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Magic-user: Bard, Dnuid, Healer, Wizards, and any monster that can cast a spell or use a spell-like ability. Magic-users buy magic
from the approprate spell list under the Magie section.

Mund. Term used to desenbe some whe does not play Amtgard or something that is “outside™ the scope of the game (the
real world). When shouted dunng a game, Mundane™ the p of who should be allowed 1o pass
through the game unhindered.

Natural armor: This is normal armor in every way except that it may not itself be the target of spells or effects —wath the
exception of Heal which will repair a single point of natural armor in a single location.

No-Magic Game: A battlegame that uses classes, but no spell casting,

Non-class Game: This is 2 game where the classes are not used. Many of the battlegames listed can be played in this fashion,
and a number of games, most notably ditch battles, always forgo the use of classes.

Neutral (N): A magjc that alters the nature of that on which itis cast. Neutrals can never be dispelled, and a person may have
more than one of these operating at the same time.

Object: See [tem.

Out of Game: Thes temm refers to pliyers or objects th fect norbeaffected, byanyth 1

Quest: A special battlegame desipned with speaal niles, Monsters are often used in these.

School: All magje falls under one of eight schools of magic. Flease note that immunities are based on what School a magicis in.
Therefore, as Hold Pervonis a spell of the Subdual school, a Barbagan, immune to subdual effects, 1s notaffected. Stan, on
the other hand, is of the Sorcery school, thus Barbarians would be affected by it.

Simul-cast: This refers 1o the ability of some magie to be cast more than onee at the same tme, Simul-cast enchantments
cannot be wom with more than one layer of other simul-cast enchantments, even with the St magie or similar class
abilities. When simul-casting magic you must repeat the meantation once for every layer of the enchantment to be cast or
magical ball to be charged. You may not add more layers 10 simul-cast magie after the initial casting,

Spell: a magie that has a direct and immediate effect.
Spellball: See Magical ball

Verbal magic: These ranged spells utilize spoken components and need not touch or hit their target. Verbal magic can only be
cast on targets the caster can see. There is no way — other than being immune, out of range, or not being seen — to avoid Verbal
magic. A weapon can usually be hidden behind one’s back to prevent magic such as Hear [Pagron from being able to targetit.
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Game Item: Some games have certain itemns or players designated as necessary for the game to function. Such important ‘game
itemns” (flags, relics in a relic quest, team captain in a Kill the captan’ battlegame, ete ) may never be removed from play many
way, including being, Ensangld, Teleported, placed in a Cinele of Progeation, etc. These items never bestow their immunities to
their bearers. For example, a Wardor carrying a game item flag has the flag hat by an [eball The warnor is frozen, but the
other team may take the flag out of his frozen hands and recoverit. In the case of a Tekpart, the item s left behind.

Hit Location: A players body is divided into 5 legal lut locations: left arm, aght arm, left leg, right leg, and torso.

Immunities: If a creature or player has immunities, these take precedence over losing points of imadnerable armor or normal
invulnerability, Immunities never extend to any sort of non-invulnerable armor or equipment.

Inch Pounds: The poundage measured at maximum deaw multiplied by the distance between the center of the un-drawn string
and the center of the strang in the locked position.

Instant Kill Effects: Effects — such as some siege weapons — that kill you instantly, regardless of where they hit you. Hits 1o the
head, neck, and feet on ground sull don’t count, however.

Invulnerability: A form of protection from battlefield effects, consisting of the following properties:

a. One point of invulnerability will negate one hit to a person. A hit is defined as something, that could damage or hinder
the target, such as: Entangl, Frball a melee weapon strike, Siege Weapon stake, ete. Effects that are not stopped by
invulneability include Telkpers, Fawor Diel, and any strictly beneficial magic such as Fea or Cioe Poison,

b. Invulnerability is considered to be skin tight and does not extend to equipment worn or carried. i.e. it will not prevent
weapons nor armor from being affected by magic or damage; however, it will prevent an effect from carrying through
1o a player from his equipment. Invulnerability is not sectionalized like armor.

. Invulnerability 1s only used up when it stops something that would actually affect the bearer. An Ann-Paladin who is
I to fire and weanng ivulnerability, will not lose a pomnt of nvulnerability when struck by a Faeball

d. Invulnerability may not be Mended.

Invulnerable Armor: Not to be confused with invalnerability, this is a magical armor particular 1o some monsters and not
nommally usable by the standard classes.
a P 1ons just like invulneeability, except that it is sectional like normal acmor. Thus 2 points of invulnerable armor
grants 2 points of protection to each hit location.
b. Magje casters must speafy which area (torso, rght/left acm/leg) of invulnerability that they destroyed with Verbal magie.
If the caster fuls to speaify, orin the cases of spells of mass destruction like Doomaday, itis at the location of the taggets choice.
¢ Invulnerable armor can be Mended,

Item: A single object is considered to be any item whose parts are not easily usable mdependently. (A sword, a shield, a throwing
weapon, ete.). This requires a sub nal o 1o to be made between all parts of an object i.e. a cord connecting a
breastplate to a greave does not eonstitute a single object but a full suit of plate would. This applies 10 magje that refers 1o
targeting a single object and does not overnde any other nules poveming how a specfic magic or type of magic interacts with

other specific objects. Le. Mend only repairng a single point of anmor in a single hit location.

Line of Sight: Verbal magic and abilities require that the target be visible 10 the caster upon completion of the mcantation. 1€
the target of the verbal magic orability is wholly lidden outside of the casters view, such as short sword completely hudden
behind a shield, then the magic or ability will be expended without affecting the target. If the caster can see a portion of the
target, no matter how small, upon completion of the meantation, the spell will affect the target as normal, Thomwall and
Wall of Force block line of sight.

Magic: A spell, magjeal ball, neuteal, magical dlass ability, enchantment, or fixed enchantment.

Magical Ball (B): A type of magic that involves charginga ball that is then thrown at a target. Magjcal balls are reusable, The
number of times a magieal ball is bought determnes the masimum number of balls that may be charged or in effectat
once. All magical balls charged at the same time must be thrown at the same time, You must repeat the incantation once for
each ball to be charged; i.e. to charge four Fieballs youwould have to repeat “Fireball” twenty times. Magical balls, once cast,
remain charged for two minutes, after which they must be recast. Magical balls cast with the left hand may be transferred 10
the nght hand for throwing, When thrown, all hits by a magjcal ball count except head or throat shots. This includes foot
shots, tail hits and grazes. A hit to a hand holding a weapon affects it as if the ball it hit the weapon — which in some cases
affects the holder (eg, Ivdal). A magpe-user may carry a masamum of 12 magieal balls, regardless of how many were purchased.
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Amtgard
The Rules of Play v 7

Foreword

1t's been a decade, more or less, since the last release of the rules of play. This release
is representative of many lessons leamed and expenence gained over that ten-year
penod. In that ime, Amigard has become geared towards a faster, more engaging,
and interesting system of play, and was in dive need of rules to match, The onginal
goal was to clear up gray areas and loopholes in the rules, and those danfications
brought with them many significant changes, as well as further atternpts 1o balanee
the game.

It was not an easy task - and to be certain, some things were missed; stll, we think
this represents the best that all the kingdoms could contabute and reflects the general
consensus of how things should work. This is the first rulebook that is a truly
inter-kingdom effort, and it shows. 1t was a long, hard road 1o produce the work
you are about 1o read and in the end, it came down to the blood, sweat, and tears of a
very few people. Given that this is probably the only set of words all Amigardians
will read, we feel we should take this chanee to remind everybody what we believe this
game reallyis,

The game isn't about fighting, or arts and sciences, or role-playing (though of course
those all exist and flounish within the game). The game is about the people. Itis the
people, all of the people, who have made this game work for over 20 years. Itis the
people, pastand present, which make Amitgard the great organization itis today.
Every day you step out into the park, try to remember it is the people who surround
you that make the game. No matter what our differences may be, at our heart we all
share a common bond, and a common Dream.

We hope you enjoy the new rulebook and find it an improvement over the
previous one. Happy gaming|



\ "’] Official Rules of Play T7th Ebdition

Getting Started Glossary

Armor: Armor stops blows that would otherwise wound or kill the target. Armor is
rated on a scale from one 1o seven depending upon its ability to stop damage. Some
\| monsters may have more than seven points of armor. Normmal ammor may be Menakd

-
Introduction P
Note: ‘His /he /him’ is used exclusively in this publication as convention and for simplicity only. All aspects of Amigard are
open to both males and females

Armor, I ble: See invulnerble armor.

Abilities, Extraordinary (ex): In many cases, these abalities are activated, act just like
magic, and are wnitten in the same way. To be mitially activated, these require the player
to stand still as per easting magic — unless otherwise noted. 1f a School is listed, teeat
that ability as belonging to that magje School for the purpose of i ities. Otherwise,
only invulnerability will protect from the ability (though some have immumity to
poison and traps, and thus are unaffected by them). These are non-magjeal in nature.
Extraordinary abilities may not be dispelled.

Amitgard is a not-for-profit, free, non-sectanan group dedicated to the recreation of medieval and fantasy genres. Amitgard has a

vast array of new experiences to offer the interested adventurer, from making clothing appropriate to a certain time penod, to

wielding a foarn-padded replica of an ancient weapon on the field of battle. The recreation of medieval and fantasy combat i

the core of Amigard and the main concem of this tome, The niles set forth herein are as detailed and complete as possible, but

not all situations can be covered. Common sense and fair play should be used 1o resolve any problems. Anyone may join

Amigard by:

1) Obuunng a copy of this nlebook and reading it

2) Developing a persona and a persona history.

3) Making a costume for yourself that is fiting to your pessona.

4) Filling out a membership form and waiver and tuming themin to the Pame Mimster. Minors must have their waivers
signed by their parents or legal guardians. Minors under the age of 14 may not participate in combat without special Battlegame: A game in which fighting classes (and possibly monsters) are used.

permission from the Monarch.

Abilities, Magic (m): These are magical abilities of the class that act in all ways as per
the magic listed, save they do not cost magic points, do not require a free hand, and are
given a number of uses. These cannot be used n_<nt-Mageareas. These require the
person to stand still — as per casting magjc.

Bounce: A projectile, arrow; or mage ball hitting the ground before 1t lits its target.

In addition to these requirements, players may opt to become ‘dues paid” Dues paid members have no advantage over other

members except that they may vote in the bi-monthly Althing meetings, which are used to make decisions for the group that are CoontiSynanye withfeconit A:300 copnt fequi's 300 seconds 1o dlapse

beyond the scope of the monarch alone, such as changing the corpora. Dues paid members are also the only ones who may vote Destroyed: Items that are destroyed may be repaired using the Mendspell or appropriate class ability unless otherwise noted
n elections, Dues are six dallars every six months and all dues collected are used 1o pay for nulebooks, newsletters, loaner gear, under the description of the effect which d yed the item. A d yed weapon or shield may be recovered by retuming to
and other group expenses. base and waiting for a 100 count. This stmulates retneving a new one from base. Destroyed items may not be used untl they

are repaired. Destroyed armor may be repaired by using the Mend spell for each point in each location to be recovered
Other Amigard publications of importance include:
1) Corpora of Amtgard bylaws — group critena, Amigard govemmental stueture, awards and honors, ete. Important for all
groups, essential for medium /large groups. This document alzo explains the erteria for becoming a knight, wardord, ete.
2) The Amtgard Contract —Legal agreement that all groups must sign with the Board of Directors of Amtgard, Kingdom
of the Burning Lands (doing business as Amtgard, Inc.) It ensures that groups will abide by the Amigard mles and bylaws.
3) Other Publications of note — While not mandatory, these publications are very useful and include Amtgard supplements,
such as garb and weapon making, an FAQ hist, and the Dor Un Avathar (a monster handbook). These and other publicanons
may be found at www. Amtgard.com.
The mlebook takes preced overall suppl \ ls and other miles editions or play testng supplements. From time
to time there may be official manuals, supplements, or expansions that enhance or compliment the core nule set. Whle these
documents may expand game play options they are still restramed by the core rules wrtten herein and may not contradiet them.
In the event of a contradiction between the rulebook and any other supplemental matenals, this core nulebook always takes

Dispelled: Being the target of a success fully cast Digpe/ Magie

Ditch battle: A non-class game with two sides. Armor and projectiles are notused. Afier each battle, the winning team sends
aver the first person that died on their side 1o the losing side, and another round is fought. Repeat.

Draw length: The distance between the center of the stnng and the furthest point of the arrow shelf at the center of the bow:

Enchantment (E): A magie cast ona target player or their equipment, that persists until used up or removed by death or the
appropoate magic. Colored strps tied to the bearer denote these.

Engulfing: Engulfing effects affect the victim even if they hut only garb, wom equipment, or wielded equipment. Other affects
only function on items or players they physically touch.

precedence. Fixed enchantment (FE): A magic cast on an area of ground that persists until used up, the caster leaves a 100 foot radius
around the enchantment, it 15 removed by the approp nate magjc, or the caster dies. These do not prolubit the caster from

Process for updating these rules: carrying a nommal enchantment.

Changes to this document may only be made by a 75% vote of the Circle of Monarchs. All votes must be sent to a representative a. Fixed encl are sdered 1o lupwards to the sky for game purposes. Even flying ereatures are impeded by them.

designated by the aircle via registered mail. Cirele of Monarchs votes are generally eollected dunng the months of June and July. b. Fixed enchantments, unless otherwise noted in the magic’s description, may never be pre-placed before casting,

¢ Reeves, if’ requested, may assistin the plaang of a magic-user’s markers for a fixed enchantment.
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Monster Abilities and CTraits

Aquatie: May move through water without deopping 1o their knees.

Armor, Invulnerability: See Invulnerable Armorin the glossary

Armor, Natural: This armor cannot be Pyrosechmes or otherwise removed from the monster (except by damage). Can be Mended,
It otherwize acts in all ways as normal armor I protection magies that do not protect normal armor (Progdion from Flame
for instance), will proteet natural armor. Natral invulnerable armor ean be Mewded. If normal armor can be wom, itis always
destroyed BEFORE natural armor in a given location,

Blend:

IRepeat x10 “Forest hide and protect me.™

To end the effect repeat x2 “Forest release me”

E: You are considered out of the game. You may move anywhere you like, as long as you remam within 50 ft of a tree.
When you wish 10 retum to the game, recite the phase 10 end the effect.

L: If you go more then 50 ft from a tree, you can NOT reate the phrase 1o end the effect until you are again within 50 ft of a
tree. Somecne within 20 ft can use tracking to “dispel”™ this ability.

Bloodless: Immune to the piercing/stabbing attacks of weapons.

Bone: Immune to the picreing /stabbing attacks of weapons.

Camouflage: As per the normal (seout) Camouflage class ability.

Home Tree: Must pick a tree, and denote it 10 the reeves. Any death before the home tree is steuck by 10 strikes from a blue or
red weapon, or hit by a flame magjc (destroying the tree, which can not be Mended), does not count towards its total number
of lives lost. Instead you must go to your home tree and count to 300 before returning to the game.

Large: Does not have 1o go to knees in water due to their large size. May use melee weapons to attack flying players..

Many-Legged: The first time a many-legged creature’s leg is injured, it forces them to walk instead of dropping to one knee. A
second leg shot that would njure the creature acts as normal (creature drops to one knee, and further shots to the same leg.

have no effect).

Natural Armor: See Armor, Natural.

Natural Flight

I: Repeat x5 “T take Flight.” to land repeat 35 “Landing™

E: Creamire cannot be attacked by melee weapons while flying unless the attackeris also flying or Large. Creatures flying must
still deop to their knees if wounded in the leg (simulates [Fionding the wings). Creature must flap its arms or state “Flying”
every 2 seconds to denote this. Magic and magie-like abilities still require the being to stand still to cast and only verbals and
mnate abihities can by used whle flying,

L: To take off and land, the creature must stand stll.

Natural Weapons: Cannot be Heated, Warped, or Enchanted. Things that destroy the
weapon take the amm as well Spells that destroy everything they touch (Lightning Balt,

Fereball, Sphere of Annibilation) the stoke natural weapons affect the target as though
they hit them in the arm. Touch based abilities, such as Tanch of Dieath, can be
extended through natural weapons (both ways, by the monster, and by those
attacking it). If a touch based ability is used by the creature, through its weapon, the
creature must denote the effect immediately following the weapon hitting the victim,
No more then a one second delay is reasonable.

Regeneration: Lost limbs remum in a 50 count. Act as if resurrected ina 100 count after
death. Flame, and Flame magjcs, Spbere of Annibilation, or death by a magjeal
weapon negate these effects. (thus being killed by a Fivball stops Eegeneration, a imb
lost 1o a Flamebiade or blade-sharpened weapon, cannot be regenerated, etc.)

Strong: Melee weapons (including natural weapons| become Red. Melee weapons that
are already Red do an extra point of damage to ammor for a total of three

Tough: These creatures are innately able to resist most weapons. Stakes from non-magical

weapons do not affect them. Characters with Powerful blows can attack Tough

monsters with their weapons.
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Persona Guidelines

Real history: a persona should be based on people who eould have lived
before 1650 ad. The name, weapons, dothing, ete. Are encouraged to be
histoneally correet. Do not imp 1ate a famous histoncal fipure.

Fantasy: the persona should be based on a book, movie, historical
ythology, or a unique of your own. Again, do not impersonate

a character from the medium you choose.

Remember: every persona must be either of an ancient, medieval, or
swords and sorcery related backgronnd.

Heraldry

Create a device or nsignia to display on your flags, banners, and coat of
arms, The device should be unique orat least in keeping wath your persona
or company. You may register the device with the puldmaster of heraldey
and the prime minister.

Companies

People may wish to band together as a fighting group. This group is called
acompany. The company should choose a name, captain, second in
command and device. A person may be in no more than one company.

Households

People who wash to form a non-fighting group within the dub can create a
household. The household should choose a name, a master and mistress
of the house and a device. A person may be in any number of households.

Events
There are many types of gamesand events held repulady These indude:
1} T nits- competitions between individuals or groups for awards,

honor, or challenges.
2) Battles- invelves two ormore ammes attadkmg each other for vanous reasons.
Speaal events- quests, feasts, demos, tnps, revels, fairs, wotkshops, and
other ‘games.”
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Combat, Weapons,
and Equipment

Combat Rules

Damage and wounds to you:

Head and Neck — Out of bounds. Will not eount as a hit and is lllegal. Deliberately parrying,
with your head or neck 15 protubited.

Arm — The first hit to the arm will result in the loss of use of that limb. A struck arm must be
kept behind your back. A second hit to the wounded arm will result in death. Hand shots
count as a hit to the amm unless youare holding a melee weapon in that hand, in which
case it counts as hitting the weapon. Wrists are considered part of the arm, not the hand.

Leg — A hit to a leg results in the loss of use of that leg, You must drop to one knee as soon
as is feasible and place the dead knee on the ground. Any following hits to that leg wall
have no effect (the only exceptions are magieal balls and some siege weapons). Crawling,
dragging one’s self and being carried are the only ways to move about with a wounded leg,
You may make a short spung at an opponent with your good leg; however, hopping on
your good leg is not allowed.

Torso — (Includes a person’s shoulders, groin, chest, back, and buttocks) nstant death.

Feet —Do not count as a lutif they are on the ground when struck (exception: magical balls);
otherwise they count as a hit 1o that leg,

Combat Notes:

1)

9

=

11)

Any two shots to the limbs (except two shots to the same leg) results in death. Example: You are struck in the arm. The
arm must then be placed behind your back and is useless. You are then struek again in any limb, including the one behined
your back, and die.

A single shot to a hit location, regardless of weapon type or point value, only counts as one blow to the hit location and
any ‘extra’ damage never carmes theough to another hitlocanon. Example: Being struck in the arm with a Red weapon only
wounds the arm. The extea damage is ignored.

Shots that only stoke garb or equipment do not count as a hit unless said items blocked a blow that would have struck a
combatant (ie. - garh, equipment, sheathed weapons, ete. Are not shields and do not count as armor).

Blows that nick or lightly glance off of a target do not count as hits. Any shot that stops or any shot that hits then deflects
atan angle is considered a hit, See also *A Valid Shot? below:

Projectles and arrows that nick or lightly glanee sull count as lns.

The chan portion of flals are not legal striking edges and do not count as hits. The same applies to all weapon hafts, hilts,
hand guards, and courtesy-padded shafts.

Deflections that then stoke true on a target are hits, wath the exception of shots that deflect off the head or neck. Deflections
from illegal targets do not count. Projectles, even on deflections, can only deal damage 10 a single target Le. A throwang
dagger hiting an amm and then deflecting into the chest only wounds the arm, it does not affect the chest.

If a person is wounded in an arm throwing a shot, or killed, shots they threw into motion before being struck stll coumt
as a hut, if they land within a half second of being struck. In the case of a two-handed weapon, the wielder must remove
his wounded hand from the weapon within a half second for the shot to count. This should be a clear case of finishing an
already thrown shot, meamng that it requires no change of direction and the last action required to finish the shot has
already been started prior to being struck. If you have any questions, ask your kingdom/group level Guildmaster of
Reeves. A reeve’s call is always final in determining if a shot is in time or late.

Shots that knock aside a parry and then stnke the target are luts.

