvited physical contact 

h. uninvited sexual attention 

Participants asked to stop harassing behaviour must comply immediately. 
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3.3 What should I do if I am being harassed? 

a. In some cases you may find the harassment stops if you clearly say ‘no’ or ‘please leave 

me alone’, or simply walk away. We would appreciate it if a Marshal or member of the 

Admin was still informed to help us identify any repeat offenders. 

b. If you continue to be harassed or notice someone else being harassed, please contact a 

Marshal or member of the Admin immediately. Marshals and Admin will help participants 

contact law enforcement, provide escorts, or otherwise assist those experiencing 

harassment to feel safe both online and during events. The Marshal or Admin member 

you report to will take whatever steps they can to assist you in feeling safe, and will put 

you in contact with or bring you to an appropriate staff member. 

c. You do not have to give us details of the harassment, and can choose whether or not to 

report. If you wish to report, we will take details of the harassment and work with you to 

respond to the issue in a way that assists you in feeling safe and maintains the safety of 

the wider convention environment, as well as enforcing our anti-harassment policy. If you 

report a serious criminal matter, please be aware that we may be obliged to contact the 

police. We would however take into account any concerns you may have around 

involving them. 

d. If you would like to discuss the harassment without making a report, please make this 

clear to the Marshal or Admin Member you are speaking to. Bear in mind that this is for 

informal emotional support only: our Marshals and Admin Members don't have 

counselling training. 

4. Consequences of a Breach of the Code 
4.1 The Warsong: LARP Brisbane employs an escalation process to breaches of the Code of 

Conduct. The Warsong Admin may choose to skip any or all steps in the escalation process 

dependent on the nature of the breach. Any law breaking which constitutes criminal 

behaviour will be immediately reported to the Police and the offender permanently banned 

from attending future events. 

4.2 Escalation process 

a. Informal warning – the participant is warned that their behaviour is in breach of the code 

and to cease this behaviour immediately. This warning may be delivered as a verbal 

warning, or a written one, however the Admin issuing the warning will stipulate that the 

warning is informal. 

b. Formal Warning – the participant receives a written, formal warning that their behaviour 

is in breach of the code and to cease this behaviour immediately. This stage of the 

escalation process may operate on a three strike basis or a first and final warning, 

depending on the nature of the breach. 

c. Suspension – the participant is suspended from participating in future events for a period 

of time designated by the Admin. This may be coupled with a suspension from Facebook 

Groups and the Facebook Page. 

d. Permanent Ban – the participant is expressly forbidden from participating in all future 

events. This will be coupled with a ban from Facebook Groups and the Facebook Page. 
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5. Appeals Process 

Any individual wishing to appeal a marshal's ruling at an event for any reason must do so through the 

appropriate chain of appeals, beginning with the marshal or Admin member who made the initial ruling. 

Appeals should always occur after the event, off the field. Players who attempt to commence the 

appeals process on field, while an event is in progress may face marshal sanctions or disciplinary action. 

5.1 Chain of Appeals 

The chain of appeals is as follows: 

a. The Marshal/Admin who made the initial ruling 

b. The Head Marshal of the Event 

c. The Marshal in Chief 

d. The Warsong Admin 

e. The Business Owner 

For rulings regarding the compliance of weapons and armour, or revocation of authorisation, the chain 

of appeal ends with the highest ranking marshal from the list above who is present at the event. 

For rulings made by members of the Admin, appeals may be made to the next Admin member in the 

chain of appeals. Rulings made by the business owner are to be considered final. 
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Appendix B 
Weapon and Shield Construction Manual 

1. Weapon Construction and Use 
1.1 Only The Warsong: LARP Brisbane approved foam prop weapons may be used.  The Warsong: 

LARP Brisbane and its Marshals reserve the right to refuse any weapon on safety grounds. 

1.2 As a general rule, only commercially manufactured foam or latex prop weapons that meet 

the standards of The Warsong: LARP Brisbane will be approved.  Homemade weapons may 

be approved subject to detailed information of construction technique, and investigation 

which may include destructive investigation of items.  Approvals may be with conditions 

(such as no thrusting). 

