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Anyone may Join our society. To bacome a member all yvou need
do is: 1) Obtain and read a Amtgard Handbook
2) Develope a persona and personal LIEZG?F
3) Make a costume for vourself that is fi
Your persena
4) Fill out a membership form and turn it in to the
Minister

A1l those who have kept up their dues and have attended
CLwo oF more evenks a month for the previous tEwo months or
nave attepnded Ltwenby or more activities, the most recenk of
which must ke within thirty days, are considered active
members. All others are members only.

PERSONA GUIDELINES r
Feal History: A persona should be based on an Earth type
human who could have truly lived before
16340 A.D. The name, weapons, clothing, ete
should be historically correct.
PLEASE = Do not impersonate a famous
historical figure.

Fantasy: The persona i1s based on a book, movie,
religion, myth, televisicn show, etc. Stay
with just that material as vour reference,
G0 not comblne twWo Or More Sources
together. :

PLEASE = Do not impersonate a person from
that media.
REMEHEBER — Every one must be sword and
sorcery relatead,

Classes: Each person must choose a oclass for their
persona. Classes are discussed under
FIGHTING TYPES and NONFIGHTING TYPES.

EERALIMRY
Create a device or insignia ko display on your
flags, banners, coat-of-arms, etc., The device should ke
original or at least in kKeeping with vour perseona and/or
Yyour company. You must register it with the Minister.

COMBANIES

People who are friends and/or of the same persona
Lypes may wish to band together. This group is called a
company. The company must choose a name, captain,
seargent and a device,

BATTLEGAMES
There are many types of battlegames we hold and
participate in. These are some general catagories:
1) Tournamants: Competitions between groups or
individuals for awards; honors or
challenges.

2] Wars: Involves two O MOoOre Aarmies
attacking each other for various
reasons.

=] R |



BATTLEGAMES Con't

3) Special Sceparlos: Quests, hunts, free-for-alls, etc.

ROYALTY,

NOBILITY, ORDERS

I: M

onarah of the realm:
Every six mopths, a Crown Tournament will be
held to abtain the Throne of the Realm. The contest
will be fair and only dependent on the contestant’ s
skills and abilltles. Participants must have at
least four battlegames of prior experlence. The
contestants mast have & consort. The winner of the
contest will become the next ruler of the realm for
=ix mornths. Their conscrt will become the Prince or
Princess Consort.
The Monarch has the following honors, priviladges
and duties:
A. Upon winning the tournament the new Monarch will
~ecomne a knight if not already one.
E. During the six mcnth relgn the Monarch 1is not
required to pay any fees Or cues.
¢. Upon ieaving the throne the Menarch will recieve
the title of Duke or Duchess.
D. Must maintain the integrity of the rpaalm at 211
times.
Must maintain the peace among the subjects an

take proper actions against those who persist in
causing disturbances.
F. Preside over and conduct all ceremonies and

funchElons.
G. Maintain workshops for:
1) Costumes
2] Weapons (construction and use of ]
3} Persconas and Heraldry
gy EECa .
4. Preserve the flag and crown of the realm.
I, Decide with the aid of the Minister on policies
of fighting and the rules.
J. Decide (WM} where the money in the treasury
should be spent.
K. Decide (W /M) where and what future events will bke.
I,. Bestow the following honors and awards:
1} Champion ¢f the realm {if wvacant)
7y Titles of nobility and rank
3 Knighthood
4) Orders of the Lion
5] Orders of the Rose
} Orders of the Warrior

IT.HMinlster:

One week before sach Crown Tournament an electiaon
will e held for the position of Minister. The
election will be fair and only dependent on the
participant's support. Only active members may vote
ar participate. The winner is whoever gets a simple
ma jority. The Minister may not fight in the Crown
Tournament but may be the consort of sSomeone who can.

The Minister has the following honors. priviledges

and duties:
a. The Minister is not required to pay any fees or
duas,



4

Minister Con't

. At the end of the Minister's term the Minlster
will become a Knight if not already one.

