Colonel Walter Buttler's Dragoons

Goal:

Activities:

Incorporating

Kosaly
Prince Zu Mannheim's Light Artillery

This being the ordinances and rules there of
Edition VI

To accurately bring to life the period of the Thirty Years War (1618 to
1648) with special reference to the year 1634, so that we may all better
understand our own heritage and not repeat the mistakes of our ancestors.

I, To develop an authentic recreation of the Imperial dragoon company
(and persons of the train) commanded by Walter Buttler in the year
1634.

IL To develop authentic (yet safe) recreations of dueling and military
practices of the period.

I, To enjoy feasting, fellowship and dancing in the style of the period.

Statement of intent. Whilst recreating a period of intense racial, religious, sexual

Dues:

Waiver:

and social bigotry, every member of the group will respect and honor
the diversity of the world in their 2" century lives and act in a socially
acceptable manner.

“No religious quarrels amongst ourselves. He who breaks it is a
deadman. Let one man escape that rule and we will all be dead by
sundown.” The Kapitain, The Last Valley...

Currently (04/ 01/ 05) $35.00 per family per year. These become due on
New Year (December 25) of each year. Plus the mandatory fee for

insurance.

Each member shall sign a waiver of liability.

Authenticity: Each member will by his or her first anniversary, reach the basic level

of authentic kit as follows: basic footwear, basic breeches (or skirts),
basic shirt (or blouse), at least one pair of stockings, and hat or helmet. If
they are military personnel, then also: a rapier/sword/saber and a main
gauche, baldrick, long firearm, and powder container (s), bowl, eating
utensils, and mug or cup.



All equipment must be approved by a member of the authenticity and
safety counsel. The following 1s given as a guide only.
General: No materials other than those available in the mid-seventeenth century
shall be used. Specifically, no plastic, vinyl, aluminum, manmade fabrics, or other
faux materials. The only exception to this 1s the use of environmentally
unacceptable materials that may be replaced by very good quality replicas and
passed by the Authenticity and Safety Councils.

. Swords and Main Gauches: Only those weapons that can be provenanced to the
period 1550 to 1634 are acceptable. They must be blunted to a minimum of /6"
of an inch with a rounded point. All cutting edges will be free of sharp nicks and
burrs. Whilst patina and natural bluing are acceptable on the blade rust is not. All
sword accoutrements such as hangers, baldricks and belts must be of period
materials and fit the rank and social standing of the character. All blades must be
accepted by both the Authenticity and Safety Councils. The maximum length of
a rapier blade 1s 48” and a main gauche 17”. Only daggers with hand guards may
be used in dagger to dagger fighting.

. Armor and Helmets: These must be provenanced to the period 1530 to 1634 and
fit the rank and class of the character.

. Fire Arms: Only those weapons that can be provenanced to the period 1550 to
1634 are acceptable. These must be in keeping with the rank and social position
of the character. As a rule, long firearms are for troopers and pistols are for
noncommissioned officers and above. All guns must be accepted by the

Authenticity and Safety Councils.

. Men’'s Footwear: Plain (no decorative stitching) brown or black leather boots or
shoes of the period 1600 to 1634 may be worn. These must be in keeping with the

rank and social position of the character.

. Men’s Shirts: On[y wbite/off white shirts of the period 1600 to 1634 may be

worn. These must be in keeping with the rank and social position of the
character. Buttons, if used, must be wood, metal (two hole only) or of the cloth
dumpling type. The material should be linen, however, period looking mixes are
acceptable. Care should be taken with lace and collars. Insure that there 1s only
the correct amount/size and type for your character’s rank and position.

. Men’s Trousers: Only black or dark brown (red for certain ranks) trousers of the

period 1600 to 1634 may be worn. These must be in keeping with the rank and
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social position of the character. Buttons, if used must be wood, metal (two hole
only) or of the cloth dumpling type. Materials for the garment and all

decoration must be in keeping with the period.