) llegal shots stop the shot and pause the action if necessary for your opponent to recover (i.e. If you hit your opponent in

the face, stop combat until he indicates he is unhurt),
Bounees never count from projectiles, magic balls, and arrows,
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Unicorn
Garb: White hooded doak and golden hom. White fur legmngs. Suggested: as homse-like as possible.
Summoned by: Dnnd 6 (Femaanar) Wizard 6 (Transform)
Player lives per life: 3
Type: Mystical Fey Beast
Q/M Ratio: 2/1
Armor: None.
Weapons: Single natural magical short sword that deal 2 points thrusting and slashing
represents the umecorn's horn,
Immunities: Control (zave for Bardic Charm)
Natural Lives: 3
Abilities & Traits:
Home Tree
Many-Legged
Magic-like Abilities: Hea/ (unlmmted); Tebport (unlimited) - requires the unicom put its
hood over its head in addition to the normal incantation
Levels
1" No addinonal abalines
2% Magie-like Ability: Feserez (1/1ife), requires banging the dead to the unicom'’s
home tree and having them and the unicom touch it while casting the spell.
ar Fasnrredt becomes {2/ Tife)

a4 Magie-like Abi Last (1/life)
5o Fasmrred becomes (3/life)
[l Lt becomes (3/life)

Description: These resemble great white horses with a golden hom sprnging from its head. They are kind-hearted and will help
those in need. They often shy away from viclence.

Zombie
Garb: Gray Rags and a gory face makeup. Suggested: the more gore the better.
Summoned by: Wizard 6 (Tranform)
Player lives per life: 3
Type: Undead Humanoid
Q/M Ratio: 2/1
Armor: none initally
Weapons: 2 bludgeoning blunt clubs. These represent the zombic’s fists,
Immunities: Control, Death, Poison
Natural Lives: 4
Abilities & Traits:
Rubbery: Immune to bludgeoning weapons.
Regeneration
Innate Abilities:

Slow: Zombics may only walk, and cannot run or jump. Must make constant noises like screaming, saying “brains,” or other
such unintelligent words.

Levels

1* Mo addinonal abilines

b Matural lives inerease to 4
3 Natural lives increase to 5.
4 Strong

o One point of natueal armor.

o Natural lives increased to 6.

Description; foul unfortunate creatures doomed to walk the earth as undead. They are always in pain, and only brains sate that
pain for a short time. These are the simple ones mised by dark means as animated corpses.

Note: This zombie is a summoned zombie; Quest game zombies and zombie game’s zombies have infinite lives, 100 count
deaths, 50 count wounds, and when they “kill” a player, the victim becomes a zombie.
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Skeleton

Garb: Wiate skull mask or face makeup and black nmme Suggested: skeleton-like punted gloves, anything that makes you look
more skeletal.

Summoned by: Wizard 6 (Trangform)

Player lives per life: 1

Type: Undead Humanoid

Q/M Ratio: 2/1

Armor: up to 2 points of normal armor. Any shield can be used.
Weapons: Melee weapons

Immunities: Control, Death, Poison

Natural Lives: 1

Abilities & Traits:

Bone

Regeneration (from death)
Levels
1* No additional abilities
4 Mormal armor increases to 3 points.
3 Matural lives ncrease to 2.
9 Normal armor increases to 4 points,
st May use javelins.
o MNatural lives increase 10 3.
Vulnerabilities:

Weak: Limb shots kill skeletons.

Lagbtming Bolt and Call Lightning. These act as an Jabal (frozen fora 100 count) on a skeleton due to fused limbs. They cannot be

used to kill a skeleton.

Resurrection: [f used on a skeleton (save those summoned by the spell Trangform), this forces the skeleton to play out that life
as a warnor of the same level as the skeleton.

Description: Skeletons are the animated bones of a corpse. They are mindless and follow the directions of their creators
without fear or question. They tend 1o interpret orders in the most literal way.

Troll, Regenerating
Garb: Dhrty green or gray tunic with fur/skin loindoth, Sugpested: Crude clothing, tusk-like fangs.
Summeoned by: Dnud 6 (Fenermat)

Player lives per life: 4

Type: Mystical Hurmanoid

Q/M Ratio: 3/1

Armor: 1 point of natural armor.

Weapons: Two Red natural 2 point short swords, These are the
troll’s claws. Melee weapons,

Immunities: None

Natural Lives: 2

Abilities & Traits:
Regeneration
Strong
Levels
1* No additonal abilities
b Magic-Like Ability: <ne/ Fear(1/lifc)
I MNamgal apmor mereases to 2 points,
L Natural lives increase 1o 3.
5 MNatral aomor increases to 3 points.

[ Magic-Like Ability Fearbecomes (2/life).
Deseription: A troll is a vicious, dispusting ereature whose very
Preence is one which strkes fear into most, Their hide is a nauseating, =
mixture of moss greens, geays, blacks, and mottled greens. They are
relentless when attacking due to their pea-sized brains s
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12) A player who consistently breaks game nules, cheats, causes mundane problems with authonties or safety can be barred from
the local group or kingdom by joint agreement of the Monarch and ather the Prime Minister or the Guildmaster of Reeves
of that group.

13) Players may not wield more than one weapon in a single hand.

14) Grappling with an opponent; shield bashing; rough, dangerous, or offensive physical contact is strictly prolubited and can

result in being banned from play indefinitely.

If you have 1o think about whether or not a shot was ‘good enough’ 1o count, it probably was. Always endeavor to have

unquestionable honor in the area of calling your own shots. Your peers will respect you and retum the favor.

) Do not call another person’s shots unless you are a reeve. Itis rude and considered in poor form. If you consistently have

problems wath a player not taking their shots, inform a reeve who will deal wath them appropriately.

15)

3

Combat with armor:

Anmoris mted on its ability to stop blows. The rating ranges from 1 to 7 pomnts, though some monsters can have more. The
same damage mules apply to anmor. Each stoke wall remove one pomnt of value from the ammor. Certain weapons and effects deal
more damage to armor as noted i their desenptions. Daggers, when used to slash, deal no damage 10 armor of any sort.
Dramage only applics to the ammor on the hit locanon that was struck. Armor only protects the area thatit covers, Example: if
you have anmor on the front of your leg, but a gap on your thigh, then a stake to the location left open by the gap would
wound you, though the armor iself would be unharmed.

Avalid shot:
A valid shotis anytlung that hits and stops or deflects at an angle. That said, there are oecasionally shots that parially meet these
requirements but are not valid. The best way to leam what constitutes a good shot is to ask your kingdom,/group level
Guildmaster of Reeves, but included here is a list of shots that do not count. These are just guidelines, and you should never
attempt o use these rules 1o cheat your way out of a valid stnke. Also ber, that in all situations the reeves call is final.
‘Wiggling’ — A shot (normally a stab) that misses its initial target, but is then jetked back and forth weakly in order to hut
your opponent.
‘Draw Cuts' — A shot that slides along your opponent with little force exerted towards your opponent. This nommally
happens on a missed stab. Note that a shot that hits your opponent legitimately, and then tums into a draw cut will sull

wound or kill the opponent as per the nitial blow:

“Whipping' — A shot from a non-hinged weapon that is blocked, but the non-hinged weapon bends around the block 1o
stike an opponent. These shots are commeon from excepuionally small weapon cores, or very long weapons, and should
not be taken. Tlus 15 not 1o be confused with your opponent pivoting or “wrapping’ a shot around your block using your
weapon as a fulerum. Whipping only applies when the core of the weapon itself bends around a block, enabling a shot that
would have otherwise been stopped.

€quipment

Ribbons and Strips

1} All ribbons (also called doths orstrps) must be at least two inches wide and eighteen inches in length, and dearly wisible (not
hidden behind equipment or a shield) on the person or object they are applied to.

2).Armbands and headbands act in all ways like nbbons and must follow their rules.

Each color nbbon has a different meaning to allow quick identification.

Red: Red Weapons and Berserking Barbarians,

Black: Killing effects such as Touch of Death, Poison Weapon, Death Fields, etc
Orange: Flame effects such as Flame Arrows, Lava, etc,

Gold: Reeves and items that may not be touched or artacked

Class nbbons for enchantments and magieal effects.

Green: Dinudie Enchantments
White: Healer Enchantments
Yellow: Wizard Enchantments

Light Blue:  Bard Enchantments
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Pegasus
We ap on s Garb: A pair of white feather wings and white fur leggngs.
Summoned by: Wizard 6 (Trangform)

Besides a few magieal weapons, Amigard only allows non-explosive, non-chemical weapons that might have been in existence
Player lives per life: 2

before 1650 AD. All weapens can be broken into three parts:
Stnke-Legal: This refers 1o a portion of the weapon that is atleast 2.5 inches in diameter (flat blades require 1.5 inches of foam Type: 1“}"‘-"-““‘[ Beast

on a stoking surface and may not pass theie tip through a 2.25 inch nng) and wall not leave marks, bruises, or broken bones Q/M Ratio: 1/1

when used 1o hit your opponent. This is the only area of a weapon that counts as alegal blow: Stab-only weapons are sull Armor: | point of natural armor.

required to have six inches of stnke-legal surface on any stabbing end for safety. Weapons: 2 natural short hacking or bludgeoning weapons (no stabbing allowed). These represent hooves.
Padding: This refers to the portion of the weapon that has at least half an inch of foam ever the weapon core and 1= designed Immunities: Control

to limit the injuries done from accidental contact with that part of the weapon. Natural Lives: 3

Handle: Refers to the unpadded part of the weapon where it is held. Abilities & Traits:
Many-Legged

Weapon types Natural Flight
Eelowis a list of weapon categories and their cons truction requirements. Magic-Like Ability: e (1/life)
Projectile weapons: Except for javelins, projectiles may not be used 1o parry, block, or melee. There is no limit 1o the Levels
number that ean be carned. Weapons not listed here and that do not fall into these categones, may not be thrown. Le. You may 1 No additional abilities
not throw your sword. All these weapons do one point of damage 10 armor and can be blocked by weapons without penalty. 2 Mount: May carry one oder.
Rocks huded two-handed will do two points of damage to anmor, but otherwise behave the same. Non-javelin projectiles and ¥ At becornes ( )
arrows that are not beanng enchanments or class abilities are indestructble. Projectiles and arrows that are affected by enchantments 4 Magic-Like Abili
or class abilities (not to be confused with class Traits) may only be destroyed by spells or magjc balls, o Charm becomes (

o Aue becomes (3/life)

a. Throwing weapons — throwing knives and axes, shunkens, dants, ete.

b. Rocks — must be at least 1 foot in diameter. Demiptim Peg;lsns are one of the most
¢ Javelins — may be used as a thrusting weapon in melee. beautiful and well known creatures. These

Dagger: A slashing or prercing weapon up to 18 inches long, At least twelve inches of its total length must be stnke-legal.

Short: slashing, piercing, or bludgeoning weapons more than 18 inches up 1o 36 inches 1n total length. The pommel and handle

of the weapon can be no longer than 1/3 of the weapon's total length. At least 2/3 of its length must be strke legal.

Long: slashing, piercing, or bludgeoning weapons more than 36 mches up to a maximum of 48 inches. The pommel and

handle of the weapon can be no longer than 1/3 of the weapon's total length. If wsed to slash or bludgeon, at least 2/3 of 1=

length must be stoke legal

Reach: slashing, piercing, or bludgeoning weapons more than 48 inches up to a maximum of 60 inches. The pommel and

winged homes are extremely intelligent beasts and
sought after by every facet of society for many
reasons, not all of which would benefit the

Pegpsus. They generally choose 1o 1gnore most
other races, though pegasi will go out of their
way to annoy harpies.

handle of the weapon can be no longer than 1/3 of the weapon's total length. If used to slash or bludgeon, at least 2/3 of its Siren
length must be strke legal. Garb: Seductive gray, blue, or green dress. Aquatic lookingif possible, Suggested: Blue and green ghitter makeup,
Hinged: Weapons with a single articulating, (chain-like} head, The chain of a hinged weapon is not a legal steking edge. Chains Summoned by: Dinuid 6 (Remaarmnate)

Player lives per life: 1

on these weapons must be wrapped in foam wath less than half an inch of the rope exposed at any point. The combined rope
Type: Mystical Humanoid.

and stnking edge of a flal may not exceed 18 nches in length and the total length of the weapon may not exceed 36 mches.
Madu: A shield joined 10 a spear. The spear portion of the madu may be shorter than the nommal five feet. Only usableifa class Q/M Ratio: 1/1

can use both a spear and a shicld. If any portion of the weapon is broken, heated, or otherwise rendered unusable, all of it is Requirement: Suggested to be female to play a Siren
disabled. Considered wooden for purposes of being targeted by spells or affecting monsters. Magic and abilities that affectany Armor: None

partof the maduw, such as Imine Shield affect its entirety. Any shield with weapons affixed to it in any form is considered a madu Weapons: Single Dagger

and must conform to these rules Immunities: None

Spean Stabbing-only weapons atleast five feet in length and should not be confused with the javelin, which may be thrown Natural Lives: 3

(must have padding on upper 1/3 of length). Considered wooden for purposes of being, targeted by spells or affecting Abilities & Traits:

monsters. Magic-like Abilities: Cirle of Procection (1/life), Yield (2/life)
Staff: Bludgeoning weapon (ends may be used to thrust, but it is a bludgeon attack) of 5 ft to 8 ft that must have legal stoking ties:

surfaces of at least 1 foot in length on both ends. Each end must be padded at least 1/3rd the total length of the staff. Considered
wooden for purposes of being targeted by spells or affecting monsters.

Vulneral
Bound: Sirens are bound to within 50 ft of a single object thatis chosen each life. Denote the chosen object toa reeve.
This item cannot be one that is moveable (very large rock, tree, body of water, etc).
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Pole arm: At least five feetin length. Includes spears but may also have slashing edges (minimum 1 foot in length for a staking, Levels
edge, must have padding on upper 1/3 of length), Considered wooden for purposes of being targeted by spells or affecting " No additional abilitics,
monsters, 2 1 pont of armor ean be wom.
Bow: A longbow does a base of four pomts of damage. A short bow does a base of two points of damage. Hand crossbows £l Cimle of Profection becomes (2/life).
are considered short bows while two-handed crossbows are considered longbows, See the Archery section for more complete 4 Yieldbecomes (3 /life).
descrptions. Bows, crossbows, and arrows are considered wooden for purposes of being targeted by spells or affecting monsters. = = Cinle of Protection becomes (3/life).
K] o Gain any two bardic Verbal Spells.
S Description: These beings are a race resembling human females, but are something very inhuman. They sing most of their
Tves, lunng unsuspecting travelers to their doom. To help them along, they are both neredibly seductive and extremely beautiful
Both assets they use to give them an advantage over a weary victim.
59
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Lizardman

Garb: Green turie, preferably with doth scales. Suggested: Green face pant, and green cloth covered flail for his tail.
£ 1 by: Diruid 6 (. )

Player lives per life: 2

Type: Humanoid

Q/M Ratio: 1/1

Armor: | point natumal armor, up to a medium shield can be used

Weapons: Simgle natural flail. This 15 his tail and is considered a red weapon. Melee weapons.

Immunities: Poison

Natural Lives: 4

Abilities & Traits:

Levels

1 No additional abilities

b Poison: May poison lus any non-tail weapon used. (1/game)
b Natural armor increases 1o 2 points,

4= Can use javelins,

L Matural anmor increases to 3 points,

Poison becomes (1/life).
o May wear up 10 3 points of additional normal armor.
Deseription: Lizardmen are dangerous, mbal people who are quite pnminve and few m number. They can be found in any
climate but most often in marshes and swamps. They are savage in nund but erude in technology.

Mummy

Garb: Mostly wrapped in bandages.

Summoned by: Wizard 6 (Trangorm)

Player lives per life: 4

Type: Undead Humanoid

Q/M Ratiox 3/1

Armor: 1 point natural armor

Weapons: Single Short Sword.

Immunities: Control, Death, Sorcery, Subdual, Poison

Natural Lives: 3
Abilities & Traits:
Bloodless
Innate Ability:
Touch of Death (Unlimited): as per the assassin ability.
Levels
1* No addinonal abilities
o Strong
E Natural armor increases to 2 points.
4 Natural armor increases 1o 3 points.
5 Magic Like Ability: 4w/ Fiar(2/lifc)
Ll Magm Like Ability: Hea/(2/life), self only. (This represents rejoinng its body parl:s\
Deseri Mi ies are undead that are IJlrou:pscs ol' h idls, wrapped in bandages, and filled with preserving,
fluids. T‘hcy are usually associated with a curse. If hing e g the has been desecrated, the mummy may

come back tolife 1o kill the guilty party. Other times, it is merely a spint lhnt has inhabited a body to weeak havoe. They are quite
mundless, and will destroy anything that gets in ther way.
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Weapon Cifects

AWeapon Effect’ is a desenpior applied to a weapon that explans what it does. [tis possible for a weapon to have multiple effects.

Red: A Red weapon, when used to slash or bludgeon, does two points of damage and can be used 1o destroy a shield in three
hits. Great weapons (see below) are automatically red weapons. Magieal enchantments and the berserk ability of barbarians
can also make a weapon red. In all eases where a one-handed weapon is red, the weapon or the user must have a red stnp 10
mdicate the effect.

Great: If a weapon is five feet or more in length, has a muinimum of three feet of eontiguous stnking surface (staves must have
atleast two feet at each end), and a mimmum diameter of four inches (flat blades require a four inch eross section) over the
entire stnking surface, then itis considered Great and becomes Red when wielded two-handed in a slashing or bludgeoning
manner—Never when used 1o stab or pierce.

Magic: Relics and weapons beanng an enchantment other than St [Feapon.

Archery

The maximum limit for a bow’s pull is 35 pounds with a maximum 28-inch deaw length. Crossbows are limited to no more
than 450 inch-pounds. No compound bows are allowed. Broken or mended arrows are not to be used. All wooden amows
must be taped on the entire shaft. Arrows may never be used as a hand or melee weapon. The “point” of all arrows must have a
diameter of at least 2.5 inches. An arrow scores hits like any other weapon. At close range {20 feet orless) bows must be no more
than half drawn and two-handed crossbows may not be used. Arrows from short bows and single-hand crossbows do two
points of damage to ammor. Arrows from two-handed crossbows (over 20 mches n length) and longbows {any bow thats 5 ft.
Or more in heaght when stnung) do four points of damage to armor. A weapon in hand that is hut by an arrow is destroyed. 1f a
bow s hit by a weapon, itis destroyed.

Siege Weapons

Siege weapons are extremely powerful engines of destruction that were histoncally used for everything from anti-personnel to

tearing down walls from a great distance. The abilities and imitations of siege weapons are as follows:

1) A melee siege weapon will kill any person or destroy any object it strikes regardless of armor Is considered engulfing, Counts
as one hit against invulnerability, Will stop Fight After Death.

2) A projectile siege weapon that fires a single projectile ata time, such as a single boulder or bolt, strkes exactly like a melee siege
weapon except that it is also stopped by the enchantment Proection from Projectiles. A monk may not block this type of siege
weapon projectile. Will stop Fight After Death.

3) A projectile siege weapon that fires multiple projectiles ata time, such as a grapeshot catapult, counts as firing Red projectiles.

A monk may block these projectiles as nommal. Profction from Projectiles stops these. Will not stop Fight After Death.

4) Asiege weapon that fires projectiles may not be used within 20 feet unless its operators have the ability to “half-deaw™ the
weaporn.

5) A siege weapon is a large, tough object that is hardened from casual attack. They are considered to have ten points of ammor
and are destroyed when all armor is lost (Le. Ten hits from a one point weapon, five hits from a two point weapon, ete).
Arrows have no effect on siege weapons with the exception of a Flame Arrow, wiuch will do five points of damage to the
siege weapon. Melee sicge weapons and single shot projectile sicge weapons will destroy another siege weapon on a single
hut. Multiple projectile siege weapons deal damage to siege weapons as per nommal. A
siege weapon operates as long as it has atleast one point of armor remaining, A Mewd N
will repair one point of ammor over all (siege weapons do not have sectional ammor), Dowr Mess wirn
D yed siege weapons may not be retrieved from base.

6) Siege weapons require at least three people 1o operate. Those people may be involved
in any operation of the engine but may not be fighting, be Berserk, casting magic,
using activated class abilites, or move more than ten feet away. A siege weapon with
less than three people erewing it may not be used. Some monsters are exempt from this
rule. Members of the siege crew may leave at any time and continue playing as nonmal.

7) You may anly have one siege engine per twenty people on a team.

8) Siege weapons should have a histoneal or fantasy counterpart that they mimic in form
and function. Siege engines may only be direct impact weapons such as catapults,
ballistae, ete. Youmay not use siege engines that mimic area of effect attacks such as
firebombs or Greek Fire. You may not use siege weapons that mumnic gunpowder
effects such as cannons,

my Macame!
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Shields

Shields are considered wooden for purp of being targeted by spells or abilines. All shield measurements are the

exterior surface area on a flat plane.

1) Bucklers are a type of small shield that is strapped to a foreanm mstead of wielded in a hand. Anyone allowed to use a small
shield may use a single buckler.

MNote: This does not allow use of both a shield and a buckler.

2)  Shields stouck by effects that break shields (such as Red weapons) retain this damage until repaired, therefore receiving two
such stnkes from one player and one such stoke from another player ten minutes later i sufficient to destroy the shield.

3 All sluelds must either be strapped to an amm or gnpped in a hand. A blow that strikes a non-wielded shield strapped to a
player, such as a shield slung across a back, is considered to stake the player as if the shicld had not been there, A player may
only wield one shield at a tme.

4)  Alarge shield is no larger than eight square feet.

5) A medium shield is no larger than five square feet.

6)  Asmall shield 15 no larger than three square feet.

7y Non-round shields may not be wider than two feet.

8) Round shiclds may not be wider than three feet.