0. 1s responsible for the treasury, all fees and
dues paid.

. Must keep accurate records on attendance and
Lha ngenLﬂLLlan 5 financial position.

E. May applont a llatarlan,

F. Print booklets, fliers and handocoks abouk Amtgard.

. Is responsible for the clubs property.

H. Decide with the =zid of the Monarch or policies of
fighting and the rules.

1. pecide (W/M) where the money in the treasury
should he spent.

J. Decide [(WAK) where and what future evencs will be.

K. May appoint pecple to help with the duties.

L.

wust check and approve all weapons to ke used In

the hattlegames.

T1I.Duke and Duchess: Retired monarchs.

[V. Earl, Count, Baron (ess): Titles granted for wvariocus
honars by the HMonarch.

V. Cranp_aw af the realm: The person who places second
in the Crown Tournament snall hecome the Champiorn.

The Champion has the Zollowing honors,
priviledges and duties:
A. Upcn becoming the L_‘a*np'-cm the person will
hecomz a Knight if not already one.
B. Shall become Monarch 1f that position shoula
boecome vacant.
©. Is the Honor Guard of the Royalty.
D, Must bear the flag of the realm.
F. Must maintain a set of loner Weapons

YI. Kniaght: Title “Jm'r.—wr. for excellent conduct Fmr_i devotion
while participating in the activities of ths club.

VIiI.Dbame,; Master. H;at ess: Titles given for outstanding
achievemen: in thier field of endeavor.

VITI.Order of the Lion: Awarded for heroism, excsllent
conduct wnile fighting, etc. There are ten degrees
+p this order. These are prerequisites for
kecoming a Knight.

1%, Order of the Rose: Awarded rfor devotion and ouitstanding
achievements towards the advancement of our socliety.
These go to ga*ﬂ'nq ctittes of nobility.

¥. Order of the Warrior: Awarded Jor fighkting ability only.
There are ten consecutlive levels to this,order.

wT. Order of the Dragon: Awarded by the Monarch's consork

e

for cultural achlievements.
o

CLOTHING, COLOR AND COSTUME RES  TRICTIONS

Purple, gold and crowns are reserved for Rovalty. White
belts are for Knights. Other restrictions are noted under
rthe next sectlon.



FIGHTING TYFES .
Warrior: This particlpant relies only on force of arms

o win a battle. A warrior may not use spells of any
=art. A warrior can wear any armour and use any wWweapons
except throwing weapons (daggers. shuriken, etc...).

Paladin: A person may become a Paladin after having fought

in at least twelwve or more pattlegames as a Knight. A
Paladin's gark is a silver tunic. The Paladin may heal
two people per life. The Paladin may heal themseli once
in a battlegame. A Paladin is immune to the wizard's
"weild" Speil. A Paladin can only use a mace, any sword,
mourning star, and dagger. A Paladin may wear any armour.

archer: The archer may use any bow, short sword and a throwing
weapon. They may wear any armour. & Master Archer may
have flaming arrovs.

Agsassin: Assassing use stealth and trickerv. They must wear
2 mask and cannot wear armour. They can use any throwing
weapons and a short sword. Master Assassins must wear a
red headband and can choose ons speclalty weapon ( bow,

poizon, blowgun, etc...l.

Squire: A sguire is a warrior in training to become a Knight
under the supervision of a Knight. A squlre must use

their master's weapong and wear Cheir device. & Squire
car obtain Knighthood sconer than an independent could.

Scout: The scout must wear 2 green runic. They may Wear
scalemail, chainmaii or leather armour. They may heal one
perscn in a battlegame, which may be themselves. The scoul
may use any bow, short svord, spear Or javelin and a
dagger. A Master Scout can heal two peaple in a battlegame
and may use a “"Talk te che Dead" spell.

