De Artes Medicis

Being a Treatise on the Healers of Amtgard

Hail and well met, reader!


In your hands you hold something that I hope will prove to be a very useful tool in your career as a Healer.  If you will indulge me for a moment, I feel I must justify the existence of this monograph.


I began my work as a Healer in Amtgard in the Duchy of Turris Lunae (San Antonio, Tx.) in the Celestial Kingdom on Easter Sunday of 1996.  I have, of course played other classes in my time, but I have always come back to this particular class.  I was made a Master Healer in 1998, and then served as the Celestial Kingdom’s Guild Master of Healers four or five times after then.  Recently, I was named Guild Master of Healers for the Barony of Phoenix Tears (Springfield, Il.) in the Kingdom of Rising Winds.

It is my hope that this treatise can accurately reflect my experience in the Healer class, and that it helps you, the aspiring Healer, to thrive and find success as well.  
My thanks to Lord Sir Onishi Katzushima the Farquestor for permission to use his Tacticum Medicus., to Duke Sir Zodiac Darkjester, who was Guild Master of Healers when I was given my Masterhood, and to Squire Hayden Jadrael, who inspired me to become a Healer in the first place.

Please note that the use of “him,”  “he,” and “his” in this paper is not meant as a prejudice against women, but rather as a means of simplification.  I have known many excellent female Healers in my eleven years of Amtgard, and admire them greatly.  
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I: Regarding the Healer
What is a Healer and what can they do?


A Healer, in the simplest definition of the term, is one who heals.  They have access to a number of helpful spells that can aid their teammates in a Battle game, as well as a few spells that can hinder and, in one case, actually hurt, the other team.  While it is true that other classes may heal people or bring them back to life in a fashion, only the Healer can do so time and time again in a single game, having unlimited access to the Heal spell, and being able to return up to eight lives to their teammates, well over the numbers that the abilities of the other classes give.

What kinds of Healers are there?

There are two main forms of Healer that you will see in any province in Amtgard; the Combat Healer and the Support Healer.  

The Combat Healer can be found on the front line of any battle game, usually bearing a weapon and shield or even fighting Florentine, trading the number of spells available to them for a more proactive way of addressing the enemy line.  They will usually buy no Entangles at all and perhaps a few verbal spells and enchantments.  I have known Combat Healers who spend all of their magic points in weapons and gear, using only the Heal spell.  

The Support Healer is the exact opposite of the Combat Healer.  Also known as Back Line Healers, Defensive Healers, and even Point–and-Click Healers, they will usually be behind the line, doling out enchantments, supporting the line with Heals and Mends, helping to shore up breaks in the line with his verbal spells and Entangles, and of course, Resurrecting the fallen warriors around him.  A Support Healer will forsake weaponry and gear to have a full compliment of spells available to him, carrying only a dagger or two at most.  There are some Healers that will make an even finer delineation within the Support-type of Healer, and either focus on verbal spells or buy mainly enchantments.

There is no right or wrong way to play a Healer, as you can see from the different styles available to the aspiring Healer.  Play what you are comfortable with and the rest will fall into place easily.
II: Spellcasting and Spells
Spellcasting: The Basics 

Before we delve into the spells themselves, I wish to first address the casting of the spells, and what is expected from the Healer.

First of all, the Healer’s casting should be loud enough to be heard by the recipient of the spell, or as far as fifty feet.  Clearly identify your target the best that you can in the case of ranged spells, or extended Heals and Enchantment.  If you do not know their name, identify them by class and a notable piece of garb, gear, or what have you.  This has become much easier since the Rulebook now requires most classes to wear a sash denoting their class.

Also, with the exception of the Wounding spell, your feet must remain on the ground and motionless throughout the entire casting.  Nothing is worse than having to restart a Heal or Resurrect because dodging an incoming Fireball caused your feet to shift.  