1.3 Weapon construction: 

a. Dimensions: Dimensions are shown in Table 2 Weapon Size, for each category of weapon. 

b. Weapons must be designed so as to minimise the risk of serious or permanent injury to 

persons, and damage to foam prop weapons. 

c. Cores of weapons may be either fibreglass or carbon fibre rods or tubes that break 

cleanly or “feather” rather than result in splinters. The hafts of pole arms may also be 

constructed of wood or bamboo. 

d. As a guide, weapons must be padded with injection or closed cell foam, or equivalent, so 

that: 

i. Damage dealing surfaces, and any surfaces likely to come into contact with 

another player are soft to touch; 

ii. The solid core on any part likely to come into contact with another player is not 

readily apparent to finger pressure; and 

iii. A blow struck to an unarmoured part of the body with normal force will not cause 

greater injury than a temporary stinging sensation. 

e. Rigidity: the core of a hand weapon should be reasonably rigid so as to simulate a real 

weapon without being likely to result in blows being struck with excessive force.  The 

core of a weapon should be sufficiently rigid so that it is not unrealistically whippy. 

f. Weapons intended to be used for thrusting MUST come with a manufactures guarantee 

that they are safe to be used in such a way. Thrusting tips must be designed so as to 

minimise the risk of serious injury to the eye and body and must have Kevlar or 

equivalent reinforced tips to minimise the risks of the core penetrating the foam. 

g. Homemade thrusting tips (for spears) will need to include an anti-penetration device 

(metal disc the width of the shaft) plus rubber stopper over the disc and shaft in following 

arrangement ====== shaft | disc ] stopper and the whole area  covered by a foam head 

of sufficient thickness so the shaft cannot be felt even with significant pressure. 
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Table 2 

The Warsong: LARP Weapon Table 

Metric 8-55 30-85 55-100 100-125 125-155 155-185 185–200 200-220 220-300 

Short one-handed weapon 
or throwing weapon ✔         

Medium one-handed 
weapon 
(sword, axe,mace, war 
hammer, club, flail) 

  ✔       

Long one-handed weapon 
(bastard/hand and a half 
sword, axe, mace, war 
hammer, big club, flail) 

   ✔      

Two -handed weapon 
(great sword, 
axe, 2h-mace, 2h-club, 2h-
war hammer etc., two 
handed club) 

    ✔ ✔    

Staff     ✔ ✔    

One-handed spear (thrust 
only) 

   ✔ ✔ ✔ ✔   

2-handed pole weapon 
capable of 
cutting/slashing (poleaxe 
/halberd, glaive, etc.) 

      ✔ ✔  

2-handed spear (thrust 
only)    ✔ ✔ ✔ ✔ ✔ ✔ 

Arrow 

 ✔ ✔       

Band for black powder 
weapons 

✔         

Javelin    ✔ ✔     

Shield Round: 70cm max diameter. All other shield types: 60x90cm max 
(including padding) 

Bow Max draw of 25 lbs (lbs/#/Pounds) at 28 Inches 
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1.4 Weapon construction: 

a. The following hand weapon types may be used: 

i. Improvised weapons: club, stick, chair leg, beer mug, and other improvised 

weapons approved for the game or event. An improvised weapon may only be 

SWUNG and may only be used one handed. 

ii. One-handed weapons: dagger, sword (up to and including bastard swords), axe, 

mace, flail, and war hammer. A one-handed weapon may only be used one 

handed and it may be SWUNG or THRUST provided it has an appropriate and safe 

damage dealing surface.  For example, a sword can be swung or thrust while a 

mace can only by swung. 

iii. Two-handed weapons: sword, axe, mace, war hammer. A two-handed weapon 

may only be used two-handed and it may be SWUNG or THRUST provided it has 

an appropriate and safe damage dealing surface. 

iv. Two handed staff: May only be used two-handed and it may only be SWUNG. The 

entire staff must be padded. 