€quipment Construction

Weapon Construction Notes

What is a safe weapon? A safe weapon is one that will not leave madks, buses, or broken bones or teeth when it strkes a person. If
your weapon hurts you when you are struck, itis not safe. The entire surface of a weapon must be padded as per the weapon descoiptions
in Weapon Typesabove. Cross-guards must be padded. Fora base the best things to use are carbon /graphite rods (such as from
nan-metallic golf dubs), kate spar, bamboo, PVC wbmng or fiberglass. Other matenals wll be checked for safety on a case-by-case basis,
Metal and wooden cores are not acceptable and will never be considered legal.

Use good, suff foam to pad your weapon. Ensolite™, a type of dosed cell foam, 1s good to pad the base. Funnoodle™, a
preformed pool flotation device, is a quick and easy alternative to Ensolite™, however it wears out much faster. Foam is best cut
with a razor or sharp sassors. Stick the foam to the shaft with adhesive glue or tape. Weapons must be covered in a durable,

opagque cloth

Weapon tips (points, guards, pommels, ete ) And staking surfaces must be at least 2.5 inches in diameter (flat blade weapons must
not be able to pass their tip through a 2.25 inch diameter ring) in diameter. The ends of all weapon cores must be blunted by
capping themwith a layer of foam and tape. Stabbing weapons should mclude extra padding on the tip to ensure safety. Magic
components used in combat (magical balls, etc) must also be padded and be atleast 2. 5 mches in diameter.

Swaord construction tutorial

(with Funnoodle™ or Camp-pad foam):

1) Usealength of Fiberglass, Kite spar, PVC, or a golf shaft for the core. Remove all sharp edges and points from both ends
of the core.

Cap both ends of the core wath altemating layers of tape and foam until the cap s secure and deadedly dull. Cover the
pommel with enough closed cell foam to ensure that itis at least 2.5 inches in diameter. Note that all pommels must meet
this mimimum size requirement regardless of your speaific fighting style.

2

3) a To make a flat blade, sandwich the core between several layers of camp-pad foam.

b. To make a round blade, you ean use a piece of Funnoodle™ that has a factory hole in the center, and cutitto be the
length of the blade. If your core moves back and forth within the hole, you can tape a long stop of camp pad foam to
the shaft to reduce the noise and prolong the life of the blade. Tape the base of the Funnoodle™ to the shaft very well.
Fibergl pping tape is wded for strength and weight.

Tape several picces of closed cell foamover the top of the sword wath fiberglass strapping tape. You should have atleast 3

layers of closed cell foam (1.5 inches) on your stabbing tip (and even more for 2 two handed stabbing weapon, such as a

spear).

5) Forthe cover, choose a ight, dumable fabne. Cutit to length plus three inches, and outside diameter plus one inch.

6) Fold the fabnc across and sew the side and top.

Roll the cover like a stocking, and then roll it down the sword.

8) Secure the cover to the hult with tape.

4
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Giant, Hill
Garb: White and Brown tunic. Suggested: Anything that makes you look bigger, a smear of white or brown face pamt.
Summeoned by: Doud 6 (Femairmnas)
Player lives per life: 2
Type: Humanoid
Q/M Ratio: 1,1
Requirement: Must be a 2* level monster to play a Hill giant. If summoned, the class sacrificed does not have to be 2% level,
but the player must be a 2! level monster to play a hill gant.
Armor: 2 points natural armor, up to 2 additional peints of normal armor
Weapons: Melee weapons and boulders.
Immunities: None
Natural Lives: 2
Abilities & Traits:
Large
Stron,
Description: Standing, 10-15 feet tall, these are slow and simple-minded.

Goblin

Garb: Green ears, most often sown 1o a head band, Suggested: Browns and tans
for garh.

Summoned by: Wizard 6 (Trangfrm)

Player lives per life: 0.5. Players who are summoned as goblins, sacnfice 1life to
gain 2lives as goblins. When the first goblin is killed, the player plays the “next™
goblin in a 50 count as per sheer numbess, If the enchantment is dispelled from the
first “goblin” the player still gets to play the second bife. Treat this as though the player
was enchanted and created two separate goblins, each with the enchantment on them.
Type: Humanoid

Q/M Ratio: 0.5

Armor: up 1o 1 point of normal armor.

Weapons: Single melee weapon under 4 ftin length.

Immunities: None

Natural Lives: &

Ahilities & Traits:

Sheer Numbers: Each player playing a goblin actually represents a horde of them.
When a goblin dies, the player must lie down and count to 50, anly to dse agamn as

“another goblin takes his place.” When coming alive, the goblin must do so wathin 50
ft of where he died, and at least 20 ft away from others if possible. When coming,
alive the goblin must shout loudly “alivel”

Levels

1* Mo additional abilities

2 Matural ives (sheer numbers) mcrease to 10,
3 May use a short bow; or up to a medium shicld.
4 MNatural lives (sheer numbers) increase 1o 12

= Natural lives (sheer numbers) mcrease o 15.
o May wear up to two points of aomor.
Vulnerabilities:

Weak: Limb shots kill goblins,
Description: These are weaker orcs who team up in small hordes. They commeonly talk in high pitched voices and are notoriously
weak-willed and devious. They are also often enuel, jealous, selfish, petty and suspicious.



Centaur
Garb: Furred legging and yellow or white shoes or shoe covers. Green seout Baldne. Suggested: a horse tail, and anythng that
would make your lower half look more like a horse.
Summaoned by: Douid 6 (Remarrmar)
Player lives per life: 2
Type: Fey Humanoid
Q/M Ratio: 2/1
Armor: Up to 4 ponts of normal armor, any shield can be used.
Weapons: Melee weapons and bows (no crosshows ).
Immunities: Control. (save for Bardic Chamm)
Natural Lives: 4
Abilities & Traits:
Many-Legged
Innate Abilities:
Attuned (2/game): As per the scout ability. If summoned, may carry two enchantments in addition to the one used 10
summon the centaur.
Tracking (1,/life): As per scout ability.
Bowyer (1/life): As archer ability.
Stun Arrow (1 unlimated): As the archer ability.
Flame Arrow (1/unhmited): As the archer ability,
Levels
1" No additional abilities
™ Accuracy: Arrows fired from all bows and crossbows deal + 1 additional point of damage,
e Innate Magical Ability: Armor-Piercing Arrow (1/unlimited): As the archer abibity
a Innate Magical Ability: P ion Arrow (1 /unlimited): As the archer ability.
5 Tracking becomes (2/life).
Flame and Stun Arrow each become {2/ unlimited).
o Armor-Piercing Arrow becomes (2/unlimited).
1 iption: These are half-1 -, half humanoid race. Rumored 1o have been created by a senile old wizard who was
unaware of his actions. Centaurs are usually neuteal, and are fierce defenders of their homes,

Dryad
Garb: Seductive attire adomed with leaves and tags. Suppested: Pointed ears, sparkling green makeup,
Summeoned by: Douid 6 (Feinarnas) Wizard 6 (Trangform)
Player lives per life: 2
Type: Mystical Fey Humanoid
Q/M Ratio: 1,1
Requirement: Suggested be fermale 1o play a Dryad
Armor: None
Weapons: Single Dagger.
Immunities: Contral (save for Bardie Charm)
Natural Lives: 3
Abilities 8 Traits:
Home Tree
Magic-like Abilitiess Cammine (Unlimited), Heal (Unlimited), Yl (3 /life).
Levels
1* No additional abilities
¥ o Gain 1 point of natural invulnerable aomor
E: Magic-like Abilities: Heat Weapan (1/life), Warp Wood (1/life)
® Mo additional abilities

Shield Construction

Shuelds should be made from hght, finm matenals, should be well
padded, and require a cloth cover. Hard edges may not be exposed.
Good matenals to use include substances with some give, such as
plywood and high impaet plasties. An interesting altematve is 1o use
a plastic snow toboggan, which will produce a light shueld that
requires less padding, Another popular shield design uses only a
thick foam dise, thus negating the need for addinonal padding (justa
cloth cover). Be careful with these however, as not all foam matenals
are the same. Plank foam s a particulady durable and safe vagety that
makes foran excellent shield: while foam such as what ‘boogie
beards” are made of1s effectively a rigid matenal and requires
padding, Thick staps of leather make good arm straps. When wsing
a non-foam shield, bolts should be attached with the head affixed to
the exterior of the shield with washers, and then heavily padded with
foam. All ngid-core shields must either have foam folded over the
edges or have the shield edges recessed into the foam. All ngid-core
shields must be covered with a layer of foam thatis at least 1 inch
thick on the face, and 1.5 inches on the edge. Shiclds must be at least
as safe as the weapons we use.

Arrow Construction

O Arrows are generally fragile and are often broken under the constant rigors
‘L of fighting, Arrow shafis made from graphite offer a flexability and

resilience not found in their aluminum or wooden counterparts. Wooden
arrows must be taped along their entire length. All arrowheads must be
removed from the arrow, and the base of the areow at the tip must be built
up with a suffiaently strong matenal to at least the diameter of a penng,
which is used to cap the arrow: Arrows may not be drawn beyond 28
inches, and must have a stopper in place if they are longer. Armows must
have a munimum of 2 inches of closed cell foam on the tip, and it must be
atleast 2.5 inches in diameter It is suggested that you also meorporate a
layer of open cell foam to reduce the recoil of the arrow when it stnkes a
solid surface. Amow fletching and nocks must be in good repair, and
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s Heat Wegpon and Farp Wsed both become (2/life)

arrowheads should be checked repulady for degrading foam. All arrows
must be cleary labeled with their owner’ name on the shaft, Propery
colored head covers may be used in lieu of nbbons.
Projectiles

A blow by any part of a throwing weapon, boulder or rock counts as a hat; so
all parts of these weapons need 1o be stnke-legal. Javelins must stnke point
first to count as a hit, but must have courtesy padding along their entire
length. All projectiles must be at least 257 in chameter. Projecules, with the
exception of javelins, may not have solid cores. Matenals youmay use for
projectile cores include foam, sweatshirt matenal, and other soft, non-gramular

o Natural Invulnerable armeor mereases to 2 points. =1
Description: These creatures are beautiful, mischievous wood spints. Little is known about them, except they command :E roatenials. Penmies, batteries, sandd, and the like may never be used as cores.
powerful magic, and always demand a high prce for their benevolence, This price is often a male who is seldom seen again, E

9
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Armor Construction

The Monarch, Champion and Guildmaster of Reeves mate armor. Damage 1o armor only applies to the hitlocation that was
struck, and ammor only protects the area it physically covers. Damage that exceeds the ammor value (i.e. Arrows, berserk barbanan
weapons, great weapons, etc.) Wounds or kalls the target. Armor that is mixed (multiple types of armor covenng the same body
area) will be averaged. Armor may not be stacked or layered to increase or add value unless explicitly stated in these rles. Armor
wom under tabards or garb must be partially visible, and must be announced if asked. Ammor should weigh close 1o actual
histoncal standards to receive full value, Armor only protects the area it physically covers. § traps and other such material that hold
your ammor on do not count as part of the ammor, for either e or ping purposes, unless they are speaifically built as
such. Example: the leather strap across your back holding on your steel breastplate does not protect you from blows.

Standard entena are 16-gauge steel for metals and 1,/16 inch for leather. All armor must be safe, with no protrding edges that
could injure someone. Armor values may never be greater than 6 peints unless you are a 6th level warnor or certain monster
classes. Armor is rated as the ial that it most bles, thus plastic and other non-metallic armors can never be disguised
nor passed off as plate or ehain mail.

These are the base armors: Points
Padded doth, quilted doth, light leather 1 /16 inch
Heavyleather 3/16 inch
European “4in 1" chain mail
Augmented chain, aveted chain
Brgandine, double mail, or lamellar
Plate

L T

These materials can be added to inerease non-metallic armor values:
Cuir bouilli +1

Studs / Rings +1
Scales +2

Toincrease the value of any form of chain mail:
Full padded gambeson or amming coat +1

Construction additions and subtractions:
Non-authentic materials -1
Poor workmans hip -1
Shoddy and/or antificial appearance -1
Heavy gauge matenal +1
Superor construction +1

Armor Descriptions:

Padded cloth: four layers of cloth sewn together.

Quilted cloth: rwo layers of cloth with padding in between sewn together.

Light leather: leather of at least 1/16™ thickness.

Heavy leather: leather of at least 3/167 thickness.

Chain armors: must be at least 16-gauge, with an internal diameter of, at most, 3/8 of an inch. Regular chain armor consists of
butted links.

Augy d chain: chain 1in some fashion from the standard *4in 1," such as plates attached 10 each other by chain,
or any of the Pemsian/Chinese weaves.

Riveted chain: chain in which all the links have been individually riveted together.

Lamellar: plates that have all been joined in an ovedapping fashion by cord or cham link.

Brigandine: closely spaced or pping plates riveted b two layers of leather.

Double mail: ‘8 in 2, or a mail in which a standaed pattem is woven wath two rings replacing every single nng,

Plate: solid metal armor with nveted metal articulations to merease mobility. Example: Lonca Segmentata.

No ammor list can be completely exhaus tive, and asmo s not mennoned should be ranked
(metallic vs, non-metallic) and their protective value relative to other armors in the table,

P 3 P
1z o their position
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Traits: Traits are attnbutes that function all of the time without activation being required. This includes things like extoa lives,
immunities, the ability 1o regenerate, ete.

Magic-caster: Monsters with magie ability will list what class magjes they get, what level they get them at, and how many points
they get. Natural weapons never count against magjc points.

Innate Abilities: These are abilities the monster has that have a limited number of uses, In many cases they actjust like magics.
These require the person to stand sull as per casting a magic unless noted otherwise. If a Schoel is listed, a magie that
protects from that School, protects from the abilities, Otherwise only invulnerability wall protect from the ability (though
some have immunity to poison and traps, and thus are unaffected by them). Unless bisted as magieal, they are non-magical in
nature. Magjeal innate abilities cannot be used in_<ms-Mage areas and are stopped by Proection from Magee on those they target

Magic-Like Abilities: These are magical abilities of the dlass that actin all ways as per the magic listed, save they do not cost
magic points, do not require a free hand, and are given a number of uses. These cannot be used in<ns-Magie arcas, These
require the person to stand still as per casting a magjie.

Vulnerabilities:

These are special magjes or effects that break the ules. They take precedence over immunities, For example air dlementals are
immune to subdual magies, but have Jefal listed as a vulnerability, and as such are affected by it as deserbed.

o] Thisis a iption of what the monster represents and would look like if it really existed.

Terrain Effects (for Quests and battlegames):

a. Anti-Magic: Denoted with yellow nbbon placed in the area. Magje does not function wathin these zones.

b, Death Field: Denoted with black nbbon, These who are not immune to death magje die if they enter this area.

. Flame (lava, ete): Denoted with orange nbbon placed around the area. These are areas of open flame. Beings without
Progection from Fiame ave killed1f they move through it (or lose pomt of invulnerability or invulnerable armor chest for each
second they stay touching the area), Beings protected from flame, and all equipment they are carrying are immune to this effect.

d. Water: Denoted with silver tarp on ground or silver tape placed around the area. Any non-Aquatic, non-large, ot non-flying.

creature entenng this area must drop 1o their knees while mowving through it

Monster Descriptions

Brownie
Garb: Brown tunic or tabard with two green scout sashes. Sugpested: Pointed ears, exaggerated smile. Very shont
people, as browries are 18 inches tall.
S d: Druid 6 (F )
Player lives per life: 2
Type: Mystical Fey Humanoid
Q/M Ratio: 1/1
Armor: 1 point natural armor with up to 3 additional points of normal armor.
Weapons: May usea single dagger orshort sword.
Immunities: Control. (save for Bardic Charm)
Natural Lives: 3
Abilities & Traits:
Magic-like Abilities: Fliphs (1/life), Las (1/1ife), Teleporz (1 /life)
Innate Abilities:
Camouflage (1/life)
Blend (Unlimited)

Levels

1" No additional abilities

o Camouflage becomes 2/Tife

3 Lostbecomes (2/1ife)

4 Flight becomes (2/life)

5 Lasthecomes (3/hife)

& Flipht becomes (unlimited)

Description: A small (18 inch tall) being that is a distant relative of elves and leprechauns. They are usually very shy and leery of
strangers, but can be helpful if treated well. They have pointed ears, and long pointed noses. Being creatures of the woods,
typically wear clothing of brown, green, and other carthly tones
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Monster Definitions

Monsters are listed much as the player character classes, though they have a few more aspects to them.
Garb: A person playing a monster should look as much like it as possible. The reeve can always disallow someone playi
a is not meet. Summoned monsters should be given slightly more latitude, but they must

monsterif they feel this cnte
have the mirmmum garb requirements and act in character.
S hle M These monsters can be brought into the game by player magies.
When a player is playing a summoned monster, their player persona is considered out of the game, and is not used. If the
sacnficed lives from to play the monster)

monster has levels, they may play the monster at their class level (of the elass they
or their monster level, whichever 1s LOWER. For example a player is a 2**level wizard who 1s being Transformed into a
pegasus. The player playing the wizard also is a 4% level monster. When summoned, he plays his pegasus as a 2% level

ed the pegasus as at 4" level (his monster level). Note:

pegasus. IF he were a 4% level or higher wizard, he could have
Summened monsters die if they enter an _a/-Mape zone. If a monster is summonable, they will list the following;
Summeonable by: This will list the class and magic needed to brng them into the game.
Player lives/life: This 15 the number of lives a player has to give up 1o play this monster for one life. The player cannot gain
} per magie cast on them. Players
errected, or given a life by a

more then one life as a monster (exoept for the goblin, as histed in the goblin's descaption
cannot give up lives they do not have. Monsters who are killed cannot be reamimated. If
monk, they retum as their normal elass, notas the monster

Q/M Ratio: This 15 a peneral indicator of how powerful the monster is. [t defines how many player characters of the same
level as the monster should be required to kill the monster, When designing Quests, one uses this number to balance the
sides. This assumes youuse the 1010 1 rules for magje casters & 5 to 1 rules forarchers.

Shields: Due to the very infrequent use of shiclds, monster denote if they can
use them in their armor descoptions,

Natural Lives: Wiile summoned monsters usually only have one or two
lives, monsters used m Quests use the Natral number of ives histed for
the monster. If extra NATURAL lives are gained through leveling,

extra hife.

summoned monsters ARE NOT gaven

Type: There are anumber of monster types, each with special information
regarding it. Some monsters are more then one type of creature
2. Animations: These creatures are immune to control, subdual, and
death magic as well as poison. Ifa *is cast on them, they
act as if under the effects of an I, it-Mepie field,
they act as under a Petrgy spell until the field is removed or they are
removed from the field in which case they act as if just healed from

place in an_4

the Peirfy. These cannot earry enchantments.
b. Beast: These are non-humanoid creatures, most often with more then
two legs

. Extra-Planar: These ereatures are not from our word but another.
They include angelic creatures, demons, and elementals. Extra-Planar
creatures are immune 1o Death magic and poison. These cannot carry
enchantments save for the one used to summeon them.

d. Fey: These are fairy folk. They are notimmune 1o Bardic Charm
(Control magic cast by bard), but are immune to other forms of
Control magic.

. Humanoid: These creamres have 2 legs and walk upright. Only
humanoids can use normal weapons and shields, creatures without
this designation can only use their natural weapons,

£ Mystical: Mystical Creatures hit with a fagiclose all their magje
like abilities and innate abilities for that life. They may not use their
magical or innate abilities wiile in an #

£ Multi-Person: These are monsters played by mu!npic people. They
have a number of special rules, detailed individually for each one.
They are ALWAYS Quest monsters,

h. Undead: These are immune 1o Conteol and Death magic as well as
poison. These eannot earry enchantments save for the oneused to

summon them.
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Armor Definitions

Plates are made of atleast 16-gauge steel and must be attached to each other or a backing in sueh a way that all four edges or
comers are held into continuous ngid contact with each other or the backing, Plates may altemately be made of 3,16
hardened leather and receive a —1 to the total armor value.

Cuir bouilli s the process by which leather is hardened using wax or other treatments to produce sig

Studs are composed of metal, and must be no more than 1.5 inches apart to receive the bonus. Studs mi ay not be added 1o

mificantly harcer leather.

metal aomor.

Rings are composed of metal (not 1o be confused with chain mail), and must be at least 1/8 nch thuck, have aninternal
dumeter of at least 1 inch and no greater than two inches, and be placed no further than 1.5 inches apart to recerve the
bonus. Rings may not be added 1o metal armor.

Scales are composed of mets } or 3/16” hardened leather (+1), and must be overapping, Scales may not be added to metal

armor. Scales need only be attached to the ammor along one edge.

Gambeson (sometimes referred to as an apming coat) resembles a quilted, close fiting tunic that minimally extends from the
thighs of an individual 1o their elbows, excluding their head and neck. If wom under any type of chain mail, the wearer wall
receive a +1 bonus to the area that the chain mail eovers. The gambeson may not be modified 10 increase ths value. A
gambeson must be the equivalent of at least quilted cloth wath cotton batting padding in between the layers, and must cover
the entire area of the lut location under the cham in order to granta bonus

Armor Modifiers:

Non-authentic materials refer to matenials that were notin use to create ammor at the time, such as plastie. For companson of
metals, 16-gauge steel is the standard weight and toughness, so lighter or softer metals, such as aluminum, wall incur this
penalty, while stainless steel will not. Subtmctions for inauthentic material may never exceed -2, though completely
inappropriate matenals may receive no points (i.e. Aluminum foil, cardboard, etc).