Tools of the Trade

Enchantment Strips


Enchantment Strips are an important part of your combat gear,  especially if you’re playing a Defensive Healer.  You can go as fancy or as plain as you like with your enchantment stripsas long as they measure 2 inches by 18 inches, so they can be easily seen on the field.  One of the things I’ve seen from one spellcaster I fought alongside in Turris Lunae, and later in Gates of Solaris, is that he would label each of his enchantment strips, according to how many enchantments of each kind he bought (i.e. 4 protects, 2 Hardens, a Bless, etc).  This also helped him keep track of how many enchantments he had versus how many he had already used. 

Spellball Construction


Another of the items you will need for your career as a Healer in Amtgard is a good supply of Entangle Balls.  Luckily, they are easy and cheap to make.  To make them, you will need the following items.

· A good amount of scrap cloth from garbing/ sword covering/ shield covering projects.  Cotton batting (the big bag of poofy stuff used for pillows) can also be bought fairly cheaply at any fabric store or at Wal-Mart

· A pair of old jeans, or the legs from any pair of jeans you’ve already cut down for shorts.

· Old socks.  Yes, the ones you don’t wear anymore because of all the holes.  The athletic tube socks work well for this.  I would recommend washing them first.

· Cloth strips.- Fairly narrow ones.

· Brown cloth for the cover.  It doesn’t have to be especially fancy- dollar table fabric is as good as anything else for this.

· Some fabric paint that will show up on the brown fabric.

Once you have all your materials together, here is how you put them together.

1. Take your old sock, and stuff a large handful of your scrap cloth or batting down into the eld of the sock.  Give the sock a few spins (being careful not to hit anyone or anything that can break.

2. Once that is done, take a length of denim ( roughly 2 inch by 12 inch strip) and wrap it around the outside of the ball at the end of the sock.

3. Twist the ball one, and pull it back through the sock.

4. Twist the ball again, and pull it back through the sock again, repeating this until you run out of sock.  Now you have an uncovered spell ball.

5. Place your uncovered ball on your brown fabric and close the fabric up around the ball.  Tie it off with your small cloth strip.  Cut the ball free from the rest of the fabric, and trim the closing strip.

6. Using the fabric paint, you can then place your personal symbol, or name on the ball.  I always put “MacLeod” on my spell balls because an easily identifiable spell ball is more likely to find its way back to its owner.

7. Take your newly made spell balls onto the field next Sunday and enjoy.

Advanced Spellcasting

Presence on the Field


In my opinion, how you present yourself on the field and your attitude towards the spells you are casting are as important, if not more so, as the spells you are actually casting.  When you cast a verbal spell at someone, make sure your voice can be heard- cast it loud and clear.  If your target thinks that you sincerely believe that whatever spell you are casting will foul his whole day, then he will try to get out of the way of the spell, even if he could conceivably advance enough to dispatch you before your can finish casting the spell.  
If you put forward an aura of supreme confidence in your powers, then perhaps you can get to the point that you can hold certain people at bay by merely pointing at them (I have personally experienced a few instances of this- it’s quite the ego boost).
Spells
Finally we touch upon the bread and butter of the Healer: spells.  Most of the content in this section is taken directly from Lord Sir Onishi Katzushima’s manuscript, Tacticum Medicus.  I will add in my own comments, insights, and suggestions to Sir Katzu’s from time to time.  So, with no further ado, I give you…
1st Level Healer – The Chiurgist

Cancel – Added to the list to allow you to cancel your enchants (generally Pro-Magic) you need not worry about this spell.  You get it free anyway, so it – like Heal – is on your list regardless.

Cormac: I have yet to find any sort of situation where this spell could be useful.  Perhaps in a scenario in which you are playing a neutral Healer, this would be used, but other than that, it’s a good thing it’s free.   

Cure Poison – Most of the time Cure Poison is useless, but in assassin-heavy battlegames and against monsters that can poison it becomes invaluable.  Remember that Cure Poison has two ‘fire modes’ – Enchantment and Spell, so if you enchant some players to resist poison, be sure to keep a few back in case of accidental exposure to non-immune players.

