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Introduction



Amtgard is a non-profit, non-sectarian group dedicated to the education and recreation of the medieval and fantasy genres. As
aliveactionrole playing game (LARPG), Amtgard has many new experiencesto offer to theinterested newcomer, from making
costuming appropriate to a certain time period to wielding a safe foam padded replica of an ancient weapon on the field of
battle. The recreation of medieval combat in afantasy setting isamajor part of the game, and while this guide can not cover
every possihility, common sense and fair play should be used to resolve any problems. Anyone is alowed to join. To become a
member, you must:

Obtain a copy of the rulebook and read it.

Develop a persona and a persona history.

Make a costume for yourself that is fitting to your persona.

Fill out amembership form and waiver and turn them into the Prime Minister. Minors must havetheir waivers
signed by their parents or legal guardians. Minors under the age of 14 many not participate in combat without
specia permission from the Monarch.
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After fulfilling these criteria, you are amember of Amtgard, and you may participatein Amtgard functions. You may also
choose to donate to the local treasury to financially support your local group. A donation of at least six dollars ($6.00) every six
months (informally referred to as dues, and pay to the Prime Minister) will make the member a“ contributing member” for the
duration of that time period. Note that the terms Monarch and Prime Minster apply to the officers of each specific group.

This status entitles the contributing member to receive a copy of the rulebook and issues of the Amtgard newsletter. It a'so
allowsthe contributing member, with minimum attendance stated by the Monarch, to votein Amtgard Government (the
Allthing). All funds received in this manner are used to support many local functions and activities, such as printing fees for
handbooks and newsl etters, renting sites for events, and maintaining alocal post office box. No oneisrequired to pay “dues’
except for certain officers.

We have no “pay for play” rules, and non-donating members are allowed to participate in all regularly scheduled activities.
Members of al groups may participatein the events of any other group. Occasionally, large events may require an entrance fee
to offset the cost of securing and maintaining the site on which they are held. This does not constitute aviolation, so long as
the entrance fee is evenly charged to all attendees.

Other Amtgard publications of importanceinclude:

A. Corporaof Amtgard bylaws—group criteria, Amtgard governmenta structure,
awards and honors, etc. Important for all groups, essential for medium/large groups.

B. TheAmtgard Contract —Legal agreement that all groups must signwith
Amtgard, Kingdom of the Burning Land’s Board of Directors. (Amtgard Inc.) It ensuresthat groupswill abide by
the Amtgard rules and bylaws.

C. Other Publications of note—While not mandatory, these publications are very useful and include Amtgard
supplements, such as garb and weapon making, local newsletters, and the Dor Un Avathar (amonster handbook).

Frequently Asked Questions.
1. What is Amtgard?

Amtgard isafantasy, live action role playing game. Unlike tabletop role-playing games, Amtgard uses safe, foam padded
weapons for usein combat. Unlike other live role-playing games, Amtgard has a unique magic system to represent combative
and non-combative spells as well as a governmental system, or corpora, which not only governs how the group shall operate,
but various awards and achievements which people may earn throughout their Amtgard career.

2. How do | start an Amtgard Chapter?

Thisisthe most commonly asked question for newcomers. Most Amtgard chapters have their own websites, and the
Beginner’s Guideto Amtgard can easily be downloaded from online.

3. What do | need to become an approved chapter of Amtgard?



Thefirst thing that must be done to become an approved chapter of Amtgard isto sign a contract with the Kingdom of the
Burning Lands, Board of Directors(i.e.- Amtgard, Inc.). The current Amtgard mailing addressis:

Amtgard, Inc.

2310 Pittsburg

El Paso, TX 79930

The current contract may be found on the Amtgard web site;

http://www.amtgard.com
Along with the contract, one must find a Kingdom within Amtgard to sponsor the new group. A sponsoring Kingdom will help
your group grow, answer any questions and point you in the right direction. The current list of Kingdoms can also be found on
the Amtgard website.

a. Kingdom Level sponsorship
b. Obtain contract withthe BL BOD.

4. How do | become an active member of Amtgard? What does being an active member mean?

a. Must be dues paying or donating member. May also list other forms of contributions.
b. Entitlements of being dues paid or donating member follow:

While Amtgard is not a‘ pay to play’ game, donating to the club hasit’s benefits. An ‘active’ member is one that has done so.
The person may participatein local elections and vote on important items at the * Allthing.” The person is also entitled to
receive a copy of the rulebook and local corpora, aswell asreceive a newsletter, which many of the local chapters publish. Each
Kingdom may have it's own benefits added on aswell. Many groups also define an active member as one who shows up on a
regular basis.

An‘Allthing’ (or athing) isborrowed from an ancient Viking word for ‘court.” It isaregularly held meeting, where people can
discuss clarifications on rules, requests of the monarchy, and awards and honors can be handed out to group members.

5. What isalegal Amtgard weapon? How do | make one?

There are many ways to make alegal weapon within Amtgard. Your best option would be to find someone at your local group,
and ask them to show you how to make one. On the Amtgard web site and in the Rules of Play, there are diagrams and instruc-
tions on how to make avariety of items. The rulebook also contains directions.

6. What arethe “official rules,” and how do | deal with local interpretations?

Local, Regional, and National rules.

Now that you have are reading this rulebook, certain rules of play may be modified as your group seesfit. It isagood ideafor
your Prime Minister or the Autocrat of an event to keep a checklist of these items handy, so that if a player from another land
visits, they will know immediately of thelocal variances.

It isimportant to note that certain items may be changed only on the Local level, whereas some items may be changed on the
regional level. National level eventswill maintain close adherence to thisrulebook aswritten so that there will be no surprises
to anyone.

Local level events are those such as your normal weekly meetings and events where the vast majority of participants are those
that reside within your group. Local level changes affect only one group (although multiple groups may opt to adhere to the
same modifications.)

At the Local level, these modifications may be made by asimple vote at an Allthing. It should be noted that a new player
should be taught the ‘unmodified’ version of the rule as well so that this person may adapt easily when they begin to travel.

Regional level events are those that draw alarge number of visitors from outside the local group, but mostly people residing
within the same Kingdom. Such events may be Kingdom Coronations, Feasts, and Smaller weekend events that draw from
multiplegroupsresiding in small areas.



At theregional level it isup to the Autocrat of the event to suggest which modifications are to be used. At the regional levd, it
is up to the sponsoring group’s officers, and the Kingdom level officersto decide. This group of people may not add modifica-
tionsto the autocrats list, but may only deny modifications. When making alist it should be noted that these are changes that
would affect all games at an event, and not just one. A modification that would affect only one gameis the sole choice of the
autocrat. In any case, alist of rules of the event should be made readily available before and during the event.

National events are events such as Clan, Olympiad, Great Eastern and Rakis. These events draw large numbers of people from
all Kingdoms. National events should not modify the rules (i.e.- national events cannot be played by “local only” rules).

PERSONA GUIDELINES

Real History: a persona should be based on an Earth type human who could have truly lived before 1650 AD. The name,
weapons, clothing, etc. should be historically correct. Please do not impersonate afamous historical figure.

Fantasy: the persona should be based on a book, movie, historical mythology, or may even be a unique creation of your own.
Again, do not impersonate afamous character from the medium you choose.

REMEM BER: everyone must be either medieval or ancient era, or swords and/or sorcery, related.

HERALDRY: Cresteadeviceor indggniato digolay onyour flags, banners, coat of arms, etc. The device should beuniqueor at leastin
keeping with your personaand/or company. You may register the device with the guildmaster of herddry and the Prime Minigter.

COMPANIES: Peoplewho are friends and/or are of the same personatypes may wish to band together as afighting group.
Thisgroup is called acompany. The company should choose a hame, captain, second in command and device.

HOUSEHOL DS: People who wish to form anon-fighting group within the club can create a household. The household should
choose aname, aLord and Lady of the House and a device.

EVENTS
There are many types of battlegames we hold and participate in aswell as other events. These include:

1) tournaments- competitions between individuals or groups for awards, honors, or challenges.
2) battles- Involves two or more armies attacking each other for various reasons.
3) specia events- quests, feasts, demos, trips, revels, fairs, workshops, and other ‘ games', etc.

NOTESFOR COMBAT PARTICIPATION:

1) Any person who wishes to fight must have signed awaiver and be at least 14 years of age. If younger, he must have special
permission from the monarch and his parents.

2) A person may advancein level in aclass after having completed all listed prerequisites. One may become amaster in aclass
if judged as an outstanding exampl e of the class by the Monarch, Prime Minister, and class Guildmaster. Such decisionswill
usually be made every six months at the Guildmaster elections.

3) People must actually participate in a classto receive attendance credit.

4) Only one attendance credit may be given on a single day, and monthly attendance may never exceed five.

NON-FIGHTINGTYPES

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

REEVE - Thegarbisagold tunic, headband, or sash. The reeveisareferee for the battlegame. The reeve should beimpartial,
fair, have agood eye, and be well versed in therules. The reeve has the last say in any decision in a battlegame. The reeves do
not fight and should not be purposefully hit or touched in an offensive manner. Biased, unfair, or incompetent reeves shall be
dealt with by the Guildmaster of Reeves.

PAGE - Garb consisting of his master’s deviceisoptional. A pageisafighting or anon-fighting servant (nonfighters must wear
agold “enchantment” strip).

COLOR - Garbisencouraged. It isnot aclass, yet includes everyone el se who wish to participate in the mood and ambiance of
Amtgard. Examplesinclude minstrels, waterbearers, and many others.

ARTSAND SCIENCES GUILDS- artisans, smiths, garbers, etc.



DAMAGE ANDWOUNDSTO YOU:
Head and Neck- Out of bounds. Will not count as a hit and is discouraged; ie. blows areillegal. Deliberately parrying
with your head or neck isalsoillegal.
Arm- A hit to thearmwill result in the loss of use of that limb. A struck arm should be kept behind your back. A
second hit to the wounded arm will result in death. (We are going on the theory that afirst hit disables and the second
hit removes the arm.) Hand shots will count as a hit to the arm unless you are holding aweapon in that hand. Wrists
are considered part of the arm, not the hand.
Leg- A hitto aleg resultsin the loss of use of that leg. You must immediately drop to one knee. Any following hits
to that leg will have no effect (the only exceptions are magic and black weapons effects). Crawling, dragging one's
self, being carried, etc. are the only ways to move about with awounded leg. You may make a short spring at an
opponent with your good leg, however hopping on your good leg is not allowed.
Torso- (Includes a person’s shoulders, groin, and buttocks) instant death.
Feet- Do not count as a hit, unless used to block blows that would have struck elsewhere (such as jumps, leaps, or
kicks) or hit with aspellball.

Notes:
1) Any 2 limb shots (except 2 shotsto the same leg) resultsin death.
2) Shotsthat only strike garb, equipment, or a person’s foot do not count as a hit unless said items blocked a blow
that would have struck a combatant (i.e. - garb, equipment, sheathed weapons, etc. are not shields and do not count
asarmor). Exceptions- foot shotsfrom magical ballsdo count.
3) Blowsthat nick or lightly glance off of atarget do not count as hits. Any shot that stops or any shot that hits then
deflects at an angleis considered a hit.
4) Projectile weaponsthat strike ‘light” still count as hits.
5) The chain portion of flailsare not legal striking edges and do not count as hits. The same appliesto al weapons
hafts, hilts, hand guards, and courtesy padded shafts.
6) Non-hinged weapons that bend (or whip) around a parry do not count as hits.
7) Magic and black weapon effects still affect wounded limbs.
8) Deflections that then strike true on atarget are hits. However, any illegal shot stops the action.
9) Shotsthrown in motion still count as a hit if the person is struck after he threw his shot but before his shot landed.
Exception- arms struck in motion are assumed to beimmediately | ost.
10) Shotsthat knock aside a parry then strike the target are hits; (however, see #6).
11) Illegd shots stop and reset the action (i.e- if you hit your opponent in the face, stop combet until he sayshisisunhurt).
12) Bouncesnever count (exception- Fir eballs).
13) Effectsthat kill atarget destroy al equipment, weapons, or amor a the point of contact (i.e- afirebdl that hitsaleg and kills
someone destroysthe leg armor there d o).

With Armor:

Armor israted on its ability to stop or deflect blows. The rating ranges from 1 to 6 points of value, though warriors can get to 7
and some monsters even more. The same damage rules apply to armor. Each hit will remove 1 point of value and the damage
only appliesto the areathat was hit (either arm, either leg, the torso). Armor only protects the areathat it covers.

WEAPONTYPES:
Besides afew magical weapons, Amtgard only allows weapons that might have been in existence before 1650 AD (no
explosive or chemical ones however). All our weapons are safe, foam padded replicas of the real thing. Color codings
for each weapon tell how it should be used. The codes are:
1) red- when used to slash or bludgeon, they destroy a shield with three solid blows.
2 black- weaponswith extrakilling effects such as poison or boulders.

Note:

Red and black weapons must be marked with the appropriate color (cloth ribbon on the hilt or haft will suffice). Aswith all
cases of Amtgard markings, thisisto simplify play by making unusual cases obvious to reeves and participants. Other
weapons will only be marked to clear up cases of confusion.



Rulesregarding Ribbons:
1) All ribbons (also called cloths or strips) must be at |east 2 inches wide and 18 inchesin length, and clearly
visible on the person or object they are part of .
2 ArmBandsand Head Bandsact in all wayslike ribbons and must follow their rules.
Each color ribbon has adifferent meaning to allow quick identification of it-
Dark Blue: Ahilitiesthat can't be dispelled or non-magic enhancement such asall warrior improved items.
Red: Red Weapons, Berserking Barbarians, and Armor Piercing arrows.
Black: Killing effects such as the class ability Touch of Death, Poison Weapon, Death Fields, Penetration Arrows, Boulders, etc.
Gray: Subdua weapons and effects such as Stun Arrow, and traps.
Orange: Flame effects such as Flame Arrows, Lava, etc.
Silver: Water
God: Reevesand itemsthat may not be touched or attacked
Purple Optional rules effects
Classribbons for enchantments and magical effects-
Bard: LightBlue
Druid: Green
Healer: White
Wizard: Yelow

NOTESON WEAPON TYPES: (Also see Weapon Descriptionsfor magic costs and magic effects)
1 Projectile weapons are divided into the following categories. Note the differences carefully when choosing the class
that you will play (Note- thereisno limit to the number you can carry):

a.  Throwing weapons- throwing knives and axes, shurikens, darts, etc. (limited to assassins, 2™ level + monks).
Barbarians and scouts may use throwing axes.

b. Rocks must beat least 1ft. indiameter. (limited to barbarians).

c. Bows short bows, crossbows, long bows (archers and 6" level scouts may use any of these; other scoults,
druids and barbarians may only use short bows). Assassins of 2™ level + may use a short bow or hand
crossbow. Specialty arrows are defined as available by class.

d. Javelins- includesthrowing spears (limited to anti-paladins, paladins, barbarians, and 3¢ level + warriors).
May be used as a thrusting weapon in melee.

e. Boulders- Includes catapault and ballista projectiles- these are considered projectiles from siege weapons.

Short weapons are any nhon-hinged melee weapon under 3 ft. in total length.

Long weapons are 3 ft. to 4 ft. in length.

Very long weapons 4 ft. to 5 ft. in length.

Red and great weapons (see weapons effects, p.29)have padded striking edges over 1 ft. in length and the top of

weapon must have padding on at least 1/3 of the surface. For instance, on a9 foot pole axe, at least 3 feet of the

weapon must be padded, and at |east one foot of the weapon must be strike legal.

Daggersareunder 1 1/2 ft. in total length.

Flails or hinged type weapons are useable only by the following classes- anti-paladins, healers, barbarians, paladins,

and warriors. The chain of a hinged type weapon is not alegal striking edge. Chains on these weapons must be

wrapped in foam with less than half an inch of the rope exposed at any point. The combined rope and striking edge of

aflail may not exceed 1 1/2 ft. in length except in special cases approved by the monarch. The key word is safety, and

potentially dangerous egquipment will not be allowed on the field.

7 Theterm shield is self explanatory. Bucklers (i.e.Warboards), are shields, madus are considered to be apolearm joined
toasmall shield. A player may not attach more than one shield to their body by means of a strap, and that shield
cannot be strapped to the torso. Shields must be strapped to an arm.
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8 Spears are stabbing only weapons and should not be confused with the javelin, which may be thrown (must have
padding on upper 1/3 striking edge).
9 Polearms include spears but may also have slashing edges (minimum 1 ft. in length for astriking edge, must have

padding on upper 1/3 striking edge).

10) Poison will kill the victim from any hit that occurs and actually woundsthetarget. The poisoned victim will dieina100
count. Poison is stopped by intact armor and only 2™ level + Assassins and 3 level + Anti-paladins may use poison.
A person may only poison one of his own edged weapons (sword, arrow, dagger, €tc.).

11) A siegeweapon isaweapon that will kill aperson regardless of armor or ashield (exception- the Shield of Reflectionis
the only shield that can defend against a siege weapon). Monks will not survive blocking projectile siege weapons
with their hands or their weapons. Targets hit on carried equipment or weapons are killed. Ten hitsfrom a slashing or
bludgeoning weapon will destroy a siege weapon. This damage may be mended as armor. Siege weapon projectiles
destroy other siege weapons with 1 hit. They require 3 people to operate. The exception isthat some monsterswield
siege weapons as if normal weapons.

12) Important Note: red, magic and great weapons are not weapon types but effects upon various weapons (re: Weapon
Descriptions, etc. pg 29)
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WEAPON CONSTRUCTION:
What is a safe weapon? A safe weapon is one that will not leave marks, bruises, or broken bones or teeth when it
strikes a person. If your weapon hurtswhen you are struck, it is not safe. Markland, NERO, and S.C.A. weapons will
never pass inspection. The entire surface of aweapon must be padded except where it is held. Crossguards must be
padded. For a base the best thing to use is PV C tubing or Fiberglass. Other materialswill be checked for safety on a
case to case basis. The longer your weapon is the greater the chance it has of breaking. Use a good, stiff foam to pad
your weapon. Ensolite, aclosed cell foam, isgood to pad the base. Funnoodle, a preformed pool flotation device, isa
quick and easy aternative to Ensolite, however it wears out much faster. Foam is best cut with arazor or sharp scissors.
Stick the foam to the shaft with adhesive glue or duct tape. A weapon cover should be made from adurable cloth. This
lasts longer than atape covering and is easier to repair. Weapons with a cover last longer and look more authentic.
Weapon tips (points, guards, pommels, etc.) must be larger than a person’s eye socket. All stabbing weapons must be
capped by folding foam over the ends of the weapon's base. Magic components used in combat- magical balls, etc,)
must also be padded and be bigger around than a person’s eye socket.

ARMOR CONSTRUCTION:
Armor israted by the Monarch, Prime Minister, and Guildmaster of Reeves. Damage to armor only appliesto the areathat ishit,
and armor only protectsthe areait covers. Damage that exceedsthe armor value (i.e.- arrows, berserk barbarian weapons, great
weapons, etc.) wounds or killsthetarget. Armor that is mixed (multiple types of armor covering the same body area) will be
averaged. Armor can not be stacked or layered to increase or add value unless explicitly stated in these rules. Armor worn under
tabards or garb must be partialy visible, and must be announced if asked. Armor should weigh close to actual historical stan-
dardsto receive full value.
Standard criteriais 16 gaugefor al metals. All armors must be safe, with no protruding edges that could injure someone. Armor
values may never be greater than 6 points unless you are a 6" level warrior or certain monster classes.
Armor israted as the material that it most resembl es, thus plastic and other non-metallic armors can never be disguised or passed
off asplateor chainmail.

These are the base armors: Points

Padded cloth, quilted cloth, light leather 1/16” 1
Heavy leather 3/16” 2
European“4in1” chainmail 3
Augmented chain, riveted chain, or lamellar 4
Brigandine, double mail 5
Ribbed Plate 6
Theseitems can be added to increase non-metallic armor values:
Cuirbouilli +1
Studs / Rings +1
Scales +2
Toincreasethevalue of any form of chainmail:

Full padded gambeson or arming coat +1
Construction additions and subtractions:

Non-authentic materials -1
Poor workmanship -1
Shoddy and/or artificial appearance -1
Heavy gauge material +1
Superior construction +1

Armor descriptions:

Padded cloth is4 layersof cloth sewn together.

Quilted cloth istwo layers of cloth with padding in between sewn together.

Light leather isleather of at least 1/16-inch thickness.

Heavy leather isleather of at least 3/16-inch thickness.

All chain armorsmust be at |east 16 gauge, with aninternal diameter of, at most, 3/8 of aninch. Regular chain armor consists of
butted links.

Augmented chain is chain augmented in some fashion from the standard “4 in 1", such as plates attached to each other by chain,
or any of the Persian/Chinese weaves.

Riveted chain ischaininwhich all thelinks have beenindividually riveted together. Lamellar isplateswhich haveall been
joined in an overlapping fashion by cord or chain link.

Brigandineisclosely spaced or overlapping platesriveted between two layers of leather. Doublemail is“8in 2", or amail in
which astandard pattern is woven with two rings replacing every single ring.

Ribbed plateisasolid metal armor with riveted metal articulationsto increase mobility.

No armor list can be completely exhaustive, and armors not mentioned should be ranked according to their composition
(metallic vs. non-metallic) and their protective valuerelative to other armorsin thetable.
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Armor additions;
Cuirbouilli isthe process by which leather is hardened using wax or other treetmentsto produce asignificantly harder leather.
Studsare composed of metal, and must be no morethan 2 inches gpart to receive the bonus. Studs can not be added to meta armor.
Rings (not to be confused with chainmail) must be at least 1/8 inch thick, have aninternal diameter of at least 1 inch, and be
placed no further than 4 inches apart to receive the bonus. Rings can not be added to metal armor.
Scalesmust be no further than 2 inches gpart and must be at least 2 incheswide by 2 incheslong. Scaes can not be added to meta armor.
A full padded gambeson (sometimesreferred to asan arming coat) resemblesaquilted closefitting tunic that extendsfrom
thethighsof anindividual to their elbows, excluding their head and neck. If worn under any type of chainmail, the wearer will
receive a +1 bonus to the area that the chainmail covers. The gambeson may not be modified to increase thisvalue.