Men’s Jaks and Coats: Preferably black but, any color or style of the period 1600
to 1634 may be worn. These must be in keeping with the rank and social position
of the character. Buttons, if used must be wood, metal (two hole only) or of the
cloth dumpling type. Materials for the garment and all decoration must be in
keeping with the period.

Men’s Doublets and Vests: Any color or style of the period 1600 to 1634 may be
worn. These must be in keeping with the rank and social position of the
character. Buttons, if used must be wood, metal (two hole only) or of the cloth
dumpling type. Materials for the garment and all decoration must be in keeping
with the period.

Men’s Capes: Any correct color (usual problem with green applies) as long as
they are of the period 1600 to 1634 (normally short style) may be worn. These
must be in keeping with the rank and social position of the character. Buttons, if
used must be wood, metal (two hole only) or of the cloth dumpling type.
Materials for the garment and all decoration must be in keeping with the period.

Imperial Sash: Most, but not all members should wear a RED sash, either over
one shoulder or around the waist. Only officers may wear silk sashes with lace
decoration. Lower ranks should tie smaller pieces to an arm, waist or around
their hat.

Men’s Stockings: May be of any period color as long as they are of period
materials. A white heavy outer stocking should be worn over the colored high
stocking.

Men’s Jewelry: If worn 1t must be of the period and fit the standard criteria.

Hats: Must be worn by all members unless a helmet is used. These must be of the
period 1600 to 1634. These must be in keeping with the rank and social position

of the character. Decorations should include a red feather or scrap of cloth.

Large multi-colored ostrich feathers are for officers only.



15. Women's Dress: Must fit the standard criteria for period, material, rank and
class. Care should be taken with lace and ostrich feathers. Insure that there 1s
only the correct amount and type for your character’s rank and position.

16. Women's Capes: Must fit the standard criteria for period, material, rank and
class. These may be long or short, with or without hood.

17. Language: The use of a period mix of Low German/Rotwelch, early modern
English, French and the language of your characters birth is requested. Please
remember that children may be in the audience, so please swear only in languages

other than Modern English.

Personal history: As part of our organization’s goal, it is important that each
member attempt to research our period, and their own families history during this
time, if possible. It is strongly suggested that each member portray an ancestor,
either, historical or hypothetical. This character will provide a stimulus to
reenactment, especially discussions with the general public and a basis for research.
The character must fit the general, ethnic and social background, rank, gender, etc.
The Authenticity Council will make all final decisions in this regard. A special note
in regard to gender: 2 maximum of one in twenty persons may represent a person
trying to pass them selves off as the opposite sex. Whilst this was known at this
time, it was not common.

Rank: All members join as a trooper/ritta, unless non-military, thereupon they join
the baggage train at their appropriate social rank. In time certain members may be
promoted. In order to be considered for promotion the member must have shown
exceptional progress in two of the following:

I, Authenticity of personal attire, arms, language, and equipment.
II, Period skills such as sword work, building, arms manufacture, etc.

III. Advancement of the group, cither personally through enlistment or
through the development and dispersal of approved information.

Ranks applicable are given below:

Regimental Staff 1000 Horses 800 Men
Colonel Schultz Boys (3)



Licutenant-Colonel Regimental Clerk Priests (4)
Major Regimental Feldsher/Surgeon

Regimental Quartermaster Provost

Company Staff 125 Horses 99 Men

Rittmeister

Lieutenant

Ensign/ Cornet
Quartermaster/ Weible (2)
Provost

Corporals (3)

Fuhrer von flag (3)
Rustmeinnster
Trumpeters (2)
Feldsher/Barber Surgeon
Blacksmith

Muster Clerk

Hauwei ble Ranks in Italics apply to Dragoons only

The maximum rank any member may have is dependent on the above conditions and
the number ofpersons under their command. The minimum number of persons
under command for each rank is as follows:

Trooper none Rustmeinster 3 Fuher von Flag 5
Corporal 8 Sergeant/ Weible 10 Ensign/Cornet 12
Leutenant 15 Rittmeister 20 Major 25
Licutenant-Colonel 30 Colonel 40 General 75
Licutenant-Field Marshal 100 Field Marshal 150

In order to keep the above ranks members must, prior to advancement, be able to
provide the correct accoutrements of that rank.

