
Belegarth Book of War 
A Rules System for Medieval Combat with Foam Weapons 
  

 
1. Adjudication 

1.1. Marshal – Person responsible for rules enforcement and weapons inspection. 

1.1.1. A Marshal has the authority to remove anyone from the field of battle. 

1.1.2. A Marshal determines Equipment classifications according to the guidelines outlined in Appendix A. 

1.1.3. A Marshal is responsible for safe conduct of battles, and therefore has the power to stop battles whenever a safety concern 

occurs. 

1.2. All Equipment must be inspected and properly marked if appropriate, according to the guidelines outlined in Appendix A, before it is 

used in combat. 

1.3. The target of an attack makes combat hit determinations. 

1.4. Creative interpretation of the rules to gain any advantage is discouraged.  These rules are intentionally sparse to allow for ease of use. 

The Marshal, according to these rules, and medieval foam combat precedent, settles all disputes.  

 

2. Equipment Classifications and Definitions 

2.1. Offensive Equipment is any item that can score one or more combat hits.  There are five classifications of Offensive Equipment, 

hereafter called Weapons.  All Offensive Equipment must meet the requirements outlined in Appendix A. 

2.1.1. (Class 1) One-handed swung Weapon. 

2.1.2. (Class 2) Two-handed swung Weapon. 

2.1.3. (Class 3) Thrusting Weapon. 

2.1.4. (Class 4) Missile Weapon. 

2.1.5. (Class 5) Head-only missile Weapon. 

2.2. Defensive Equipment is any item that gives combat advantage to its wielder by preventing Injury, and is unable to inflict damage on 

opponents.  There are two types of Defensive Equipment -- Shields and Armor.  All Defensive Equipment must meet the requirements 

outlined in Appendix A. 

2.2.1. Shields and Bucklers are rigid objects that are padded on the front and sides, and are equipped with handles or straps.  A Shield 

may not be constructed in a manner that would confer the advantage of unbreakable armor. 

2.2.2. Armor is protective body covering, consisting of period materials. 

2.3. Miscellaneous Equipment includes, but is not limited to, items such as: belts, pouches, boots, and non-Armor clothing and headwear.  

While conferring no special rules advantage, miscellaneous equipment may be checked for combat safety and period appearance at 

the Marshal’s discretion.  The minimum non-armor clothing requirements are outlined in Appendix B. 

 

3. Combat 

3.1. Target Area Definitions: 

3.1.1. Body – Area bounded by the base of neck (inclusive), shoulder-arm joint (inclusive), hip-leg socket (inclusive), groin, and 

buttocks (inclusive). 

3.1.2. Arm(s) – Area bounded by the wrist (inclusive) and the shoulder-arm joint (exclusive).  

3.1.3. Leg(s) – Area bounded by the ankle (inclusive) and hip-leg socket (exclusive). 

3.1.4. Head – Area above the base of neck (exclusive). 

3.1.5. Hand(s) – Area below the wrist (exclusive).  An empty Hand is a legal Target Area.  A Hand on a Weapon is considered part of 

that Weapon. 

3.1.6. Feet – Area below the ankle (exclusive).  A Foot is a legal Target Area if it is off the ground.  Any Injury to the Foot is considered 

Injury to the Leg. 

3.2. Weapons 

3.2.1. Weapons which strike with sufficient force can score a hit and/or Injury to the Target Area. 



3.2.2. Weapons yield various amounts of damage according to the classification of the Weapon and the armor/damage status of the 

target. 

3.2.2.1. Class 1 (one-handed) Weapons cause one hit of Injury to a Target Area. Any Weapon swung with one hand no matter the 

size is a Class 1 Weapon, including equipment that qualifies as Class 2 Weaponry. 

3.2.2.2. Class 2 (two-handed) Weapons cause two hits of Injury to the Target Area. 

3.2.2.3. Class 3 (thrusting) Weapons wielded one-handed cause one hit of damage to an unarmored Target Area.  Class 3 

Weapons also cause two hits of damage when wielded two-handed against a Target Area, ignoring any Armor the Target 

Area may have.  If the Target Area is armored, the Weapon must be wielded two-handed to cause damage to the Target 

Area.  A one-handed strike causes no injury to an Armored Target Area. 

3.2.2.4. Class 4 (missile) Weapons cause two hits of Injury to a Target Area. A Class 4 Weapon striking an Armored portion of the 

Head causes no Injury. 

3.2.2.5. Class 5 (Head only missile) Weapons cause 1 hit of Injury to an unarmored Head area.  A Class 5 Weapon striking an 

Armored portion of the Head area causes no injury. 

3.2.3. The Head is an illegal Target Area for Class 1, 2, and 3 Weapons.  The Head is a legal Target Area for Class 4 and 5 Weapons. 