Armor Modifiers:
Non-authentic materialsrefersto materialsthat were not in useto create armor at the time, such as plastic. For comparison
of metals, 16-gauge stedl isthe standard weight and toughness, so lighter or softer metals, such as aluminum, will incur this
penalty, while stainless steel will not.
Poor wor kmanship refersto an inexperienced/incompl ete assembly by the armor, or the use of non-period items such as hot
glue, tape, or shoestrings to hold the armor together.
Shoddy and/or artificial appear ancereferstotheoveral gpped of thearmor, anditsability to accurately resemblehistoricd armors.
Heavy gauge material ismaterial that exceedsthe 16 gauge standard for ringsor plates.
Exceptional craftsmanship isreflected in the overall construction and function of the armor as compared to other armorsif
itstype, and is awarded on a case by case basis.
Bonuses for construction may never exceed +2 and subtractions may never exceed 4.
Additional Armor Rules:
Stacked or layered armor will usethe highest value. Barbarian berserk armor may be healed. Magical armor (stoneskin/
barkskin) and normal armor may be mended. Monster natural body armor may only be mended.
Armor inaction:
Example 1: A personwith 2 point chest armor and 1 point back armor is struck in the back with aregular sword: Back armor is
destroyed, and one point of chest armor remains (chest and back are included together under torso armor),
Example 2: A person with 2 point chest armor and O point back armor is struck in the back with asword: Person is dead.

SHIELDS:
Shield backings should be madefromtight, firm materias, and should bewdl| padded. Hard edges may not be exposed. Good materidsto
use include substances with some give such as plywood and high impact plagtics. An interesting dternative isto use aplastic snow
toboggan, which will producealight shield that requires|ess padding. Arm strgps are best made by bolting on thick strips of leather. Bolts
should be atached with the head affixed to the exterior of the shield with washers, and this heavily padded with foam. Shidds must beat
least as sefe asthe wegponswe use. Small shidds shall not exceed three squarefeet intotd exterior surface area. Medium shids shall not
exceed five squarefedt, and large shields shd | not exceed eight square fet.

ARCHERY:
Themaximum limit for abow’s pull is 35 pounds with amaximum 28 inch draw length. No compound bows are allowed.
Broken or mended arrows are not to be used. All wooden arrows 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 adiameter larger than a person’s eye socket. An
arrow scores hits like any other weapon. Bows must be half drawn at close range. Short bows (i.e. the arrows shot from
them) do 2 points of damage to armor. Crossbows and long bow (any bow that is 5 ft. or more in height when strung) do 4
points of damage to armor. Single hand crossbows do 1 point of damage. These values are for standard arrows and can be
modified by special arrow types and class abilities. Only monks may block arrows with their weapons without penalty. A
weapon used by anyone else that is hit by an arrow is destroyed. If abow or arrow is hit by another weapon it is destroyed.

OTHERPROJECTILES:
A blow by any part of athrowing weapon, boulder or rock counts as a hit, so all parts of these weapons need to be padded.
Javelins must strike point first to count as ahit. All these weapons do only 1 point of damage to armor, and all may be blocked by
others’ weaponswithout penalty. Exception: boulders (i.e.- siege weapons) go through non-invulnerable armor and will kill upon
any contact with atarget.



DESTROYEDITEMS
1)Weapons or shields that have been destroyed can be repaired by amend spell, returning to life after having died
(does not include being resurrected, reincarnated, etc.), or going to nirvanaor your base and counting to 100
(smulatesretrieving anew weapon).
2)Armor that has been destroyed or damaged can only be fixed by amend spell per one point of repaired armor or
by returning to life after having died. Exception- upper level warriorshavealimited repair ability.
3)Non armor type enchantments may not be repaired.
4)Spell books and like items destroyed by pyrotechnics may be repaired as per weapons and shields.

SUBDUAL SAND PRISONERS:
Prisoners may be taken by surrendering or by being rendered “unconscious’. Prisoners may be knocked out by a
killing blow (torso or second limb shot) preceded by the word “ subdue”. The person will then be unconscious for 60
seconds and may not fight. The prisoner may be subdued up to 5 times. Any more hitswill result in his death. Armor
negates a subdual blow. Stabbing only weapons or stabbing with a slashing weapon may never be used to subdue
(however- see stun arrows and the wizard “ stun weapon™). A subdual blow to alimb will render that limb uselessfor a
300 count. A prisoner’s equipment must be kept within 10 ft. of him and cannot be destroyed. A prisoner is honor
bound to keep whatever conditions he reaches with his captors. Rescued prisoners must still count the required time
before they are considered recovered. Subdual blows cannot be healed.

DEATHSANDLIVES
Immediately remove yourself from impeding play on the battlefield once you havedied. If you want to get into the spirit of
thingsthen fal down and scream. Makeit dramatic. Reeves may give you abonus for agood death. Then report to
nirvana. Thereevein charge therewill take your name and record your time. Deaths are for 5 minutes though abonuswill
subtract 2 minutes and a penalty will add 2 minutes, The number of livesyou get varieswith level and class. You are out of
abattle once you have expended your last life. When returning to life you must return to your base or headquarters before
reentering the battle. Dead persons entering or leaving nirvana should hold their weapons over their heads. If the
battlegame does not call for anirvanareeve, one must sit down in a pre-designated spot and slowly count to 300 before
returning to life at his base. One should aways loudly declare upon returning that heisalive. Note that no battlefield effect
will work on adead person once he has | eft of his own choice from where he died i.e., aperson can not be resurrected, etc.
if hemovesfrom where hedied (exception- “ summon dead” will negatethisrulefor purposesor resurrection, etc.). Dead
people, provided they are not affecting or impeding play, may stay on the field aslong asthey want. A person may
voluntarily take agame death at any time.

HOLDS:
Holds are used in the games to give reeves time to figure out and solve situations in the battles. When ahold is called
al living participants must stay where they are and be quiet. No tactical maneuvering is allowed and weapons may
only be collected if areeve gives permission. If you really do get hurt then yell “hold”. Remove yourself from the
battle and reenter behind your own lines once you have recovered. Deliberate faking of agame death or real injury is
not allowed. Battlefield participants should only call ahold for injuries or when a potentially dangerous situation
arises (a7 year old strays onto the battlefield, etc.). If you areinvolved In adispute then go find areeve or remove
yourselves from the field until the issueis resolved.

BATTLEGAMERULES
1) Switching classes during a battlegame is not allowed unless specified by the scenario or by areeve.
2) Weapons may not be used or stolen by anyone unless the owner has given permission to do so. Never handle
anyone's personal property without first getting their permission.
3) Switching sidesis not allowed unlessit’s within the scenario.
4) There should be only 1 bow to every 5 people on aside.
5) There should only be 1 each: wizard, healer, druid, bard to every 10 people on aside.
6) Playerswho break the rules may be removed from the game by areeve.
7) Playerswho frequently break of rules or abuse game etiquette may be removed from play for longer periods of time by
the agreement of the Monarch. Prime Minister, and Guildmaster of Reeves. If at aforeign event, remova may be made by
the host Monarch or by their own Monarch.
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BATTLEGAMERESTRICTIONS
Thefollowing activitiesare strictly forbidden:
1) Grappling with an opponent, shield bashing, rough, dangerous, or offensive physical (body to body) contact.
2) Head shots, neck shots, striking with intent to actually injure. Deliberately offering yourself up to injury.
3) Maneuvering or engaging during a hold.
4) Striking at reeves and non-combatants.
5) Calling ahold to retrieve spent items or derive other advantages.
6) Trying toinfluence agamewhileyou are dead.
7) Utilizing unsafe, illegal, or outlawed equipment.
8) Do not falsely mimic an ability that you do not currently have, (such as casting a“ pretend” finger of death asabarbarian).

GAMEETIQUETTE:

While not absolutes, 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 valuable game items. A reeve or the other team may grant a
person the opportunity to pick up spent equipment if they are smply asked.
2) Do not use a hold to avoid a death or get out of a bad situation.
3) Do not cometo life behind another team.
4) Whileit is honorable to return the other team’s spent equipment (magic, weapons, expended arrows, etc.), itisnot
mandatory. Don't delay or stop play to return equipment. Similarly, don’t attack someone who is being kind enough to
return your own team’sitems.
5) As stated before, players should remove themselves from the field when discussing disputed blows or rules. Thisis
not always practical in theimmediate heat of the moment. If you see a dispute, do not engage or strike at those involved.
By the same token, don't use the excuses of returning equipment, a head shot, or resolving a dispute to save yourself
when the enemy hasyou dead in his sights (i.e. if you are accidentally struck in the face, and simultaneously cleaved in
two from- behind by another opponent, then you are still dead).
6) Do not use rules loopholes or gray areas to derive an advantage on the battlefield.
7) Do not call another person’s shots unless you are areeve. It is rude, and considered in poor form.
8) Do not throw illegal shots or take such deliberately (for instance, deliberately parrying with your head) to gain a
combat break or advantage.

GARB:
Each class hasits own particular garb parameters. In addition, there are certain other garb elements reserved for special cases.
Notethat all battlefield participants must bein “period” garb (tunic, robe, armor, €tc.):

1)White bdlts, unadorned chains, and spursarereserved for Knights. A Knight may aso chooseto trim hiswhite belt with acolor particular to
that order of Knighthood: gold- crown, silver- sword, red- flame, green- serpent. Beltsthat include white dong with other colors should not be
worn by anyonewho is not aKnight. Each knight may take one sguire per order of knighthood he has achieved.

2) Red belts (not to be confused with sashes) are for squires. Black beltswith silver trim are for men-at-arms.
3)The Phoenix isthe symbol of Amtgard. It isgenerally only worn by paladins (white) and anti-paladins (black).
4)A diagonal slash of aguild’sdistinct color, worn on abelt, baldric or tunic isthe mark of a class master.

5)Guildmasters are entitled to wear favors marked with the symbol of their guild (ask the Guildmaster of Heraldry).

6)The use of crowns and coronetsis reserved for the royalty and nobility, although their retainers may wear the symbol of a
crown on their garb.

7)Most companies and many individuals choose to register their personal symbols and colors. While not specifically disallowed,
itis considered bad form to use another’s coat of arms without his agreement. Personal symbols and colors should be registered
with the Guildmaster of Heraldry and the Prime Minister.

8)Single color belt favorsareindicative of afighter’srelative standing within the fraternity of Order of the Warrior. Only the
Monarch may award these.

9)The garb of apageisayellow belt and agold “enchantment” strip if on the field (not to be confused with wizard or reeve sashes).

10)Important: The use and application of good garb isimportant in creating the correct mood of the Amtgard battlegames and
events. All members are expected to be garbed in a“period” fashion. Newcomers should have their own garb (and weapons)
within amonth of having first attended Amtgard. it is easy and inexpensive to fashion a T-tunic or tabard, and plenty of people
arewilling to help. If you have questions about garb or any area of therules, then all you have to do is ask.
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SWORD CONSTRUCTION (with Funnoodle or Camp-pad foam):
1l.use alength of Fiberglass, Kitespar, or agolf shaft for the core. Metal rods or wooden dowels are not acceptable.

2.cap both ends of the Fiberglass with alternating layers of tape until the tip is secure and decidedly dull. Cover the pommel
with enough closed cell foam to ensure that it will not fit in an eye socket.

3. aTomakeaflat blade, sandwich the core between several layers of camp-pad foam.

b. To make around blade, you can use a piece of Funnoodle that has afactory hole in the center, and cut it to
be the length of the blade. If your core moves back and forth within the hole, you can tape along strip of camp
pad foam to the shaft to reduce the noise and prolong the life of the blade. Tape the Funnoodle to the shaft very
well. Fiberglass strapping tape is recommended for strength and weight.

4.1f you want athrusting tip, tape several pieces of closed cell foam over the top of the sword with fiberglass
strapping tape. You should have at least 3 layers of closed cell foam on your stabbing tip (and even more for a
two handed stabbing weapon, such as a spear).

5.For the cover, choose alight, durable fabric of aneutral color. Cut it to length.
6.Fold the fabric across and sew the sides and top.
7.Rall the cover like astocking, and then roll it down the sword.

8.Secure the cover to the hilt with tape.

SHIELD CONSTRUCTION:

All shields must be covered with alayer of foam that isat least 2" thick. Round shields cannot have adiameter over 3 feet. Other
shields may come up to your shoulders but cannot be wider than 2'. All shields must either have foam folded over the edges or have
the shield edges recessed into the foam. Small shields may be no larger than 3 square feet, (1 squarefoot for bucklers) with limits of
5 square feet for medium shields and 8 squarefeet for large shidds.

DEFINITIONS

Battlegame: Battlegames are games in which fighting classes (and possibly monsters) are used.

Non-class Game: Thisisagame 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.

Quest: A specia battlegame designed with special rules. Monsters are often used in these.

Fighting classes arelisted in the following manner:

Name: the name of the class

Historic Examples: Thisligtshigtoric or fantastica examplesof each dassplusabrief overview and arepresentative haiku.

Garb: All participants must dressin atunic, robe, armor or other period garb. Thislists additional of garb that isrequired to
denote you playing the class. You are expected to dress in medieval |ooking garb in addition to this and failure to do so can
result in playing the peasant class.

Requirement: A few classeslist experience requirements. If you do not meet these requirements, you may not play, mimic (with
the bard magic), or gain creditsin that class.

Armor : Thisliststhe maximum quality points of armor the class may wear. For example ascout can wear three points of armor.
Thus he could wear average quality chain, exceptional quality leather, or poor quality augmented mail. Note you can aways
wear armor whose quality is higher then you are allowed use of, but in these cases the armor simply gives you the maximum
allowed for your class. (i.e. ascout wearing full plate still only getsthree pointsfromit).

Shields: There are four types of shieldsincluding Buckler, Small, Medium, and Large. Thislistswhat the class can use.
Weapons: Thislisted what types of weapons the class can use.

Immunities: Listswhat thingsthe classisimmuneto. If acreature or player hasimmunities, these then take precedence over
losing points of invulnerability armor or normal invulnerability. For example, scoutsareimmuneto lost. If lost is cast on ascout
who has a stoneskin on, he does not lose a point of invulnerability from it. For purposes of immunities, traps are any magic or
ability with theword “trap” init, and poisons are any ability or magic with theword poisoninit.

Lives: Thisliststhe number of livesthe class has.

Limitations: Some classes have restrictions and vulnerabilities. These are special magics or effects that break the rules. They
take precedence over immunities. For example barbarians are restricted from wearing enchantments.
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Abilitiesand Traits:
Thislists what special traits and abilities the class has. They can be of three types:
Traits: These are thingsthat the class has all (or most) of the time. The can include more lives, the ability to
regenerate, the gaining of new weapons to use, immunites, etc.
Two important traits for player character classes are:
Magic-Users: The classes with this special quality can cast magics that are bought with magic
points. They should study the Magic Section carefully.
Armor, Natural: Thisarmor cannot destroyed or removed except viadamage (combat). Thistype of
armor can be mended. It otherwise actsin all waysas normal armor. If protection magics do not
protect normal armor, they will protect natural armor.
Magic-Like Abilities: These are magical abilities of the classthat 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 in anti-magic areas. These require the person to stand still as per casting a magic.
Innate Abilities: These are abilities the class has that have alimited number of uses. In many casesthey are
activated and act just like magics and are written in the same way. To beinitially activated these require the
person to stand still as per casting a magic unless otherwise noted. If aschool islisted, treat that ability as
fromamagic school for immunities. Otherwise only invulnerability will protect from the ability (though some
have immunity to poison and traps, and thus are unaffected by them). Unless listed as magical, they are non-
magical in nature. Magical innate abilities cannot be use in anti-magic areas and are protected against by
protection from magic. Innate abilities may not be dispelled. Note- Earthbind and Sanctuary allow movement
during the use of these ahilities.

Fighting Classes:
If youwish to fight or participate in a battlegame you must conform to the class for each game. All classes gain new abilities
and levels at thefollowing rate:

1st Level 1-12 weeks experiencein that class
2nd Level 13-24 weeksexperiencein that class
3rd Level 25-36 weeksexperienceinthat class
4thlevel 37-48 weeks experiencein that class
5th Level 49-60 weeks experiencein that class

6th level 61+ weeksexperiencein that class
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New Player rules:

A new player can play the optional raider classtheir first two weeks.

A new player can place hisfirst 2 weeksasawarrior evenif he playsraider.

You must always have the minimum garb requirements (the sash) to play anormal class, even asanew player. However new players
are not required to have full garb (tunic, etc) to play aclass. Players who have 4 or more total credits are no longer considered new
players and should have full appropriate garb. Players without appropriate garb (the sash for newbies, the sash and medieval garb or
armor for those with 4 or more credits) must play the peasant class.

Raider
Raider is an optional class used the first four weeksto help new players get into the game by giving them a power boost and allowing
themto only haveto learn afew rulesat atime.

Garb: Black and white Armband or Headband
Requirement:  May only be played if the player has a combined total of four credits or less.
Weapons: Any non-hinged melee weapons under 6ft. in length may be used.
Shidd: Any
Armor: None
Abilities& Traits:
2 Have two points of protect (as per the magic) on them each life. Cannot be dispelled.
3 They and their equipment areimmuneto all non-spirit magics.
4 Their equipment isindestructible by any meanson their last life.
Limitations May not carry enchantments.
Lives 4
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 doing so.

Garb: None

Weapons. Any single non-hinged melee weapon.

Armor: None

Shidld: None

Lives 4

Limitation: Isonly played if aplayer does not have garb and equipment for any other class (or if really desired). Must be

played if appropriate garb is not worn.
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Standard Classes:

Anti- Paladin

Theearethe standard bad guys of legend. Almost any adversary in astock fantasy movie can qudify as an Anti-Pdadin, but historical
cases abound includes Vlad Dracul’ s persecution of Turkish prisonersto Mongol warlords boiling dive opposing chieftans.
Examples: The Kurgan, Genghis Khan, Mordred, Spawn, The Black Knight

| have no morefoes
Itislonely with the dead
Time for fresh conquests

Garb:  Black Phoenix openly displayed on clothing and/or armor, also- must wear awhite belt
Requirement:  Must have been aKnight for 12 weeks.

Armor: Upto 4 pointsof normal armor.
Shields: All

Weapons Melee weapons and javelins.
Immunities: None

Lives 4

Abilities& Traits:

Levels

1 I mmunity: Subdual

2 Innate Ability: Touch of Death (/game):
Denotewith ablack enchantment cloth. As per the magic of the samename, but non-magical.
S:Desath
3¢ InnateAbility: InnateAbility: Poison(1/game): Denoted with black “ enchantment” ribbon. May poison one edged weapon used.
Peoplewho are wounded by poisoned wegpons dieif they arenot cured in a100 count. Thisisnon-magical.
4qn InnateAbility: 1 Steal Lifeper game
S:Desath
M :Dead Person
| : Touch target on their shoulder and state “| take your life”
R:Touch
E:Target loses onelife from their total and the Anti-Paladin gainsonelife. Thislifeisin addition to the person
already being dead. You cannot steal lives from those already shattered.
5 Innate Ability (chooseonebeforegamestarts):
a. Touch of Death becomes 1 per life
b. Poisoned Weapon becomes 2 per game
c. Fear-2 per game (magic-likeability)
S:Control
6" Immunity: Flame

Archer

Everyone knows the legend of William Tell, and that story has abasisin fact in the Welsh archers who long resisted Britishrue
before making the English longbow world famous. Other outstanding examples include the master archers of Shogun era Japan
and the Sioux Dog Soldiers.

Examples:William Tell, Legolas, Subedai, Odysseus, Prince Paris, Saladin, Robin Hood, Bard of the Dale

My aimislethal
Hear thewhistleintheair
Asit pierces you

Garb: Orange sash (plus must carry a bow or crossbow)

Armor: Upto 3 pointsof normal armor.

Shields: None, initidly

Weapons Non-hinged melee weapons of up to 4 ft in length. Bows and crossbows.
Immunities: None

Lives 4
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Abilities& Traits:

Levels
1 InnateAbility: Bowyer (1life): Asper thespell mend, but isnon-meagical, and can only be doneon hisown bowsand arrows.
2 Innate Ability: Stun Arrow (L/unlimited): Denote arrow with gray ribbon. If it penetrates (and destroys) thearmor, it

acts as a subdual blow only to the location hit.

InnateAbility: FlameArrow (L/unlimited): Denotearrow with orangeribbon. To use (ignite), repeat x5 “flame arrow”
and it stayslit for two minutes. Hits people ashormal. A hit to ashield will destroy the shield unlessitsfaceistapped
to the ground 5 times within 5 seconds. Two hitsto a siege weapon by flame arrows will destroy the siege weapon.

3¢ Accuracy: Arrowsfired from all bows and crossbows deal +1 additional point of damage.

4 Total livesincreaseto 5.

Innate Ability: Armor-piercing Arrow (L/unlimited): Denotearrow with red ribbon. Strikesfrom the arrow ignore armor
to the location hit and hit the location as though no armor was present. This destroys the armor in the location in the
process. It till only deals 1 point of damage to invulnerability and invulnerability armor.

5 May now use small shields and bucklers.

6" Innate Ability: Penetration Arrow (1/unlimited): Denote arrow with black ribbon. Strikesfrom the arrow ignorearmor
to the location hit and hit the location as though no armor was present. This destroys the armor in the location in the
process. In addition, strikes to shields destroys the shield and the armor on that arm (though not the arm). It still only
deals 1 point of damageto invulnerability and invulnerability armor.

Assassin

Assassins were once so powerful in the Middle East that Genghis Khan had to storm their mountain fortress when they
demanded tribute. Renaissance Italy and its setting of political intrigue made the courtly killer somewhat of an art form.
Examples: Necron 99, Vlad Tdtos, the Ninjas, the Borgias, Cain, the Jackal

I, the stealthy one

Lurking, hiding in the shadows

Invisible death

Garb: Black sash (plus must wear a mask)

Armor: Nonelnitialy

Shields: Nonelnitialy

Weapons Non-hinged melee weapons of up to 4 ft in length, throwing weapons.
Immunities: None

Lives 4

Abilities& Traits:
Note: each time an assassin playsin a battlegame, he must choose which abilities heis using for the entire battlegame. He can
switch them between each battlegame as he seesfit.

Levels
1 No additional abilities
2nd Innate Ability (choose one):

a. May use a short bow or hand crossbow.

b. Innate Ability: Poison(2/game): Denoted with black “enchantment” ribbon. May poison one of hisown edged
weapons. People who are wounded by poisoned weapons dieif they are not cured in a 100 count. Thisis non-
magicd.

c. InnateAbility: Trap(L/unlimited):

M 10 ft of piece of brown cloth

I:Lay brown clothincircle, state“trap” whiletouching it with your hand.

E: Anyone stepping into the circle cannot move his or her legs until each leg has been hit 10 timesby a

slashing or bludgeoning weapon while stating “free thisleg.” These hits do not injure the person.

L :Onceapersonis hit with atrap it must be reset to be used again. You may only have onetrap in

existenceat atime.

