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Foreword (.

It's been a decade, more or less, since the ldease of the rules of
play. This release is representative of many lesstgarned and
experience gained over that ten-year period. In time, Amtgard has
become geared towards a faster, more engagingraacksting system
of play, and was in dire need of rules to matche Dhiginal goal was
to clear up gray areas and loopholes in the rulasd those
clarifications brought with them many significanttanges, as well as
further attempts to balance the game.

It was not an easy task - and to be certain, sdniteg$ were missed;
still, we think this represents the best that d&lé tkingdoms could
contribute and reflects the general consensus of Hungs should
work. This is the first rulebook that is a trulytém-kingdom effort, and
it shows. It was a long, hard road to produce tlekayou are about to
read and in the end, it came down to the blood,aswand tears of a
very few people. Given that this is probably thdyoset of words all
Amtgardians will read, we feel we should take tbhlance to remind
everybody what we believe this game really is.

The game isn’'t about fighting, or arts and scienamsrole-playing

(though of course those all exist and flourish withhe game). The
game is about the people. It is the people, althef people, who have
made this game work for over 20 years. It is thepgbe, past and
present, which make Amtgard the great organizatids today. Every

day you step out into the park, try to remembeisithe people who
surround you that make the game. No matter whatdifferences may
be, at our heart we all share a common bond, agwhamon Dream.

We hope you enjoy the new rulebook and find it mmpriovement over
the previous one. Happy gaming!

&/
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In Service, The Rulebook Committee
March 2005
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Getting Started

Amtgard is a not-for-profit, free, non-sectariarogp dedicated to the
recreation of medieval and fantasy genres. Amtdesia vast array of
new experiences to offer the interested adventdrem making
clothing appropriate to a certain time period, telding a foam-
padded replica of an ancient weapon on the fieldaifle. The
recreation of medieval and fantasy combat is the od Amtgard and
the main concern of this rulebook. The rules sethféierein are as
detailed and complete as possible, but not allasitims can be covered.
Common sense and fair play should be used to resay problems.
Anyone may join Amtgard by:

1. Obtaining a copy of this rulebook and reading it.

2. Developing a persona and a persona history.

3. Making a costume for yourself that is fitting toyrogpersona.

4. Filling out a membership form and waiver and tugnthem in
to the Prime Minister. Minors must have their waiwsigned
by their parents or legal guardians. Minors undher age of 14
may not participate in combat without special pession from
the Monarch.

In addition to these requirements, players maytogiecome ‘dues
paid.’ Dues paid members have no advantage overotlembers
except that they may vote in the bi-monthly althingetings, which
are used to make decisions for the group that ayehd the scope of
the monarch alone, such as changing the corporas paid members
are also the only ones who may vote in electionsedare six dollars
every six months and all dues collected are usquhtofor rulebooks,
newsletters, loaner gear, and other group expe&agdom corporas
may add additional requirements for being a votingctive member
of the populace.

Other publications of importance include:

1. Corpora of Amtgard bylaws — group criteria, Amtgard
governmental structure, etc. Important for all ggeuessential
for medium/large groups.

2. The Amtgard Contract — Legal agreement that all groups must sign withBlmard of Directors of
Amtgard, Kingdom of the Burning Lands (doing busiseas Amtgard, Inc.) It ensures that groups wiltab
by the Amtgard rules and bylaws.

3. Other Publications of note— While not mandatory, these publications are wesgful and include Amtgard
supplements, such as garb and weapon making tigpadAQ list, and the Dor Un Avathar (a monster
handbook). These and other publications may bedatnvww.Amtgardinc.com.

The rulebook takes precedence over all supplememsuals and other rules editions or play testungpements.
From time to time there may be official manualsplements, or expansions that enhance or complethentore
rule set. While these documents may expand gameqqtons they are still restrained by the coressulvritten
herein and may not contradict them. In the everd obntradiction between the rulebook and any oshigplemental
materials, this core rulebook always takes preceden

Process for updating these rules

Changes to this document may only be made by a V& of the Circle of Monarchs. All votes must Issued in
person or sent to the rules organizer via registenail. The rulebook is generally reviewed durihg months of
June and July.



Real History: A persona should be based on people who
could have lived before 1650 AD. The name, weapons,
clothing, etc. are encouraged to be historicallyrect.

Do not impersonate a famous historical figure.

Fantasy: The persona should be based on a book, movie,
historical mythology, or a unique creation of yawn.
Again, do not impersonate a character from the omedi

you choose.

Remember: Every persona must be either of an afcien
medieval, or swords and sorcery related background.

Create a device or insignia to display on your $laganners, and coat of arms. The device shoulshixpue or at
least in keeping with your persona or company. Yimay register the device with the Guildmaster of &éry and
the Prime Minister.

People may wish to band together as a fighting grdihis group is called a company. The company Ehoboose a
name, captain, second in command and device. Aopargy be in no more than one company.

People who wish to form a non-fighting group withire club can create a household. The householdidluthoose
a name, a Master and Mistress of the House andii@eleA person may be in any number of households.

There are many types of games and events heldadguThese include:

1. Tournaments — competitions between individuals or groups faaeds, honor, or challenges.

2. Battles— involves two or more armies attacking each ofbewarious reasons.

3. Special Events- questsfeasts, demonstrations (to introduce the ganraundaney trips, revels, fairs,
workshops, and other ‘games.’

4. Coronations — held twice a year, these events are held inrai@efficially transfer powers from the
majority of officeholders (such as Monarch, Regemd Guildmasters) to their successors. Many ofehe
events include guestso distribute relics), feasts, court, and the @ppnity to camp in an overnight venue.

5. Mid-reigns — held twice a year between coronations, thesatsvalow for the transfer of powers for the
Prime Minister and other staggered officeholderi&elcoronations, these events often include quésets
distribute relics), feasts, court, and the oppoitiuto camp in an overnight venue.

6. Inter-kingdom events— major events that are held annually intendedraw participants from a large
region, often resulting in attendance in exces2aff people. Most such events have a theme in doder
provide a motivation to those from outside the Iddagdom to participate. Examples include: The
Gathering of the Clans (AKA Clan), Rakis, Spring W@/ orld Banner Wars, Great Eastern, and Pac War.



Combat

A valid hit is any shot that makes contact and stopdeflects at an angle.
Occasionally shots partially meet these requiremént are not valid. The best way
to learn what constitutes a good hit is to ask ykingdom/group level Guildmaster of
Reeves, but included here is a list of shots tlwahot count. These are just guidelines
and you should never attempt to use these rulet¢at your way out of a valid

strike. Also remember, that in all situations tleeve’s call is final.

‘Wiggling’ — A shot (normally a stab) that misses its initeget and is then jerked
back and forth weakly in order to contact your opgiot.

‘Draw Cuts’ — A shot that slides along your opponent withditiorce exerted
towards your opponent. This normally happens onissed stab. Note that a shot
that hits your opponent legitimately and then tuimts a draw cut will still wound
or kill the opponent as per the initial blow.

‘Whipping’ — A shot from a non-hinged weapon that is blockad,the weapon
bends around the block to strike an opponent. Tlsbsés are common from
exceptionally small weapon cores, or very long waegy and should not be taken.
This is not to be confused with your opponent piwvgtor ‘wrapping’ a shot
around your block using your weapon as a fulcrunhipding only applies when
the core of the weapon itself bends around a bleakbling a shot that would
have otherwise been stopped.

Head and Neck— Will not count as a hit and is illegal. Delib&zly parrying with your head or neck is prohibited.

Arm — The first hit to the arm will result in the loe§ use of that limb—this is known as being wound&dtruck
arm must be kept behind your back. A second htheowounded arm will result in death. Hand shotsrtas a
hit to the arm unless you are holding a melee waagowielding a shield in that hand, in which catseounts as
hitting the weapon or shield. Wrists are considgpad of the arm, not the hand.

Leg — A hit to a leg results in the loss of use ofttlesy—this is also known as being wounded. You ntep to one
knee as soon as is feasible and place the woundee &n the ground. Any following hits to that ledlwave no
effect (the only exceptions are magic ballsd some siege weapons). Crawling, dragging ofasdl being
carried are the only ways to move about with a wimdleg. You may make a short spring at an oppowéht
your good leg; hopping on your good leg is not akal.

Torso — (Includes a person’s shoulders, groin, chestkband buttocks) instant death.

Feet— Do not count as a hit if they are on the grourev struck (exception: magic bagll®therwise they count as
a hit to that leg.

n ##

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

2. A single shot to a hit locatigmegardless of weapon type or point value, onlyride as one blow to the hit
locationand any ‘extra’ damage never carries through twthaer hit location Example: Being struck in the
arm with a Red Weapon only wounds the arm. Theaedttimage is ignored.

3. Shots that only strike garb or equipment do notntas a hit unless said iterbfocked a blow that would
have struck a combatant (i.e. garb, equipment, thlegaweapons, etc. are not shields and do not casint
armon.

4. Blows from melee weapons that nick or lightly glamaff of a target do not count as hits. Any shattth
stops or impacts then deflects at an angle is densd a hit. See also ‘A Valid Hit’ above.

5. Projectiles that nick or lightly glance still couas$ hits.

6. The chain portion of flails, weapon hafts, hiltgnd guards, and courtesy-padded shafts are nat lega
striking edges and do not count as hits.

7. Contact with illegal targets stop a shot and patseaction if necessary for your opponent to recque. if
you hit your opponent in the face, stop combatlurgiindicates he is unhurt). A single shot whithkes



10.
11.

12

13.

14.

15.

16.

both an illegal and a legal area simultaneousiyasvalid. i.e. a shoulder shot that deflects iatbead is
valid, but a neck shot that also hits part of yehoulder at the same instant is not valid.

Deflections that then strike true on a target ats, lwith the exception of shots that deflect offilkegal
targets—which do not count. Projectiles, even ofted¢ions, can only deal damage to a single targeta
throwing dagger hitting an arm and then deflectimg the chest only wounds the arm, it does nog¢ctfthe
chest.

If a person is wounded in an arm throwing a shokitbed, shots they threw into motion before bestguck
still count as a hit, if they land within a halfcend of being struck. In the case of a two-handedpon, the
wielder must remove his wounded hand from the weapithin a half second for the shot to count. This
should be a clear case of finishing an alreadywinrgehot, meaning that it requires no change ofdios
and the last action required to finish the shot &dlasady been started prior to being struck. If yxave any
guestions, ask your kingdom/group level GuildmastfeReeves. A reeve’s call is always final in
determining if a shot is in time or late.

Shots that knock aside a parry and then strikegdhget are hits.

Bouncesnever count from projectiles or magic balls

. A player who consistently breaks game rules, chestsses mundargoblems with authorities or safety

can be barred from the local group or kingdom bntj@agreement of the Monarch and either the Prime
Minister or the Guildmaster of Reeves of that group

Players may not wield more than one weapon in glsihand. Firing multiple arrows simultaneouslyais
exception to this rule.

Grappling with an opponent, shield bashing, roudgmgerous, or offensive physical contact is styictl
prohibited and can result in being banned from pialefinitely.

If you have to think about whether or not a shoswgood enough’ to count, it probably was. Always
endeavor to have unquestionable honor in the afrealbng your own shots. Your peers will respeoctuy
and return the favor.

Do not call another person’s shots unless you aeese. It is rude and considered in poor formydii
consistently have problems with a player not takingir shots, inform a reeve who will deal with e
appropriately.

$%

Armor is rated on its ability to stop hits. The ratirapges from 1 to 7 points, though some monsters can
have more.

Each hit will remove one point of value from therer hit location Certain weapons and effects deal more
damage to armoas noted in their descriptions.

Damage only applies to the armon the hit locatiorthat was struck.

Armor only protects the area that it covers.

Example: You have armarn the front of your leg, but a gap on your thighd are struck in the area left
open by the gap. You are wounded and the aiitsetf takes no damage..

Equipment

%

All strips must be at least two inches wide anchégn inches in length, and clearly visible (natden behind
equipment or a shield) on the person or objbety are applied to.

Each color strip has a different meaning to allavicy identification.

Red: Red Weapons and_BerserkiBarbarians.
Black: Killing effects such a%$ouch of DeathPoison Weapandeath fields, etc.
Orange: Flame effects such as Flame Arrowava, etc.
Gold: Reeves and itermkat may not be touched or attacked
Class strips for enchantmerdaad magicakffects.
Green: Druid Enchantments
White: Healer Enchantments
Yellow: Wizard Enchantments

Light Blue: Bard Enchantments
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Any non-explosive, non-chemical weapon that migatdibeen in existence before 1650 AD is allowed.

Weapon Terminology

1. Strike-legal: This refers to a portion of the weaghbat will not leave marks, bruises, or broken &®mwhen
used to hit your opponent and is at least 2.5 indhediameter. Flat blades require 1.5 inches ahfmn a
striking surface and may not pass their tip throagh25 inch ring. This is the only area of a weaapuat
may strike a legal hit. Stab-only weapons are s¢ifjuired to have six inches of Strike-legal suefan any
stabbing end for safety. This must be covered du@ble, opaque cloth.

2. Padding: This refers to the portion of the weapwat is designed to limit the injuries done from idental
contact with that part of the weapon and has atlbalf an inch of foam over the weapon core.

3. Handle: Refers to the unpadded part of the weapdre(e it is often held).

4. Total Length: Refers to the distance from the bmtif the pommel to the furthest point from the battof
the pommel in a straight line.
Example: You measure a scimitar from the bottonthef pommel to the tip of the weapon, not “along the
curve.”

Weapon Types and Construction Requirements
See the Equipment Construction section for addé&ianformation.

Projectiles May not be used to parry, block, or melee and maygdried in any number. Weapons not listed here
may not be thrown (i.e. you may not throw your sthoProjectiles not bearing enchantmeatslass abilities are
indestructible. Projectiles that are affected bgleamtmentor class abilities (not to be confused with clasaits)
may only be destroyebly spellsor magic ballsNote: Magiccomponents thrown in combat (magic bad$c) must
follow the same safety rules as projectiles buttmamain spherical and are not considered ‘projestifor other
purposes.

I. Projectile Weapons
Deal one point of damage to armamd may be blocked by weapons without penalty.kRduirled two-
handed will deal two points of damage to armuaut otherwise behave the same.
a. Throwing Weapons - Throwing knives and axes, stanjketc.
b. Rocks - Must be at least 1 foot in diameter.
[I.  Ammunition
Not explicitly granted to anybody, ammunition i€lass of projectiles used in conjunction with othgres
of weapons.
a. Arrows, bolts, etc - See Bow (below) and the Arghand Arrow Construction section for more
information. Are considered wooden.
b. Siege Projectiles - See Siege Weapons for morenmdtion.

Javelins Are between 36 and 72 inches long and padded alogig
entire length. May be thrown (counts as a projectthen in flight)
and used to melee (including blocking and parryindlist strike
point first with a Strike-legal end to count asiadnd cannot
be used to slash.

Bow Arrows from a bow deal two points of damage. Bow,
crossbows, and arrows are considered wooden. &ee th
Archery section for more complete descriptions.

Dagger A slashing or piercing weapon up to 18 inche
long. Only ten inches of its total length must be
Strike-legal.

Short slashing, piercing, or bludgeoning weapon more
than 18 inches up to 36 inches in total lengthleatst
2/3 of its length must be Strike-legal.

Long slashing, piercing, or bludgeoning weapons moeant
36 inches up to a maximum of 48 inches. The pomamnel
handle of the weapon can be no longer than 1/3@faeapon’s
total length. If used to slash or bludgeon, ati&4d8 of its length
must be Strike-legal.



Reachslashing, piercing, or bludgeoning weapons moenth8 inches up to a maximum of 60 inches. The pelmm
and handle of the weapon can be no longer thamflfBe weapon’s total length. If used to slash ludigeon, at
least 2/3 of its length must be Strike-legal.

SpearPiercing-only weapon at least 60 inches in lengibst have padding on upper 1/3 of length, and khoat
be confused with the javelin, which may be throwsconsidered wooden.

Staff Bludgeoning weapon (ends may be used to thrustithsita bludgeon attack) of 5 ft to 8 ft, must kal?2
inches of Strike-legal surface on both ends. Eaathraust be padded at least 1/3rd the total len§the staff. Is
considered wooden.