Poor workmanship refers 1o an inexpenenced or incomplete assembly by the creator — the use of non-penod items such as hot
glue, tape, or shoestangs to hold the armor together. Subteactions for poor workmanship may never exceed —4.

Artificial appearance refers to the overall appeal of the armor and its abality to accurately resemble histoneal armors. Subtrac-
nons for appearance may never exceed -2,

Heavy gauge material is matenal that exceeds the 16 gauge standard for nings or plates

Exceptional craftsmanship is reflected in the overall construction and function of the armor as compared to other anmors of
its type, and is awarded on a case-by-case basis. Bonuses for constuction may never exceed +2.

Armor in action:

Example 1: A person with two points of torso armor that covers his chest and back is struck in the back wath a regular sword:
One point of armor i removed from the toso armor, leaving one pomt on the ammor covenng the chest and back (chest
and back are included together under torso armor)

Example 2: A person with two points chest armor and no back armor is struck in the back with a sword: Person is dead
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Battlegames

Subduals and Prisoners

Dunng class battles, pnsoners may be taken by surrendenng or by being,
rendered “unconscious” by a killing blow (torso ar second limb shot)
preceded by the word “subdue.” The person wall then be unconseious for 60
seconds, The prisoner may be subdued up to 5 tmes. Any more hits wll
result in his death. Aomor negates a subdual blow and instead takes damage
as normal from the blow: If this damage is sufficient 1o pass through the
armor, then the taget s still affected by the subdual blow: A Subdual blow
staking a person who 1s unatfected by Subdual does not wound or kall.
Suabbing-only weapons or stabbing with a slashing weapon may not be used
to subdue. A subdual blow to a imb will render that limb useless for a 60
count. A posoner’s equipment must be kept within 10 fr. Of him and cannot
be destroyed. Rescued przoners must still eount the required time before they
are considered recovered. Subdual blows cannot be healed.

Deaths and Lives
Immediately remove yourself from impeding play on the battleficld once you have died. If you want to get into the spint of
things, then fall down and scream. Make it dramatic. Reeves may give you a bonus for a good death. Then report to nirvana.
The reeve in charge there wall take your name and record your ume, Deaths are for 5 munutes though a bonus will subteact 2
manutes and a penalty will add 2 minutes. The number of lives you get vanes with level and class. You are out of a battle once
you have expended your last life and left the field. When returning to life from nirvana you must return to your base and
announce ‘Alive’ so that it is audible out to 50 feet before reentening the battle. Dead persons on the field must hold their
weapons over their heads. If the battlegame does not call fora nirvana reeve, one must sit down in nirvana fora 300 count
before returning 1o life at one’s base. Most battlefield effects will not work on a dead person onee he has left of his own choice
from where he died, with the obvious exception of notimpeding play. Effects that wall function on dead players who have
moved from where they died are noted as doing so in their deseriptions. Dead players (provided they are not affecting or
impeding play) may stay on the field as long as they want. A person may voluntarily take a game death at any time, but must
immediately go to nirvana and may not be rised from the dead in any manner unless Swmmen Deadis cast upon them first.
Dead players may not move if they are currently the target of a magic or ability thataffects dead players such as Steal Life or
Regwrrect,

Holds

When a hold is called all players must stay where they are and be quiet No tactical naneuvenng is allowed and weapons may only be
collected if a reeve gives permussion. [f you really do get hurt, yell “hold.” Remove yourself from the battle and reenter behind your

own lines once you have recovered. Deliberate faking of a game death or real injury is not allowed. Battlefield participants should

only call a hold formnjunes or whena potentally dangerous situation anses such as a seven year old child straying ento the batte field. If

youare involved in a dispute then go find a reeve or remove yourselves from the field until the issue is resolved.

Batlegame Rules:

1) Switching classes orsides dunng a battlegame is not allowed unless specified by the scenanio or by a reeve.

2) Never handle anyone’s personal property without first having thew permission.

3) There cannot be more than 1 bow to every 5 people on a side —round fractions up.

4) Each side may only have one wizard, healer, dond and bard per ten people, rounding fractions up. Therefore, a team with
seventeen people may have no more than two of each magjc-using class

5) Players who break the nules may be removed from the game by a reeve.

Battlegame Restrictions:

The following activities are strictly forbidden:

1) Maneuvenng or engaging dunng a hold.

2)Staking at reeves or non-combatants

3) Calling a hold to retrieve spent items or derive other advantages

4) Trying to nfluence a game while youare dead.

5)Deliberately mimicking an ability that you do not currently have, such as casting a “pretend™ Finger of Deathas a barbarian,
Grand standing and bluffing is fine, as long as it can’t be eonfused with a real abiity.

6) Deliberately mimicking an ability that you do have, such as pretending to cast a spell but using the wrong wording,

T) Using rules loopholes or gray areas to denve an advantage on the battlefield.

Monsters
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Monsters are listed in much the same ways as
normal classes, though monsters tend to havea
much larger list of special traits and abilities than the L= I'.\\
normal classes do. When playing a menster, you !
muist always carry a complete descaption of the monster with you, have a copy for the reeve, and wear appropoate garb, If
you are a wizard or druid easting summening magjc, note that both the garh and the desenptions are part of the magic
component. There are a number of ways you can play a monster in a game. They include:

Standard Batlegame:
You must get the permission of the Monarch and the Pame Minister, and cannot play Quest monsters, or monsters with
a4:1 or greater rati you play a monster with a ratio of 2:1 or 3:1, when you are added 1o a side, the other side then
gets 1o pick 2 (or 316 3:1) people for the other side. Playing monsters with a 1:1 mto does not alter how teams are picked.

Level: When playing a monster in a standard battlegame, you play the as your standard ster level.

Summoned Monsters:
Some monsters can be summened in a standard batlegame. These do not normally require reeve’s permission, though a
reeve can always state what can and cannot be used in a battlegame. When playing a summoned monster, a player will
sacrifice lives to play the monster for one life. That player will be considered enchanted. Ifa player is dispelled while
playing a sur i . 1t kills him 1 ly.

Player lives/life: This is the number of lives a player has 1o give up to play this monster for one life. The player cannot
gain more than one life as a monster unless otherwise stated in the monster desenption. Players cannot give up lives they
do not have. Monsters who are killed cannot be reanimated. If Fesomectad, or given a life by a monk, they retum as theie
nommnal class, not as the monster,

Level: When playing a summoned monstes, a player’s level is that of the class lives were sacrificed from or that player's
level in monster — whichever is lower.

Quests:
Quests are simply special battlegames, The reeves and designers of these make speaal rules, and often have special
monsters, which are not used in the standard games.

Level: When playing monsters in Quests and other special battlegames, the designer of the Quest or the reeve will generally
set each player’s monster level based on what they wish or require. Summeoned monsters sull have the restnetions in level.
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Warp Wood (8, Sorcery)
C: D 1
I: Repeat x2 “By the power of nature [ warp that (object).”
R: 20ft
E: Ttems considered useless until Mended or dispelled
L: Only works on objects made of wood such as: arrows, bows, shields, spears, pole arms, madus, staves, and any other
game item declared to be wooden. Does not work on ammor, unless it is wooden anmor,
N: FParp [Food will not affect Hardened termns or Imbued Shields,

Warskill (N, Neutral)
C: Bard 4
E: Caster may use a single weapon (not weapon type) at no cost to spell points,

Wind (3, Sorcery)

C: Wizard 3

I: Repeatx2:
“Sleeping force of Wind I hail, send you forth a mighty gale.
Gentle sigh which onee beguiled, make your breeze tomado wild
Simwcco into cyclone gain, breeze become a humicane.
Make my enemy your foe; strike for me a telling blow:
Seream down from the mountains lugh: sweep those fighters towards the sky.
Coward, hero, fool the same, trapped wathin this deadly game.
Stake at foes, leave friends behind, bite them wath your teeth unkind.
Buiffet, whip them to the bone, toss them in a pile at home.
Then whisper a gentle song, and retum where you belong—
Nestled *gainst the azure sky, song in forest, willows” sigh.”

R: Line of Sight

E: All enemies in sight are blown back to their base and considered out of game untl they arnve,

Wounding (8, Death)
C: Healer 3, Wizard 2
I: Repeat x2 “From my heant | stike off your (aght or left /arm or leg).”
R: 20
E: Vietim’s mb i wounded.
L The vietum must be unwounded prior to spell casting,
N: May be cast while moving, Wizards do not require a spell book or seroll to cast. Has no eftect on an injured player. Will
outnght kill mensters that die on wounds.

Yield (3, Control)

C: Bard 5, Healer 3, Wizard 3

1: Repeat x3 “Yield thy arms and resist no longer, come unto me and be my captive.”

R: 50 fr.

E: Vietim lowers weapons and surrenders to the caster, moving in a stoaight line ata brsk walk —until at the caster’s side — where
they then begin a 300 count. Duning this spell they stay by the caster’s side and cannot fight, cast magic, or use abilities. The
caster may free the victim at any time for any reason. If they are not killed before the spell ends, they must retum to their
base, and are then able 1o act freely. May not be physically restrained to prevent the player from returning to base or going,
1o the caster [f the caster dies the player remains near the body untl their count expires.

N: Other magic may still affect the victim during the duration of ¥l
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Game Etiquette:

While not abselutes, the following conditions have stood the test of time and should be observed:

1) Do not use a hold to gather or retain spent equipment or vahmble game items. A reeve or the other team may grant a person
the opportunity to pick up spent equipment if they are simply asked.

2) Do not use a hold to avoid a death or get out of a bad situation.

3) While itis honorable to return the other team’s spent equipment (magpcal balls, weapons, expended arrows, ete.), itis not
mandatory. Don't delay or stop play to return equipment. Similarly, don’t attack someone who is being kind enough to
retlrn FOUr own team'’s items.

4) As stated before, players should remove themselves from the field when discussing, disputed blows or rules. This 1s not
always practical in the immediate heat of the moment. Ifyou see a dispute, do not engage or stake at those mvolved. By
the same token, don’t use the of a headshet, or resolving a dispute to save yourself when the
enemy has you dead in his sights. Example: You are noc:denla]ly struck in the face, md simultaneously cleaved in two from
belind by another opponent; you are still dead.

Garb:

Each class has its own particular garb parameters. In addition, there are centain other garb elements that denote special positions,

Note that all bartlefield participants must be in “period™ garb (tunie, robe, armor, ete.):

1) White belts (any belt more than 25% white), unadomed chains, and spurs are reserved for knights and may not be worn by
others. A knight may also choose to tnm a knights white belt with a color particular to that order of knighthood: Gold for
Crown, Silver for Sword, Red for Flame, and Green for Serpent.

2) Red belts (any belt more than 50% red) are generally only worn by squires.

3} Black belts with silver tnm are generally only wom by men-at arms.

4) The Phoenix is the symbol of Amigard. White and Black Phoenixes are reserved for knights. Gold Phoenix on
a red background is reserved for Wadord. Otherwise, the phoenix is genernlly only worm as part of kingdom heraldrey.

5) A diagonal slash of aguild’s distinct color, worn on a belt, baldric or tunie, is the mark of a class master.

6) Guildmasters are entitled 1o wear favors marked with the symbael of their guild.

7) Theuse of crowns and coronets is reserved for royalty and nobility, although their retainers may wear the symbol of a crown

on their garb.

8 Most ses and many individuals choose 1o register their personal symbels and eolors. Wlle not speafically disallowed, it
is mm:de red bad form to use another’s coat of arms without his agreement. Personal symbaols and colors should be

d wath the Guald of Heraldry and the Prme Minister.

9} Single color belt favors are indicative of a fighter’s relative standing wathin the fratemity of Order of the Warnor

10) The garb of a page is a yellow belt (not a sash as per wizard) and is generally not wom by others. A non-fighting page must
also wear a gold “enchantment™ stap if on the feld.

11) The use and application of good garb is important in creating the correct mood of the Amtgard battlegames and events. All
members must be garbed in a “period” fashion. Newcomers should have their own garb (and weapons) wathin a month of
having first attended Amtgard, Itis easy and mexpensive to fashion a T-tunic or tabard, and plenty of people are willing 1o
help. If you have questions about garb or any area of the rules, then all you have to do is ask.

12) For the purpose of determaning what class people are playing, class sashes must run diagonally across the chest from one
shoulder to the opposite hip. They must be at least two inches wide.

Non-Fighting Types

If you do not want to fight but wish to participate in a battlegame there are a few classes that do so:

Reeve — The garb is a gold tunic, headband, or sash. The reeve is a referee for the battlegame. The reeve should be
impartial, fair, have a good eye, and be well versed in the rules, The reeve has the last say in any decision ina
battlegame. The reeves do not fight and should not be purposefully hit or touched in an offensive manner. The
Guildmaster of Reeves shall deal with biased, unfair, or incompetent reeves.

Page — Garb consisting of his master’s device is optional. Mon-fighting pages may retrieve spent equipment, but may not
retrieve or carmy new or extra equipment. Must wear a gold enchantment strip around right wrist.

Color — Garb is encouraged. It is not a class, yet includes everyone else who wishes to participate in the mood and
ambiance of Amtgard. Examples include minstrels, water bearers, serpent knights, and many others.

Ants and sciences guilds — Artisans, smiths, garbers, etc.
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Fighting Classes

and
Abilities
Fighting classes are listed in the following manner:
Name: The name of the class.
Historie Examples: This lists lustoneal or fantasy ples of each class plus a boef overview:
Garb: All participants must dress in a tunic, robe, armor or other penod garb. Tlas lists
** additional garb that is required to denote playing the class. Youare expected to dress in
medieval-looking garb in addition 1o this class speafic garb. Failure to do either will resultin
playing the peasant class.

Requirement: A few classes list experience requirements. If you do not meet these requirements you may not play nor gan
credits in that class.

Armor: This lists the maximum point value of armor the elass may wear. For example a scout ean wear three points of armor.
Thus, he could wear average-quality chain, exceptional-quality leather, or poor-quality augmented mail. Note that you can
always wear armor with a point value higher then you are allowed use of, but in these cases the armor simply gives you the
maximum allowed for your cdlass. Example: a scout weanng full plate sull only gets three points from it

Shields: Largest size shield available toa class,
Weapons: This lists what types of weapons the class can use.

Immunities: Lists what the dass is immune to. If a creature or player has immunities, these take precedence over losing points
of invulnerable armeor or normal invalnerability. Immumnities never extend 1o any sort of non-invulnerable armor or
equipment of any sort. For example, scouts are immune to Lart. If Lot is caston a scout who has a Profe on, he does not
lose a point of invulnerability from it. For purposes of immunitics, traps are any magic or ability with the word “trap™ n
the name, and poisons are any ability or magic with the word poison in the name.

Lives: This lists the number of lives the class has,
Limitations: Some classes have restrctions. For example, barbarans are restacted from wearng enchantments.

Traits: Traits are class attobutes that function all of the time without activation being required, This includes such things as
extra lives and the abality 10 wear extra armor. Traits are denoted with a (T) and are always non-magzeal in nature.

Abilities; Powers orskills that must be activated to beused, Abilities are denoted as either Magical (m) or Extraordinary (ex).
Unless otherase specified, class abihity enhanced equipment cannot be used except by the player who enhanced the equipment.
Formstance: a warmor cannot loan his Improved Weapon 1o another player, even another warnor.

Credits and levels
1f you wish to fight or participate in a battlegame, you must conform to one class for each game. A person may advance in level
in a class after having the requisite credits and passing a class test administered by your class Guld t. Only one at
crecit may be given on a single day. You must play the class you wish to gamn ereditin. If no class 1= played but fighting takes
place, you may take a warrior credit, All classes gain new abilities and levels at the following rare:

1" Lewel - less than 13 credits of expenence in that class

2% Level - atleast 13 and less than 25 eredits of experience in that class

3 Level - atleast 25 and less than 37 credits of experience in that class

4% Level - atleast 37 and less than 49 eredits of experience in that class

5% Level -atleast 49 and less than 61 credits of experience in that class

6" Lewel - 61 or more credits of expedence in that class
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Touch of Paralyzation (E, Sorcery { Effect is Subdual})

C: Druid 2

M: Enchantment cloth

I: Repeat x10 “Pamalyzation.” Tie cloth on person.

E: If bearer of this enchantment touches a player, that player is paralyzed and may not move for a 100 count. Bearer must
state “Pamlyzation” to the victim as he delivers the touch. The effects are similar to a subdual blow.
Will work through clothing, but not armor of any sort.
Does not have 1o be discharged on the next person d after the enck 15 cast, but ean be saved untl itis
needed; must be d when discharged. The If is Sorcery, butits effect when released is Subdual magic.
Targets may not be hed in an illegal, dang; , ot offensive manner. Counts as one hit against invulnerability and
mvulnerable armor. One use only.

Zr

Transform (E, Sorcery)
C: Wizard 6
M: Appropnate monster garb and monster handout

1: As player dresses in monster garh, caster constantly repeats “I transform thee into a (Monster being transformed into).”

E: Playersacrifices lives as listed in the monster section to play a monster for one life.

L: When a player is playing a summoned monster, their player persona is considered out of the game, and is not used. If the
monster has levels, the player may play the monster at his class level or monster level, whichever is lower. Forexample a
playeris a secondlevel wizard who iz being trans formed into a Pegasus. The player playing the wizard is also a fourth level
monster. When summened, he plays his Pegasus as a second level Pegpsus. If he were a fourth level or higher wizard, he

could have played the Pegasus as at fourthlevel (his level). Restncted to the following monsters: Mummy, Dreyad,
Unicom, Siren, Goblin, Pegasus, and Skeleton. Must be approved by the appropnate group officers.
N: The garb for the must meet required lards. Once the monster dies, it is out of the game. May be removed by

Degpel Mapiq thus killing the monster. Player does not recover the sacnficed lives back if this is done, Transformed players
no longer play by their class rules, but by the rules of the monster class they have become.

Truth (3, Control)
C: Bard 2
I: State “Truth” followed by a single yes or no question.
R 20f0
E: The target must answer the question truthfully, If the answer is unknown the target may state so, thus ending the spell.

Visit (N, Neutral)
C: Bard 1
I State “Visit” followed by a 150 count, dunng which the caster may make no hostile actions or the magic must be restarted.
The caster may defend himself if directly th d, but must disengage as soon as possible. The count is not a casting,
action, but time recuired for the /757 to take effect and must be counted so it can be heard 50 ft away. The caster must
rernain at his base during this count or the magie must be restarted. Is not used up unul count is success ful.

E: The caster may enter and sit within/at the enemy base and /or position, and perform and talk with them. Dunng this time
neither the caster nor the enemy may attack one another or cast hostile magie at each other. To end the “171#” the caster
mist declare that he is leaving and tag his base before returming to the game,

L: Monsters may choose to ignore [Vifand attack the caster

Vivify (N, Neutral)
C; Wizard 5
E: Gives the caster one addinonal life.

Voice (N, Neutral)
C Bard6
E Allows the caster to purchase five magic points worth of druid magic from any level Magic bought is considered to
be druid magic, regardless of the class of the caster.
L May not be used to purchase neutral magic. Foice does not allow the caster to exceed the maximum number of uses
of the magic that may be purchased 1.e. You may only purchase up to two Fingers of Deaths. You may not purchase
any druid magic that is also on your native spell list



Rules of Play 7th Edition

Stun Weapon (E, Subdual)
C: Wizard 1
M: Enchantment cloth
1: State “May this weapon stun its vienm,” tie cloth to weapon.
E: Allows a thrusting weapon such a a spear or arrow 1o be used to subdue.
L: Does not allow the weapon toaffect monsters that are only affected by magic weapons,

Summon Dead (3, Spunt)

: Healer5

: Repeat x5 “I summon thy corpse.”

50 fr.

: Dead person may retum to the healer butis not again alive,

: May be used on people in mirvana (if in range): this does not interrupt the count on a person’s death. The player is not
compelled to return to the caster, but only has the option to do so. The spell is expended either way,

ZmE a0

Swords to Plowshares (3, Spirit)
C: Healer2
I: Repeat x2 “Cast down your weapons and retum to the earth™
R: 20t
E: Target wounded person is healed of all wounds. One weapon carned or wielded by target is destroyed (casters choice).
N: May only be used on a wounded person carrying or wielding weapons.

Talk to Dead (3, Spint)
C: Bard 2, Healer 1, Wizard 1
M: Dead Person
I: Repeat x10 “Speak to me.”
R: Touch
E: Dead person must answer one “yes or no” question truthfully with “yes.” “na” or “T don’t know™

Teleport (3, Sorcery)

C: Druad 5, Healer 6, Wizard 4

I: Repeat loudly x5 “Teleport;” upon ardval loudly x5 “Araving ™

R: Touch

E: Target goes to any one location of the easter’s choree, Cannot harm others nor be harmed dunng transit. Treat as Out of
Game until at location, and may not be affected until the final “Arnving” has been stated. Example: A player casts Tebpars
and chooses as his destination the base of his enemy. The enemy cannot notice his transit to the area, but does notice
when he starts repeating “arciving” and may not affeet him in any way untl he finishes the final “arnving,”

]

L: Must go steaight to location. Should quietly tell reeve or teammate destination. May not be followed (Exception - Tracking).

Location must be a fixed location, cannot be something like “Where the bandits are hiding the captives™ if thus location is
not known. Cannot be used on unwalling targets and attempting to do so results m the spell being wasted.

Standard Classes

Anti-Paladin

These are the standard bad guys of legend. Almost any adversary in a stock fantasy movie
can qmlify as an Anti-Paladin, but histoncal cases abound — ranging; from Viad Dracul’s
persecution of Turkish prisoners to Mongol wardords boiling opposing chieftains alive.