3¢ Innate Ability (choose onefromthislist or any lower level ability not already taken)

a. Innate Ability: Touch of Death (1/game): Denotewith ablack “ enchantment” cloth. Asper themagic of the
same name,but non-magical.

S:Death
b. Teleport (2/game): as per the magi ¢ of the same name, but non-magical.
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c. Antidoteto Poison (1/life): Carry aliquidin acontainer. Anyonedrinking thisliquidisinstantly cured of any
poison. Can be drunk from once per life.
4qn Up to two points of armor may now be worn.
5 Innate Ability (choose onefrom thislist or any lower level ability not already taken):
a. May now use small shields and bucklers.
b. Innateability: Assassinate(2/game): Upon killing aperson, the assassin may state “ assassinate” the being killed
is affected asthough a Sever Spirit spell has been cast upon them. Thisisanon-magical effect.
6" Innate Abilities (2): (choosetwo fromthislist or any lower level abilitiesnot already taken.)
a TakeTeleport again (must have already been taken once) Teleport becomes (U/life).
b. Take Assassinate again (must have already been taken once), Assassinate becomes (1/life)
c. Take Poison again (must have already been taken once), poison becomes (1/life).

Barbarian

The Chinese, from ancient periods onwards have considered everyone el se to be barbarians, and oddly enough it is the Eastern
tradition from Indiato Chinathat gives us the image of civilization defending itself against the nomadic hordes of such peoples
of the Tartars, White Huns, Seljuks and other steppes tribes.

Examples: Conan, Yellow Beard, ShakaZulu, Leif Erikson, Beowulf, Attilathe Hun

Skins and swords | wear
Fireand curtain feed me
No use for long words

Garb: blues and browns, furs and leather (including afur or leather sash)
Armor: Upto 2 points of normal armor.

Shields: All

Weapons M el ee weapons, short bow, throwing axes, rocks, and javelins.
Immunities: Subdua

Lives 3

Limitations. Cannot carry enchantments. May not use relics except Odin’s Hammer.

Abilities& Traits:
Levels
1 Innate Ability: Berserk (1/game): May only beused onlast life.
M : Red headband or armband
| : State “Berserk”, attach red band to body.
E: You become Berserk until dead.
L :Youmay NOT wear thered band when NOT berserk.
Berserk- (Note, thisis not an enchantment, but a class ability)
Wear ared headband or armband to denote this. While Berserk you gain the following traits-
a.Natural Armor: 2 paints.
b.Strong: Melee weapons become red (thus destroying shieldsin three hits) and deal +1 damage, +2 damageif using a
Great Weapon.
c.Rage: Weapons used while berserking must be over 2 ft in length. Barbarian may not cast magics, use projectiles,
shidlds, or classinnate or magic-like abilities (except berserk). Armor worn is considered destroyed, and cannot be used
whileberserk. You may not retreat from combat unlessfacing odds of 5:1 or magic.
d.Immunity: Control

2 Total livesincreasesto 4.
3¢ Innate Ability: Fight after death when berserk onlast life.
4 Total livesincreaseto 5.

Power ful Blows: the Berserker can hit and damage creatures normally only struck with magical weapons (as per the
monster trait tough) while berserk. To denote this, a berserker must shout “ powerful blows’ when engaging monsters.
5 Total livesincreaseto 6.
6" Ber serk(2/game): This ability can now be used on the last two lives of the barbarian while berserk.

Fight after Death:

Occursonly when berserk. While berserk you continueto fight for 10 seconds after being dedlt akilling blow. Limbsand armor lost before
desth remain logt, and additiona limbsand armor can be removed, but this does not stop the berserker from continuing to function (save for
losing theuse of thelimb) for theduration of thefight after death. Additiond killing shotsdo not kill thebarbarian. A Sphereof Annihilation
will prevent aBarbarian from fighting after death. Asareminder, aplayer isalwaysrequired to stay in control of hisactions. Violent
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flallingwith red lifedisregard for othersduring thisor at any other timeisgroundsfor punishment or expulson by thereeve. You can
roleplay acrazy person, but you must STILL have control of your actionsat al times. Reevesare encouraged to removethisability from
those who are hurting or endangering others.

Bard

Bardic history is mostly tied in with the early oral tradition of the druids. Medieval Europe does give us a case of actua singing
knights, many of them female, from the independent French Province of Aquitane beforeit was crushed by the Papacy.
Examples: Sarafin, William Shakespeare, Alan O’ dale, Homer, Scheherazade, Circe

Laughing crowd gathered
Hushed with chord struck and voice raised
In song unveiling

Garb: Light Blue sash (plus must carry amusical instrument)

Armor: None

Shidd: Buckler, Small or Medium Shield (will subtract from magic points)

Weapons. See the Magic section for alisting of weapons used. Weapons subtract from the Bard's magic points.
Immunities: None

Lives 4lives

Abilities& Traits:

Bardic Charm: Some monsters may beimmuneto the control school, but not to bardic charm. Bardic charmisany control
magic that is cast by abard (even those bought with voice).

Magic-user: Bardsare Magic-users and gain magics each level. Seethe Magic Section for more details.

Druid

Neolithic anthropological evidence indicates a strong tradition of matriarchy and mother worship in central Europe, the origin
place of the proto-Celtic Beaker and Axe peoples. It highly possible that many if not most early druid types were priestess
rather then priests.

Examples. Merlin, Taliesin, Galadriel, Johnny Appleseed, Lady of theLake

The trees and I-one
My arsenal, my true
Silent will empower

Garb: Brown sash

Armor: None

Shidd: Buckler, Small Shield, will subtract from magic points

Weapons. See the Magic section for alisting of weapons used. Weapons subtract from the Druid's magic points.
Immunities: None

Lives 3Lives

Abilities& Traits:
Magic-user: Druids are Magic-users and gain magics each level. See the Magic Section for more details.
1 No additional abilities
2nd Number of livesincreasesto 4.
3¢ Innate Ability: Passwithout trace (2/game)
| :Repeat X3 “ Passwithout trace’
E:You must immediately return to your base. You are considered out of the game while returning.

4qn I mmunity: Poison
5 Immuneto magicsfrom fey monsters
6" Immunity: Contral.

9



Pealer

Thisimage has been somewhat forged between clerics and the “hedgemagickers® that preceded Christianity. Our modern view
of thefighting “healer” stemsfrom early medieval clerical use of bludgeoning weapons so not to break the implied Biblical
prohibition against “drawing blood.”

Examples: Hippocrates, Chiron, Elrond, Goldmoon, Archangel Raphael

White light through me flows
Knitting bones and mending flesh
Riseand fight again

Garb: Red sash

Armor: None

Shidd: Buckler, Small or Medium Shield, will subtract from magic points

Weapons. See the Magic section for alisting of weapons used. Weapons subtract from the Healer’s magic points.
Immunities. None

Lives 4lives

Abilities& Traits:
Magic-user: Healersare Magic-users and gain magics each level. Seethe Magic Section for more details.

Monk

Shao-lin and Buddhist temples manned by fighting monks who learned to fight with their hands and strange implements when their
warlords forebode them to use swords, are aclassic image of this class. However, many Asiatic and American tribes had strong
traditions of wrestling, not to mention the boxers and pugilists of the ancient Romans and the Greeks with their Olympic games.
Examples. Bruce Lee, Qui Chang Kane, Dread Pirate Roberts, the Bloodguard, Rasputin.

Hand blows deflecting
Arrows graze as daggers leap
Robes disturb nothing

Garb: Gray sash

Armor: None

Shields: None

Weapons Non-hinged melee weapons under 4 ft in length, polearms.
Immunities. Gained at later levels

Lives 4

Abilities& Traits:
Levels
1 Magic-likeAbility: Heal (1/life): Self Only
Missile Block: May block arrows (not just thrown weapons like everyone else) without losing their weapons.
2nd May now use throwing weapons.
Immunity: Poison
InnateAbility: Transfer Life(1/game):
S: Spirit
M : Dead person
| : Touch person and state“| givetheelife from my own.”
R:Touch
E:Dead person immediately rises asthough they had never died. Lost limbs and natural armor are restored, but
equipment and normal armor are not. Enchantments remain, and berserk people are still berserk. The monk loses one
lifefrom histotal. If hewason hislast life when he used this ability, he diesimmediately.

3¢ I mmunity: Control
Innate Ability: Touch of Death (1/game): Denotewith ablack enchantment cloth. As per the magic of the same name,
but non-magical.
S:Death

4qn Greater Missile Block: The monk can now block missile weapons with his hands without losing the arm.

Innate Ability: Banish (1/life): Asper the magic Banish, butisnon-magical in nature.
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5 Banish becomes (2/life)
Immunity: Death (as per the school of Death magics)
Innate Ability: Sanctuary (1/life)
| :Drop weaponsiif any in hand and state “ Sanctuary”
R:20ft onthe effect
E: Otherswithin 20" may take not harm or take other hostile actions towards the monk.
L :Must be chanting “ Sanctuary” and cannot be holding a weapon or the ability is broken.
Cannot carry gameitemswhilein Sanctuary.
N:The Touch of Death and Paralyzation abilities and magics are not considered weaponsin sanctuary. If these
are on the monk when he enters Sanctuary they can be discharged as normal, though this ends the sanctuary. May be
used while moving.
6" Innate Ability: Immunity totraps
Heal self becomes2/life

Monster

Monster isaspecial class. Credit in monster can only be taken twice amonth, but as you increase weeks in monster, you
increaseit for ALL monsters. Thusif you have 13 weeksin monster, you can play a 2™ level monster of any type.
Monstersarelisted in much the same ways as normal classes.

Monsters tend to have amuch larger list of special Traits and abilities then the normal classes do.

When playing a monster you MUST always carry a complete description of the monster on you, have a copy for the reeve and
wear appropriate garb. If you are awizard or druid summoning players, note that both the garb AND the descriptions are part
of the magic component.

There are anumber of waysyou can play amonster in agame. They include:

Standard Battlegame:

When playing amonster in astandard battlegame. You must get the monarch’s and prime minister’s permission to do so, and cannot
play quest monsters, or monsterswith a4:1 or greater ratio. If you play amonster with aratio of 2:1 or 3:1, when you areadded to a
side, the other sidethen getsto pick 2 (or 3if 3:1) peoplefor the other side. Playing monsterswith a 1.1 ratio does not alter how
teamsare picked.

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

Summoned Mongters.

Some monsters can be summoned through the use of magicsin a standard battlegame. These do not normally require reeve's
permission (though areeve can always state what can and cannot be used in a battlegame). When playing a summoned
monster you will sacrificelivesto play the monster for onelife. You will be considered enchanted. If you are dispelled while
playing asummoned monster, it kills you instantly.

L evel: When playing asummoned monster your level isthat of the class you sacrificed livesfrom or your level in monster,
whichever islower.

Quests:

Quests are simply special battlegames. The reeves and designers of these make special rules, and often have special monsters
which are not used in the standard “ Capture the Flag, Mutual Annihilation, Lords and Ladies, etc” games. Quests often have
specia objects, but can be anything the designers require.

L evel: When playing monstersin quests and other special battlegames, the designer of the quest or the reeve will generally set
your monster level based on what they wish or what is needed. Summoned monsters still have the restrictionsin level.
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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 Saxon Beowul f
dlaying Grendel or the Norse God Thor beating down the Midgaard serpent, paladins have been with us since prehistory.
Examples: Joan of Arc, Galahad, Alexander the Great, Bovide, King Arthor, Roland, Don Quixote, Percival.

Bemy mark, ohlord
You and | against the world
Alwaysinthelight

Garb: White Phoenix openly displayed on clothing and/or armor, also- must wear awhite belt
Requirement:  Must have been aKnight for 12 weeks

Armor: Upto 4 pointsof normal armor.

Shields: All

Weapons Melee weapons and javelins.

Immunities: None

Lives 4

Abilities& Traits:

Leve
1 I mmunity: Control
2 Innate Ability: 1 heal per game (magica in nature)
3¢ Innate Ability: Extend immunities by touch once per gameuntil contact isbroken.
4qn Innate Ability: Resurrect once per game (magical in nature):
S: Spirit
5 Innate Ability (chooseonebeforegamestarts):
a. Heal becomes1/life
b. Resurrect becomes 2/game
d. Awe2 per game(magiclikeability)
S:Control
6" Immunity: Death
Scout

Anyone who survives for any time in the wilds learns the lay of the land. Many Amerindians are rightly seen as good trackers
or scouts, as were the mountain men who followed. Both the British and Germans used native Berber and Arab guidesin the
wars of the early 20" century.

Examples: Davy Crocket, Stryder, Hiawatha, Daniel Boone, Little John, Hawkeye Longrifle

Hiding inthetrees
Mother earth and | are one
Arrowsfly swiftly

Garb: Green sash
Armor: Upto 3 points of normal armor
Shields: Buckler, Small Shidds
Weapons Any non-hinged melee weapons under 4 ft in length. melee axes, throwing axes, staff , or short bow.
Immunities: Noted below
Lives 4
Abilities& Traits:
Levels
1 I mmunities: Immuneto both magical and non-magical formsof L ost
Innate Ability: Heal 1/life—non-magical in nature
2nd Innate Ability chooseoneof thefollowing:
a. Stun Arrow (L/unlimited): Denote arrow with gray ribbon. If it penetratesarmor, it actsasasubdual blow to the
location hit.

b. FlameArrow (L/unlimited): Denotearrow with orangeribbon. Touse(ignite), repeat x5 flamearrow” stayslit

for two minutes. Hits people asnormd. A hit to ashied will destroy the shidd unlessitsfaceistapped to the

ground 5 timeswithin 5 seconds. Two hitsto a siege wegpon by flame arrows destroy it. May now use throwing wegpons.
3¢ Innate Ability: CurePoison (Ulife), Truth (1/life), both are non-magical
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4qn Immunity: Traps
InnateAbility: Tracking (1/life)
I Repeat x5“Tracking”
R: 20ft
E: You may ask one yes or no question of someone (dead person, reeve or monster) that must be answered
truthfully to the best of their ability. Thisisnon-magicd, and is not stopped by theliplock magic. Or You
canfollow ateleporting player. Or You canwalk through athornwall. Or “Dispel” acamouflage or blend ability.
5t Innate Ability:
Earth Bind (2/game) non-magical in nature
| Repeat x2 “May mother nature bind thee.”
R: 20ft
E: Victim cannot movetheir feet until there legs each struck ten times by aslashing or bludgeoning weapon. While
stating “freethisleg.” These strikes do not injure the legs.
N: Thisability can be used while moving.
6t Tracking becomes (2/life)
May now use a crossbow or longbow instead of a short bow.
Innate Ability: Attuned (2/game): May carry two enchantments (as per Wizard Stack). Can’t be combined with the
Stack magic.

Warrior

Pure warrior traditions al so abound. Outstanding examples include the 300 Spartans who opposed the great Persian King
Dariusand his 10,000 “Immortals’, theincredibly warlike five nations of the Iroquois, and the fierce Maori clans nativeto New
Zealand.

Examples: William Wallace, Lancelot, Hannibal, Achilles, Spartacus, Mad Mardegan

Sweat drips on blued steel

Poised seeking one more soul....

There! Strike swiftly finds

Garb: Dark Blue sash

Armor: Upto 4 pointsof normal armor.
Shields: All

Weapons: Melee weapons.

Immunities: None

Lives 5

Abilities& Traits:

Leve
1 No additional abilities
2nd Normal armor increasesto 6 points.

InnateAbility: Improve Weapon(1/game)
M :Dark Blue* enchantment” Ribbon tied to weapon.
E:Weapon deals +1 damage.
N:May not be dispelled. Only useable on your equipment. If it is not used by you, it does not function.
3¢ Total livesincreaseto 6
May now use javelins.
4qn Improved Weapon becomes (1/life)
InnateAbility: Improve Shield (1/game)
M :Dark Blue“ enchantment” Ribbon visibly tied to shield.
E: Shield isimmuneto red weapons.
N:May not be dispelled. Only useable on your equipment. If it is not used by you, it does not function.
5 Innate Ability: Mend(1/life): Asper themagic but isnon-magica and can only be used on thewarrior’s own equipment.
6" Armor of Quality: You may now wear exceptiona equipment that bringsyour armor quality to greater then 6 points(toa
maximum of 7). In addition any armor wornisat +1 point or quality. Denotethiswith adark blueribbontied tothearm.
Thusnormal 2 point leather armor is 3 point armor when worn by you, etc. Some armor must be worn to make use of this
effect. This cannot be used to increase the armor quality to greater then 7 points and thusif you are wearing exceptional
equipment already that givesyou 7 points of armor, this+1 armor quality has no effect.
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Wi3zard

The achemists of the Dark Ages can be said to be wizards, but 10,000 year old cave paintingsin France indicate the concept of
fusing spirit snd physical worlds has been with us since the start.

Examples: Alanon, Gandalf, Avatar, Morgan laFey, Erasmus

Fear magic power!
Between madness and fate, |,
Taking my chances

Garb: Yellow sash

Armor: None

Shidld: None

Weapons. See the Magic section for alisting of weapons used. Weapons subtract from the Wizard's magic points.
Immunities. None

Lives 4lives

Abilities& Traits:
Magic-user: Wizards are Magic-users and gain magics each level. Seethe Magic Section for more details.
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AMTGARDMAGIC:

Amtgard’s magic using classes are one of its most unique differences from other medieval and fantasy societies.

Playing one of these classes requires the participant to think and is a constant challenge. Note that a delicate balance exists
between al the classes. Each class, especially those with magic, must be played within the spirit of the rules defining it. There
isagreat deal of trust and honor involved, and game balance can easily be disturbed by someone abusing the rules of any
class. Wizards, healers, druids and bards (collectively referred to as magic users) are urged to dress and act as recognizable
members of their classes, which are not only powerful, but spectacular. If you have difficulty understanding the magic system,
don't hesitate to ask your Guildmaster or a Reeve. Happy Magic casting!

THERULESOFMAGIC:

1)
2

3
4
5

S @

9
10)

1)

12)

13

14)

16)

17)

13
19

)

Magic must be said loudly and clearly enough to be heard within 50 ft. or by the recipient, whichever is closer

A magic-user may have only one magic or magical ball (by type) (exception- expended but remain active Fir eballs)
active at atime. Enchantments and neutrals are the exceptions, and may be used in any number.

A person may carry only one enchantment at atime unless explicitly noted otherwise in aspell or class, such asthe
Stack magic or 6™ level scouts. Note that wizard Reanimate and L ich are enchantments.

When a person dies, the enchantment they carry islost if the player leaves the field. Fixed enchantments disappear
when their caster dies. Resurrected people retain enchantments unless specifically prohibited.

An enchantment will only cover one object (for example aperson, aweapon, armor, etc). Thuswhile you may be protected
from flame, your non-natural armor and weaponsarenot. The same appliesto classahilities. Exception: Thelnvulner ability
aspect of enchantmentswith I nvulner ability aspect appliesto all equipment and armor worn but not carried by the bearer.
Enchantments cast on one's equipment do count against the number of enchantments allowed to be carried.

If an enchantment has been cast on oneself or on one's own equipment, it is dispelled when the caster begins to cast
other magic. Note for the purpose of this rule that fixed enchantments are considered to be on the area of ground they
occupy and do not prohibit the casting of other magics.

Enchantments must be visible (astrip of cloth 1" by 12"), and announced if asked. Most enchantments will appear as
alength of colored cloth worn on the person, (ie.- yellow, light blue, green, white) on the item enchanted. Enchant-
ments may be dispelled. If an enchantment is cast on someone already bearing one, all are gone.

A person must stand still when casting magic, unless otherwise stated or specified in the magic's description. The
same appliesto al non-combat class abilities and skills. If a caster moves hisfeat while casting amagic, themagicis
interrupted and not cast. The caster must reset and begin casting again.

Incomplete or interrupted magic has no effect, and does not count asif it were used.

Wizards, Heal ersand Druids must carry amagic book or scroll with them at all timesin order to cast magic, unless
otherwise noted in the magic’s description. Bards require amusical instrument along with abook or scroll. All magic
classes must have alist of which magics they have bought for that game on them at all times. Failure to have thislist
of one’'s magics renders one incapabl e of casting magic. Please note that these are two different requirements, even if
the sameitem is used as both. Failure to wear appropriate class garb a so negates the ability to use magic.

Magic points must be evenly distributed between levels, however, any number of higher level magic points may be
deducted from a higher level to be spent on alower level oncethisis done. Certain neutrals allow purchasing multiple
pointsworth of lower level magicsin exchange for ahigher level magic, in all such cases such magic must be pur-
chased prior to the start of the battlegame and indicated as such on the list of magics bought.

Relics such asthe Swor d of Flame are objects of great power. Any question of magical superiority will generally be
won by arelic unlessthe magic specifically states otherwise. For example, a Shield of Reflection isnot destroyed by a
Sphereaof Annihilation.

All magicislisted asaspell, enchantment, fixed enchantment, magical ball or neutral. Thisdistinction can have agreat
impact on play so noteit carefully. Except as noted otherwise, fixed enchantmentsfollow all general rulesfor enchant-
ments. Except as noted otherwise, magical ballsfollow all general rulesfor spells.

Enchantments nullified must be removed. Enchantments on adead player should remain while they remain on the
battlefield asthey may pertain to attemptsto Resurrect or Talk to Dead.

Unlessthey buy Ambidexterity, Wizards and Druids must cast magic with their left hand, and may not cast if their |eft
arm iswounded. Heal ers and Bards may cast with either hand.

Spells completely cast and enchantments discharged are considered used, even if they were ineffective against their
targets. The sameistrue of all classabilities. Example, aWarrior bearing the Touch of Death enchantment attemptsto
useit on a6™ level monk. The Monk isimmune to the effect and the enchantment is discharged.

In the event of aconflict between magicsthat isnot directly covered by the rules, the higher level magic is considered
more powerful. If the magics are of the samelevel, the defensive magic is more powerful.

In the case of confusion or contradictions, then the specific magic description should be the final source. Use your
common sense when ironing out problems.

The Reeve'sword isfinal. If what lookslike 30 ft. to you is determined to be 60 ft. by areeve, thenitis60 ft. If you feel
the reeves are not agood judge of distance, bring out a reliable measure with you
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21 The rulebook takes precedence over all supplements, manuals and other rules editions or playtesting supplements.
2) Protections cast after an effect on the target have no effect on the original target.