3.3. Armor 

3.3.1. Armor confers one additional hit to the Target Area covered by the Armor.  Multiple pieces of Armor on the same Target Area 

only confer a single hit.  A single piece of Armor covering multiple areas confer a hit on each Target Area covered. 

3.3.2. Armor only protects areas covered. 

3.3.3. Armor must be of a size to cover a significant portion (approximately one-third) of a Target Area.   Armor extending continuously 

from another Target Area is not required to significantly cover neighboring Target Areas to count as Armor. 

3.3.4. Weapons that strike both Armored and unarmored Target Areas are considered to have hit the unarmored Target Area. 

3.3.5. The presence of Armor must be easily discernable to count as Armor. 

3.4. Injury 

3.4.1. Effects of Injury: 

3.4.1.1. One or more hits of Injury to an unarmored Target Area disables that Target Area. 

3.4.1.2. Two hits of Injury to an Armored Target Area disable that Target Area. 

3.4.1.3. A disabled Body causes Death. 

3.4.1.4. A disabled Head causes Death. 

3.4.1.5. Two disabled limb Target Areas (Arms and/or Legs) cause Death.  Limbs injured with Class 3 and Class 4 Weapons do not 

count towards this total. 

3.4.2. All Injury effects must be accurately portrayed and reported. 

3.4.2.1. Death – Lay down immediately.  Do not move unless instructed by a Marshal. 

3.4.2.2. Disabled Arm -- A disabled Arm may not hold anything. If the Arm is disabled by a Class 1 or 2 Weapon then place Arm 

behind back.  If the Arm is disabled by a Class 3 or 4 Weapon, leave Arm dangling limply at side. 

3.4.2.3. Disabled Leg – kneel on ground with the non-injured Leg up. 

3.4.3. Subsequent hits to the same location: 

3.4.3.1. A subsequent strike on an Arm with a Class 1 or 2 Weapon ignores the Arm if it was previously disabled with a Class 1 or 

2 Weapon and is assumed to continue on to injure the Body. 

3.4.3.2. A subsequent strike to a Leg with a Class 1 or 2 Weapon, if previously injured with a Class 1 or 2 Weapon, is ignored. 

3.4.3.3. All subsequent strikes with Class 3 or 4 Weapons on the same Target Area previously injured by a Class 3 or 4 Weapon 

are ignored. 

3.4.4. A hit that strikes both the Body and either an Arm or a Leg is assumed to have hit the Body. 

3.4.5. A single strike can only damage one Target Area.  

3.5. Shields and Bucklers 

3.5.1. Shields can be destroyed by two solid strikes from a Class 2 Weapon.  Subsequent strikes to a destroyed Shield continue into 

the Target Area on which the Shield is worn. 

3.5.2. Shields may be used in any reasonable manner and still be considered a Shield. 

3.5.3. Only one Shield may be used by a person at a time. 

3.5.4. Shield Bashing, Checking, and Kicking is allowed. 



3.5.4.1. A Shield Bash is defined as using a Shield to strike an opponent from a distance further than two steps away. 

3.5.4.2. A Shield Check is defined as using a Shield to strike an opponent starting from a distance less than two steps away 

3.5.4.3. A person may not Bash or Check an opponent's rear quadrant.  Shield pushing or incidental contact in an opponent’s rear 

quadrant is allowed. 

3.5.4.4. Shield Kicking of small Shields and/or Bucklers is discouraged. 

3.5.4.5. Shield contact to the Head or Neck is discouraged. 

3.6. Grappling is allowed. 

3.6.1. Combatants may initiate Grapples with opponents according to the following rules. 

3.6.1.1. A Combatant wearing no Armor may Grapple all opponents. 

3.6.1.2. A Combatant wearing Leather Armor may Grapple any Armored opponent, but not unarmored opponents. 

3.6.1.3. A Combatant wearing Chain Armor may Grapple opponents wearing Chain or Plate Armor. 

3.6.1.4. A Combatant wearing plate Armor may not initiate a Grapple. 

3.6.2. A Combatant wearing plastic safety equipment is treated as leather Armor for grappling purposes only. 

3.6.3. No throws, unarmed strikes, or joint/nerve holds. 

3.6.4. Combatants with Missile Weapons (Type 4, bow/arrows) may not initiate Grapples or be Grappled. 

3.7. Melee Conventions 

3.7.1. If during a battle an unsafe situation occurs, it is the responsibility of all Combatants (and Marshals) who see the situation to call 

“HOLD” and stop the battle.  A HOLD stops the battle while the Marshal assesses the situation.  The battle resumes only at the 

Marshal’s discretion. 