Examples: The Kurgan, Mordred, the Black Krught, the Nazmd, Tamedane, Sic Francs Dashwood

Garb: Must wear a white belt and have a Black Phoenix openly displayed on clothing or ammor.
Requirement: Must have been a Knight for twelve wecks
Armor: 4 points
Shields: Large
Weapons: All Melee, javelins
Immunities: Control

Lives: 4

Abilities & Traits:

Levels

1*None

g Touch of Death (ex) (1/game)

ko Poison Weapon (ex) (1/game)

4 Steal Life (m) (1/game)

o Innate Ability (choose one before game starts):
a Poison Weapon becomes 2/game
b Fear (m) 2/pame

[ Immunity: Flame

Touch of Death becomes 1/life

Archer

Everyone knows the legend of William Tell, and that story has a basis in fact in the Welsh Archers who long resisted Batish rule
before making the English longbow world-famous. Other outstanding examples include the kyudo archers of Shogun-era
Japan, and the Sioux Dog Soldiers.

Examples: William Tell, Odysseus, Pans of Troy, Robin Hood, Bard of the Dale, the Ettrick Foresters, and Minmamoto Tametomo

Official

w
=

=3
2 Garb: Orange sash (plus must carry a bow or crosshow)
Thornwall (FE, Sorcery) % Armor: 3
\"f{r %ﬂ;dﬂﬂ 4 ol W Shields: None, mnitially
A 1. Brown ans rocn th. i} e :
I: Lay dothin stenght line, rise hand in air, repeat %10 “Thoms come forth.™ - ]“‘"“P‘-"‘f'f D.n:‘;?‘;tz, short, long, long or short bow
E: Creates a 10 ft long impassable wall of sharp thoms. [ ]:’inmunlhes. e
L: This wall can be destroyed by 10 hits with a melee weapon, or a hit from a flame effect (Fireball Flameblade, Flame Arrow, > ves:4
ete). If struck by a flame effect, the wallis treated as a Flamenal/ for a 100 count before being consumed and disappearing, o
o Abilities & Traits:
Touch of Death (E, Sorcery { Effectis Death} ) Levels
C: Healer 4, Wizard 3 ‘e 1" Bowyer (ex) (1/life)
M: Enchantment cloth 2% Stun Arrow (1/reusable) (T)
I: Repeat x20 “Touch of death,” tie strip on person. g Flame Arrow (ex) (1, reusable) (T)
E: Bearer of enchantment’s touch kills (via either hand). = 3 Accuracy (T)
L: Will work through clothing, but not armor of any sort. <4 4  Totalli o4 se 105 (T
N: Does not have 1o be discharged on the next person 1ouched after the enchantment is cast, but ean be saved until itis A?:mtwl:::::: ‘;‘:_;w i]1 /eeusable) (T)
needed; must be announced when discharged. The magje itself is Sorcery, butits effect when released is Death magic. = S Ma P_us & 1 shielde (T RS
Targets may not be touched in an illegal, dangerous, or offensive manner. Counts as one hit against invulnerability and K o oY e s A0
invulnerable armor One use only. g 6" Penetration Arrow (1/reusable) (T)

[
o
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Assassin
Assassins were once so powerful in the Middle East that Hulagu Khan had o storm their mountain forteess when they

A

ded tabute. Renai Italy and its setting of political intague made the courtly killer somewhat of an art form.

Examples: The Ninja, the Borgas, the Jackal, Hassan-1-Sabah, Sir Franeis Walsingham

Garb: Black sash plus must wear a mask or concealing face paint. Mask may be worn around neck.
Armor: None initially

Shields None mitally

Weapons: Dagges, short, long, throwing weapons

Immunities: None

Lives: 4

Abhilities & Traits:

Note: Each time an assassin plays in a battlegame, he must choose which abilities he is using for the
entire battlegame. He can switch them between each batlegame as he sees fit

Levels

1"
ol

3t

48

&

Mo additional abilities

Innate Ability (choose one):

a. May use a short bow or hand crosshow (T)

b. Poison Weapon (ex) (2/game)

e Teap (ex) (1/game)

Innate Ability (choose one from this list or any lower level ability not already taken):

a. Touch of Death (ex} (1/game)

b. Teleport (ex) (2/game)

c. Antidote to Poison (ex) (1/life)

Up to two poutts of armor may now be wom (1)

Innate Ability (choose one from this list orany lower level ability not already taken):

a. May now use small shaelds (T)

b. Assassinate (ex) (2/game)

Innate Ability (choose two from this list or any lower level abilities not aleeacly taken):

. Take Teleport again (must have already been taken once} Teleport becomes (1/life)

b. Take Assassinate again (must have already been taken onee), Assassinate becomes (1/life)
. Take Poison Weapon again (must have already been taken once), Poison Weapon becomes (1/life)
d.Take Trap again (must have alecady been taken once), Trap becomes (1 /life)

Barbarian
The Chinese, from andient periods onward, have considered everyone else to be Barbanans, and oddly encugh itis the Eastem

tradition from India to China that gives us the image of avilization defending itself against the nomadic hordes of such
peoples as the Tartars, White Huns, Seljuk Turks, and other steppe trnbes.

B

Garb: Blues and browns, furs and leather. Must wear a fur or leather sash that cannot reasonably be mistaken for the sash of any
other dlass.

Armor: 2 points

Shields: Larpe

Weapons: All melee, short bow;, projectile weapons

Immunities: Subdual

Lives: 3

ples: Conan, Yellowbeard, Leif Enksson, Hannibal Barca, Attila the Hun, Alarie the Vandal, the Voivodes

Cannot carry ench May not use relics except Hamdalls Hom.

Abilities & Traits:
Levels

1

2
E
4
5%

o

Berserk (ex) Onlastlife

Total lives increases to 4 (T)

Fight After Death when Bersetk (T)
Powerful Blows (T)

Total lives increase to 5 (T)

Total lives increase to 6 (T)

Berserk on last two lives
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Shove (3, Sorcery)
C: Wizard 1
I: Repeat x5 “T shove thee.”
R: 20ft.
E: Forces victim to back up 20 feet
L: Cannot force a person into a ! ly clangerous p
N: Will work against persons under effects of Ifz.&a!.’ Er:.rm;g!e Mg and Slkep magge.

Silence (FE, Sorcery)
C: Diruid 4
M: 20 ft. Measure, Green markers for 207 rachus
1: Setup markers, stand in middle with both hands above head and repeat x5 “May no form of sound, speech or noise be
heard in this place ™
Mo speech (talking), incdluding magjc casting, is allowed in the enchantment’s radius. Magic may be castinto or through
Sthemee, however.
N: Speaking requiremnents used m class abiliies to allow others 10 know what the player is doing (sanctuary chant, ete ) Are not
affected and may still beused.

Sleep (3, Subdual)
C: Bard 3, Healer 2
;—: g;l;enxz “Listen and let the Gghting cease, close thy eyes and sleep i peace.”
- 20 ft,

E: Vietim must lie down and “Sleep” for a 100 count.

L Sleeping people cannot be killed. The tagget and their possessions may not be harmed. The target may not be moved except
via the Show and [ind spells. The target’s possessions may not be removed from his person. This spell may not be
Cancelled,

m

Sphere of Annihilation (B, Sorcery)
C: Wizard 6
M: Black padded “sphere™ ball with streamers.
I: Hold ball in hand and repeat x5 “Sphere of annihilaton.™
E: Will destroy anything it touches; even Imbued or Hardened itemns. Counts as one hit agamnst invulnerability, 1s not stopped
by any non-nvalnerable armor. Weapons and shields are considered separate from the person holding them. Objects
destroyed by Sphere may not be Mended Will stop Fight After Death. Players killed by Splers may stll be Regomeged.
L: Bounces do not count. Invulnerability does work against this magic, and Profection from Magic stops this.
N: A player may only have one magical ball for this magie.

Stack (M, Neuteal)
C: Wizard 6
M: Tie abbon onam of person receiving extea enchantment.
E: Youmay place one extra enchantment on a single player or his equipment.
L: May not be used on self, nor may 1t be Stacked on nself. May not be used with enchantments cast by other players.
Arttuned and this magje do not stack.
N: The eost must still be paid for the two enchantmenis to be used.

Stoneskin (E, Protection)
C: Druid 4
M: Enchantment cloth
I: Touch recipient, repeat x5 “May nature protect thee fromall forms of attack,” tie doth to players arm.
E: Player gains one point of mvulnermbility s per o) and one point of armor (as per Barkokin).
L: Cannot be used with any other anmor.
N: This enchantment can be simul-cast up 1o two umes, giving the target two pomnts of invulnerability under two points of
armor. May be cast on players that cannot nonmally wear armor.

Stun (3, Sorcery)
C: Healerd
I: Repearx 2 “By the mdiant power of pure white light T swun thee”
R: 20
E: Affected player may not move, speak, cast magic, fight, oruse class abilities fora 100 count. They are considered completely
senseless to the wordd around them.
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Regeneration (E, Spint)
C: Druid 5
M: Enchaniment cloth, player
I: Repeat x5, “Endless health unto thee,” tie cloth to person
E: Players bearng this enchantment will £ ngle wound m a 50 count and are immune to poison. The player may not be
fighting to gain this benefit. Fighting will nterrupt the H
fighting, The last five seconds of the count must be said aloud and audible 1o fifty feet.
L: You must be alive to gain the benefits of this enchantment. Will not work on armor of any sort.

J count and cause the player to have to start over when they stop

Reincarnate (E, Spirit)

C: Drud 6

M: Dead person, appropate garh, monster handout

I: Repeat x3 “Leall thy spint back from the realm of death, inhent this new form and serve me untl thy destruetion.™

E: Player sacrifices lives {listed in the monster section) to play as a monster with one life.

L: Restncted to the following monsters: Lizard man, Dryad, Unicorn, Hill Giant, Regenerating Troll, Centaur, Brownie and

Siren. Must be approved by the approprnate group officers.

N: The g;lrb for the monster must meet required standards. Onee the monster dies, it1s out of the game. May be removed via
Dispel Magie: Player does not get the sacrificed lives back if this is done. Feimaamaed players no longer play by their class
rules, bul by the mles of the class they have become.

Sorcery)
=r 4, Bard 6, Dinad 5
%3 “From thy bindings thou art released ™

E: Dispels the effects of one subdual or control magie such as ! anple, or Petrify, upon the target. Target s immediately freed.
N: If cast on someone in a Legend, they may not be retargeted by that Legend spell for its duration

Resurrect (3, Spint)
C: Healer3
M: Diead Person
I: State once:

“Sword Cut, spear stab, mace smash, arrow jab,
Let the white light of healing descend on thee.
Sword Cut, spear stab, mace smash, arrow jab,
Let the white light of healing stop thy spilling blood
Sword Cut, spear stab, maee smash, arrow jab,
Let the white hight of healing mend thy bones.
Sword Cut, spear stab, mace smash, arrow jab,
Let the white light of healing close thy wounds,
Sword Cut, spear stab, mace smash, arrow jab,
Let the white light of healing restore thy
Sword Cur, spear stab, maee smash, arrow jab,
The white light of healing hath resurrected thee.™

R: Touch

E: The dead person is alive again, negating the last death and removing all negative effects onthe player such as Yiek

L: A dead person cannotmove on his own nor speak in ordet to encoutage a caster 1o Resir hum. A person that moves
from where they died (barmng removing oneself from impeding play) cannot be Fe {spell 1s
used first. Will not tum monsters back to human. Monsters created by magic may not bc Fa.f.'xm.:»:a. All wounds and
damage 1o natural armor the dead peson had prior to dying are repaired

N: A dead person may rermain on the field as long as he wishes, but may not affect the battle or impede play. Enchantments
not elimmated by combat effects or not speaifically prohibited may be retained by a Resorected person.

Sever Spirit (3, Spint)

C: Healer 4, Wizard 4

M: Already dead victim

I: Repeat x2 “On life thou has no hold, thy corpse is growing cold, discard this empty husk, thy spint resides at dusk.™

R: Touch

E: Causes corpse to be impossible to Rear, Retnairnate, arm, or raise from the dead in any manner.

L: May only be used on dead bodies (undead creatures must be killed and then Civd before this spell wall work on them,
though see below)

N Will permanently kill undead ereatures tha
has not yet reached Nirvana, even if they

re on their last hife and will kill a
ve moved from where they died.

b outnght. May be used on any player that

on
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Bard

Bardic history 1s mostly ued in with the eardy oral trachtion of the dnuds and Norse skalds.

Medieval Europe does give us a case of actual singing knights, many of them
female, from the independent French province of Aquitaine before it

was crushed by the Papacy.

Examples: Sarafin, William Shakespeare, Alan O'Diale, Homer,
Schehemzade, Circe, Bragi, Snor Sturduson

Garb: Light blue sash, plus must carry a musical imstrument

Armor: Mone

Shield: Medium (will subteact from magic pomts)

Weapons: See the Magic section for a listing of weapons used. \’(c.lpon-l
subtract from the Bard’s magje points

Immunities: None

Lives: 4

Abilities & Traits:

Bardic Charm: Some monsters may be immune to the contral school,
but not bardic charm. Bardic charm is any control magic that is cast by a
bard (even those bought wath o).

Magic-user: Bards are magic-users and gain magye at each level. See the Magie section for
more details

Druid

Neolithic anthropological evidence indhcates
matriarchy and mother worship in Centeal Europe, the ongin of
the proto-Celtic Beaker and Axe peoples. It is highly possible that
many if not most eardy Dnud-types were priestesses mther than
priests,

strong tradition of

Examples: Galadriel, Johnny Appleseed, Lady of the Lake, Cathbu,
Tom Bombadil, the Green K_n'lghl

Garb: Brown sash

Armor: None

Shield: Small, will subtract from magjc points

Weapons: See the Magie section for a listing of weapons used.
Weapons subtmct from the Drud's magic points
Immunities: None

Lives: 3

Abhilities & Traits:

Magi Diruids are magjc-users and gain magic at cach level.
Zee the Magje Section for more details.

Levels

1" Noadditional abilites

2 Number of lives increazes to 4 (T)

¥ Pass Without Trace (ex) (2/game)

4" Immunity: Poison

5% Immumty: to magie from fey monsters
6" Immumnty; Control
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Healer

This mmage has been somewhat forged between clencs and the “hedgemagickers™ that preceded Chnstamity. Cur modern view
of the fighting “Healer” stems from early medieval cleneal use of bludgeoning weapons, so as not to break the implied Biblical
prohibition against drawing blood.

Example: Hippocrates, Chiron, Elrond, Goldmoon, Archangel Raphael, Galenus, and the Hospitallers

Garb: Red sash

Armor: Mone

Shield: Medium, will subteact from magje points
Weapons: See the Magic section for a listing of weapons used. Weapons subtmet from the Healers magic points.
Immunities: None

Lives: 4

Abilities & Traits:

Magic-user: Healers are magie-users and gan magic at each level. See the
Magjc Section for more details.

Monk

Shaolm and Buddhist temples manned by fighting Monks who leamed 10
fight wath their hands and strange implements when their wadords forbade
them 1o use swords are the classic image of this class, Howewver, many
Asianc and Amencan tobes had strong tracditions of wrestling, and the
Shogun-era Japanese had a plethora of ammed warnor Monks whose wrath
was feared by even the Emperor.

Examples: Bruce Lee, Qui Chang Kane, Dread Pirate Roberts, the
Bloodguard, Benkei, Pachomius, the Sohei

Garb: Gray sash
Armor: None
Shields: None
Weapons: Dagger, short, long, pole arm
Immunities: Ganed at later levels
Lives: 4
Abilities & Traits:
Levels
1*  Heal {m) (1/life, Self only)
Missile Block (T)
2 May now use throwing weapons (T)
Immunity: Poison
Transfer Life (ex) (1/game)
3 Immumty: Control
Touch of Death (ex) (1/game)
4% Greater Missile Block (T)
Banish (m) (1/life)
5% Banish (2/life)
Immumity: Death
Sanctuary (ex) (1/life)
6" Immumity: teaps
Heal (2/life, Self Only)

Monster

Monsteris a special class. Creditin Monster can only be taken twiee a month,

but as you inerease weeks in Monster, you increase it for ALL monsters. Thus
if you have 13 weeks in Monster, you can play a 2 level Manster of any type
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Protection from Flame (E, Protection)

Dreuid 3, Wizard 2

Enchantment cloth

Repeat k10 “Protection from the element of fire,” tie cloth on person or objeet.

Protects against all forms of flame, mcluding all magie of the Flame School. Treat the relic Soord o Flame and a sword
enchanted with Flameblade as dealing ordinary hits.

N: Negates a Fiebal’s negation of Jeballand Entangle.

B0

Protection from Magic (E, Protection)
C: Wizard 4, Healer 6
M: Enchantment cloth
1: Repeat x10 “Protection from all forms of magje,” tie cloth on person or object.
E: Blocks all fonms of magje, even beneficial magic such as Hea/and Recuredt,
N: Treat weapons with Imébse [Peqpon cast on them as normal weapons.

Proteetion from Projectiles (E. Protection)
C: Wizard 3
M: Enchantment cloth
1: Repeat x10 “Protection from projectiles,” tie doth on person or object.
E: Protects from all non-magie projectiles.
L: Ineffective against magic balls, the Dagger of Infinite Penetration, and weapons bearing Magwa! Projedtile.
N: Will stop Siege Weapons that are projectiles,

P ion from Subdual (E, P 10n)
C: Bard 2
M: Enchantment cloth
I: Repeat x5 “Thou shall have freedom of movement,” tie cloth on target.
R: Touch
E: Target is immune to subdual magic and abilities. Target also gains immunity to being subdued or held in place by any
means except for the S spell.

Pyrotechnies (3, Flame)
C: Diruid 4, Wizard 4
1: Repeat x5 “I call upon the element of fire to destroy that (ebject).”
R: 50 fi
E: Objectis destroyed.
L: May be repaired by a Mend Does notaffect bases, relics, game items, items beanng the Harden enchantment, Inbued Shields
or any enchantment. Is stopped by Protection from Magse and Protection from Flanve.

Reanimate (E, Spint)
C: Wizard 5
M: Enchantment cloth

- Repeat x10 “Rise and fight again,” tie dloth on player

E: Player temporanly comes back from the dead to loyally serve the caster. This enchantment lasts for a 200 count or until the
player’s death count is finished. When the time has clapsed the player is once again dead and may return to life when his
normal death count has expired, or immediately at hus base if his death count expinng ended the Reanimate, Any player
having Feammate cast on them is affected as per Sever Spint.

o Degpelwll kall. Wounds (other than the one which killed) and damage to armor remain, but may be Healed or Mended as
nommal. Reanimated players may not use magic or per life /game abilities though any that were already in effect already
(i.e. A warnor who had already Improved their shield would retain his Improved Shield).

N As Fegmimate is an enchantment, person does not retain enchantments carned before death unless they are able to bear two

enchantments (e.g, 6* level scouts and wizard Stack). Bvenif this is the case, if they were beanng two enchantments only
one may be retamed.

=
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Petrify (B, Subdual)
C: Druid 5
M: Padded gray “petafy ball” with streamers
I: Hold ballin free hand, repeat x5 “Petnfy™

E: Vieum s stuck in place, a stone statue. The vietim may not move or commumieate in any fashion until the game 15 fimshed.
He and his equipment cannot be harmed. Engulfing,

L: Aball may not be reused if the spellis in effect (on a victum), but may be reused once the victim is free.

N Heleare or Digpel Magicwill instantly free the victim, while Healwall free the player in a 150 count starting from when the Hea/
is completed. Shore, Teleport, and [¥ind may be used normally on an affected victim, but he may not otherwise be moved.
Mo other magic will affect themn. A player who takes a death while under the effect of Perify may not in any way retum
from the dead, wath the obvious exception of his normal death count, until a Swnmon Dead has been cast on the corpse.

Plant Door (3, Sorcery)
C: Drud 3
M: A wee taller than the caster.
I: Touch teee with both hands, repeat x5 “Open up and receive a loyal protector of the forest”
R: Self
E: Caster1s assumed to be mside the tree, and may not be attacked. May cast Verbal magie, but st touch the tree or spell
ends.
L: If the tree s hit 10 umes by a slashing weapon, or if a flame effect stakes 11, it1s destroyed and the caster i1s no longer
protected. The caster may not fight wath weapons while the spell is in effect. The caster may be affected by Verbal magie
while heis casting magic.

Presence (N, Neutral)

C: Bard 1

M: When used, must tie a blue ribbon upon an amm

E: Due 1o respect and awe for the position, all barbanans will not attack the caster during alife in which Prerence is used. Also,
due to professional respect, druids and monks of lower level than the caster will notantack the caster.

L: If the casterattacks or casts magic at a barbanan, monk, or druid who is affected by Fresene, that person may ignore the

affects of the caster’s Prerener for the rest of the game.

N: Players that are Berserk ignore Presence

Protect (E, Protection)
C: Healer 3, Wizard 3
M: Enchantment cloth
I: Repeatx10 “May this magic Protect thee,” tie cloth on person
E: Person enchanted 15 immune to the first hut of any kind or the first magic cast against hum. This is one level of invulnerability,
N: May be simul-cast up to two times on the same person, protecting against the next two huts. May not be Mended

Protection from Control (E, Protection)
: Bard 1
M: Enchantment cloth
I: Repeatx5“Thouart Fearless and Brave,” tie cloth on target.
E: Targetis immune to Control magic and abilities,

Protection from Death (E, Protection)
C: Healer5
M: Enchantment cloth
I: Repeat x5 “[ protect thee from death,” tie cloth on person
E: Target is immune to Death magic and abilites.