MAGICCLARIFICATIONS
1) Immunities to magics are based on the school of magic they belong to. Exceptionsto this are noted under the limitations
of the spell. Note that immunities from enchantments on a person and classimmunities do not extend to carried or worn
equipment.Immunities, unless specified, do not exist.
2) Lichesand Wraiths are undead and magica crestures. Zombies Mummies and Vampires are undead and diseased. Lycanthropesare
diseased.
3) Important gameitems (flags, etc.) may never beremoved from play in any way, including being frozen, Entangled,
Teleported, placed inaCircle of Protection, etc. Theseitemsnever bestow their immunitiesto their bearers. For example, a
Warrior carrying agameitem flag hastheflag hit by an | ceball. Thewarrior isfrozen, but the other team may pry theflag out
of hisfrozen hands and recover it. In the case of aTeleport, theitem isleft behind.
4) The words " count” and “seconds’ are synonymous for all game purposes.
5) Reeves may assist in placing amagic user’s components, such as enchantment strips for an enchantment cast with Exten-
sion or markersfor afixed enchantment.
6) A bresk inthe cagting of magic or counting of an effect is defined asether improper or non-magica wording and/or agap of two or more
seconds between words. Thisprevents, for examplelong spellsfrom being cast while under the influence of amagic that requiresan
ongoing verba component such asthe chanting of “commune’ for the Druid Commune spell.

MAGICRELICS
Certain items of power are used in the battlegames and are passed on to new owners every six months viaa quest. Each Amtgard
group may use its own relics, though these are not to be used in regional or national battlegames. Relicsinclude:

Dagger of I nfinite Penetration- When thrown will passthrough all armor values except invul nerability and invulnerable armor. If it hits
ashield the shield is destroyed.

Homestone- Allowsthe holder to mend broken weapons and shields (“1 mend thisitem” x 10). It also alowsthe person’s dead
teammates to come back alive at hislocation rather than having to return to their base.

Odin’sHammer - A one handed ‘red’ weapon only useable by barbarians, and in fact, the only relic allowed to barbarians. Berserk
barbariansdo +2 damagewith Odin’'sHammer.

Ring of Power - Negates the first hit from each separate opponent per battlegame. Counts against weapons and any enchantments
only, it isineffective against spells. Doeswork against class abilities.

Shield of Reflection- Thisrelicisindestructible and the effect is permanent. Will negate any effect that strikesit, even white weapons
and magic.

Sword of Flame- Itisconsidered flameand will kill avictimif it strikesany legal unprotected area (as per the enchantment “ enchant
weapon”). Confers upon itself and its owner protection from flame. It isitself imperviousto iceball and entangle. May only be used by
the owner for onelife per game.

MAGICDEFINITIONS

i. “Magic” —refersto any game activity that ismagical in nature.

)] Magic-User: Bard, Druid, Healer, Wizards, and any monster who can cast aspell or useaspell-like ability.
A Magic: A spell, magic ball, neutral, enchantment, or fixed enchantment.

3 Spell —amagic which hasadirect and immediate effect.

4 Enchantment —amagic which has alasting effect on the bearer denoted by aribbon or cloth of light bluefor Bards,
greenfor Druids, whitefor Healers, yellow for Wizards.

5) Fixed Enchantment —amagic which hasalagting effect and iscast on an areaof ground. A caster may only haveone

activefixed enchantment at atime and it permanently disappears when the cagter dies. These do not prohibit the
cagter from carrying anorma enchantment. Fixed enchantments, unless otherwise noted in the magic's description,
may never be pre-placed before cagting. Reeves, if requested, may assst inthe placing of amagic user’smarkersfor afixed enchantment.

6) Neutral — A magic that alters the nature of that on which it is cast. Neutrals can never be dispelled, and a person
may have more than one of these operating at the sametime.
7 Magical Ball —atype of spdl that involves charging abal which isthen thrown a atarget. Unless otherwise noted, any

number may be carried, they are not limited by the number of timesthe spell was purchased. Notethat dl magica balscast e the
sametimemust bethrown at the sametime, themax number listed for these spell sisthe maximum number that may besmultaneoudy
charged and thrown and/or in effect. Magica bdlscast with theleft hand may betransferred to theright hand for throwing. Magica bals,
oncecas, are charged for 2 minutes. If unused, they must be recast before being utilized. When thrown, dl hitsby amagica ball count
except head or throat shots. Thisincludesfoot shots, tail hitsand grazes. A hit to ahand holding awegpon affectsasif it hit the wegpon,
whichinsome casesaffectsthe holder (e.g., iceball). Enchanted wegponsare dlill affected by magicd balls.
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8 School — All magicsfall under one of 8 schools of magic. Please note that immunities are based on what school of
magic aspell isin. Therefore, asHold Per son isaspell of the subdual school, abarbarian, immuneto subdual
effects, is not affected. Stun on the other hand is of the sor cery school, and barbarians would be affected by it.

9 I nvulner ability — A form of protection from battlefield effects, consisting of thefollowing properties:

a) One point of Invulnerability will negate one hit to a person. A hit is defined as something that would do

damage or verbal hit (defined as something that would do damage or inhibit thetarget, i.e. Fireball, Sleep, Stun, etc).
b)Invulnerability will surroundthe bearer, encompassing dl itemsand equipment carried onthebody (ex: armor, garb, musica
instrumentsworn on the belt), but not any item carried in the bearer’ shand (ex: wegpons, shidds). Thisislikened unto aforce
field, surrounding and penetrating the bearer, and each point coversthe entire person. Because of thisapoint of Invulner ability
will be spent to negate ahit to any location on the body, I nvulner ability isnot sectiondized likearmor. Itemscarriedinthehand
(ex: weapons, shields) will never beprotected, however, asinglepoint of | nvulner ability will beexpendedif aneffect carries
through anitemtothebearer. Anexampleof thisisether Wizard's1 ceball or the Druid/Hed er Entangle, whereif themagic strikesa
wesgpon or shidd, then the personis affected by thel ceball or Entangle. In this case, wherethe magic affectsthe person and
ultimately not just theitemapoint of I nvulner ability will be spent to negatethe effect.

c)Invulner ability will dwaysbeaffected beforearmor. For example, a6" leve warrior wearing 2 pointsof armor everywhereand 2
pointsHed er Protect, getshitintheleg by aFireball. Onepaint of I nvulner ability (i.e.- Protect) isspent negating theFir eball.
Next, thewarrior ishit inthe chest by anorma short sword. Another point of I nvulner ability (i.e- Protect) isspent negeting
thesword strikebecausethel nvulner ability encompassesthewarrior’ sarmor and I nvulner ability will dwaysbeaffected before
armor. Notethat thisdoesnot protect any worn equipment (ex: armor, musica instruments, magic books) from item specific effects
that do not directly damagethe person (ex: Pyr otechnics).

10) Invulnerability Armor —Not tobeconfusedwith I nvulner ability, thisisamagical armor particular to somemongtersand not
normaly usesble by thestandard classes. Eachleve of | nvulner ability will negate onephysica or verbd hit asper normal
invulner ability, but the protectionissectiond. Thus2 pointsof I nvulner ability armor grantstwo pointsof protectiontoeachlimb
and thetorso. Magic castersmust specify which area(torso, arm, leg) of | nvulner ability that they destroyed with verba magics. If
they fail to gpecify, or in the cases of spellsof massdestruction like Doomsday, it isat thelocation of thetarget’s choice.

I nvulnerability armor canbemended.

11) Simulcast —thistermsrefersto the ability of some enchantments that can be cast more than once at the sametime
on the same person or item, stacking for additional effect or protection. Simulcast enchantments cannot be worn
with other enchantments, even with the stack magic.

12) Verbal magics: These utilize spoken components and need not touch or hit directly their target. Verbal magic can
only be cast on targets (or portions thereof) the caster can see. There is no way, other than being immune, out of
range or not being seen to avoid these magics. A small weapon can usually be hidden behind one’s back to prevent
amagic such asHeat Weapon from being ableto be cast oniit.

The Schoolsof Magic:

There are 8 schools of magic. Each represents a different type of effect.

Please note that immunities are based on what school of magic aspell isin. Therefore, as Hold Per son isamagic of the subdual
school, aBarbarian, immune to subdual effects, is not affected. Stun, on the other hand, is of the sor cery school, and Barbar-
ianswould be affected by it.

Controal : controlsthe mind, will, or senses of thetarget.

Death : magic whose conseguence is death or the withering of abody part.

Flame: produces heat, fire, or lightning.

Neutral : magic that isneutral in terms of its school. They cannot be dispelled.
Protection : causes the target to be protected in some way.

Sorcery : an effect whichis purely magical in nature or somehow affects magic itself.
Spirit : magic which hasto do with theforces of life. Includes healing.

Subdual : causes the target to be subdued in some manner.

MagicsListingKey:

Type—enchantment (E), fixed enchantment (FE), spell (S), magical ball (B), neutral (N)

Uses — number of times you may cast that magic when you pay for one use. (“u” means unlimited)
Cost — the number of magic pointsit 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 magic the magic belongsto.
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MagicFormat Key:
C: Classes who can use the magic, and the level needed to cast them.
T: Typeof Magic
S: School of Magic
I: Incantation and gestures
R: Range (if any)

E: Effect
L: Limitationsor Restrictions
N: Notes
MAGICPOINTS
M agic pointsuseabletobuy magicat that level
MagicUser'sLevd 1% 2nd 3d 4th 5th 6t
1 10
2 10 10
3 10 10 10
4 7 8 7 8
5 6 6 6 6 6
6 5 5 5 5 5 5

WEAPON COSTSFOR MAGIC USERS(from available magic points):

Cost per 10 pointsof magic (multiple weapons must be paid for, evenif of the sametype)
Weapon Bard Druid Healer Wizard

Dagger
Short (3ft)
Long (4ft)
Spear

Steff
Hinged
Shield
Bow, Short
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Weapon descriptionsfor magic costsand magic effects:

Red Weapon [Weapon Effect]: A weapon that destroys a shield with three slashing or bludgeoning hits. Red weaponsare
denoted with red stripstied to them (or the player for berserk people) if they can be Red while used one-handed. Great weapons
used two handed do not need red strips, but in al other cases, the weapon or user needs them.

Great Weapon[Weapon Effect]: A weapon over 5ft inlength (and that weighs at least one pound per foot of length) whichis

Red when used two handed, and if held in two hands, deals plus one point of damage when slashing. (+2 if user is berserk).

M agic Weapon [Weapon Effect]: Relicsand weapons enchanted with any enchantment other then Stun Weapon. Magic
weapons should not be confused with Red or Great weapons. Some magics grant additional damage (Bladesharp, Bludgeon,
and Flamebl ade) and some make aweapon Red (Flameblade) in addition to the extradamage.

Dagger: Thrust only weapon up to 18 inches long. Still needs 6 inches of padding.

Short: Slashing, Piercing, Slashing and Piercing, or Bludgeoning weapon of 18 inchesto 3 ft (36 inches) intotal length.

L ong: Slashing, Piercing, or Bludgeoning weapon of 3 ft. to 4 ft (48 inches) intotal length.

Very Long: Slashing, Piercing, or Bludgeoning weapon of 4 ftto5ftintotal length.

Spear : Fiercing only weapon of 5 ft to 15 ft inlength. May not be thrown. Cons dered wooden for magic and monster effect purposes.
Staff: Bludgeoning weapon (ends may be used to thrust, but it is a bludgeon attack) of 5 ft to 8 ft which must have legal striking
surfaces on both ends. Considered wooden for magic and monster effect purposes.

Hinged: Weaponswith articulating (chain like) head. The articulating portion may be amaximum of 18 inchesin length and up
to 3ftintotal length.

Shields: Considered wooden for magic purposes and monster effect purposes. Anyone allowed to use asmall shield may
instead use asingular circular buckler no morethan 1 foot in diameter on aflat plane. A buckler may be strapped to one arm,
and not held in hand. Note: This does not alow use of both, a shields and buckler. It is an either/or option. Shields hit by Red
weapons retain the damage to them throughout the player’s life unless mended and thus 3 hits, even if by three different
weapons, still destroy the shield.

Bow: Considered wooden for spell purposes and monster effect purposes (arrows are considered wooden for magic and
monster purposes as well).

Madu: If any portion of Madu is broken, heated, or otherwise, all of it is disabled.

Equipment: If improved by abilities cannot be used by othersunlessit is specifically noted as being able to do so.
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WEAPON TOMAGICPOINT COST PER LEVEL (fromavailable magic points)

Thistable lists how many points you have | eft after deducting a weapon’s cost from your magic points. In the case of multiple
weapons add their costs together and use the chart for their combined cost. For magic-user’s level’s 1-3, simply deduct the
total weapon cost from each level of magic. For example atwo point weapon would give aplayer 8 points of first, 8 points of
second, and 8 points of 3 level magic.

Quick Referenceof Deductionsfor Weaponsbased on cost.

Weapon Cost MagicUser’'sLeve 1 2nd 3 4t 5th 6"
1 4 6 7 7 7

5 5 5 6 5 6

6 4 5 4 5 4 5
2 4 6 6 6 6

5 4 5 5 5 5

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

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 3
5 4 3 4 4 4

5 3 3 3 3 3

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

5 2 2 3 2 3

6 2 2 2 2 2 2
7 4 2 2 2 3

5 1 2 2 2 2

6 1 2 1 2 1 2
8 4 1 2 1 2

5 1 1 1 1 2

6 1 1 1 1 1 1
9 4 0 1 1 1

5 1 0 1 0 1

6 0 1 0 1 0 1
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Magic by Schodls:

Control Magic
Awe/Fear
Charm
Confusion
Feeblemind
Legend

Lore

Mute

Truth

Yidd

Death Magic
Doomsday

Finger of Death
Killing Grounds
Mutua Destruction
Touch of Death
Wounding

Neutral Magic
Advancement
Ambidexterity
Dance
Enhancement
Expertise
Extension
Imbue

Lend

Mimic
Presence
Stack

Vist

Vivify

\Voice

Warskill

Protection Magic
Barkskin

Bless

Defend

Enchant Shield
Harden

Protect

Protection from Control
Protection from Death
Protection from Disease
Protectionfrom Flame
ProtectionfromMagic
Protection from Projectiles
Protection from Subdual

Stoneskin

Subdual Magic
Entangle

Hold Person

|ceball

Lost

Mass Sleep

Petrify

Sleep

Stun Weapon

Touch of Paralyzation

Spirit Magic
Banish
CureDisease
Cure Poison
Hedl

Hea Extend
Lich
Reanimate
Reincarnation
Resurrect
Sever Spirit
Summon Dead
Tak to Dead

FlameMagic
Call Lightning
Firebal
Flameblade
Flamewall
Immolation
Heat Weapon
Lightning Bolt
Pyrotechnics
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Sorcery Magic
Anti-Magic
Berserk
Bladesharp/Bludgeon
Cancdl

Circleof Protection
Commune
Confidence

Dispel Magic
Enchant Weapon
Flight

Forcewall

Honor Duel

Liplock

Magic Bolt
Magical Projectile
Mend

M essenger

Plant Door

Release

Shove

Silence

Sphere of Annihilation
Stun

Teleport

Thornwall

Touch of Death
Touch of Paralyzation
Transform

Warp Wood

Wind



Invulnerability List:

Magic/Effectsthat arenegated by subtracting onepoint of invulner ability or invulner ability armor:
Any offensive monster effect

Awe/Fear (bard/healer spell)

A blow from any melee weapon (any)

A blow from any projectile weapon (any)

Call Lightning (druid spell)

Charm (bard spell)

Classahilitiesthat inhibit, impede or damage atarget
Confusion (bard/druid spell)

Doomsday (wizard spell)

Entangle (hea er/druid magical ball)

Feeblemind (druid spell)

Finger of death (wizard/druid spell)

Fireball (wizard magical ball)

Flamewadll (druid fixed enchantment)

Hold Person (wizard spell)

I ceball (wizard magical ball)

Immolation (druid fixed enchantment)

Killing grounds (wizard fixed enchantment)

Legend (bard spell)

Lightning bolt (wizard magical ball)

Lost (healer spell)

Magic bolt (wizard spell)

Mass Sleep (healer spell)

Mute (healer spell)

Mutual destruction (wizard spell)

Paralyzation (the effect of the magic, not the enchantment)
Petrify (wizard/druid magical ball)

Shove (wizard spell)

Sleep (healer/bard spell)

Sphere of annihilation (wizard spell)

Stun (healer spell)

Teleport (wizard/healer/druid spell)

Touch of death (the effect of the magic, not the enchantment)
Wind (wizard spell)

Wounding (wizard/healer spell)

Yield (wizard/heal er/bard spell)
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Magicsper Classand L evel

Thefollowing tableslist the magic available to magic users at their respective levels. Thetableslist the magic’s name, itstype,
school, number of uses, cost and max number that may be purchased.

BARDMAGIC

First Level

Magichame Type School Uses Cogt Max
Cancel S Sorcery Unlimited 0 -
Charm S Control Vlife 2 2
Hold Person S Subdual Vlife 2 2
Presence N Neutral l/game 1 4
Protection from Control E Protection 1l/game 1 4
Vist N Neutral l/game 1 8
Second Level

Magichame Type School Uses Cogt Max
Legend S Control 1l/game 1 4
Liplock E Sorcery Unlimited 2 -
ProtectionfromSubdual E Protection 1l/game 1 4
Talk to Dead S Spirit Ulife 1 -
Truth S Control Vlife 2 2
Third Level

Magichame Type School Uses Cogt Max
Extension N Neutral 1l/game 2 -
Imbue N Neutral 1l/game 1 2
Confidence E Sorcery 1l/game 1 2
Sleep S Subdual Ulife 2 4
Fourth Level

Magichame Type School Uses Cogt Max
Awe/Fear S Control 1l/game 1 4
Berserk E Sorcery 1l/game 1 2
Honor Duel S Sorcery Unlimited 1 -
Lore S Control Vlife 2 2
FifthLeve

Magichame Type School Uses Cogt Max
Confusion S Control 1l/game 1 2
Mimic N Neutral l/game 2 1
Mute S Control Vlife 2 4
Yidd S Control l/game 2 4
SixthLeve

Magichame Type School Uses Cogt Max
Dance N Neutral l/game 2 2
Release S Sorcery Vlife 1 4
\oice N Neutral l/game 2 1
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DRUIDMAGIC

First Level
Magichame

Cancel

Cure Poison
Entangle

Hesl

Heat Weapon
Bladesharp/Bludgeon
Warp Wood

Second Level
Magichame
Barkskin
CureDisease
Magical Projectile
Mend
Paralyzation
Thornwall

ThirdLeve
Magichame
Ambidexterity
Confusion

Extension

Plant Door

Protection from Disease
Protectionfrom Flame

Fourth Level
Magichame
Call Lightning
Commune
Hamewal
Silence
Pyrotechnics
Stoneskin

FifthLeve
Magichame
Flameblade
Teleport
Petrify
Release

SixthLeve
Magichame
Finger of Death
Feeblemind
Immolation
Reincarnation

—

ype

I'.HI'I'IU)]’]'I(/)I'I'I

g
(0]

mmwzZzwnz

—

ype

ITI(/)I'.HI'.H(/)U)

e

»wmmmd
3

Type

I'I'II'.H(I)(D

School Uses
Sorcery Unlimited
Spirit Ulife
Subdual 1bolt/U
Spirit Ulife
Flame Vlife
Sorcery l/game
Sorcery Vlife
School Uses
Protection 1/game
Spirit Ulife
Sorcery 1l/game
Sorcery Ulife
Sorcery/Subdual 1/game
Sorcery 1l/game
School Uses
Neutral Unlimited
Control 1l/game
Neutral 1l/game
Sorcery 1l/game
Protection l/game
Protection l/game
School Uses
Fame l/game
Sorcery Unlimited
Fame l/game
Sorcery l/game
Fame l/game
Protection l/game
School Uses
Fame l/game
Sorcery l/game
Subdua 1 bolt/U
Sorcery Vlife
School Uses
Death l/game
Control l/game
Fame l/game
Spirit l/game
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HEALERMAGIC

First Level
Magichame
Cancel

Cure Poison
Heal

Lost

Mend

Mute

Tak to Dead

Second Level
Magichame
Banish

Bless
CureDisease
Heat Weapon
Entangle
Heal Extend

Sleep

Third Level
Magichame
Mass Sleep
Protect

Protection from Disease

Resurrect
Stun
Wounding
Yidd

Fourth Level
Magichame
Enhancement
Harden
Release

Sever Spirit
Touch of Death

Fifth Level
Magichame
Awe/Fear

Extension

Protection from Death
Summon Dead

SixthLeve
Magichame

Circleof Protection
Dispel Magic
Protection from Magic
Teleport

Type

nVDunuownmnmom

Type

nVumunmnmmwm

—

ype

mwwmwm2Z

—

ype

nmzwn

U)ITI(DFH:?

School
Sorcery
Spirit
Spirit
Subdual
Sorcery
Control

Spirit

School
Sorcery
Protection
Spirit
Hame
Subdual
Spirit
Subdual

School
Subdual
Protection
Protection
Spirit
Sorcery
Death
Control

School

Neutral
Protection
Sorcery

Spirit
Sorcery/Death

School
Control
Neutra
Protection

Spirit

School
Sorcery
Sorcery
Protection
Sorcery

Uses
Unlimited
Viife
Unlimited
l/game
Vlife
Vlife
l/game

Uses
Ulife
Ulife
1life
1ife
1bolt/U
Ulife
Ulife

Uses

l/game
l/game
1l/game
l/game
1l/game
Vlife

1l/game

Uses
1l/game
1l/game
Vlife
Viife
l/game

Uses
1l/game
1l/game
1l/game
Viife

Uses
Unlimited
1l/game
1l/game
1l/game

35

a

PNRERPOROQO

a

NRRRRLRRQO NRRERNNREQO
[ R N e ©) 2

a

PR NREQO

PR ERNQO

AN D T N

8

N N N N N <

8

ANNORANRZ

O N N N

1 _h 1 _h Z

A



WIZARDMAGIC

First Level
Magichame
Bladesharp/Bludgeon
Cancel
Enchant Shield
Heat Weapon
Honor Duel
Iceball

Magic Bolt
Shove

Stun Weapon
Talk to Dead

Second Level
Magichame
Circleof Protection
Forcewall

Harden

Hold Person
Lightning Bolt
Liplock

Mend

Messenger
Protectionfrom Flame
Wounding

Third Level
Magichame
Ambidexterity
Anti-Magic

Dispel Magic
Extension

Firebal

Mutual Destruction
Protection from Projectles
Protect

Touch of Death
Wind

Yied

Fourth Level
Magichame
Doomsday
Enchant Weapon
Finger of Death
Petrify
Protection from Magic
Pyrotechnics
Reanimate

Sever Spirit
Teleport

Type

LOMWWTBTLOLMWM

D

mmmmmwmml:ﬁl:ﬁg

—

ype

(/)(/)I'I'II'I'II'I'IU)UJZMFHZ

g
(0]

nmomomumumoommwm

School
Sorcery
Sorcery
Protection
Flame
Sorcery
Subdua
Sorcery
Sorcery
Subdua

Spirit

School
Sorcery
Sorcery
Protection
Subdual
Flame
Sorcery
Sorcery
Sorcery
Protection
Death

School
Neutral
Sorcery
Sorcery
Neutra
Hame
Death
Protection
Protection
Sorcery/Death
Sorcery
Control

School
Death
Sorcery
Death
Subdual
Protection
Flame
Spirit
Spirit
Sorcery

Uses
l/game
Unlimited
l/game
Vlife
Unlimited
1 bolt/U
1 bolt/U
Vlife
Unlimited
l/game

Uses
Unlimited
1l/game
1l/game
Vlife

1 bolt/U
Unlimited
Vlife
1l/game
1l/game
Vlife

Uses
Unlimited
1l/game
1l/game
1l/game
1 bolt/U
1l/game
1l/game
1l/game
1l/game
1l/game
1l/game

Uses

l/game
l/game
l/game
1 bolt/U
l/game
l/game
l/game
Viife

l/game
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FifthLeve
Magichame
Advancement

Flight

Lend

Sphere of Annihilation
Vivify

Warskill

SixthLevel
Magichame
Defend
Expertise
Killing Grounds
Lich

Stack
Transform

Type

Z2Z2Wzmz

I'I'IZI'I'II'.HZITI—|
3

School
Neutral
Sorcery
Neutral
Sorcery
Neutral
Neutral

School
Protection
Neutral
Death
Spirit
Neutra
Sorcery

Uses

l/game
l/game
1l/game
1 bolt/U
l/game
l/game

Uses

l/game
1l/game
l/game
lgame
1l/game
l/game
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MagicsDescriptions:

Advancement
C:Wizard5
T:Neutral
S:Neutral
E:May purchase up to 3 pointsworth (not 3 magics) of first level magics.