Polearm At least 60 inches in length. Includes spearsray also have slashing edges. (Minimum 1 foot igté
for a striking edge.) Must have padding on upp&rdf/length. Is considered wooden.

Madu A shield joined to a polearm. The polearm portadrthe madu may be shorter than the normal five. f@aly

usable if a class can use both a polearm and &dshieny portion of the weapon is brokddeated or otherwise

rendered unusable, all of it is disabled. Is coesd wooden. Magiand abilities that affect any part of the madu,

such admbue Shieldaffect its entirety. Madus may never be consideBeeat Weapons. If a madu is built to slash

at least 1/3rd of its length (excluding the shiptttion) must be Strike-legal (including the 12 inminimum for a

slashing surface) and the rest must be courtesgighdAny shield with G‘-

weapons affixed to it in any form is considered adm and must conform -

to these rules. j
J |

Hinged Weapon with a single articulating head. The clafia hinged
weapon is not a legal striking edge. Chains onéghesapons must be
wrapped in foam with less than half an inch of thpe exposed at any
point. The combined rope and striking edge mayexateed 18 inches in
length and the total length of the weapon may nated 36 inches. The
top half of the non-rope and Strike-legal portidrtltee weapon must be
padded.

Weapon Effects
A descriptor applied to a weapon that explains whdbes. It is possible
for a weapon to have multiple effects.

Red A Red Weapon, when swung in a slashing or bludgepmanner,
deals two points of damage and can be used toaleatshield in three
hits. In all cases where a one-handed weapon isthedweapon or the
user must have a red strip to indicate the effect.

Great If a weapon is five feet or more in length, hamiaimum of three
feet of contiguous striking surface (staves mustehat least two feet at
each end), and a minimum diameter of four inchks (flades require a
four inch cross section) over the entire strikingface, then it is
considered Great and becomes Red when wielded amoldd in a
slashing or bludgeoning manner— Never when usestdb or pierce.

Magic Relics and weapons bearing an enchantnogéimér thanStun
Weapon

Archery

The maximum limit for a bow’s pull is 35 pounds fvida maximum 28-
inch draw lengthCrossbows are limited to no more than 450 inch-
pounds. No compound bows are allowed. Broken ordadrarrows are
not to be used. All wooden arrows must be tapetherentire shaft. At
close range (20 feet or less) bows must be no rtiae half drawn.
Arrows from bows deal two points of damage to arpvanich may be
modified by class traits in games where classesiaegl. A weapon in
hand that is hit by an arrow is destroyéida bow is hit by a weapon, it is
destroyed



Siege Weapons
Siege weapons are extremely powerful engines dfrdetson that, historically, were used for everytpifrom anti-
personnel to tearing down walls from a great distarmhe abilities and limitations of siege weapans as follows:

1.

2.

A melee siege weapon will kill any person or degtamy objectit strikes regardless of armds considered
engulfing. Counts as one hit against invulnerapilit

A projectile siege weapon that fires a single pctije at a time, such as a single boulder or bsttikes
exactly like a melee siege weapon except thatase stopped by the enchantm@mbtection from
Projectiles A Monk may not block this type of siege weaponjpctile.

A projectile siege weapon that fires multiple prdjées at a time, such as a grapeshot catapulttsoas
firing Red projectiles. A Monk may block these pofiles as normaProtection from Projectilestops
these.

A siege weapon that fires projectiles may not beduwithin 20 feet unless its operators have thétglid
“half-draw” the weapon.

A siege weapon is a large, tough objdwt is hardened from casual attack. They areidensd to have ten
points of armorand are destroyed@hen all armoiis lost (i.e. ten hits from a one point weaponrgfhits

projectile siege weapons will destrayother siege weapon on a single hit. Multiplejgctle siege
weapons deal damage to siege weapons as per ngknsage weapon operates as long as it has at daaest
point of armorremaining. AMendwill repair one point of armofsiege weapons do not have sectional
armon. Destroyedsiege weapons may not be retrieved from base.

Siege weapons require at least three people toatpefrhose people may be involved in any operasion
than ten feet away. A siege weapon with less thaeet people crewing it may not be used. Some mosiste
are exempt from this rule. Members of the siegevameay leave at any time and continue playing asmabr
You may only have one siege engine per twenty peopla team.

Siege weapons should have a historical or fantasyierpart that they mimic in form and functione&e
engines may only be direct impact weapons suclatepalts, ballistae, etc. You may not use siegenssg
that mimic area of effect attacks such as firebomb&reek Fire. You may not use siege weapons that
mimic gunpowder effects such as cannons.

Dont'T MNess wiTH
MY MACHING !
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All shield measurements are the exterior surfaea@n a flat plane. Shields are considered to beden.

1. A small shield may be strapped to a forearm inst&fadielded in a hand. Note: This does not allowe w$

more than a single shield.

2. All shields (except for small shields as noted adjomust be gripped in a hand in order to be coneiie

wielded. A shield that is gripped in a hand mayodigave a support strap around the arm. A blow skrdkes
a non-wielded shield strapped to a player, sucéa sisield slung across a back, is considered tkesthe
player as if the shield had not been there. A plagay only wield one shield at a time.

3. Shields struck by effects that break shields (sasfRed weapons) retain this damage until repaired,
therefore receiving two such strikes from one ptaged one such strike from another player ten n@aut
later is sufficient to destrothe shield.

A large shield is no larger than eight square {88t3 inches in diameter).

A medium shield is no larger than five square f&t.28 inches in diameter).

A small shield is no larger than three square {28t45 inches in diameter).

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

A shield may be tossed in a manner that keeplaiively) perpendicular to the ground. While iretair,
such a shield is considered a terrain effect, thoitigs still vulnerable to things that would norltyaaffect a

N O

wielded equipment.

(Visit the Arts and Sciences forum at www.Elect@o®urai.com for more construction ideas and tutsrjal

Weapon Construction Notes

A safe weapon is one that will not mark, bruisebogak bones or teeth when it strikes a persoyolfr weapon
hurts you when you are struck, it is not safe. €hére surface of a weapon must be padded as pewn¢lapon
descriptions in Weapon Types. Cross-guards mugtaloleled. For a core the best things to use are n&glaphite
rods (such as from non-metallic golf clubs), kitmg bamboo, PVC tubing or fiberglass. Other malsrwill be
checked for safety on a case-by-case basis. Mathinaoden cores are not acceptable and will neeezansidered
legal.

Use good, stiff foam to pad your weapon. Ensoliteype of closed cell foam, is good to pad theebas
Funnoodle™, a preformed pool flotation device, iguack and easy alternative to Ensolite™, howevavaars out
much faster. Foam is best cut with a razor or slsaipsors. Stick the foam to the shaft with adhesgjlue or tape.

Weapon tips (points, guards, pommels, etc.) an#isty surfaces must be at least 2.5 inches in diem@lat blade
weapons must not be able to pass their tip thraugt25 inch diameter ring) in diameter. The endalbiveapon
cores must be blunted by capping them with a lafdoam and tape. Stabbing weapons should includieae
padding on the tip to ensure safety.

Shield Construction
Shields should be made from light, firm materialsould be well padded, and require a cloth covardHdges may
not be exposed. Good materials to use include anbst with some give, such as plywood and high anhphstics.
An interesting alternative is to use a plastic srtolmoggan, which will produce a light shield thaguires less
padding. Another popular shield design uses orlyiek foam disc, thus negating the need for addiiopadding
(just a cloth cover). Be careful with these howess not all foam
materials are the same. Plank foam is a particpldurable and safe
variety that makes for an excellent shield; whid@m such as what
‘boogie boards’ are made of is effectively a rigidterial and
requires padding. Thick strips of leather make gaod straps. When
using a non-foam shield, bolts should be attachi¢d the head
affixed to the exterior of the shield with washeagsd then heavily
padded with foam. All rigid-core shields must eitl@ave foam

folded over the edges or have the shield edgesseckinto the foam.
All rigid-core shields must be covered with a lagéfoam that is at
least 1 inch thick on the face, and 1 inch on ttigee Shields must be
at least as safe as the weapons we use.




Sword Construction
(with Funnoodle™ or Camp-pad foam):

1.

2.

6.
7.
8.

Use a length of Fiberglass, Kite spar, PVC, or H ghaft for the core. Remove all sharp edges avidtg

from both ends of the core.

Cap both ends of the core with alternating laydrsape and foam until the cap is secure and dedydell.

Cover the pommel with enough closed cell foam teuea that it is at least 2.5 inches in diameterteNbat

all pommels must meet this minimum size requirenregérdless of your specific fighting style.

If you are making a ...

a. ... flat blade, sandwich the core between severaiayf camp-pad foam.

b. ... round blade, you can use a piece of FunnoodledY iths a factory hole in the center, and cut heo
the length of the blade. If your core moves bac# farth within the hole, you can tape a long stip
camp pad foam to the shaft to reduce the noisepaoikbng the life of the blade. Tape the base of the
Funnoodle™ to the shaft very well. Fiberglass spiag tape is recommended for strength and weight.

Tape several pieces of closed cell foam over tipeotfothe sword with fiberglass strapping tape. Yshwould

have at least 3 layers of closed cell foam (1.%@%) on your stabbing tip (and even more for a lbanded

stabbing weapon, such as a spear).

For the cover choose a light, durable, opaque,i¢aliut it to length plus three inches, and outsitlemeter

plus one inch.

Fold the fabric across and sew the side and top.

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

Secure the cover to the hilt with tape.

Arrow Construction

constant rigors of fighting. Arrow shafts made frgmaphite

offer a flexibility and resilience not found in tih@luminum or
wooden counterparts. Wooden arrows must be tapathyaheir
entire length. All arrowheads must be removed fitbm arrow, -

Arrows are generally fragile and are often brokeder the O

h &
I Ly '

and the base of the arrow at the tip must be lupiltvith a AV \Y2

sufficiently strong material to at least the diaeredf a penny,
which is used to cap the arrow. Arrows may not baach
beyond 28 inches, and must have a stopper in pfabey are
longer. Arrows must have a minimum of 2 inches loked cell
foam on the tip, and it must be at least 2.5 indhediameter. It
is suggested that you also incorporate a layempeiocell foam O
to reduce the recoil of the arrow when it strikesoéid surface.

Arrow fletching and nocks must be in good repaird a
arrowheads should be checked regularly for degttam. All
arrows must be clearly labeled with their owner&mne on the A

shaft. Properly colored head covers may be uséiginof strips
to denote special arrow status.

Projectiles

A blow by any part of a throwing weapon, boulderock
counts as a hit; so all parts of these weapons hebéeé Strike-
legal. The tips of all projectile weapons must hetable to fit
through a 2.25 inch ring. Projectiles may not hawéd cores.
Materials you may use for projectile cores inclddam,
sweatshirt material, and other soft, non-granutad aon-rigid
materials. Pennies, batteries, sand, and the likg mever be
used as cores.

¢
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Armor Construction

The Monarch, Champion and Guildmaster of Reeves aatnor Damage that exceeds the remaining arwaiue
(multiple types of armocovering the same body area) will be averaged.dkmmay not be stacked or layered to
increase or add value unless explicitly stated haAreor worn under tabards or garb must be partially \esiland
must be announced if asked. Arnmsdrould weigh close to actual historical standdodseceive full value. Straps and
other such material that hold your arnmmr do not count as part of the armétor either coverage or averaging
purposes, unless they are specifically built ahs@ixample: the leather strap across your backihgldn your steel
breastplate does not protect you from hits.

All armor must be safe, with no protruding edges that canildre someone. Armovalues may never be rated at
more than 6 points. The standard baseline for nmetabris steel. Armoiis rated as the material that it most
resembles, thus plastic and other non-metallic asroan never be disguised nor passed off as platdain mail.

These are the base armors: Base Thickness Points
Padded cloth..........ccoooiiiiii e 4 layers................ 1
Quilted cloth......cooviviii e 2 layers + padding........ 1
Light leather.......ccooviiiiii e 1/16 inch............... 1
Heavy leather.............cocoiiiiiiii e, 3/16 inch............... 2
European ‘4 in 1’ chain mail................ 1.58nf6-gauge)....... 3
Augmented chain, riveted chain........... 1.58mm-ghige)....... 4
Brigandine, double mail, or lamellar....1.22mm (d&udge)....... 5
Plate.....ooiii 1.22mm (18-gauge)....... 6

These materials can be added to increase non-metallarmor values:
CUIr BOUIlli. e N/A o, +1
RiINGS .o 1/8 inch .............. +1
StUAS . 1.22mm (18-gauge)...... +1
Scales, Hardened Leather.................... 3B/16 inch.............. +1
Scales, Metal ...........cooooiiiiiin 1.22mm (18-gauge)...... +2

To increase the value of any form of chain mail:

Full padded gambeson or arming coat......... Seewel.......... +1

Construction additions and subtractions:

Non-authentic materials ....................c.. See Below......... -1to -2
Poor workmanship ...........cccoeiiiiiiiiiines See Below......... -1to -4
Shoddy and/or artificial appearance............ Bebw......... -1to -2
Heavy gauge material.................ccceennce See Below............. +1
Superior construction ............c.oooiveiinnns See Below......... +1to +2

Armor Descriptions

Padded cloth:four layers of cloth sewn together.

Quilted cloth: two layers of cloth with padding in between sewgdther.

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

Heavy leather: leather of at least 3/16” thickness.

Chain armors: must have an internal diameter of, at most, 3/&rofnch. Baseline chain armoonsists of butted
links.

Augmented chain: chain augmented in some fashion from the stantand 1,” such as plates attached to each
other by chain, or any of the Persian/Chinese weave

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

Lamellar: plates that have all been joined in an overlapgashion by cord or chain link.

Brigandine: closely spaced or overlapping plates riveted betwvo layers of leather. Heavy cloth such as canva
or denim may be used instead of leather, but inawk penalty for sub-standard materials.

Double mail: ‘8 in 2,” or a mail in which a standard patternaisven with two rings replacing every single ring.

Plate: solid metal armowith riveted metal articulations to increase miabilExample: Lorica Segmentata.

No armorlist can be completely exhaustive, and armuss mentioned should be ranked according to their
composition (metallic vs. non-metallic) and therofective value relative to other armdnrsthe table.
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Armor Definitions

Platesmust be attached to each other or a backing ih suway that all four edges or corners are held int
continuous rigid contact with each other or thekiag. Plates may be made of 3/16” hardened lea(instead of
steel) and receive a -1 to the total arrmalue. Plates as defined here are those thatsee im Scales,
Brigandine, or other such armoasd should not be confused with ‘Plate Armor.’

Cuir bouilli is the process by which leather is hardened usiaxg or other treatments to produce significantly
harder leather.

Studs are composed of metal, and must be no more tfamthes apart to receive the bonus. Studs maypeot
added to metal armor

Rings are composed of metal (not to be confused withirchzil), and must be at least 1/8 inch thick, hane
internal diameter of at least 1 inch and no gre#iian two inches, and be placed no further tharniricBes apart
to receive the bonus. Rings may not be added t@lnaemor

Scalesare composed of metal (+2) or 3/16” hardened keahl), and must be overlapping. Scales may not be
added to metal armofcales need only be attached to the aralong one edge.

Gambeson(sometimes referred to as an arming coat) resesrblguilted, close fitting tunic that minimally extds
from the thighs of an individual to their elbowxcéuding their head and neck. If worn under anyetyy chain
mail, the wearer will receive a +1 bonus to theaatteat the chain mail covers. The gambeson mayaot
modified to increase this value. A gambeson musthigeequivalent of at least quilted cloth with cattbatting
padding in between the layers, and must cover thieecarea of the hit locationnder the chain in order to grant
a bonus.

Armor Modifiers

Non-authentic materialsrefer to materials that were not in use to creataorat the time, such as plastic. For
comparison of metals, steel is the standard weagldt toughness, so lighter or softer metals, suchi@sinum,
will incur this penalty, while stainless steel wilbt. Subtractions for inauthentic material may eregxceed -2,
though completely inappropriate materials may reeeio points (i.e. aluminum foil, cardboard, etc).