Protection from Disease (E, Protection)
C: Druid 3, Healer 3
M: Enchantment cloth
I: Repeat x5 “T protect thee from disease,” tie cloth on person.
E: Person is immune to all forms of disease,
N: This wall protect a person from being converted 10 an undead or lycanthrope.
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Paladin
The perfect good guy comes to save the day. Paladins exist in the myths and legends of all cultures. Be it the Geatlander Beowulf
slaying Grende or the Norse god Ther battling the Midgaard Serpent, Paladins have been with us since prelustory.

Examples: Joan of Are, Galahad, Bovide, King Arthur, Roland, Peraval, the Twelve Peers of France, Don Quixote, Arcite,
Palameon, Dhetnch von Bem

Garb: Must wear white belt and have a White Phoernix openly
displayed on clothing or armor

Requirement: Must have been a Knight for 12 weeks
Armor: 4 pomnts

Shields: Lage

Weapons: All melee, javelms

Immunities: Subdual

1*  None

2 Heal (ex) (1/game)

3 Extend Immunities (m) (unlimited)

4 Resurrect (ex) (1/game)

5 Innate Ability (choose two before game starts):
a. Heal becomes (1/1life)
b. Resurrect becomes (2/game)
d. Awe/Fear (m) (2/game)

6 Immunity: Death

Peasant : /
Peasants are players who do not have appropriate garb for a class but still want to play. You may take credits in peasant but they
have no levels, so no advantages are gained from dong so,

Garb: None

Weapons: Dagger, short

Armon None

Shield: None

Lives: 4

Limitation: I= only played if a player does not have garb and equipment for any other class. Must be played if appropriate garb
is not wom.

Raider
Anew player can play the raider class during the first four weeks of his attendance.
Anew player can take credit his first four weeks as a warnor even if he plays raider.
A player must always have the basie garb requirement (the sash) to play a normal class, even as a new player. However, new
players are not required 1o have full garb (tunie, ete) to play a class. Players who have four or more total credits are no longer
considered new players and should have full and appropriate garb. Players without appropriate garb must play the peasant class.
Garb: Black and wlite or headband.
Requirement: May only be played if the player has a combined total of four credits orless
Weapons: Dagger, short, long, reach
Shield: Large
Armor: None
Abilities & Traits:
a Have two points of Prated? on them each life. Cannot be dispelled. (T)
b They and their equipment are immune o all non-spairit magge. (T)
¢ Their equipment is indestructible by any means. (T)
Limitations: May not cany enchantments.
Lives: 5
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Scout
Anyone who survives for any time in the wilds leams the lay of the land. Many Native
Amercans are aghtly seen as good teckers orScouts, as were the mountain men who followed.

Examples: Stader, Hiawatha, Linle John, Baden Powell

Garb: Green sash

Armor: 3 points

Shields: Small

Weapons: Dagger, short, long, staff, throwing weapons, short bows
Immunities: Immune to both maggeal and non-magieal forms of Lo
Lives: 4

Abilities & Traits:

Levels
1

2ud

y (choose one of the following):
a.Stun Arrow (1 /reusable) (T)

- b.Flame Arrow (1/reusable) (T)
7 ! w 3 Antidote to Poison {ex) (1/life)
Truth (ex) (1/life)
Camouflage (ex) (1/game)
Imnnity: Traps
= Tracking (ex) (1/life)
Earth Bind (ex) (2/game)
Tracking becomes | )
N May now use a erossbow or longbow mstead of a short bow (T)
b Attuned (T) (2/game)

L

24

Warrior
Pure Warnor traditions also abound. Outstanding examples meluded the 300 Spartans whe opposed the great Persian kang,
Kenxes and his 10,000 Immonals, the meredibly wadike five nations of the Iroquois, and the fierce Maon clans native 1o New Zealand,

Examgples: William Wallace, Lancelot, Adhilles, Spartacus, Mad Mardigan, Miyamoto Musashi, Chardes Martel, Roman Practonans,
and Julius Caesar

Garb: Purple sash
Armor: 4 points
Shields: Large
Weapons: All melee
Immunities: None
Lives: 5
Abilities & Traits:
Levels
1* No addinonal abalines
2 May wearup to 6 points of armor (T)
Improve Weapon (ex)
3 Total ives increases 10 6 (T)
May now use javelins (T)
Improve Weapon becomes (1/1ife)
Improve Shield (ex)
5% Repair Item (ex)
6% Armor of Quality (T)
Improve Shield becomes (2/game)
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Magical Projectile (E, Sorcery)
C: Druid 2
M: Projectile (arrow; javelin, i clath.
I: Hold projectile in free hand, repeat x5 “May this projectile stnke true,” te doth to projecule weapon.
E: Projectile will do one more pont of damage than nommally done by the projectile type. If this increases the damage to five

points ormore, the projectle damages shields as a red weapon that can be counted as stnkes on shields even when used as
plercing weapaons.

L: Menks may sull block these projectiles without penalty.

N: This enchantment may be simul-cast up to four times, providing four additional points of damage to the projectile,

: Repeat x300 “Mass Sleep (present count),”
R: Line of sight.
E: <, excepl effects everybody (both teams) in line of sight

Mend (3, Sorcery)
C: Dinne 2, Healer 1, Wi
I: Repeat x10 “Make this item whole agpin.”

R: Touch

E: Will repair a destroyed item or restore one point of armor in one location.
. Cannot be used 1o negate the affects of Heat Wagron,

fan enchanted 1tem s M,

ard 2

1ts enchantment stays intact.

Messenger (E, Sorcery)
C: Wizard 2
M: Enchantment cloth
I: Clothin free hand, repeat x10 “Safe passage unto thee,” tie cloth on player
E: Recipient must go straight to destination, deliver message, then retum where spell was cast. Cannot harm others nor be
harmed, and may not be followed.

Mimic (N, Neutral)
C: Bard5
M: Wear a sash of the class you are mimicking in addition to your bard sash. The new sash must be wom on the opposite hip
and shoulder from the caster sash.

E: Duringlife used easter gans all the non-magieal 171evel abilities and restnetions of a single standard class that s mamcked,
meluding all weapons, armor and shields perrmtted that elass at 1%level. The caster may also sull use hus normal class
abilines.

L: May not be used to

N: If Berserk, caster may not cast magpe. Monsters may never be mimcked.

-the Anti-paladin or Paladin classes unless caster is a kimght.

Mute (3, Control)

C: Bard 5, Healer 1

I: Repeat 15 “T silence thee.”

R: 20t

Jictim cannot speak or cast magic fora 100 count.

peaking requurements used in class abilities 1o allow others to know what the player is doing (sanctuary chant, etc) are not
affected and may still be used.

Mutual Destruction (3, Death)
C: Wizard 3
Repeat x5 T call for our deaths.”
0 fr
Both the caster and the victim die.
: Nothing will proteet the caster from his own Mk

Destruction
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Lich (E, Spint)
C: Wizard 5
M: 10 [ Stap of yellow cloth. Monster handout (Lich)

E: After having died his last namural death, the caster returns as a Lih, A Lishis bound to the place where he died, trapped
within the small eirele of earth incheated by the 10 fi. Cloth. They are neutral (not on any team), but like any monster can be
babed or convineed for help or enchantments.

L: May not be within 100 feet of a base. May never move nor be moved except when dead. Whle the casteris dead, he may
be moved but not more than 100 feet from his ongmal location, and still not within 100 feet of a base.

N A Lihhas all the casters per life spells as though it 1= an additional life plus all other magic the caster had not yet expended
before becomng a Lich, A Sever Spirizor Digelwill kill a Lich, A Lichis considered to be a caster and undead and may sull
die from nomal means

Lightning Bolt (B, Flame)
C: Wizard 2
M: Padded yellow “Lightning Bolt” with streamers
I: Hold bolt in free hand and repeat x5 “Lightning Bolt.”
E: Players struck die; Iterns struck are destroyed.

Liplock (E, Sorcery)
C: Bard 2, Wizard 2
M: Enchantment cloth
I: Repeat x5 “Remain the truth stll,” tie on cloth.
E: Bearer cannot speak or otherwise respond to questions asked under Talk fs Dead or similar magje. Does not affect the
Tracking ability.
L: May only be cast on each player once per battlegame,
N: Disappears when the person comes back to life. May be cast on an unwilling target.

Lore (3, Control)
C: Bard 4
1: State “Lore,” followed by a short poem (20 words or more), and ending with “Lore.”

R: 20ft

E: The caster and target are removed from the game. The caster then may ask the victim a ‘yes” or ‘no” ques tion, which must
be answered truthfully. The caster may continue asking questions until he receives a ‘no’ answer — in which case, the spell
ends, If the target does not know the answer of the question, he may state so, but it does not end the spell. The reeves
might give the bard additional information 1o further define the Lore spell. (Very useful in Quests and special scenarios).

L: The questioning has a maximum time count of 100, The caster and target may not attack each other dunng the duration
of the spell and for a 100 count after its completion.

N: Meither the caster nor the victim may move about while the questions are being asked.

Laost (3, Subdual)
C: Healer 1
I; Repeat x5 “I make thee lost.”
R: 20 ft.
E: Person must go back to ther base or Nirvana (whichever is farthest away) before they can do anything else. The personis
out of game until he reaches his destination.
L: May not be used on Teammates.
N: May not be dispelled.

Magic Bolt (B, Sorcery)

Wizard 1

Paclded blue “Magc Bolt™ wath steeamners

: Hold ball in free hand and repeat x5 “Magic Bolt.™

: A direct hut on a person will kill or wound them just as if it were a throwing weapon. May be blocked by shields and
weapons, Destroys one pomt of armor,

: It 1s not stopped by Protedson from Projectiles, (Greater) Missile Block is ineffective against this,

HoED
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Wizard

The alcherrusts of the Dark Ages can be said to be Wizards, but
10,000-year old cave pantings in France mdicate that the coneept of
fusing the spirit and physical worlds has been with us since the start.

Examples: Alannon, Gandalf, Morgana le Fey, Erasmus, Merin, the
Tthryn Luin

Garb: Yellow sash

Armor: None

Shield: None

Weapons: See the Magic section for alisting of weapons used. Weapons
subtract from the Wizard’s magic points,

Immunities: None

Lives: 4

Abilities & Traits

Magic-user: Wizards are magic-users and gain magic at each level. See
the Magic Section for more detals.

Abilities and Traits Defined

Abilities Format Key:
M: Matenals needed
I: Incantation and gestures
R: Range (if any)
E: Effect
L: Linutanons or Restnctions
N: Notes

Ac
E: Arows fired from ones own bow or crossbow deal one additional point of damage.

Antidote to Poison
M: A small container of water
E: When a person drinks this water, they are instantly cured of any poison.

Armor-piercing Arrow
M: A blue nbbon tied to an amow
1: Declare Loudly “Armor-piercing Arrow”

E: A stoke from the amow will destroy all non-invulnerable armor on the location struck and will continue through to wound
the target. It will only deal one point of damage to invulnenability and invulnerability ammor.
Armor of Quality

E: Any armor wom 15 worth one extra peint to a maximum of seven points,
N: Thus ability allows you to exeeed your nommal elass masimum on armor by one point.

Assassinate
I: Say the word ‘“Assassinate’ immediately upon killing a person.
E: The victim is affected as per the spell Sever Spon,
N: May be used while moving,

Attuned
E: May choose to carry two enchantments from any caster (or combination of casters) for the duration of the current life.
N: This ability may not be used in conjunction with any other similar ability or magic. Only one of these two enchantments
may be simul-cast if both of them allow for i,
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Awe
As per the Awe/Fear spell,

Berserk
M: A red headband or anmband.
I: You may choose to po Berserk atany point on an eligible life by tying on the red band and announang your Bersetk stare.
E: While Berserk you gain the following traits:

a. MNatural armor: 2 points on all hit locations.,

b, Strong: Melee weapons become Red. Melee weapons that are already Red do an extra point of damage to ammeor fora
total of three.

e Rage: Weapons used while berserk must be over two feetin length. Players may not cast magie, use projectiles, shields,
hinged weapons, or activate class abilities (except Bemserk). Ammor wom is considered destroyed, and cannot be used
while berserk. You may not retreat from combat unless facing odds of atleast 5:1, monsters with a ratio of 5:1or
greater, ora Wizard, Healer, Drud, or Bard.

d. Immunity: Control

e
L: May only be used on a bow:
Camouflage

M: 10 ft green cloth
: Place cloth in a circle, repeat x3 “May the forces of nature hide my presence.”
To end the camouflage, the player must repeat x2 “Nature release me™
Within circle

&

E: While inside the cirdle, the player can’t be attacked, even if someone viewed him activating the Camouflage, Arca effect
magjc that encompasses the area of the camouflage, such as Do still affects the player. While camouflaged, the player
may not affect anyone else, though they can use their own abilities on themselves such as healing or curing poizon. The
player may not camouflage anyone else (or their belongngs ), nor may game tems be taken into camouflage. Any enemy wath
the Tracking ability wathin 20 feet can cancel the camouflage by stating “Tracking” and pointing out the player in question.

Earth Bind
1: Repeatx2 “May mother nature bind thee.”
R: 201t
E: Vicum canno

nove until each of hus legs are struck ten nmes with
a slashing or bludgeoning weapon. . Anyone attempting to free
the vietim must state “free this leg” wiile doing so or the hns
stke the player as normal.

N: May be used while moving,

Extend Immunities

1: “My faith shall defend thee ™

R: Touch

E: Player extends all of his class immunities 1o one person with
whom he is in direct physical contact. Immunities may not be
extended 1o equipment. This ability ends as soon as physical
contact is broken.

N: May be used while moving,
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Immealation (FE, Flame)

: Dowid 6

Cloth used 10 denote a 10ft radius area.

: Lay cloth, touch doth, repeat x5 “May the power of nature and the fire of the earth protect this area fromintmsion.™
Everyone within the area who 1= not immune to Flame 1 killed.

Protection from Magicwall not save you from this enchantment. Any person entering this area with invulnembility loses one
int and is ejected from the point at which he entered. Against invulnerable armor this counts as one hit on every location
and has a full effect on the target if any areas have no points of invulnerable armor.

Zm=ED

Killing Grounds (FE, Death)
Wizard 6
Jp toa 20 ft radius arcle surrounded by a sinp of cloth, lape, or rope
: Toset trap, lay out dothin a crcle, repeat x3
“Poison seep, venom creep, flesh in mossy graves yet deep
Rise from thy undreaming sleep, bide and soon make mortals weep™
To tagger, enter the circle and repeat:
“Rise up now; receive thy pay, the promised time has come, now slay”
¢ All wathin arcle die.
L: May not be used within 50° of a base. No other fixed enchantment may exist within its radius, regardless of who eastit,
and it cannot be castif one 1s ulr\-qdy mn p]:m(', uguin mg,ud.]rss of who cast it
ster dies when magjc is triggered. If casteris killed before tnggering the trap, the magjc is not expended. Nothing will
save the caster from his own Killing Grosdr, This is the only fixed enchantment that may be pre-placed,

N:

Legend (3. Control)
C: Bard 2
I: State “Legend,” followed by a short poem of 204 words, and end with “Legended”

: 20 fr.

E: The caster and victun move to an out of the way place wathin 50 ft of the
casting of the spell, where the caster will perform for him. Neither the caster
nor target can be attacked by anyone within a 20 ft radius, The caster may
defend himself, but at the cost of canceling the spell. The victim may not do
anything; Onee the performance has begu one susceptible 1o control
magjc may be ensnared, at the caster’s op! F they come within 20 frof
the bard while he is performing, He may atternpt o ensnare a maamim
number of people equal to his level. Unsuccessful attempts to ensnare a
vietim still eount towards this Lt To start his performance he states “T will
now give a performance” 5 so that 1t can be heard at least 50114

L: The “out of the way place” cannot be within 50 ft of a base. Performance has
a maximum length of a 300 count (started the moment the spell is finished
being cast). If ended wathout the death of the targe: the targets must tag
their base before retuming to the game. Players not affected by Legend may
not attack, cast magie, oruse class abilities on the bard or his vietims if within
20 ftof the caster’s performance but may enter and leave the area at wall

N: The caster may attack vicums of this spell, though the caster attacking anyone
i a Legend frees all other vietums and the Legend spell is broken. The caster
and victim are considered removed from the game dunng thar transit to the
performance locauon. This is considered an ongoing spell effect and as such
may be removed via D: Aagietargeted on the caster.

Lend (N, Neutral)
C: rd 5
E: May Lerd magie 1o another magie-user of the same class. That person may
then use the magie as if he had purchased it with hus own peints. The caster
lending the magic may no longer use it
N: To Lend a magic, the caster must pay for both the Lead and the magic he is
Lendumg. Lend must be deaded, bought and paid for before the game begins.
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Heat Weapon (3, Flame)
C: Diruid 1, Wizard 1
I: Repeat x2 “By the power and might of the sun, T heat that (weapon).” Be specific, if possible.

R 20ft

E: The weaponis considered useless for a 300 count.

L Works against any weapon, but not armor or shields. Someone protected aganst flame effects may continue to wield the
weapon (but it does no additional damage and does not become a flame weapon).

N: Mend will not restore the weapon: however, a “new” one may be obtamed as per destroyed items. Hea? [Peapon does affect
Hardened weapons.

Hold Person (3, Subdual)
C: Bard 1, Wizard 2
I: Repeat x3 “I command thee to stop™
R 20t
E: Victim may not move feet for 100 count. May yell, fight or cast any magic that does not involve moving feet.
N: May be cast while moving, Wizards do not require 4 spell book or scroll to east Hald Pervon.

Honor Duel (5, Sorcery)
C: Bard 4, Wizard 1
I Stare “(the names of both contestants)™ loudly and repeat x5 “Remain this duel puge.™
R: 20t (Both contestants must be within 20 ft of the caster when the incantation i fimished for the spell to work.)
E: Each cor bcmmﬁu pletely i
agreed term of winni
out of play untl the spcll is finished. The victor. may choose safe passage 1o their home base, ignonng all wounds unnl
arnval. If alive, the loser must retum to his base and call ‘Alive’ 1o re-enter Ihcgurm
M.w'_v not be members of the same team without the Reeve’s p tharians cannot be involved in this spell. Spell
1 negated if no side achieves victory in a 300 count.
N: Combatis himited to a reasonable area, Should the duel become a stalemate (e.g, A participant is Petrified or otherwise
incapacitated) the spell will be considered a draw if no combat takes place within a 30 count and both players must then
retum to base, Homar D/ may not be dispelled or cancelled. May not be cast on people acting as game itemns.

I‘.‘

Ieeball (B, Subdual)
C: Wizard 1
M: Padded white “Joefiznf” with streamers.
I: Hold ball in free hand and repeat x5 “Teeball ™
E: Effects, Limitations, and Notes as per Entangle

Imbue (N, Neutral)
C: Bard 3
E: Allows the caster to purchase two magic points of up to secondlevel bard magic,

Imbue Shield (E, Protection)
C: Wizard 1
M: Enchantment cloth, Shield
1: Shield in hand, repeat x10 “Imbue this shield,” te coth 1o shield so itis wisible.
E: Shicld may not be destroyed by any means except Spber: of Ammibilation. The shield 1s not affected by other magie. Engulfing.
rmagie balls that strike the shield do not affeet the holder of the shield. A Frebal/ that bounees off the shueld wall sull affect
Jegal targets that it stnkes.
L= Ahit from an Instant-Kill siege weapon will affect the bearer of the shield as per nommal, though the shield itself is undamaged

Imbue Weapon (E, Sorcery)
C: Wizard 4
M: Enchantment stnp
I: Weapon in free hand, repeat x10 “Imbue this weapon,” tie cloth on weapon,
E: Wounds inflicted by the weapon kill.
N Imbse [Pegpon is often referred 1o as "wounds kill” by players carrying the enchantment,

1o outside effects. They must duel each other until one is dead or a mutually
pli hed. Partici in an Honar Die/ may only affect one another and are considered to be
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Fight After Death
E: Oceurs immediately after having died. Player continues to fight for 10
ds—which must be d out loud—after dying, Limbs and

armor lost before death remain lost, and additonal limbs and ammor
can be removed, but this does not stop the bewserker from continuing,
to function (save for losing the use of the limb) for the duration of
the fight after death. Additional killing shots do not kill the
barbanan. Fight After Death does not count as ‘moving after having
died?

L: Being struck by a Spber of Annshilation o1 a siege weapon will
prevent or end Fight After Death.

N: This ability does not free the player from any pre-existing effects such
as Stn or Barthbind, As a reminder, a player is always required to
stayin control of his actions. Violent flailing with real life disregard
for others — dunng this or at any other tme — 15 grounds for
punishment or expulsion by the reeve. You can role-play a crazy
person, but you must still have control of your actions at all times,
Reeves are encouraged 1o remove this ability from those who are
hurting or endangenng others.

Flame Arrow
M: An omnge nbbon tied to the arrow
1: Repeat x5 “flame acrow™
E: Ahit 1o a shield will destroy the shield unless its face is tapped to the ground five times within five seconds. A hit1o a
siege weapon by a flame arrow will do five points of damage to the siege weapon. Will deal damage to anmor and people
as nommal. Has no effecton Jwball, Entangls, or any other magie unless speaifically mentioned in the magic descoption. A
flame arrow wall remam lit for two minutes.

Heal
As per the Heal'spell,

Improve Shield
M: Purple nbbon wisibly tied to shield
E: Shield may only be destroyed by magical balls, Verbal magic, or siege weapons and is considered 10 be metal for game effect
purposes.