Heal – The Wonder Drug That Works Wonders.  It heals limbs, turns Petrify into an Entangle, and repairs a Barbarian’s Berserk Armor.  You get it for free, even if you spend the full 10 points on gear, so use it.

Cormac: The main spell of the Healer Class, obviously.  Practice this spell!  Practice, Practice, Practice!  Ideally, your average time should be about 10-12 seconds per casting, although I knew a Master Healer from Emerald Hills, Kahlanth Methwyn, who could do it somewhere between 6.5 to 7 seconds, and every word was totally understandable… quite a feat!
Lost – Most Amtgarders play Barbarian or Scout at least initially, so lost is almost useless as they are immune to it.  Lost is also of little use on small fields where it doesn’t take you long to get back to base and back again.  On large battlefields with small numbers, or when dealing with monsters with an unknown lair/home tree, Lost is vital to any tactical strategy…
Mend – If you have armor at all on your team (non-magical armor, Barkskin, etc), buy these.  Always keep at least 2 on your list as the Armored fighters will love you for it.  Also takes care of warped gear and broken shields.

Cormac: Note that Mend doesn’t work on Heated Weapons, which makes a Healer with the Homestone Relic a very happy camper.
Mute – Costly, but vital in a caster-heavy battle.  If playing a combat medic, mutes pretty much become useless as you can usually get to them before they finish casting.

Talk to Dead – A quest-only type of spell, Talk to Dead is useful when it comes to gathering information.  Scout abilities and Lore function like the same ability, though, and Scouts get virtually free use during quest, so it is only worth buying if you lack other ways around speaking to the dead.

2nd Level Healer – The Acolyte

Banish – Useful only in Scenarios and Quests featuring Undead and Extra-Planar Entities.  Remember that any combination of 3 Banishes (from yourself and/or the 4th level Monk Ability) removes a life from that undead.

Bless – Costly, but useful when you need to protect someone in a dress, large cloak, tabard, etc.  Nice spell for 2nd level Defensive Healers, but Protect at 3rd level is a better defensive spell.

Cure Disease – Only useful versus lycanthropy and a few undead abilities.  This is mainly a quest-only spell.

Swords to Plowshares – Jokingly known as ‘here’s your leg but screw your polearm,’ Swords to Plowshares is invaluable for several reasons.  First is the per-life nature of the spell.  Second, allies can be given melee (or even throwing) daggers before a fight and as a player gets injured the healer can cast this to restore them to full.  Against enemies this spell will help equalize or destabilize a conflict against a limbed opponent. 

Cormac: Quite a fun spell to use.  One of the better additions to the Healers’ arsenal of spells in my opinion.  Especially enjoyable when used in tandem with Wounding, if you’re feeling mean that day.

Entangle – From a Combat Medic’s perspective, leave “ball spells” to the Wizards and Druids.  It is useful, but with shield and short weapon combo Wounding will benefit you far more than an entangle.  Should you decide to roll with entangle, however, the most effective way to use this is to lock up like you intend to fight and then toss the ball at them.

Cormac: Please note that Paladins are, with the advent of 7.0, also immune to Entangles.  
Heal Extend – Generally useless unless you have to heal a teammate at range.  Useful for healing through flamewalls and nullifying a Petrify at range.

Sleep – Costly and rarely useful except against slow opponents.


Cormac: I can think of only one instance in the past 11 years that I’ve used this spell.  Save your points for Swords to Plowshares or an extra Mute.
3rd Level Healer – The Cleric

Mass Sleep – Rarely useful outside of the Grand Melees such as Gathering of the Clans (Clan), Spring War, or Harvest of Souls War (Harvest War), as you have to stand still for at least 3 minutes counting loud enough for people to hear you – two things that draw major levels of unwanted attention.