Poor workmanship refers to an inexperienced or incomplete asserhplthe creator — the use of non-period items
such as hot glue, tape, or shoestrings to holdathertogether.

Artificial appearance refers to the overall appeal of the arnaod its ability to accurately resemble historical
armors

Heavy gauge materialis metal that is at least 15-gauge (1.71mm plates.83mm wire) thick or leather that is at
least 1/4 inch thick.

Superior construction is reflected in the overall construction and funatiof the armoias compared to other armors
of its type, and is awarded on a case-by-case basis

Armor in action:

Example 1: A person with two points of torso arnecorvering his chest and back is struck in the baitk a regular
sword: One point of armads removed from the torso armdeaving one point on the armoovering the chest and
back (chest and back are included together undep tarmoy.

Example 2: A person with two points chest arraod no back armas struck in the back with a sword: Person is
dead.
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Battlegames
(

1. Switching classes or sides during a battlegasneot allowed
unless specified by the scenario or by a reeve.

2. Never handle anyone’s personal property withougtfiraving
their permission.

3. There cannot be more than 1 bow to every 5 peopla side —
round fractions up.

4. Each side may only have one Wizard, Healer, Druid Bard
per ten people, rounding fractions up. Thereforeeaan with
seventeen people may have no more than two of radhic
using class.

5. The following activities are strictly forbidden:

a. Maneuvering or engaging during a hold.

b. Striking at reeves or non-combatants.

c. Calling a hold to retrieve spent iterns derive other
advantages.

d. Trying to influence a game while you are dead.

e. Deliberately mimicking an ability that you do nairecently have, such as casting a “preteRdiger of
Deathas a Barbarian. Grand standing and bluffing is,famelong as it can’'t be confused with a real
ability.

f. Deliberately mimicking an ability that you do hawich as pretending to cast a sgrlt using the
wrong wording.

g. Using rules loopholes or gray areas to derive aranthge on the battlefield.

6. Players who break the rules may be removed frongtree by a reeve.

) I

Immediately remove yourself from impeding play & tbattlefield once you have died. If you want & mto the
spirit of things, then fall down and scream. Makdramatic. Reeves may give you a bonus for a gteath. Then
report to nirvana. The reeve in charge there vaiket your name and record your time. Deaths aré fminutes
though a bonus will subtract 2 minutes and a pgnaill add 2 minutes. The number of lives you gaties with
level and class. You are out of a battle once yauehexpended your last life and left the field. Wheturning to
life from nirvana you must return to your base amhounce ‘alive’ so that it is audible out to 1@@f before
reentering the battle. Dead persons on the fieldtrhold their weapons over their heads. If thelbgmedoes not
call for a nirvana reeve, one must sit down in aira for a 300 courtiefore returning to life at one’s base. Most
battlefield effects will not work on a dead persmmce he has left of his own choice from where heddivith the
obvious exception of not impeding play. Effectstthdll function on dead players who have moved frofmere they
died are noted as doing so in their descriptiorsadplayers (provided they are not affecting oreédipg play) may
stay on the field as long as they want. A persoy r@untarily take a game death at any time, busmmmediately
go to nirvana and may not be raised from the deaahiy manner unIesSummon Deats cast upon them first. Dead

or Resurrect

%Il

During class battles, prisoners may be taken byesuwering or by being rendered “unconscious” bylknlg blow
(torso or second limb shot) preceded by the woubtaie.” The person will then be unconscious forsé6onds. The
prisoner may be subdued up to 5 times. Any morg \itl result in his death. Armaonegates a subdual blow and
instead takes damage as normal from the blow.i¢fdamage is sufficient to pass through the arrttoen the target
is still affected by the subdual blow. A subduabwlistriking a person who is unaffected by Subduaftobdual
magic does not wound or kill. Stabbing-only weaponstabbing with a slashing weapon may not be used
subdue. A subdual blow to a limb will render thiatlh useless for a 60 coun prisoner’s equipment must be kept
within 10 ft. of him and cannot be destroyd&tescued prisoners must still couhé required time before they are
considered recovered. Subdual blows cannot be tieale



When a hold is called, all players must stay wheey are and be quiet. No tactical maneuverindl@sied and
weapons may only be collected if a reeve gives p&sion. If you really do get hurt, yell “hold.” Reme yourself
from the battle and reenter behind your own lineseoyou have recovered. Deliberate faking of a gde®th or real
injury is not allowed. Battlefield participants aild only call a hold for injuries or when a poteaily dangerous
situation arises such as a seven year old childystg onto the battlefield. If you are involvedardispute then go
find a reeve or remove yourselves from the fieldiluthe issue is resolved.

! *

While not absolutes, the following conditions hasteod the test of time and should be observed:
1. Do not use a hold to gather or retain spent equigroe valuable game item# reeve or the other team may
grant a person the opportunity to pick up spentfgment if they are simply asked.
Do not use a hold to avoid a death or get out b&a situation.
While it is honorable to return the other team’esipequipment (magic ballsveapons, expended arrows,
etc.), it is not mandatory. Don’t delay or stopypta return equipment. Similarly, don’t attack sane who
is being kind enough to return your own team'’s isem
4. As stated before, players should remove themsdhoms the field when discussing disputed blows desu
This is not always practical in the immediate hefathe moment. If you see a dispute, do not engage
strike at those involved. By the same token, doisé the excuses of returning equipment, a headshot,
resolving a dispute to save yourself when the enkas/you dead in his sights.
Example: You are accidentally struck in the face, and staméously cleaved in two from behind by
another opponent; you are still dead.

2.
3.

Each class has its own particular garb parameteraddition, there are certain other garb elemémas denote
special positions. Note that all battlefield paifiints must be in “period” garb (tunic, robe, armetc.):

1. White belts (any belt more than 25% white), una@archains, and spurs are reserved for knights and m
not be worn by others. A knight may also choos#ita a knights white belt with a color particular that
order of knighthood: Gold for Crown, Silver for Svdp Red for Flame, and Green for Serpent.

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

3. Black belts with silver trim are generally only woby men-at-arms.

4. The phoenix is the symbol of Amtgard. White andcll@ahoenixes are reserved for knights. A gold pliwen
on a red background is reserved for Warlord. Otlgewthe phoenix is generally only worn as part of
kingdom heraldry.

5. A diagonal slash of a guild’s distinct color, wosn a belt, baldric or tunic, is the mark of a classster.

6. Guildmasters are entitled to wear favors markedlite symbol of their guild.

7. The use of crowns and coronets is reserved forltpyand nobility, although their retainers may wehe
symbol of a crown on their garb.

8. Most companies and many individuals choose to tegitheir personal symbols and colors. While not
specifically disallowed, it is considered bad fotouse another’s coat of arms without his agreement
Personal symbols and colors should be registeréld the Guildmaster of Heraldry and the Prime Miaist

9. Single color belt favors are indicative of a fighterelative standing within the fraternity of Omdef the
Warrior.

10. The garb of a page is a yellow belt (not a saspeasWizard) and is generally not worn by othersagx-
fighting page must also wear a gold “enchantrsirtip if on the field.

11. The use and application of good garb is importantreating the correct mood of the battlegamed
events. All members must be garbed in a “periodhfan. Newcomers should have their own garb (and
weapons) within a month of having first attendadsleasy and inexpensive to fashion a T-tunicafyatd,
and plenty of people are willing to help. If youMeaquestions about garb or any area of the rufess) all
you have to do is ask.

12. For the purpose of determining what class peopdepdaying, class sashes must run diagonally adituss
chest from one shoulder to the opposite hip. Thegtnbe at least two inches wide. You may not wear
sashes for classes you are not currently playiagadin and Anti-Paladin symbols must be at leastches
by 5 inches.
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If you do not want to fight but wish to participatea battlegamehere are a few options to do so:

Reeve— The garb is a gold tunic, strip worn around lile@d, or sash. The reeve is a referee for thecugithe The
reeve should be impartial, fair, have a good eyel, lae well versed in the rules. The reeve hasdbkeday in any
decision in a battlegamé&he reeves do not fight and should not be purfudlyehit or touched in an offensive
manner. The Guildmaster of Reeves shall deal widlsdd, unfair, or incompetent reeves.

Page— Garb consisting of his master’s device is opaioMNon-fighting pages may retrieve spent equipmbat may
not retrieve or carry new or extra equipment. Musar a gold enchantmestrip around right wrist.

Color — Garb is encouraged. It is not a class, yet itetueveryone else who wishes to participate imibed and
ambiance of Amtgard. Examples include minstrelstewdearers, serpent knights, and many others.

Arts And Sciences Guilds— Artisans, smiths, garbers, etc.
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Fighting Classes and Abllities

This section contains a few examples of archetypadiieval and fantasy A
character types. While the names of the classésatefa European centric ¥ ontf
viewpoint, that does not define how you must portiteem. You can easily play £
the Barbarian or Warrior classes as a Samurai®H#aler as a Necromancer.
With a little flair and creativity, the Scout classkes an excellent Pirate. Your
character and persona are defined through youomstand behavior, not the
name of the class that gives you your abilitiese Thasses exist in a strict form
to maintain game balance on the field; it is uyoo to give them life, substance,
and personality.

Fighting classes are listed in the following manner

Name: The name of the class.

Historic Examples: This lists historical or fantasy examples of eatdss plus a
brief overview.

Garb: Garb that is required to denote playing the cl&ssi1 are required to dress in
medieval-looking garb in addition to this class cifie garb. Failure to do either will
result in playing the Peasant class.

Requirement: A few classes list experience requirements. If gounot meet these
requirements you may not play nor gain creditshiat tclass.

Armor: Maximum point value of armaihe class may wear. You can always wear arwith a
point value higher then you are allowed use of,ibuhese cases the armaimply gives you the maximum
allowed for your class. Example: a Scout wearinl ffilate still only gets three points from it.

Shields: Largest size shield available to a class.

Weapons: Types of weapons the class can use.

Immunities: What the class is immune to.

Lives: The number of lives the class has.

Limitations: Some classes have restrictions. For example, Bian@are restricted from wearing enchantments
Traits: Class attributes that function all of the time vaitit activation being required. Includes such tkiag extra
lives and the ability to wear extra armdrraits are denoted with a (T) and are always n@awicalin nature.
Abilities: Powers or skills that must be activated to be ugddlities are denoted as either Magi¢al) abilitiesor

Extraordinary(ex) abilities Unless otherwise specified, class ability enhaneguipment cannot be used except

player, even another Warrior.

If you wish to fight or participate in a battlegany®u must conform to one class for each game. isqge may
advance in level in a class after having the rdtpiisredits and passing a class test administeyegbbr class
Guildmaster. Only one attendance credit may bergive a single day. You must play the class you wisbain
credit in. If no class is played but fighting takgace, you may take a Warrior credit. All clasgasn new abilities
and levels at the following rate:

1st Level - less than 13 credits of experiencehat tlass

2nd Level - at least 13 and less than 25 credi@xpkerience in that class
3rd Level - at least 25 and less than 37 creditexgferience in that class
4th Level - at least 37 and less than 49 creditsxgferience in that class
5th Level - at least 49 and less than 61 creditexgferience in that class
6th Level - 61 or more credits of experience intttiass
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Anti-Paladin

These are the standard bad guys of legend. Almostdversary in a stock
fantasy movie can qualify as an Anti-Paladin, bistdrical cases abound —
ranging from Vlad Dracul’s persecution of Turkistigpners to Mongol
warlords boiling opposing chieftains alive.

Examples: The Kurgan, Mordred, the Black Knight tiazgul, Tamerlane,
Sir Francis Dashwood

Garb: Must wear a white belt and have a black phoenigrdy displayed
on clothing or armar

Requirement: Must have been a knight for twelve weeks.

Armor: 4 points

Shields: Large

Weapons:All Melee, javelins

Immunities: Control

Lives: 4

Abilities & Traits:

Levels
1st None

b: Touch of Deatthecomes (1/life)

6th Immunity: Flame
Innate Ability (Choose two before game starts. Magpose the same
ability twice.):
a. Fear(m) (1/game)

b. Reanimatgm) (1/game)

Archer

Everyone knows the legend of the Swiss crosshowwidhiam Tell and historically the Welsh Archers Igmesisted
English rule before making the longbow famous atnggurt. Other outstanding examples include the dkyu
archers of Shogun-era Japan, and the Sioux Doge&eld

Examples: William Tell, Odysseus, Paris of Troy,dRoHood, Bard of the Dale, the Ettrick Forestemsd
Minamoto Tametomo

Garb: Orange sash

Armor: 3

Shields: None, initially
Weapons:Dagger, short, long, bow
Immunities: None

Lives: 4

Abilities & Traits:

Levels
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Assassin

Assassins were once so powerful in the Middle Eaast Hulagu Khan had to storm their mountain fessr&vhen
they demanded tribute. Renaissance lItaly and ttengeof political intrigue made the courtly killgninto an art
form.

Examples: The Ninja, the Borgias, the Jackal, Hads&abah, Sir Francis Walsingham

Garb: Black sash

Armor: None initially

Shields: None initially

Weapons: Dagger, short, long, throwing weapons
Immunities: None

Lives: 4

Abilities & Traits:

Levels
1st No additional abilities
2nd May use a bow (T)

3rd Touch of Deathex) (1/game)

4th Up to two points of armomay now be worn (T)

5th May now use small shields (T)

6th 'I-Hﬁéfé-;&-li-i-lity (choose two different options fromis list before game
starts):
a. Assassinatdbecomes (1/life)

b. Poison Weapg
c. Teleportbecomes (1/life)
d.
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Barbarian

The Chinese, from ancient periods onward, haveidensd everyone else to be barbarians, and oddygmit is
the Eastern tradition from India to China that giwes the image of civilization defending itself agd the nomadic
hordes of such peoples as the Tartars, White Heeuk Turks, and other steppe tribes.

Examples: Conan, Yellowbeard, Leif Eriksson, Attilee Hun, Alaric the Vandal, the Voivodes

Garb: Blues and browns, furs and leather. Must wearrafdeather sash that cannot reasonably be mistédkethe
sash of any other class.

Armor: 2 points

Shields: Large

Weapons:All

Immunities: Subdual

Lives: 3

Limitations: Cannot carry enchantmentMay not use relics except Heimdall’'s Horn.

Abilities & Traits:

Levels

5th Total lives increase to 5 (T)
6th Total lives increase to 6 (T)
Berserkon last two lives

Bard

Bardic history is mostly tied in with the early dtaadition of the druids and Norse skalds. Mediezarope does
give us a case of actual singing knights, manyhefrt female, from the independent French provincAafitaine
before it was crushed by the Papacy.

Examples: Sarafin, William Shakespeare, Alan O’'D&lemer, Scheherazade, Circe, Bragi, Snorri Storus

Garb: Light blue sash

Armor: None

Shield: Medium (will subtract from magipoints)

Weapons: See the Magic section for a listing of weaponsdus&eapons subtract from the Bard’s magaints.
Immunities: None

Lives: 4

Abilities & Traits:

Bardic Charm: Some monsters may be immune to the
control schoal but not bardic charm. Bardic charm is
any control magidhat is cast by a Bard (even
those bought with/oice).

Magic-user: Bards are magic-usessd gain magic
at each level. See the Magic section for
more details.
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Druid

Neolithic anthropological evidence indicates a sBgo
tradition of matriarchy and mother worship in CetEurope,
the origin of the proto-Celtic Beaker and Axe pepllt is
highly possible that many if not most early druidypes were
priestesses rather than priests.

Examples: Galadriel, Johnny Appleseed, Lady ofltake,
Cathbu, Tom Bombadil, the Green Knight

Garb: Brown sash

Armor: None

Shield: Small, will subtract from magipoints
Weapons: See the Magic section for a listing of weapons
used. Weapons subtract from the Druid’s magpmnts.
Immunities: None

Lives: 4

Abilities & Traits:

Magic-user: Druids are magic-usernd gain magiat each
level. See the Magic section for more details.

Levels

1st No additional abilities

2nd No additional abilities

3rd Pass Without Tracéex) (2/game)

4th Immunity: Poison

5th Immunity: to non-Spirit schoomagicfrom fey monsters

6th Immunity: Control

Healer

This image has been somewhat forged between claridg¢he “hedge mages” that preceded Christia@iy.
modern view of the fighting “Healer” stems from Bamedieval clerical use of bludgeoning weaponsasmot to
break the implied biblical prohibition against diag blood.

