Welcome to Shadow’s Home, we are a shire in the game of Amtgard (www.amtgard.com) By definition from the Amtgard handbook version 6:

Amtgard is a non-profit, non-sectarian group devoted to recreating elements of the medieval, ancient, and fantasy genres. The thrust of Amtgard is both recreational and educational, with major group efforts devoted to reconstructions of medieval combat. Amtgard weapons are safe, foam-padded replicas of the real things. 

Anyone may join. To become a member you must: 

- Obtain a copy of the handbook and read it. 

- Develop a persona and persona history. 

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

- Fill out a membership form and waiver and turn them in to the prime minister. 

***Minors must have their waivers signed by their parents or legal guardians. Minors under the age of 14 may not participate in combat without special permission from the monarch.***

Please take some time and fill out our waiver, which is provided with this packet, so you are able to participate in this demonstration. In order to participate, YOU MUST fill this out. 
Amtgard is free to play, though if you wish to vote in our althings (times when we vote on important issues to the shire) we ask that you pay dues, which is $6.00 for 6 months. Paying is not required to play, however. 

When playing amtgard, we ask that you do not make baseball swings, nor hit anyone to hurt them in real life, a simple tag is all that is required. We are not out to hurt anyone, and anyone who continues to make too hard hits will, after being asked to stop and being taught how not to make hard hits, may be asked to leave the field until they do not make such hits. 
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When you play amtgard, you choose to play one of our 13 classes (2 of them are restricted to only knights, however) Every day that you show up to amtgard, you sign in and receive one point, and every level is 12 points. Each class has 6 levels, and takes about a year and a half to two years to become level six in one class, assuming you only sign in only in that class and attend regularly. Here is a quick overview of the classes.NOTE: At this demonstration, we will most of the time not playing classes, but sparring or ditching, which are non-class, this is for ease of demonstration. However, most game days include games that are classed. 

ANTI-PALADIN

Experience: Must have been a Knight for at least 12 weeks. 

Garb: Must have a black phoenix device openly displayed on their clothing or armor. 

Weapons: Any melee weapon and javelins.

Armor: Up to 4 points.

Shield: Any.

Immunities: Immune to all wizard spells except the following- iceball, magic bolt, lightning bolt, sphere of annihilation. Note that they are affected by enchantments.

Levels:

1st- Steal life from any dead person still on the field.

2nd- 1 touch of death (same as the assassin nonmagical ability) per game. 

3rd- 1 additional touch of death per game (total of 2).

4th- 1 additional touch of death per game (total of 3).

5th- 1 poisoned edged melee weapon once per game.

6th- 1 reanimate (as per the wizard class) per game.

Notes:

1) Steal Life- Anti-paladins can steal 1 life per game from a dead person and add it to their own by stating "I take your life" and placing their hand over the dead person's heart. 

ARCHER 

Garb: Any tunic, and a bow is required. 

Weapons: Any bow, no hinged weapons, any other weapon under 4 ft. in length used exclusively for melee. 

Armor: Up to 3 points. 

Shield: None initially.

Levels: 

1st- Repair bow once per life. 

2nd- 1 stun arrow (reusable). 1 flame arrow (reusable). 

3rd- +1 damage with all arrows (3 damage with short bow, etc.).

4th- +1 life (total of 5). 1 armor piercing arrow (reusable). 

5th- May use a small shield. 

6th- 1 penetration arrow (reusable).

Notes:

1) Repair bow- requires 100 count, and may only be done on one's own bow.

2) Arrow types (ribbons tied to arrow shafts). 

a) Flame (red ribbon)- it will destroy a shield if the shield is hit and then not tapped upon the ground five times within 5 seconds of the hit. It will destroy a siege weapon with 2 hits. Only 1 flame arrow may be lit at once, and the arrow will stay lit for 2 minutes before it must be relit. Must say "flame arrow" x 5 to ignite. 

b) Stun (grey ribbon)- treat as a subdual blow. 

c) Armor Piercing (blue ribbon)- this arrow will pierce any armor and hit the target. 

d) Penetration (white ribbon)- as an armor piercing arrow but also destroys shields.

ASSASSIN 

Garb: Mask that covers the mouth and nose, headbands of the appropriate color are required after 1st level. 