3.7.2. Combatants attacking an opponent from behind with a two-handed strike from a Class 2 or 3 Weapon MUST shout “TWO”.  This 

informs the opponent that the attack was a two-handed strike, and caused two points of Injury.  If “TWO” is not called, the 

opponent should consider a successful strike to cause a single hit of Injury.  

3.7.3. Blocking a Weapon strike by laying a Weapon against a Target Area and/or Shield is illegal. 

3.7.4. Sheathed or otherwise worn Weapons cannot block attacks. 

3.7.5. Gripping the striking surface of an opponents Weapon results in the disabling of that limb. 

3.7.6. If an opponent has both knees on the ground, a strike to either Leg is considered to have struck the good Leg.  If the opponent is 

lunging or rolling around and has a disabled Leg and is hit in either, it is considered a hit to the uninjured Leg. 

3.7.7. A Combatant who has their Leg disabled must either crawl on his/her knees or be realistically supported. 

3.8. Missile Weapon Conventions 

3.8.1. If a bow is struck by a Class 1 or 2 Weapon, it is considered broken and cannot be used. 

3.8.2. A half draw or throw for Class 4 Weapons under a range of 15 feet is required. 

3.8.3. A missile Weapon must travel its entire length to score a hit. 

3.8.4. A missile Weapon is considered to have hit if there is significant deflection of the missile head (>30 degrees).  Once the missile 

head has significantly deflected off a target, the missile is rendered harmless. 

3.8.5. As an exception to rule 1.3, an archer who attacks with an arrow may determine and call a combat hit when attacking with such a 

Weapon. 

3.8.6. Blocking Missiles 

3.8.6.1. All Class 4 or 5 missiles besides arrows may be blocked by any means that keeps the missile away from a Target Area. 

3.8.6.2. An arrow may only be blocked by a Shield.  An arrow blocked by a Weapon is considered to have continued to travel in the 

same direction and strike the Target Area behind the Weapon. 

3.8.6.3. Intentional blocking of an arrow with a Weapon causes Death to the blocker. 



Appendix A 

1. Weapon Checking 

1.1. Definitions 

1.1.1. Striking Surface – Padded surface of a Weapon designed to make contact with an opponent during combat.  Only the Striking 

Surface of a Weapon may score a hit. 

1.1.2. Non-striking Surface – Any padded surface of the Weapon that is not a striking surface. 

1.1.3. Handle – Non-padded portion of the Weapon designed as a handhold. 

1.1.4. Pommel – Non-striking Surface that covers the end of the Handle. 

1.1.5. Sword – Any Weapon approximating a medieval sword, constructed using either an edge/flat or cylindrical design. 

1.1.6. Flail – Any hinged Weapon. 

1.1.7. Double-ended Weapon – A Weapon approximating a medieval staff. 

1.1.8. Javelin – Thrown Class 4 Weapon. 

1.1.9. Archery – Class 4 Weapons including bows, crossbows, arrows, and bolts. 

1.1.10. Rocks – Class 5 Weapons. 

1.2. Marking - Weapons must be marked with the appropriate color(s) of tape to denote their classifications.  This marking tape must be 

placed in a manner so that Combatants and Marshals may easily see it. 

1.2.1. Class 1 Weapons are marked with blue tape on either the pommel or handle. 

1.2.2. Class 2 Weapons are marked with red tape on either the pommel or handle. 

1.2.3. Class 3 Weapons are marked with green tape on either the pommel or handle. 

1.2.4. Class 4 and 5 Weapons are marked in a manner to indicate a Marshal has inspected them. 

1.3. General Weapon Checking Conventions - All Weapons must conform to all of the following, as applicable: 

1.3.1. All striking surfaces of Weapons must be padded adequately to prevent personal injury when striking an opponent with full force 

on that surface. 

1.3.2. All non-striking surfaces must be padded adequately to prevent personal injury from incidental contact. 

1.3.3. Two and one-half inch rule—No surface on a striking edge (sword tip, arrow head, spear head, javelin head, etc.) whether 

designed for stabbing or not, may pass more than 0.5 inch through a 2.5 inch hole; swords with a semicircular tip, with a 

minimum 1.5 inch radius are exempt from this rule.  See Appendix A, 1.4.4.2. 

1.3.4. The Weapon pommel must not readily pass through a 2” diameter hole. 

1.3.5. The maximum allowed flex of any Weapon except Javelins is 45°.  See Appendix A, 1.4.7.6. 

1.3.6. All striking surfaces must have a cloth covering. 

1.3.7. The amount of tape on a striking surface should be kept to a minimum. 

1.3.8. All handles of wood Weapons must be taped, including bamboo and rattan. 

1.3.9. A Weapon may not have a metal core. 

1.4. All weapons must be built to the following specifications. 

1.4.1. Class 1 - All Class 1 Weapons must conform to the following, as applicable: 

1.4.1.1. A Class 1 Weapon under twenty-four (24) inches in length has no weight minimum. 

1.4.1.2. A Class 1 Weapon twenty-four (24) inches in length or longer must weigh a minimum of twelve (12) ounces. 

1.4.1.3. With the exception of double-ended weapons, a Class 1 Weapon must be shorter than forty-eight (48) inches. 

1.4.1.4. The maximum handle length for a Class 1 Weapon is eighteen (18) inches or one-third (1/3) of the overall length, 

whichever is greater. This cannot exceed one-half (1/2) of the overall length. 

