The Grand Hastilude

at Cricket Lane

2010 IJA-Canada National Championship

Skill-at-Arms Course Design & Rules
Format and Rules
· Games, or Skill-at-Arms, are traditionally the practice of a set of skills that are required in the daily use of a good man-at-arms.  This skill-at-arms course will provide a number of challenges to the competitors.

· Armour is optional (not required) for Skill-at-Arms competition.

· Reasonable medieval costume is required.

· All games will be done in the arena.  Games are done consecutively (all in a row) by a single competitor, but are not timed.  Competitors will have time to receive equipment, and prepare for the run, between game elements.

· Unless otherwise specified in the game, the horse must be in a canter or controlled gallop at the crucial point (impact, throw, etc) for the rider to score points.
· The course will be run once by each competitor.  Running order will be random, in two groups.  The first group will consist of all those competitors and/or horses competing later in the Joust.  The second group will be those competing only in the Skill-at-Arms.
· Depending on the number of participants, if so desired by the Field Marshal, Head Judge and competitors, the course may be repeated for two scoring runs.
· Course elements will be judged by foot crew, as assigned by the Head Judge.  As always, decisions of the Head Judge will be final.

Course Design
First Circuit: Lance
· Away: Given a lance by ground crew (at halt); catch 2 rings, of ~2.5 inch diameter, on the lance
· Return: Maintain control of the lance and hit the Quintain
· Away: Maintain control of the lance, and pass the lance off to squire, still moving
Second Circuit: Spear

· Return: Pick up the spear from the ground (upright. at speed)

· Away: Maintain control of the spear

· Return: Throw spear at stationary hay bale

Third Circuit: Sword
· Away: Draw sword, or take from squire

· Return: Chop two apples, infantry head height; come to a halt
Weaponry Standards and Circuit Rules
· Competitors may choose to use personal weaponry if it is comparable to the tournament standard, at the discretion of the Head Judge
Lance Circuit

· A standard tournament joust lance, fitted with a solid dowel tip, will be provided

· A lighter lance will also be provided, for competitors who are not familiar with the joust lances.

Spear Circuit

· A spear, ~6 feet long, with a ~1 inch diameter shaft, fitted with a metal head, will be provided
· If the spear is missed (during pickup) on the initial pass, the rider may circle and try again, but no points will be awarded

Sword Circuit:

· A “hand and a half” broadsword will be provided (~34 inch blade; ~7 inch hilt)
· If any part of the blade (or hilt) hits the stand, no points will be given

Changes

· Competitor’s meetings will be held on site to remind and clarify to the participants the rules and format, and to review any minor changes that may need to be made, as appropriate.

· Due to the unpredictable nature of the circumstances surrounding competitors and mounts, the Head Judge will have authority to make any changes required on the field during the competition.
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