Weapons: Any throwing weapons, no hinged weapons except nunchuku, any other melee weapon under 4 ft. in total length. 

Armor: None initially.

Shield: None Initially. 

Levels: 

1st- no headband- As listed. 

2nd- blue headband- 1 poison edged weapon (reusable), or the ability to make traps, or a short bow. 

3rd- green headband- 1 touch of death per life, or the antidote to poison.

4th- brown headband- 2 point armor, or a 5 ft. javelin. 

5th- black headband- Small shield. 

6th- red headband- a) Choose 1 additional ability from above. b) 1 teleport per game (only usable on self).

Notes:

1) Touch of death- This is not magic and is non-magical in nature. It is charged by saying "Touch of death" x 20. It will stay charged for 5 minutes. Otherwise treat as per the wizard enchantment of the same name.

2) Traps- A circle of cloth or noose placed upon the ground. Activated by a victim stepping into it. The victim must cut at each leg 10 times before he is free. Maximum trap diameter is 3 ft. May only affect one person at a time. 

3) Antidote to poison- Works exactly like the healers' cure poison. Allows one dose per life, and the assassin must carry, a small vial or container. This is non-magic.

4) Teleport- This is non-magical. Say "teleport" x 10. See the wizard teleport enchantment for a more detailed description.

BARBARlAN 

Garb: Blue or brown cloth (earth tones), leather, fur, grasses, flowers, leaves, reeds, wood, native and aboriginal jewelry, and decorations, etc. 

Weapons: Any melee weapon, rocks, throwing axe, javelin, short bow. Armor: Up to 

2 points.

Shield: Any. 

Immunities: 

1) Cannot be held or subdued, magically or otherwise (exception- healers stun spell).

2) Can not be made 'lost.'

3) May not carry enchantments. 

4) May not carry relics other than Odin's Hammer.

Levels: 

1st- tribesman- a) One less life than other classes (total of 3). b) May go 

berserk on last life. c) Heal self once per life. 

2nd- barbarian- 4 total lives. 

3rd- clan leader- Fight after death when berserk. 

4th- chieftain- 5 total lives.

5th- high chieftain- 6 total lives.

6th- ring giver or overlord- May go berserk on last 2 lives.

Notes:

1) Berserk- Gives the following effects: a) 2 point overall body armor (a healing spell will repair 1 point of armor on any specific area of the barbarian's body). b) Melee weapons are considered bladesharpened or bludgeoned. 

c) Berserkers may not retreat unless out numbered by 5 to 1 or more or when facing magic. d) Must wear a red arm or head band. e) Berserkers may not use projectiles, armor, or shields.

2) Heal self- The barbarian must carry a pouch with herbs (paprika, cloves, etc. ). The barbarian eats the herb for a 100 count to be healed.

3) Fight after death- Berserkers may continue to fight for 10 seconds after they have died. Leg and arm shots against these berserkers still incapacitate the affected limb. Note that physical and/or dangerous contact is still not allowed. May not fight after death if killed by: siege weapons (or monsters' equivalent white weapons), flamewall, firetrap, fireball, call lightning, and sphere of annihilation.

BARD

Garb: Bardic blue worn on or with a bright tunic (white, yellow, orange, etc.). Bards must carry, a musical instrument. 

Weapons: Any single handed sword, dagger, staff. Note that the use of weapons will deduct from the Bard's available magic points.

Armor: None.

Shield: Small round. Note that it will deduct from the available magic points.

Magic: May cast spells and enchantments. 

Levels:See the handbook section on magic.

DRUID

Garb: Brown robe, sash, or belt. Magical symbols and devices are encouraged. 

Weapons: Any non-hinged melee weapon except "red class" weapons types and/or slashing type polearms, shortbow. Note that the use of weapons will deduct from the Druids available magic points. 

Armor: None. 

Shield: Small. Note that it will deduct from the available magic points. 

Magic: May cast spells and enchantments.

Levels: See the handbook section on magic.

HEALER 

Garb: Red sash or baldric. Magical symbols and devices are encouraged

Weapons: Any single handed melee weapon under 4 ft. in length (this includes flails and other hinged weapons), staff, dagger; Note that the use of weapons will deduct from the Healer's available magic points.