Examples: Hippocrates, Chiron, Elrond, Goldmoonchfengel Raphael, Galenus, and the Hospitallers

Garb: Red sash

Armor: None

Shield: Medium, will subtract from magipoints

Weapons: See the Magic section for a listing of weaponsdus®eapons subtract from the Healer’'s magiénts.
Immunities: None

Lives: 4

Abilities & Traits:

Magic-user: Healers are magic-useasid gain magi@t each level. See the Magic Section for moreiteta



Monk

Shaolin and Buddhist temples manned by fighting ksowho learned to fight with their hands and stmang
implements when their warlords forbade them to swerds are the classic image of this class. Howewany
Asiatic and American tribes had strong traditiofisvoestling, and the Shogun-era Japanese had hqykebf armed
warrior monks whose wrath was feared by even thpezor.

Examples: Bruce Lee, Qui Chang Kane, Dread PirabgaNRoberts, the Bloodguard, Benkei, Pachomius,Sbhei

Garb: Gray sash

Armor: None

Shields: None

Weapons: Dagger, short, long, polearm, staff
Immunities: Gained at later levels

Lives: 4

Abilities & Traits:

Levels

2nd May now use throwing weapons (T)
Immunity: Poison

Immunity: Traps

Monster (non-standard class)

Monster is a special class. A credit in Monster oaty
be taken twice a month, but as you increase weeks i
Monster, you increase it for ALL monsters. Thuyadfu
have 13 weeks in Monster, you can play a 2nd level
Monster of any type.

(To view various 3rd-party monster manuals and pthe
supplements visit www.Amtgardinc.com. Note: The
Inter-kingdom monster manual is called the Dor Un
Avathar.)



Paladin

The perfect good guy comes to save the day. Padashist in the myths and legends of all cultures.iBthe
Geatlander Beowulf slaying Grendel or the Norse §bdr battling the Midgaard Serpent, Paladins hiagen with
us since prehistory.

Examples: Joan of Arc, Galahad, Bovide, King ArthRoland, Percival, the Twelve Peers of France, Roixote,
Arcite, Palamon, Dietrich von Bern

Garb: Must wear white belt and have a white phoenix dpelsplayed on clothing or armor
Requirement: Must have been a knight for 12 weeks.

Armor: 4 points

Shields: Large

Weapons:All melee, javelins

Immunities: Subdual

Lives: 4

Abilities & Traits:

Levels
1st None

c. Awe (m) (2/game)

6th Immunity: Death



Peasant(non-standard class)
Peasants are players who do not have appropriabefgaa class but still want to play. You may tadedits in
Peasant but they have no levels, so no advantagegained from doing so.

Garb: None

Weapons: Dagger, short

Armor: None

Shield: None

Lives: 4

Limitation: Is only played if a player does not have garb agdipment for any other class. Must be played if
appropriate garb is not worn. May not carry enchaarits

Scout

Anyone who survives for any time in the wilds lesuthe lay of the
land. Many Native Americans are rightly seen asdytrackers or
scouts, as were the mountain men who followed.

Examples: Strider, Hiawatha, Little John, Baden Bibw

Garb: Green sash

Armor: 3 points

Shields: Small

Weapons: Dagger, short, long, staff, throwing weapons, bows
Immunities: Immune to both magicalnd non-magicalorms ofLost
Lives: 4

Abilities & Traits:

Levels

3rd Antidote to Poisor(ex) (L/life)

4th Immunity: Traps

5th Earth Bind(ex) (2/game)

6th Trackmgbecomes (2/ife)



Warrior

Pure warrior traditions also abound. Outstandingnegles included the 300 Spartans who opposed et frersian
king Xerxes and his 10,000 Immortals, the incregliwbrlike five nations of the Iroquois, and thertie Maori clans
native to New Zealand.

Examples: William Wallace, Lancelot, Achilles, Steaus, Mad Martigan, Miyamoto Musashi, Charles Mhrt
Roman Praetorians, and Julius Caesar

Garb: Purple sash
Armor: 4 points
Shields: Large
Weapons: All melee
Immunities: None
Lives: 5

Abilities & Traits:

Levels
1st No additional abilities
2nd May wear up to 6 points of arm¢r)
3rd Total lives increases to 6 (T)
May now use javelins (T)

Wizard

The alchemists of the Dark Ages can be said to be
Wizards, but 10,000-year old cave paintings in
France indicate that the concept of fusing theispir
and physical worlds has been with us since thd.star

Examples: Alannon, Gandalf, Morgana le Fey,
Erasmus, Merlin, the Ithryn Luin

Garb: Yellow sash

Armor: None

Shield: None

Weapons: See the Magic section for a listing of
weapons used. Weapons subtract from the
Wizard’s magicpoints.

Immunities: None

Lives: 4

Abilities & Traits:

Magic-user: Wizards are magic-useesd gain

magicat each level. See the Magic section for
more details.
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Abilities Format Key:
M: Materials needed
I: Incantation and gestures
R: Range (if any)
E: Effect
L: Limitations or Restrictions
N: Notes

Accuracy
E: Arrows fired from ones own bow or crossbow dea¢ additional point of damage.

Antidote to Poison
As per theCure Ailmentsspell

Armor-Piercing Arrow
M: Blue strip tied to arrow
I: Declare loudly “Armor-Piercing Arrow”
E: A strike from the arrow will destrogll non-invulnerable armoon the location struck and will continue through
to wound the target. It will only deal one pointddmage to invulnerabilitgnd invulnerable armor

Armor of Quality
E: Any armorworn is worth one extra point to a maximum of sep®ints.
N: This ability allows you to exceed your norm&ss maximum on armdyy one point.

Assassinate
I: Say the word ‘Assassinate’ immediately upodikd a person.
E: The victim is affected as per the sp@dver Spirit
N: May be used while moving.

Attuned
E: May choose to carry two enchantmefrtsm any caster (or
combination of casters) for the duration of thereat life.
N: This ability may not be used in conjunction kvany
other similar ability or magicOnly one of these two
enchantmerst may be simul-casf both of them allow
for it.

Awe
As per theAwe/Fearspell

Banish
As per theBanishspell

Berserk
M: A red strip worn around the head or arm.
I: You may choose to go Berserk at any point orehgible life by tying on the strip and announcinpgur

Berserk state.

E: While Berserk you gain the following traits:

a. Natural armar2 points on all hit locations

b. Strong: Melee weapons become Red. Melee weapat are already Red deal an extra point of dantag
armorfor a total of three.

c. Rage: Weapons used while berserk must be tawefeet in length. Players may not cast magise
projectiles, javelins, shields, hinged weaponsactivate class abilities (except Berserk). Armarrn is
considered destroye@dnd cannot be used while berserk. You may noea¢tfrom combat unless facing
odds of at least 5:1, monsters with a ratio of & Qreater, or a Wizard, Healer, Druid, or Bard.

d. Immunity Control
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Bowyer
E: As per theMendspell
L: May only be used on a bow.

Camouflage

M: 10 ft green cloth

I: Place cloth in a circle, repeat x3 “May thedes of nature hide my presence.”
To end the Camouflage, the player must repeat xattiNe release me.”

R: Within circle

E: While inside the circle the player can’t beaatted, even if someone viewed him activating then@aflage.
Area effect magit¢hat encompasses the area of the Camouflage @aidbhomsday still affects the player.
While Camouflaged the player may not affect anyets®, though they can use their own abilities on
themselves (such as healing or curing poison). Gdlage has no effect on other players, their eq@pmor

Earth Bind
I: Repeat x2 “May mother nature bind thee.”
R: 20 ft
E: Victim cannot move feet until each of his leqye struck ten times with a slashing or bludgeoniregipon.
Anyone attempting to free the victim must statee#frthis leg” while doing so or the hits strike fhlayer as
normal.
N: May be used while moving.

Extend Immunities
I: “My faith shall defend thee.”
R: Touch
E: Player extends all of his class immunittesone person with whom he is in direct physicahtact. Immunities
never extend to equipment. This ability ends asysa® physical contact is broken.
N: May be used while moving.

Fear
As per theAwe/Fearspell

Fight After Death

E: Occurs immediately after having died. Playentoaues
to fight for 10 seconds—which must be counted out
loud—after dying. Limbs and armdost before death
remain lost, and additional limbs and arnoan be
removed, but this does not stop the player from
continuing to function (save for losing the usettod
limb) for the duration of the Fight After Death.
Additional killing hits do not kill the player. Fig After
Death does not count as ‘moving after having died.’

L: Being struck by &phere of Annihilationa melee siege
weapon, or a single shot projectile siege weapdh wi
prevent or end Fight After Death.

N: This ability does not free the player from gme-
reminder, a player is always required to stay intool of
his actions. Violent flailing with real life disregd for
others — during this or at any other time — is gra for
punishment or expulsion by the reeve. You can pi&ey
a crazy person, but you must still have controyodir
actions at all times. Reeves are encouraged to verttas
ability from those who are hurting or endangeringess.
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Flame Arrow

M: Orange strip tied to arrow

I: Repeat x5 “flame arrow”

E: A hit to a shield will destrothe shield unless its face is tapped to the grdineltimes within five seconds. A
hit to a siege weapon by a Flame Arrow will deakfpoints of damage to the siege weapon. Will deahage
to armorand people as normal. Has no effectiogball, Entangle or any other magianless specifically
mentioned in the magidescription. A Flame Arrow will remain lit for twminutes.

Heal
As per theHeal spell

Improve Shield
M: Purple strip visibly tied to shield
E: Shield may only be destroyéy magic ballsverbal magicor siege weapons and is considered to be metal fo
game effect purposes.

Improve Weapon
M: Purple strip visibly tied to weapon
E: Weapon deals +1 damage when wielded in a gigsti bludgeoning
manner.
N: Does not confer shield-breaking abilities.

Longbow
M: Purple strip tied to bow
E: Arrows fired deal a base of four points of dgma
N: Has no effect on arrows fired from crossbowslem21 inches
in length.

Missile Block
E: Player is allowed to block arrows with theirap®mns without penalty. If such a
block is insufficient to prevent the projectile fnostriking any legal target, it
still counts as a hit.

Missile Block, Greater

hands to block projectiles and arrows without pgnal

Pass Without Trace

I: Repeat x3 “Pass without trace”

E: You must immediately return to your base. Yoe eonsidered out of the
game while returning.

N: May be used while moving. May be used while emthe effects of
so long as those abilities would not otherwise préwou from using Pass
Without Trace. The courdf any game effects upon you are considered
suspended until you are returned to the game, ahyboint they return
with their remaining duration.

Penetration Arrow
M: Black strip tied to arrow
I: Declare loudly “Penetration arrow”

through to the arm underneath, however.

Poison Weapon
M: Black strip tied to weapon
E: May poison one weapon. People who are woundeeldisoned Weapons die if they are Gatredin a 100
count A person may only poison one of his own weapdiss effect remains on the weapon for the entife. li
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Powerful Blows
I: Declare loudly “Powerful blows” before engagingcombat.
E: Your weapons are treated as magfoalthe purposes of damaging monsters that arg affieécted by magic
weapons.

Reanimate
M: Denoted with yellow strip
Otherwise as per thReanimateenchantment

Repair Item
E: As per theMendspell
L: May only be used on one’s own equipment.

Resurrect
As per theResurrectspell

Sanctuary

I: Drop any weapons in hand and state “Sanctuary.”

R: 20 ft radius from the player

E: Others within 20’ may not take hostile actidowvards the player, nor target the player or higigopent with
magicor abilities.

L: Must be chanting “sanctuary” and cannot be hodda weapon or the ability is broken. Cannot caroy affect
game itemswhile in Sanctuary. Players in Sanctuary may ngtede the play of other people in any manner,
and must immediately remove themselves from any sittiations they find themselves in.
these are on the player when he enters Sanctusey,dan be discharged as normal, though this dmls t
Sanctuary. The player may move around during Samgfibut they must keep at least one foot on tloeigd at
all times and may not run. Sanctuary is brokem& Monk comes within 20 feet of a base.

Steal Life
S: Death
M: Dead person
I: Touch target on their shoulder and recite kdayour life.”
R: Touch
E: Target loses one life from their total and tleer gains one life. This life is in addition teetherson already
being dead. You cannot steal lives from those alyeshattered.
N: This effect may be used on any dead person dsnot yet reached nirvana, even if they have mhdram
where they died. May be used while moving.

Stun Arrow
M: Gray strip tied to arrow
I: Declare loudly “Stun arrow.”
E: Arrow behaves as a Subdual blow.

Teleport
As per theTeleportspellexcept may be only used on self.

Touch of Death
As per theTouch of Deatlenchantmenéxcept may only be placed on self.

Tracking

I: Repeat x5 “Tracking”

R: Self

E: You may do ONE of the following:

a. Ask one yes or no question of someone (deasbpereeve or monster) that must be answeredftrilyrand

to the best of their ability. This is not stoppedthe Liplock magic
. Follow aTeleportingplayer
. Walk through &hornwall
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Transfer Life

S: Spirit
M: Person
I: Touch person and state “I give thee life from own.”
R: Touch
E: This ability has two possible effects:

1. A dead person is immediateResurrectedis per the speResurrect
2. Aliving person gains one extra life on theurrent life total.
In addition, the Monk loses one life from his totdlhe was on his last life when he used thisighihe
dies immediately and may not be restored to life.
L: You may only use this ability on a person playia standard class. Lives given to people playiagsformed
monsters are played as the original class, notrtbester.

Trap
I: Repeat x2 “May my devious trap bind thee”
E: 20 feet

N: May be used while moving.

Truth
As per theTruth spell
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Magic

Amtgard’s magicsystem is one of its most unique qualities. Plgyanmagic-
userrequires the participant to think and is a constdrallenge. Note that a
delicate balance exists between all the classesh Ekass, especially those
with magic must be played within the spirit of the rulesidafg it. There is a
great deal of trust and honor involved, and someainesing the rules of any
class can easily disturb game balance. WizardslddgaDruids and Bards
(collectively referred to as magic-usgrare urged to dress and act as
recognizable members of their classes, which atenty powerful, but also
spectacular. If you have difficulty understandimg tmagicsystem, don’t
hesitate to ask your Guildmaster or a Reeve. Hapagic casting!

Magic must be said loudly and clearly enough to be hedthin 100 feet or by the recipient, whichever is
closer.

When casting verbal magigith a single target, the caster must announcdatgets name immediately before
the incantation (class and a unique descriptor suffice if name is unknown). When the target wiece of
equipment, the possessor (or most recent possdgsar currently possessed) of the equipment mest b
specifically identified as well (Example: 'Bob’gtit hand weapon', 'Elf Archer left leg armor’, '8lWarrior
sword on right hip', etc).

A player may not move their feet when casting magidess otherwise stated or specified in the magic
description. The same applies to all class abg#liaed skills that require activation. If a playeoves his feet
while casting magidt is interrupted and not cast. The caster musétrand begin casting again.

The target of magienust be in range at the time the speltompleted in order for it to count.
Incomplete or interrupted magkas no effect, and does not count as if it weedus

Any hand being used to cast magieist be empty with the exception of magicamponents or the target of a
touch spellsuch adHeal. Magic ballscharged in the left hand may be transferred toritpet hand before
throwing.

Unless they buywmbidexterityWizards and Druids must cast magiith their left hand, and may not cast if
their left arm is wounded. Healers and Bards mast eath either hand.

All magic is listed as a spelenchantmentfixed enchantmentmagic ballor neutral This distinction can have a
great impact on play so note it carefully. Unlessenl otherwise, fixed enchantmeritdlow all general rules
for enchantmentdJnless noted otherwise, magic bdidlow all general rules for spells

Enchantment$E)
a. A person may carry only one at a time unless exfinoted otherwise in a spedlr class, such as the

b. When a person moves from where they died, any erntalents they carry are lost. Unless they have
moved,Resurrectelayers retain enchantments unless specificalbhiited. Summon Deadoes not
return missing enchantments to players.

c. Will only cover one objecffor example a person, a weapon, arpac). Thus while you may be protected
from flame, your armoand equipment is not. The same applies to claggias.

d. Enchantments cast on equipment count against thitbauof enchantments that may be carried.

e. Enchantments cast on equipment only function whesdlby the player who was in possession of the item
when it was enchanted. Example: If you givBladesharpedword to another player, the enchantment
does not function.

f. If you are carrying an enchantment you cast, iermoved when you begin casting other magitess
otherwise noted.

g. May not be cast on unwilling participants or thegquipment; this does not prevent them from beirgg th
target of enchantment effects suchlTasich of Death
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10.