Healer: A healer may cast unlimited healing spells in 2
battlsegame but may nct heal themselves., & healer must wear
a red tunic anmd a holy symbol or device. They may nobt wear
armour but rcan use a sheild. The healer must always carry
a healing scroll. They may use a NAcCe, mourning star,
or guarterstaff. A Master Healer m:; resurect ong DEerson

per life.

Wizard: This class may not wear armour. Garb is a long robe
with a vellow belt. They may use any apprentlce spells,
spear or javelin, dagger and a gquarterstaff. A Master
Wizard may use any master spells.

1} Any fighting participant must be 14 years cld or older.

2% A person may becoms a Master in a class after having
fought in at lesast twelve or more battlegames in that
class.



NONEIGHTIKG TYPES
Reeve: & reeve is a referee. They should be impartial and
fair. Reeves must wear gold tunics and headbands.
Reeves do not fight and should not be nit or touched
in an offensive manner. The reeve has the last say in
any descision in a kattlegamsa.

Master Reeve: Title given to a reeve who has PatLIElPHt
in twenty or more events and has passed the Reewve Test.

standard Bearer: The standard bearer has the jolr of carrying
the flag of their company. Since they do not fight they

shauld not bDe hit.

Page: A page 1s a nonfl ghLlnu servanlk. They must wear
their master's device and may assist their master 1n
any non-combat way.

Obhserver: Anvone is welcome to come and watch. They do not
have to wear garb but it weuld be much appreciated.

DAMACGE AND 1WOUNDS TO ¥OU
The fellowing section may seem very confusing and
technical. Active participation in a few games is all it
takes to develope a good understanding of the battlegames
and their rules.

MNo Armour

Head: Out of bounds. Will not count as a hit and is
discouraged.

Arms: A hit on the arm results in the loss of that arm.
nﬁ}tnlag held by that arm must be dropped before it
~an be used again. A lost arm should be pul benind
yvour back. A second hit Lo that arm resulis 1n death
(we are qn*“g on the theory that the arm 18 no
longer there).

Legs: A hit results in the loss of that leg. Drop ko
ape knee. Any following hits to that leg have no
ffect. Crawiing, dragging vourseli, being carried,
ralling, and making short springs onto an OpRONent
are the anly ;aya tp move with a missing leg.

Torso: Death

Mote: Any two limbs hits is instant death,



DAMAGE Con't
Armour: The same damage rules apply to armour. The big
: rrick is to "cut” or Ysmash" through the armour to
do the damage. All armour must look authentic and
must be warn over gark so your ocpponent can clearly

cpe what it is. Armour only protects the area it is over.

Leather/studded leather: The minimum thickness is 1/8th
of an inch. This armour is destroyed on the secong
hit.

Ring/Chainmail: Minimum thickness is 15 guage stesl. Some
heavy protection must be worn underneath. Mail is

destroyed on the third hit.-Impervious to throwing weapons.

Plate/Band/Scale: Minimum thickness is 16 guage steel. The
fourth hit will destroy it. This type of armour will
stop throwing weapons and arrows.

Those who keep striking the dead
will be penalized. In the field
tournaments, the dead have the option
of either lying where they died or
running off the lists with thelr
wezpons held over their heads and then
watching from the sidelines.

If yvou really do get hurt {bloody
1ip or stunned), yell "holid". Pedple
should not keep hitting you. We have
had a few people who were momentarily
injured fall to the ground. Everyone
thought they were dead and then they
got up and started fighting again. If
vou get hurt consider yourselt dead and
remove yourself from the fight.
Deliberate faking of an accident or
game death 15 not allowed.

Wwhen all the living are gone and
snly the dead and wounded are left the
dead may get up and go to nirvana or
limbe, you may hot talk to the living.
During a "hold" the dead may also leave
but the wounded and the living may not
move, NO COLLECTING OF WEAPONS, M
TACTICAL MAMNUEVERING, AND REMAIN CUIET
g0 DIRECTIONS MAY BE GIVEM AND HEARLD.