Armor: None.

Shield: Small or medium; will deduct from the available magic points.

Magic: May cast spells and enchantments.

Levels: See the handbook section on magic.

MONK 

Garb: Gray belt or sash at 1st level, and a black belt or sash at higher levels

Weapons: Quarterstaff, nunchuku, polearms, dagger, short swords, or a single 

long sword (3 to 4 ft. in length), throwing weapons after 1st level. 

Armor: None.

Shield: None.

Levels: 

1st- a) May block projectiles with their weapons without penalty. b) Heal self once per life. c) Immune to touch of death, vibrating palm, and spell of wounding.

2nd- a) May use throwing weapons. b) Immune to poison. c) May transfer one life 

to a teammate (excluding monsters) once per game.

3rd- a) Immune to all magic that charms or control. b) Vibrating palm once per life.

4th- a) May turn undead twice per life. b) May block projectiles with their hands without penalty.

5th- a) May use the sanctuary chant once per life. b)Protection from death. 

6th- a) Immunity to traps. b) 1 additional heal self per life (total of 2). 

Notes:

1) Heal self- Same as the healer spell heal. Is considered to be a form of body control and is non-magical in nature. Must recite full incantation to be healed.

2) Vibrating palm- Same as the assassins' touch of death but instead charge it by saying 'Vibrating palm" x 20.

3) Protection from death- Exactly like the healer enchantment of the same name. However this is an inherent immunity, not a form of magic. 

4) Immunity to charm or control- May still be trapped, entangled, subdued, frozen, or petrified. Are still affected by Bardic visit and Bardic voice (non-charm magic only). 

5) Sanctuary- By chanting "sanctuary" once every 5 seconds the monk may wander unhindered where he will and no one within 20 feet may strike at or attack him. Sanctuary, is negated in the following instances:

  a. The monk stops his chant. 

  b. The monk approaches within 20 feet of a home base or flag. 

  c. The monk has a weapon in hand.

Note that this is not a protection from various battlefield effects, but only from deliberate attacks (the monk is unnoticeable).

6) Turn undead- By stating this out loud, the Monk may prohibit an undead creature (zombie, ghost, etc,) from attacking him for a count of 1,000. this may be done twice per life but never more than once on the same particular undead individual.

MONSTERS

Special quests and scenarios may involve the use of monsters. Many have magic or magic-like abilities. Monster types that have been played on the battlefield range from dragons to dryads, from ghosts to trolls to vampires and werewolves, and so on. As they are not a regular class, the specific rules on monsters are included in a separate monster handbook. Restrictions on the class include the 

following: 

  May only be played in special games or with the permission of the Monarch, Prime Minister, and Guildmaster of Monsters. 

  Monsters may not unbalance a battlegame and must show a willingness to play in character. Neutral monsters must stay neutral. 

  Garb must be distinctive and typify the monster played. 

  No more than one monster per 1O people. 

  No one may play a monster more than twice per month. 

  Monsters may not be combined with other classes (i.e. - no giants playing 6th 

  level scouts, etc.). Monsters are a class, not a persona race. 

  Monsters may not be played in intergroup games except by agreement of all monarchs involved. 

  The rulebook supersedes all monster supplements and handbooks in cases of disputes. 

  Monsters with innate armor may not add other forms of armor unless specified for that monster type. 

PALADIN

Experience: Must have been a knight for at least 12 weeks.

Garb: Must have a white phoenix device openly displayed on their clothing or armor. 

Weapons: Any melee weapon and javelins.

Armor: Up to 4 point.

Shield: Any.

Immunities: Immune to all wizard spells except the following- iceball, magic bolt, lightning bolt, sphere of annihilation. Note that                                   they are affected by enchantments.

Levels:

1st- May extend their immunities to one person whom is in physical contact.

2nd- 1 resurrect per game (see the healer spell of the same name).

3rd- 1 additional resurrect (total of 2).

4th- 1 additional resurrect (total of 3).

5th- 1 heal (see the healer spell) per game.

6th- Immunities extend to a 10 It. radius one life per game.

SCOUT

Garb: Green tunic or visible green sash.

Weapons: May use either a short bow or a long sword (no longer than 4 ft.). May use any non-hinged short weapon, any melee axe, and javelins.