v. Two-handed cutting or smashing pole weapons: pole axe, sword 

staff/naginata/glaive, 2-h flail. A two-handed cutting or smashing pole weapon 

may only be used two-handed and it may be SWUNG or THRUST provided it has 

an appropriate and safe damage dealing surface. 

vi. A two handed cutting or smashing pole arm must be padded to the first 40cm and 

must have as a minimum a rubber stopper or padding on the butt. 

vii. One-handed spear.  A one-handed spear may be used one or two-handed and 

may only be used for THRUSTING. A one handed spear must be padded to the first 

40cm and must have as a minimum a rubber stopper or padding on the butt. 

viii. Two-handed spear. A two-handed spear may only be used two- handed and may 

only be used for THRUSTING. A two handed spear must be padded to the first 

40cm and must have as a minimum a rubber stopper or padding on the butt. 

ix. Any weapon that requires two hands to attack may be used to block with only one 

hand. 

b. Players must not use a weapon which is unsafe. A Marshal may demand that any weapon 

be handed to the Marshal for inspection at any time. If the Marshal determines that a 

weapon does not comply with these rules or is otherwise unsafe, the weapon may not be 

used in the game. 

c. The head and chain on a flail weapon must be soft and the “chain” on a flail weapon 

cannot exceed 15cm in length or be dangerous to other players. 

1.5 Missile Weapons 

a. Permitted missile weapons: bow and arrows, Bandguns, javelins, and small throwing 

weapons. Some missile weapons may not be permitted under local public laws. 

b. A missile weapon cannot be used in the same hand as another weapon or item. 

c. Only approved missile or thrown weapons may be used. The only arrows approved for 

use are those manufactured by IDV Engineering (Germany). 

d. Slight modifications as per IDV engineering’s guides are permissible: 

i. Colouring the shaft, fletching and nock. 

ii. Colouring the bevelled edge of the arrow head. (Please ask for clarification if 

needed.) 

iii. Replacing fletching and nocks with IDV branded fletching and nocks. 



The Warsong: LARP Brisbane 

iv. All other modifications are not allowed 

e. Only bows with a max draw of 25lbs @28in may be used.  Bows must not be used for 

parrying. 

f. Javelins must be entirely padded other than a small area near the middle for holding. 

i. Construction will otherwise be similar to a one-handed spear save that core must 

be either fibreglass or bamboo. 

g. Mock black powder guns (Bandguns) 

i. Bandguns may only fire a rubber band gun style projectile (6mm+ diameter 

surgical tubing – which cannot have noticeable hard parts). The maximum 

exposed area of non-tubing is 15mm (Ziptie/Rope). 

ii. Bandguns must have the appearance of pre-1600 muzzle loading black powder 

firearm 

iii. Bandguns must not be used for parrying. 

iv. Bandgun pistols (Bandgun shorter than 1m):  Bandgun pistols may only be single 

barrel and single shot. 

v. Bandgun long arms (Bandguns of at least 1m): 

vi. Single barrel and single shot: Do not require a pole or carriage for firing. 

vii. Multi-barrel and/or more than one shot - requires a pole or carriage for firing. 

h. Small throwing weapons: 

i. Small throwing weapons must be coreless and constructed wholly of closed cell or 

injection moulded foam. 

ii. Small throwing weapons means daggers, knives, throwing stars, axes, rocks, 

magical projectiles or other weapons with a historical or fantasy precedent to be 

approved on a case by case basis. 

i. All parts of a missile or missile weapon (other than the shaft) likely to come into contact 

with another person must be designed so as to minimise the risk of serious or permanent 

injury to persons, and damage to equipment. 

j. Missiles must be designed so that they are not likely to cause serious injury to the eye 

and/or have a face that is larger than the eye socket (5cm). The head of an arrow or bolt 

may be of the flat or rounded head type manufactured by IDV. 

k. A Marshall may demand that a missile or missile weapon be handed to the Marshall for 

inspection at any time, and, in the case of a missile, the Marshal may at their complete 

discretion destructively dismantle it to inspect its construction for compliance with these 

rules. If the Marshall determines that it a does not comply with these rules or is 

otherwise unsafe, the missile or missile weapon may not be used in the game. 