Cormac: Before you use this at a major event, check with the Reeves to see if they are allowing Mass Spells (Mass Sleep, Doomsday).  The Celestial Kingdom (hosts of Spring War) rarely allows Mass Spells, Reincarnate, or other similar spells)
Protect – Invulnerable protection is always good, and protect can be simul-cast up to 4 times.  If you HAVE to take a protective enchant for your party, this is it for Healers.

Cormac: The revisions to the spells in 7.0 put the Healer on the top of the heap when it comes to invulnerable protections, since Wizard Protects and  Druidic Stoneskins were both limited to 2 per game total.  Plus, Stoneskins now may not be repaired by any means.  
Protection from Disease - Only useful versus lycanthropy and a few undead abilities.  This is mainly a quest-only spell.

Resurrect – At this level you get your biggest and baddest spells, and Rez is the mother of Healer Magic.  You want to get as close to the Max of 8 as possible, especially if you have a few good barbarians on your team.  HEALER TACTIC 101: Juggling.  When a barbarian goes berserk on his last life (or last two at higher levels), let him fight and die, but have him stay where he falls.  Resurrect him and he is back to his last life and is therefore still berserk.  Let him die again, and repeat.  A first level barbarian juggled with all 8 resurrects has effectively been given up to 11 lives.  At 3rd level it increases as upon each death the barbarian gets his Fight After Death.  A 6th level Barbarian could effectively dominate a field with well over 4 normal lives, 10 berserk lives and 10 Fight After Deaths.

Cormac: I was once told of a battlegame where the Healer that was on “Barbarian Juggling Duty” would begin an Extend + Resurrect once “his” Barbarian began his Fight after Death.  When the spell was completed, the Healer would blow a whistle he had with him, and the Barbarian would get back up, right in the middle of the enemy ranks, and do the whole thing over again.  Keep in mind, though, that your barbarians will beg you for a break after a while.  Let them count out a death, rest, get some water, and come back in fresh.
Stun – Rez is a great team spell, but Stun is the ultimate Healer spell of all.  Stun is the only spell in the game that nobody is immune to short of Pro-Magic.  ALWAYS carry 2 of them as you get them back next life.

Cormac: Agreed.  I cannot even begin to count how many times Stun has saved either myself, or a team mate.  A must-have on any Healer’s list.

Wounding – A nice spell, wounding can be cast on the move.  One of only 2 spells where that is possible, and wounding is per life.  A new addition is that with Swords to Plowshares the healer can wound a charging enemy and then cast Swords to Plowshares to remove weaponry from said enemy.

Cormac: If you’re feeling extra mean one Sunday, it’s a fun pairing with Awe/Fear.  Not only do they have to get outside of 20 feet of you, but now they have to do it on their knees.  

Yield – Costly and rarely used, most healers who take this yield somebody and then stab them to kill them with little resistance.

Cormac: Guilty as Charged.  It is costly, but it does tend to act as a good “get the enemy archer/spellcaster away from me” spell.  I think I have only successfully cast it maybe a dozen or so times.

4th Level Healer – The Adept


It is almost universally accepted that Healer Magic pretty much sucks wind after 3rd level, but that’s actually not a problem for Healers as you can always use higher spell slots for lower level spells.  I recommend using 4-6th Levels to buy your resurrects and max out your other “essential” spells.


Cormac: I have to agree with Sir Katzu on this one.  Most of my points in 4th – 6th level magics are also dropped to lower levels.  

Enhancement – The only good spell above 3rd level, it grants you 3 points of 1st-3rd level magic for the 1 point you invested in it.  Well worth it as this would max your stuns and grab you another Rez by itself.

Harden – Useful, except wizards get it at 2nd level and so spending 4th level points for it is a wasteful effort to a wizard-equipped team.

Cormac: Of course, a Harden is a good thing to bribe the person you want to act as your own personal shield man with if you’re playing a Defensive Healer.  That, and not all Wizards carry Imbue Shield or Harden, so sometimes, you’re stuck with picking up their slack. 