Improve Weapon
M: Purple nbbon tied to weapon
E: Weapon deals +1 damage when wiclded in a slashing or bludgeoning manner.
N: Does not confer shield-breaking abilities.

Missile Block
E: Playeris allowed to block arrows with their weapons without penalty, If such a block is insufficient to prevent the projectle
from staking the blocker, it stll counts as a hut

Missile Block, Greater
E: Functions exactly like Missile Block except it also allows the player to use bare hands 1o block projectiles and arrows

without penalty.

Pass Without Trace
I: Repeatx3 “Pass without trace™
E: You must immediately return to your base. You are considered out of the game while returmng,
N: May be used while moving,

Penetration Arrow
M: Denote arrow with black nbbon
E: Behaves exactly like an Armor-piercing Arrow except that it wall also destroy a normal shueld. It will not carry through to
the arm undemeath, however,
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Poison Weapon
M: Denoted wath black obbon
E: May poison one edged weapon. People who are ded by poi d weapons die if they are not cured in a 100 count. A
person may only poison one of his own edged weapons. This effect rermains on the weapon for the entire life.

Powerful Blows
I Announce “Powerful Blows” before engaging in combat
E: Your weapons are treated as magieal for the purpeses of damaging monsters that are only affected by magic weapons,

Repair ltem
E: As per the Mend spell.
L: May only be used on one’s own equipment.

Resurrect
As per the Ferredt spell.

Sanctuary
I: Drop weapons if any in hand and state “Sanetuary™

R: 20 ft rachius from the player

E: Others within 20" may not take hostile actions towards the
player, nor target the player or his equipment with magie or
abilities.

L: Must be chanting “Sanctuary” and cannot be holding a
weapaon ot the ability is broken. Cannot carry nor affect game
items while in Sanctuary. Players in Sanctuary may not impede
the play of other people in any manner, and must immediately
remove themselves from any such situations they find
themselves in.

N: The Touch of Death and Touch of Faralyzation abilities and
magic are not considered weapons in Sanctuary If these are on
the player when he enters Sanctuary, they can be discharged as
notml, though this ends the Sanctuary. The player may move
around dunng Sanctuary, but they must keep at least one foot
on the ground at all umes and may not run. Sanctuary s
broken if the monk comes wathin 20 feet of a base.

Steal Life
§: Death
M: Dead person
I: Touch target on their shoulder and reate “I take your life”
R Touch
E: Target loses one life from their total and the user gains one
life. Thus life is inaddition to the person already being dead.
You cannot steal lives from those already shattered.
N: This effect may be used on any dead person who has not yet
reached nirvana, evenif they have moved from where they
died. May be used while moving,

Stun Arrow
M: Denote arrow with gray nbbon.
E: Arrow behaves as a Subdual blow:

Teleport
As per the Telpar? spell except may be only used on self.

Touch of Death
As per the Touh of Death enchantment except may only be placed on self.

\ =1 Official Rules of Play T7th Ebdition

Flamewall (FE, Flame)
C: Druid 4
M: 10 fi. Longcloth.
I: Lay cloth in straight line, raise hands, repeat x5 “By the might of nature, I call forth a flaming wall.™
E: Creates a wall of flame. Anyone not protected who touches or crosses it wall be killed. Melee cannot take place across wall
N: Protection from Magic will not protect a player from this — though Protection from Flame wall.

Flight (E, Sorcery)
C: Wizard 5
M: Yellow enchantment cloth
I: Tie doth on self and state “Wouldn't it be nice to fly way up in the cloudy sky, looking through the falcon’s eye, at the
word that's drfiing by
E: Caster s able 1o fly a2 long as they fap their anms and emt occasional pierang sereeches. Immune to melee attacks by non-flyers.
Immune to projectile and magic ball attacks from within twenty feet. Caster may use verbal spells without losing the
enchantment.
L: May only be cast on self. May not engage in melee combat with non-flyers.
N: Range for all game effects is considered 1o be the same as actual physical range. Loss of an amm wall dissipate this magge.

Forcewall (FE, Sorcery)
C; Wizard 2
M: 10 fi. Cloth
I: Lay cloth outin strught line, repeat x10 “Forcewall.”
E: Creates an impenetrable 10-foot wall
N: Nothing may eross this wall. Nothing, Serously. Not magic, not projectiles, not anytlung, Zero, zip, alch, nada.

Harden (E, Protection)
C: Healer 4, Wizard 2
M: Enchantment cloth
I: Tie cloth on object, repeat x5 “Harden this (name of item).”
E: Makes object indestructible, except versus Spbere of Annibilation,
L: Cannot be placed on players, garb, armor or anything else that covers a player directly. May be cast on shields.

Heal (8, Spiat)
C: Dinoid 1, Healer 1
M: Person
I: Touch person and state:
“Sword Cut, spear stab, mace smash, arrow jab,
Let the white light of healing descend on thee.
Sword Cut, spear stab, mace smash, arrow jab,
Let the white light of healing stop thy spilling blood
Sword Cut, spear stab, mace smash, arrow jab,
Let the white light of healing mend thy bones.
Sword Cut, spear stab, mace smash, arrow jab,
Let the white light of healing close thy wounds.
Sword Cut, spear stab, mace smash, arrow jab,
Let the white hight of healing restore thy vigor.
Sword Cut, spear stab, mace smash, arrow jab,
The white light of healing hath healed thee”
R Touch
E: Person’s wound is healed,
N: May be used on self, Will repair one point of natural
ammor on any one hitlocation. Healers do not require
aspell book orscroll to cast Heal

Heal Extend (3, Spinit)
C: Healer2
I: State “Heal Extend™ then recite the Hea/spell.
R 20fi
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Entangle (B, Subdual)
C: Druid 1, Healer 2
M: Padded brown “Entangle” ball wath streamers
I: Hold ball and repeat x5 “Entangle.”

E: Vietim s stuck in place for 150 count. The victim may not move or communicate in any fashion, and neither the victim
nor hus equipment can be effected in any way —except where noted below: Engulfing,

L: Beings immune 1o Flame may not be freed by a Favball or Flameblade. You may only have as many victims affected as you
bought spell balls.

N Digel Magreor a touch from a weapon enchanted with Flameblzde will mstantly negate the effect. One Firedal/ stoking the
vietim will instamily negate the effect. Multple Faefall steking the victum will cause the vietim to be freed by the initial
Fireball, and affected normally by any others. Shote, Telerars, and [Find may be used normally on an affected vietm.

Expertise (N, Neutral)
C: Wizard 6
E: May purchase four points worth of up to second level magjc,

Extension (N, Neutral)
C: Bard 3, Druid 3, Healer 5, Wizard 3
I: State “Extension” loudly before a spell.
E: Doubles range of the spell for one use. If the spell has a range of “Touch’, grants range of 20 1 and the caster must point
at the target in lieu of touching,
L: May not be used more than once on the same casting (e.g,, No doubling range twice).
N: The Exgtension is expended when “Extension™ is stated, even if the aceor ying spell is not compl

Fear (3, Control)
See_AueFear

Feeblemind (5, Contral)
C: Druid 6
I: Point at victim, repeat x3 “By the power of my mind, I confuse and cese yours.™
R: 50 ft
E: Victim may not cast magjc or use any abilities of their class. Victims may sull fight with melee weapons.
L: Death or Digpel Magiewill remnove this effect.
N: Class abilitics already in use when Feebbmmd is cast continue to function. Example: A warnor may continue to use his
Improved Weapon if already on a weapon, but would be unable to use his Repair ltem ability.

Finger of Death (3, Dieath)
€ Drwd 6, Wizard 4
I: Pointat victim, repeat x5 “I call for your death.”

R: S0fi ;

E: Person dies. }
Fireball (B, Flame) O/ 2

C Wizard4 /ﬂ‘

M Padded red “Fireball” with streamers P/y;’

I: Hold ball in free hand and repeat x5 “Fireball.” /"
E Destroys (or kills) anything 1t touches while moving, even on a roll or f{
foot shot (it affects all targets it touches not just the first thing struck).
When throwing the caster may declare that the Fireball is “remain
active.” If this is done, the Fireball will continue to bum for up to two minutes after it comes to a stop, destroying
the very next thing it touches and ending the effect. Bounces count.

Flameblade (E, Flame)
C Druid 5
M: Enchantment strip, edged weapon
I: Tie cloth to weapon, repeat x10 “Flameblade.™
E Weapon becomes Red. This weapon now negates Jeeball and Entangle hits to the wielder and frees other players
from an Iceball or Entangle with a touch. The weapon itself is immune to further Flame magic.
L: This is not equal to, and should not be confused with, the relic Sword of Flame.
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Tracking

1: Repeat 55 “Tracking”

R Self

E: You may do ONE of the following:
a.Youmay ask one yes orno question of someone (dead person, reeve or monster) that must be answered Imllllh]]y and

1o the best of their ability. This is not stopped by the Lip/acé magic

b.Follow a teleporting player
c.Walk through a Thermual!
d.“Dispel” a camouflage or blend ability

Teap
I: Repeat x2 “The uptumed points of my ealtrops render you lame.”
R: 20 feet
E: Target may not move at more than a slow walk for a 50 count.
N: This 15 not a wound. May be used while moving,

Transfer Life
S: Spirit
M: Person
I: Touch person and state “T give thee life from my own.”
R: Touch
E: This ability has two possible effects:
L. Adead person is immediately resurrected as per the spell Ressrrd,
2. Aliving person gains one extra life on their current life total.
In addition, the monk loses one life from his total. If he was on his last life when he used this ability, he dies immediately
and may not be restored to life,
L: You may only use this ability on a person playing a standard class. Lives given to people playing transformed monsters are
played as the orginal dass, not the monster.

Truth
As per the Truth spell.
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Note that a delicate balance exists between all the cdlasses. Each class,
espectally those with magie, must be played within the spirit of the niles

defining it. There is a great deal of trust and honor involved, and someone
abusing the rules of any class can easily disturb game balance. Wizards, healers,
druicls and bards (collectively referred 1o as magic-users) are urged to dress and
actas recognizable members of their classes, which are not only powerful, but

also spectacular, If you have difficulty understanding the magic system, don’t
hesitate to ask your Guildmaster ora Reeve, Happy magic casting)

Che Rules of Magic

1) Magie must be said loudly and elearly enough to be heard within 50 feet or by the reapient, whichever is closer.

2)  When casting verbal magjc wath a single target, the caster must announce the targets name 1 fiately before the i
(class and a unique deseriptor will suffice if name is unknown),

3) A player may not move their feet when casting magic, unless otherwise stated or specified in the magic’s deseription. The
same applics 1o all class abilitics and skills that require activation. If a player moves his feet while casting magje it is mternupted
and not east. The caster must reset and begin castng again.

4)  The target of magie must be in range at the tme the spell is completed in order for it 10 count.

5)  Incomplete or mterrupted magic has no effect, and does not count as if it were used,

6)  Any hand being used 10 cast magic must be empty with the exception of magieal components or the target of a touch spell
such as Heal Magical balls charged in the left hand may be transfereed to the right hand before throwing,

T)  Unless they buy Ambidesderity Wizards and Diuids must cast magic with their left hand, and may not cast if their left amm is
wounded. Healers and Bards may cast with either hand.

8)  Allmagjcis listed as a spell, ench fixed ench magjcal ball or neuteal. This distinction can have a great
impact on play so note it carefully. Unless noted otherwise, fixed enchantments follow all general rules for enchantments.
Unless noted otherwise, magjcal balls follow all general rules for spells.

9 Enchantments (E)

a  Aperson may carry only one at a ime unless expliatly noted otherwise ina spell or class, such as the Stack magic or the
Attuned ability. Mote: F and Lioh are ench
b Whena person moves from where they died, any enchantments they careyare lost, Unless they have moved, Reqmreged
players retain enchantments unless specifically protubited. Swemman Diead does not retum massing enchantments 1o
players
¢ Will only cover one object (for example a person, a weapon, armor, etc). Thus while youmay be protected from flame,
your armor and equipment 1¢ not. The same applies to class abilities

Enchantments cast on equipment count against the mmmber of enchantments that may be carned.

Enchantments cast on equipment only function when used by the player who was in possession of the item when it

was enchanted. Example: If you give a Bladesharped sword to another player, the enchantment does not function.

If you are carrying an enchantment you cast, it is removed when you begin casting other magic unless othersise noted.

May not be cast on unwilling participants or their equipment; though this does not prevent them from being the target

of enchantment effects such as Toud of Death.

Must be denoted by a visible enchantment stnp and announced if asked.

i.  Enchantments nullified must be removed. Enchantments on a dead player should remain while on the battlefield as
they may affect attempts to Eegavedt, Talk to Dead, etc,

). Ifalready wearing your number of encl nits, you must have an enchantment removed by the
appropriate means (Canee/ from the caster, Digel/ Mape, etc) before receiving another one.

k. When castupon objects, they cover the entire object; i.e. A robe with Prottion from Flame on it would prevent Farvballs
from affecting the wearer if they struck the robe. If they struck a part of the player not covered by the robe then the
player would be affected as normal.

L May be dispelled.

np

=3 m ™

\ 31 Official Rules of Play T7th Ebdition

Cure Disease (3, Spirit)
C: Druid 2, Healer 2
M: Anundead, diseased or like type creature
I: Repeat x5 “I cure thy illness™
R: Touch
E: Converts diseased orundead creature back to hurman.

N: This 15 not a Feserectspell. If dead, the target must stll come back to life normally.

Cure Poison (E/3, Spint)
C: Druid 1, Healer 1
S: Spint
M: Enchantment cloth (if used as enchantment)
I: Repeat x10 “Cure Poison,” tie eloth to person.
E: Makes person immune to the next poison effect (but not the wound itself) against him, or may be used to cure poison on
a person at time of casting,
N: Is nota Hea/spell, wounds remain after Cire Paison is cast.

Dance (N, Neuteal)
C: Bard 6
I: State “Dance,” followed by the incantation of the spell itis to be used with, and ending with “The dance is now complete.”
E: You may cast the altered spell wiule moving, but it must be east wathin a 50 count.
L: May only be used with spells from the caster’s class’s spell list
N: May be cast while moving, The spell enhanced by Dane is not cast until the ending phrase is also completed. Diane is castas
soon as “Dance” is said, even if the accompanying magje is not completed.

Defend (E, Protection)
: Wizard 6
M: Enchantment cloth
I: Repeat x5 “Power defend me.” Tie cloth on self.
E: Caster is granted one Protect and one of the following; Profection from Mapi, Protection from Flame, or Protection from Projetiles.
Casting magjc does not cause this enchantment to dissipate.

Dispel Magic (3, Sorcery)

C: Healer 6, Wizard 3

1: Repeat x5 “T dispel that magic.”

R 201

E: Ifeastona player, all spells and enchantments on a player are dispelled, mcluding any enchantments on ther equipment;
Feanimated players die. If cast on an object, all enchantments on it are dispelled. May target a fixed enchantment to remove it

L: Not usable against relics. It does not affect Extraordmary class abilities or skills, nor does it affect the following: neutral
magic of any type, any spell or enchantment already discharged (such as Heal), Commuone, Mecronger, Teleportin the act of
being completed, Los. or Banirh. Digpel Magic can cancel Ané-Mapic only if cast from the outside.

N: Will cancel Protection from Magte. Will remove all enchantments from the targer’s equipment even if not currenily in the
possession of the target. Example: Throwing down an Imésed [Feagpon sword wall not prevent Lipel/ Magse from removing,
the enchantment.

Doomsday (3, Death)
C: Wizard 4
I: Count “Doomsday 1, Dy day 2..." through “Do
R: Line of Sight
E: All enemies in line of sight at the end of the spell die.
N: Many large battlegame scenanios wall prohibit the use of mass-effect spells like Doomiday

day 350,

Enhancement (N, Neutral)
C: Healer4
E: May purchase three points worth of first, second or third level healer magie.
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Charm (3, Control)

C: Bard 1

I: State “Chamm™ — followed by a 20 syllable or more poem — followed by “Charmed,™

R: 20 f

E: Enemy player is given a task by the caster, such as sing or dance about, which he must perform. The caster should descnbe
what he s the Charmed player to do wathin a 50 count after casting the spell. The caster may not be attacked by the
victim dunng this time. If the caster dies before the nstructions for the Charm are given, the player is freed of the Charm. If
the easter has not given his mstruetions wathin a 50 count the Charmed playeris freed. Spell ends when the task 12 completed
or a 150 count has elapsed, whichever comes first.

L: You may not Chars somebody to affect his own person, equipment, or teammates. The victim may defend himself if
attacked, but otherwise may notmtemet with other players unless it is required to complete the Charm. The vietim may
move immediately to a safe, out of the way location, if performing, the Charw at their current location would place himata
banlefield disaclvantage. If moving to a safe location, the count for the Charn begins when the vietim arnves at that location,
Impossible tasks such as, “Bring me the moon in a teacup™ result in the Chamm being wasted

N: The charmed player’s count starts the moment they are Charmed, except as noted above.

Circle of Protection (FE, Sorcery)
C: Healer 6, Wizard 2
M: 10fteloth
I: Lay cloth in arele, repeat x5 “Circle of protection,” place person(s) and/or item(s) you wish to protect inside.
E: Person(s)/mtem(s) inside can’t harm or be harmed by anyone outside the arcle, nor can they cast magie that affects anyone
ot anything outside the circle. Forces outside the Circle of Protection may not affect them,
L: Can’t block or restrict access to an area. Cannot be used as a cage. No one can enter without recasting, the magic. Neither
gAME (lems, NOr PEsons acting as game items may be put inside. Protection starts when you step inside the cast circle.
N: Magjc in the process of being cast inside the cirde is broken when the cirdle is broken (e.g,, No Dsom siay circles). Players
outside the circle can detect its presence (itis linked to this plane). May be removed by Digel Magee or having an4ns-Mage
fixed enchantment cast wath the arcle inside s area of effect.

Commune (3, Sorcery)
€ Dinuid 4
M: Tree
I: Touch tree with free hand, repeat x5 “Commune,” sit down with back touching tree.
R: Self
E: Caster may not harm others. Others within 20 feet may not hamm or take hostile actions towards the caster.
L= Mustbe chanting “Commune,” keep back touching tree, and cannot be holding a weapon or game item or the magic is
broken. Cannot be closer than 20 feet 1o a base or flag when Cammine 13 started. May not interact with game items while in
Commiere,

Confidence (E, Sorcery)
C: Bard 3
M: Player
I: Touch player, repeat x5 “You are great and powerful,” ne enchantment eloth on target

E: While enchanted, playeris considered one level higher. If a life was gained from the increase of level and the player died
while enchanted, the loss is removed from the “extea™ life and is otherwise not subteacted from his total. The player gains
all abilities of the higher level.

L Each player can have this cast on them only once cach game. May not be cast on magje-users or monsters.

Confusion (3, Contral)
: Bard 5, Dnud 3
I: Repeat x5 “By the power of my mind, I will thee to be confused ™

R S0

E: Targetmustattack the nearest creature(s) fora 100 count (with magic if’ the targetwashes), The target must look around for the
nearest player before attacking, but can then attack that person until it is dead, or choose to change to another taget that becormnes
doser. If the “dosest” person s kalled, the target must look around fora new target and contimue untl the 100 countis up,

L: Monsters are immune

N: The affected player is encouraged 1o “role-play™ the Conficior. Reeves are encouraged to penalize players who make only
half-hearted attempts at this effect and to shorten the next death count of targets that play it well,
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| Protections caston a target have no effect on effects already active;

Fixed Enchantments (FE)

a. Disappear {never to return) when their caster dies or travels farther than 100 feet from them.

b, Are considered to be on the area of ground and do not dissipate when other magje is cast.

¢ Aplayer may only have a single fixed enchantment active at a ime. Casting a fixed enchantment while another fixed
enchantment from the same playeris already active causes both enchantments 1o be negated.

d. May be dispelled.

Magjcal Balls (B)

A Amagic-user may physically carry no more than 12 magjeal balls, total, Pages and other players may not carry extra

magical balls for magic-users.

b, Amagic-usermay have only one type of magieal ball charged ata tine. “Remain Active” Freball donot count for this purpose.

¢ When an item is struck by multiple sumul-cast magjeal balls, only the first magjeal ball from that group affects that item,
Le. A shield hit by two simul-cast Liphtnig Boltr is simply destroyed, but the wielder is unharmed. This nule does not
apply to ammor; 1.¢. If a player weanng torso ammor and two Prafcts s struck in the torso ammor by two simul-cast Joe
Balls, he loses both of his prafects,

d. Whena Liphining Bolt, Fereball, or sumilar des tructive magpeal ball stnkes a player in a location covered by anmor, the
ammoris destroyed in that hitlocation and the magjc affects the player as normal unless otherwise noted. Magjcal balls
that deal damage (such as Mage Bolf) affect armor as normal per projectiles unless otherwise noted.

e Magical balls of the Subdual School have no effect on equipment that is not being carned. Example: You may not

lewhalla players shield if it is not being wiclded or carnied by them.

Magic balls, except where explicitly noted, only affect the first thing they hit

Unless otherwise noted, magieal balls are not engulfing,

Barring any enchantments or magical effects, garb strikes count as hutting the player if the magje ball would have

continued on to hit the player. Le. You may not block Lightaing Balts with your doak.

All magje elasses must have a list of which magie they have bought for that game on them at all tmes. Failure 1o have this

list renders a player incapable of casting magie, Bards require a musical instnument (your voice is not sufficient, noris a blade

of grass, piece of straw etc, ) Along wath a spell list. Failure to wear approprate class garb also negates the ability to use magje.