l. A missile weapon may not be deliberately targeted at or brought into close proximity to a 

player’s head, face or throat. 

m. During combat, a missile MUST NOT be picked up after being fired/thrown other than by 

its owner without their permission. 

n. A bow or mock black powder weapon, and any missile weapon or projectile may only be 

touched by its wielder or with their permission. 
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1.6 Shields 

a. Construction: 

i. Shields are to be made of plywood, plastic or metal with foam edging, or wholly of 

foam/latex. 

ii. Where required, edging on shields must be soft to touch and the material of the 

shield is not readily apparent to finger pressure. 

iii. Shields may be strapped and/or have a centre boss. The centre boss may be 

constructed of plastic or metal. 

b. Shields must be designed so as to minimise the risk of serious or permanent injury to 

persons, and damage to foam prop weapons. 

c. Players must not use a shield which is unsafe. A Marshal may demand that any shield be 

handed to the Marshal for inspection at any time. If the Marshal determines that a shield 

does not comply with these rules or is otherwise unsafe, the shield may not be used in 

the game. 

d. Intentionally, carelessly or recklessly allowing a shield to come into contact with the body 

of another player is prohibited.  Shield ramming and bashing is specifically prohibited. 

e. Any shield may be used to lightly push against another players shield or weapon from a 

standing position or at a slow walking pace. 

f. A player may not grasp another player’s shield but may use their own shield or weapon to 

push or hook it out of the way. 
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Appendix D 
Creature Summoning Rules 

1. Introduction 
1.1 Fearsome tamed creatures and devastating artificial constructs may occasionally be brought 

to bear by Warbands of sufficient power and resources. While able to be slain or dismantled 
by mortals they are still quite a formidable sight on the battlefield 

2. Rules 
2.1 Each summoned Creature in play is formed by a team. One player takes the role of the 

Controller; one player takes the role of the Creature 
3. The Controller 

3.1 Any player may be a Controller. A Controller must carry a Rod of Command. This is a short 
rod or staff between 55 and 110cm long. I may be wood, metal or bone and should be 
suitably distinctive from the normal LARP-safe weapons in play. It may not be used as a 
weapon at any time. The Controller is immune to all damage, however they cannot engage in 
combat. 

4. The Creature 
4.1 Any player/s may be a Creature. To qualify as a Creature, the player/s must be fully encased 

in a costume that suitably represents a real-world/fantasy beast or artificial/magical 
construct. The costume should be very distinctive as representing a Creature and should not 
be able to be mistaken for a normal Player. 

4.2 Creatures may be armed as befits their appearance but limited to weapons under 183cm in 
length. Normal weapon construction guidelines may be suspended if the user applies to the 
Warsong Marshallate to have their weapon/s individually passed and tested as safe for 
Creature use only. 

5. Fielding a Creature 
5.1 The Creature automatically joins the game at the commencement of the scenario as long as 

the Controller is present on the field. If the Creature is reduced to 0 HP they must complete a 
5 minute respawn. Once the 5 mins is complete, the Controller must perform a 30 second, 
uninterrupted, summoning to bring the Creature back into play 

6. Combat 
6.1 The Creature has 30 HP and a 5 minute respawn. 
6.2 The Creature is only harmed via torso shots. 

a. Torso shots that would usually be Critical Hits only do 1HP damage to Creatures. 
6.3 Creatures may not be Healed. 
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Appendix F 
The Warsong: Chronicles – Chapter 2 

1.0 Definitions:  
1.1 Warband: An approved group by the Warsong Admin  
1.2 The Clay Warriors: Non-Player Character monsters, chosen from experienced players who can’t 

form a warband of five, or conform to uniform. 
1.3 The Grey: New players or players who can't form a warband of five or conform to uniform, 

representing the unaligned warriors and local rebels of Elysium. 
1.4 Elysian Crystal: A form of magical power found within Elysium; they have no power outside the 

borders of Elysium. Crystals are fought and won at Warsong events. 
 