Various non-military ranks such as priest, suttler will also apply.



Refermondo: Those with specific requirements and resources to develop a character
outside the normal rank structure may apply to become a refermondo officer. This
rare and unusual action will only take place when all officers of equal or higher rank
agree and a suitable recompense can be established. Refermondo officers will be
given the courtesy due their rank, but shall be referred to by name, as was the
tradition (Herr, Pan... etc.).

Social Station: The character of each member should be equal to the rank and status
within the group. This will be determined in cases of dispute by the authenticity
committee. Social station may be determined by the following factors:

I. Khnown historical social station of family represented during the period.
II. Rank, the suggested maximum station for the ranks is as follows:
Rittmeister to Major = Baron  Lt. Colonel = Duke  Colonel = Arch Duke, etc.

If there 1s a historical or traditional precedence for a higher station than the persons
rank would normally allow, the Authenticity Council may allow a “broken” station
in life. The term hargon, literally, gentlemen would cover this rank, i.c. Hargon
Ritta. Refermondos may also fall into the category.

Rules of “Live Blade” Sword Play

Safety: Safety is the first concern of every member: safety for the general public,
other members, and for each individual.

Always regard the safety of the general public as the number one priority. They do
not understand the inherent dangers of reenactment as we do. Help them: show them,
most of all protect them.

Safety - Sword Work: All swordplay shall be conducted with safety as the first
priority. All blades shall be of true steel. They must be blunted to a minimum of
1/16™ of an inch with a rounded point. All cutting edges will be free of sharp nicks
and burrs. Whilst patina and natural bluing are acceptable on the blade, rust is not.
All blades must be accepted by both the Authenticity and Safety Councils.

All blades must be confirmed safe (blunted and free of nicks and burrs) by the safety

officer or the ranking officer prior to engagement.



All persons before attempting sword play must be fully conversant with the concept

of...

BLOOD

B - Balance is the key to good control. Keep you legs bent, with your secondary

weapon foot forward (in most cascs).

L - Line is understanding the direction and flow of combat. You must always be

directly opposite your opponent and your bodyline in keeping with your

action.

OO Eye contact is essential to understand the intent of your opponent. You must

watch your opponent at all times, not your weapon.

D —  Distance is vital to make safe blows and eventually thrusts. The safe distance

must be kept always. Normally, this is just within a sword length’s reach of

your opponent. Never close too rapidly or deeply on your opponent

1. Areas of Strike:

II, Blows :

111, Cuts:

No blows above the top of the shoulder line.

No blows to the groin area, this being above the knee on the
inside of the leg to above the waist.

No full blows to the back center line.

(All the above are counted as a kill to the one who made the
foul attack.)

In dagger to dagger fighting, no blows may be struck below the

waist.

Blows are acceptable to all limbs on the outside surface only.
The inner arm being acceptable only when the arm 1s extended.
(Blows to the arm must be above the standard gauntlet line, 47)
The inner leg to the knee may be struck by those approved to
thrust.

All blows must be made with the FLAT of the blade with a
rapier or dagger. When using a sabre the flat the blade should
be used whenever possible, but light edge blows are acceptable.
They should be made hard enough to feel but, no more!

Made with the flat of the blade. If using a rapier, cuts must be
drawn or they will merely be a scratch and not count. Swords



IV, Thrusts:

and sabers need only make contact. Remember, they should be
made hard enough to feel but, no more!

In dagger to dagger fighting, blows should be in the form of a
light punching action, the blade must be completely flat against
the body, and no drawing of the blade is necessary.

A correctly struck cut with a rapier or dagger shall render that
limb useless. The weapon held on that side must be dropped
immediately. If the CUT was to a leg, the weapon of that side
must be dropped and the leg grasped momentarily before
resuming combat. Any further hit to that leg counts as a KILL
(from blood loss). With a CUT to the arm, that weapon is
dropped immediately. Any further hit to an arm counts as a
KILL (from blood loss). These CUTS count as a hit in
practice and other scoring events, and is 10 points. If using a
sabre, any blow counts as a kill.