Ambidexterity
C:Druid3,Wizard 3
T:Neutra
S:Neutral
E:User may cast magicswith either hand.

Anti-Magic
C:Wizad3
T:Fixed Enchantment
S: Sorcery
M :50ft. measure, yellow markers
I:Mark an areawith a50 ft. radius, repeat x20“ May all forms of magic for sake this place.”
E:Nomagic of any kind (apart from the Anti-Magicitself) will work withinthecircle, though
enchantentswill reappear when removed from the affected area.
L : A wizard may only haveoneof thefollowinginexistencea thesametime Killing Grounds, For cewall,
Anti-Magic, and Circleof Protection. If awizard hasany of thesein existence, hemay not cast Anti-Magic.
N: Classahilitiesthat simulate magic will function withinthe Anti-Magic. Dispel Magic, if cast from
outside the sphere of influence, will dispel Anti-M agic. Disappears when the caster dies.

Awe/Fear
C:Bard4, Hedler 5
T: Spell
S:Control
| :Repeat x3“| maketheein awe’ for awe or Repeat X3 “| make thee afraid” for fear.
R:20ft
E: Individua may not attack or cast magicsa you and must stay away fromyou (20ft if possible) for a300 count.
L :If the caster attacks or casts another magic at the target, this spell’s effect is negated.
N: Victimsmay il cast arear-effect magics(like Doomsday) that would affect the caster but do not specificdly target him.

Banish
C:Hedler2
T: Spell
S. Spirit
M :Undead or extra-planar creature.
I :Repeat x5 | banish thee monster.”
R:20ft.
E:Monger isdestroyed for a500 count. It will come back to life a the spot whereit was destroyed, does not count asa
“life” logt for the undeed creature. 3 successful turnings (from either thisspell or the monk ability turn undead) on the
same*life’ of anundeadkillsitfor thet life.
N:May not be dispelled. Only useable on undead and some extra-planar creatures.



Barkskin
C:Druid2
T:Enchantment
S:Protection
M : Person, green enchantment cloth
I: Touch person and repeat x5 “ May nature protect you,” attach cloth to person.
E:Will give person 1 point armor to all parts of the body
L : The protection is only from physical attacks and cannot be used with other armor (though shields are
okay). Will not stop the Dagger of I nfinite Penetration.
N:May besmulcast upto 2timesfor atota of 2 pointsof armor. Will sopaTouch of Death. Will not stop anarcher’s
arrow of penetration. Thearmor portion can be mended as per normd armor. May be cast on playerswho can
normaly notwear armor.

Berserk
C:Bad4
T:Enchantment
S: Sorcery
M :Light blue enchantment cloth, Red Head Band.
| : Touch target, repeat x2
“ The anger builds within your veins
No longer shall thou keep it caged
Thine enemies shall feel the pain
Thy Crimson visaged berserk rage!”
Place light blue cloth and red headband clearly visible on target.
E:Player gainsall the abilities and restrictions listed for the barbarian berserk ability for the duration of the
life enchanted. May not return to “normal” until the enchantment is removed by magic or death.
L : Player doesnot gainfight after death unlessthey may normaly do sowhileberserk (3“1eve or higher barbarians).
May not be used on playerswho are dready berserk. Berserk playersmay not cast use magics.
N: Thisisthe only enchantment that can be cast on barbarians. If dispelled, any hitsto target armor prior to the
digpdling arelogt with thearmor (i.e. they do not becomewound or killing shots). Each player can havethiscast on
them only onceeach game.

Bladeshar p/Bludgeon
C:Wizard1,Druid 1
T:Enchantment
S: Sorcery
M : Enchantment cloth
| :Hold weapon in left hand and repeat x10 “ Sharpen this blade,” tie cloth on weapon.
E: The weapon deals one additional point of damage when slashing. May be Simulcast to stack up to 4 on
one weapon allowing to deal up to 4 extrapoints of damage. This does not makeit ared weapon.
L :Only usable on bladed weapons, cannot be applied to thrusting or blunt ones.

Bless
C:Heder2
T:Enchantment
S:Protection
M :White enchantment cloth, item of garb, armor, or weapon.
| : Touch item and repeat x5, “| blessthee”, tie cloth to garb.
E:Personisimmuneto thefirst hit of any typereceived if cast on armor or garb(excluding magic).
L :Immunity only appliesto areas covered by theitem of garb or armor. May not be Stacked or simul cast.
N:Isnot armor, may not be Mended or Healed. Will stop aTouch of Death, arrows, red weapons, enchanted
weapons of any type and relics.
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Call Lightning
C:Druid4
T: Spell
S:Flame
| :Raise both hands above head, repeat x3 “ (person), | call lightning to strike thee.”
R:20ft.
E:Personisfried, crispy critter (dead).

Cancd
C:Bard1, Druid 1, Healer 1, Wizard 1
T: Spell
S: Sorcery
M:None
| :Repeat x2“1 cancel my magic.”
R:50ft.
E:A spell or enchantment or fixed enchantment previously cast by the caster is negated
L :Negates own magic only. May not be used on amagical ball already thrown or Berserk. Magics such as
healing and resurrections effects cannot be cancelled.

Charm
C:Bardl
T: Spell
S:Control
| : State“ Charm” followed by a20 word or more poem, followed by “Charm.”
R:20ft
E: Enemy player isgiven atask as sat by the bard such assing or dance about, etc which he must perform. The bard
should describe what he wants the charmed player to do as soon as possible after cagting the spell. Thebard is
protected from atack from thevictim during thistime. If the bard diesbeforetheingructionsfor thecharmare
given, the player isfreed of the charm. If the bard has not given hisingtructionswithin a50 count the charmed
player isfreed. Timemay be sat for said task if it hasno defined objective but the maximum length of timethe pell
can affect atarget isa 300 count. If the task has a defined objective thetarget isfree of the spell oncethetaskis
completed or a300 count hasoccurred (whichever comesfirst).

L:Thistask can't placethetargetin red lifedanger or at abattlefield disadvantage. Victem can till be affected by others.

N:The charmed player’s count starts the moment charmed.

Circleof Protection
C:Hedler 6, Wizard 2
T:Fixed Enchantment
S: Sorcery
M:10ft cloth
I:Lay clothincircle, repeat x5 Circle of Protection” , place persons and/or items you wish to protect inside.

E: Persong/itemsinsde have ceased to exigt, can’t harm or be harmed by anyone outside the circle, nor can they cast magic

that affects anyone or anything outsde the circle. They may not be affected by forces outside the Cirde of Protection.
L : Can't block or restrict accessto an areg, it doesn't exist on this plane. Can't be used asacage, except to

hold Yielded enemiesin. Enchantment is broken by use of the Dispel spdll or the death of the caster. No one can enter
without recasting the magic. No gameitem, nor person acting asgameitem may be put ingde. Protection Sarts
whenyou stepinsidethe cast cirdle. A wizard may only have oneof thefallowing in existence a the sametime;
Killing Grounds, Forcewall, Anti-Magic, and Circleof Protection. If awizard hasany of thesein existence,

he may not cast Cir cle of Protection.

N:Magic castersin these may cast verbal magic at othersthat are in the same Cir cle of Protection. Magics
in the process of being cast inside the circle are broken when the circleis broken (e.g., no Doomsday
circles). Disappears when the caster dies. Players outside the circle can detect its presence (it islinked
tothisplane). It may be dispelled by a Dispel M agic or having an Anti-M agic fixed enchantment cast
withthecircleinsideitsareaof effect.
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Commune
C:Druid4
T: Spell
S: Sorcery
M:Tree
| : Touch tree with left hand, repeat x5 “ Commune,” sit down with back touching tree.
R:20ft onthe effect
E: Druid may not harm others. Otherswithin 20" may take not harm or take other hotile actionstowardsthedruid.
L :Must be humming or chanting “ Commune” and cannot be holding aweapon or game item or the magic
isbroken. Cannot be closer than 20 ft. to abase or flag.

Confidence
C:Bard3
T:Enchantment
S: Sorcery
M :Light blue enchantment cloth, Non-magic —user
| : Touch non-magic-using target, repeat x5 “ You are great and powerful”, light blue enchantment cloth on
arm of target so it isvisible (not behind ashield, etc.)
E: Player isconsdered oneleve higher for 30 minutesor until deed. If alifewasgained fromtheincreaseof level, and
died while enchanted by thisspell, thelossisremoved from “extra’ lifeand is otherwise not subtracted from his
totd. Theplayer gainsal non-magic abilitiesof thehigher level.
L :Each player can have this cast on them only once each game.

Confusion
C:Bard5, Druid 3
T: Spell
S:Control
| :Repeat x5 “ By the power of my mind, | will you to be confused.”
R:50ft.
E: Target must atack the nearest creature(s) for a100 count (with magicsif thetarget wishes). Thetarget must look
around for the nearest player before attacking, but can then attack that person until heor it is deed, or chooseto
change to another target that becomes closer. If the* closest” personiskilled, the target must look around for anew
target and continue until the 200 count isup.
L:Monstersareimmune.
N:The affected player is encouraged to “role-play” the confusion.
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CureDisease
C:Druid 2, Hedler 2
T: Spell
S. Spirit
M : Corpse of an undead, diseased or liketype creature (mummy, zombie, vampire, werewolf, etc).
| : Touch creature and repeat x5 | curethy illness”
E: Converts diseased or undead creature back to human. Effective versus undead and lycanthropes. Some
undead and lycanthropes cannot be cured.
N:Thisisnot aresurrect spell the personisstill dead and must come back to life normally.

CurePoison
C:Druid1,Hedler 1
T:Enchantment/Spell (depending on use)
S. Spirit
M :Enchantment cloth (if used as enchantment)
| :Repeat x10“ CurePoison,” tiecloth to person.
E:Makes person immuneto the first poisoned hit against him, or may be used within 100 count to Cure
Poison on a person just poisoned.
N:Isnot aHeal spell, woundsto armsor legs remain after Cure Poison iscast.

Dance
C:Bard6
T:Neutral
S:Neutral
| :State “dance” followed by the magic it isto be used with and ending with “ The dance is now complete.”
E:Bard may cast the magic foll owing this magic while moving within a 100 count.
L :May only be used with bardic magic, and not with magics taken with Voice.
N:This magic may be cast while moving, the spell “enhanced” by Danceis not cast or used up until the
ending phrase is also compl eted.

Defend
C:Wizard6
T:Enchantment
S:Protection
M : Enchantment cloth
| :Repeat x5 Power defend me.” , tie cloth on hand.
E: Conferslleve of I nvulnerability asper thespell Protect and Protection from (M agic, Pr o ectilesor Flame, choose
one) whiledlowingthewizard to till cast magicswithout it being removed from him asper anorma enchantmen.
L :Will not saveawizard from hisown Mutual Destruction.
N:When the invulnerability portion of this spell isremoved via spell or damage, the protection portion
remainstill dispelled or thewizardiskilled. A Dispel Magic will remove both effectsfrom thewizard.

Dispel Magic
C:Hesler 6, Wizard 3
T: Spell
S: Sorcery
| :Repeat x5 | dispel that magic.”
R:20ft.
E:All spellsand enchantmentson aplayer aredispelled. Reanimated playersdie.
L :Not usshleagaing relics|t doesnot affect class abilities or skills, nor doesit affect thefollowing: neutral magicsof
any type, any spdl or enchantment areedy discharged (such asHeal), Commune, M essenger, Teleport intheact of being
completed, L ost, Banish or anHonor Due victory passage. Digpel M agic can cance Anti-Magiconly if cast outsideof,
but within 20ft of the periphery of anAnti-Magiccirde.
N:Dispel Magicwill cancel Protection from Magic.
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Doomsday
C:Wizard4
T: Spell
S:Death
|:Count “ Doomsday 1, Doomsday 2..." through “ Doomsday 350.”
R:Lineof Sight
E:All enemiesin line of sight at the end of the spell die.
L:Lineof sight isblocked by Flamewall, For cewall, and Thor nwall.
N:Many large battlegame scenarioswill prohibit the use of mass-effect spellslike Doomsday.

Enchant Shield
C:Wizad1
T:Enchantment
S:Protection
M : Enchantment strip, Shield
| :Shield inleft hand, repeat x10 “Enchant thisshield”, tiecloth to shield soit isvisible.
E: Shidd may not bedestroyed by any meansexcept Sphereof Annihilation and relics. Theshiddisnot affected by
other magics. Magica Ballsof the Subdua School (e.g., | ceball, Entangle, Petrify) which striketheshidd donot
affect theholder of the shield.
L :A hitfrom aSphereof Annihilation will destroy the enchanted shield.
N: This should not be confused with a shield bearing a different enchantment, which might be referred to
as an enchanted shield.

Enchant Weapon
C:Wizard4
T:Enchantment
S: Sorcery
M : Enchantment strip
| :Weapon in |eft hand, repeat x10 “ Enchant this weapon,” tie cloth on weapon.
E: Causeswoundsinflicted by theweapon tokill, al limb hits are death.
N:Weapons carrying other enchantments are often referred to as enchanted weapons. This should not be
confused with Enchant Weapon. Enchant Weapon isoftenreferred to as“ woundskill” by players
bearing the enchantment to avoid confusion.

Enhancement
C:Hedler4
T:Neutral
E:May purchase 3 pointsworth (not 3 magics) of 1%, 2™ or 3 |evel healer magics.

Entangle
C:Druid 1, Healer 2
T:Magical Bdl
S: Subdual
M :Padded brown “entangle” ball with streamers
I:Hold ball and repeat x5 Entangle.”
E: A direct hit toaperson or equipment onthemwill freezethem. Player is“frozen” in placefor 100 count. Thevictim
may not move or gpesk in any form or fashion and they and their equipment cannot be effected in anyway, except
wherenoted bel ow.
L :Bouncesdo not count. Beings protected from flame or immune to the school of flame may not befreed by a
Fireball, or affected by Fireball in anyway. A ball may not bereused if the spell isin effect (on avictim), but
may bereused oncethevictimisfree. A bal may not bereusedif the spell isin effect (on avictim), but may
be reused oncethevictimisfree. If aball isin use, and another ball hits the person already in the entangle, the
magic caster can usethe original entangle again, at the end of the original 100 count.
N:A Dispel M agic or atouch from aweapon enchanted with Flamebladewill instantly negate the effect.
OneFireball, striking the victim or his equipment, will instantly negate the effect. Two or morefireballs
striking simultaneously will free the victim and then affect the victim normally, killing thevictimiif thereis
ahit by either of the fireballsto the body or destroying equipment if they only hit weapons or the
layers shield. A being shoved through a Flamewall is also instantly freed.
Shove, Teleport, and Wind may be used normally on an affected victim.
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Expertise
C:Wizard6
T:Neutral
S:Neutral
E:May purchase up to 4 points worth (not 4 magics) of up to second level magics.

Extenson
C:Bard 3, Druid 3, Healer 5, Wizard 3
T:Neutral
S:Neutral
|:State” Extension” loudly before magic.
E:Doubles range of the magic for 1 use. If magic has no range, grants range of 20 ft.
L :May not be used more than once on the same casting (e.g., no doubling range twice).
N: Is not used up unless the accompanying magic is completely cast. Materia components for enchantments cast
with Extension must be placed on the affected person or object as soon asisreasonably possible.

Feeblemind
C:Druid6
T: Spell
S:Control
| :Point at victim, repeat x3 “ By the power of my mind, | confuseand eraseyours.”
R:50ft
E:Victim may not cast magic or use any abilities of their class except fighting (primeval instinct).
L : Death or Dispel M agic will removethiseffect.

Finger of Death
C:Druid6, Wizard 4
T: Spell
S:Death
| :Point at victim, repeat x10“ | call for your death.”
R:50ft
E:Persondies.

Fireball
C:Wizard3
T:Magica Bal
S:Flame
M :Padded red “Firebal I” with streamers
|:Hold ball inleft hand and repeat x5 “ Fireball.”
E:Destroys anything it touches while it is moving even on aroll or foot shot (it discharges on al targets it
touches not just thefirst thing struck). The wizard may state before throwing that the Fireball will “remain
active”. If thisisdone, they will continue to burn for two minutes after they come to a stop, destroying
anything it touches for this entire duration. Not stopped by non-magical armor.
N: Weapons and shields held in the hand are considered separate items from the person holding them. Thus a
hit to ashield will destroy it, but not the person (unless the person is also hit with the fireball). Multiple
fireballs thrown at the same time, blocked by the same shield or weapon destroy theitem, and do not go
through the person.

Flameblade
C:Druid5
T:Enchantment
S:Flame
M : Green enchantment strip, edged weapon
| : Tiecloth to weapon, repeat x10“ Flameblade.”
E:Weapon becomes a red weapon and deals 1 additional point of damage. In addition, hits by this weapon
count asflame hits, negates| ceball and Entangleto the wielder and negatesan | ceball or Entanglewitha
touch. Theweapon itself isimmuneto further flame magics (Fireball, Heat Weapon, Pyrotechnics, etc).
L:Thisisnot equal to and should not be confused with the relic Sword of Flame.
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Flamewall
C:Druid4
T: Fixed Enchantment
S:Hame
M Green 10ft. long cloth.
I:Lay clothin straight line, raise hands, repeat x5 “ By the might of nature, | call forth a flaming wall.”
E: .Createsal0ft x 10ftimpassablewall of flame. Anyone not protected who touches or crossesit will beincinerated.
L :Can bedispelled by aDispel Magic. Wall will not stop projectile weapons or magics. Wall disappearswhen
caster dies. A druid may only have one of thefollowing in existence at the sametime: Flamewall, mmolation,
Thornwall and Silence.. If adruid hasany of thesein effect, he may not cast Flamewall..
N: Protection from Magicwill not protect fromthis. Lineof sightisblocked by Flamewall, For cewall, and Thor nwall.

Flight
C:Wizard5
T:Enchantment
S:Sorcery
M Yellow enchantment cloth
| : Tie doth on sef and state “ Wouldn't it be nice to fly way up in the cloudy sky, looking through the falcon's eye, at the
world that's drifting by?”
E:Wizardisabletofly aslong asthey flap their amsand emit occasiond piercing screeches. Wizard may only be
attacked by ranged attacks. Wizard may use (only) verba magicswhilein Flight without losing the enchantment.
L:May only be cast on self. May not engage in melee (non-ranged) combat without landing, if thisisdone
the magic is ended and the wizard may be attacked normally.
N:Range for all game effectsis considered to be the same as actual physical range. Flying beings may attack
each other with melee weapons, thisis an exception to not engaging in melee.

For cewall
C:Wizard2
T:Fixed Enchantment
S:Sorcery
M:10ft. yellow cloth
I:Lay clothout instraight line, repeat x10“ Forcewall”
E: Createsan impenetrable 10x10 wall. Startsonly when all of theincantation iscompleted.
L : Caster must remain within 100 ft. or thewall disappears. Disappearswhen caster dies. A wizard may only
have one of thefollowing in existence at the sametime: Killing Grounds, For cewall, Anti-M agic, and Circle
of Protection. If awizard hasany of thesein existence, he may not cast For cewall..
N: For cewall blocksverbal magic cast acrossit, and for game purposes, blocksline of sight for Doomsday and
Mass Sleep. Lineof sightisblocked by Flamewall, For cewall, and Thor nwall.

Harden
C:Hesdler 4, Wizard 2
T:Enchantment
S:Protection
M :Enchantment cloth
I: Tiecloth on object, repeat x5 “ Harden this (hame of item)” .
E:Makesobject indestructible, except versus Sphere of Annihilation and relics.
L :Cannot be placed on players, garb, armor or anything else that covers aplayer directly.
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Hesal
C:Druid1,Hedler 1
T: Spell
S. Spirit
M :Wounded Person
| : Touch person and state once: “
Sword Cut, spear stab, mace smash, arrow jab,
Let the white light of healing descend on thou.
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 light of healing restore they vigor.
Sword Cut, spear stab, mace smash, arrow jab,
The white light of healing hath healed thou.”
E: Person’swound is healed.
N:May be used on self. Will alter the affects of Petrify to those of an | ceball. Will repair one point of berserk
barbarian body armor on any one specific body area. May not Heal enchantments. Healers do not require a
spellbook or scroll to cast.

Heal Extend
C:Hedler2
T: Spell
S. Spirit
| :State“ extension” then recitethe Heal spell.
R:20ft.
E:Except for range, identical tothe Heal spell.

Heat Weapon
C:Druid 1, Hedler 2, Wizard 1
T: Spell
S:Flame
| :Repeat x2 “ By the power and might of the sun, | heat that (weapon)” . Be specific, if possible.
R:20ft.
E: The weapon is considered useless for a count of 300.
L :Works against any weapon, but not armor or shields. Someone protected against flame effects may
continue to wield the weapon (but it does no additional damage and does not become a flame weapon).
N:A mend spell will not restore the weapon, however a“new” one may be obtained from Nirvana or the base.
Enchanted weapons may be affected by Heat Weapon.