When you arrive ot limbo go to the reeve in charge. Give
them your name. The reeve will recerd’ the time you cpme 1n and
for five minutes you must stay there unless the reeve tells
you differently. I bonus takes two minutes off your time and a
penalty adds two onto 1t. The 1ivifhig may not enter limbko except
to report bonuses and panalties. You are normally allowed four
1ives, on the fourth death you must stay in limbo for the rest
of the game. Most peoople leave their food and drink in limbo.
vau are considered dead until yvou leave sight of limba or lower
the weapons from above your head, you must ba On your armies
side of the battlegams. You will be brought back to life after
every melee 1ln a tournament.

BRH = o
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SO NOW I'M DEAD
The instant vou die, fall down and sceam. Make it dramatic.
Reeves will give you bonuses for a good death. If you witness
a good death report it to Limbo. Once you are down hold still
until the battle stops or moves away. Then hold your wWeapims
above your nead and go To Limbo. The dead are not allowed to
talk to the living.

PRISONERS AND RANSOM
To capture a prisoner, the person must be renderead

wgneoncious". Prisoners may be taken by a Killing blow {torso

ar spcond 1limb hit) preceeded by the word "“subdue". The
prisoner will be unconcicus for 60 seconds, during which he
may be "subdued" again and must restartc his count. Five
subdue blows will kill the prisoner. AITIOUr Negates a sudue
klow. Arrows and other stabbing weapons can never subdue, only
kill. If & subdue blow hits 2 limb but is neot a killing khlow
then the limb will be useless for five minutes. A prisoner's
weapons must bhe kept within ten feet of them. A prisoner who
consents to being tied may try to escape, ohe Who retuses is
honor bound not to try. Wizards who refuse a gag may not uUse
magic to escape. A ransom demand may Le given and if not paid
the prisconer may ke executed or held for the duration of the
battlegame, unless freed or rescusd.

MAGIC ERELICS
Zeus Dagger: Yellow in color. his dagger will do the same
damage as a red weapaon.

Wand of Invulnerability: This wand will negate the firet four
hits reccived in a battlegame per life,

Ogre Gloves: These yellow gloves act like a shield and can
stop hits.

Horn of Besurection: This horn may be blown only once by Bach
armv. When the horn is blown, all the dead on that army
within hearing range will be resurected, negating the
last death.

Hing Of Power: This ring negates the Eirst hik of every
opponent in the buttlegame,thiﬁ relic is kept by one
participant for six months and then & pew Jquest is held
ta obtain it. = -

BATTLEGAME LIMITATIONS
1] Warriors may not use bows if the number of bows is
greater than one bow to five people.

2] There can only be one wizard per ten people on each army.
3] Switching eclasses in a battlegame is not allowed.
4] Weapons may not be used or stolen by anyone sexcepht the

ovner unless permission is given.



WEAPOM TYPES
Besides a few magical weapons, Ambtgard only allows far
weapons in existence beforelBb0 A.D. except for explosive or
chemical weapons. All our weapons are padded replicas of the
eal thing. Coclored tape on each weapon tells how the weapon
should be used. The colors mean: .

Blue: Smashing or hacking. Swords, axes, maces, clubs, etc...
arc kilug weaphns.

Areen: Thrusting or stabbing. Daggers, arrows, spears,; etc...
are groen Weapons.

red: This weapon nust be twe handed. If an agm is lost the
weapon must be dropped. A red weapon will destroy a
shield in thres solid blows.

Yellaw: Magic or enchanted weapon. Unless it 1s a rLlic a
cpell rmust be cast on it to be used. [(see Relics &
Magic Spells)

Black: Throwing weapons. Knives, shuriken, axes, etc...
are black weapons.