11.

12.

13.

14.

15.

16.

17.

h. Must be denoted by a visible enchantment strip amtbunced if asked.

i.  Enchantments nullified must be removed. Enchantmenta dead player should remain while on the
battlefield as they may affect attemptsResurrectTalk to Dead etc.

j-  If already wearing your maximum number of enchanttagyou must have an enchantment removed by
the appropriate mean€éncelfrom the casterDispel Magic etc) before receiving another one.

k. When cast upon objecgtthey cover the entire objedte. a robe withProtection from Flamen it would
preventFireballs from affecting the wearer if they struck the robfethey struck a part of the player not
covered by the robe then the player would be aéfééets normal.

[. May be dispelled

Fixed enchantment@-E)
a. Disappear (never to return) when their caster diesavels farther than 100 feet from them.

b. Are considered to be on the area of ground andadaissipate when other magi cast.

c. A player may only have a single fixed enchantmentive at a time. Casting a fixed enchantment while
another fixed enchantment from the same playeflrésady active causes both enchantments to be nggate

Magic balls(B)
a. A magic-usemay physically carry no more than 12 magic bahsal. Pages and other players may not
carry extra magic balls for magic-users

b. A magic-usemay have only one type of magic ball charged taitn&. “Remain Active”Fireballs do not
count for this purpose.

c. When an items struck by multiple simul-cashagic balls, only the first magic ball from thabgp affects
that item i.e. a shield hit by two simul-cakightning Boltsis destroyedbut the wielder is unharmed. This
rule does not apply to armoice. if a player wearing torso armand twoProtectsis struck in the torso
armorby two simul-castceballs he loses both of hiBrotects

d. When aLightning Bolt Fireball, or similar destructive magic ball strikes a playea location covered by
armor, the armoiis destroyedn that hit locatiorand the magiaffects the player as normal unless
otherwise noted. Magic balls that deal damage (ssMagic Bol) affect armoras normal per projectiles
unless otherwise noted.

e. Magic balls of the Subdual Scholehve no effect on equipment that is not beingiedrrExample: You
may notlceball a players shield if it is not being wielded or ad by them.

f.  Magic balls, except where explicitly noted, onlyeadt the first thing they hit.
Unless otherwise noted, magic balls are not engglfi

h. Barring any enchantments magicaleffects, garb strikes count as hitting the playéhe magic ball
would have continued on to hit the player. i.e. Yoay not block.ightning Boltswith your cloak.

All magic classes must have a list of which matiiey have bought for that game on them at all sinf&ailure
to have this list renders a player incapable otingsmagic Failure to wear appropriate class garb also reegat
the ability to use magic

Beginning an incantation discharges all of your sguimagic balland interrupts the incantation of any other
magicyou were casting.

Magic points must be evenly distributed between levetayever, any number of higher level magigints may
be deducted from a higher level to be spent onaetdevel once the initial distribution is done.r@en
neutralsallow purchasing multiple points worth of lowewt magic In all such cases these lower level points
must be purchased prior to the start of the battieegand indicated on the list of maghought.

Relics are objectsf great power. A relic will generally win any gaten of magicakuperiority unless the
magic specifically states otherwise. Examp&phere of Annihilatiomloes not destrothe Shield of Reflection.

Spellscompletely cast and enchantmedtscharged are considered used, even if they ineféective against
their targets. The same is true of all class abgitExample, a Warrior bearing tlieuch of Deatlenchantment
attempts to use it on a 6th level Monk. The Monkmgnune to the effect and the enchantmisrdischarged.

In the event of a conflict between madfat is not directly covered by the rules, thehsglevel magids
considered more powerful. If the magg&cof the same level, the defensive maigicnore powerful.



31

18.

19.
20.

21.

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

The Reeve’s word is final. If what looks like 30 fo you is determined to be 60 ft. by a reeventhds 60 ft.

Protections cast on a target have no effect orceffalready active; i.e. castifyotection from Magi®mn a
person who i¥ieldeddoes not free them from théeld, though it would prevent them from being killed ay
Fireball.

Verbal magicand abilities require the target to be visibleghe caster upon completion of the incantationhH t
target of the verbal magier ability is wholly hidden outside of the castersw, such as short sword
completely hidden behind a shield, then the magiability will be expended without affecting thaerget. If the
caster can see a portion of the target, no matier $mall, upon completion of the incantation, tipelswill
affect the target as normal. For the purposes dfalemagicand abilities, objectbehindThornwall and
Forcewallare considered hidden.

Immunitiesto magicare based on the Schaafl magicthey belong to. Exceptions to this are noted urier
limitations of the spellNote that immunitiesiever extend to equipment.

Additional immunities unless specified, do not exist.
Reeves may assist in placing a magic-useosiponents, such as markers for a fixed encharttmen

A break in the casting of magis defined as either improper or non-magie@rding and/or a gap of two or
more seconds between words. This prevents, for pl@nong spellfrom being cast while under the influence
of a magicthat requires an ongoing verbal component sudh@shanting of “Commune” for theommune
spell

Effects and magievith ongoing chants require the chant to be regaatith no more than a 5 second gap
between iterations. These chants must be audibi® tieet.

Dead players are always considered willing for plueposes of magic
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Certain itemsof power are used in battleganexsd are passed on to new owners every six montha guestEach
group may use its own Relics, though these arambe used in regional or national battleganse effects and
abilities of Relics are considered to be non-malgicanature; hits from Relics are considered magiBalics
include:

Dagger of Infinite Penetration

When thrown destroyall non-invulnerable armoon the hit locatiorstruck and continues through to hit the target.
Counts as one hit against invulnerabilggd invulnerable armotf it strikes a shield the shield is destroywidhout
affecting the wielder.

Homestone
Allows the holder talendbroken weapons and shields (I: “I mend this iten®0). It also allows the person’s dead
teammates to come back alive at his location ratih@n having to return to their base.

Heimdall’'s Horn
A one handed ‘red’ weapon only usable by Barbariamsl in fact, the only relic allowed to Barbarians

Ring of Power
Negates the first hit from each separate opponenbpttlegameCounts against weapons, class abilities, and
enchantmentsis ineffective against spellnd magic balls

Shield of Reflection
Is completely indestructible. Will negate any efféltat strikes it, even siege weapons and mafjity magic ballof
the Subdual schodtriking the Shield of Reflection instead affetite caster.

Sword of Flame

Is considered flame (as pEtameblad¢ and will kill a victim if it strikes any legal \protected area (as pbenbue
Weapon. Confers upon itself and its ownErotection from FlameMay only be used by one person, for one life,
per game.
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There are eight schambf magic Each represents a different type of effect. Rdeaste that immunitieare based on

what schoola magicis in. Therefore, ablold Personis a magioof the Subdual schoph Barbarian, immune to

subdual effects, is not affecte@tun on the other hand, is of the Sorcery schaaold Barbarians would be affected

by it.

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

Death: an effect whose consequence is death or the viithef a body part.
Flame: produces heat, fire, or lightning.
Neutral: magicthat is neutrain terms of its SchoolThey cannot be dispelled
Protection: causes the target to be protected in some way.

Sorcery: effects that are purely magicial nature or somehow affect magtself.

Spirit: an effect that has to do with the forces of life.

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

Control
Awe/Fear
Charm
Confusion
Feeblemind
Legend
Lore

Mute

Truth

Yield

Death

Doomsday

Finger of Death
Killing Grounds
Mutual Destruction
Touch of Death
Wounding

Flame

Call Lightning
Fireball
Flameblade
Flamewall
Immolation
Heat Weapon
Lightning Bolt
Pyrotechnics
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Neutral
Advancement
Ambidexterity
Dance
Enhancement
Expertise
Extension
Imbue

Lend

Mimic
Presence
Stack

Visit

Vivify

Voice
Warskill

Protection
Barkskin
Bless

Defend
Imbue Shield
Harden
Protect

Protection from Ailments

Protection from Control
Protection from Death
Protection from Flame
Protection from Magic

Protection from Projectiles
Protection from Subdual

Stoneskin

Sorcery

Acid Bolt
Anti-Magic
Berserk
Bladesharp/Bludgeon
Cancel

Circle of Protection
Commune
Confidence

Dispel Magic
Flight

Forcewall

Honor Duel

Imbue Weapon
Liplock

Magic Bolt

Magical Projectile
Mend

Messenger

Plant Door
Release

Shove

Silence

Sphere of Annihilation
Stun

Teleport

Thornwall

Touch of Death
Touch of Paralyzation
Warp Wood

Wind

Spirit

Banish

Cure Ailments
Hallowed Ground
Heal

Heal Extend
Reanimate
Regeneration
Resurrect

Sever Spirit
Summon Dead
Swords to Plowshares
Talk to Dead

Subdual

Entangle

Hold Person

Iceball

Lost

Mass Sleep

Petrify

Sleep

Stun Weapon

Touch of Paralyzation



Type enchantmen(E), fixed enchantmen(FE), spell(S), magic bal(B), neutral(N)

Usesnumber of times you may cast that magiten you pay for one use. (“u” means unlimited)
Costthe number of magipoints it costs to buy one use of that magic

Max the maximum number of uses of that mathiat you may purchase.

SchoolThe Schoobf magicthe magicbelongs to.

Magic Name (Abbr. for Type, Schopl

: Classes who can use the magind the level needed to cast them.
Incantation and gestures

Range (if any)

Effect

Limitations or Restrictions

Notes

Zrma-—-0

Magic points usable to buy magat that level

Level 1st 2nd 3rd 4th 5th 6th
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§

& - -+ H

(from available magipoints):
Cost per 10 points of magi¢Multiple weapons must be paid for, even if oé thame type.)

Weapon Bard Druid Healer Wizard

Dagger 0 0 0 0
Short 3 2 3 2
Long 4 4 5 4
Spear - 4 - 3
Staff 2 2 3 2
Hinged - - 3 -
Shield 3 4 3 -
Bow - 5 - -
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& - | |
(from available magi@oints)

This table lists how many points you have left afteducting a
weapon’s cost from your magmints. In the case of multiple
weapons, add their costs together and use the tdrattieir
combined cost. For magic-usetevel's 1-3, simply deduct the
total weapon cost from each level of madgior example a two
point weapon would allow a player eight points wéff, eight
points of second, and eight points of third levelgit. Note: You
may carry any number of ‘backup’ weapons, but maly aise the
number you have paid for. Example: A player who gitua short
sword may carry more than a single short sword,Heutmay not
fight Florentine unless he paid the points for dmotshort sword.

Quick Reference of Deductions for Weapons Base@ost
Weapon CostMagic-User’s Level 1st 2nd 3rd 4th 5th 6th

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 0o 1 0 1 0 1




Magic per Class and Level

The following tables list the mag@vailable to magic-usei their respective levels. The table lists thegiv's
name, its type, Schoohumber of uses, cost and max number that mayubehpsed.

(__

First Level Magic Name  Type School Uses Cost/MaxRange
Cancel S Sorcery Unlimited 0/- 50’
Charm S Control 1/life 2/2 20’
Hold Person S Subdual 1/life 2/2 20
Presence N Neutral 1l/game 1/4 -t
Protection from Control E Protection 1l/game 1/4 ]
Visit N Neutral 1l/game 1/4 --
Second Level Magic NameType School Uses Cost/MaxRange
Legend S Control 1l/game 1/4 20
Liplock E Sorcery Unlimited  2/- T
Protection from Subdual E Protection 1l/game 1/4