Hold Person
C:Bard1,Wizard2
T: Spell
S: Subdual
| :Repeat x3* | command you to stop.”
R:20ft.
E: Victim'sfeet arefrozen to ground for 100 count. May yell, fight or cast any magic that doesnot involvemoving fegt.
N:May be cast while moving. Wizards do not require a spellbook or scroll to cast.



Honor Dud
C:Bard4,Wizard1
T: Spell
S:Sorcery
|:State“ (the names of both contestants)” loudly and repeat x5 “ Remain this duel pure”
R: 20ft (Both contestants must bewithin 20 ft of the caster when the incantation isfinished for the spell towork.)
E:Each contestant becomes completely immune to outside effects. They must duel each other until oneis
dead or amutually agreed term of winning is accomplished. At the end of the spell the winner must return to
his base and tag in to return to the game. If alive, the loser must do so aswell. Participantsin an Honor Duel
may only affect one another. The victor is allowed safe passage to safe territory preferrably their home base,
ignoring all wounds until arrival. If alive, theloser must do so aswell.
L :May not be members of the same team without the Reeve's permission. Barbarians cannot beinvolvedin
this spell. Spell is negated if no side achievesvictory in a300 count.
N: Combet islimited to areasonablearea Should thedud becomeagademate (e.g., apaticipant is Petrified or otherwise
incapacitated) the spdll will becancdled if no combat takes placewithin areasonable (30 count) amount of time.

| ceball
C:Wizad1
T:Magica Bal
S:Subdual
M : Padded white“iceball” with streamers.
I:Hold ball(s) inleft hand and repeat x5 “1ceball”.
EA direct hit toaperson or equipment onthemwill freezethem. Player is“frozen” in placefor 100 count. Thevictimmay
not move or gpeek in any form or fashion and they and their equipment cannot be effected in anyway, except where
noted beow.
L :Bouncesdo not count. Beings protected from flame or immuneto the school of flame may not befreed by a
Fireball, or affected by Fireball in any way. A ball may not be reused if the spell isin effect (on avictim), but
may be reused oncethevictimisfree. A ball may not bereused if the spell isin effect (on avictim), but may
be reused oncethevictimisfree. If aball isin use, and another ball hitsthe person already in theicebal, the
magic caster can usethe original iceball again, at the end of the original 100 count.
N:A Digpe M agic or atouch from awegpon enchanted with Flamebladewill instantly negatethe effect. One
Fireball, triking thevictimor hisequipment, will instantly negatetheeffect. Two or morefirebdlsstriking
smultaneoudy will freethevictim and then effect thevictim normaly, killing thevictimif thereisahit by ether of
thefireballsto thebody or destroying equipment if they only hit wegponsor the player’sshidd. A being Shoved
throughaFlamewall isasoingtantly freed. Shove, Teleport, and Wind may beused normaly onanaffected victim.

Imbue
C:Bard3
T:Netra
S:Neutral
E: Allowsthe bard to purchase 2 magic points (not 2 magics) of 1% or 2" level bard magics.

Immolation:
C:Druid6
T:Fixed Enchantment
S:Flame
M :Green cloth used to denote a 10ft radius area.
I:Lay cloth, repeat x5 “ May the power of nature and the fire of the earth protect thisare fromintrusion.”
E:Anyonewho entersareaiskilled.
L :May be dispelled by dispel magic Disappears when caster dies. A druid may only have one of the following
in existence at the sametime: Flamewall, Immolation, Thornwall and Silence. If adruid hasany of thesein
effect, hemay not cast Immolation.
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Killing Grounds
C:Wizard6
T:Fixed Enchantment
S:Death
M :Uptoa20 ft radiuscircle surrounded by ayellow strip of cloth, tape, or rope
|: Tosettrap, lay out clothinacircle, wand in left hand, repeat x3*“
Poison seep, venom creep, flesh in mossy graves yet deep
Rise from your undreaming sleep, bide and soon make mortals weep”
Totrigger, enter the circle and repeat:
“ Rise up now, receive they pay, the promised time has come, now slay.”
E:All withincircledie.
L :May not be used with Extension or within 50" of abase or fort. No other fixed enchantment may exist within
itsradius (regardless of who cast it) and it can not be cast if oneisaready in place(again regardless of who
castit. A wizard may only have one of the following in existence at the sametime: Killing Grounds, For cewall,
Anti-Magic, and Cir cle of Protection. If awizard has any of thesein existence, he may not cast Circle of
Protection. If Killing Grounds has been set, none of the others may be cast evenif Killing Grounds has not
yet been triggered.
N:Wizard dieswhen magicistriggered. If wizard iskilled before triggering the trap, the magicisnot expended.
No form of magic will savethewizard from his own death once the magic is expended. Thisistheonly fixed
enchantment that may be pre-placed.

Legend
C:Bad2
T:Spdl
S:Control
| : State “Legend”, followed by a short poem of 20+ words, and end with “ Legend”
R:20ft.
E: The bard and victim move to an out of the way place within 50 ft of the casting of the spell, where the bard will
perform for him. Neither the Bard nor target can be attacked by anyone within a 20 ft radius. The bard may
defend himself, but at the cost of canceling the spell. Once the performance has begun, anyone susceptible to
control magic may be ensnared, at the caster’s option, if they come within 20 ft of the bard while heis perform
ing. He may ensnare amaximum number of people equal to hislevel. To start his performance he states*“| will
now give a performance” x5 so that it can be heard at least 50ft away.
L : The“out of theway place” cannot be within 50 ft of abase. Performance may have amaximum length of a300
count (started the moment the spell is finished being cast). If ended without the death of the target(s), the
targets must tag their base before returning to the game. Players immune to control magic may not attack the
bard or hisvictimsif within 20 ft of the caster’s performance but may enter and |leave there without getting
affected by the spell.
N: Targets of this spell may be dlain by the bard. If thisis done, the legend spell isbroken. The bard and victim
are considered removed from the game during their transit to the performance location.

Lend
C:Wizard5
T:Neutral
S:Neutral
E:May lend magic to another wizard. That person may then usethe magic asif he had purchased it with hisown points.
N: To Lend amagic, thewizard must pay for both the L end and the magic heislending. Bardswho mimic
wizards do not get magics normally but may be given onevialL end.



Lich

C:Wizad6

T:Enchantment

S. Spirit

M 10 ft. strip of yellow cloth. Monster handout (Lich)

E:After having died hislast natural death, the wizard returnsasal ich. A Lich isbound to the place where he
died, trapped within the small circle of earth indicated by the 10 ft. cloth. They are neutral (not on any team),
but like any monster can be bribed or convinced for help or enchantments.

L :May not be within 100ft. of abase. May never move or be moved except when dead. Whilethewizardis
dead, may be moved but not morethan 100 ft. from itsoriginal location, and still not within 100" of abase.

N:A Lich hasall thewizards per life spellsasthoughit isan additional life plusall other magic thewizard had
not yet expended before becoming alich. A Sever Spirit or Dispel will kill aLich. A Lich isconsideredtobea
wizard and undead and may <till die from normal means.

Lightning Bolt

C:Wizard2

T:Magica Bal

S:Flame

M :Padded yellow “lightning bolt” with streamers

I:Hold bolt inleft hand and repeat x5 “ Lightning Bolt.”

E:A direct hit to a person or object will destroy the person or object it strikes. Is not stopped by non-magical
armor (hitsto armor kill thewearer of the armor). Weapons and shields held in the hand are considered separate
items from the person holding them. Thus a hit to ashield will destroy it, but not the person. Multiple Lightning
boltsthrown at the same time, blocked by the same shield or weapon destroy the item, and do not go through the person.
L :Bounces do not count.

Liplock

Lore

C:Bard2, Wizard 2

T:Enchantment

S:Sorcery

M : Enchantment cloth

| :Repeat X5 “ Remain thetruth still,” tieon cloth.

E:Bearer cannot be forced to speak or otherwise respond to questions asked under Talk to Dead or similar
magics.

Does not affect the Scout Tracking ability.

L :May only be cast on each player once per battlegame.

N: Dissappears when the person comes back to life.

C:Bard4

T: Spell

S:Control

|:State“Lore”, followed by ashort poem (20 words or more), and ending with “Lore.”

R:20ft

E: Thebard and target are removed from the game. The bard then may ask thevictima'yes or ‘no’ question, which must
be answered truthfully. The bard may continue asking questions until hegetsa‘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 additiona information to further definethe L orespdl. (Very useful in questsand specid scenarios).

L : The questioning has amaximum time count of 100. The bard and target may not attack each other during the
duration of the spell and for a 100 count after its completion.

N:Neither the bard nor the targeted may move about while the questions are being asked.
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Lost
C:Hedlerl
T: Spell
S:Subdual
| :Repeat x5 | maketheelost.”
R:20ft.
E:Person must go back to their base or Nirvana (whichever is farthest away) before they can do anything else.
The person may not affect anything nor be affected until he reaches his destination and returns to his team or
base (just asif he were coming back tolife).
L :May not be used on Teammates.
N:May not be dispelled.

MagicBolt
C:Wizad1
T:Magica Bal
S: Sorcery
M : Padded blue“ magic bolt” with streamers
I :Hold ball inleft hand and repeat x5 “ Magic Bolt”
E:A direct hit on aperson will kill or wound them just asif it were athrowing weapon. May be blocked by
shields and weapons. Destroys one point of armor.
L :Bounces do not count.
N:Itisnot stopped by Protection from Projectiles. The monk ability to parry projectileswith handsis
ineffective against M agic Bolt.

Magical Projectile
C:Druid2
T:Enchantment
S: Sorcery
M :Projectile (arrow, javelin, throwing knife, etc), green enchantment cloth.
I :Hold projectilein |eft hand, repeat x5 May this projectilestriketrue,” tie cloth to projectile weapon.
E:Projectilewill do one more point of damage than normally done by the projectiletype. If thisincreasesthe
damage to 5 points or more, the projectile damages shields as a red weapon that can be counted as strikes on
shields even when used as piercing weapons.
L :Monksmay still block these projectileswithout penalty.
N: This enchantment may be simulcast up to four times, providing 4 additional points of damageto the
projectile. If destroyed, M agical Projectilesmay be M ended.

Mass Sleep
C:Hedler3
T: Spell
S:Subdual
| :Repeat X400 “ Mass Seep (present count).”
R:Lineof sight.
E:All peoplein sight (both teams) upon completion of the spell are asleep for a300 count.
L : Sleeping people cannot be killed. The target and their possessions may not be harmed. The target may not
be moved except viathe Shove spell. The target’s possessions may not be removed from his person.
N:Lineof sight isblocked by Flamewall, For cewall, and Thor nwall. Many large battlegame scenarios such as
wars at National Eventswill prohibit the use of mass-effect spellslike M ass Sleep.

Mend
C:Druid 2, Hedler 1, Wizard 2
T: Spell
S: Sorcery
| :Left hand onitem, repeat x10 “ Make thisitemwhole again.”
E:Damaged item (or 1 pt of armor in 1 location including Bar kskin and Stoneskin, I nvulnerability armor and
natural armor isrepaired).
L : Cannot be used to negate the affects of Heat Weapon.
N:1f an enchanted item is mended, its enchantment stays intact.
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M essenger
C:Wizard2
T:Enchantment
S: Sorcery
M : Enchantment cloth
I:Clothinleft hand, repeat x10 “ Safe passage unto you.”
E: Person must go straight to destination, deliver message then return where spell was cast. Cannot harm or be harmed.
N: Thismagic simulatestel epathy.

Mimic
C:Bard5
T:Neutral
S:Neutral
M :Wear a sash of the class you are mimicking in addition to your bard sash.
E:Duringlifeused bard gainsall thenon-magica 1% levd abilitiesand restrictionsof asingleclassthat ismimicked,
including dl wegpons, armor and shidds permitted that classat 1% level. Thebard may dso il usshisbardic abilities.
L :May not be used to mimic the anti-paladin or paladin classes unless target is aknight.
N:If Berserk, bards may not cast magics. Thismagic doesallow the bard cast magicswhilewearing armor.
Monsters may never be mimicked.

Mute
C:Bard5,Healer 1
T: Spell
S:Control
| :Repeat x5 (person’'sname), | silencethee.”
R:20ft.
E: The person cannot speak or cast magic for acount of 100.
N: Speaking requirements used in class abilities to allow othersto know what the player is doing (sanctuary
chant, etc) are not affected and may still be used.

Mutual Destruction
C:Wizard3
T: Spell
S:Death
|:Repeat x5 | call for our deaths.”
R:50ft.
E:Boththewizard and thevictim die.
L:The spell requiresthat the wizard die to take effect. If some effect preventsthis, the spell has no effect.
N:Defend, Pr otection from Death, and Pr otection from M agicwill not saveawizard from hisown M utual Destruction.

Petrify
C:Druid5, Wizard 4
T:Magica Bal
S:Subdual
M :Padded gray “ petrify ball” with streamers
I:Hold ball inleft hand, repeat x5 “ Petrify.”
E:A direct hit to a person or equipment on them will cause the victim to freeze in place, a stone statue. The
victim may not move or speak in any form or fashion until the gameisfinished. He and his equipment can not
be harmed in this state.
L :Bounces do not count. A ball may not be reused if the spell isin effect (on avictim), but may be reused
oncethevictimisfree. If thebal hitsthe relic Shield of Reflection, the caster is petrified.
N:Heal will alter the effects of this spell to those of aniceball with the 100 count starting the moment the Heal
spell isfinished. Stoneto Flesh and Dispel Magic will instantly freethevictim. A player can take adeath at
ANY time, and this spell does not prevent that but does stop the player from being resurrected, gaining alife,
or being reanimated unlessaHeal, Dispel M agic, or Stoneto Flesh isfirst cast on the corpse. Shove, Teleport,
and Wind may be used normally on an affected victim.
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Plant Door
C:Druid3
T: Spell
S: Sorcery
M:Tree
| : Touch tree with both hands, repeat x5 “ Open up and receive a loyal protector of the forest.”
E:Druid isassumed to be inside tree. He is considered protected and hidden by the tree. May cast magic, but
must touch tree or spell ends.
L:If thetreeishit 10 timesby aslashing weapon, or if it ishit by aflame attack or flame arrow, it isdestroyed
and the druid isno longer protected. Druid may not fight with weapons while the spell isin effect. Druid may
be affected by verbal magicswhile heis casting magic. The tree must be taller than the druid (no bonsai trees).

Presence
C:Bardl
T:Neutral
S:Neutral
M :When used, must tie a blue ribbon upon an arm that must be visibleto al (not behind ashield, etc).
E:Dueto respect and awe for the position, al barbarianswho are not berserk will not attack abard during alife
in which presence is used. Also, due to professional respect, druids and monks of lower level then the bard
will also respect this and not attack the bard.
L :If abard attacks a barbarian or monk or druid who is affected by Presence, that person may ignorethe
affects of presence for therest of the game. While in effect, those affected by Presence areimmuneto all
other bardic magics except druid magics purchased with Voice.
N:Berserk Barbarians are not affected by Bardic Presence.

Protect
C:Hesler 3, Wizard 3
T:Enchantment
S:Protection
M : Enchantment cloth
| :Repeat x10 “ May this magic protect you.”
E:Person enchanted isimmuneto the first hit of any kind or the first magic cast against him. Thisisonelevel
of Invulnerability.
N:May be smulcast up to 2 times on the same person, protecting againgt the next two hits. May not be mended.

Protection from Control
C:Bardl
T:Enchantment
S:Protection
M : Light Blue enchantment cloth
| : Touch target, Repeat x5 “Thou art Fearless and Brave’, tie enchantment cloth on target.
E: Target isimmuneto control magic and abilities.

Protection from Death
C:Heder5
T:Enchantment
S:Protection
M :White enchantment cloth
| :Repeat x5 | protect you fromdeath”
E: Makes the enchanted person to al magics of the Death school, and all class abilities that simulate these magics
or stedl lives.
N:This protectionincludesthe n, anti-paladin, and monk Touch of Death.
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Protection from Disease
C:Druid 3, Hedler 3
T:Enchantment
S:Protection
M : Enchantment cloth
| : Touch person, repeat x5 “ | protect thee fromdisease,” tie cloth onto person.
E:Personisimmuneto all formsof disease.
L :Is not effective versus poison.
N:Thiswill protect aperson from being converted to an undead or lycanthrope.

Protection from Flame
C:Druid 3, Wizard 2
T:Enchantment
S:Protection
M :Enchantment cloth
I:Clothin left hand, repeat x10 “ Protection fromthe element of Fire,” tie cloth onto person or object.
E:Protectsagainst all formsof flame, including all magics of the flame school. Treat therelic Sword of Flame
and asword enchanted with the druid spell Flameblade as dealing ordinary hits.
N:NegatesaFireball’snegation of | ceball and/or Entangle and cannot be stacked with Flameblade.

Protection from Magic
C:Wizard4, Hesler 6
T:Enchantment
S:Protection
M : Enchantment cloth
|:Clothinleft hand, repeat x10“ Protection fromall forms of magic,” tie on person or object.
E:Blocksall formsof magic, even beneficial magics such asHeal and Resurrect..
L :Does not block class ahilities. Does not stop aFlamewall. Will not save awizard from hisown Killing
Groundsor mutual destruction.
N: Treat weapons with enchantments as normal weapons (they still deal damage). Protection from Magic will
prevent other enchantments from being cast on atarget.

Protection from Projectiles
C:Wizard3
T: Spell
S:Protection
M :Yellow enchantment cloth
I:Clothinleft hand, repeat x10 “ Protection from Projectiles’ tie on person or object.
E: Protectsfrom all non-magic projectiles, whether shot or thrown.
L :Ineffectiveagainst M agic Balt.
N:Will stop Siege Weapons that are projectiles and the thrown relic Dagger of Infinite Penetration.

Protection from Subdual

C:Bard2

T:Enchantment

S:Protection

M :Light blue enchantment cloth

| : Touch target, repeat x5 “Thou shall have freedom of motion”, tie light blue enchantment cloth on target.
E: Target isimmune to subdual magic and abilities. Target al so gainsimmunity to being subdued or held in
place by any means except for the Stun spell.
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Pyrotechnics
C:Druid4, Wizard 4
T: Spell
S:Flame
| :Repeat x5 “ | call upon the element of fire to destroy that (object).”
R:50ft.
E:Object isdestroyed.
L :May berepaired by aM end. Does not affect bases, relics, gameitems, items bearing the Har den enchantment,
Enchanted Shieldsor any enchantments.

Reanimate
C:Wizard4
T:Enchantment
S. Spirit
M :Yellow enchantment cloth
| :Left hand on body, Repeat x10 “ Rise and fight again.”
E:Person livesagain asif they had never died.
L :Dispel will kill, must wear yellow cloth. Wounds (other than the onewhich killed) and damage to armor
armor remain, but may beHealed or Mended asnormal.
N:As Reanimate is an enchantment, person does not retain enchantments carried before death unless they
are able to bear two enchantments (e.g., 6" level scouts and wizard Stack). Evenif thisisthe case, if they were
bearing two enchantments only one may be retained.

Reincar nate
C:Druid6
T:Enchantment
S. Spirit
M :Dead person, appropriate garb, monster handout
| :Repeat x3“ | call thy spirit back fromthe realmof death, inherit this new formand serve me until your destruction.”
E:Player sacrificeslives (listed in the monster section) to play asamonster with onelife.
L : Restricted to the following monsters: Lizardman, Dryad, Unicorn, Hill Giant, Regenerating Troll, Centaur,
Brownie and Sren. May only be cast on awilling recipient. Must be approved by the appropriate group officers.
N:The garb for the monster must meet required standards. Once the monster dies, it is out of the game. May
be dispelled. Player does not get the sacrificed lives back if thisis done. Reincar nated players no longer play
by their class rules, but by the rules of the class they have become.

Release
C:Heder 4,Bard 6, Druid 5
T: Spell
S: Sorcery
| :Repeat x3“ Fromthy binds you arereleased”
R:20ft

E:Dispelsthe effects of one subdual or control magic upon the target. Target isimmediately freed.
L :If cast on someonein aLegend, they may not be retargeted by that legend spell for its duration.
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Resurrect
C:Hedler3
T:Spdll
S: Spirit
M : Dead Person
I : Touch person and state once:
Sword Cut, spear stab, mace smash, arrow jab,
Let the white light of healing descend on thou.
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 light of healing restore they vigor.
Sword Cut, spear stab, mace smash, arrow jab,
The white light of healing hath resurrected thou.”
E:The dead person is alive again, negating the last death.
L : A dead person cannot move on hisown or gpeek in order to encourage ahedler to Resurrect them. A person thet
reeches Nirvana cannot be Resurr ected except by meansof the Summon Dead spdll. Will not turn mongtersback to
human. Mongers crested by pdls or enchantments may not be Resurrected. All wounds and damage to armor the deed
person had prior to dying are repaired.
N:A dead person may remain on thefield aslong ashe wishes, but may not affect the battle or impede play. Enchantments
not eliminated by combat effects or not specifically prohibited (Protection from M agic, etc.) may beretained
by a resurrected person.

Sever Spirit
C:Hesdler 4, Wizard4
T:Spdll
S: Spirit
M :Already dead victim
| : Touch victim and state “ On life thou has no hold, thy corpseis growing cold, discard this empty husk, thy
Spirit resides at dusk.”
E: Causescorpseto beimpossibleto Resurrect, Reincar nate, Transfor m, or raisefrom thedead in any manner.
L :May only be used on dead bodies (undead creatures must be killed and then Cur ed before this spell will
work on them, though see below).
N:Will permanently kill undead creaturesthat are ontheir last lifeand will kill aLich outright.

C:Wizard 1

T:Spdll

S:Sorcery

| :Repeat 5x “ | shovethee” .

R:20ft.

E:Forcesvictimto back up 20 ft by telekinetically shoving them.

L :Cannot force a person into a physically dangerous position.

N: Will work against persons under effects of | ceball, Entangle, Petrify and Sleep magics.
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Silence

C:Druid4

T:Enchantment

S: Sorcery

M : 20 ft. measure, Green markersfor 20’ radius

| : Set up 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.”

E:No speech (talking), including magic casting, isallowed in the enchantment’sradius.

L :Can bedispdled by aDispe M agic. Enchantment disappearswhen cagter dies. A druid may only have oneof the
falowinginexistencea thesametime: Flamewall, Immolation, Thor nwall and Silence. If adruid hasany of theseineffect,
he may not cast Silence.