A correctly struck cut to the trunk of the body shall count as a
KILL. The killed person must then drop his weapons safely and
dic in suitable agony over a reasonable time. No further blows
may be made by a dying person. This is counted as a KILL in
practice and other scoring events, and is 20 points. If the KILL
1s the first hit of a duel, then 25 points are scored.

A cut may also be counted by gently tapping the weapon to the
opponents back. This is a KILL (20 points).

These may only be made by those persons who have suitable
experience and temperament. This decision shall be made by
the Safety Council after a formal examination. No thrusts may
be made with a dagger or sabre.

Thrusts may be executed in two manners:

A, The broken wrist hit. As the blade NEARS the body, the
wrist (held in pronation only) is dropped rapidly down and
back. The hit is made either by the hand and blade or by the
blade only. The hit must not be heavy. This is the safest and



preferred method of thrust and the only one allowed with a

main gauche.

B. A Touch. A literal light touch with the tip of the blade. No

impact must be made. This must be done only when you are
certain of full control and should be done in conjunction with a
break wrist movement.

If a kill 1s made before a hit has been made to either party a
CLEAN KILL has been made and counts as 25 points.

Foul Swordplay: Reprimands should suffice to counter any unsafe actions. However,
should a person continue in actions deemed unsafe by an opponent, then his name and
offense shall be given to the Safety Council. They will discuss the offense and take
whatever action deemed necessary. This may include:

A, Official verbal reprimand
B. A written warning
C. Suspension of privileges, including practices, feasts, etc.
D. Loss of rank
E. Fine
F. Banishment from the group
Or it may be any number of the above. There shall be no appeal.

Firearms: All fircarms must be approved by the Safety Council. No firearm brought
onto the field may be able to discharge a projectile at full and lethal velocity.

Drilled barrels, half barrels, screwed barrels and blow back releases are preferred.
However minimal charges may be acceptable to the Safety Council.

A minimum of 30’ feet shall be used between units when using firearms. Before
issuing the order to fire, the ranking officer must visually confirm that all ramrods
have been removed. He will then call KLAR! The officer in charge of the troops
firing will then call IST KLAR? The ranking officer will again check and confirm,
YA IST KLAR! The firing may then and only then commence.

Kills from shots fired shall be drawn by lots before the battle.

All other foul play rules apply.



Pikes: Should only be used in an upright position for the “push of pike”.

Halberds and Partisans: The rules for swords and swordplay take effect, with the
exception of thrusts, NO thrusts are allowed.

Special Rules:No drinking of alcoholic beverages or the use of certain herbs on the
day of a duel or battle until after the event and all weapons have been removed.
The severest of punishments for breaking this rule!

A Regimental History of Buttler’s Dragoons

Of our great regiment, let me tell thee this. We are the dragoons, or even
dragons as my German brethren call us, of Colonel Walter Buttler. He is a fine well
talented warrior from an Old Catholic, but alas poor, English family of Ireland. He
and his troops fall under the command of Field Marshal Piccolimini, a fine young
(why he is only 34) leader of men. Piccolimini is known as a leader of some fame
since his taking of Mantua, when we first fought with him and his brave stand
against the Swede at Lutzen. The regiment is used to Italians. Our regiment was
with Collalto when we moved into Mantua in 1630. They lost to that Frenchman,
Montmorency at Vallaine on July 10® of that year, but by the end of the month,
Mantua was the Emperor’s.

Now Piccolimini was not always our Field Marshal, indeed. Let me tell you
of how we came to be the right hand of Gott in the Service of the Emperor!

Ovur troop was in the service of Field Marshal, Duke of Friedland Wallenstein, or
Waldstein, as we knew him (amongst other names)! He was a great man with great
flaws as a leader, yet he took us to many victories, but few gold pieces we saw. Well
friend, he had grown so great and full of his own power that he entered into
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