Talk to Dead S Spirit 1/life 1/- T
Truth S Control 1/life 2/2 20’
Third Level Magic Name Type School Uses Cost/MaxRange
Confidence E Sorcery 1/game 1/2 T
Extension N Neutral 1/life 1/2 --
Imbue N Neutral 1/game 1/2 --
Sleep S Subdual 1/life 2/4 20
Fourth Level Magic Name Type School Uses Cost/MaxRange
Awe/Fear S Control 1/game 1/4 20
Berserk E Sorcery 1/game 1/2 T
Honor Duel S Sorcery 1/life 1/4 20
Lore S Control 1/life 2/2 20’
Warskill N Neutral 1l/game 2/1 --
Fifth Level Magic Name Type School Uses Cost/MaxRange
Confusion S Control 1l/game 1/2 50
Mimic N Neutral 1/game 2/1 --
Mute S Control 1/life 2/4 20’
Yield S Control 1/game 2/4 50’
Sixth Level Magic Name Type School Uses Cost/MaxRange
Dance N Neutral 1/game 1/2 --
Release S Sorcery 1/life 1/4 20
Voice N Neutral 1/game 2/1 --
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First Level Magic Name Type School Uses Cost/MaxRange
Bladesharp/Bludgeon E Sorcery 1l/game 1/4 1/4
Cancel S Sorcery Unlimited 0/- 50’
Cure Ailments S Spirit 1/life 1/4 T
Entangle B Subdual 1 bolt/U 1/2 --
Heal S Spirit 1/life 1/4 T
Heat Weapon S Flame 1/life 1/4 20°
Warp Wood S Sorcery 1/life 1/4 20
Second Level Magic NameType School Uses Cost/MaxRange
Barkskin E Protection 1/game 1/4 T
Magical Projectile E Sorcery 1/game 1/4 T
Mend S Sorcery 1/life 1/8 T
Thornwall FE Sorcery 1l/game 1/4 T
Touch of Paralyzation E Sorcery/Subdudlgame 1/4 T
Third Level Magic Name Type School Uses Cost/MaxRange
Acid Bolt B Sorcery 1 bolt/U 1/2 --
Ambidexterity N Neutral Unlimited 2/- --
Confusion S Control 1l/game 1/2 50°
Extension N Neutral 1/life 1/2 --
Plant Door S Sorcery 1/game 1/4 T
Protection from Ailments E Protection 1l/game 1/4 T
Protection from Flame E Protection 1/game 1/4 T
Fourth Level Magic Name Type School Uses Cost/MaxRange
Call Lightning S Flame 1/game 1/4 20
Commune S Sorcery Unlimited 2/- Self
Flamewall FE Flame 1/game 1/4 T
Pyrotechnics S Flame 1/game 1/4 50’
Silence FE Sorcery 1l/game 1/4 T
Stoneskin E Protection 1l/game 1/2 T
Fifth Level Magic Name Type School Uses Cost/MaxRange
Feeblemind S Control 1l/game 2/2 50
Flameblade E Flame 1l/game 1/2 T
Petrify B Subdual 1 bolt/U 1/2 --
Regeneration E Spirit 1/life 1/2 T
Release S Sorcery 1/life 1/4 20
Teleport S Sorcery 1/game 1/4 T
Sixth Level Magic Name Type School Uses Cost/MaxRange
Finger of Death S Death 1/game 2/2 50’
Immolation FE Flame 1l/game 1/4 T
Vivify N Neutral 1/game 2/1 --
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First Level Magic Name Type School Uses Cost/MaxRange
Cancel S Sorcery Unlimited 0/- 50’
Cure Ailments S Spirit 1/life 1/4 T
Heal S Spirit Unlimited 0/- T
Lost S Subdual 1/game 1/4 20
Mend S Sorcery 1/life 1/8 T
Mute S Control 1/life 2/4 20’
Talk to Dead S Spirit 1/game 1/- T
Second Level Magic NameType School Uses Cost/MaxRange
Banish S Sorcery 1/life 1/4 20’
Bless E Protection 1/life 2/4 T
Entangle B Subdual 1 bolt/U 1/2 --
Heal Extend S Spirit 1/life 1/- 20’
Sleep S Subdual 1/life 2/4 20
Swords to Plowshares S Spirit 1/life 1/2 20’
Third Level Magic Name Type School Uses Cost/MaxRange
Mass Sleep S Subdual 1l/game 1/1 LOS
Protect E Protection 1l/game 1/4 T
Protection from Ailments E Protection 1l/game 1/4 T
Resurrect S Spirit 1/game 1/8 T
Stun S Sorcery 1/life 2/2 20’
Wounding S Death 1/life 1/2 20’
Yield S Control 1/game 2/4 50’
Fourth Level Magic Name Type School Uses Cost/MaxRange
Enhancement N Neutral 1l/game 1/1 -t
Harden E Protection 1/game 1/4 T
Release S Sorcery 1/life 1/4 20
Sever Spirit S Spirit 1/life 2/4 T
Touch of Death E Sorcery/Death 1/game 1/4 L
Fifth Level Magic Name Type School Uses Cost/MaxRange
Awe/Fear S Control 1l/game 1/4 20
Extension N Neutral 1/life 1/2 --
Protection from Death E Protection 1l/game 1/4 T
Protection from Magic E Protection 1l/game 1/4 T
Summon Dead S Spirit 1/life 1/- 50
Sixth Level Magic Name Type School Uses Cost/MaxRange
Circle of Protection FE Sorcery Unlimited 2/- T
Dispel Magic S Sorcery 1/game 1/4 2
Hallowed Ground FE Spirit 1/game 1/2 T
Teleport S Sorcery 1/game 1/4 T
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First Level Magic Name Type School Uses Cost/MaxRange
Bladesharp/Bludgeon E Sorcery 1l/game 1/4 T
Cancel S Sorcery Unlimited 0/- 50’
Heat Weapon S Flame 1/life 1/4 20°
Honor Duel S Sorcery 1/life 1/4 20
Iceball B Subdual 1 bolt/U 1/2 --
Imbue Shield E Protection 1/game 1/4 T
Magic Bolt B Sorcery 1 bolt/U 1/4 --
Shove S Sorcery 1/life 1/4 20
Stun Weapon E Subdual Unlimited 0/- T
Talk to Dead S Spirit 1l/game 1/- T
Second Level Magic NameType School Uses Cost/MaxRange
Circle of Protection FE Sorcery Unlimited 2/- T
Forcewall FE Sorcery 1l/game 1/4 T
Harden E Protection 1l/game 1/4 T
Hold Person S Subdual 1/life 1/4 20°
Lightning Bolt B Flame 1 bolt/U 1/4 --
Liplock E Sorcery Unlimited  2/- T
Mend S Sorcery 1/life 1/4 T
Messenger E Sorcery 1/game 1/- T
Protection from Flame E Protection 1/game 1/4 T
Wounding S Death 1/life 2/2 20’
Third Level Magic Name Type School Uses Cost/MaxRange
Ambidexterity N Neutral Unlimited 2/- --
Anti-Magic FE Sorcery 1/game 1/2 T
Dispel Magic S Sorcery 1l/game 1/4 2
Extension N Neutral 1/life 1/2 --
Mutual Destruction S Death 1l/game 1/4 50’
Protect E Protection 1l/game 1/2 T
Protection from Projectiles E Protection 1l/game 1/4 7T
Touch of Death E  Sorcery/Death 1/game 1/4 T
Wind S Sorcery 1/game 2/2 LOB
Yield S Control 1/game 1/2 50’
Fourth Level Magic Name Type School Uses Cost/MaxRange
Doomsday S Death 1/game 2/1 LAS
Finger of Death S Death 1/game 2/2 50’
Fireball B Flame 1 bolt/U 2/2 --
Imbue Weapon E Sorcery 1/game 1/4 T
Protection from Magic E Protection 1l/game 1/4 T
Pyrotechnics S Flame 1/game 1/4 50’
Sever Spirit S Spirit 1/life 2/4 T
Teleport S Sorcery 1l/game 1/4 T
Fifth Level Magic Name Type School Uses Cost/MaxRange
Advancement N Neutral 1l/game 1/1 -1
Flight E Sorcery 1l/game 2/4 Self
Lend N Neutral 1l/game 1/4 --
Reanimate E Spirit 1/life 212 T
Vivify N Neutral 1/game 2/1 --
Sixth Level Magic Name Type School Uses Cost/MaxRange
Defend E Protection 1/game 2/1 Self
Expertise N Neutral 1/game 2/1 --
Killing Grounds FE Death 1/game 2/1 T
Sphere of Annihilation B Sorcery 1 bolt/U 2/1 =
Stack N Neutral 1/game 1/4 --
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Magic Descriptions

Acid Bolt (B, Sorcery)

C
M:
I
E

: Druid 3

Padded green “acid” ball with streamers

: Hold ball and repeat x5 “Acid Bolt”
: This ball of acid is considered to be a Reawing weapon.

Will wound/kill as normal on limb/torso shots. Dsdivo points
of damage to armaoaind will destroya normal shield in three
blows, but may be parried by a weapon without pignal

: It is not stopped bfrotection from Projectiles(Greater)

Advancement (N, Neutral)

C:
E:

Wizard 5
May purchase up to three points worth of flestel magicfrom
their own class’ spellist.

Ambidexterity (N, Neutral)

C:
E:

Druid 3, Wizard 3
User may cast magieith either hand.

Anti-Magic (FE, Sorcery)

C:
M:
I
E:

N:

Wizard 3

50 ft. measure, yellow markers

Mark an area with a 50 ft. radius, repeat x®0ay all forms of magidorsake this place.”

No magi¢ except neutramagic of any kind will work within the circle, thoughhehantmentsvill reappear
when removed from the affected area.

Dispel Magig if cast from outside the sphere of influence | néimoveAnti-Magic.

Awe/Fear (S, Control)

C:

l:
R:
E:

Zrr

Bard 4, Healer 5
For Awe repeat x3 “I make thee in awe” or fogdf repeat x3 “I make thee afraid.”
20 ft.

Target may not attack or cast magicthe caster and must remain at least 20 ft adway the caster at all times

for a 300 count

. If the caster attacks or casts another magithe target, this spell'affect is negated.
: Victims may still cast area-effect madiike Doomsday that would affect the caster but do not speclfica

target him.

Banish (S, Spirit)

C
M:
|
R
E

: Healer 2

Undead or extra-planar creature.

: Repeat x5 “I banish thee monster.”

: 20 ft.
: Monster is removed from play for a 300 caunwill come back at the spot where it wBanished-does not

count as a life lost for the creature. Three susfte8anishment®n the same life of a creature will kill the
creature.

: May not be dispelledOnly usable on undead and extra-planar creatures.
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Barkskin (E, Protection)

: Druid 2

. Person, enchantmestrip

: Touch person and repeat x5 “May nature protheg,” attach strip to person.

: Recipient gains one point of armtorall hit locations

: The protection is only from physical attacksar®ot be used with other armor

: May be simul-castip to two times for a total of two points of arm&ehaves just like normal armavlay be
cast on players that cannot normally wear arni®mnot a form of invulnerability

Zrm—=—<0

Berserk (E, Sorcery)
C: Bard 4
M: Enchantmenstrip, red strip worn around the head or arm.
I: Touch target, repeat x2

“The anger builds within thy veins
No longer shall thou keep it caged
Thine enemies shall feel the pain
Thy Crimson visaged berserk rage!”
Place clearly visible strip on target.

Zrrm
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Barbarians). May not be used on players who areadly berserk. This is the only enchantmiatt can be cast
on Barbarians. Each player can have this cast emthnly once each game.

Bladesharp/Bludgeon (E, Sorcery)
C: Wizard 1, Druid 1
M: Enchantmenstrip
I: Hold weapon in free hand and repeat x10 “Imprdkis weapon,” tie strip on weapon.
E: Weapon deals one additional point of damagenndiashing. May be simul-casp to four times on one
weapon allowing it to deal up to four extra poinofsdamage. This does not make it a red weapon.
L: Only usable on bladed or blunt weapons; carb®applied to piercing or projectile weapons.

Bless (E, Protection)
C: Healer 2
M: Enchantmenstrip, itemof garb or armor
I: Touch itemand repeat x5 “I bless thee,” tie strip to item
E: Person is immune to the first physical hit afydaype, excluding magic balls
L: Immunity only applies to areas covered by the itdviay not be simul-cast
N: Is not armoyr may not beMendedor Healed Is considered a form of limited invulnerability

Call Lightning (S, Flame)
C: Druid 4
I: Raise empty hands above head and repeat x&l'lightning to strike thee.”
R: 20 ft.
E: Target is dead.

Cancel (S, Sorcery)
C: Bard 1, Druid 1, Healer 1, Wizard 1
I: Repeat x2 “l cancel my magic
R: 50 ft
E: A spell enchantmentor fixed enchantmentou cast is negated and expended
L: May not be used on a magic balready thrown. Magithat is completed when cast suchHesal andResurrect
cannot beCancelled
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Charm (S, Control)

C:

R:
E:

N:

Bard 1

State “Charm” — followed by a 20 syllable or mgpoem - followed by “Charmed.”

20 ft

Enemy player is given a task by the casterhsagsing or dance about, which he must perforne. @dster

should describe what he wants tBearmedplayer to do within a 10 courifter casting the spellhe caster
and the victim may not attack each other during tirhe. If the caster dies before the instructitorsthe
Charmare given, the player is freed of t@darm If the caster has not given his instructions with 10 _count
the Charmedplayer is freed. Spe#nds when the task is completed or a 150 cbhastelapsed, whichever
comes first.

: You may notCharmsomebody to affect his own person, equipmentgammates. The victim may defend

himself if attacked, but otherwise may not interaith other players unless it is required to conpléhe
Charm The victim may move immediately to a safe, outhd way location, if performing th€harmat their
current location would place him at a battlefieidativantage. If moving to a safe location, the ¢donthe
Charmbegins when the victim arrives at that locatianpbssible tasks such as, “Bring me the moon in a
teacup” result in th€harmbeing wasted.

TheCharmedplayer’s counttarts the moment they a@harmed except as noted above.

Circle of Protection (FE, Sorcery)

L:

C: Healer 6, Wizard 2
M:
I
E

10 ft cloth

: Lay cloth in circle, repeat x5 “Circle of praton,” place person(s) and/or item{s)u wish to protect inside.
. Person(s)/item(dnside can’t harm or be harmed by anyone outdigecircle, nor can they cast magiat

affects anyone or anything outside the circle. Egsroutside th€ircle of Protectionmay not affect them.

Can’t block or restrict access to an area. @drre used as a cage. No one can enter withoustiagathe

magic Neither game itemsor persons acting as game itemay be put inside. Protection starts when you step
inside the cast circle. The enchantmenénded when anybody exits the circle.

: Magicin the process of being cast inside the circlerizken when the circle is broken (e.g.,Doomsday

circles). Players outside the circle can detecpitsence (it is linked to this plane). May be reew byDispel
Magic or having amnti-Magic fixed enchantmentast with the circle inside its area of effect.

Commune (S, Sorcery)

C: Druid 4
M: Tree

I: Touch tree with free hand, repeat x5 “Commursdt"down with back touching tree.
R:
E
L

Self

: Caster may not harm others. Others within 28 feay not harm or take hostile actions towardscéster.
: Must be chanting “Commune,” keep back touchireg, and cannot be holding a weapon or game d@ethe

magicis broken. Cannot be closer than 20 feet to a baskag whenCommunaes started. May not interact with
game itemswvhile in Commune

Confidence (E, Sorcery)

C: Bard 3
M:
|
E

Player

: Touch player, repeat x5 “You are great and pdulg’ tie enchantmenstrip on target
: While enchanted, player is considered one |égher. If a life was gained from the increasdenfel and the

player died while enchanted, the loss is removedfthe “extra” life and is otherwise not subtracfesin his
total. The player gains all abilities of the highevel.

. Each player can have this cast on them onlyeog@mch game. May not be cast on magic-useraonsters.
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Confusion (S, Control)

C: Bard 5, Druid 3

I: Repeat x5 “By the power of my mind, | will thée be confused.”

R: 50 ft.

E: Target must attack the nearest creature(sq fbd0_coun{with magicif the target wishes). The target must
look around for the nearest player before attacking can then attack that person until it is demd;choose to
change to another target that becomes closerelf¢losest” person is killed, the target must larkund for a
new target and continue until the 100 coimup.

L: Monsters are immune.

N: The affected player is encouraged to “role-pléhe Confusion Reeves are encouraged to penalize players who

make only half-hearted attempts at this effect tmdhorten the next death cowfttargets that play it well.

Cure Ailments (S, Spirit)
C: Druid 1, Healer 1
M: Any diseased or poisoned creature
I: Repeat x5 “I sooth thy ailments”
R: Touch
E: Removes all disease or poison effects on tigeta
N: This is not Resurrectspell If dead, the target must still come back to hifermally.

Dance (N, Neutral)

C: Bard 6
I: State “Dance,” followed by the incantation detspellit is to be used with, and ending with “The damc@aow

complete.”

: You may cast the altered spefhile moving, but it must be cast within a 50 caun

: May only be used with spelfsom the caster’s class’s spéikt.

: May be cast while moving. The spelhhanced byanceis not cast until the ending phrase is also cotepgle
Danceis cast as soon as “Dance” is said, even if tlmapanying magidés not completed.

Z2rm

Defend (E, Protection)
C: Wizard 6
M: Enchantmenstrip
I: Repeat x5 “Power defend me.” Tie strip on self.
E: Caster is granted one of the followingPeotect Protection from MagicProtection from Flamgor Protection
from Projectiles Casting magi@oes not cause this enchantmentlissipate.

Dispel Magic (S, Sorcery)

C: Healer 6, Wizard 3

I: Repeat x5 “I dispel that magic.”

R: 20 ft.

E: If cast on a player, all spelésxd enchantmentsn a player are dispellethcluding any enchantmenés their
equipmentReanimateglayers die. If cast on an objeetll enchantmenten it are dispelledMay target a fixed
enchantmento remove it.

L: Not usable against relics. It does not affegtrBordinary class abilitiesr skills, nor does it affect the
following: neutralmagicof any type, any spetir enchantmenalready discharged (such Heal), Commune
MessengerTeleportin the act of being completetpst, or Banish Dispel Magiccan canceAnti-Magic only if
cast from the outside.

N: Will cancelProtection from MagicWill remove all enchantmenfsom the target's equipment even if not
currently in the possession of the target. Examplaowing down anmbued Weapowword will not prevent
Dispel Magicfrom removing the enchantment

Doomsday (S, Death)
C: Wizard 4
I: Count “Doomsday 1, Doomsday 2..."” through “Dooragd50.”
R: Line of Sight
E: All enemies in sight at the end of the sphé.
N: Many large battlegamecenarios will prohibit the use of mass-effectlipkke Doomsday
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Enhancement (N, Neutral)

C:
E:

Healer 4
May purchase up to three points worth of uphtod level magicfrom their own class’ spelist.

Entangle (B, Subdual)

C
M:
I
E

: Druid 1, Healer 2

Padded brown “Entangle” ball with streamers

: Hold ball and repeat x5 “Entangle.”
: Victim is stuck in place for 150 counthe victim may not move or communicate in anyhiag, and neither

the victim nor his equipment can be effected in amy — except where noted below. Engulfing.

: Beings immune to Flame may not be freed fyir@ball or Flameblade You may only have as many victims

affected as you bought magic balls

: Dispel Magicor a touch from a weapon enchanted viitamebladewill instantly negate the effect. One

Fireball striking the victim will instantly negate the effe Multiple Fireballs striking the victim will cause the
victim to be freed by the initidfireball, and affected normally by any othe&hove Teleport andWind may
be used normally on an affected victim.

Expertise (N, Neutral)

C:
E:

Wizard 6
May purchase up to four points worth of up ¢ézend level magiérom their own class’ spelist.

Extension (N, Neutral)

C:
I:
E:

L
N:

Bard 3, Druid 3, Healer 5, Wizard 3

State “Extension” loudly before a spell

Doubles range of the spétir one use. If the spellas a range of ‘Touch’, grants range of 20 ft &malcaster
must point at the target in lieu of touching.

