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1. Club Membership

1.1. Kingdom Populace  

1.1.1. Definition

1.1.1.1. All individuals who keep their records at and regularly play in a Neverwinter park, whether it is a province or a colony, are considered to be members of the populace. The park where an individual’s records are kept is considered his or her home park. Members of the populace may attend all Neverwinter functions. An individual must meet the following requirements to be a member of the Populace and play Amtgard in Neverwinter:

1.1.2. Requirements

1.1.2.1. A Kingdom waiver must be signed.

1.1.2.2. If the member is under 18, an EMS release form and the waiver must also be signed by a parent or legal guardian.

1.1.2.3. Must not be an active member of any other Amtgard kingdom or freehold.

1.1.2.4. Must abide by all Amtgard rules and safety requirements as defined by the most current edition of the Amtgard Rules of Play.

1.1.2.5. Must abide by all mundane laws while present at any Amtgard event or meeting.

1.2. Kingdom Citizens

1.2.1. Definition

1.2.1.1. A member of the populace who pays dues and meets the requirements listed below is entitled to the additional rights and privileges of a Citizen of Neverwinter. 

1.2.2. Requirements

1.2.2.1. Must meet all the requirements to be a member of the Kingdom Populace.

1.2.2.2. Must be at least 14 years of age and a human being.

1.2.2.3. Must have paid dues for the current term. (See section 3.1)

1.2.2.4. Must have signed in at any regularly scheduled meeting (regular park day, fighter practice, garb night, et cetera) at any Kingdom Province or Provinces six times in the last six months. A maximum of one sign-in per week counts towards this total of six. 

1.2.2.5. Must have earned at least six credits in the last six months.

1.2.2.6. A Citizen must claim membership in a specific Province in Neverwinter. A person who has not signed in at a park at least twice in the last six months may not claim membership in that Province.

1.2.2.7. A Citizen may only switch his or her membership, also known as his or her home park,  between Colonies, Provinces or Kingdoms only once per six month period.

1.2.2.8. Extended dues are forfeited when a citizen switches his or her membership between Provinces, Colonies, or Kingdoms.

1.2.3. Rights

1.2.3.1. A Citizen is entitled to one copy of the most recent Amtgard Rules of Play at the beginning of his or her membership. Electronic copies may be substituted for paper copies. This right is nullified if the cost to print these materials is greater than the dues for a term. 

1.2.3.2. May run for Kingdom office, provided the Citizen is 18 years of age or older.

1.2.3.3. May vote in all Kingdom elections and Kingdom Althings.

1.3. Colonial Citizens 

1.3.1. Definition

1.3.1.1. A member of the populace who pays dues and meets the requirements listed below is entitled to the additional rights and privileges of a Colonial Citizen.

1.3.2. Requirements

1.3.2.1. Must meet all the requirements to be a member of the Kingdom Populace.

1.3.2.2. Must claim membership in a colony that has a contract with a Principality.

1.3.2.3. Must be at least 14 years of age and a human being.

1.3.2.4. Must have paid dues for the current term. (See section 3.1)

1.3.2.5. Must have signed in at any regularly scheduled meeting (regular park day, fighter practice, garb night, et cetera) at any Principality province or provinces six times in the last six months. A maximum of one sign-in per week counts towards this total of six. 

1.3.2.6. Must have earned at least six credits in the last six months.

1.3.2.7. A Colonial Citizen must claim membership in a specific colony in Neverwinter. A person who has not signed in at a park at least twice in the last six months may not claim membership in that Colony.

1.3.2.8. A Colonial Citizen may only switch his or her membership between colonies, provinces, or Kingdoms only once per six month period.

1.3.2.9. Extended dues are forfeited when a citizen switches his or her membership between Provinces, Colonies, or Kingdoms. 

1.3.3. Rights

1.3.3.1. A Colonial Citizen is entitled to one copy of the most recent Amtgard Rules of Play at the beginning of his or her membership. Electronic copies may be substituted for paper copies. This right is nullified if the cost to print these materials is greater than the dues for a term. 

1.3.3.2. May run for Principality office, provided the Colonial Citizen is 18 years of age or older.

1.3.3.3. May vote in all Principality elections and Principality Althings.

1.3.3.4. May attend, but not vote in, Kingdom Althings.

1.3.4. Restrictions

1.3.4.1. A Colonial Citizen is not a Citizen of the Kingdom of Neverwinter, though he or she is a member of the Populace of the Kingdom of Neverwinter.

1.3.4.2. A Colonial Citizen may not vote in Kingdom Elections or Kingdom Althings

1.3.4.3. A Colonial Citizen may not run for or hold Kingdom Offices

2. Attendance Credits

2.1. Definition

2.1.1. Attendance credits are given out for attending Amtgard functions and determine the level at which a player plays a particular class in Amtgard battle games.

2.2. Earned Credits

2.2.1. Attendance credits are earned by attending Amtgard functions.

2.2.2. One credit will be given out for each day of regular, weekly class battle games, to a maximum of one per week. At least three people must be present in order to earn credit.

2.2.3. Attending any regularly scheduled fighter practice earns an individual 1/4 credit. No more than 1/4 credit may be earned in any one week through attending fighter practices. Credits must be placed in any non-magic, non-monster fighting class that the individual can legally play. At least three people must be present at a fighter practice in order to earn credit. Note: Must use weapons that the class (signed in as) can use.

2.2.4. Quota: No more than 2 + the number of weekends in the month credits may be earned in a single month.

2.2.5. In order to earn a credit in a class, the individual must play the class in question in a battle game. The exception to this is Color. An individual may always take a credit in “Color” instead of a rulebook class.

2.3. Additional Credits

2.3.1. Definition

2.3.1.1. Additional credits are given for the following reasons. These credits may exceed the quota in section 2.2.4. These credits may be placed in any class the individual is allowed to play.

2.3.2. One credit is awarded for traveling more than 100 miles one way to visit a province, colony, or foreign kingdom and playing Amtgard.

2.3.3. One credit is awarded for each day of attendance at a kingdom event. Note that kingdom events are not regular weekly class battle games, so this credit does not stack with the credit mentioned in 2.2.2.

2.3.4. The Kingdom Monarch may grant additional credits at his or her discretion.

3. Dues and Treasury Policies

3.1. Dues

3.1.1. Kingdom Dues

3.1.1.1. Dues may not be paid directly to the kingdom.

3.1.2. Principality Dues: 

3.1.2.1. Dues may not be paid directly to a principality.

3.1.3. Provincial Dues

3.1.3.1. Dues are $6 per term. 

3.1.3.2. Dues may be paid for more than one term in advance, but payment must be made in $6 increments. These are called “Extended Dues” and are forfeited if the member transfers between Provinces, Colonies, or Kingdoms.

3.1.3.3. Dues must be paid to the provincial Chancellor of the citizen’s home park.

3.1.3.4. The provincial Chancellor must provide a signed receipt documenting the payee’s mundane name, date of payment, and amount paid for dues.

3.1.3.5. It is the responsibility of the provincial Chancellor to keep track of dues paid members. 

3.1.3.5.1. In the event of a dispute over paid dues, a signed receipt will be considered final proof. 

3.1.3.5.2. In the absence of a receipt, the provincial Chancellor’s decision is final.

3.1.3.6. A term for dues extends for the length of one term of the Kingdom Monarch. This means that all dues for the current term expire at Kingdom Coronation, regardless of when they were paid.

3.1.3.7. Membership dues are split between the Kingdom and the local groups as follows:

3.1.3.7.1. Shires keep 95% of their dues and pass on 5% to the Kingdom.

3.1.3.7.2. Baronies keep 90% of their dues and pass on 10% to the Kingdom.

3.1.3.7.3. Duchies keep 80% of their dues and pass on 20% to the Kingdom.

3.1.3.7.4. Grand Duchies keep 70% of their dues and pass on 30% to the Kingdom.

3.1.3.8. Each province will pass the required portion of dues collected in the previous term to the Kingdom Prime Minister or his designated agent at Kingdom Coronation.

3.1.4. Colonial Dues

3.1.4.1. Dues are $6 per term. 

3.1.4.2. Dues may be paid for more than one term in advance, but payment must be made in $6 increments. These are called “Extended Dues” and are forfeited if the member transfers between Provinces, Colonies, or Kingdoms

3.1.4.3. Dues must be paid to the colonial Chancellor of the colonial citizen’s home park.

3.1.4.4. The colonial Chancellor must provide a signed receipt documenting the payee’s mundane name, date of payment, and amount paid for dues.

3.1.4.5. It is the responsibility of the colonial Chancellor to keep track of dues paid members. 

3.1.4.5.1. In the event of a dispute over paid dues, a signed receipt will be considered final proof. 

3.1.4.5.2. In the absence of a receipt, the colonial Chancellor’s decision is final.

3.1.4.6. A term for dues extends for the length of one term of the Principality Monarch. This means that all dues for the current term expire at Principality Coronation, regardless of when they were paid.

3.1.4.7. Membership dues are split between the Principality and the local groups as follows:

3.1.4.7.1. Shires keep 95% of their dues and pass on 5% to the Principality.

3.1.4.7.2. Baronies keep 90% of their dues and pass on 10% to the Principality.

3.1.4.7.3. Duchies keep 80% of their dues and pass on 20% to the Principality.

3.1.4.8. Each colony will pass the required portion of dues collected in the previous term to the Principality Prime Minister or his designated agent at Principality Coronation.

3.2. Donations

3.2.1. Donations may be made directly to the Kingdom, to a Principality, to a province or a colony. 

3.2.2. The local financial officer (Prime Minister or Chancellor) must provide a signed receipt documenting the donator’s mundane name, date of payment, and amount donated.

3.2.3. Provinces and Colonies receiving donations are not required to forward any portion of the donation to the Kingdom or Principality, respectively.

3.3. Other Income

3.3.1. Definition

3.3.1.1. Any money not donated to the club or paid as dues falls under the category of “Other Income”. This includes money earned by running kingdom sponsored events, raffles, or any other fund-raising method allowed by law.

3.3.2. All income must go towards either a provincial, colonial, Principality, or Kingdom treasury, or an official mundane charity approved in advance by the Monarch and Prime Minister. It may never go to a private person.

3.3.3. The destination of the income from an event, raffle, or other fund-raiser must be publicized before the event, raffle, or other fund-raiser begins.

3.3.4. In the case of Kingdom Mid-Reign, Kingdom Coronation, and Kingdom Crown Qualifications, 50% of the profits will go to the Kingdom treasury and the remaining 50% will be split equally among the province or provinces that put on the event.

3.3.5. In the case of Principality Mid-Reign, Principality Coronation, and Principality Crown Qualifications, 50% of the profits will go to the Principality treasury and the remaining 50% will be split equally among the colony or colonies that put on the event.

3.4. Expenses

3.4.1. Kingdom Expenses

3.4.1.1. The Kingdom Monarch and the Kingdom Prime Minister may each spend 10% of the treasury per month on Amtgard related expenses at his or her discretion. This money is for printing awards, funding Kingdom events, and other expenses that benefit the Kingdom. This is not for personal expenses such as travel and event fees.

3.4.1.2. Receipts must be presented to the Prime Minister for all expenditures of Kingdom funds. The kingdom will not reimburse any expense without a receipt.

3.4.1.3. All expenditures of Kingdom funds except those mentioned in 3.4.1.1 must be approved in advance by a majority vote of the Board of Directors.

3.4.1.4. Kingdom Events

3.4.1.4.1. A budget for these events must be prepared in advance and submitted to the Board of Directors for approval by a majority vote at least two months in advance of the event. 

3.4.1.4.2. The Kingdom will pay 50% of the money spent on the approved budget associated with Kingdom Crown Qualifications, Kingdom Mid-Reign, and Kingdom Coronation.

3.4.1.4.3. Receipts must be presented to the Kingdom Prime Minister for items on the approved budget for reimbursement of that item.

3.4.1.4.4. The Kingdom may give an individual an advance to pay for a budgeted item with a majority vote of the Board of Directors. A receipt and any remaining monies must be presented to the Kingdom Prime Minister within one month. Failure to produce a receipt will require the individual to reimburse the Kingdom for the full amount of the advance.

3.4.1.4.5. Any expense not covered by the approved budget will not be paid for by the Kingdom. The Kingdom is not liable for cost overruns.

3.4.2. Principality Expenses

3.4.2.1. The Principality Monarch and the Principality Prime Minister may each spend 10% of the treasury per month on Amtgard related expenses at his or her discretion. This money is for printing awards, funding Principality events, and other expenses that benefit the Principality. This is not for personal expenses such as travel and event fees.

3.4.2.2. Receipts must be presented to the Principality Prime Minister for all expenditures of Principality funds. The Principality will not reimburse any expense without a receipt.

3.4.2.3. All expenditures of Principality funds except those mentioned in 3.4.2.1 must be approved in advance by a majority vote of the Principality Circle of Monarchs.

3.4.2.4. Principality Events

3.4.2.4.1. A budget for these events must be prepared in advance and submitted to the Principality Circle of Monarchs for approval by a majority vote at least two months in advance of the event. 

3.4.2.4.2. The Principality will pay 50% of the money spent on the approved budget associated with Principality Crown Qualifications, Principality Mid-Reign, and Principality Coronation.

3.4.2.4.3. Receipts must be presented to the Principality Prime Minister for items on the approved budget for reimbursement of that item.

3.4.2.4.4. The Principality may give an individual an advance to pay for a budgeted item with a majority vote of the Principality Circle of Monarchs. A receipt and any remaining monies must be presented to the Principality Prime Minister within one month. Failure to produce a receipt will require the individual to reimburse the Principality for the full amount of the advance.

3.4.2.4.5. Any expense not covered by the approved budget will not be paid for by the Principality. The Principality is not liable for cost overruns.