1.4.1.5. The minimum overall length of a Class 1 is 12 inches plus the length of the handle and pommel. 

1.4.2. Class 2 - All Class 2 Weapons must conform to the following: 

1.4.2.1. The minimum length is forty-eight (48) inches. 

1.4.2.2. The minimum weight is twenty-four (24) ounces. 

1.4.2.3. The maximum handle length for Class 2 Weapons is eighteen (18) inches or one-third (1/3) of the overall length, whichever 

is greater. This cannot exceed one-half (1/2) of the overall length. 

1.4.3. Class 3 - All Class 3 Weapons must conform to the following: 

1.4.3.1. If the Weapon is Class 3 only, it has no weight restriction. 



1.4.3.2. The maximum handle length for Class 3 Weapons is 2/3 of its overall length. 

1.4.3.3. May not have a yellow cover. 

1.4.4. Swords must conform to the following: 

1.4.4.1. If the Weapon has a semicircular tip with a minimum 1.5 inch radius, it is exempt from rule Appendix A, 1.3.3. 

1.4.4.2. Single-edge Weapons must have their non-striking edge clearly marked with at least a 12-inch piece of contrasting tape. 

1.4.5. Flails must conform to the following: 

1.4.5.1. The striking surface must haves a minimum circumference of fifteen (15) inches measured on separate axes. 

1.4.5.2. The maximum chain/hinge length is six (6) inches. 

1.4.5.3. The maximum overall length is forty (40) inches. 

1.4.5.4. The hinged part of the flail must be padded with foam to keep the chain from easily entangling a Weapon or body part. No 

more than 1 ½ inches of chain may be exposed. 

1.4.5.5. Only one hinge per flail is allowed. 

1.4.6. Double-ended Weapons must conform to all of the following: 

1.4.6.1. Double-ended Weapons must not be more than 7 feet long. 

1.4.6.2. Double-ended Weapons must have a minimum of 18 inches in length of padding covering each end in a cylindrical fashion. 

Both striking surfaces of this weapon must follow Class 3 Weapon standards for a Double-ended Weapon to be legal. 

1.4.6.3. Regardless of length, a Double-ended Weapon is a Class 1 Weapon when swung and Class 3 when thrust. 

1.4.7. Javelins must conform to all of the following: 

1.4.7.1. Must also pass as a Class 3 Weapon. 

1.4.7.2. The maximum weight is twenty-four (24) ounces. 

1.4.7.3. The minimum length is four (4) feet. 

1.4.7.4. The maximum length is seven (7) feet. 

1.4.7.5. Padded along the entire length. 

1.4.7.6. Must flex less than 90°. This is an exception to Appendix A, 1.3.5. 

1.4.7.7. Must have a yellow cover. 

1.4.8. Archery Restrictions: 

1.4.8.1. No compound bows or compound-crossbows. 

1.4.8.2. The maximum poundage allowed on a bow is 35 lbs pull at 28 inches of draw. 

1.4.8.3. The maximum poundage allowed on a crossbow is 15 lbs at its loaded draw. 

1.4.8.4. A draw stop is required to prevent an arrow from being drawn more than 28 inches. 

1.4.8.5. Arrow striking surfaces may not easily pass more than 0.5 inches through a 2.5 inch diameter hole. No part of the arrow’s 

striking surface may be less than 2.5 inches in any direction. 

1.4.8.6. All arrows must contain a perpendicular penny secured at the end of the shaft. 

1.4.8.7. The arrow’s striking surface must be constructed of open-cell foam. 

1.4.8.8. All arrows must have at least two full fletching. 

1.4.8.9. The striking surface of an arrow must be tape free. 

1.4.8.10. The arrowhead should not have excess axial or lateral movement. 

1.4.9. Class 5 Weapons have a minimum diameter of 4 inches and are constructed entirely of foam, cloth and tape (coreless). 

1.5. Prohibited Weapons: 

1.5.1. Entangling Weapons (nets, lassos). 

1.5.2. Unmanned Weapons (traps). 

1.5.3. Non-compliant double ended Weapons (nunchaku, double ended daggers). 

1.5.4. Punching Weapons (punching daggers, tonfas). 

1.5.5. Any Weapon when used as intended violates the rules stipulated in the Book of War. 

2. Shields 

2.1. Shield must be padded on the edges and face so as not to cause injury when struck with a forceful blow of an arm/hand. 