: May not be used more than once on the samengaét.g., no doubling range twice).
TheExtensionis expended when “Extension” is stated, even éf dikcompanying spei$ not completed.
Feeblemind (S, Control)
Druid 5
Point at victim, repeat x3 “By the power of myind, | confuse and erase yours.”
50 ft

C:

I:
R:
E:
L:
N:

Victim may not cast magier use any abilities of their class. Victims mail §ight with melee weapons.
Death orDispel Magicwill remove this effect.
Class abilities already in use whEaebleminds cast continue to function. Example: A Warrioayncontinue

Finger of Death (S, Death)

C:
I:
R:

E:

Druid 6, Wizard 4

Point at victim, repeat x5 “I call for your dégn”
50 ft

Person dies.

Fireball (B, Flame)

C:
M:
I:

E:

Wizard 4

Padded red “Fireball” with streamers

Hold ball in free hand and repeat x5 “Fireball.

Destroygor kills) anything it touches while moving, even
a roll or foot shot (it affects all targets it tdhes not just the
first thing struck). When throwing the caster machhre that
the Fireball is “remain active.” If this is done, thHéreball

will continue to burn for up to two minutes aftércomes to a
stop, destroying the very next thing it touches anding the
effect. Bouncegount.
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Flameblade (E, Flame)
C: Druid 5
M: Enchantmenstrip, edged weapon
I: Tie strip to weapon, repeat x10 “Flameblade.”
E: Weapon becomes Red. This weapon now nedeébdsll andEntanglehits to the wielder and frees other
players from arceball or Entanglewith a touch. The weapon itself is immune to ferthlame magic
L: This is not equal to, and should not be confus&th, the relic Sword of Flame.

Flamewall (FE, Flame)
C: Druid 4
M: 10 ft. long cloth.
I: Lay cloth in straight line, raise hands, repgat‘By the might of nature, | call forth a flamingall.”
E: Creates a wall of flame. Anyone not protectdtbwouches or crosses it will be killed. Melee caintake place
across wall.
N: Protection from Magiavill not protect a player from this — thoudfrotection from Flamawill.

Flight (E, Sorcery)

C: Wizard 5

M: Yellow enchantmenstrip

I: Tie strip on self and state “Wouldn't it be rito fly way up in the cloudy sky, looking througie falcon’s
eye, at the world that’s drifting by?”

E: Caster must occasionally flap their arms andt @mercing screeches for the duration of the sftklis
requirement does not interfere with the castingnaigic. Immune to melee attacks by non-flyers. Immune to
projectile and magic baHttacks from within twenty feet. Caster may usebaé magicswithout losing the
enchantment

L: May only be cast on self. May not engage in @@etombat with non-flyers.

N: Range for all game effects is considered tahH®esame as actual physical range. Loss of an adlndissipate
this magic Caster cannot voluntarily end this spélut may remove it witlCancelor Dispel Magic

Forcewall (FE, Sorcery)
C: Wizard 2
M: 10 ft. cloth
: Lay cloth out in straight line, repeat x10 “kewall.”
Creates an impenetrable 10-foot wall
Nothing may cross this wall. Nothing. SeriousNot magic¢ not projectiles, not anything. Zero, zip, zilch,
nada.

I
E
N

Hallowed Ground (FE, Spirit)

C: Healer 6

M: 10 ft. cloth

I: Lay cloth out in circle, repeat x2 “No weapocesn be raised herein, soothe your injuries, allayryfears. For
all who enter, peace is had, none may fight on ¢¥ed#ld Ground.”

E: Persons within the circle may take no hostddan towards anyone else, and may not take anpmétt all
towards members of other teams. Persons withircitttde are immune to attacks by anybody within 28ffthe
circle. While in the circle each player must cotideal 1, Heal 2...” through “Heal 20" out loud cycélly.
Each time “Heal 20" has been counted, the playaisa single wound. Any player from any team mateea
Hallowed Ground

N: Has no effect on itemsr natural armarWill only heal a wound on a player; has no effentmonsters.

Harden (E, Protection)
C: Healer 4, Wizard 2
M: Enchantmenstrip
I: Tie strip on objecgtrepeat x5 “Harden this (name of itgf
E: Makes objecindestructible, except vers@phere of Annihilation
L: Cannot be placed on players, garb, armoanything else that covers a player directly.yNb@ cast on shields.
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Heal (S, Spirit)

C:

M:
I:

R:
E:

N:

Druid 1, Healer 1
Person

Touch person and state:
“Sword Cut, spear stab, mace smash, arro
Let the white light of healing descend on th
Sword Cut, spear stab, mace smash, arrow
Let the white light of healing stop thy spillin
blood
Sword Cut, spear stab, mace smash, arrow
Let the white light of healing mend thy bone
Sword Cut, spear stab, mace smash, arrow
Let the white light of healing close thy woun
Sword Cut, spear stab, mace smash, arrow
Let the white light of healing restore thy vig
Sword Cut, spear stab, mace smash, arrow
The white light of healing hath healed thee.’
Touch

Person’s wound is healed.

May be used on self. May repair one point ofunal armoron any one hit locatiomstead of healing a wound.

Heal Extend (S, Spirit)

C:

I:
R:
E:

Healer 2

State “Heal Extend” then recite the Heal spell
20 ft.

Except for range, identical to tieal spell

Heat Weapon (S, Flame)

C:

I:
R:
E:
L:

Z

C:

I:
R:
E:
N:

Druid 1, Wizard 1

Repeat x2 “By the power and might of the suhght that (weapon).” Be specific, if possible.

20 ft

The weapon is considered useless for a 300tcoun

Works against any weapon, but not armorshields. Someone protected against flame effeaty continue to
wield the weapon (but it deals no additional damagd does not become a flame weapon).

: Mendwill not restore the weapon; however, a “new” anay be obtained as per destroysrins Heat Weapon

does affecHardenedweapons.

Hold Person (S, Subdual)

Bard 1, Wizard 2

Repeat x3 “I command thee to stop.”

20 ft

Victim may not move feet for 100 couay yell, fight or cast any magihat does not involve moving feet.
May be cast while moving.
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Honor Duel (S, Sorcery)

C: Bard 4, Wizard 1

I: State “(the names of both contestants)” louahd repeat x5 “Remain this duel pure.”

R: 20ft (Both contestants must be within 20 fttlé caster when the incantation is finished forgpellto work.)

E: Each contestant becomes completely immune tsidel effects. They must duel each other until isnéead or
a mutually agreed term of winning is accomplishedrticipants in ailonor Duelmay only affect one another
and are considered to be out of play until the Isizefinished. The victor may choose safe passagbdn
home base, ignoring all wounds until arrival. lival, the loser must return to his base and callv&lto re-
enter the game.

L: May not be members of the same team withoutReeve’s permission. Barbarians cannot be involinetthis
spell Spellis negated if no side achieves victory in a 300rto

N: Combat is limited to a reasonable area. Sholuddduel become a stalemate (e.g., a participaRetsfied or
otherwise incapacitated) the spulill be considered a draw if no combat takes platthin a 30 countand both
players must then return to bastonor Duelmay not be dispelledr cancelled. May not be cast on people
acting as game items

Iceball (B, Subdual)
C: Wizard 1
M: Padded white “Iceball” with streamers.
I: Hold ball in free hand and repeat x5 “Iceball.”
E: Effects, Limitations, and Notes as fartangle

Imbue (N, Neutral)
C: Bard 3
E: May purchase up to two points worth of up toa®l level magidrom their own class’ spellst

Imbue Shield (E, Protection)

C: Wizard 1

M: Enchantmenstrip, Shield

I: Shield in hand, repeat x10 “Imbue this shieltg’ strip to shield so it is visible.

E: Shield may not be destroybg any means excefphere of AnnihilationThe shield is not affected by other
magic Engulfing magic ballghat strike the shield do not affect the holdethd shield. AFireball that
bouncesff the shield will still affect legal targets tha strikes.

L: A hit from an Instant-Kill siege weapon will faict the bearer of the shield as per normal, thothghshield
itself is undamaged.

Imbue Weapon (E, Sorcery)
C: Wizard 4
M: Enchantmenstrip
I: Weapon in free hand, repeat x10 “Imbue this paa” tie strip on weapon.
E: Wounds inflicted by the weapon Kill.
N: Imbue Weapois often referred to as “wounds kill” by playersrigang the enchantment

Immolation (FE, Flame)

C: Druid 6

M: Cloth used to denote a 10ft radius area.

I: Lay cloth, touch cloth, repeat x5 “May the paws nature and the fire of the earth protect #visa from
intrusion.”

E: Everyone within the area who is not immune tanfe is killed.

N: Protection from Magiavill not save you from this enchantmewtny person entering this area with
invulnerability loses one point and is ejected from the point laictv he entered. Against invulnerable armor
this counts as one hit on every location and hhasglaffect on the target if any areas have no p®iof
invulnerable armar



Killing Grounds (FE, Death)
C: Wizard 6
M: Up to a 20 ft radius circle surrounded by apstf cloth, tape, or rope
I: To set trap, lay out cloth in a circle, repaat
“Poison seep, venom creep, flesh in mossy gravesgep
Rise from thy undreaming sleep, bide and soon nma&gtals weep”
To trigger, enter the circle and repeat:
“Rise up now, receive thy pay, the promised timse bame, now slay.”
: All within circle die.
: May not be used within 50’ of a base. No otfiged enchantmeninay exist within its radius, regardless of
who cast it, and it cannot be cast if one is alyeimdplace, again regardless of who cast it.
N: Caster dies when magis triggered. If caster is killed before triggegithe trap, the magis not expended.
Nothing will save the caster from his owilling Grounds This is the only fixed enchantmetitat may be pre-
placed.

rm

Legend (S, Control)

C: Bard 2

I: State “Legend,” followed by a short poem of 2@erds, and end with
“Legended”

R: 20 ft.

E: The caster and victim move to an out of the wkace within 50 ft of
the casting of the spelvhere the caster will perform for him. To start
his performance he states "I will now give a penfance" x5 so that it
can be heard at least 50ft away. During the peréoree, Neither the
caster nor target can be attacked by anyone wahf ft radius. The
caster may defend himself, but at the cost of clmgehe spell Once
the performance has begun, the caster may atteorgrignare people by
targeting the player and stating, "Legended!" Angsusceptible to
control magic within 20 feet of the caster may be ensnared. ddster
may attempt to ensnare a maximum number of peaglaleto his level.
Unsuccessful attempts to ensnare a victim stillntdawards this limit.
Ensnared players must immediately go to the casside, after which
they can do nothing.

L: The out of the way place cannot be within 5@ffta base, within 20 feet
of where direct combat is happening, or within 28fanothei.egend
The caster must remain within a 5 foot radius oewehthe performance
began for the duration of tHeegend If the caster moves outside the 5
foot radius, it ends theegendeffect. Performance has a maximum
length of a 300 counfstarted the moment the spalfinished being
cast). If ended without the death of the victimgfg victims must tag
their base before returning to the game. Playetsnenared byegend
may not attack, cast magior use class abilities on the caster or his
victims if within 20 ft of the caster performancatimay enter and
leave the area at will.

N: The caster may attack victims of this spétlough the caster attacking
anyone in d.egendfrees all other victims and tHeegendspellis
broken. The caster attacking anyone not affectethby.egendor
casting any other magiends thd.egendand frees all victims (who
must still tag base before returning to the gariiép caster and victim are considered removed frioengame
during their transit to the performance locatiohislis considered an ongoing speffect and as such may be
removed viaDispel Magic(but notReleasg targeted on the caster.

Lend (N, Neutral)
C: Wizard 5
E: May lend magit¢o another magic-usarf the same class. That person may then use tlgécraa if he had
purchased it with his own points. The cadtendingthe magicmay no longer use it.
N: ToLenda magi¢ the caster must pay for both thendand the magite is lendingLendmust be decided,
bought and paid for before the game begins.
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Lightning Bolt (B, Flame)
C: Wizard 2
M: Padded yellow “Lightning Bolt” with streamers
I: Hold bolt in free hand and repeat x5 “LightniBglt.”
E: Players struck die; Itenstruck are destroyed

Liplock (E, Sorcery)
C: Bard 2, Wizard 2
M: Enchantmenstrip
I: Repeat x5 “Remain the truth still,” tie on gtri
E: Bearer cannot speak or otherwise respond tetores asked undéralk to Deador similar magic Does not
L: May only be cast on each player once per bgétihee
N: Disappears when the person comes back toM#ey be cast on an unwilling target.

Lore (S, Control)

C: Bard 4

I: State “Lore,” followed by a short poem (20 werdr more), and ending with “Lore.”

R: 20ft

E: The caster and target are removed from the gdime caster then may ask the victim a ‘yes’ or ‘qoestion,
which must be answered truthfully. The caster magtimue asking questions until he receives a ‘nsveer —
in which case, the spedinds. If the target does not know the answer efgihiestion, he may state so, but it does
not end the spellThe reeves might give the caster additional imfation to further define thieore spell (Very
useful in Questand special scenarios).

L: The questioning has a maximum time coahtl00. The caster and target may not attack edlcér during the
duration of the spelédnd for a 100 courdfter its completion.

N: Neither the caster nor the victim may move ahshile the questions are being asked.

Lost (S, Subdual)

C: Healer 1

I: Repeat x5 “I make thee lost.”

R: 20 ft.

E: Person must go back to their base or nirvartdqever is farthest away) before they can do angtlelse. The

person is out of gamentil he reaches his destination.
: May not be used on Teammates.
: May not be dispelled

Zrr

Magic Bolt (B, Sorcery)
C: Wizard 1
M: Padded blue “Magic Bolt” with streamers
I: Hold ball in free hand and repeat x5 “Magic Bbl
E: A direct hit on a person will kill or wound thejust as if it were a throwing weapon. May be lied by
shields and weapons. Destraylse point of armar

Magical Projectile (E, Sorcery)

C: Druid 2

M: Projectile (arrow, javelin, throwing knife, gtcenchantmenstrip.

I: Hold projectile in free hand, repeat x5 “Mayidtprojectile strike true,” tie strip to projectileeapon.

E: Projectile will deal one more point of damagan normally done by the projectile type. If thieieases the
damage to five points or more, the projectile daesaghields as a red weapon that can be countetdileessson
shields even when used as piercing weapons.

L: Monks may still block these projectiles withopgnalty.

N: This enchantmemnnay be simul-castip to four times, providing four additional poirié damage to the
projectile.
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Mass Sleep (S, Subdual)
C: Healer 3
I: Repeat x300 “Mass Sleep (present count).”
R: Line of sight.
E: As perSleep except effects everybody (both teams) in sight.

Mend (S, Sorcery)
C: Druid 2, Healer 1, Wizard 2
I: Repeat x10 “Make this itewhole again.”
R: Touch
E: Will repair a destroyetem or restore one point of armar one location.
L: Cannot be used to negate the affectsledit Weapon
N: If an enchanted itens Mended its enchantmendtays intact.

Messenger (E, Sorcery)
C: Wizard 2
M: Enchantmenstrip
I: Strip in free hand, repeat x10 “Safe passage timee,” tie strip on player.
E: Recipient must go straight to destination, @¥@limessage, then return where spedb cast. Cannot harm others
nor be harmed, and may not be followed.

Mimic (N, Neutral)

C: Bard 5

M: Wear a sash of the class you are mimickingddi&on to your bard sash. The new sash must bewarthe
opposite hip and shoulder from the caster sash.

E: During life used caster gains all the non-maglicst level abilities and restrictions of a singtarslard class
that is mimicked, including all weapons, arnwrd shields permitted that class at 1st level. Gdster may also
still use his normal class abilities.

L: May not be used tMimic the Anti-Paladin or Paladin classes unless castarknight.

Mute (S, Control)
C: Bard 5, Healer 1
I: Repeat x5 “I silence thee.”
R: 20 ft.
E: Victim cannot speak or cast madar a 100 count
N: Speaking requirements used in class abilitteallow others to know what the player is doingr{&aarychant,
etc) are not affected and may still be used.

Mutual Destruction (S, Death)
C: Wizard 3
I: Repeat x5 “I call for our deaths.”
R: 50 ft.
E: Both the caster and the victim die.
N: Nothing will protect the caster from his owfutual Destruction

Petrify (B, Subdual)
C: Druid 5
M: Padded gray “petrify ball” with streamers
I: Hold ball in free hand, repeat x5 “Petrify.”