3.4.3. Provincial and Colonial Expenses

3.4.3.1. The provincial or colonial Monarch and the provincial or colonial Chancellor may each spend 5% of the treasury per month on Amtgard related expenses at his or her discretion. This money is for printing awards, funding provincial or colonial events, and other expenses that benefit the provincial or colonial. This is not for personal expenses such as travel and event fees.

3.4.3.2. Receipts must be presented to the provincial or colonial Chancellor for all expenditures of provincial or colonial funds. The province or colony will not reimburse any expense without a receipt.

3.4.3.3. All expenditures of provincial or colonial funds except those mentioned in 3.4.3.1 must be approved in advance by a majority vote of the provincial or colonial Althing.

3.4.3.4. Provincial or Colonial Events

3.4.3.4.1. A budget for these events must be prepared in advance and submitted to the provincial or colonial Althing for approval by a majority vote at least two months in advance of the event. 

3.4.3.4.2. Receipts must be presented to the provincial or colonial Chancellor for items on the approved budget for reimbursement of that item.

3.4.3.4.3. The Province or Colony may give an individual an advance to pay for a budgeted item with a majority vote of the provincial or colonial Althing. A receipt and any remaining monies must be presented to provincial or colonial  Chancellor within one month. Failure to produce a receipt will require the individual to reimburse the Province or Colony for the full amount of the advance.

3.4.3.4.4. Any expense not covered by the approved budget will not be paid for by the Province or Colony. The Province or Colony is not liable for cost overruns.

4. Selection and Removal of Club Officers

4.1. Election Policies

4.1.1. General Election Policies

4.1.1.1. The official running an election may only vote to break a tie.

4.1.1.2. To win an election, a candidate must have a simple majority of the votes. If no candidate has a majority, the two candidates with the greatest number of votes will run in a run-off election. In the case of a tie for being one of the two candidates with the most votes, all tying candidates will be part of the run-off. This process will continue until one candidate has a majority of the votes cast.

4.1.1.3. Under no circumstances may any individual officiate or help administer an election in which the individual is a candidate.

4.1.1.4. Candidates must submit written notification of intent to the officer running the election at least six weeks before the election. The candidate must specify which office or offices the candidate is running for.

4.1.1.5. A candidate for office must be at least 18 years of age as of the first day of elections.

4.1.1.6. A candidate must have reliable access to a computer and the Internet.

4.1.1.7. A candidate for Kingdom, Principality, Provincial or Colonial Monarch, Regent, or Champion must pass a Corpora Test and Reeves’ Test with a score of 75% or higher on each at his or her respective Crown Qualifications. If the individual does not pass both tests on the first attempt, the candidate may retake one but not both of the tests at Crown Qualifications.

4.1.1.8. Open Crown Qualifications

4.1.1.8.1. In the event that no candidate for a position passes Crown Qualifications, a day of Open Crown Qualifications will be held the following weekend at a location determined by the officer running Crown Qualifications. Any Citizen may run for a position without a qualified candidate in this Open Crown Qualifications. 

4.1.1.8.2. Hydras will not be awarded for participation in an Open Crown Qualifications.

4.1.1.8.3. If there is a position with no qualified candidates after the Open Crown Qualifications, that position will be filled with a Pro-Tem Officer in accordance with section 4.4.

4.1.1.9. A person may only hold one club office at a time, with the exception of the Board of Directors. A person may serve on the Board of Directors while holding any office that does not give Board of Directors membership. 

4.1.1.10. A person may not run for a third consecutive term in the same office nor be appointed to a third consecutive term in the same office. A person may ascend to a third term in office, as in the case of a Regent replacing a deposed Monarch. 

4.1.2. Kingdom Election Policies

4.1.2.1. Only Citizens of a Neverwinter Province may vote in a election for a Kingdom Office. 

4.1.2.2. Only Citizens of a Neverwinter Province may run for a Kingdom office.

4.1.2.3. A ballot from a Citizen must be submitted to the Citizen’s Provincial Chancellor.

4.1.3. Principality Election Policies

4.1.3.1. Only citizens of a Principality Colony may vote in a Principality election.

4.1.3.2. Only citizens of a Principality Colony may run for Principality office.

4.1.3.3. A ballot from a Citizen must be submitted to the Citizen’s Colonial Chancellor.

4.1.4. Province and Colonial Election Policies

4.1.4.1. Only citizens of a province or colony may vote in that province’s or colony’s election.

4.1.4.2. Only citizens of a province of colony may run for office in that province’s or colony’s election.

4.2. Election Procedures

4.2.1. Kingdom Monarch and Kingdom Regent

4.2.1.1. Elections will be held the weekend after Crown Qualifications, beginning on Friday and ending at Midnight on Sunday and will be run by the Kingdom Prime Minister.

4.2.1.2. The Chancellors of each Province will conduct a vote by secret ballot at his or her park. Votes may be given to the Chancellor outside this balloted time by email or in person as long as this is done within the time frame in section 4.2.1.1.

4.2.1.3. Results must be sent to the Kingdom Prime Minister no later than two days after the end of elections.

4.2.1.4. Run-off elections will take place the weekend after the previous election as needed.

4.2.1.5. The Kingdom Prime Minister may extend the voting for an additional weekend to account for holidays, Acts of God, et cetera, at his or her sole discretion.

4.2.2. Kingdom Prime Minister

4.2.2.1. Elections will be held three weeks before Kingdom Mid-Reign, beginning on Friday and ending at Midnight on Sunday and will be run by the Kingdom Monarch.

4.2.2.2. The Chancellors of each Province will conduct a vote by secret ballot at his or her park. Votes may be given to the Chancellor outside this balloted time by email or in person as long as this is done within the time frame in section 4.2.2.1.

4.2.2.3. Results must be sent to the Kingdom Monarch no later than two days after the end of elections.

4.2.2.4. Run-off elections will take place the weekend after the previous election as needed.

4.2.2.5. The Kingdom Monarch may extend the voting for an additional weekend to account for holidays, Acts of God, et cetera, at his or her sole discretion.

4.2.3. Kingdom Champion

4.2.3.1. The Kingdom Champion is the person with the highest score in the Champion’s Tourney portion of Crown Qualifications who declared for the office and passed Crown Qualifications. There is no election for this position.

4.2.4. Kingdom Guild Master of Reeves

4.2.4.1. The Kingdom Guild Master of Reeves will be elected at Crown Qualifications.

4.2.4.2. Only reeves who have passed an official Kingdom Reeves Test within the last six months may vote or be candidates. These reeves must be Citizens of the Kingdom.

4.2.5. All other Kingdom positions will be fulfilled by appointment by the incoming Kingdom Monarch.

4.2.6. Principality Monarch and Principality Regent

4.2.6.1. Elections will be held the weekend after Crown Qualifications, beginning on Friday and ending at Midnight on Sunday and will be run by the Principality Prime Minister.

4.2.6.2. The Chancellors of each Colony will conduct a vote by secret ballot at his or her park. Votes may be given to the Chancellor outside this balloted time by email or in person as long as this is done within the time frame in section 4.2.6.1.

4.2.6.3. Results must be sent to the Principality Prime Minister no later than two days after the end of elections.

4.2.6.4. Run-off elections will take place the weekend after the previous election as needed.

4.2.6.5. The Principality Prime Minister may extend the voting for an additional weekend to account for holidays, Acts of God, et cetera, at his or her sole discretion.

4.2.7. Principality Prime Minister

4.2.7.1. Elections will be held three weeks before Principality Mid-Reign, beginning on Friday and ending at Midnight on Sunday and will be run by the Principality Monarch.

4.2.7.2. The Chancellors of each Province will conduct a vote by secret ballot at his or her park. Votes may be given to the Chancellor outside this balloted time by email or in person as long as this is done within the time frame in section 4.2.7.1.

4.2.7.3. Results must be sent to the Principality Monarch no later than two days after the end of elections.

4.2.7.4. Run-off elections will take place the weekend after the previous election as needed.

4.2.7.5. The Principality Monarch may extend the voting for an additional weekend to account for holidays, Acts of God, et cetera, at his or her sole discretion.

4.2.8. Principality Champion

4.2.8.1. The Principality Champion is the person with the highest score in the Champion's Tourney portion of Crown Qualifications who declared for the office and passed Crown Qualifications. There is no election for this position.

4.2.9. Principality Guild Master of Reeves

4.2.9.1. The Principality Guild Master of Reeves will be elected at Crown Qualifications.

4.2.9.2. Only reeves who have passed an official Kingdom or Principality Reeves Test within the last six months may vote or be candidates. These reeves must be citizens of the Principality.

4.2.10. All other Principality positions will be fulfilled by appointment by the incoming Principality Monarch.

4.2.11. Provincial and Colonial Monarch and Regent

4.2.11.1. Elections will be held the weekend after Crown Qualifications, beginning on Friday and ending at Midnight on Sunday and will be run by the Provincial or Colonial Prime Minister.

4.2.11.2. The Provincial or Colonial Chancellor will conduct a vote by secret ballot at his or her park. Votes may be given to the Chancellor outside this balloted time by email or in person as long as this is done within the time frame in section 4.2.11.1.

4.2.11.3. Run-off elections will take place the weekend after the previous election as needed.

4.2.11.4. The Provincial or Colonial Chancellor may extend the voting for an additional weekend to account for holidays, Acts of God, et cetera, at his or her sole discretion.

4.2.12. Provincial or Colonial Chancellor

4.2.12.1. Elections will be held three weeks before Provincial or Colonial Mid-Reign, beginning on Friday and ending at Midnight on Sunday and will be run by the Provincial or Colonial Monarch.

4.2.12.2. The Provincial or Colonial Monarch will conduct a vote by secret ballot at his or her park. Votes may be given to the Provincial or Colonial Monarch outside this balloted time by email or in person as long as this is done within the time frame in section 4.2.12.1.

4.2.12.3. Run-off elections will take place the weekend after the previous election as needed.

4.2.12.4. The Provincial or Colonial Monarch may extend the voting for an additional weekend to account for holidays, Acts of God, et cetera, at his or her sole discretion.

4.2.13. Provincial and Colonial Champion

4.2.13.1. The Provincial or Colonial Champion is the person with the highest score in the Champion’s Tourney portion of Crown Qualifications who declared for the office and passed Crown Qualifications. There is no election for this position. 

4.2.14. Provincial and Colonial Guild Master of Reeves

4.2.14.1. The Provincial or Colonial Guild Master of Reeves will be elected at Crown Qualifications.

4.2.14.2. Only reeves who have passed an official Reeves Test within the last six months may vote or be candidates. These reeves must be citizens of the Province or Colony.

4.2.15. All other Provincial or Colonial positions will be fulfilled by appointment by the incoming Provincial or Colonial Monarch.

4.3. Removal of Officers

4.3.1. Resignation

4.3.1.1. An officer may resign for any reason by informing the three highest ranking remaining officers of his or her decision to resign, by public announcement, or by announcement at an Althing.

4.3.1.2. A resignation is considered effective immediately and the office is considered vacant and will be filled in accordance with section 4.4.

4.3.2. Dereliction

4.3.2.1. If a Kingdom or Principality Club Officer does not attend Amtgard for more than four weeks in a row or for more than twelve weeks in his or her term, the officer will forfeit his or her position for dereliction. 

4.3.2.2. If a Provincial or Colonial Club Officer does not attend Amtgard at his or her own park for more than four weeks in a row or for more than twelve weeks in his or her term, the officer will forfeit his or her position for dereliction. 

4.3.3. Misconduct

4.3.3.1. Any officer who is convicted of a Felony will immediately forfeit his or her office upon conviction.

4.3.4. Dismissal

4.3.4.1. Monarchs, Prime Ministers, Chancellors, and Regents

4.3.4.1.1. A petition signed by at least 25% of the Citizens of the Kingdom will initiate the process of dismissal for a Kingdom Monarch, Prime Minister, or Regent.

4.3.4.1.2. A petition signed by at least 25% of the Citizens of Principality will initiate the process of dismissal for a Principality Monarch, Prime Minister, or Regent.

4.3.4.1.3. A petition signed by at least 30% of the Citizens of the Province or Colony will initiate the process of dismissal for a Provincial or Colonial Monarch, Chancellor, or Regent.

4.3.4.1.4. A petition for dismissal must be reviewed for authenticity and counting of the signatures by the three highest unaffected officers in the petitioning group. The officers have seven days to review the petition.

4.3.4.1.5. Once a petition has been reviewed and authenticated or seven days have passed without the petition being dismissed as inauthentic by the three officers, whichever comes first, an Althing must be scheduled for within the next 30 days. The Althing must vote a two-thirds majority in favor of dismissal for the dismissal to become final.

4.3.4.2. Champion and Guild Master of Reeves

4.3.4.2.1. The Champion or Guildmaster of Reeves may be dismissed by a joint decision of the Kingdom Monarch and Prime Minister for Kingdom or Principality positions and by a joint decision of the Provincial or Colonial Monarch and Chancellor for Provincial or Colonial positions.

4.3.4.3. All club officer positions other than Monarch, Regent, Prime Minister, Chancellor, Champion, and Guildmaster of Reeves may be dismissed by the decision of the monarch. This does not include Board of Directors positions.

4.4. Pro-Tem Officers

4.4.1. In the event that the position of Monarch becomes vacant, the Regent will become the Pro-Tem Monarch. If the positions of Monarch and Regent both become vacant simultaneously, the Prime Minister or Chancellor will appoint individuals to fulfill the positions. 

4.4.2. In the event that the Kingdom Monarch, Kingdom Regent, and Kingdom Prime Minister positions all become vacant simultaneously, the Board of Directors will nominate and approve, by simple majority vote, Citizens of the Kingdom of Neverwinter to fill the offices.

4.4.3. In the event that the Principality Monarch, Principality Regent, and Principality Prime Minister positions all become vacant simultaneously, the Board of Directors will nominate and approve Citizens of the affected Principality to fill the offices.