2.2. The maximum width of a shield is 3 feet. 

2.3. The maximum height of a shield is 18 inches less than the height of the wielder. 



2.4. The minimum dimension on the face of a shield is 12 inches. 

2.5. Shield spikes are allowed for decoration. 

3. Armor Checking 

3.1. Definitions 

3.1.1. Leather – Armor constructed of tanned animal hide. 

3.1.2. Metal – Armor constructed of metal. Includes chain and plate. 

3.1.3. Rigid Metal – Armor constructed of discrete or continuous metal plate. 

3.1.4. Chain – Metal Armor constructed of interlocking metal rings. 

3.1.5. Helmet – Armor for the Head and Neck. 

3.1.6. Cops – Rigid metal knee and elbow Armor. 

3.1.7. Composite – Armor constructed of both metal and leather. 

3.1.8. Penny Round – Armor checking standard where the edge of rigid metal Armor is compared to that of a penny: 

3.1.8.1. The edge of rigid metal Armor shall have the smoothness of the edge of a penny. 

3.1.8.2. The edge of rigid metal Armor shall have less cutting ability than the edge of a penny. 

3.1.8.3. The radius of any rigid metal corner must be greater than the radius of a penny. 

3.2. Armor must be passed by Marshals from two separate realms, assuming an inter-realm event. 

3.3. Armor must not catch appendages. Fingers should not catch in Armor.  This includes articulated plates and large diameter chain. 

3.4. Armor may not have protrusions that rise more than ½ inch from the surface. 

3.5. The minimum thickness for leather Armor is 3/16 inch. The minimum thickness requirement can be achieved by layering up to two 

pieces of thinner leather. 

3.6. Metal Armor 

3.6.1. Metal Armor must be made from period metals and alloys such as iron, bronze, brass, or copper. Modern steel alloys are also 

allowed. 

3.6.2. Metal Armor must conform to both of the following: 

3.6.2.1. Must not be easily deformable by hand or by weapon strikes. 

3.6.2.2. Using a material with a thickness of at least 20 gauge. 

3.6.3. Rigid Metal must conform to the Penny Round standard. 

3.7. Composite Armor  

3.7.1. Studded, scaled, or brigandine Armor can only be counted as Armor if 2/3 of the target area is covered by metal or leather, or the 

studs/rings/plates can not be no more than 1/2 inch apart. 

3.7.2. Composite Armor must be identifiable as Armor by appearance. 

3.8. Prohibited Armor: 

3.8.1. Rigid Metal knee or elbow Armor (cops). 

3.8.2. Rigid Metal full Helmet. Partial Rigid Metal Helmet as well as full Helmet made of any other Armor materials are allowed. 



Appendix B 

1. Garb 

1.1 Garb is defined as the clothing to be worn by all participants of Belegarth. 

1.2 Minimum garb is the basic requirements for all participants. Minimum garb is defined as. 

1.2.1 A tunic or tabard covering the torso. 

1.2.1.1 Neutral colored t-shirts, with no visible printing, or sports bras may be worn underneath a tunic or tabard. 

1.2.1.2 Wearing nothing on the torso is acceptable for men. 

1.2.2 Baggy pants or trousers covering the legs. 

1.2.3 Skirts, Kilts, and Dresses are acceptable substitutes. 

1.2.4 Footwear should be muted colors, boots are preferred athletic shoes should be of a dark color and not unnatural. Barefoot or 

Sandals are acceptable. 

1.2.5 Any piece of modern equipment or clothing required out of medical necessity overrules the minimum garb requirements. 

1.3 Forbidden items: 

1.3.1 T-shirts that are brightly colored, white, with visible logos, with visible collars, and or visible pockets. 

1.3.2 Camouflage or military issued cargo pants. 

1.3.3 Modern jeans of any color. 

1.3.4 Modern hats. 

1.3.5 Any fabrics with modern prints. 

1.3.6 Any realistic weapons. 
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GNU Free Documentation License 
     Version 1.1, March 2000 
 
 Copyright (C) 2000  Free Software Foundation, Inc. 
     59 Temple Place, Suite 330, Boston, MA  02111-1307  USA 
 Everyone is permitted to copy and distribute verbatim copies 
 of this license document, but changing it is not allowed. 
 
 

0. PREAMBLE 
 
The purpose of this License is to make a manual, textbook, or other 
written document "free" in the sense of freedom: to assure everyone 
the effective freedom to copy and redistribute it, with or without 
modifying it, either commercially or noncommercially.  Secondarily, 
this License preserves for the author and publisher a way to get 
credit for their work, while not being considered responsible for 
modifications made by others. 
 