Beginning an incantation discharges all of your unused magieal balls and interrupts the incantation of any other magie you

were casting,

Magic points must be evenly distabuted between levels; however, any number of higher level magic points may be

deducted from a higher level to be spent on a lower level once the

initial distnbution is done. Certain neutrals allow purchasing
multiple points worth of lower level magie. In all such cases these
lower level points must be purchased prior to the start of the
battlegame and incdicated on the list of magie bought.

Relies such as the Sword of Flame are objects of great power. A

relic will generally win any question of magical superionty unless

the magje specifically states otherwise. For example, Spbere of

Anminlation does not destroy the Shield of Reflection.

Spells completely cast and enchantments discharged are considered

used, evenf they were ineffective agmnst their targets. The same 15

true of all class abilines. Example, a Warnor beanng the T of

Dleath enchantment attempts to use it on a 6 level monk. The

Monk is irmmune to the effect and the enchantment i discharged.

In the event of a conflict between magie that is not chrectly covered

by the rules, the higher-level magicis considered more powerful, If

the magic is of the same level, the defensive magie is more
powerful.

In the case of confusion or contradictions, then the specific magic

description should be the final source. Use your common sense

Fmom

when ironing out problems.
The Reeve’s word is final. If what looks like 30 ft. To you is
determined to be 60 ft. By a reeve, thenit1s 60 ft.

i.e. Casting Protection from Magicon a person who is Yielded does
not free them from the Y54, though 1t would prevent them from
being killed by a Freball
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Magic Clarifications

1) Immumities to magic are based on the School of magic they belong to. Exceptions 1o this are noted under the limitations
of the spell. Note that immunities do not extend to equipment.

2)  Additonal immunities, unless specfied, do not exst.

3)  Reeves may assistin placing a magic-user’s components, such as for a fixed ench, A

4) A break in the casting of magjc is defined as either improper or non-magical wording and /or a gap of two or more seconds
between words, This prevents, for example long spells from being cast while under the influence of a magge that requires an

ongoing verbal component such as the chanting of “Commune™ for the Conmmione spell.
Effects and magjc with ongoing chants require the chant to be repeated with no more than a 5 second gap between
iterations. These chants must be audible to 50 feet.

Magic Relics

Certain items of power are used in the battlegames and are passed on 1o new owners every six months via a Quest. Each
Amtgard group may use its own Relics, though these are not to be used in regional or national battleg; The effects and
abilities of Relics are considered to be non-magical in nature; hits from Relics are considered magjeal. Relics include:

Dagger of Infinite Penetration
When thrown destroys all non-mvulnerable armor on the hit location struck and continues through to it the target. Counts as
one hitagamstinvulnerability and invulnerability amnor. If it strikes a shield the shield is destroyed without affecting the wielder.

Homestone
Allows the holder to Mend broken
weapons and shields (It “T mend this
item” x 10). Italso allows the person’s
dead teammates to come back alive at his
location rather than having 1o return to
their base.

Heimdall’s Horn
A one handed ‘red’ weapon only usable
by barbanans, and in fact, the only relic
allowed to barbanans.

Ring of Power
Negates the first hut from each sepazate
opponent per battlegame. Counts agamst
weapons and any enchantments only. it 1
meftective against spells and magc balls.
Does work against class abilities

Shield of Reflection
Is completely indestructible. Will negate
any effect that strikes it, even siege
weapons and magic. Any magic ball of
the Subdual school strking the Shield of
Reflecnon instead affects the caster.

Swaord of Flame
Is considered flame (as per Flamehiad) and will kill
avictim ifit strikes any legal unprotected arca (as per
Inbsee [Pegpam), Confers upon itself and its owner Progeation
Jfrom Fiame. May only be used by one person, for one life, per game.
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Banish (3, Spint)
C: Healer2
M: Undead or extra-planar creature,
I: Repeat x5 “I banish thee monster.™
R 20ft
E: Monster is removed from play fora 300 count. It will come back at the spot where it was Baniched —does not count as a hife
lost for the ereature. Three successful Banirbmenss on the same life of a creature will kill the ereature.
N: May not be dispelled. Only usable on undead and extra-planar creatures.

Barkskin (E, Protection)
C: Dinne 2
M: Perzon, enchantment doth
I: Touch person and repeat x5 “May nature protect thee,” attach cloth to person.
E: Recipient gains one point of ammor to all hit locations.
L: The protection is only from physical attacks. Cannot be used with other ammor.
N: May be simul-cast up to two times for a total of two points of armor. Behaves just like normal ammor. May be cast on
players that canmot normally wear armor 1s not a form of mvulnerabaliry.

Berserk (E, Sorcery)
C: Bard 4
M: Enchantment cloth, Red Head Baned.
- Touch target, repeat 32
“The anger builds within thy veins
No longer shall thou keep it ecaged
Thine enemies shall feel the pain
Thy Crimson wisaged berserk ragef”
Place cloth and red headband dearly visible on targer.
E: Player gains all the abilities and restrictions listed for the Berserk ability for the duration of the life enchanted. May not
retum to “nommal” until the enchantment is removed by magie or death.
L: Player does not gain Fight After Death unless they may nommally do so while bemserk (3 level or higher barbarians). May
not be used on players who are alveady bemserk.
N: Thus 15 the only enchantment that can be cast on barbanans. Each player can have this cast on them only once each game.

Bladesharp/Bludgeon (E, Sorcery)
C: Wizard 1, Doad 1
M: Enchantment cloth
I: Hold weapon in free hand and repeat x10 “Improve this weapon,” tie cloth on weapon.
E: Weapon deals one additional point of damage when slashing, May be simul-cast up to four ime on one weapon allowing,
it to deal up to four extra points of damage. This does not make it a red weapon.
L Only usable on bladed or blunt weapons; cannot be applied 10 piercing or projectile weapons.

Bless (E. Protecton)
C: Healer2
M: Enchantment eloth, item of garb or armor
I: Touch item and repeat x5 “1 bless thee,” ue cloth 1o item.
E: Person is immune to the first physical hit of any type, excluding magjcal balls.
L: Immunity only applies 1o areas covered by the itermn. May not be simul-cast.
N: Is not armor, may not be Mended or Feakd, Is considered a form of limated invulnemability

Call Lightning (3, Flame)
C: Dnuid 4
I: Raize empty hands above head and repeat x3 “I eall lightning to strike thee.™
R: 20 M.
E: Targetis dead.

Cancel (3, Sorcery)
C: Bard 1, Druid 1, Healer 1, Wizard 1
I: Repeat x2 1 cancel my magie.™
R: 50 fi
E: Aspell, ench or fixed ench you cast is negated and expended
L: May not be used on a magjeal ball already thrown. Magje that s completed when cast such as Healanel Fegmae cannot be cancelled.
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Fifth Level

Magic name Type School Uses  Cost/Max
Adwancernent N Neural 1/ i_,.llm

Flight E Somery 7

Lend N Neutral

Lich E Spint

Reanimate E Spint /
Viwfy N Meutral 2/1
Sixth Level

Magic name Type School (.os.t,n’\‘l'u\
Defend E Pretection 211
Expertise N Neutral 211
Killing, Grounds FE Death 1/game 2/1
Sphere of Anmhilaton B Soncery 1 belt/U 211
Stack N Neutral 1/game 1/4
Transform E Somwery 1/game 2/1

T

Magic Descriptions

Acid Bolt (B, Sorcery)

C: Drud 3

M: Padded green “acd” ball with streamers
: Hold ball and repeat x5 “Aad Balt™

E: Thus ball of acid 15 considered 10 be a Red throwing weapon. Will wound /
kill as normal on limb/ torso shots, Deals two points of damage to armor

and will desteoy a normal shield in three blows, but may be pamed by a
weapon without penalty.

N: Itis not stopped by Profecton from Prose
neffective against this.

Advancement (N, Meutral)
C: Wizard 5
E: May purchase up to theee points worth of first level magjc.

, Neutrl)

E: User may cast magse with either hand

Anti-Magie (FE, Sorcery)
C: Wizard 3
M: 50 ft. Measure, yellow markers

1: Mark an area with a 50 ft. Radius, repeat x20 “May all forms of mage forsake

\

,if cast from outside the -.phrrr of mllm'nrr will remove .

Awe /Fear (5, Contral)

C: Bard 4, Healer 5
v repeat X3 “T make thee in awe™ or
“repeat x3 “Tmake thee afraid”

N: Vietims may snll cast area-effect magic (like [

(Greater) Missile Block 1=

Sdr

ck or cast magic at the caster aned must rermain at least 20 it away from the caster atall imes fora 300 count
ks or casts another magje at the target, this spell’s effect is negated.
Deomaday) that would affect the caster but do not spedifically target him
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Che Schools of Magic:

There are exght schools of magie. Each represents a different type of effect
Please note that immunities are based on what school a magje is in. Therefore, as J
e 1o subdial effects, is not affected. 5

ervon 15 amagie of the Subdual school, a barbanan,

7 on the other hand, i of the Sarcery school, and barbanans would be affected byt

Control: controls the mind, will, or senses of the targer.

Death: an effect whose consequence is death or the withenng of a body part.
Flame: produces heat, fire, or lightning,

Neutral: magge thatis neutral in tenms of its School. They cannot be dispelled.
Protection:  causes the target to be protected in some way.

Sorcery: effects that are purely magieal in nature or somehow affect magie iself
Spirit: an effect that has to do with the forees of life. Includes healing,
Subdual: causes the target to be subdued in some manner.

Sorcery Magic
Acid Bolt
Anu-Magic

Berserk
Bladesharp,/Bludgeon
Cancel
Circle of Protection
Commune
Confidence

Dispel Magic
Imbue Weapon
Flight

Forocwall

Honor Duel
Liplock

Magjic Bolt

Magjcal Projectle
Mend

Messenger

Plant Door

Release

Shove

Silenoe

Sphere of Annihilation
Stun

Telepont

Thomwall

Touch of Death
Touch of Paralyzation
Transform

Warp Wood

Wind

Subdual Magic
Entangle

Hold Person

Teeball

Lost

Mass Sleep

Petnfy

Sleep

Snun Weapon

Touch of Paralyzation

Spirit Magie
Banish

Cure Dhsease
Cure Poison
Heal

Heal Extend
Lich

Rearnmate
Regeneration
Remecamate
Resurrect

Sever Spint
Summon Dead
Swords 10 Plowshares

Talk to Dead

Flame Magic
Call Lightning
Fireball
Flameblacle
Flamewall
Immaolaten
Heat Weapon
Lightming Bolt
Pyrotechmics

Protection Magic Neutral Magic
Barkskin Advancemnent
Bless Ambidextenty
Deefend Dance

Imbue Shield Enhancement
Harden Expertise
Protect Extension
Protection from Control Imbue
Protection from Death Lend
Protection from Dhsease Mumc
Protection from Flame Presence
Protection from Magie Stack
Protection from Projectles

Protection from Subdual Vivify
Stoneskin

Control Magic

Awe/Fear

Charm

Confusion

Feeblemind

Legend

Lore

Mute

Truth

Yield

Death Magic

Doomsday

Finger of Death

Killing Grounds

Mutual Destruction
Touch of Death
Wounding
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Magic Listing Key:

Type —enchantment (E), fixed enchantment (FE), spell (8}, mageal ball (B),
Uses —number of times you may cast that magic when you pay for one use.
Cost = the number of magje points it costs to buy one use of that magic.
Max — the maximum number of uses of that magic that you may purchase.
School = The School of magge the magje belongs to.

Magic Format Key:
Magjc Name (Abbr. for Type, School)

C: ses who can use the magic, and the level needed 1o cast them.

I Incantation and gestures
R: Range (if any)

Magic Points:

Magic points usable to buy magie at that level

Level

W ode e

Weapon Costs for Magic-Users (from available magic points):

1
10
10
10
G
5

ot

10
10
g

o

5

3 g
10

7 8
6 6
5 5

5m gm
6
5 5

neutral (N}
means unlimitec)

Cost per 10 points of magie (multiple weapons must be paid for, even if of the same type)

Weapon
Duaggrer
Short (3 f1)
Long (4 f1)
Spear

Staff
Hinged
Shueld
Bow, Short

Bard  Druid
0 0
3 2
4 4
- 4
3 4
5

Healer Wizard

0

3
5
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Wizard (Magic

First Level
Magic name
Bladesharp,/Bludgeon
Caneel
Imbue Shield
Heat Weapon
Honor Dhuel
Teeball

Magic Bolt
Shove

Stun Weapon
Talk to Dead

Second Level
Magic name

Circle of Protection
Forcewall

Harden

Hold Person
Lightning Bolt

Liplock

Mend

Messenger

Protection from Flame
Wounding

Third Level

Magic name
Ambidextenty
Ann-Mage

Dhspel Magie
Extension

Mutual Destruction
Protection from Projectiles
Protect

Touch of Death
Wind

Yield

Fourth Level

Magic name
Doomsday

Imbue Weapon
Finger of Death
Fireball

Protection from Magic
Pyrotechnics

Sever Spanit

Teleport

'J;_—.]-_n'::'_nu:m:nl-'.l.g

mMmewMmmwn

w

‘/""m-'"-'-!“‘ZmEZl'g_'

mmw::ﬂm.‘.]mﬁ'

School
Sorcery
Sormcery
Protection
Flame
Somery
Subdual

Suhdll;l]
Spint

School
Somery
Protection
Subdual
Flame

School
Neutral
Somery
Somery
MNeutral
Death
Protecton
Protection

Sorcery/Death

Sormery
Control

School
Death
Sorcery
Death
Flame
Protection
Flame
Spint
Soncery

Uses
1/game
Unlimited

1/

Unlimited
1 balt/17
1 balt/U
1/life
Unlimated
/ game

Uses
Unlimited

1 balt/U
Unlimited
1/life
1/game

1

Uses

1/game
1/game
1/game
1 balt/U

Cost/Max
1/4
0/-

Cost/Max
2/-

1/

Cost/Max

-

TR SN

e R
B R

Cost/Max
21

1/4

e Wi

1/4
1/4
2/4
1/4

Range

Badag | Bag4

Range

T
i

Range
LOs

HH8a | 24
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Realer Magic

First Level
Magic name
Caneel

Cure Poison
Heal

Lost

Mend

Mute

Talk to Dead

Second Level

Magic name

Banish

Bless

Cure Disease

Swords to Plowshares
Entangle

Heal Extend

Skep

Third Level

Magic name

Mass Sleep

Protect

Protection from Discase
Resurreet

Stun

Wounding

Yield

Founh Level
Magic name
Enhancement
Harden

Release

Sever Spint
Touch of Death

Fifth Level

Magic name
Awe/Fear

Extension

Protection from Death
Summon Dead

Sixth Level

Magic name

Circle of Protection
Dispel Magic
Protection from Magic
Teleport

Type
s

mwu.m;?_
W

w

)
mu,mmmmm%

Lﬂmmwml‘l'.m:ﬁ

u.rnzmg mmmmz%

.

w

School Uses  Cost/Max
Sorcery Unlimited 0/
Spint 1/life 1/4
Spirit Unlimired 0/-
Subdual 1/game 1/4
Sorery 1 life 1/8
Control 1/life 2/4
Spirit 1/game 1/-
School Uses  Cost/Max
Sorcery 1/ life 1/4
Protection 1/life 2/4
Spint 1/life 2/4
Spint 1/life 1/2
Subdual 1 bolt/UI 1/2
Spirit 1/life 1/-
Subdual 1 life 2/4
School Uses  Cost/Max
Subdual 1/game 1/1
Protection 1/game 1/4
Protection 1/game 1/4
Spint 1/game 1/8
Somery 1/game 1/4
Death 1/life 1/2
Control 1/game 2/4
School Uses  Cost/Max
Neutml 1/ game 1/1
Protection 1/game 1/4
Sorcery 1/life 1/4
Spixit 1/life 2/4
Somcery/Death  1/game 1/4
School Uses  Cost/Max
Control 1/game 1/4
Neutral 1/life 1/2
Protection 1/game 1/4
Spint 1/life 1/-
School Uses  Cost/Max

Somery Unlimated 2/-
Somery 1/game 1/4
Protection  1/game 1/4
Sorcery 1/game 1/4

200
ol

a0
bt

i
507

Range

b g
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Weapon to Magic Point Cost per Level (from available magic points)

This table lists how many points you have left after deducting a weapon’s cost from your magic points, In the case of muluple
weapons, add their costs together and use the chart for their combined cost. For magic-user’s level's 1-3, simply deduct the rotal
weapon cost from each level of magic. For example a two point weapon would allow a player eight points of first, eight ponts
of second, and eight ponts of thirdlevel magie. Note: You may carry any number of ‘backup’ weapons, but may only use the
number you have paid for. Example: A player who bought a short sword may carry more than a single short sword, but he may
not fight Florentine unless he paid the points for another short sword.

Quick Ref of Deductions for Weapons Based on Cost
Weapon Cost  Magic User’s Level " 2 3 9 v @

1 4 6 7 T 7

5 5 5 6 L 3

[ 4 5 4 5 4 5
2 4 G 6 [ G

5 4 5 5 5 5

[ 4 4 4 4 4 4
3 1 5 5 5 G

5 4 4 4 4 5

6 3 4 3 4 3 4
4 4 4 5 4 5

5 4 3 4 3 4

6 3 3 3 = 3 3
5 4 3 4 4 4

5 3 3 3 3

[ 2 3 2 3 2 3
6 4 3 3 3 3

5 2 2 3 2

[ 2 2 2 2 2 2
7 1 2 2 2 3

5 1 2 2 2 2

[ 1 2 1 2 1 2
8 4 1 2 1 2

5 1 1 1 1 2

[ 1 1 1 1 1 1
9 4 0 1 1 1

5 1 o 1 o 1

[ 1} 1 a 1 0 1




Magic per Class and Level

The following tables hst the magic available to magic-users at their respective levels. The table lists the magpe’s name, 1ts type,

School. number of uses, cost and max number that may be purchased.

Bard (Magic

First Level

Magic name

Cancd

Charm

Hold Person

Presence

Protection from Control
Visit

:g

Zmzwww

Second Level

Magic name

Legend

Liplock

Protection from Subdual
Talk to Dead

Truth

g

W W e

Third Level
Magic name
Extension
Imbue
Confidence

Secp

Fourth Level
Magic name
Awe,/Fear
Bermserk
Honor Duel
Lone

Warskill

“mzZz=
k]

zmmmmg

Fifth Level
Magic name
Confusion
Mirmic
Mute

(eld

O
3

Sixth Level
Magic name
Dance
Release

Vaice
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School
Control
Soncery
Sorcery
Control
Meutral

School
Control
MNeutral
Control
Control

School
Neutral
Somery
Neutral

Uses
Unlimited
1/life
1/hfe
1/game
1/game
1/game

Uses
1/game
Unlimited
1/game
1/life
1/life

Uses
1/life
1/game
1/game
1/life

Uses
1/game
1/game
Unlimited
1/life
1/game

Uses
1/game
1/game
1/hfe
1/game

Uses
1/game
1/life
1/game

Cost/Max
0/-

2/2

2/2

1/4

1/4

1/4

Cost/Max
1/4

2/

1/4

2/2

Cost/Max
1/2
1/2
1/2
2/4

Cost/Max
1/4
1/2
2/2

2/1

4447
%

I%Ig
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Druid Magic

First Level

Magic name

Cancel

Cure Poison

Entangle

Heal

Heat Weapon
Bladesharp,/Bludgeon
Warp Wood

Second Level

Magic name
Barkskin

Cure Disease

Magical Projectile
Mend

Touch of Paralyzation
Thomwall

Third Level

Magic name

Acid Balt
Ambidextenty
Cenfusion

Extension

Plamt Door

Protection from Disease
Protection from Flame

Fourth Level
Magic name
Call Lightning;
Commune
Flamewall
Silence
Pymotechmics

Stoneskin

Fifth Level
Magic name
Flameblade
Teleport
Perify
Release
Regeneration

Sixth Level
Magic name
Finger of Death
Feeblermnd
Immolaton
Remcamate

Type
E
s
E
s
E

FE

-

mmmeZmﬁ
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School Uses
Sorcery Unlimited
Spirit 1/life
Subdual 1 balt/U
Spirit 1/life
Flame 1/life
Sorcery 1/game
Sorcery 1/life
School Uses
Protection 1/game
Spint 1/life
Sorcery 1/game
Sorcery 1/life
Sorcery/Subdual  1/game
Sorcery 1/game
School Uses
Somery  1bolt/U
Neutral Unlimited
Control 1/game
MNeutral 1/life
Somery 1/game
Protection 1/game
Protection 1/game
School Uses
Flame 1/game
Somery  Unlimited
Flame 1/game
Sorcery 1/game
Flame 1/game
Protection 1/game
School Uses
Flame 1/game
Sorcery 1/game
Subdual 1 belt/U
Somery 1/life
Spint 1/game
School Uses
Death 1/game
Control 1/game
Flame 1/game
Spirit 1/game

Cost/Max
0/-
1/4
1/2
1/4
1/4
1/4
1/4

Cost/Max
1/4
1/4
1/4
1/8
1/4
1/4

Cost/Max
1/2
2/-
1/2
1/2
1/4
1/4
1/4

Cost/Max
2/4
2/
1/4
1/4
1/4
2/2

Cost/Max
1/2
1/4
2/2
1/4
1/2

Cost/Max
2/2
2/2
1/4
2/2

Range

Ba8a| =2

Range

aa4] g |

Range
i g

Range

48| 4

Ran,
L

50°
T
T