2.0 Chronicles Rules  

2.1 To take to the field, a Warband must consist of 5 or more people.  
2.2 A Warband on field must consist of a “uniform” that can be identifiable by a Marshal and 

conforms to the minimum costume standards set by the Warband 
2.3 The Clay Warriors may fight against the Warbands to try and stop them successfully earning any 

Elysian Crystals. 
 
3.0 Running of the event 

3.1 At the beginning of each event the Game/scenario mechanics for the night will be explained to 
the Warband leaders, who will purchase and declare any perks they will be using for the scenario 
before they go back and explain it to their individual Warbands.  

3.2 Then the Warbands gather on the field of battle to fight for Elysian Crystal Shards 
3.3 Game will start and players may send envoys for diplomatic reasons if they wish, or simply begin 

the battle. 
3.4 Each game will contain a number of objectives required for each warband to earn Crystal Shards. 

More than one warband may earn Shards during any given game, as long as that warband has 
completed the required objectives. 

  
4.0 Using Crystals  

4.1 Elysian Crystals are filled with magical properties and can be used to create powerful objects or 
cause powerful reactions 

4.2 Elysian Crystals come in two known forms: Ore, Shards, and Crystals 
4.3 Physical chunks of Elysian Crystal Ore can be found and won at Warsong events, the value of any 

given chunk of Ore is variable from scenario to scenario and are likely to be more valuable on 
Games Days. 

4.4 When objectives are won or Ore is cashed in at events, payment will be made in Crystal Shards, 
these Shards must be physically paid to Marshals or NPCs when making purchases. 

4.5 Warband leaders can trade Crystal Shards at the beginning of the night for whatever they deem 
as valuable, or they may choose from the following options: 
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Table 3 
 

Action Length of Use Cost Description 

Pavise 1 Event 1 Shard Construct and move a single wheeled Pavise onto the field at the 
start of the scenario. After 30 seconds its position and 
orientation is considered fixed for the remainder of the scenario. 
It may not be located within 2m of the edge of the field or 
instant death location (IE poison pit, deep water). The Pavise has 
a maximum size of 900mmx1800mm and must be approved by 
EQ. 

Pit Trap 1 Event 3 Shards Construct earthwork pit trap defences in a zone no larger than 
3m by 3m. When a player steps into it, they are dead. Must be 
visible with markers/rope. Pit trap cannot be moved until the 
scenario ends. 

Scouting 
Party 

1 Event 3 Shards Having scouted the battlefield ahead of time, your warband may 
begin each scenario 30 seconds earlier than any warband 
without a Scouting Party of their own. 

Champion 1 Event 5 Shards Imbue one great warrior with strength of heroic proportion. One 
player gains 3HP for the duration. This cannot take the hero 
beyond 15HP, but this bonus HP does not count toward Healing 
time penalties. The designated hero must wear a silver armband 
with a personal insignia/symbol. 

Bardic 
Inspiration 

1 Event 5 Shards So long as your warband's bard is alive and playing music, your 
entire warband is spurred on to greater feats. Each member of 
your warband gains 1HP while the bard is playing. This cannot 
take individuals beyond 15HP. The designated bard must wear a 
decorative sash. 

Spectacular 
Sacrifice 

1 Event 5 Shards At the start of a scenario one member of your warband is given a 
bomb. It must be carried in one hand and is represented by a 
black ball approved by EQ. If that player gets within 1m of a base 
and shouts “BOMB!” any Crystal Ore or similar capture items in 
that base is removed from play, the player is sent to respawn and 
the bomb is removed from play for the duration of the scenario. 
The bomb cannot be passed to another player or looted, and 
stays with the player until it is successfully detonated. 

Mines 1 Event 7 Shards A warband may place 10 land mines (represented by something 
similar to a Frisbee) within 15m of their base at the start of the 
scenario. Any player who stands on them is slain and the mine is 
removed from play until the end of the scenario. 