4.4.4. In the event that the Monarch, Regent, and Chancellor positions of a Province or Colony all become vacant simultaneously, the Kingdom Monarch and the Kingdom Prime Minister will jointly appoint Citizens of the affected Province or Colony to fill the positions.

4.4.5. In the event of any other non-appointed office becoming vacant, the two highest ranking remaining officers will appoint a Citizen as Pro-Tem replacement. 

4.4.6. In the event that an office that is normally filled by appointment becoming vacant, the Monarch may appoint a new officer as normal.

4.4.7. A Pro-Tem officer must be approved by a majority vote of the Althing within one month. If the officer is not approved the position becomes open again and will be filled by a nomination of Citizens and voting process at the Althing.

4.4.8. Pro-Tem officers are not normally eligible for stepping down titles, though the Kingdom Monarch may make exceptions to this at his or her sole discretion.

5. Club Offices

5.1. Kingdom Offices

5.1.1. Kingdom Monarch

5.1.1.1. Definition

5.1.1.1.1. The Kingdom Monarch acts as the executive head of the kingdom. He or she is responsible for insuring that the affairs of the Kingdom are handled smoothly. He or she shares administrative duties with the Kingdom Prime Minister and are the focus of leadership in the Kingdom. It is also the Kingdom Monarch's duty to make the populace of the Kingdom aware of relevant events, usually acting through the local monarchs. The Kingdom Monarch is the highest ranking officer in Neverwinter.

5.1.1.2. Additional Requirements

5.1.1.2.1. Must pass Kingdom Crown Qualifications

5.1.1.3. Responsibilities

5.1.1.3.1. Schedule and preside over a meeting of provincial leaders at Kingdom Coronation to schedule required Corpora events and other Kingdom level events.

5.1.1.3.2. Provide a calendar of all Kingdom events for his or her reign to the Kingdom Prime Minister within 30 days after Coronation for publication.

5.1.1.3.3. Preside over and conduct all Kingdom level ceremonies and functions.

5.1.1.3.4. Solicit a list from Provincial, Principality, and Colonial leaders of proposed recipients of Kingdom level awards not less than 30 days or more than 60 days before Kingdom Mid-Reign and Kingdom Coronation.

5.1.1.3.5. May bestow Honors and Awards as listed in Section 12.

5.1.1.3.6. May choose to award additional credits.

5.1.1.3.7. Hold an automatic seat on the B.O.D. during his or her term.

5.1.1.3.8. May spend up to 10% of the Kingdom treasury every month in order to run the Kingdom. The B.O.D. must vote on any expenditures (over 10%) of the treasury. Any of that percentage not spent does not accumulate. Receipts must be provided to Kingdom treasurer for all expenditures.

5.1.1.3.9. Any decision agreed upon by the Kingdom Monarch and the Kingdom Prime Minister is bylaw until the next Althing, provided it does not contradict or violate the Corpora or mundane law.

5.1.1.3.10. May overrule any clarification made by the Kingdom Guildmaster of Reeves or any lower level officers with the agreement of the Kingdom Prime Minister.

5.1.1.3.11. May promote or demote any Province or Colony with the agreement of the Kingdom Prime Minister.

5.1.1.3.12. May remove any title of nobility from a member of the Populace of Neverwinter with the agreement of the Kingdom Prime Minister.

5.1.1.3.13. May grant or refuse the awarding of a specific knighthood to any candidate for knighthood put forth by the Circle of Knights. The Kingdom Monarch may not grant any award of Knighthood to any person not nominated by the Circle of Knights.

5.1.1.3.14. May, with the agreement of the Kingdom Prime Minister, appoint replacement officers to any Province or Colony in the advent that the offices of that Province or Colony’s Monarch, Regent, and Chancellor all become vacant simultaneously.

5.1.1.3.15. May call an Emergency Althing.

5.1.1.4. Benefits

5.1.1.4.1. Is not required to pay any dues to maintain membership status during his or her term. Dues paid by the Kingdom Monarch before his or her election will be held and will carry over until after his or her reign.

5.1.1.4.2. Eligible for the title of Duke upon successful completion of an exceptional term in office. Lesser titles may be awarded for good but not exceptional service.

5.1.1.4.3. Will hold an automatic seat on the Board of Directors as an alternate for one Kingdom Monarch’s reign upon stepping down from a completed term.

5.1.2. Kingdom Prime Minister

5.1.2.1. Definition

5.1.2.1.1. The Kingdom Prime Minister is the primary record keeper of the Kingdom. They make sure the Kingdom paperwork is up to date and collect fees and taxes for the Kingdom. The Kingdom Prime Minister is also responsible for handling the majority of the elections in the Kingdom. He or she works in conjunction with the Kingdom Monarch to make certain things get done. The Kingdom Prime Minister is the second highest ranking officer in Neverwinter.

5.1.2.2. Additional Requirements

5.1.2.2.1. Must pass a Corpora Test and a Kingdom Reeves’ Test with a score of 75% of better on both at least two weeks before elections and at most one month before elections.

5.1.2.3. Responsibilities

5.1.2.3.1. Act as the Kingdom treasurer in the collection and account handling of Kingdom funds.

5.1.2.3.2. Maintain accurate records on the dues paid status, awards status and attendance status of all Kingdom members.

5.1.2.3.3. Ensure that rulebooks and newsletters are provided to Kingdom Citizens.

5.1.2.3.4. Hold an automatic seat on the Board of Directors during his or her term.

5.1.2.3.5. Publish a newsletter at least once each calendar quarter. Full disclosure of Kingdom financial transactions will be published in this newsletter at least once per term.

5.1.2.3.6. Will provide, on demand, full financial disclosure to the Kingdom Monarch, Kingdom Board of Directors or Kingdom Althing.

5.1.2.3.7. May spend 10% of the Kingdom treasury every month in order to run the Kingdom. The B.O.D. must vote on any expenditures (over 10%) of the treasury. Any of that percentage not spent does not accumulate. Receipts must be provided for all expenditures. 

5.1.2.3.8. May overrule any clarification made by the Kingdom Guildmaster of Reeves or any lower level officers with the agreement of the Kingdom Monarch.

5.1.2.3.9. May promote or demote any Province or Colony with the agreement of the Kingdom Monarch.

5.1.2.3.10. May remove any title of nobility from a member of the Populace of Neverwinter with the agreement of the Kingdom Monarch.

5.1.2.3.11. Is responsible for site selection and running of Kingdom Crown Qualifications.

5.1.2.3.12. Is responsible for running Kingdom elections and voting with the exception of the Kingdom Prime Minister election.

5.1.2.3.13. May, with the agreement of the Kingdom Monarch, appoint replacement officers to any Province or Colony in the advent that the offices of that Province or Colony’s Monarch, Regent, and Chancellor all become vacant simultaneously.

5.1.2.3.14. Will run all Kingdom Althings, oversee Kingdom Althing Distributed Voting, and publish Althing decisions.

5.1.2.3.15. Will ensure that an up-to-date version of the Corpora is available to the public on the Internet.

5.1.2.3.16. May call an Emergency Althing.

5.1.2.4. Benefits

5.1.2.4.1. Is not required to pay any dues to maintain membership status during his or her term. Dues paid by the Kingdom Prime Minister before his or her election carry over until after his or her reign.

5.1.2.4.2. Will be eligible for the title of Count upon successful completion of an exceptional term in office. Lesser titles may be awarded for good but not exceptional service.

5.1.3. Kingdom Regent

5.1.3.1. Definition

5.1.3.1.1. The Kingdom Regent is responsible for promoting the growth of the arts and sciences in the Kingdom. The Kingdom Regent succeeds the Kingdom Monarch should the Kingdom Monarch be unable to fulfill his or her duties. The Kingdom Regent is the third highest ranking officer in Neverwinter.

5.1.3.2. Additional Requirements

5.1.3.2.1. Must pass Kingdom Crown Qualifications.

5.1.3.3. Responsibilities

5.1.3.3.1. Will be responsible for the next Kingdom Crown Coronation event.

5.1.3.3.2. May bestow honors and awards as listed in Section 12.2.

5.1.3.3.3. Will work with the Kingdom Monarch to solicit a list of proposed recipients for appropriate awards.

5.1.3.3.4. Will be responsible for fostering the growth of arts and sciences within the Kingdom.

5.1.3.4. Benefits

5.1.3.4.1. Is not required to pay any dues to maintain membership status during his or her term. Dues paid by the Kingdom Regent before his or her election will be held and will carry over until after his or her reign.

5.1.3.4.2. Will be eligible for the title of Baron or equivalent, upon successful completion of an exceptional term in office. Lesser titles may be awarded for good but not exceptional service.

5.1.4. Kingdom Champion

5.1.4.1. Definition

5.1.4.1.1. The Kingdom Champion is the defender of the Kingdom's honor. In game play he or she is the defender of the Crown. In a real sense he or she insures that all the equipment in the game is safe and legal by the rules. The Kingdom Champion is the fourth highest ranking officer in Neverwinter.

5.1.4.2. Responsibilities

5.1.4.2.1. Maintain a lost and found for the Kingdom.

5.1.4.2.2. Responsible that all weapons and armor have been checked for safety and legality. The Kingdom Champion has the discretion to remove any weapons or armor that he or she deems unsafe.

5.1.4.2.3. Responsible for organizing the battle games at Kingdom level events at times when no pre-determined scenarios are scheduled.

5.1.4.2.4. May remove a person for particularly troublesome and/or unsportsmanlike conduct at tourneys, battle games or quests.

5.1.4.2.5. Be the Defender of the Crown, will defend the Kingdom Monarch if any challenge is made to the Kingdom Monarch’s honor or well being.

5.1.4.2.6. Provide weapon construction guidelines to the Kingdom. These guidelines may not overrule or contradict the rulebook or any Althing approved guidelines.

5.1.4.2.7. May overrule to Kingdom Guildmaster of Reeves or a Principality, Provincial, or Colonial Guildmaster of Reeves or Champion on questions of weapon or armor safety and legality.

5.1.4.3. Benefits

5.1.4.3.1. Will be eligible for the title of Defender upon successful completion of an exceptional term in office.

5.1.5. Kingdom Guildmaster of Reeves

5.1.5.1. Description: The Kingdom Guildmaster of Reeves is the head referee for the Kingdom. He or she insures that the rules are enforced on the playing field and makes any clarifications needed to insure the game moves smoothly. The Kingdom Guildmaster of Reeves also works with the Kingdom Champion to make certain equipment used for the game is safe. 

5.1.5.2. Responsibilities

5.1.5.2.1. Work with the Kingdom Monarch, Kingdom Prime Minister and provincial leaders to insure that the rules are applied accurately, fairly, and honestly on the battlefield.

5.1.5.2.2. Assist the Kingdom Champion in checking armor and weapons for safety and legality. 

5.1.5.2.3. Must make sure that there are an appropriate number of reeves at any Kingdom event, and insure that the conduct of reeves is competent and fair.

5.1.5.2.4. Will have the right and responsibility to make clarifications about rules of play that are ambiguous or unsafe. The Kingdom Monarch and Kingdom Prime Minister may overrule a clarification with another clarification.

5.1.5.2.5. Will give a Kingdom Reeve’s test every six months at Kingdom Crown Qualifications. Responsible for providing a Kingdom level Reeve’s test to provincial groups upon request.

5.1.5.2.6. May overturn a warning, forfeiture or tourney disqualification, from a lower reeve.

5.1.5.2.7. May remove a person for particularly troublesome and/or unsportsmanlike conduct at tourneys, battle games or quests.

5.1.5.2.8. Is responsible for keeping records of when Reeve status for each member of the Populace of Neverwinter has expired.

5.2. Principality Officers

5.2.1. Principality Monarch

5.2.1.1. Definition

5.2.1.1.1. The Principality Monarch acts as the executive head of the Principality. He or she is responsible for ensuring that the affairs of the Principality are handled smoothly. He or she shares administrative duties with the Principality Prime Minister and are the focus of leadership in the Principality. It is also the Principality Monarch's duty to make the populace of the Principality aware of relevant events, usually acting through the local monarchs. The Principality Monarch is the highest ranking officer in the Principality.

5.2.1.2. Additional Requirements

5.2.1.2.1. Must pass Principality Crown Qualifications

5.2.1.3. Responsibilities

5.2.1.3.1. Schedule and preside over a meeting of colonial leaders at Principality Coronation to schedule required Principality level events.

5.2.1.3.2. Provide a calendar of all Principality events for his or her reign to the Principality Prime Minister within 30 days after Coronation for publication.

5.2.1.3.3. Preside over and conduct all Principality level ceremonies and functions.

5.2.1.3.4. Solicit a list from Colonial leaders of proposed recipients of Principality level awards not less than 30 days or more than 60 days before Principality Mid-Reign and Principality Coronation.

5.2.1.3.5. Holds an automatic seat on the Principality Circle of Monarchs and Principality Board of Directors.

5.2.1.3.6. May bestow Honors and Awards as listed in Section 12.2.

5.2.1.3.7. May spend up to 10% of the Principality treasury every month in order to run the Kingdom. The Principality Board of Directors or Principality Circle of Monarchs must vote on any expenditures (over 10%) of the treasury. Any of that percentage not spent does not accumulate. Receipts must be provided to Principality Prime Minister for all expenditures.

5.2.1.4. Benefits

5.2.1.4.1. Is not required to pay any dues to maintain membership status during his or her term. Dues paid by the Principality Monarch before his or her election will be held and will carry over until after his or her reign.

5.2.1.4.2. Eligible for the title of Count upon successful completion of an exceptional term in office. Lesser titles may be awarded for good but not exceptional service.

5.2.1.4.3. Will hold an automatic seat on the Principality Board of Directors as an alternate for one Principality Monarch’s reign upon stepping down from a completed term.