Release – A nice spell for countering the effects of ‘disabler’ spellcasters, Release will let you drop your players out of Petrify, Entangle, Legend, etc.

Cormac: Yet another good addition to the Healer’s arsenal of spells.

Sever Spirit – I have rarely seen it used except where you want someone shattered (completely out of play) fast.

Cormac: The Annihalus Fighter Company of the Celestial Kingdom had a tactic to get notoriously problematic spellcasters off the field very quickly.  A Wizard or Druid on their team would Finger of Death or Call Lightning the caster, then they would gather up 3 of their Anti-Paladins to each steal a life from the corpse, followed by a Sever Spirit from a friendly Healer.  I took it as a great compliment when they first used that tactic on me. 
Touch of Death – Yet another Waste, ToD is best left to Assassins and Monks, who get them per game as abilities.  Wizards get ToD at 3rd level, anyway.

5th Level Healer – The Canon

Awe/Fear – This is a great spell, equal in many ways to Wounding or Mend among the ‘second rank’ of Healer Magics.  Awe has a longer incantation than Fear, so speed casters take note and plan accordingly.  In addition, it’s always fun to Fear a tough enemy and use yourself as a wall so your line can clear the rest of the target’s team.


Cormac: Actually, there’s no difference in the length of either casting, but Fear is a bit easier to understand when someone’s yelling it at you three times at twenty feet range very fast.  See my entry above under Wounding for more.
Extension – Useful on occasion but by and large unnecessary, Extensions should be taken if you plan to be the Anti-Mage on the team by using the “Extend-Mute” combo.

Protection from Death – This only covers death magics, and as Curse and Finger of Death are the only ones seen in force on the Amt-field it makes Pro-Death effectively useless.

Cormac: It also works on Monks’ and Assassins’ Touch of Death.  

Summon Dead – I have only seen this used only a few times in my time in Amtgard apart from court situations (when such magics are free anyway.)  The Healer summoned dead on a Barbarian to start juggling him.  That’s about as often as it becomes useful.  
6th Level Healer – The Avatar

Circle of Protection – Useful only if you wish to keep a non-game item out of play, Circle-Pro is a waste of 2 points in an offensive spell list.  I have, however, seen my wife turn her circle-pro into a virtual MASH (Mobile Amtgard Spellcasting Healer) by using it as a “recharge” station, whereby the Healer enters the Circle-Pro with a teammate to enchant/mend/heal/cure them.  This has been a boon on many occasions, as she will take a berserk Barbarian into COP and re-heal his armor, then break the circle long enough for him to exit and kill some more.
Dispel Magic – Amtgard combat moves so fast that the only use of Dispel is to zap stoneskin from a tank (as one casting removes all stoneskins).  Other than that the per game buy makes it useless.

Cormac: Or Protection from Magic, or the Imbued or Flamebladed pole that’s chewing up your front line, or other problematic enchantments.

Protection from Magic – While it would seem that having an extra Pro-Mag or two on your team would be a benefit, always weigh this purchase against the fact that you are potentially lowering your number of stuns, woundings, resurrects, and even mends you’ll be able to aid your team with.  While new to the 7th edition spell list, Wizards have been taking this enchant for years now and do so as a matter of course.
Cormac: Of course, there are Wizards that do tend to slack off and not add it to their spell list, so once again, we Healers are stuck picking up the slack.

Teleport – At 6th level getting a Teleport is almost entirely useless.  The only good thing to it is that in a pinch it can be used as a primitive summon corpse.  Run up to the body (corpses are equipment, not people) and teleport you and the corpse back a safe distance from the frontline to begin Rez.

Cormac: I always carry one teleport on my list.  It makes for a good “ejector seat,” if your front line suddenly crumbles, or you can send one of your ranks behind enemy lines to hunt down a problematic spellcaster or archer.  
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