N: Speaking requirements used in class abilities to allow othersto know what the player is doing (sanctuary chant,
etc.) are not affected and may till be used.Sleep

C:Bard 3, Hesler 2

T: Spell

S: Subdual

| :Repeat x2 “ Listen and | et the fighting cease, close your eyes and sleep in peace.”

R:20ft.

E:Victimmust liedownand “ Sleep” for a100 count.

L : Sleeping people cannot be killed. The target and their possessions may not be harmed. The target may not be
moved except viathe Shove and Wind spells. Thetarget’s possessions may not be removed from his person.

Sphereaof Annihilation
C:Wizad5
T:Magica Bal
S: Sorcery
M :Black padded “ sphere” ball with streamers.
I:Hold ball in left hand and repeat x5 “ Sohere of annihilation.”
E:Will destroy anything and everything; even Enchanted, Har dened or Protected items, and targetswith any
type of defenses with the exception of invulnerability. Counts as one hit against invulnerability. Is not
stopped by any non-invulnerable armor. Weapons and shields are considered seperate items from the person
holding them.
L :Bouncesdo not count. I nvulner ability doeswork against this magic, and Protection from M agic stopsthis.
N:A player may only have one magic ball for thismagic.

Stack
C:Wizard6
T:Neutral
S:Neutral, Denote with ayellow ribbon tied to the arm of the person it is used on.
E: You may place one extraenchantment on asingle player for thelife of the recipient for the battlegame.
L :May not be used on self, nor may it be Stacked onitself. May not be used with enchantments cast by other
players. May not be used with class abilities. The 6" level scout ability and this spell do not stack. Only stack
or ascout’s ability can be used on agiven life (scout’s choice).
N:The cost must still be paid for the two enchantments to be used.

Stoneskin
C:Druid4
T:Enchantment
S:Protection
M : Enchantment cloth
| : Touch recipient, repeat x5 “May nature protect you fromall forms of attack”, tie cloth to players arm so that
itisvisible (not behind ashield, etc).
E:Player gains 1 point of invulnerability and 1 point of magical armor to each body location.
L : Cannot be used with any other armor (though shields are okay).
N: This enchantment can be simulcast up to two times, giving the target two points of invulnerability over two
points of sectional armor. The armor portion can be mended as per normal armor. May be cast on playerswho
can normally not wear armor.



Stun
C:Hedler3
T: Spell
S: Sorcery
| :Repeat x3 “ By the power of thewhitelight | stun thee.”
R:20ft.
E:Affectsall classesfor 100 count as asubdual blow. Victim may then bekilled, though that is dishonorable.
Reeves may penalize dishonorable behavior.

Stun Weapon
C:Wizad1
T:Enchantment
S:Subdual
M :Yellow enchantment cloth
I:Hold cloth in left hand and state “ May this weapon stunitsvictim,” tie cloth to weapon.
E:Allows athrusting weapon such as a spear or arrow to be used to subdue.
L :Does not allow the weapon to affect monsters which are only affected by magic weapons.
N: Anyoneimmuneto subdua effects(likebarbarians) will take norma damagefrom awegpon bearing thisenchantment.

Summon Dead
C:Heder5
T: Spell
S. Spirit
| :Repeat x5 | summon thy corpse.”
R:50ft.
E:Dead person may return to the healer but isnot again alive.
N:May be used on people in Nirvana; this does not interrupt the count on a person’s death.

Talk toDead
C:Bard2,Hedler 1, Wizard 1
T: Spell
S. Spirit
M :Dead Person
| : Touch dead person and repeat x10 “ Speak to me.”
E:Dead person must answer one “yes or no” question truthfully with “yes’, “no”, or “I don’t, know”.

Teleport
C:Druid5, Hedler 6, Wizard 4
T: Spell
S: Sorcery
| :Repeat loudly x5 Teleport” , upon arrival loudly x5 Arriving.”
R:Touch
E: Target goesto any one location of the caster’s choice. Cannot harm or be harmed during transit. Treat as
out of game until at location.
L :Must go straight to location. Should quietly tell reeve or teammate destination. May not be followed
(Exception- Scout Tracking). Location must be afixed location, cannot be something like “Where the bandits
are hiding the captives’ if thislocation is not known. Cannot be used on unwilling targets.
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Thornwall
C:Druid2
T:Fixed Enchantment
S: Sorcery
M 10 ft. brown and green cloth.
I:Lay clothinstraight line, raisehand in air, repeat x10“ Thornscomeforth.”
E:Createsa10ft x 10 ftimpassablewall of sharp thorns.
L : Thiswal canbedestroyed by Dispd M agic, 10hitswithared or bluewespon or aflamehit (Fir eball, Flameblade, etc). If
hit by aflamehit, thewal istrested asaFlamewall for a100 count before being consumed and dissgpearing. A druid may
only haveonedf thefallowinginexisanceat thesametime: Flamewall, Immolation, Thor nwall and Sllence If
adruid hasany of thesein effect, hemay not cast Thor nwall.
N: Disappearswhen the caster dies. Line of sight isblocked by Flamewall, For cewall, and Thor nwall.

Touch of Death
C:Hesdler 4, Wizard 3
T:Enchantment
S: Sorcery (EffectisDeath)
M : Enchantment cloth
I:Clothin hand, repeat x20“ Touch of Death,” , tie cloth on person.
E:Bearer of enchantment’stouch kills (viaeither hand).
L :Will work through clothing, but not armor (including “ natural” armor such as berserk armor).
N: It does not have to be on the next person touched after the enchantment is cast, but can be saved until it is
needed, and it must be announced when discharged. The magic itself is a Sorcery, but its effect when rel eased
is Death magic. Targets may not be touched in anillegal, dangerous, or offensive manner.

Touch of Paralyzation
C:Druid2
T:Enchantment
S: Sorcery (Effect is Subdual)
M : Green enchantment cloth
I:Hold clothin left hand and repeat x10 “ Paralyzation.” Tie cloth on person.
E:If bearer of this enchantment touches someone on the body they are paralyzed and may not move for a 300
count. Bearer must state “ Paralyzation” to the victim as he delivers the touch. If they touch someone on a
limb, that limb is paralyzed and may not be used for a500 count. The effects are similar to asubdual shot.
L :Will not work through armor(including “ natural armor such asaberserking armor), shields, weapons or
magics that stop magic. It does not have to be on the next person touched after the enchantment is cast, but
can be saved until it is needed and it must be announced when discharged.
N: The magic itself isa Sorcery, but its effect when released is Subdual magic. Targets may not be touched in an
illegal, dangerous, or offensive manner.

Transform
C:Wizard6
T:Enchantment
S: Sorcery
M : Appropriate monster garb and monster handout
| : Player dressesin monster garb, wizard congtantly repeats” | transformtheeinto a (Mongter being transformed into).”
E:Player sacrificeslivesaslisted in the monster section to play amonster for onelife.
L :May only be cast on awilling recipient. When aplayer is playing asummoned monster, their player personais
considered out of the game, and is not used. If the monster has levels, they may play the monster at their classlevel
or their monster level, whichever isLOWER. For exampleaplayerisa2™ level wizard whoisbeing transformedintoa
pegasus. The player playing the wizard also isa4™ level monster. When summoned, he plays his pegasus as a 2™
level pegasus. If hewere a4™ leve or higher wizard, he could have played the pegasus as at 4" level (his monster
level). Restricted to the following monsters: Mummy, Dryad, Unicorn, Sren, Goblin, Pegasus, Skeleton, Warhor se.
Must be approved by the appropriate group officers.
N:The garb for the monster must meet required standards. Once the monster dies, it is out of the game. May be
dispelled, killing the monster. Player does not get the sacrificed lives back if thisis done. Transformed players
no longer play by their class rules, but by the rules of the monster class they have become.
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Truth
C:Bard2
T: Spell
S:Control
| :State “Truth” followed by asingle yes or no question.
R:20ft
E: The target must answer the question truthfully. If the answer is unknown the target may state so, thus
ending the spell.

Visit
C:Bardl
T:Neutral
S:Neutral
I:“Vist” followed by a300 count. The count isnot acasting action, but timerequired for the Vist to take effect and must
be count s0it can be heard 50 ft away. The bard must remain at hisbase during this count or themagiciscancdlled.
E:Bard may enter and sit within/at the enemy base and/or position, and perform and talk with them. During this
time neither the bard nor the enemy may attack one another or cast hostile magics at each other. To end the
“Visit” the bard must declare that he is leaving and tag his base before returning to the game.
L :Monsters may choose to ignore abardic Visit and attack the bard.

Vivify
C:Wizard5
T:Neutra
S:Neutra
E:Givesthewizard oneadditional life.

Voice
C:Bard6
T:Neutral
S:Neutral
E:Allowsthe bard to purchase 5 magic points (not 5 magics) worth of druid magics from any level. Magics
taken are not considered bardic magic for monster immunity purposes.
L : Druid magics bought via Voice may be Dispelled but Voice cannot (aswith any normal neutral).

WarpWood
C:Druid1
T: Spell
S: Sorcery
| :Repeat x2 “ By the power of nature | warp that (object).”
R:20ft.
E:ltemisconsidered useless until M ended, Dispelled, or taken back to base and replaced by a100 count.
L :Only works on objects made of wood (arrows, bows, shields, spears, etc).
N: Enchanted weapons may be affected by War p Wood.

War skill
C:Wizard5
T:Neutral
S:Neutral
E:May reduce the cost of a single weapon (not weapon type) by half, rounding the cost up.
L :Not usabl e twice on the same weapon.
N: Reduce the cost of the weapon and then add it to all your other weapons purchased to determine how many
magic points arelost. Then subtract the cost of warskill from your 5" level magics.
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wind
C:Wizad3
T: Spell
S: Sorcery
R:Lineof Sight
| :Repeat x2: “
Seeping force of wind | hail, Send you forth a mighty gale.
Gentle sigh which once beguiled, make your breeze tornado wild
Srocco into cyclone gain, breeze become a hurricane.
Make my enemy your foe, strike for me a telling blow.
Scream down from the mountains high, sweep those fighters towards the sky.
Cowards, heroes, fools the same, trapped within this deadly game.
Strike at foes, leave friends behind, bite them with your teeth unkind.
Buffet, whip them to the bone, toss themin a pile at home.
Then whisper a gentle song, and return where you belong—
Nestled ‘ gainst the azure sky, song in forest, willows' sigh.”
E:All enemiesin sight are blown back to their base.
L Lineof sightisblocked by Flamewall, For cewall, and Thor nwall. Many large battlegame scenarioswill
prohibit the use of mass-effect spellslike Wind.

Wounding
C:Hedler 3, Wizard 2
T: Spell
S:Death
| :Repeat x2 “ Frommy heart | strike off your (right or left/armor leg).”
R:20ft.
E:Victim'slimbisdestroyed.
L : The victim must be unwounded prior to spellcasting.
N:May be cast while moving. Wizards do not require a spellbook or scroll to cast.

Yied
C:Bard 5, Hedler 3, Wizard 3
T: Spell
S:Control
| :Repeat x3 “ Yield thy arms and resist no longer, come unto me and be my captive.”
R:50ft.
E:Victim lowers weapons and surrenders to the caster, moving in straight line until at the caster’s side where
they may begin a 300 count. During this count they stay by the caster’s side and cannot attack, cast magic, or
use ahilities. The caster may freethe victim at any timefor any reason. If they are not killed, after they have
counted they may return to their base. May not be physically restrained to prevent this effect.
N: Other magics may still affect thevictim during the duration of Yield.
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Monster Definitions:
Monsters are listed much as the player character classes, though they have afew more aspects to them.
Garb: A person playing amonster should look as much like it as possible. The reeve can always disallow someone playing a
monster if they feel this criteriais not meet. Summoned monsters should be given slightly more latitude, but they must have the
minimum garb requirementsand act in character.
Summonable M onster s. These monsters can be brought into the game by player magics.
When aplayer is playing a summoned monster, their player personais considered out of the game, and is not used. If the
monster has levels, they may play the monster at their classlevel (of the classthey sacrificed lives from to play the monster) or
their monster level, whichever isLOWER. For example aplayer isa2™level wizard who isbeing Transformed into apegasus.
The player playing thewizard also is a4" level monster. When summoned, he plays his pegasus as a 2™ level pegasus. If he
were a4™ level or higher wizard, he could have played the pegasus as at 4" level (his monster level). Note: Summoned monsters
dieif they enter an Anti-Magic zone.
If amonster issummonable, they will list thefollowing:
Summonableby: Thiswill list the class and magic needed to bring them into the game.
Player livedlife: Thisisthe number of livesaplayer hasto give up to play this monster for one life. The player
cannot gain more then one life as a monster (except for the goblin, aslisted in the goblin’s description) per magic cast
on them. Players cannot give up lives they do not have. Monsters who are killed cannot be reanimated. If Resurrected,
or given alife by amonk, they return astheir normal class, not as the monster.
Q/M Ratio: Thisisageneral indicator of how powerful the monster is. It defines how many player characters of the samelevel
as the monster should be required to kill the monster. When designing quests, one uses this number to balance the sides. This
assumes you use the 10 to 1 rules for magiccasters & 5to 1 rulesfor archers.
Shields: Due to the very infrequent use of shields, monster denoteif they can use them in their armor descriptions.
Natural Lives: While summoned monsters usually only have one or two lives, monsters used in quests use the Natural number
of liveslisted for the monster. If extraNATURAL livesare gained through leveling, summoned monsters ARE NOT givenan
extralife.

Type: There areanumber of monster types, each with special information regarding it. Some monsters are more then one type of
creature.
Animations: These creatures areimmune to control, subdual, and death magic aswell aspoison. If aDispel Magicis
cast on them, they act asif under the effects of an Iceball. If placein an Anti-Magic field, they act as under a Petrify
spell until thefield isremoved or they are removed from the field in which case they act asif just healed from the
petrify. These cannot carry enchantments.
Beast: These are non-humanoid creatures, most often with more then two legs.
Extra-Planar: These creatures are not from our world but another. They include angelic creatures, demons, and
elementals. Extra-Planar creatures areimmune to Death magic and poison. These cannot carry enchantments save for
the one used to summon them.
Fey: Thesearefairy folk. They are not immuneto Bardic Charm (Control magic cast by bard), but areimmuneto other
formsof Control magic.
Humanoid: These creatures 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 aDispel Magicloseall their magic-like abilitiesand innate abilitiesfor that life.
They may not usetheir magical or innate abilitieswhilein an Anti-Magic zone.
M ulti-Per son: These are monsters played by multiple people. They have anumber of special rules, detailed individu-
ally for each one. They are ALWAY S quest monsters.
Undead: These areimmuneto Control and Death magic aswell as poison. These cannot carry enchantments save for
the one used to summon them.
Traits: These are things that the monster has all or most of the time. This can include more lives, the ability to regenerate, the
gaining of new weaponsto use, immunities, etc. Monsters have a much larger number of special Traits than normal classes.
Some of the most common include:
Armor, I nvulner ability: Not to be confused with Invulnerability, thisisamagical armor particular to some monstersand not
normally useable by the standard classes. Each level of invulnerability will negate one physical or verbal hit as per normal
invulnerability, but the protection is sectional. Thus 2 points of invulnerability armor grants two points of protection to each
limb and the torso. Magic casters must specify which area (torso, arm, leg) of invulnerability that they destroyed with verbal
magic. If they fail to specify, or in the cases of magics of mass destruction like Doomsday, the magic hits the location of the
target’s choice. Invulnerability armor can be mended.
Armor, Natural: Thisarmor cannot be Pyrotechnics or otherwise removed from the monster (except by damage). Can be
mended. It otherwise actsin all waysas normal armor. If protection magics do not protect normal armor, they will protect natural
armor. Natural invulnerability armor can be mended. If normal armor can beworn, itisalways destroyed BEFORE natural armor
inagiven location.
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Aquatic: May move through water without dropping to their knees.

L arge: Does not have to go to knees in water dueto their large size. May attack flying creatures with melee weapons.
Many-L egged: Thefirg timeamany-legged cresture slegisinjured, it forcesthemtowalk instead of dropping to oneknee. A secondleg
shot that would injure the creature acts as normd (cresture dropsto one knee, and further shotsto the sameleg have no effedt).

Mount: Some creatures can carry others. Mounted players must participate in the movement based effects of the monster. If a
mount is shoved or teleported for example, so isthe player who is mounted onit. Leg shots to mounted players do not force
the person to drop to their knees, but two leg shots still kill. A player must stay within physical contact of his mount with a
least one arm to be considered mounted. Injured arms can be used for this purpose, but ones carrying weapons or shield
cannot. Magics and abilitiesthat require a person to stay still while casting, still require them to stand till.

Natural Flight: To take off and land, the creature must stand still.

l: Repeat x5 “| take flight”, to land repeat x5 “Landing”

E Creature cannot be attacked by mel ee weapons while flying unless the attacker isa so flying or large.
Creaturesflying must still drop to their kneesif wounded in the leg (simul ates wounding the wings). Creature must flap itsarms
or state“Flying” every 2 seconds to denote this. Magic and magic-like abilities still require the being to stand still to cast and
only verbals and innate abilities can by used whileflying.

Natural Weapons: Cannot be Heated, Warped, or Enchanted. Things that destroy the weapon take the arm aswell. Spellsthat
destroy everything they touch (Lightning bolt, Fireball, Sphere of Annihilation) the strike natural weapons affect the target as
though they hit them in the arm. Touch based ahilities, such astouch of death, can be extended through natural weapons (both
way's, by the monster, and by those attacking it). If atouch based ability is used by the creature, through its weapon, the creasture
must denote the effect immediately following the weapon hitting the victim. No more then aone second delay isreasonable.
Regeneration:  Lost limbsreturnina50 count. Act asif resurrected in a 100 count after death. Flame, and Flame magics,
Sphere of Annihilation, or death by magical weapon negate these effects. (thus being killed by afireball stops regeneration, a
limb lost to aflameblade or blade-sharpened weapon, cannot be regenerated, etc.)

Magic Caster: Monsterswith magic ability will list what class magicsthey get, what level they get them at, and how many
points they get. Natural weapons never count against magic points.

Strong: Any weapon (including natural weapons) wielded isat +1 damage, and is considered red.

Tough: These creatures areinnately able to resist most weapons. Strikes from non-magical weapons do not affect them.
Characters with Powerful blows can attack Tough monsters.

Innate Abilities: These are abilities the monster has that have alimited number of uses. In many casesthey act just like magics.
These require the person to stand still as per casting a magic unless noted otherwise. If a school islisted, amagic that protects
from that school, protects from the abilities. Otherwise only invulnerability will protect from the ability (though some have
immunity to poison and traps, and thus are unaffected by them). Unless listed as magical, they are non-magical in nature.
Magical innate abilities cannot be used in Anti-Magic areas and are stopped by Protection from Magic on those they target.

Magic-Like Abilities: These are magical abilities of the classthat 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 anumber of uses. These cannot be used in Anti-Magic areas. These
require the person to stand still as per casting amagic.

Vulnerabilities:
These are special magicsor effectsthat break the rules. They take precedence over immunities. For example air elementalsare
immune to subdual magics, but have I ceball listed as a vulnerability, and as such are affected by it as described.

Description: Thisisadescription of what the monster representsand would look likeif it really existed.

Terrain Effects (for quests and battle games):

Anti-M agic: Denoted with yellow ribbon placed in the area. Magic does not function within these zones.

Death Field: Denoted with black ribbon. Those who are not immuneto death magic dieif they enter thisarea.

Flame (lava, etc): Denoted with orange ribbon placed around the area. These are areas of open flame. Beings without protec-
tionfrom flamearekilled if they movethroughit (or lose point of invulnerability or invulnerability armor chest for each second
they stay touching the area). Beings protected from flame, and all equipment they are carrying areimmuneto this effect.
Water: Denoted with silver tarp on ground or silver tape placed around the area. Any non-Aquatic, non-large, or non-flying
creature entering this area must drop to their knees while moving through it.



Monster Descriptions:

Brownie
Garb: Brown tunic or tabard with two green scout sashes. Suggested: Pointed ears, exaggerated smile. Very short

people, asbrowniesare 1 ¥ ft tall.

Summoned: Druid 6 (Reincarnate)
Player livesper life:2

Type Mystical Fey Humanoid

Q/M Ratio: 171

Armor: 1 point natural armor with up to 3 additional pointsof normal armor.
Weapons May use a single dagger or short sword.

Immunities: Control. (savefor Bardic Charm)

Natural Livess 3

Abilities& Traits:

Levels
19
2nd
3rd
4h
5h
gh

Magic-like Abilities: Flight (1/life), Lost (1/life), Teleport (1/life)
InnateAbility: Camouflage (1/life)

M:10ft green cloth

I:Lay greenclothincircle, stepinsidecircle, repeat x10“ May mother naturehideme” Toleavethecirclerepeat x 2
“Forestreleaseme”.

E: You may not be attacked, the target of spells(even areaspells), or attack whilewithinthecircle.

L : You cannot use spdlls, or abilities on anyone but yoursdf whilein thecircle. Only you and your belongings can be placed
withinthecirde. Gameitemscannot bewithinthecirde. Someonewithin 20 ft can usetracking to“ dispel” your circle.

InnateAbility: Blend (Unlimited):
| :Repeat 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 anywhereyou like, aslong asyou remain within 50 ft of a
tree. When you wish to return to the game, recite the phase to end the effect.
L :If you go more then 50 ft from atree, you can NOT recite the phrase to end the effect until you are again within 50
ft of atree. Someone within 20 ft can usetracking to “dispel” this ability.

No additional abilities
Camouflagebecomes 2/life
L ost becomes (2/life)
Flight becomes (2/life)

L ost becomes (3/life)
Flight becomes (unlimited)

Description: A small (1% tal) being that isadistant 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 earthly tones.



Centaur
Garb: Furred legging and yellow or white shoes or shoe covers. Green scout Baldric. Suggested: a horsetail, and anything that
would makeyour lower half look morelikeahorse.