5.2.2. Principality Prime Minister

5.2.2.1. Definition

5.2.2.1.1. The Principality Prime Minister is the primary record keeper of the Principality. They make sure the Principality paperwork is up to date and collect fees and taxes for the Principality. The Principality Prime Minister is also responsible for handling the majority of the elections in the Principality. He or she works in conjunction with the Principality Monarch to make certain things get done. The Principality Prime Minister is the second highest ranking officer in the Principality.

5.2.2.2. Additional Requirements

5.2.2.2.1. Must pass a Corpora Test and a Kingdom Reeves’ Test with a score of 75% of better on both at least two weeks before elections and at most one month before elections.

5.2.2.3. Responsibilities

5.2.2.3.1. Act as the Principality treasurer in the collection and account handling of Principality funds.

5.2.2.3.2. Maintain accurate records on the dues paid status, awards status and attendance status of all Principality members.

5.2.2.3.3. Ensure that rulebooks and newsletters are provided to Principality Citizens.

5.2.2.3.4. Hold an automatic seat on the Principality Circle of Monarchs or Board of Directors during his or her term.

5.2.2.3.5. Publish a newsletter at least once each calendar quarter. Full disclosure of Principality financial transactions will be published in this newsletter at least once per term.

5.2.2.3.6. Will provide, on demand, full financial disclosure to the Principality Monarch, Principality Circle of Monarchs, Principality Board of Directors, Kingdom Prime Minister, Kingdom Monarch, Kingdom Board of Directors or Principality Althing.

5.2.2.3.7. May spend 10% of the Principality treasury every month in order to run the Principality. The Principality Circle of Monarchs or Principality Board of Directors must vote on any expenditures (over 10%) of the Principality treasury. Any of that percentage not spent does not accumulate. Receipts must be provided for all expenditures. 

5.2.2.3.8. Is responsible for site selection and running of Principality Crown Qualifications.

5.2.2.3.9. Is responsible for running Principality elections and voting with the exception of the Principality Prime Minister election.

5.2.2.4. Benefits

5.2.2.4.1. Is not required to pay any dues to maintain membership status during his or her term. Dues paid by the Principality Prime Minister before his or her election carry over until after his or her reign.

5.2.2.4.2. Will be eligible for the title of Baron upon successful completion of an exceptional term in office. Lesser titles may be awarded for good but not exceptional service.

5.2.3. Principality Regent

5.2.3.1. Definition

5.2.3.1.1. The Principality Regent is responsible for promoting the growth of the arts and sciences in the Principality. The Principality Regent succeeds the Principality Monarch should the Principality Monarch be unable to fulfill his or her duties. The Principality Regent is the third highest ranking officer in the Principality.

5.2.3.2. Additional Requirements

5.2.3.2.1. Must pass Principality Crown Qualifications.

5.2.3.3. Responsibilities

5.2.3.3.1. Will be responsible for the next Principality Crown Coronation event.

5.2.3.3.2. May bestow honors and awards as listed in Section 12.2.

5.2.3.3.3. Will work with the Principality Monarch to solicit a list of proposed recipients for appropriate awards.

5.2.3.3.4. Will be responsible for fostering the growth of arts and sciences within the Principality.

5.2.3.4. Benefits

5.2.3.4.1. Is not required to pay any dues to maintain membership status during his or her term. Dues paid by the Principality  Regent before his or her election will be held and will carry over until after his or her reign.

5.2.3.4.2. Will be eligible for the title of Baronet or equivalent, upon successful completion of an exceptional term in office. Lesser titles may be awarded for good but not exceptional service.

5.2.4. Principality Champion

5.2.4.1. Definition

5.2.4.1.1. The Principality Champion is the defender of the Principality’s honor. In game play he or she is the defender of the Principality Crown. In a real sense he or she insures that all the equipment in the game is safe and legal by the rules. The Principality Champion is the fourth highest ranking officer in the Principality.

5.2.4.2. Responsibilities

5.2.4.2.1. Maintain a lost and found for the Principality.

5.2.4.2.2. Responsible that all weapons and armor have been checked for safety and legality. The Principality Champion has the discretion to remove any weapons or armor that he or she deems unsafe.

5.2.4.2.3. Responsible for organizing the battle games at Principality level events at times when no pre-determined scenarios are scheduled.

5.2.4.2.4. May remove a person for particularly troublesome and/or unsportsmanlike conduct at tourneys, battle games or quests.

5.2.4.2.5. Be the Defender of the Principality Crown, will defend the Principality Monarch if any challenge is made to the Principality Monarch’s honor or well being.

5.2.4.2.6. May overrule to Principality Guildmaster of Reeves or Colonial Guildmaster of Reeves or Champion on questions of weapon or armor safety and legality.

5.2.4.3. Benefits

5.2.4.3.1. Will be eligible for the title of Lord upon successful completion of an exceptional term in office.

5.2.5. Principality Guildmaster of Reeves

5.2.5.1. Description: The Principality Guildmaster of Reeves is the head referee for the Principality. He or she insures that the rules are enforced on the playing field and makes any clarifications needed to insure the game moves smoothly. The Principality Guildmaster of Reeves also works with the Principality Champion to make certain equipment used for the game is safe. 

5.2.5.2. Responsibilities

5.2.5.2.1. Work with the Principality Monarch, Principality Prime Minister and colonial leaders to insure that the rules are applied accurately, fairly, and honestly on the battlefield.

5.2.5.2.2. Assist the Principality Champion in checking armor and weapons for safety and legality. 

5.2.5.2.3. Must make sure that there are an appropriate number of reeves at any Principality event, and insure that the conduct of reeves is competent and fair.

5.2.5.2.4. Will give a Kingdom Reeve’s test every six months at Principality Crown Qualifications. Responsible for providing a Kingdom level Reeve’s test to colonial groups upon request.

5.2.5.2.5. May overturn a warning, forfeiture or tourney disqualification, from a lower reeve.

5.2.5.2.6. May remove a person for particularly troublesome and/or unsportsmanlike like conduct at tourneys, battle games or quests.

5.2.5.2.7. Is responsible for keeping records of when Reeve status for each member of the Populace of the Principality has expired.

5.3. Provincial and Colonial Officers

5.3.1. Provincial and Colonial Monarch

5.3.1.1. Definition

5.3.1.1.1. The Provincial or Colonial Monarch acts as the executive head of the Province or Colony. He or she is responsible for ensuring that the affairs of the Province or Colony are handled smoothly. He or she shares administrative duties with the Provincial or Colonial Prime Minister and are the focus of leadership in the Province of Colony. It is also the Provincial or Colonial Monarch's duty to make the populace of the Province or Colony aware of relevant events. The Provincial or Colonial Monarch is the highest ranking officer in the Province or Colony.

5.3.1.2. Additional Requirements

5.3.1.2.1. Must pass Provincial or Colonial Crown Qualifications

5.3.1.3. Responsibilities

5.3.1.3.1. Provide a calendar of all Provincial or Colonial events for his or her reign to the Provincial or Colonial Chancellor and to the Kingdom Prime Minister within 30 days after Coronation for publication.

5.3.1.3.2. Preside over and conduct all Provincial or Colonial level ceremonies and functions.

5.3.1.3.3. May bestow Honors and Awards as listed in Section 12.2.

5.3.1.3.4. May spend up to 5% of the Provincial or Colonial treasury every month in order to run the Province or Colony. An Althing must vote on any expenditures (over 5%) of the Provincial or Colonial treasury. Any of that percentage not spent does not accumulate. Receipts must be provided to the Provincial or Colonial Chancellor for all expenditures.

5.3.1.4. Benefits

5.3.1.4.1. Is not required to pay any dues to maintain membership status during his or her term. Dues paid by the Provincial or Colonial Monarch before his or her election will be held and will carry over until after his or her reign.

5.3.1.4.2. Eligible for one of the titles listed in table 5.3.1.4.2, depending on group size, upon successful completion of an exceptional term in office. Lesser titles may be awarded for good but not exceptional service.

	Shire
	Barony
	Duchy
	Grand Duchy

	Lord
	Baronet
	Baron
	Count

	Table 5.3.1.4.2


5.3.2. Provincial or Colonial Chancellor

5.3.2.1. Definition

5.3.2.1.1. The Provincial or Colonial Chancellor is the primary record keeper of the Province or Colony. He or she makes sure the Provincial or Colonial paperwork is up to date and collect fees and taxes for the Province or Colony. The Provincial or Colonial Chancellor is also responsible for handling the majority of the elections in the Province or Colony. He or she works in conjunction with the Provincial or Colonial Monarch to make certain things get done. The Provincial or Colonial Chancellor is the second highest ranking officer in the Province or Colony.

5.3.2.2. Additional Requirements

5.3.2.2.1. Must pass a Corpora Test and a Reeves’ Test with a score of 75% of better on both at least two weeks before elections and at most one month before elections.

5.3.2.3. Responsibilities

5.3.2.3.1. Act as the Provincial or Colonial treasurer in the collection and account handling of Provincial or Colonial funds.

5.3.2.3.2. Maintain accurate records on the dues paid status, awards status and attendance status of all Provincial or Colonial members and provide these records to the Kingdom Prime Minister upon request.

5.3.2.3.3. Ensure that rulebooks and newsletters are provided to Provincial or Colonial Citizens.

5.3.2.3.4. Publish a newsletter at least once each calendar quarter. Full disclosure of Provincial or Colonial financial transactions will be published in this newsletter at least once per term.

5.3.2.3.5. Will provide, on demand, full financial disclosure to the Provincial or Colonial Monarch, Kingdom Prime Minister, Kingdom Monarch, Kingdom Board of Directors or Provincial or Colonial Althing.

5.3.2.3.6. May spend 5% of the Provincial or Colonial treasury every month in order to run the Province or Colony. The Provincial or Colonial Althing must vote on any expenditures (over 5%) of the Provincial or Colonial treasury. Any of that percentage not spent does not accumulate. Receipts must be provided for all expenditures. 

5.3.2.3.7. Is responsible for site selection and running of Provincial or Colonial Crown Qualifications.

5.3.2.3.8. Is responsible for running Provincial or Colonial elections and voting with the exception of the Provincial or Colonial Chancellor election.

5.3.2.3.9. Will assist the Principality or Kingdom Prime Minister in running Principality or Kingdom elections.

5.3.2.4. Benefits

5.3.2.4.1. Is not required to pay any dues to maintain membership status during his or her term. Dues paid by the Provincial or Colonial Chancellor before his or her election carry over until after his or her reign.

5.3.2.4.2. Eligible for one of the titles listed in table 5.3.2.4.2, depending on group size, upon successful completion of an exceptional term in office. Lesser titles may be awarded for good but not exceptional service.

	Shire
	Barony
	Duchy
	Grand Duchy

	Master
	Lord
	Baronet
	Baron

	Table 5.3.2.4.2


5.3.3. Provincial or Colonial Regent

5.3.3.1. Definition

5.3.3.1.1. The Provincial or Colonial Regent is responsible for promoting the growth of the arts and sciences in the Province or Colony. The Provincial or Colonial Regent succeeds the Provincial or Colonial Monarch should the Provincial or Colonial Monarch be unable to fulfill his or her duties. The Provincial or Colonial Regent is the third highest ranking officer in the Province or Colony.

5.3.3.2. Additional Requirements

5.3.3.2.1. Must pass Provincial or Colonial Crown Qualifications.

5.3.3.3. Responsibilities

5.3.3.3.1. Will be responsible for the next Provincial or Colonial Crown Coronation event.

5.3.3.3.2. May bestow honors and awards as listed in Section 12.2

5.3.3.3.3. Will work with the Provincial or Colonial Monarch to solicit a list of proposed recipients for appropriate awards.

5.3.3.3.4. Will be responsible for fostering the growth of arts and sciences within the Province or Colony.

5.3.3.4. Benefits

5.3.3.4.1. Is not required to pay any dues to maintain membership status during his or her term. Dues paid by the Provincial or Colonial Regent before his or her election will be held and will carry over until after his or her reign.

5.3.3.4.2. Eligible for one of the titles listed in table 5.3.3.4.2, depending on group size, upon successful completion of an exceptional term in office. Lesser titles may be awarded for good but not exceptional service.

	Shire
	Barony
	Duchy
	Grand Duchy

	Esquire
	Master
	Lord
	Baronet

	Table 5.3.3.4.2


5.3.4. Provincial or Colonial Champion

5.3.4.1. Definition

5.3.4.1.1. The Provincial or Colonial Champion is the defender of the Province’s or Colony’s honor. In game play he or she is the defender of the Provincial or Colonial Crown. In a real sense he or she insures that all the equipment in the game is safe and legal by the rules. The Provincial or Colonial Champion is the fourth highest ranking officer in the Province or Colony.

5.3.4.2. Responsibilities

5.3.4.2.1. Maintain a lost and found for the Province or Colony.

5.3.4.2.2. Responsible that all weapons and armor have been checked for safety and legality. The Provincial or Colonial Champion has the discretion to remove any weapons or armor that he or she deems unsafe.

5.3.4.2.3. Responsible for organizing the battle games when no pre-determined quests or games are scheduled.

5.3.4.2.4. May remove a person for particularly troublesome and/or unsportsmanlike conduct at tourneys, battle games or quests.

5.3.4.2.5. Be the Defender of the Provincial or Colonial Crown, will defend the Provincial or Colonial Monarch if any challenge is made to the Provincial or Colonial Monarch’s honor or well being.

5.3.4.2.6. May overrule to Provincial or Colonial Guildmaster of on questions of weapon or armor safety and legality.

5.3.4.3. Benefits

5.3.4.3.1. Is not required to pay any dues to maintain membership status during his or her term. Dues paid by the Provincial or Colonial Regent before his or her election will be held and will carry over until after his or her reign.