This License is a kind of "copyleft", which means that derivative 
works of the document must themselves be free in the same sense.  It 
complements the GNU General Public License, which is a copyleft 
license designed for free software. 
 
We have designed this License in order to use it for manuals for free 
software, because free software needs free documentation: a free 
program should come with manuals providing the same freedoms that the 
software does.  But this License is not limited to software manuals; 
it can be used for any textual work, regardless of subject matter or 
whether it is published as a printed book.  We recommend this License 
principally for works whose purpose is instruction or reference. 
 
 

1. APPLICABILITY AND DEFINITIONS 
 
This License applies to any manual or other work that contains a 
notice placed by the copyright holder saying it can be distributed 
under the terms of this License.  The "Document", below, refers to any 
such manual or work.  Any member of the public is a licensee, and is 
addressed as "you". 
 
A "Modified Version" of the Document means any work containing the 
Document or a portion of it, either copied verbatim, or with 
modifications and/or translated into another language. 
 
A "Secondary Section" is a named appendix or a front-matter section of 
the Document that deals exclusively with the relationship of the 
publishers or authors of the Document to the Document's overall subject 
(or to related matters) and contains nothing that could fall directly 
within that overall subject.  (For example, if the Document is in part a 
textbook of mathematics, a Secondary Section may not explain any 
mathematics.)  The relationship could be a matter of historical 
connection with the subject or with related matters, or of legal, 
commercial, philosophical, ethical or political position regarding 
them. 
 
The "Invariant Sections" are certain Secondary Sections whose titles 
are designated, as being those of Invariant Sections, in the notice 
that says that the Document is released under this License. 
 
The "Cover Texts" are certain short passages of text that are listed, 
as Front-Cover Texts or Back-Cover Texts, in the notice that says that 
the Document is released under this License. 
 
A "Transparent" copy of the Document means a machine-readable copy, 
represented in a format whose specification is available to the 
general public, whose contents can be viewed and edited directly and 
straightforwardly with generic text editors or (for images composed of 
pixels) generic paint programs or (for drawings) some widely available 
drawing editor, and that is suitable for input to text formatters or 
for automatic translation to a variety of formats suitable for input 
to text formatters.  A copy made in an otherwise Transparent file 
format whose markup has been designed to thwart or discourage 
subsequent modification by readers is not Transparent.  A copy that is 
not "Transparent" is called "Opaque". 
 
Examples of suitable formats for Transparent copies include plain 
ASCII without markup, Texinfo input format, LaTeX input format, SGML 
or XML using a publicly available DTD, and standard-conforming simple 
HTML designed for human modification.  Opaque formats include 
PostScript, PDF, proprietary formats that can be read and edited only 
by proprietary word processors, SGML or XML for which the DTD and/or 
processing tools are not generally available, and the 
machine-generated HTML produced by some word processors for output 
purposes only. 
 
The "Title Page" means, for a printed book, the title page itself, 
plus such following pages as are needed to hold, legibly, the material 
this License requires to appear in the title page.  For works in 
formats which do not have any title page as such, "Title Page" means 
the text near the most prominent appearance of the work's title, 
preceding the beginning of the body of the text. 
 
 

2. VERBATIM COPYING 
 
You may copy and distribute the Document in any medium, either 
commercially or noncommercially, provided that this License, the 
copyright notices, and the license notice saying this License applies 
to the Document are reproduced in all copies, and that you add no other 
conditions whatsoever to those of this License.  You may not use 
technical measures to obstruct or control the reading or further 
copying of the copies you make or distribute.  However, you may accept 
compensation in exchange for copies.  If you distribute a large enough 
number of copies you must also follow the conditions in section 3. 
 
You may also lend copies, under the same conditions stated above, and 
you may publicly display copies. 
 
 

3. COPYING IN QUANTITY 
 
If you publish printed copies of the Document numbering more than 100, 
and the Document's license notice requires Cover Texts, you must enclose 
the copies in covers that carry, clearly and legibly, all these Cover 
Texts: Front-Cover Texts on the front cover, and Back-Cover Texts on 
the back cover.  Both covers must also clearly and legibly identify 
you as the publisher of these copies.  The front cover must present 
the full title with all words of the title equally prominent and 
visible.  You may add other material on the covers in addition. 
Copying with changes limited to the covers, as long as they preserve 
the title of the Document and satisfy these conditions, can be treated 
as verbatim copying in other respects. 
 
If the required texts for either cover are too voluminous to fit 
legibly, you should put the first ones listed (as many as fit 
reasonably) on the actual cover, and continue the rest onto adjacent 
pages. 
 