Armor: Up to 3 points.

Shield: Small round.

Levels:

1st- scout- a) 1 First Aid bandage. b) Cannot become lost due to an innate sense of direction. 

2nd- pathfinder- a) 1 additional First Aid bandage (total of 2). b) Stun arrow or flame arrow (1/life, reusable).

3rd- guide- a) Obtain information from subdued person. b) Cure poison of self  (1/life). 

4th- tracker- a) Tracking (1/life). 

5th- strider- a) Entangle trap (nonmagical skill 2/game). b) Cure poison of other (1/game). 

6th- ranger- a) Carry two enchantments (1/game). b) Use of longbow or crossbow in place of short bow or long sword. 

Notes:

1) First Aid bandages- Scouts are granted reusable bandages (strips of white cloth) which are tied around a wounded limb and will provide limited healing after a 100 count. Note that it is a skill, not magic. The count is made to pass the appropriate amount of time needed to actually bandage a real wound. The wounded limb may then be used with the following restrictions: If used in combat, the wound will return after a 100 count, or if a bandaged leg is used for running then the wound will return after a 100 count. Any limb may be used for anything else (carrying something, walking, etc.) but will be under the restrictions above until healed by magic. If the scout's bandages are in use then he may do no more first aid until they are returned.

2) Special arrows: Flame (red ribbon)- it will destroy a shield if the shield is hit and then not tapped upon the ground five times within 5 seconds of the hit. It will destroy a siege weapon with 2 hits. Only 1 flame arrow may be lit 

at once, and the arrow will stay lit for 2 minutes before it must be relit. 

Must say "flame arrow" x 5 to ignite. Stun (grey ribbon)- treat as a subdual 

blow. Must say "stun arrow" x 5.

3) Obtain information- a subdued person may be asked one Yes/No question which he must answer truthfully.

4) Cure Poison- say "cure poison" x 10 to cure a person already poisoned. This is a skill

5) Tracking- May ask one "yes or no" question about a specific game effect 

 (who passed the area, where an object is hidden, etc.). Reeves, dead people, neutral monsters, and players may be asked, and must answer to the best of their abilities. This is nonmagical. It also grants scouts total immunity to traps whether tracking is being used or not. May follow "teleporting" assassins. Yields no immunity to scout entangle trap. 

6) Entangle trap- Scout must say "May mother nature bind thee" x 2, range is 20 ft. The victim must cut at each leg 10 times before he is free. This Is not a magical effect. The scout is assumed to have maneuvered the victim Into an area of uncertain footing. Monks and barbarians are not immune.

WARRIOR

Garb: A tunic or armor must be worn. Battlefield participants in Amtgard more than a month and without garb can only play a first level warrior (the "peasant rule"). 

Weapons: Any melee weapon, and javelins at higher levels.

Armor: Up to 4 point, increases at higher levels,

Shield: Any.

Levels:

1st- 1 additional life (5 total).

2nd- May wear up to 6 points armor. Improve weapon once per battle.

3rd- 1 additional life (6 total). May use javelins.

4th- Improve shield once per battle. Improve weapon becomes once per life. 

5th- Repair once per life.

6th- +1 point to any armor worn.

Notes:

1) Improve weapon- a nonmagical bladesharp (or bludgeon) only effective against armor. Requires a blue strip of cloth.

2) Improve shield- makes a shield impervious to all at attacks except magic and siege weapons. Requires a strip of blue cloth. Will stop armor piercing and penetration arrows. 

3) Repair- may fix a weapon, a shield. or one point of armor. Requires a 100 count and may only be done on ones own equipment.

4)+1 to armor- simulates higher quality equipment (much like the sharpen and harden abilities). The person must actually be wearing armor to receive the bonus. Note: Armor may never exceed 6 pts. in value. 

WIZARD

Garb: Yellow belt or sash. Long robes, hoods, and magical devices are encouraged.

Weapons: Any one handed, non-hinged weapon under 4 ft. in length, staff, spear, dagger. Note that the use of weapons will deduct from the Wizard's available magic points.

Armor: None.

Shield: None.

Magic: May cast spells and enchantments.

Levels: See the handbook section on magic.