5.3.4.3.2. Eligible for one of the titles listed in table 5.3.4.3.2, depending on group size, upon successful completion of an exceptional term in office. Lesser titles may be awarded for good but not exceptional service.

	Shire
	Barony
	Duchy
	Grand Duchy

	Esquire
	Esquire
	Master
	Lord

	Table 5.3.4.3.2


5.3.5. Provincial or Colonial Guildmaster of Reeves

5.3.5.1. Description: The Provincial or Colonial Guildmaster of Reeves is the head referee for the Province or Colony. He or she insures that the rules are enforced on the playing field and makes any clarifications needed to insure the game moves smoothly. The Provincial or Colonial Guildmaster of Reeves also works with the Provincial or Colonial Champion to make certain equipment used for the game is safe. 

5.3.5.2. Responsibilities

5.3.5.2.1. Work with the Provincial or Colonial Monarch and Provincial or Colonial Chancellor to insure that the rules are applied accurately, fairly, and honestly on the battlefield.

5.3.5.2.2. Assist the Provincial or Colonial Champion in checking armor and weapons for safety and legality. 

5.3.5.2.3. Must make sure that there are an appropriate number of reeves at any Provincial or Colonial event, and insure that the conduct of reeves is competent and fair.

5.3.5.2.4. Will give a Reeve’s test every six months at Provincial or Colonial Crown Qualifications. May overturn a warning, forfeiture or tourney disqualification, from a lower reeve.

5.3.5.2.5. May remove a person for particularly troublesome and/or unsportsmanlike conduct at tourneys, battle games or quests.

5.3.5.2.6. Is responsible for keeping records of when Reeve status for each member of the Populace of the Province or Colony has expired.

6. Other Officers

6.1. Definition

6.1.1. These offices are considered “club officers” in the sense that they are mostly concerned with game play and are not involved in the administration of the club. They are appointed positions and may be dismissed and appointed at will by the appropriate monarch. 

6.2. Reeves

6.2.1. A reeve is any member of the populace who has passed a reeve’s test with a score of 75% or better in the last six month.

6.3. Captain of the Guard

6.3.1. Will work with event Autocrats to maintain security (persona and mundane) at all Amtgard related events.

6.3.2. Will insure that the Monarch and Regent are properly escorted.

6.3.3. Responsible for safe storage, handling and use of security related property (walky-talkies, etc.) and weapons owned by the group.

6.3.4. On the Provincial and Colonial level, he or she is responsible for seeing that Fighter Practices are scheduled and sign in sheets for Fighter Practices are turned in to the Chancellor.

6.4. Monarch’s Guard

6.4.1. No more than ten people will fill these slots, they will be chosen by the Monarch.

6.4.2. Will escort the Crown and aid the Captain of the Guard in their duties.

6.5. Regent’s Protector

6.5.1. Will be chosen by the Monarch’s Regent. Will escort and serve the Regent in much the same way the Captain of the guard augments the Monarch.

6.6. Class Guildmasters

6.6.1. Class guilds include all fighting classes described in the Rules of Play.

6.6.2. Guildmasters are appointed by the Monarch and may be removed by the Monarch.

6.6.3. As appointed positions, Class Guildmasterships can not and do not confer any extra or special powers or abilities on the Guildmaster during game play.

6.6.4. Responsibilities

6.6.4.1. Should encourage the members of their guild to follow the proper rules of their class.

6.6.4.2. Encourage garb, equipment, and persona applicable to their class.

6.6.4.3. Will provide information and encouragement to the new members of their class.

6.6.4.4. Should submit a list of those members of his guild deserving of awards by observing members and consulting other Guildmasters.

6.6.4.5. Should have basic garb for people to try a new class.

6.7. Herald

6.7.1. Will act as the official registrar of heraldry for the Kingdom.

6.7.2. Will promote knowledge of heraldry by teaching classes in heraldry, publishing booklets on heraldry or delegating these duties.

6.7.3. Responsible of writing the heraldry test if one is desired for Crown Qualifications. 

7. Kingdom Board of Directors (B.o.D.)

7.1. Definition 

7.1.1. The Board of Directors serves as the business management of the organization. It will maintain and operate as the corporate offices of the organization, responsible for ensuring that the organization is operated according to the laws of the U.S. and State of Florida. It is also responsible for the accounting of Kingdom funds, and will serve as the authority in any matters involving the Kingdom and individuals or organizations outside the Kingdom with whom the Kingdom may wish to conduct business. All Board of Directors meetings are open, unless declared closed by a vote of the Board of Directors.

7.1.2. Provinces and Colonies will not have a Board of Directors.

7.2. Membership

7.2.1. No member of the Board of Directors may hold more than one seat on the Board of Directors.

7.2.2. There is no limit on the number of terms a person may serve on the Board of Directors.

7.2.3. Kingdom Monarch and Kingdom Prime Minister

7.2.3.1. The Kingdom Monarch and the Kingdom Prime Minister hold automatic seats on the Board of Directors during their terms in office. 

7.2.3.2. If a new Kingdom Monarch or Kingdom Prime Minister is already a member of the Board of Directors, he or she will forfeit their existing seat on the Board of Directors when his or her term as Kingdom Monarch or Kingdom Prime Minister begins.

7.2.3.3. The Kingdom Monarch and the Kingdom Prime Minister may not serve as the Board of Directors president, vice president, treasurer, or secretary.

7.2.4. Principality Monarch and Principality Prime Minister

7.2.4.1. The Principality Monarch and Principality Prime Minister hold honorary, non-voting seats on the Board of Directors during their terms in office.

7.2.4.2. The Principality Monarch and Principality Prime Minister may not serve as the Board of Directors president, vice president, treasurer, or secretary.

7.2.5. Elected Directors

7.2.5.1. Five members of the Board of Directors will be elected from among the Kingdom Citizens. 

7.2.5.2. Elected members will be full members of the Board of Directors. 

7.2.5.3. Elected members may serve as president, vice president, or secretary of the board.

7.2.5.4. Elected members will serve for a term of one year.

7.2.5.5. Elected members must be 18 years of age or older.

7.2.5.6. Elected members must have reliable access to the Internet.

7.2.6. Alternate Director

7.2.6.1. The person who served as monarch immediately prior to the current monarch will serve as Alternate Director.

7.2.6.2. The Alternate Director holds a non-voting seat on the Board of Directors.

7.2.6.3. The Alternate Director may not serve as Board of Directors president, vice-president, treasurer, or secretary.

7.3. Election

7.3.1. Election Policies

7.3.1.1. The official running an election may only vote to break a tie.

7.3.1.2. The winners of the election will be the five candidates with the most votes. In the event of there being a tie for If no candidate has a majority, the two candidates with the greatest number of votes will run in a run-off election. In the event that there is a tie for having the fifth most votes, the official running the election may vote to break the tie. In the event that a tie remains, all candidates in as tie for the fifth most votes will take part in a run-off election.

7.3.1.3. Under no circumstances may any individual officiate or help administer an election in which the individual is a candidate.

7.3.1.4. Candidates must submit written notification of intent to the officer running the election at least six weeks before the election. 

7.3.1.5. A candidate must be at least 18 years of age as of the first day of elections.

7.3.1.6. A candidate must have reliable access to a computer and the Internet.

7.3.1.7. A candidate must be a Citizen of a Neverwinter Province.

7.3.1.8. Only Citizens of a Neverwinter Province may vote in an election for the Board of Directors.

7.3.1.9. A person may serve on the Board of Directors while holding any office that does not give Board of Directors membership.

7.3.2. Election Procedures

7.3.2.1. Elections will begin on the first Friday of December and will continue through until Midnight on Sunday and will be run by the Kingdom Prime Minister.

7.3.2.2. The Chancellors of each Province will conduct a vote by secret ballot at his or her park. Votes may be given to the Chancellor outside this balloted time by email or in person as long as this is done within the time frame in section 7.3.2.1.

7.3.2.3. Each Kingdom Citizen may vote for three candidates. Each candidate may only receive one vote from each Kingdom Citizen.

7.3.2.4. Results must be sent to the Kingdom Prime Minister no later than two days after the end of elections.

7.3.2.5. Run-off elections will take place the weekend after the previous election as needed.

7.3.2.6. The Kingdom Prime Minister may extend the voting for one additional weekend to account for holidays, Acts of God, et cetera, at his or her sole discretion.

7.3.2.7. The five candidates with the most votes will become Elected Directors.

7.3.2.8. Elected Directors take office on January 1st of the year immediately following the election.

7.4. Board of Directors Positions

7.4.1. Election

7.4.1.1. Board of Directors positions are positions within the Board of Directors that Elected Directors fill. Each Elected Director may only hold one such position.

7.4.1.2. At the beginning of each term of membership for the Elected Directors, candidates for Board of Directors positions will be nominated by the members of the Board of Directors and approved by a simple majority vote.

7.4.1.3. In the event that any Board of Directors position becomes vacant due to an member leaving the Board of Directors, an election for a replacement will be held immediately after the vacant Directorship is filled.

7.4.2. Positions

7.4.2.1. President

7.4.2.1.1. The President of the Board of Directors shall preside over and conduct all meetings of the Board of directors.

7.4.2.1.2. The President of the Board of Directors may call Emergency Althings.

7.4.2.2. Vice President

7.4.2.2.1. The Vice President of the Board of Directors will act to fulfill the duties of any Board of Directors position whose holder is absent.

7.4.2.3. Secretary

7.4.2.3.1. The Secretary of the Board of Directors will maintain the mailing address for the corporation.

7.4.2.3.2. The Secretary of the Board of Directors will record minutes of all Board of Directors meetings and publish them on the Internet in a publicly accessible forum within one month of each Board of Directors meeting.

7.4.2.3.3. The Secretary will assist the Treasurer of the Board of Directors and the Kingdom Prime Minister in handling corporate business with governmental agencies and organizations.

7.4.2.4. Treasurer

7.4.2.4.1. The Treasurer of the Board of Directors will maintain an accurate record of all corporate income and expenditures.

7.4.2.4.2. The Treasurer of the Board of Directors will be prepared for any government audit.

7.4.2.4.3. The Treasurer of the Board of Directors will be responsible for the maintenance of the corporate bank accounts.

7.5. Powers and Responsibilities

7.5.1. Limitations

7.5.1.1. The Board of Directors is bound by any rulings issued by a Kingdom Althing and is bound by Althing-approved commands or decisions.

7.5.2. Contracts

7.5.2.1. Only the Board of Directors, by a simple majority vote, may enter into a contract with another organization, government, or individual. No single member of the Board of Directors has the authority to sign any binding agreements on behalf of the Board of Directors without this approval.

7.5.2.2. Only the Board of Directors, by a simple majority vote, may terminate a contract between Amtgard of Florida and any other party. 

7.5.3. Agents

7.5.3.1. The Board of Directors may at any time appoint any person as an Agent of the Corporation for the purpose of assisting the Board with any duties and functions deemed necessary at the time of the appointment. These appointments are made by a simple majority vote in favor of the appointment. Such appointments shall never last longer than one year.

7.5.4. Appointment of Club Officers

7.5.4.1. In the event that the Kingdom Monarch, Kingdom Regent, and Kingdom Prime Minister all leave office simultaneously, new officers may be nominated by any member of the Board of Directors. This nomination must be approved by 3/4ths of the remaining members of the Board of Directors. The cycle of nomination and approval will continue until the position is filled.

7.5.4.2. In the event that the Principality Monarch, Principality Regent, and Principality Prime Minister all leave office simultaneously, new officers may be nominated by any member of the Board of Directors. This nomination must be approved by 3/4ths of the members of the Board of Directors. The cycle of nomination and approval will continue until the position is filled.

7.5.5. Expenditure of Club Funds

7.5.5.1. The Board of Directors, by simple majority vote, may authorize expenditures of and purchases with Kingdom funds.

7.6. Removal of Directors

7.6.1. Any member of the Board of Directors may resign at any time. In the event that the Kingdom Monarch or Kingdom Prime Minister resigns their office, their membership on the Board of Directors is immediately terminated. If a Kingdom Monarch or Kingdom Prime Minister resigns from the Board of Directors that also forfeit their position as Kingdom Monarch or Kingdom Prime Minister. Such a resignation is effective immediately. 

7.6.2. If a member of the Board of Directors fails to attend Amtgard for more than six weeks in a row or twelve weeks total he or she will forfeit his or her seat on the Board of directors.

7.6.3. A 2/3rds Althing vote or a 6/7ths vote of the Board of Directors may remove a member from the Board of Directors.

7.7. Meetings

7.7.1. The Board of Directors will meet to discuss business at least once every three months. These meetings may be held electronically or in person. The Board of Directors will meet in person at least once a year.

7.8. Pro-Tem Directors

7.8.1. In the event that a position as Elected Director becomes vacant, the Alternate Director will immediately assume this position and becomes an Elected Director. The Alternate Director position then becomes vacant.

7.8.2. In the event that the Alternate Director position becomes vacant, a new Alternate Director may be nominated by any member of the Board of Directors. This nomination must be approved by 3/4ths of the remaining members of the Board of Directors. The cycle of nomination and approval will continue until the position is filled. The new Alternate Director assumes the position immediately upon approval.

7.8.3. In the event that a position as Elected Director becomes vacant and there is no Alternate Director, a new Elected Director may be nominated by any member of the Board of Directors. This nomination must be approved by 3/4ths of the remaining members of the Board of Directors. The cycle of nomination and approval will continue until the position is filled. The new Elected Director assumes the position immediately upon approval.

8. Althings

8.1. Definition

8.1.1. An Althing is a meeting of the group’s populace to discuss items of importance, resolve issues, and ratify any propositions put forth before it.

8.2. Kingdom Althings

8.2.1. Althing Policies

8.2.1.1. The Kingdom Prime Minister will be responsible for running the Althing unless the Kingdom Prime Minister is subject to a vote for removal. In this case, the highest ranking officer not under a vote for removal will run the Althing.