Summonedby:  Druid 6 (Reincarnate)
Player livesper life:2

Type Fey Humanoid

Q/M Ratio: 21

Armor: Up to 4 points of normal armor, any shield can be used.
Weapons Melee weapons and bows (no crossbows).
Immunities: Control. (savefor Bardic Charm)

Natural Lives 4

Abilities& Traits:
Many-L egged: First hit that would injure aleg instead forcesthe creatureto walk. Treat all futureinjuriesto thelegsas
normal.
Innate Ability: Attuned(2/game): As per the scout ability. If summoned, may carry two enchantmentsin additionto the
one used to summon the centaur.
InnateAbility: Tracking (1/life): Asper scout ability.
Innate Ability: Bowyer (Ulife): Asarcher ability.
Innate Ability: Stun Arrow (Lunlimited): Asthearcher ability.
Innate Ability: FlameArrow (L/unlimited): Asthearcher ability.
Levels
1= No additional abilities
2nd Accuracy: Arrowsfired from all bows and crossbows deal +1 additional point of damage.
3¢ InnateM agical Ability: Armor-piercing Arrow (L/unlimited): Asthearcher ability.
4n InnateM agical Ability: Penetration Arrow (L/unlimited): Asthearcher ability.
5 Tracking becomes (2/life).
Flame and Stun arrow each become (2/unlimited).
6 Armor Piercing Arrow becomes (2/unlimited).
Description: These creatures are half-horse, half humanoid race. Rumored to have been created by a senile old wizard who was
unaware of hisactions. Centaurs are usually neutral, and are fierce defenders of their homes.

Drvad
Garb: Seductive attire adorned with leaves and twigs. Suggested: Pointed ears, sparkling green makeup.

Summonedby:  Druid 6 (Reincarnate) Wizard 6 (Transform)

Player livesper life: 2

Type Mystical Fey Humanoid

Q/M Ratio: 71

Requirement:  Suggested be femaleto play a Dryad
Armor: None

Weapons Single Dagger.

Immunities: Control (savefor Bardic Charm)

Natural Lives 3

Abilities& Traits:
Magic-like Abilities: Commune (Unlimited), Heal (Unlimited), Yield (3/life).
Home Tree: Must pick atree, and denoteit to the reeves. Any death before the hometreeis struck by 10 strikesfrom a
blue or red weapon, or hit by aflame magic (destroying the tree, which can not be mended), does not count towards
itstotal number of liveslost. Instead you must go to your home tree and count to 300 before returning to the game.

Levels
1= No additional abilities
2rd Gain 1 point of natural invulnerability armor

3¢ M agic-like Abilities: Heat Weapon (/life), Warp Wood (1/life)

4 No additional abilities

5 Heat Weapon and Warp Wood both become (2/life)

6 Natural Invulnerability armor increasesto 2 points.

Description: These creatures are beautiful, mischievous wood spirits. Little isknown about them, except they command
powerful magic, and always demand a high price for their benevolence. This priceis often amalewho is seldom seen again.
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Giant, Bill
Garb: Whiteand Brown tunic. Suggested: Anything that makesyou look bigger, asmear of white or brown face paint.

Summonedby:  Druid 6 (Reincarnate)
Player livesper life:2

Type Humanoid

Q/M Ratio: 171

Requirement:  Must be a2™ level monster to play a Hill giant. If summoned, the class sacrificed does not have to be 2™
level, but the player must be a2™ level monster to play ahill giant.

Armor: 2 pointsnatural armor, up to 2 additional points of normal armor.
Weapons Melee weapons and boulders.
Immunities: None

Natural Lives. 2

Abilities& Traits:

Large: May attack flying creatureswill melee weapons.

Strong: Any weapon (including natural weapons), and is considered red.
Description: Standing 10-15 feet tall, these are slow and simple-minded.

Goblin
Garb: Green ears, most often sown to a head band. Suggested: Browns and tans for garb.

Summonedby:  Wizard 6 (transform)

Player lives per life: % Playerswho are summoned as goblins, gain 2 lives as goblins. When the first gobliniskilled, the
player playsthe “next” goblinin a50 count as per sheer numbers. If the enchantment is dispelled from the first “goblin” the
player still getsto play the second life. Treat this as though the players was enchanted and created two separate goblins, each
with the enchantment on them.

Type Humanoid

Q/M Ratio: )

Armor: up to 1 point of normal armor.

Weapons Single melee weapon under 4 ft in length.
Immunities: None

Natural Livess 8

Abilities& Traits:
Sheer Numbers: Each player playing agoblin actually represents a horde of them. When agoblin dies, the player
must lie down and count to 50, only to rise again as “another goblin takes his place”. When coming alive, the goblin
must do so within 50 ft of where he died, and at |east 20 ft away from othersif possible. When coming alive the goblin
must shout loudly “dive!”

Levels

1 No additional abilities

2nd Natural lives (sheer numbers) increaseto 10.

3¢ May use a short bow, or up to amedium shield.
4qn Natural lives (sheer numbers) increaseto 12.

5 Natural lives (sheer numbers) increaseto 15.

6" May wear up to two points of armor.

Vulnerabilities:

Weak: Limbshotskill goblins.
Description: These are weaker orcswho team up in small hordes. They commonly talk in high pitched voices and are notori-
ously weak-willed and devious. They are also often cruel, jealous, selfish, petty and suspicious.
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LCich
Garb: Yellow Sash. Suggested: askull mask or other “undead” |ooking garb and makeup.

Summonedby:  Wizard 6 (Lich)
Player livesper life: 0. Wizardswho becomelichesgain additional lives.

Type Undead Humanoid
Q/M Ratio: 211

Armor: None

Weapons: Asper Wizard.
Immunities: Control, Death, Poison

Natural Lives. 1 pertimetakenasamagic.

Abilities& Traits:
Neutral: LichesmadeviatheLich spdl areneutra but likeany monster can bebribed or convinced for help or enchantments.
They do not count for either tesm for purpases of winning mutua annihilation battles or any other game effects.
Magiccaster: As per thewizard who becamethelich. It istreated asan additional lifefor thewizard for all purposes,
including magics. Licheswho use Mutual Destruction kill their target, but do not lose alife, instead they act asif
banished. Liches who use the transform magic can only transform beings into undead monsters.

Vulnerabilities
Bound: Lichesare bound to within acircle made by a 10 ft piece of yellow cloth. Thiscloth must be placed onthe
battlefield within 100 ft of wherethey last died. Thuseachtimealich dies, it can moveitscircle up to 100 ft from where
it last was. If cannot be within 100 ft of abase or nirvana. They may not leave thiscircle.

Description: Liches are wizards who have used their artsto prolong their existence through becoming undead.

Lizardman
Garb: Greentunic, preferably with cloth scales. Suggested: Green face paint, and green cloth covered flail for histail.
Summonedby:  Druid 6 (Reincarnate)

Player livesper life: 2

Type Humanoid

Q/M Ratio: 171

Armor: 1 point natural armor, up to amedium shield can be used.

Weapons. Single natural flail. Thisishistail and is considered ared weapon. Melee weapons.
Immunities: Poison

Natural Livess 4

Abilities& Traits:

Levels

1 No additional abilities

2nd Poison: May poison hisany non-tail weapon used. (1/game)

3¢ Natural armor increasesto 2 points.
4qn Can usejavelins.
5 Natural armor increasesto 3 points.
Poison becomes (1/life).
6" May wear up to 3 points of additional normal armor.

Description: Lizardmen are dangerous, tribal peoplewho are quite primitive and few in number. They can befound in any
climate but most often in marshes and swamps. They are savage in mind but crude in technology.



Mummy
Garb: Mostly wrapped in bandages.

Summonedby:  Wizard 6 (Transform)
Player livesper life: 4

Type Undead Humanoid
Q/M Ratio: 31

Armor: 1 point natural armor.
Weapons Single Short Sword.

Immunities: Control, Death, Sorcery, Subdual, Poison
Natural Lives 3

Abilities& Traits:
Innate Ability: Touch of Death (Unlimited): asper theassassin ability.
Bloodless: Immune to stabbing weapons.
Levels
1 No additional abilities
2 Strong: Any weapon (including natural weapons) wielded isat +1 damage, and is considered red.
3¢ Natural armor increasesto 2 points.
4qn Natural armor increasesto 3 points.
5 MagicLikeAbilities: Awe/Fear (2/life)
6" MagicLikeAbilities: Heal (2/life), self only. (Thisrepresentsrejoining its body parts).
Description: Mummies are undead creatures that are the corpses of humanoids, wrapped in bandages, and filled with preserv-
ing fluids. They are usually associated with a curse. If something concerning the mummy has been desecrated, the mummy may
come back to lifeto kill the guilty party. Other times, it is merely aspirit that hasinhabited abody to wreak havoc. They are
quite mindless, and will destroy anything that getsin their way.

Pegasus
Garb: A pair of white feather wings and white fur leggings.

Summonedby:  Wizard 6 (Transform)
Player livesper life: 2

Type Mystical Beast

Q/M Ratio: 171

Armor: 1 point of natural armor.

Weapons 2 natural short hacking or bludgeoning weapons (no stabbing allowed). These represent hooves.
Immunities: Control

Natural Lives 3
Abilities& Traits:

Many- L egged: Firg hitthat wouldinjurealeginstead forcesthe cresturetowalk. Treat dl futureinjuriestothelegsasnorma.

Natural Flight: To take off and land, the creature must stand still.

l: Repeat x5 “| take flight”, to land repeat x5 “Landing”

E Creature cannot be attacked by melee weaponswhileflying unlessthe atacker isaso flying. Creaturesflying must ill
droptotheir kneesif woundedin theleg (s mulateswounding thewings). Magic and magid-like abilitiestill requirethe
being to stand till to cast. Cresture must flap itsarms or state“ Flying” every 2 secondsto denotethe effect.

Magic-LikeAbility: Awe(1/life)

Levels

1 No additional abilities

2 Mount: May carry onerider.

3¢ Awe becomes (2/life)

4qn M agic-L ikeAbility: Charm (1/game)
5 Charm becomes (1/life)

6" Awebecomes (3/life)

Description: Pegasus are one of the most beautiful and well known creatures. These winged horses are extremely intelligent
beasts and sought after by every facet of society for many reasons, not al of which would benefit the Pegasus. They generally
choose to ignore most other races, though pegasi will go out of their way to annoy harpies.
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Siren
Garb: Seductive gray, blue, or green dress. Aquatic looking if possible. Suggested: Blue and green glitter makeup.

Summonedby:  Druid 6 (Reincarnate)
Player livesper life:l

Type Mystical Humanoid.

Q/M Ratio: 171

Requirement:  Suggested to be femaleto play asiren
Armor: None

Weapons: Single Dagger.

Immunities: None

Natural Livess 3

Abilities& Traits:
Magic-like Abilities: Circleof Protection (1/life), Yield (2/life)

Vulnerabilities:
Bound: Sirens are bound to within 50 ft of asingle object that is chosen each life. Denote the chosen object to areeve.
Thisitem cannot be one that is moveable (very large rock, tree, body of water, etc).

Levels
1 No additional abilities.
2 1 point of armor can beworn.

3¢ Circleof Protection becomes (2/life).

4qn Yield becomes(3/life).

5 Circleof Protection becomes (3/life).

6" Gain any two bardic magics.

Description: These beings are arace resembling human females, but are something very inhuman. They sing most of their
lives, luring unsuspecting travelersto their doom. TO help them along, they are both incredibly seductive and extremely
beautiful. Both assets they use to give them an advantage over aweary victim.

Skeleton
Garb: Whiteskull mask or facemakeup and black tunic. Suggested: skeleton-like painted gloves, anything making youlook moreskeletal.

Summonedby:  Wizard 6 (Transform)
Player livesper life:l

Type Undead Humanoid

Q/M Ratio: 211

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

Immunities: Control, Death, Poison

Natural Livess 3

Abilities& Traits:
Bone: Immune to stabbing weapons.
Regeneration:  Lost limbsreturnina50 count. Act asif resurrected in a 100 count after death. Flame, and flame
magics, Spohere of Annihilation, or death by magical weapon negate these effects. (thus being killed by afireball stops
regeneration, alimb lost to aflameblade or blade-sharpened weapon, cannot be regenerated, etc.).

Levels

1 No additional abilities

2 Normal armor increasesto 3 points.
3 Natural livesincreaseto 2.

4qn Normal armor increasesto 4 points.
5 May use javelins.

6" Natural livesincreaseto 3.



Vulnerabilities:
Weak: Limb shotskill skeletons.
Lightning Bolt and Call Lightning: Theseact asan I ceball (frozen for a 100 count) on askeleton dueto fused limbs.
They cannot be used to kill a skeleton.
Resurrection: If used on a skeleton (save those summoned by the spell transform), this forces the skeleton to play out
that lifeasawarrior of the same level asthe 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 to interpret ordersin the most literal way.

Croll, Regenerating
Garb: Dirty green or gray tunic with fur/skinloincloth. Suggested: Crude clothing, tusk-likefangs.

Summonedby:  Druid 6 Reincarnate
Player livesper life: 4

Type Mystical Humanoid

Q/M Ratio: 31

Armor: 1 point of natural armor.

Weapons Two Red natural 2 point short swords, These are thetroll’s claws. Mel ee weapons.
Immunities: None

Natural Lives 2

Abilities& Traits:
Regeneration:  Lost limbsreturnina50 count. Act asif resurrected in a 100 count after death. Flame and flame
magics, Sphere of Annihilation, or death by enchanted weapon negates these effects (thus being killed by a fireball
stops regeneration, alimb lost to a flameblade or blade-sharpened weapon cannot be regenerated, etc.).
Strong: Any weapon (including natural weapons) is considered Red.

Levels
1 No additional abilities
2nd Magic-Like Ability: Awe/Fear (1/life)

3¢ Natural armor increasesto 2 points.
4 Natural livesincreaseto 3.
5 Natural armor increasesto 3 points.

6" Magic-LikeAbility: Awe/Fear becomes(2/life).
Description: A trall isavicious, disgusting cresture whose very presenceis onewhich strikesfear into most. Their hideisanausestingmixture
of mossgreens, grays, blacks, and mottled greens. They are reentlesswhen attacking dueto their pea-sized brains.

Unicorn
Garb: White hooded cloak and golden horn. White fur leggings. Suggested: as horse-like as possible.

Summonedby:  Druid 6 (Reincarnate) Wizard 6 (Transform)
Player livesper life:3

Type Mystical Fey Beast

Q/M Ratio: 211

Armor: None.

Weapons Single natural magical short sword that deal 2 points thrusting and slashing- represents the unicorn’s horn.
Immunities: Control (savefor Bardic Charm)

Natural Livess 3

Abilities& Traits:
Many-L egged: First hit that would injure aleg instead forcesthe creatureto walk. Treat all futureinjuriesto thelegsas
normal.
Magic-like Abilities: Heal (Unlimited), Teleport (unlimited)- requiresthe unicorn put its hood over itshead in addition
to the normal incantation.
Home Tree: Must pick atree, and denoteit to the reeves. Any death before the home treeis struck by 10 strikes from a
blue or red weapon, or hit by aflame magic (destroying the tree, which can not be mended), does not count towardsits
total number of liveslogt. Instead you must go to your home tree and count to 300 before returning to the game.
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Levels
1¢ No additional abilities

2 Magic-like Ability: Resurrect (1/life), requires bringing the dead to the unicorn’s home tree and having them and the
unicorn touch it while casting the spell.

3¢ Resurrect becomes (2/life)

4qn Magic-like Ability: Lost (1/life)

5 Resurrect becomes (3/life)

6" Lost becomes (3/life)

Description: These resemble great white horses with agolden horn springing from its head. They are kind-hearted and will help
those in need. They often shy away from violence.

War Borse
Garb: Tan Tunic and brown or black fur leggings. Suggested: Look as horse-like as possible.

Summonedby:  Wizard 6 (Transform)
Player livesper life:l

Type Beast

Q/M Ratio: 171

Armor: 1 point of natural, 1 additional point of normal armor (barding armor)
Weapons. 2 natural bludgeoning melee weapons of up to 5 feet in length (hooves)
Immunities: None

Natural Lives 5
Abilities& Traits:
Many- L egged: First hit that would injure aleg instead forcesthe creatureto walk. Treat all futureinjuriesto thelegs
asnormal.
Mount: May carry onerider.
InnateAbility: Gallop (1/life)
S:None
R:Self and rider only
| :State “Gallop 1" through “Gallop 10"
E:Melee weapons cannot attack the war horse and rider while the count is occuring unless the attacker is also
galloping or flying. The War horse may not attack during thistime, but the rider can (provided he has ahand freeto
use a weapon).
L May not gallopif thewar horse or rider is carrying agameitem.

Levels

1 No additional abilities

2 Normal armor increasesto 2 points.
Innate Ability: Personal Mount (1/game): Denotewith ayellow ribbon tied to thearm. Mount isaffected by the
protection spells of its passengers. For example a scout rides the war horse while wearing both 2 points of protect,
and protection from flame (using his attuned ability). Aslong as heisriding the war horseitisimmuneto fireand
shotsto it remove the levels of protect from the scout as though they had hit him.

3¢ Mounted peoples’ weapons do plus one point of damage when thrusting.

4qn Normal armor increasesto 3 points.
Personal mount becomes (2/game).

5 Innate ability: AsOne(unlimited): Person who is mounted to the warhorseis considered mounted aslong asheis

within 5 ft of the war horse. He must denote this by stating “mounted” every 2 seconds if not touching the warhorse.
If he goes more then 5 ft away from the warhorse and then returns, stating “mounted” allows the being to be again
considered mounted.

6" Normal armor increasesto 4 points.

Description: These are the powerful horses knightsride into battle on. They are disciplined, and obey the commands of their

rider without question, assuming they understand it.
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3ombie
Garb:Gray Ragsand agory face makeup. Suggested: the more gore the better.

Summonedby:  Wizard 6 (Transform)
Player livesper life:3

Type Undead Humanoid

Q/M Ratio: 211

Armor: noneinitially

Weapons 2 bludgeoning blunt clubs. These represent the zombie'sfists.
Immunities: Control, Death, Poison

Natural Lives. 4

Abilities& Traits:
Rubbery: Immuneto bludgeoning weapons.
Regeneration:  Lost limbsreturnina50 count. Act asif resurrected in a 100 count after death. Flame, and flame
magics, Spher e of Annihilation, or death by magical weapon negate these effects. (thusbeing killed by afireball stops
regeneration, alimb lost to aflameblade or blade-sharpened weapon, cannot be regenerated, etc.).
InnateAbilities:
Slow: Zombies may only walk, and cannot run or jJump. Must make constant noises like screaming, saying “brains’, or
other such unintelligent words.

Levels

1 No additional abilities

2 Normal livesincreaseto 4

3¢ Natural livesincreaseto 5.

4qn Strong: Any weapon wielded is at +1 damage, and is considered red.
5 One point of natural armor.

6" Natural livesincreased to 6.

Description: foul unfortunate creatures doomed to walk the earth as undead. The are alwaysin pain, and only brains sate that
pain for ashort time. These are the simple ones raised by dark means as animated corpses.

Note: Thiszombieisasummoned zombie; Quest game zombies and zombie game's zombies haveinfinitelives, 100 count
deaths, 50 count wounds, and when they “kill” aplayer, the victim becomes azombie.
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Optional Rulesof Play:

1) Not allowed at regional or national events.
2) Must beapproved by thelocal monarch and primeminister.

A.Dual Classrules:

Dual-Class
Requirement:  People must be 6th level in both classes.
Garb: Purple sash and Garb of two classes played.
Weapons As the better of the two classes.
Note that magic casting dual-class will have these subtract from available magic points.
Armor: As the better of the two classes.
Note that magic casting dual-class will have these subtract from available magic points.
Shidds: As the better of the two classes.
Note that magic casting dual-class will have these subtract from available magic points.
Lives lives are averaged between the two classes and rounded down.
Limitations.
1) Primary classwill be played at 5th level, secondary classat 1% level.
2) Person will get 1 creditin primary class per week of playing dual class.
3) Dual classrulesare optional by kingdom and never allowed at regional or national events.
4) Only one class can be magic-using (Bard, Druid, Healer, or Wizard).
5) All abilities on both classes apply.
6.) All barbarian magic restrictionsstill apply.
7) Secondary class may never beraised above first level. Bardic mimic and emotion control may never be used on or by a
dual class person.
8) Monsters may never be dual class.
9) Berserk people may never use other class abilities.
10) No morethan one dual class per 20 people, and as stated, all normal bow and magic restrictions per capitaapply.
11) Permission to play dual class must come from the Monarch, Prime Minister, and both guildmastersinvolved.
12) Non-combat classes (page, etc.) may never be played as part of dual class.
13) Asalways, dual classes must always state what they are playing, if asked.
14) Relic restrictions apply to both primary and secondary class.
15) Magic costs for items not normally allowed to amagic-using class:
Shield 5 points
Armor 1 point per point of armor worn
Bow 8 points
All other weapons 5 points

B. Paladin/Anti-Paladin variations:

Knight's class-as there are 4 types of knight belts, this optional rule allows Paladins and Anti-Paladins to format their class
more in keeping with the belt they both own and choose to emphasize in that game- Sword (combat), Serpent (arts and sci-
ences), Flame (service), Crown (royalty). Knights taking this option must state their choice before the battlegame. Also, knights
must wear the listed symbol in addition to the phoenix on their garb.

Paladin Anti-Paladin Additional Symbol
Sword  Asperrulebook 6.1 Asper rulebook 6.1 -None-
Serpent At5"level take 1l mend/life At 5" level gainflameblade Snake
instead of listed options. 2/game on his own weapon
(*orange “enchantment” strip)
instead of listed options.
Flame At6"level immuneto At 6" level immuneto Control Fire
Flameinstead of Death. instead of Flame.
Crown Musttakelawel/lifeat 5" level Must take 1 fear/lifeat 5" level Coronet

instead of the listed options.

instead of the listed options.
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C.Guildmaster and M asterhoodAbilities:
Guildmastersmay only useadhilitiesinthier ownlands. A player who ishoth may take ether aguildmaster or amasterhood ability, but not both.

Anti-Paladin
Archer

Assasin
Barbarian

Bard

Druid

Pealer

Monk

Monster

Paladin

Scout

Warrior

Wizard

Guildmaster-
1 extrapoison weapon/game
GainsMagical Projectile- /game

Teleport becomes Ulife
Gains1 additional berserk
1 extramagic point at 5" level

1extramagic point at 5" level

1lextramagic point at 5" level
lextralife

Play onelevel higher

Miracle Ability:One extraresurrect/game
(thisextraresurrect hasa 20 ft. range)
Gain Armor Piercing Arrow as per
Archer ability

Rally: All warriorson guildmaster’s
sidegainoneextralife

(Non-magical ahility)

1lextramagic point at 5" level
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M asterhood-
1 Flameblade/game
Bowyer becomes 2/life

1lextra nate/game

May wear up to 3 points of armor

Gains 1 automatic Imbue

(till countstowards maximum carried)

May cast 1 point of barkskin on self without penalty
(Nor+-meagicd ability to utilizethough barkskinisstill magic)
Gains1automatic Awe(gtill countstowardsmaximum carried)
Touch of Death becomes 2/game

lextralife

1 extraAwe/game

Earth Bind becomes 1/life

May use a short bow

Can purchase 2 Defends