Triage 1 Event 7 Shards A Triage tent may be erected, giving healers of the warband a 
reduced heal time for the fight. (Note: This action must be 
physically represented by a free standing flag with a first aid 
cross within the Warband’s base) 

I. 1-6HP: Minimum 20 seconds of uninterrupted role-play 
to complete a Heal 

II. 7-9HP: Minimum 40 seconds of uninterrupted role-play 
to complete a Heal 

III. 10-12HP: Minimum 60 seconds of uninterrupted role-
play to complete a Heal 

IV. 12-15HP: Minimum 80 seconds of uninterrupted role-
play to complete a Heal 

Master of 
Minions 

1 Event 7 Shards Unarmoured warband members have their respawn time 
reduced to 10 seconds but ALL hits against them count as critical 
(and therefore one hit kills) 
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Misdirection 1 Event 7 Shards Fake fortifications, re-routed paths and the element of surprise 
allow you to give your warband the advantage over your enemies 
before the battle even begins. Before each scenario starts you 
may switch bases with a warband of your choice. Your base 
location is then fixed for the duration of that scenario 

Standard 
Bearer 

1 Event 7 Shards You may field a warband banner carried by a dedicated standard 
bearer. While your banner is held proudly by your standard 
bearer, your warband is inspired to greatness. Each member of 
your warband gains 2HP while the standard bearer is alive. The 
standard bearer cannot wield weapons, magic or healing and the 
banner must carry your warband insignia and be approved by EQ. 
This can take warband members above their usual maximum HP, 
but they lose 2HP immediately when the standard bearer is slain. 
 
If the standard bearer is slain, the banner and this effect does not 
respawn for the duration of the scenario, but the player may 
respawn as a normal warband member. 

Double Down 1 Event 9 Shards Each scenario the warband declares which objective they are 
going to win. If they succeed, they are rewarded 15 shards or 
double the normal reward of the objective, whichever is higher. 

Fortify 1 Event 9 Shards Fortify your land for the next Chronicles game, giving each 
Warband member an extra 1HP for the event (note: this action 
must be physically represented by a free standing flag with a 
castle on it within the Warband’s base). This cannot take 
individuals beyond 15HP. 

Berserker 1 Event 12 Shards Designate one warband member. That player ignores critical hits 
for the scenario. All hits count as normal 

Mystical 
Armour 

1 Event 15 Shards Your blacksmiths are able to imbue their armour with the power 
of the Elysian Crystals. Mages and Healers in your warband do 
not suffer any armour restrictions or penalties to Healing time up 
to the maximum 15HP. 

Enchanted 
Weapon 

1 Event 15 Shards One of your warband members is bestowed a relic of great 
power, a weapon carrying a uniquely deadly enchantment. One 
of their weapons must be marked with silver and purple ribbons. 
This weapon can only be wielded by the designated warrior. It 
deals double-damage for the duration of the game. This weapon 
must be declared to enemy warbands before the game. 

Monstrous 
Creature 

1 Event 18 Shards Summon a creature to fight for your Warband in the next 
Chronicles game (see the creature summoning rules for details) 
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5.0 Schools 
5.1 Warbands have the option of choosing from six schools 
5.2 The six schools have objectives that must be met in order to acquire skills/knowledge to assist 

them further within that school 
5.3 Multiple warbands may be part of the same school, and warbands may choose multiple schools 
5.4 Each school has a designated NPC available to assist with acquiring skills/knowledge. This NPC 

may require a payment of their choosing to grant assistance 
5.5 NPCs will grant assistance in the form of free perks, additional knowledge or power. Rewards will 

vary depending on the objectives completed or offering presented to the NPC. Greater rewards 
may be offered on game days. 

 
Table 4 

 

School Purpose 

Crystal Research To learn of the magical properties of Elysian Crystals and utilise 

them to create powerful magic 

Creatures To learn the various origins, strengths and weaknesses of the 

Creatures who appear in Elysium 

Battle Prowess To learn how to apply better tactics and strength in strange 

lands 

Death and Rebirth To document and understand the strange happenings in 

Elysium 

Terrain To learn how to better traverse the land and apply this 

knowledge in battle 

Flora To learn how to use native flora to create more powerful 

healing and magic potions 

 