8.2.1.2. The Kingdom Captain of the Guard will be responsible for security. The individual running the Althing (see section 8.2.1.1) may direct the Captain of the Guard to remove any participant who is disruptive or unruly. Removed participants may still vote if eligible.

8.2.1.3. The Kingdom Prime Minister will publish the results of each Althing no more than one week after voting for the Althing completes.

8.2.1.4. Only Kingdom Citizens may vote in a Kingdom Althing.

8.2.2. Mid-Reign Althing

8.2.2.1. At the Mid-Reign celebration of every Kingdom Monarch, an Althing will be held.

8.2.2.2. The Kingdom Prime Minister will publish a complete list of topics to be covered no later than 14 days before Mid-Reign. Topics may not be added after this time.

8.2.3. Emergency Althings

8.2.3.1. An emergency Althing may be called by the Kingdom Monarch, Kingdom Prime Minister, or the President of the Board of Directors.

8.2.3.2. At least two weeks notice must be given, in writing on a publicly accessible Kingdom Internet forum, for the scheduling of an Emergency Althing.

8.2.4. Kingdom Althing Powers, Limitations, and Responsibilities

8.2.4.1. All Kingdom Althing decisions are binding in all Kingdom Provinces, Principalities, and Principality Colonies. Kingdom Althing decisions may only be overturned by a new Kingdom Althing decision.

8.2.4.2. A Kingdom Althing may overrule any Principality, Province, or Colony Althing ruling by a simple majority vote.

8.2.4.3. Any Kingdom Althing may approve or reject any proposal brought before it by the Board of Directors with a simple majority vote. The Board of Directors must abide by Althing decisions.

8.2.4.4. Any Kingdom Althing may approve any expenditure of Kingdom funds with a simple majority vote.

8.2.4.5. Any Kingdom Althing may overturn any Guildmaster of Reeves clarification or Monarch and Prime Minister decision with a simple majority vote.

8.2.4.6. No Althing may vote to change the Rules of Play. However, any Kingdom Althing may, by simple majority vote, approve the usage of a new edition of the Rules of Play.

8.2.4.7. Glen Hordemann is the ultimate authority and may overrule an Althing decision at will. In the absence of an Althing ruling, he can issue binding decisions. Glen is your God. Worship him!

8.2.4.8. Only the Mid-Reign Althing may vote to alter the Corpora. Any amendment, alteration, or deletion from or to the Corpora must be approved by 2/3rds majority vote.

8.2.4.9. Any Kingdom Althing may remove any member of the Board of Directors, provided a vote for removal passes with at least a 2/3rds majority.

8.2.4.10. Any Kingdom Althing may remove any Kingdom, Principality, Provincial, or Colonial officer, provided a vote for removal passes with at least a 2/3rds majority. 

8.2.4.11. Any Althing may vote to ban any person from participating in Amtgard. The vote must pass with at least a 2/3rds majority. This ban may last for a set duration or indefinitely. A ban may only be overturned by at least a 2/3rds majority vote.

8.2.4.12. Any Althing may vote to strip any member of the Kingdom Populace or a Principality Populace of any award, title, or knighthood. This vote must be passed by at least a 2/3rds majority. Stripped awards, titles, and knighthoods may not be restored by the Althing but may be bestowed again as new awards, titles, or knighthoods by the appropriate authority.

8.2.4.13. Any authority or power not specifically granted to the Board of Directors, the Circle of Knights, an office, or a set of offices, or specifically denied to the Kingdom Althing, is reserved for the Kingdom Althing and may be exercised with a 2/3rds majority vote.

8.2.5. Voting

8.2.5.1. Physical Voting

8.2.5.1.1. If at least one-half of the Kingdom Citizens are physically present at the Althing, voting may take place physically at the Althing.  

8.2.5.2. Distributed Voting

8.2.5.2.1. In the event that at least one-half of the Kingdom Citizens are not physically present at the Althing, Distributed Voting will be used.

8.2.5.2.2. The Prime Minister will publish the final wording of all proposals before the Althing to a publicly available electronic forum on the Internet and distribute it to all Provincial Chancellors within two days of the end of Mid-Reign.

8.2.5.2.3. All proposals must be in a yes/no format. A proposal must either pass or fail. In the event that two proposals would conflict if they both passed, they must be worded in such a way that one proposal overrules the other.

8.2.5.2.4. Provincial Chancellors will begin accepting ballots for voting on the issues on the first Friday after the end of Mid-Reign and ending on Midnight of the immediately following Sunday. Ballots may be submitted in person or electronically. A ballot from a Citizen must be submitted to the Citizen’s Provincial Chancellor.

8.2.5.2.5. Provincial Chancellors will submit to the Kingdom Prime Minister the results of voting no later than Midnight of the first Tuesday after voting ends.

8.2.5.2.6. Two-thirds of the Kingdom Citizens must vote on a measure, or the measure automatically fails.

8.3. Principality, Provincial, and Colonial Althings

8.3.1. Althing Policies

8.3.1.1. An Althing will be scheduled at least once during each term of the monarch. At least two weeks notice will be given before any Althing. 

8.3.1.2. A list of topics to be addressed will be published no less than two weeks before the Althing.

8.3.1.3. The Prime Minister or Chancellor of the Principality, Province, or Colony will be responsible for running the Althing unless the Prime Minister or Chancellor is subject to a vote for removal. In this case, the highest ranking officer of the Principality, Province, or Colony not under a vote for removal will run the Althing.

8.3.1.4. The Captain of the Guard will be responsible for security. The individual running the Althing (see 8.3.1.1) may direct the Captain of the Guard to remove any participant who is disruptive or unruly. Removed participants may still vote if eligible.

8.3.1.5. Only a Citizen of the group holding the Althing may vote in an Althing.

8.3.1.6. The Prime Minister or Chancellor will publish the results of each Althing no more than one week after voting for the Althing completes.

8.3.2. Althing Powers, Limitations, and Responsibilities

8.3.2.1. A Principality Althing may only effect the Principality and Colonies that are members of the Principality.

8.3.2.2. Principality Althing decisions are binding on all Colonies that are members of that Province. 

8.3.2.3. Althing decisions may only be overturned by a new Althing decision.

8.3.2.4. A Principality Althing may overrule any member Colony’s Althing ruling.

8.3.2.5. A Principality Althing may approve or reject any proposal brought before it by the Principality Board of Directors or Principality Circle of Monarchs with a simple majority vote. The Principality Board of Directors or Principality Circle of Monarchs must abide by Althing decisions.

8.3.2.6. Any Principality, Province, or Colony Althing may approve any expenditure of Principality, Province, or Colony funds, respectively, with a simple majority vote.

8.3.2.7. Any Principality, Province, or Colony Althing may overturn any Principality, Province, or Colony Guildmaster of Reeves clarification with a simple majority vote.

8.3.2.8. Any Principality Althing may overrule any Principality Monarch and Principality Prime Minister decision with a simple majority vote.

8.3.2.9. Any Province or Colony Althing may overrule any Province or Colony Monarch and Province or Colony Chancellor decision with a simple majority vote.

8.3.2.10. No Principality, Province, or Colony Althing may vote to change the Rules of Play, use a different version of the Rules of Play, or override or ignore a Kingdom officer’s decision or a Kingdom Althing decision.

8.3.2.11. No Principality, Province, or Colony Althing may alter the Corpora.

8.3.2.12. A Principality Althing may remove any member of the Principality Board of Directors, provided a vote for removal passes with at least a 2/3rds majority.

8.3.2.13. A Principality Althing may remove any Principality or Colonial officer, provided a vote for removal passes with at least a 2/3rds majority. 

8.3.2.14. A Province or Colony Althing may vote for removal of any Province or Colony 

8.3.2.15. A Principality, Province, or Colony Althing may vote to ban any person from participating in Amtgard at that Principality, Province, or Colony, respectively. The vote must pass with at least a 2/3rds majority. This ban may last for a set duration or indefinitely. A ban may only be overturned by at least a 2/3rds majority vote.

8.3.3. Voting

8.3.3.1. If at least one-half of the Citizens of the group holding the Althing are physically present at the Althing, voting may take place physically at the Althing. In the event that less than one-half of the Citizens of the group holding the Althing are not present, the Althing may not hold a vote on any subject. Principality, Provincial, and Colonial Althings may not use Distributed Voting.

9. Provinces and Colonies

9.1. Provinces

9.1.1. Definition

9.1.1.1. Any group in the state of Florida that signs a sponsorship contract with the Kingdom Board of Directors is considered a Province.

9.1.1.2. Any group in the city of Valdosta, Georgia, that signs a sponsorship contract with the Kingdom Board of Directors may, by means of a simple majority vote of their Citizens, choose to be either a Colony or a Province.

9.1.1.3. Any group outside the state of Florida and not in the city of Valdosta, Georgia, may not become a Province.

9.1.2. Limitations

9.1.2.1. The Board of Directors may not offer a sponsorship contract to a Province that is less than 50 miles from another Kingdom Province or Colony.

9.1.2.2. A group must have at least five active members, two of whom must be over 18, before it may be offered a sponsorship contract.

9.2. Colonies

9.2.1. Definition

9.2.1.1. Any group that signs a sponsorship contract with the Kingdom Board of Directors outside the state of Florida and not located in the city of Valdosta, Georgia, is considered a Colony.

9.2.1.2. The Board of Directors may only offer a sponsorship contract to a group located outside the state of Florida if the Kingdom of Neverwinter is closer to the group than any other Amtgard Kingdom. For purposes of determining the proximity of kingdoms, the edge of the Kingdom of Neverwinter will be the closest member Province in Neverwinter. The edge of the other Amtgard Kingdom will be the closest member group whose members  may vote in Kingdom elections.

9.2.2. Limitations

9.2.2.1. The Board of Directors may not offer a sponsorship contract to a Colony that is less than 50 miles from another Province, Colony, or member group of another Kingdom.

9.2.2.2. A group must have at least five active members, two of whom must be over 18, before it may be offered a sponsorship contract.

9.3. Size Requirements

9.3.1.1. The size of a group, be it Shire, Barony, Duchy, or Grand Duchy, is determined by the Kingdom Monarch and the Kingdom Prime Minister and may be raised or lowered at their discretion, assuming the requirements are met.

9.3.1.2. The Average Membership of a Province or Colony is the number of members of the Populace who sign in each week averaged across the last six months. Signatures of guests who are members of a different Kingdom, Province, or Colony may not be counted towards Average Membership.

9.3.1.3. The Total Membership of a Province or Colony is the number of members of the Populace who have signed in at least six times in the last six months. Signatures of guests who are members of a different Kingdom, Province, or Colony may not be counted towards Average Membership.

9.4. Group Sizes

9.4.1. Shire

9.4.1.1. To qualify as a Shire, a group must have a Total Membership of at least five people. A shire is the only size that does not have an Average Membership requirement.

9.4.1.2. A shire whose Total Membership falls below five may be disbanded at the discretion of the Board of Directors. A simple majority vote may disband the shire. All sponsorship contracts should contains a provision for this.

9.4.1.3. The monarch of a shire may award any of the ladder awards listed in section 12.2, to a maximum level of 2.

9.4.1.4. The monarch of a shire may not award titles or knighthoods.

9.4.1.5. The monarch of a Shire is called a Sheriff.

9.4.2. Barony

9.4.2.1. To qualify as a Barony, a group must have an Average Membership of at least fifteen people and have been a shire for at least a year.

9.4.2.2. A Barony whose Average Membership drops below fifteen people and stays that way for more than six months may, at the discretion of the Kingdom Monarch and Kingdom Prime Minister, be demoted to a shire.

9.4.2.3. The monarch of a Barony may award any of the ladder awards listed in section 12.2, to a maximum level of 5.

9.4.2.4. The monarch of a Barony may not award titles or knighthoods.

9.4.2.5. The monarch of a Barony is called a Baron or Baroness.

9.4.3. Duchy

9.4.3.1. To qualify as a Duchy, a group must have an Average Membership of at least thirty people and have been a Barony for at least a year.

9.4.3.2. A Duchy whose Average Membership drops below thirty people and stays that way for more than six months may, at the discretion of the Kingdom Monarch and Kingdom Prime Minister, be demoted to a Barony.

9.4.3.3. The monarch of a Duchy may award any of the ladder awards listed in section 12.2, to a maximum level of 7.

9.4.3.4. The monarch of a Duchy may not award titles or knighthoods.

9.4.3.5. The monarch of a Duchy is called a Duke or Duchess.

9.4.4. Grand Duchy

9.4.4.1. To qualify as a Grand Duchy, a group must have an Average Membership of at least sixty people and have been a Duchy for at least a year.

9.4.4.2. A Colony may not become a Grand Duchy.

9.4.4.3. A Grand Duchy whose Average Membership drops below sixty people and stays that way for more than six months may, at the discretion of the Kingdom Monarch and Kingdom Prime Minister, be demoted to a Duchy.

9.4.4.4. The monarch of a Grand Duchy may award any of the ladder awards listed in section 12.2, to a maximum level of 8.

9.4.4.5. The monarch of a Grand Duchy may not award titles or knighthoods.

9.4.4.6. The monarch of a Grand Duchy is called a Grand Duke or Grand Duchess.

10. Principalities

10.1. Definition

10.1.1. A Principality is a confederation of Colonies in the same geographic area that is working toward the goal of becoming a Kingdom.

10.2. Requirements

10.2.1. In order to become a Principality, the Colonies that form the confederation must have a combined Average Attendance of at least sixty.

10.2.2. All members of a Principality must be within 500 miles of one another.

10.3. Powers and Limitations

10.3.1. The monarch of a Principality may award any ladder award listed in section 12.2 up to a maximum of level 8.

10.3.2. The monarch of a Principality may not award titles or knighthoods.

10.3.3. A Principality may offer a sponsorship contract to a Colony with the permission of the Kingdom Board of Directors.