If you publish or distribute Opaque copies of the Document numbering 
more than 100, you must either include a machine-readable Transparent 
copy along with each Opaque copy, or state in or with each Opaque copy 
a publicly-accessible computer-network location containing a complete 
Transparent copy of the Document, free of added material, which the 
general network-using public has access to download anonymously at no 
charge using public-standard network protocols.  If you use the latter 
option, you must take reasonably prudent steps, when you begin 
distribution of Opaque copies in quantity, to ensure that this 
Transparent copy will remain thus accessible at the stated location 
until at least one year after the last time you distribute an Opaque 
copy (directly or through your agents or retailers) of that edition to 
the public. 
 
It is requested, but not required, that you contact the authors of the 
Document well before redistributing any large number of copies, to give 
them a chance to provide you with an updated version of the Document. 
 
 

4. MODIFICATIONS 
 
You may copy and distribute a Modified Version of the Document under 
the conditions of sections 2 and 3 above, provided that you release 
the Modified Version under precisely this License, with the Modified 
Version filling the role of the Document, thus licensing distribution 
and modification of the Modified Version to whoever possesses a copy 
of it.  In addition, you must do these things in the Modified Version: 
 
A. Use in the Title Page (and on the covers, if any) a title distinct 
   from that of the Document, and from those of previous versions 
   (which should, if there were any, be listed in the History section 
   of the Document).  You may use the same title as a previous version 
   if the original publisher of that version gives permission. 
B. List on the Title Page, as authors, one or more persons or entities 
   responsible for authorship of the modifications in the Modified 
   Version, together with at least five of the principal authors of the 
   Document (all of its principal authors, if it has less than five). 
C. State on the Title page the name of the publisher of the 
   Modified Version, as the publisher. 
D. Preserve all the copyright notices of the Document. 
E. Add an appropriate copyright notice for your modifications 
   adjacent to the other copyright notices. 
F. Include, immediately after the copyright notices, a license notice 
   giving the public permission to use the Modified Version under the 
   terms of this License, in the form shown in the Addendum below. 
G. Preserve in that license notice the full lists of Invariant Sections 
   and required Cover Texts given in the Document's license notice. 
H. Include an unaltered copy of this License. 
I. Preserve the section entitled "History", and its title, and add to 
   it an item stating at least the title, year, new authors, and 
   publisher of the Modified Version as given on the Title Page.  If 
   there is no section entitled "History" in the Document, create one 
   stating the title, year, authors, and publisher of the Document as 
   given on its Title Page, then add an item describing the Modified 
   Version as stated in the previous sentence. 
J. Preserve the network location, if any, given in the Document for 
   public access to a Transparent copy of the Document, and likewise 
   the network locations given in the Document for previous versions 
   it was based on.  These may be placed in the "History" section. 
   You may omit a network location for a work that was published at 
   least four years before the Document itself, or if the original 
   publisher of the version it refers to gives permission. 
K. In any section entitled "Acknowledgements" or "Dedications", 
   preserve the section's title, and preserve in the section all the 
   substance and tone of each of the contributor acknowledgements 
   and/or dedications given therein. 
L. Preserve all the Invariant Sections of the Document, 
   unaltered in their text and in their titles.  Section numbers 
   or the equivalent are not considered part of the section titles. 
M. Delete any section entitled "Endorsements".  Such a section 
   may not be included in the Modified Version. 
N. Do not retitle any existing section as "Endorsements" 
   or to conflict in title with any Invariant Section. 
 
If the Modified Version includes new front-matter sections or 
appendices that qualify as Secondary Sections and contain no material 
copied from the Document, you may at your option designate some or all 
of these sections as invariant.  To do this, add their titles to the 
list of Invariant Sections in the Modified Version's license notice. 
These titles must be distinct from any other section titles. 
 
You may add a section entitled "Endorsements", provided it contains 
nothing but endorsements of your Modified Version by various 
parties--for example, statements of peer review or that the text has 
been approved by an organization as the authoritative definition of a 
standard. 
 
You may add a passage of up to five words as a Front-Cover Text, and a 
passage of up to 25 words as a Back-Cover Text, to the end of the list 
of Cover Texts in the Modified Version.  Only one passage of 
Front-Cover Text and one of Back-Cover Text may be added by (or 



through arrangements made by) any one entity.  If the Document already 
includes a cover text for the same cover, previously added by you or 
by arrangement made by the same entity you are acting on behalf of, 
you may not add another; but you may replace the old one, on explicit 
permission from the previous publisher that added the old one. 
 
The author(s) and publisher(s) of the Document do not by this License 
give permission to use their names for publicity for or to assert or 
imply endorsement of any Modified Version. 
 