White: Instant kill weapons. This catagory includes seige
WEADONS [catapults, battering rams, Lalliatas; BEeil)
poleon, Efc. . O ' '

SPECTIAL WEAFONS
Some weapons have special rules that apply only to them:

Fire Arrows: Must have a red strip of cloth tied onta the
shaft of the weapon. This weapon will Kill upon touch
destroy shields (if neot "put out" within ten seconds)
and after three consecutive hits a seige weapon. Only
one fire arrow may be active at any time by each archer.
A fire arrow will cnly stay active for two minutes and
then must be relait.

Seige Weapons: A hit from a seige weapon will kill a persan
r:—'-jn-.]d]_r_:-..w_-_ of armour. A seige weapon may destroy
another seige weapon with only ene hit. Ten hits from a
red or blue weapon Will destroy a selige weapon.

he wictim from any hit that occurs

Poison: peoison will kill :
FOS armoulr.

T
and would normalliy wpier

ARCHEEREY

The limit for a bow's pull is 35 1lbs. No compound bows,
bErokern or mended arvows are to be used, Lhey can hurt someone.
A1l wonden arrows must be tapped. Arrows must alwavs be shaot,
they cannokt ke used as a hand weapon. Shields, platemall, bkand,
and scalemalil armour stop arrows. Cloth shests or nets cannot be
hung up to stop projectiles. An arrow destroys any limb as a
sword would. An arrow to the torso is death. Bows should be only
half drawn at close range. People are not allowed to snatch arrows
out of the air or block them with their weapons. If an arrow hits
vour weapon that weapon is destroyed and cannot be used agaln
unktil your next life. Glancing arrows oo pot counk, if the arrow
continues past you in its same flight path then that was a glance.
Somebimes an arrow will hit the body at an angle and deflect off
of it, that is not a glance for a reéal arrow would have stuck in.
Bouncing or richocheting arrows do not count. If a bow is hit by
a weapon it is destroved.

SR



THROWING WEAPONS

A throwing weapon is treated like an arrow. A hit by any part
of @ throwing weapon counts as a hit so all parts of the throwing
weapon need to be padded, You may deflect throwing weapons with
another weapon without losing that weapon.

WEAPONS COMNSTRUCTION
What 15 a sarf= weapon? A safe weapon is one that will not

=

leave bruises, break hones, or Knock out teeth when an unapmored
person is hit with a baseball type swing. If Your Weapon hurts
when you are hit, it is not safe. Your weapons Will be tested on
you. Markland and S5CA style weapens will never pass our inspectlon.
The entire surface of a veapon must be padded, except where
it is held. If vour weapon has a crossguard, it tco must be padded.
The kest thing to use as the core O0f a weapon iz PVC tubing.
This is & plastic tubing that is used by plumbers. ©Other things
that may be used but are not as safe are bamboo and wooden dowels.
The longer your weapon, the greater the chance of it breaking.
Uge a goed, f£irm foam rubber to pad your weapon. Ensolite,
a eclosed cell, waterproof foam, is a good foam to use. Foam is best
cut with a razor blade or sharp scissors. To stick the foam
together, use an adhesive or tape.
The cuter covering should be made of durable cloth. A cloth
covering will help protect your weapon and make it last much Longer.
A nerf soccer ball is good for making the morningstars. The
chain of the morningstar must ke wrapped 1n [oam with less than
X inch of the rope exposed at any point.

All blue and red weapons must weigh a minimam of one ounce
far evary inch the veapon is long. Welights do not apply to green,
black,white, or vellow weapons. There is no nminimum for morning-
stars, javelins,; ELC...



A. A FPVC tube.
Foam placed on the tip and
pommel secured with tape.
C. Sandwich the tubke between ()

two pleces af foaam.
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fabric 1n a nuetral color.

Cut 1t ko the lenght shown. | f
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F. Fold the fabric = and £ III
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Z. RBoll up the Zabric like a
stocking and then roli it
down over the sword,

H Secure the fabric to the

hilt with tape.