10.3.4. As a step towards becoming an independent Kingdom, a Principality may write its own Corpora and incorporate as a separate corporate entity that is wholly controlled by the Kingdom Board of Directors. The Corpora must be approved by a 2/3rds majority vote of the Kingdom Board of Directors before incorporation.

10.4. Circle of Monarchs

10.4.1. Definition

10.4.1.1. The Circle of Monarchs is a temporary ruling structure which serves a Principality in much the same way that a Board of Directors serves the Kingdom. The Circle of Monarchs serves as the business management of the organization. It will maintain and operate as the corporate offices of the organization, responsible for ensuring that the organization is operated according to the laws of the U.S. and the states the Principality has Colonies in. It is also responsible for the accounting of Principality funds, and will serve as the authority in any matters involving the Principality and individuals or organizations outside the Principality with whom the Principality may wish to conduct business. All Circle of Monarchs meetings are open, unless declared closed by a vote of the Circle of Monarchs.

10.4.1.2. Provinces and Colonies will not have a Circle of Monarchs.

10.4.2. Membership

10.4.2.1. Any monarch of a Colony that has a sponsorship contract with the Principality is automatically a member of the Circle of Monarchs for the duration of his or her term.

10.4.2.2. The Circle of Monarchs will be replaced by a Principality Board of Directors at such time as the Principality incorporates with a Corpora that has been approved by the Board of Directors with a 2/3rds majority vote.

10.4.2.3. The Principality Monarch and Principality Prime Minister will automatically hold seats on the Circle of Monarchs. The Principality Monarch will act as President and the Principality Prime Minister will act as Secretary-Treasurer.

10.4.3. Positions

10.4.3.1. President

10.4.3.1.1. The President of the Circle of Monarchs shall preside over and conduct all meetings of the Circle of Monarchs.

10.4.3.1.2. The President of the Circle of Monarchs may call Emergency Althings.

10.4.3.2. Secretary-Treasurer

10.4.3.2.1. The Secretary-Treasurer of the Circle of Monarchs will maintain the mailing address for the corporation.

10.4.3.2.2. The Secretary-Treasurer of the Circle of Monarchs will record minutes of all Circle of Monarchs meetings and publish them on the Internet in a publicly accessible forum within one month of each Circle of Monarchs meeting.

10.4.3.2.3. The Secretary-Treasurer of the Circle of Monarchs will maintain an accurate record of all Principality income and expenditures.

10.4.3.2.4. The Secretary-Treasurer of the Circle of Monarchs will be prepared for any government audit.

10.4.3.2.5. The Secretary-Treasurer of the Circle of Monarchs will be responsible for the maintenance of the Principality bank accounts.

10.4.4. Powers and Responsibilities

10.4.4.1. Limitations

10.4.4.1.1. The Circle of Monarchs is bound by any rulings issued by a Kingdom or Principality Althing and is bound by Althing-approved commands or decisions.

10.4.4.1.2. The Circle of Monarchs may not enter into a contract with another organization, government, or individual without the approval of the Kingdom Board of Directors. This approval is granted by a simple majority vote of the Kingdom Board of Directors.

10.4.4.2. Expenditure of Principality Funds

10.4.4.2.1. The Circle of Monarchs, by simple majority vote, may authorize expenditures of and purchases with Principality funds.

10.4.5. Meetings

10.4.5.1. The Circle of Monarchs will meet to discuss business at least once every three months. These meetings may be held electronically or in person. The Circle of Monarchs will meet in person at least once a year.

11. Circle of Knights

11.1. Definition

11.1.1. The Circle of Knights is the body whose primary duty is to provide assistance and support to the Kingdom Populace and the Kingdom Officers. The primary responsibility of the Circle of Knights is to consider future candidates for knighthood and recommend candidates who are technically and morally qualified to the Kingdom Monarch.

11.2. Membership

11.2.1. Any member of the Kingdom Populace who has received the award of Knighthood from an Amtgard Kingdom and has not had that award revoked is automatically a member of the Circle of Knights.

11.2.2. The Kingdom Monarch is an honorary member of the Circle of Knights for the duration of his or her term. This membership does not confer the award of Knighthood.

11.3. Powers and Limitations

11.3.1. The Circle of Knights may, by a 2/3rds majority vote, submit a candidate to the Kingdom Monarch for a particular order of Knighthood. The Kingdom Monarch may choose to grant or not grant this knighthood at his or her sole discretion.

11.3.2. The Circle of Knights may, by a 2/3rds majority vote, remove an award of Knighthood from any Kingdom Citizen or member of the Kingdom Populace, regardless of where or when the award of knighthood was given. This removal is permanent and may not be reversed by the Circle of Knights. The removal may be appealed to the Kingdom Althing within six months of removal. The Kingdom Althing may overturn this removal by a 2/3rds majority vote.

11.3.3. The Circle of Knights may, by a 2/3rds majority vote, Censure a knight. The Censured individual may not wear the accoutrements of a Knight nor exercise any of the privileges of Knighthood, such as playing restricted classes in battle games, for six months. A Censured Knight may still vote in the Circle of Knights.

11.4. Voting

11.4.1. Any member of the Circle of Knights who has held the award of Knighthood for at least twelve weeks and who has been a member of the Kingdom Populace or a Kingdom Citizen for at least twelve weeks may vote on any issue before the Circle of Knights.

11.4.2. The Kingdom Monarch may vote on any issue before the Circle of Knights.

11.4.3. If the issue before the Circle of Knights is the awarding of an additional award of Knighthood to a member of the Circle of Knights, the candidate for the award may not vote on the issue.

11.5. Meetings

11.5.1. Meetings of the Circle of Knights will be held at least once every term of the Kingdom Monarch.

11.5.2. The Guildmaster of Knights will run the meeting of the Circle of Knights.

11.5.3. Meetings of the Circle of Knights may only be attended by the Kingdom Monarch and those who have received the award of Knighthood from an Amtgard Kingdom and have not had that award revoked.

11.6. Guildmaster of Knights

11.6.1. The Guildmaster of Knights will be nominated by the Circle of Knights from among the members of the Circle who are eligible to vote. The nominated candidate with the most votes will serve as Guildmaster of Knights for six months.

11.6.2. The election of the Guildmaster of Knights will take place at Kingdom Coronation.

12. Honors and Awards 

12.1. Knighthoods

12.1.1. Definition

12.1.1.1. Knighthood is a recognition of character. Masterhood is a recognition of skill. A knight is the embodiment of the ideals of Amtgard. A knight is a servant of the Kingdom and a master of his or her chosen field. There are four orders of Knighthood, each of which recognize a different field of accomplishment.

12.1.2. Accoutrements and Belted Titles

12.1.2.1. The accoutrements of Knighthood may only be worn by a knight. These symbols of knighthood are: a white leather belt, which may be trimmed in the color of the order of knighthood the individual has earned; an unadorned chain worn around the neck; and spurs worn on the heels.

12.1.2.2. A knight may take one individual per order of Knighthood he or she possesses as a Squire.

12.1.2.3. A knight may take two individuals per order of Knighthood he or she possesses as a Man-at-Arms.

12.1.3. Criteria

12.1.3.1. A candidate for knighthood must be nominated by the Circle of Knights and approved by the Kingdom Monarch. The Kingdom Monarch or his or her designee will then confer the award of Knighthood upon the individual.

12.1.3.2. Achieving masterhood in an area or fulfilling the awards-based criteria for knighthood is not an automatic guarantee of Knighthood. Knighthood also requires the correct attitude, behavior, and character. These more ephemeral requirements will be considered by the Kingdom Monarch and the Circle of Knights in awarding Knighthoods.

12.1.3.3. The recipient of an Order of Knighthood must be a Kingdom Citizen, Principality Citizen, or a member of the Kingdom Populace.

12.1.4. Orders of Knighthood

12.1.4.1. Knighthood of the Order of the Crown

12.1.4.1.1. Description

12.1.4.1.1.1. The Order of the Crown is given for excellence in statecraft and serving the Kingdom in office.

12.1.4.1.2. Requirements

12.1.4.1.2.1. A candidate for the Order of the Crown must complete at least three exceptional terms in one or more of positions of Kingdom Monarch, Kingdom Prime Minister, Kingdom Regent, or Kingdom Champion.

12.1.4.1.3. Colors

12.1.4.1.3.1. A Knight of the Crown may wear a white belt, which may be trimmed in gold.

12.1.4.2. Knighthood of the Order of the Flame

12.1.4.2.1. Description

12.1.4.2.1.1. The Order of the Flame is given for excellence in service to the Kingdom.

12.1.4.2.2. Requirements

12.1.4.2.2.1. A candidate for the Order of the Flame must have a masterhood in at least one of the following four Orders: Rose, Smith, Lion, Griffon.

12.1.4.2.3. Colors

12.1.4.2.3.1. A Knight of the Flame may wear a white belt, which may be trimmed in red.

12.1.4.3. Knighthood of the Order of the Serpent

12.1.4.3.1. Description

12.1.4.3.1.1. The Order of the Serpent is given for excellence in the Arts and/or Sciences.

12.1.4.3.2. Requirements

12.1.4.3.2.1. A candidate for the Order of the Serpent must have a masterhood in at least one of the following four Orders: Dragon, Owl, Garber, Thespian.

12.1.4.3.3. Colors

12.1.4.3.3.1. A Knight of the Serpent may wear a white belt, which may be trimmed in green.

12.1.4.4. Knighthood of the Order of the Sword

12.1.4.4.1. Description

12.1.4.4.1.1. The Order of the Sword is given for excellence fighting skills and honor in the game.

12.1.4.4.2. Requirements

12.1.4.4.2.1. A candidate for the Order of the Sword must have a earned the title of Warlord and either the title of Defender or Weaponmaster.

12.1.4.4.3. Colors

12.1.4.4.3.1. A Knight of the Sword may wear a white belt, which may be trimmed in silver.

12.2. Ladder Awards

12.2.1. Definition

12.2.1.1. Ladder awards are cumulative awards. Each step on the ladder of accomplishment should be harder to accomplish than the step before it. Ladder awards should be awarded with a number, which designates which level of the award is being given. An individual may receive multiple awards at the same level. Multiple awards at the same level do not transform into awards of higher level. For example, an individual could receive a second and then a third Eighth Order of the Rose and this would not be equivalent to a Ninth and Tenth Order of the Rose.

12.2.1.2. Any specific items, activity, action, or other occurrence that earns an award may not then earn another award. For example, a dress entered at local crown qualifications that earns the tailor a Dragon may not then earn the tailor another Dragon, or even a Garber, at a later competition.

12.2.1.3. Ladder awards may only be given to Kingdom Citizens, Principality Citizens, and members of the Kingdom Populace.

12.2.2. Order of the Dragon

12.2.2.1. This award may be given by either the Monarch or the Regent.

12.2.2.2. The Order of the Dragon is given for outstanding achievements in the arts and sciences.

12.2.2.3. After receiving a Tenth Order of the Dragon, an individual is qualified to receive Masterhood in the Order of the Dragon and may be referred to as a “Master Dragon”.

12.2.3. Order of the Garber

12.2.3.1. This award may be given by either the Monarch or the Regent.

12.2.3.2. The Order of the Garber is given for outstanding work in making garb for others or making superior garb for oneself.

12.2.3.3. After receiving a Tenth Order of the Garber, an individual is qualified to receive Masterhood in the Order of the Garber and may be referred to as a “Master Garber”.

12.2.4. Order of the Griffon

12.2.4.1. This award may be given the Monarch..

12.2.4.2. The Order of the Griffon is given for outstanding chivalry, honor, and fair play on the battlefield.

12.2.4.3. After receiving a Tenth Order of the Griffon, an individual is qualified to receive Masterhood in the Order of the Griffon and may be referred to as a “Master Griffon”.

12.2.5. Order of the Hydra

12.2.5.1. This award may be given by either the Monarch or the Regent.

12.2.5.2. The Order of the Hydra is given for passing Crown Qualifications with the requirements to hold the office of monarch.

12.2.5.3. Only one Order of the Hydra may be awarded per Crown Qualifications.

12.2.5.4. After receiving a Tenth Order of the Hydra, an individual is qualified to receive Masterhood in the Order of the Hydra and may be referred to as a “Master Hydra”.

12.2.6. Order of the Jovious

12.2.6.1. This award may be given by the Monarch.

12.2.6.2. The Order of the Jovious is given for having an outstanding attitude and demeanor in all aspects of Amtgard.

12.2.6.3. The monarch may only award one Order of the Jovious during his or her term in office..

12.2.6.4. When an individual has a total of ten Orders of the Jovious and Orders of the Mask (combined) he or she is qualified to receive the award of Master Thespian and may be referred to as a “Master Thespian”.

12.2.7. Order of the Lion

12.2.7.1. This award may be given by either the Monarch or the Regent.

12.2.7.2. The Order of the Lion is given for outstanding service and loyalty to Amtgard above and beyond the call of duty. A Lion is generally awarded when an Order of the Rose is deemed insufficient.

12.2.7.3. After receiving a Tenth Order of the Lion, an individual is qualified to receive Masterhood in the Order of the Lion and may be referred to as a “Master Lion”.

12.2.8. Order of the Mask

12.2.8.1. This award may be given by the Monarch.

12.2.8.2. The Order of the Mask is given for outstanding role-play and portrayal of a persona.

12.2.8.3. A monarch may only award one Order of the Mask during his or her term in office.

12.2.8.4. When an individual has a total of ten Orders of the Jovious and Orders of the Mask (combined) he or she is qualified to receive the award of Master Thespian and may be referred to as a “Master Thespian”.