 

5. COMBINING DOCUMENTS 
 
You may combine the Document with other documents released under this 
License, under the terms defined in section 4 above for modified 
versions, provided that you include in the combination all of the 
Invariant Sections of all of the original documents, unmodified, and 
list them all as Invariant Sections of your combined work in its 
license notice. 
 
The combined work need only contain one copy of this License, and 
multiple identical Invariant Sections may be replaced with a single 
copy.  If there are multiple Invariant Sections with the same name but 
different contents, make the title of each such section unique by 
adding at the end of it, in parentheses, the name of the original 
author or publisher of that section if known, or else a unique number. 
Make the same adjustment to the section titles in the list of 
Invariant Sections in the license notice of the combined work. 
 
In the combination, you must combine any sections entitled "History" 
in the various original documents, forming one section entitled 
"History"; likewise combine any sections entitled "Acknowledgements", 
and any sections entitled "Dedications".  You must delete all sections 
entitled "Endorsements." 
 
 

6. COLLECTIONS OF DOCUMENTS 
 
You may make a collection consisting of the Document and other documents 
released under this License, and replace the individual copies of this 
License in the various documents with a single copy that is included in 
the collection, provided that you follow the rules of this License for 
verbatim copying of each of the documents in all other respects. 
 
You may extract a single document from such a collection, and distribute 
it individually under this License, provided you insert a copy of this 
License into the extracted document, and follow this License in all 
other respects regarding verbatim copying of that document. 
 
 

7. AGGREGATION WITH INDEPENDENT WORKS 
 
A compilation of the Document or its derivatives with other separate 
and independent documents or works, in or on a volume of a storage or 
distribution medium, does not as a whole count as a Modified Version 
of the Document, provided no compilation copyright is claimed for the 
compilation.  Such a compilation is called an "aggregate", and this 
License does not apply to the other self-contained works thus compiled 
with the Document, on account of their being thus compiled, if they 
are not themselves derivative works of the Document. 
 
If the Cover Text requirement of section 3 is applicable to these 
copies of the Document, then if the Document is less than one quarter 
of the entire aggregate, the Document's Cover Texts may be placed on 
covers that surround only the Document within the aggregate. 
Otherwise they must appear on covers around the whole aggregate. 
 
 

8. TRANSLATION 
 
Translation is considered a kind of modification, so you may 
distribute translations of the Document under the terms of section 4. 
Replacing Invariant Sections with translations requires special 
permission from their copyright holders, but you may include 
translations of some or all Invariant Sections in addition to the 
original versions of these Invariant Sections.  You may include a 
translation of this License provided that you also include the 
original English version of this License.  In case of a disagreement 
between the translation and the original English version of this 
License, the original English version will prevail. 
 
 

9. TERMINATION 
 
You may not copy, modify, sublicense, or distribute the Document except 
as expressly provided for under this License.  Any other attempt to 
copy, modify, sublicense or distribute the Document is void, and will 
automatically terminate your rights under this License.  However, 
parties who have received copies, or rights, from you under this 
License will not have their licenses terminated so long as such 
parties remain in full compliance. 
 
 

10. FUTURE REVISIONS OF THIS LICENSE 
 
The Free Software Foundation may publish new, revised versions 
of the GNU Free Documentation License from time to time.  Such new 
versions will be similar in spirit to the present version, but may 
differ in detail to address new problems or concerns.  See 
http://www.gnu.org/copyleft/. 
 
Each version of the License is given a distinguishing version number. 
If the Document specifies that a particular numbered version of this 
License "or any later version" applies to it, you have the option of 
following the terms and conditions either of that specified version or 
of any later version that has been published (not as a draft) by the 
Free Software Foundation.  If the Document does not specify a version 
number of this License, you may choose any version ever published (not 
as a draft) by the Free Software Foundation. 

 
 

ADDENDUM: How to use this License for your documents 
 
To use this License in a document you have written, include a copy of 
the License in the document and put the following copyright and 
license notices just after the title page: 
 
      Copyright (c)  YEAR  YOUR NAME. 
      Permission is granted to copy, distribute and/or modify this 
document 
      under the terms of the GNU Free Documentation License, Version 1.1 
      or any later version published by the Free Software Foundation; 
      with the Invariant Sections being LIST THEIR TITLES, with the 
      Front-Cover Texts being LIST, and with the Back-Cover Texts being 
LIST. 
      A copy of the license is included in the section entitled "GNU 
      Free Documentation License". 
 
If you have no Invariant Sections, write "with no Invariant Sections" 
instead of saying which ones are invariant.  If you have no 
Front-Cover Texts, write "no Front-Cover Texts" instead of 
"Front-Cover Texts being LIST"; likewise for Back-Cover Texts. 
 
If your document contains nontrivial examples of program code, we 
recommend releasing these examples in parallel under your choice of 
free software license, such as the GNU General Public License, 
to permit their use in free software. 