=]
L* e

1
T

Weanons must e colored to look
like the real thing. Purple, red and
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malticolor prints will be rejected Ef
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Magic OSpells
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MAGIC

The first thing a wirzard must do is to make a spellbock. Use parthment
or parchment-style paper. 2ind it with leather cords or the like. The covera
must be of wood or leather. Pubt your paraocna asame on iL, You are the only
person that may use this spellbook.

Write the epell down inszilde. You don't have to uee an archans language
or the like - just make sure that you can Tead it, If you don't have to use
a water-proof ink, you might conslder lamenating the pages.



APPREMTICE SPELLS

Lightening HBolts:

Magic Javelin:

Talk to tha Dead:

Spell of Woundinn:

Materials: Madded linknteminn holt

To activate: Hold the bolt in your left
hand and repeat five times "Liahteninn
Bolt". After completine the chant you
may throw the bolts at other peonle or
sipan Weanons.

Damaacn A liahtening bolt destraoys anw-
thina it hits. Bouncinn orF richocheting
bolts do not count.

Limits: Three bolts may be enchanted
tonether but must all be thrown on
the sazme instant, no throwina thsm one
at a time. The bolts must be re-enchan-
ted to pse anain.

Materials: A javelin
¥ellow strip of cloth
barn of fFlour
To activate: Hold the javelin in your left
hand and repeat ten times “Mercury, oh
Rless This Javelin". Tie the strin onto
the shaft and sorinkle with the flour,
then turn once clockwise.
Damage - The damase iz the same as &
lightening bolt.
Limits: Mone.

Haterials: One dead narticipant

To activate: Touch the nerson's forehead

v and say tén times “Speak to me (persen’

o 5 battle-name). You must touch them
with yvour left hand.

Fffect:  The dead must answer one ouesti-
on truthfully.

Limits: This snell may be uwsed only once
per 11fe.

Materials: One urnwounded attacker

To activate: When the nerson iz within
twenty feet sav two times "From My
Heart I 5trike Off Your (left or right
arm or lea}”

Fffect: The victim must treat the cursed
limh as & sword hit.



HASTER SPTLLS
T1rehall: Materials: A radded £ireball

To activate: Yold the ball in waur left hand
and reneat five times "Fire §all",

Effect; A fire ball destrovs anvthine it hits,
even aftar houncino or richochetino.

Limits: Un to three fire bhalls mav he enchanted
at one time hut they must be thrown tonet -
MET.

Curse P Hame:  Naterials: A small doll or fiaure
The wictim in siaht within 50 feot
To activate: Hold the doll in vour left hand
and reneat twenty times "{nerson's battle-
name), I Curse Thee": Turn clockwise once.
[£Fact: IF the spell is comnleted then the
Vistin 15 dead.
Limits: This snell will not work asnainst
Daladins. This spell may only be used
two times each 1ife,

Touch of Death: Haterials: “one.

Tao activate: Stand with both arms outstretchad
and repeat twenty times "Touch of Death".

Effect: You will ke able te kill a sinale
nerson just by touchine them. The touch
must be solid to the body.

Limits: The spell onlv last for ten minutes.
if you do not touch a nerson within that
time vou must redo the spell. Armour
and shields can block the spell.

tnell of Yield: Haterials: A small dall or fiqure
baa of flour
Victinm in sinht and within 50 feet

To activate: Hold the doll in vour left hand,
soinkle 1% «1th flour, turn clockaise fwe
times and repeat three timss "(nerscn’s
hattle-name) Yield thv arms and resist no
lonner, Come unto my arms and be mine
cantive”,

Effect: Tha victim must ston finhtine and walk
aver to wou, The victim may not resist or
attack vou. You mav either take them
prisoner or kill them.

Circle of Protection: Materials: A strip of vellow cloth at least
ten feet long

Te activate: Hepeat five times loudly "Eircle
of Protection”. Lay the cloth around vou
in a circle on the around.

Effect: The circle will last as lonn as you are
inside of it. Mo hits or magic will effect
you

Limits: The soell will last as lonn as you stay
within the circle. You may not fiaht or