12.2.9. Order of the Owl

12.2.9.1. This award may be given by either the Monarch or the Regent.

12.2.9.2. The Order of the Owl is given for outstanding achievements in the sciences of weaponry, armoring, shield making, castle-building, furniture making and camping equipment construction.

12.2.9.3. After receiving a Tenth Order of the Owl, an individual is qualified to receive Masterhood in the Order of the Owl and may be referred to as a “Master Owl”.

12.2.10. Order of the Rose

12.2.10.1. This award may be given by either the Monarch or the Regent.

12.2.10.2. The Order of the Lion is given for outstanding service to Amtgard.

12.2.10.3. After receiving a Tenth Order of the Rose, an individual is qualified to receive Masterhood in the Order of the Rose and may be referred to as a “Master Rose”.

12.2.11. Order of the Smith

12.2.11.1. This award may be given by either the Monarch or the Regent.

12.2.11.2. The Order of the Smith is given for sponsoring workshops and teaching others the sciences.

12.2.11.3. After receiving a Tenth Order of the Smith, an individual is qualified to receive Masterhood in the Order of the Smith and may be referred to as a “Master Smith”.

12.2.12. Order of the Warrior

12.2.12.1. This award may be given by the Monarch.

12.2.12.2. The Order of the Warrior is given for outstanding fighting ability in tournaments. A specific number of wins in a row is required for each level of this award. At each level, the recipient is entitled to wear a belt favor of a specific color and bearing a specific animal indicating his accomplishment. The specific requirements and corresponding belt favors are listed in table 12.2.12.3.

12.2.12.3. In order to earn a specific level of the Order of the Warrior, a specific number of wins must be earned in a row. Also, of the individuals defeated, at least half must be within three levels of the earned Order of the Warrior. Only one Order of the Warrior may be earned per competition. All Orders of the Warrior must be earned consecutively. A combatant who has no Orders of the Warrior and who defeats 21 people in a row has earned a First Level Order of the Warrior.

	Level
	Color
	Animal
	Wins

	1
	Green
	Snake
	3

	2
	Blue
	Boar
	5

	3
	Red
	Mongoose
	7

	4
	Brown
	Bear
	9

	5
	Rust
	Hawk
	11

	6
	Grey
	Wolf
	13

	7
	Orange
	Tiger
	15

	8
	Black
	Panther
	17

	9
	Purple
	Dragon
	19

	10
	Yellow w/Red Border
	Phoenix
	21

	Table 12.2.12.3


12.2.12.4. After receiving a Tenth Order of the Warrior, an individual is qualified to receive Masterhood in the Order of the Warrior and may be referred to as a “Warlord”. This is the only Ladder Award where the conferral of Masterhood is not a separate step from earning the Tenth Order.

12.3. Non-Ladder Awards

12.3.1. Order of the Flame

12.3.1.1. This award may only be awarded by the Kingdom Monarch.

12.3.1.2. This award is given to a group such as a House, Company, or Clan, for outstanding contributions as a group to the Kingdom.

12.3.1.3. Only one Order of the Flame may be given during each term of the Kingdom Monarch.

12.3.2. Order of the Walker in the Middle

12.3.2.1. This award may only be given by the Kingdom Monarch.

12.3.2.2. This award is given to an individual for exemplification of the ideals and conduct of a reeve.

12.3.2.3. Only one Order of the Walker in the Middle may be given during each term of the Kingdom Monarch.

12.3.2.4. An individual may only receive this award once in their lifetime.

12.3.3. Order of the Zodiac

12.3.3.1. This award may only be given by the Kingdom Monarch.

12.3.3.2. This award is given to an individual outstanding contributions, usually financial, to the group in any one month.

12.3.3.3. Only one Order of the Zodiac may be given during each month.

12.3.4. Order of the Phoenix

12.3.4.1. This award may only be given by the Kingdom of the Burning Lands

12.3.4.2. This award is given to an individual for exemplary dedication service to Amtgard above and beyond that of the Order of the Lion or the Knighthood of the Order of the Flame.

12.4. Belted Titles

12.4.1. Squire

12.4.1.1. A squire is chosen by a knight. Any knight may take any other person as his or her squire, provided that the future squire agrees.

12.4.1.2. The red leather belt is the symbol of a squire and may only be worn by a squire.

12.4.1.3. A squire may take choose one individual and make that person his or her Man-At-Arms.

12.4.2. Man-at-Arms

12.4.2.1. A Man-at-Arms is chosen by a knight or a squire. Any knight or squire may take any other person as his or her Man-at-Arms, provided the future Man-at-Arms agrees.

12.4.2.2. A black leather belt trimmed in silver, red, green, or gold is the symbol of a Man-at-Arms and may only be worn by a Man-at-Arms. The color of the trim should correspond to the trim of the belt of the associated Knight.

12.4.3. Page

12.4.3.1. A page is chosen by any individual with a noble title of Lord or Lady or higher. Any such individual may take any other individual as his or her page, provided the future page agrees.

12.4.3.2. A yellow leather belt is the symbol of a page and may only be worn by a page.

12.5. Noble Titles 

12.5.1. Only the Kingdom Monarch may award Noble Titles.

12.5.2. Noble Titles fall into two categories: Titles of the Upper Nobility and Titles of the Lesser Nobility. Noble Titles may only be awarded by the Kingdom Monarch. The Kingdom Monarch may make up and award additional titles at his or her discretion, but these manufactured titles will all be equivalent to that of Master. Only individuals with Titles of the Upper Nobility may wear a coronet.

12.5.3. In the event of multiple exceptional terms in the same office, the Kingdom Monarch may, at his or her sole discretion, choose to award an individual the title above the title the term in office normally merits. In the case of multiple exceptional terms at Kingdom office, the Kingdom Monarch may also choose to award a title two levels above the title the term in office normally merits. The one exception to this is the title Defender, which may only be awarded to the Kingdom Champion and is the only title ever awarded to the Kingdom Champion for his or her term in office.

12.5.4. Noble titles may only be given to Kingdom Citizens, Principality Citizens, and members of the Kingdom Populace.

12.5.5. The Titles of the Nobility are listed in order of precedence in table 12.5.5.1 and the Titles of Lesser Nobility are listed in order of precedence in table 12.5.5.2. Alternative titles are also listed which are of equivalent precedence.

	Title
	Alternate Titles

	Grand Duke
	Grand Duchess

	Archduke
	Archduchess

	Duke
	Duchess, Doge, Dux, Herzog, Tarkhan

	Count
	Countess, Earl, Comes, Comite, Graf, Jarl, Grafin, Orkhan

	Table 12.5.5.1


	Title
	Alternate Titles

	Viscount
	Viscountessa

	Baron
	Baroness, Thane, Khan, Emir, Daimo

	Baronet
	Freiherr, Lesser Thane, Sheik, Seignur, Nawab, Begum

	Defender
	Lesser Begum

	Lord
	Lady, Dom, Laird, Dama

	Master
	Mistress

	Esquire
	

	Table 12.5.5.2


12.6. Class Masterhoods

12.6.1. When an individual is deemed to personify a class from the Rules of Play and excels at playing that particular class, the Kingdom Monarch may choose to award a Class Masterhood. Only the Kingdom Monarch may award class masterhoods.

12.6.2. To qualify for a class masterhood a candidate must excel in playing the class and have a well established persona. The candidate must own quality garb and equipment representative of the class and have a thorough and accurate knowledge of class rules and concepts.

12.6.3. Class Masterhood does not and may not confer any extra or special powers, immunities, or abilities on an individual.

12.6.4. An individual with a Class Masterhood is entitled to wear a vertical slash or stripe corresponding to the class’ sash color on their belt or sash. White or black borders may be used to delineate the slash or stripe on a belt or sash of the same color as the slash or stripe.

12.7. Order of Precedence

	Rank
	Title
	
	Rank
	Title

	1
	Kingdom Monarch
	
	14
	Baron

	2
	Kingdom Prime Minister
	
	15
	Defender

	3
	Kingdom Regent
	
	16
	Baronet

	4
	Kingdom Champion
	
	17
	Warlord

	5
	Principality Monarch
	
	18
	Lord

	6
	Grand Duke
	
	19
	Master

	7
	Principality Prime Minister
	
	20
	Esquire

	8
	Archduke
	
	21
	GM of Reeves

	9
	Principality Regent
	
	22
	Captain of the Guard

	10
	Duke
	
	23
	Class Guildmasters

	11
	Count
	
	24
	Class Masterhoods

	12
	Knighthoods
	
	25
	Squire

	13
	Viscount
	
	26
	Weaponmaster

	Table 12.7


13. Kingdom Events

13.1. Crown Qualifications

13.1.1. Definition

13.1.1.1. Crown Qualifications, also know as “Crown Qualifications”, is a competition that all candidates for the offices of Monarch, Regent or Champion must pass. The competition is composed of two parts: a Cultural Tourney and a Champion’s Tourney.

13.1.2. Policies and Procedures

13.1.2.1. Crown Qualifications will be held twice a year. Each Crown Qualifications will take place at least three weeks and at most six weeks before the monarch’s coronation.

13.1.2.2.  The exact location, date and time of Crown Qualification will be determined by the officer running Crown Qualifications.

13.1.2.3. Each Principality, Province, or Colony will have its own Crown Qualifications at which the individuals running for office in that Principality, Province or Colony must participate and pass.

13.1.2.4. The Kingdom Prime Minister will hold Kingdom Crown Qualifications for individuals running for the offices of Kingdom Monarch, Kingdom Regent, and Kingdom Champion.

13.1.2.5. Any Kingdom Citizen, Principality Citizen, or member of the Kingdom Populace may participate in either or both Tourneys of Crown qualifications, regardless of whether they are running for office or not.

13.1.2.6. In order to pass Crown Qualifications as a Monarch, Regent, or Champion candidate, an individual must have a number of items, as listed in table 13.1.2.6, in an equal number of different categories in the Cultural Tourney that receive a Combined Average Score of 3.0 or higher. 

	Group Type
	Monarch
	Regent
	Champion

	Kingdom
	10
	10
	5

	Principality
	8
	8
	5

	Grand Duchy
	8
	8
	5

	Duchy
	7
	7
	5

	Barony
	5
	5
	3

	Shire
	3
	3
	3

	Table 13.1.2.6


13.1.3. Cultural Tourney

13.1.3.1. The Cultural Tourney is the Arts and Science competition portion of Crown Qualifications. The person with the highest average score who entered enough items to qualify as a candidate for Monarch, regardless of whether they have declared themselves as a candidate, is the Cultural Champion.

13.1.3.2. The Reeves Test and the Corpora Test are mandatory categories in Crown Qualifications. The Reeves test will be provided by and administered by the Guildmaster of Reeves. The Corpora Test will be provided and administered by the officer running Crown Qualifications. Scoring 75% or better on each test counts as a 3.0 score for determining the entrants Combined Average Score. A score below 75% counts as a zero.

13.1.3.3. A Heraldry Test may be provided by either the officer running Crown qualifications or the Kingdom Herald This test may be used as an entry. A score of 75% or better on this test earns a score of 3.0 for determining an entrant’s Combined Average Score. A score below 75% counts as a zero.

13.1.3.4. If a candidate enters more than one entry in a category, only the highest scoring entry in that category will be used to calculate the entrant’s Combined Average Score.

13.1.3.5. A candidate may enter items in the following categories: 2-D art, 3-D art, jewelry, singing, instrumental music, performing arts,  musical composition, food, beverage, factual writing, fictional writing, poetry, weapon construction, shield construction, armor construction, passive construction, active construction, court garb, fighting garb, monster garb, garb accessory, calligraphy, pottery, and needlepoint.

13.1.3.6. Scoring in the Cultural Tourney will be by quarter points, with the minimum score for a piece being 1.0 and the maximum score being 5.0. A piece that is disqualified scores a zero.

13.1.3.7. An entry may be disqualified for being in the wrong category, for violating the Rules of Play (E.G. a fighting sword that is not strike-legal), or for being constructed or created by someone other than the entrant.

13.1.4. Champion’s Tourney

13.1.4.1. The Champion’s Tourney is the martial aspect of Crown Qualifications. In order to pass Crown Qualifications, an entrant must fight in all six competitions but is not required to win any.

13.1.4.2. The entrant in Crown Qualifications who has the highest total score in the Champion’s Tourney who has declared for the office of Champion, has passed Crown Qualifications, and who is not elected to another office, will become the new Champion.

13.1.4.3. The Champion’s Tourney will consist of six different competitions, each using a different weapon category. The competitions will be single elimination, best two of three to win. 

13.1.4.4. The weapon categories for the Champion’s Tourney are: Single Sword (thirty-six inches or shorter), Florentine (two non-hinged weapons under thirty-six inches in length), Sword and shield (non-hinged weapon forty-eight inches long or less and shield 8 square feet max), Open (any weapon combination legal by the Rules of Play may be used), Great Weapon (single weapon sixty inches or longer), and Archery.

13.1.4.5. Points for each competition will be scored as follows: 5 for 1st, 4 for 2nd, 3 for 3rd and 4th, 2 for 5th-8th, and 1 for entering.

13.2. Coronation

13.2.1. Kingdom Coronation will be held twice a year: within three weeks of January 21st and within three weeks of August 13th. 

13.2.2. Principality, Provincial, and Colonial Coronations will be held every six months.

13.2.3. The outgoing Regent will be Autocrat for Coronation, or will select an Autocrat to run Coronation.

13.3. Mid-Reign

13.3.1. Mid-Reign will be held three months after Coronation and will occur twice a year.

13.3.2. Weaponmaster

13.3.2.1. The Kingdom Guildmaster of Reeves will run a tournament for the title of Weaponmaster at Kingdom Mid-Reign.

13.3.3. Dragonmaster

13.3.3.1. The Kingdom Regent with the assistance of the Kingdom Cultural Champion, will run an Arts & Science tournament for the title of Dragonmaster at Kingdom Mid-Reign.