E: Victim is stuck in place, a stone statue. Thetilm may not move or communicate in any fashiotilithe game
is finished. He and his equipment cannot be harreeagulfing.

L: A ball may not be reused if the spélin effect (on a victim), but may be reused otioe victim is free.

N: Releaseor Dispel Magicwill instantly free the victim, whildHeal will free the player in a 150 coustarting
from when theHeal is completedShove Teleport andWind may be used normally on an affected victim, but
he may not otherwise be moved. No other magit affect them. A player who takes a death whileder the
effect of Petrify may not in any way return from the dead, with thrious exception of his normal death
count until aSummon Deatias been cast on the corpse.
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Plant Door (S, Sorcery)
C: Druid 3
M: A tree taller than the caster.
I: Touch tree with both hands, repeat x5 “Operanp receive a loyal protector of the forest.”
R: Self
E: Caster is assumed to be inside the tree, andnoiabe attacked. May cast verbal madiat must touch the tree
or spellends.
L: If the tree is hit 10 times by a slashing wenpor if a flame effect strikes it, it is destroyedd the caster is no
longer protected. The caster may not fight with peas while the speik in effect. The caster may be affected
by verbal magiavhile he is casting magic

Presence (N, Neutral)

C: Bard 1

M: When used, must tie a blue strip upon an arm

E: Due to respect and awe for the position, alllBaians will not attack the caster during a liflewhich Presence
is used. Also, due to professional respect, Draitd Monks of lower level than the caster will nttaak the
caster.

L: If the caster attacks or casts magica Barbarian, Monk, or Druid who is affected®Pryesencethat person may
ignore the affects of the castePsesencdor the rest of the game.

Protect (E, Protection)

C: Healer 3, Wizard 3

M: Enchantmenstrip

I: Repeat x10 “May this magiBrotect thee,” tie strip on person

E: Person enchanted is immune to the first hiaiwf kind or the first magicast against him. This is one level of
invulnerability.

N: May be simul-castip to two times on the same person, protectingnsgjdhe next two hits. May not be
Mended

Protection from Ailments (E, Protection)
C: Druid 3, Healer 3
M: Enchantmenstrip
I: Repeat x10 “I protect thee from infirmity,” tigrip on person.
E: Person is immune to all forms of disease and@mu
N: This will protect a person from being convertedan undead or lycanthrope.

Protection from Control (E, Protection)
C: Bard 1
M: Enchantmenstrip
I: Repeat x5 “Thou art Fearless and Brave,” tigpsbn target.
E: Target is immune to Control magand abilities.

Protection from Death (E, Protection)
C: Healer 5
M: Enchantmenstrip
I: Repeat x5 “I protect thee from death,” tie gtan person
E: Target is immune to Death magiad abilities.

Protection from Flame (E, Protection)
C: Druid 3, Wizard 2
M: Enchantmenstrip
I: Repeat x10 “Protection from the element of firée strip on person or object
E: Target is immune to Flame magiad abilities.
N: Negates &ireball’s andFlameblade’snegation oficeball andEntangle
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Protection from Magic (E, Protection)
C: Wizard 4, Healer 5
M: Enchantmenstrip
I: Repeat x10 “Protection from all forms of magitie strip on person or object
E: Blocks all forms of magiceven beneficial magisuch adHeal andResurrect
N: Treat weapons withmbue Weaporast on them as normal weapons.

Protection from Projectiles (E, Protection)
C: Wizard 3
M: Enchantmenstrip
I: Repeat x10 “Protection from projectiles,” tigip on person or object
E: Protects from all non-magtbrown or shot projectiles (such as arrows, jav&lithrowing daggers, etc.)
L: Ineffective against magic ballshe Dagger of Infinite Penetration, and weapoaarmgMagical Projectile
N: Will stop Siege Weapons that are projectiles.

Protection from Subdual (E, Protection)
C: Bard 2
M: Enchantmenstrip
I: Repeat x5 “Thou shall have freedom of movenieti¢, strip on target.
R: Touch
E: Target is immune to Subdual magied abilities.

Pyrotechnics (S, Flame)
C: Druid 4, Wizard 4
I: Repeat x5 “I call upon the element of fire testiroy that (object).”
R: 50 ft.
E: Objectis destroyed

L: May be repaired by Mend Does not affect bases, relics, game iteitesnsbearing theHardenenchantment

Imbued Shieldsr any enchantments stopped byrotection from Magi@andProtection from Flame

Reanimate (E, Spirit)

C: Wizard 5

M: Enchantmenstrip

I: Repeat x10 “Rise and fight again,” tie strip player

E: Player temporarily comes back from the dead to
loyally serve the caster. This enchantmkasts for a
200 countor until the player’'s death couit finished.
When the time has elapsed the player is once again
dead and may return to life when his normal death
counthas expired, or immediately at his base if his
death counexpiring ended th®eanimate Any player
havingReanimatecast on them is affected as [gaver
Spirit.

L: Dispel will kill. Wounds (other than the one igh
killed) and damage to armeoemain, but may be
Healedor Mendedas normalReanimatedlayers may
not use magior per life/game abilities though any that
were already in effect (i.e. a Warrior who had atte

N: As Reanimatds an enchantmenperson does not
retain enchantmentsarried before death unless they
are able to bear two enchantme(esy., 6th level
Scouts and wizar&tacR. Even if this is the case, if
they were bearing two enchantmepotdy one may be
retained.
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Regeneration (E, Spirit)

C:

M
I:
E

N:

Druid 5

: Enchantmenstrip, player

Repeat x5, “Endless health unto thee,” tiepstd person.

: Players bearing this enchantmenill Heal any wound, one at a time, in a 50 coantd are immune to poison.

The player must chant this duration out loud inesrtbHeal a wound. You may not chant keal a wound
unless you are already wounded. Ceasing the chiintause the chant couns restart at zero.
You must be alive to gain the benefits of tairechantmentWill not work on armomf any sort.

Release (S, Sorcery)

C:
l:
R:

E:

N:

Healer 4, Bard 6, Druid 5

Repeat x3 “From thy bindings thou art released.

20 ft

Dispelsthe effects of one subdual or control magich asyvield, Entangle or Petrify, upon the target. Target
is immediately freed.

If cast on someone inlaegend they may not be retargeted by tha&gendspell for its duration.

Resurrect (S, Spirit)
C:Healer 3

M:
l:

Dead Person

State once:

“Sword Cut, spear stab, mace smash, arrow jab,
Let the white light of healing descend on thee.
Sword Cut, spear stab, mace smash, arrow jab,
Let the white light of healing stop thy spilling
blood

Sword Cut, spear stab, 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 thy vigor.
Sword Cut, spear stab, mace smash, arrow jab,
The white light of healing hath resurrected thee.”

: Touch
: The dead person is alive again, negating teedaath and removing all negative effects on flager such as

Yield or Poison

: A dead person cannot move on his own nor speaikder to encourage a casterResurrecthim. A person that

moves from where they died (barring removing oneelm impeding play) cannot bResurrectedinless a
Summon Deadpellis used first. Will not turn monsters back to humMonsters created by magitay not be
ResurrectedAll wounds and damage to natural arntibe dead person had prior to dying are repaired.

. A dead person may remain on the field as loadn@ wishes, but may not affect the battle or ingppldy.

Enchantmentsiot eliminated by combat effects or not specificarohibited may be retained byResurrected
person.

Sever Spirit (S, Spirit)

C:

M:
l:

Healer 4, Wizard 4

Already dead victim

Repeat x2 “On life thou has no hold, thy corpsgrowing cold, discard this empty husk, thy gpiesides at
dusk.”

R: Touch
E:
L: May only be used on dead bodies (undead creatarust be killed and the@uredbefore this spelWwill work

Causes corpse to be impossiblé&esurrector raise from the dead in any manner.

on them, though see below).

: Will permanently kill undead creatures that aretheir last life and will kill a Lich outrighiMay be used on

any player that has not yet reached nirvana, ef/drey have moved from where they died.
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Shove (S, Sorcery)

C: Wizard 1

I: Repeat x5 “I shove thee.”

R: 20 ft.

E: Forces victim to back up 20 feet.

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

N: Will work against persons under effectsloéball, Entangle Petrify, andSleepmagic

Silence (FE, Sorcery)

C: Druid 4

M: 20 ft. measure, Green markers for 20’ radius

I: Set up markers, stand in middle with both haatleve head and repeat x5 “May no form of soundgesh or
noise be heard in this place.”

E: No speech (talking), including magiasting, is allowed in the enchantmsmadius. Magiomay be cast into or
throughSilence however.

N: Speaking requirements used in class abilitteallow others to know what the player is doingr{@&aarychant,
etc.) are not affected and may still be used.

Sleep (S, Subdual)
C: Bard 3, Healer 2

I: Repeat x2 “Listen and let the fighting ceaslese thy eyes and sleep in peace.”

R: 20 ft.

E: Victim must lie down and “Sleep” for a 100 cdun

L: Sleepingpeople cannot be killed. The target and their pes®dns may not be harmed. The target may not be
moved except via thBhoveandWind spells The target’s possessions may not be removed fisnperson.
This spellmay not beCancelled

Sphere of Annihilation (B, Sorcery)

C: Wizard 6

M: Black padded “sphere” ball with streamers.

I: Hold ball in hand and repeat x5 “Sphere of dmilaition.”

E: Will destroyanything it touches; evembuedor Hardeneditems Counts as one hit against invulnerability
not stopped by any non- -invulnerable arm@feapons and shields are considered separatetfrerperson
Spheremay st|II beResurrected

L: Bouncesdo not count. Invulnerabilitdoes work against this magiandProtection from Magicstops this.

N: A player may only have one magic b&dl this magic

Stack (N, Neutral)
C: Wizard 6
M: Tie strip on arm of person receiving extra eagtment
E: You may place one extra enchantmenta single player or his equipment.
L: May not be used on seIf nor may it Beackedon itself. May not be used with enchantmeecast by other

N: The cost must still be paid for the two enchaamtsto be used.

Stoneskin (E, Protection)

: Druid 4

: Enchantmenstrip

: Touch recipient, repeat x5 “May nature protdate from all forms of attack,” tie strip to plagearm.

: Player gains one point of invulnerable armor

: Cannot be used with any other armbfay not beMendedor repaired in any way.

: This enchantmentan be simul-casip to two times, giving the target two points n¥ulnerable armorMay be
cast on players that cannot normally wear armor

Zrm—-—=<0



Stun (S, Sorcery)
C: Healer 3
I: Repeat x 2 “By the radiant power of pure wHigght | stun thee.”
R: 20 ft.
E: Affected player may not move, speak, cast mafigtt, or use class abilities for a 100 coufibhey are
considered completely senseless to the world ardbenh.

Stun Weapon (E, Subdual)
C: Wizard 1
M: Enchantmenstrip
I: State “May this weapon stun its victim,” tieoth to weapon.
E: Allows a thrusting weapon such as a spear mvato be used to subdue.
L: Does not allow the weapon to affect monsteid ire only affected by magieeapons.

Summon Dead (S, Spirit)
C: Healer 5
I: Repeat x5 “I summon thy corpse.”
R: 50 ft.
E: Dead person may return to the caster but isagain alive.
N: May be used on people in nirvana (if in rang@)s does not interrupt the coumn a person’s death. The player
is not compelled to return to the caster, but drdg the option to do so. The spsllexpended either way.

Swords to Plowshares (S, Spirit)

C: Healer 2

I: Repeat x2 “Cast down your weapons and returthéoearth”

R: 20 ft.

E: Target wounded persontiealedof all wounds. One melee weapon carried or wieldedarget is destroyed
(casters choice).

N: May only be used on a wounded person carryingielding weapons. All effects of this spatlust function for
ANY part of the spelto function; i.e. If the weapon is not destroyélte target is not healed and vice-versa.

Talk to Dead (S, Spirit)
C: Bard 2, Healer 1, Wizard 1
M: Dead Person
I: Repeat x10 “Speak to me.”
R: Touch
E: Dead person must answer one “yes or no” questiathfully with “yes,” “no,” or “l don’t know.”

Teleport (S, Sorcery)

C: Druid 5, Healer 6, Wizard 4

I: Repeat loudly x5 “Teleport;” upon arrival loydk5 “Arriving.”

R: Touch

E: Target goes to any one location of the casteltsice. Cannot harm others nor be harmed duriagsit. Treat
as Out of gameintil at location, and may not be affected urntti final “Arriving” has been stated. Example: A
player cast§eleportand chooses as his destination the base of himgrEhe enemy cannot notice his transit
to the area, but does notice when he starts rapgadirriving” and may not affect him in any way urte
finishes the final “arriving.”

L: Must go straight to location. Should quietlylteeeve or teammate destination. May not be fokow
hiding the captives” if this location is not know@annot be used on unwilling targets and attemptiindo so
results in the spebeing wasted.

effects upon you are considered suspended untilayeueturned to the game, at which point theyrretuith
their remaining duration.
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Thornwall (FE, Sorcery)
C: Druid 2
M: 10 ft. brown and green cloth.
I: Lay cloth in straight line, raise hand in aiepeat x10 “Thorns come forth.”
E: Creates a 10 ft long impassable wall of shagyris.
L: This wall can be destroydaly 10 hits with a melee weapon, or a hit fromarfe effect Eireball, Flameblade

consumed and disappearing.

Touch of Death (E, Sorcery {Effect is Death})

: Healer 4, Wizard 3

: Enchantmenstrip

: Repeat x20 “Touch of death,” tie strip on pearso

: Bearer of enchantmésttouch kills (via either hand).

: Will work through clothing, but not armaf any sort.

: Does not have to be discharged on the nextgmetsuched after the enchantmésitast, but can be saved until
it is needed; must be announced when dischargeel nfdnicitself is Sorcery, but its effect when released is
Death magic Targets may not be touched in an illegal, dangsror offensive manner. Counts as one hit
against invulnerabilityand invulnerable armo©ne use only.

Zrm==<0

Touch of Paralyzation (E, Sorcery {Effect is SubduB)

C: Druid 2

M: Enchantmenstrip

I: Repeat x10 “Paralyzation.” Tie strip on person.

E: If bearer of this enchantmetttuches a player, that player is paralyzed and nwymove for a 100 count
Bearer must state “Paralyzation” to the victim asdelivers the touch. The effects are similar subdual
blow.

L: Will work through clothing, but not armaf any sort.

N: Does not have to be discharged on the nextgmetsuched after the enchantmeésitast, but can be saved until
it is needed; must be announced when dischargee nfdmicitself is Sorcery, but its effect when released is
Subdual magicTargets may not be touched in an illegal, danggror offensive manner. Counts as one hit
against invulnerabilityand invulnerable armo©ne use only.

Truth (S, Control)
C: Bard 2
I: State “Truth” followed by a single yes or noestion.
R: 20 ft
E: The target must answer the question truthfufighe answer is unknown the target may statelsos ending

the spell

Visit (N, Neutral)

C: Bard 1

I: State “Visit” followed by a 150 counturing which the caster may make no hostile axgior the magienust
be restarted.

E: The caster may defend himself if directly theesed, but must disengage as soon as possiblecdlngis not a
casting action, but time required for the Visittake effect and must be counted so it can be hgarfd away.
The caster must remain at his base during this touthe magianust be restarted. Is not used up until caant
successful. The caster may enter and sit withia/single enemy base and/or position, and perfordhtakk
with them. During this time neither the caster tlog enemy may attack one another or cast hostikgeree
each other. To end the “Visit” the caster must deeithat he is leaving and tag his base beforenatg to the
game.

L: Monsters may choose to ignore Visit and attdok caster.

Vivify (N, Neutral)
C: Druid 6, Wizard 5
E: Gives the caster one additional life.
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Voice (N, Neutral)

C:
E:

L:

Bard 6

Allows the caster to purchase five mapiints worth of magi¢rom the druid list. Magidought cannot exceed
level 4. Magicbought is considered to be Druid magiegardless of the class of the caster.

May not be used to purchase neutralgic Voicedoes not allow the caster to exceed the maximumbaur of
uses of the magithat may be purchased i.e. you may only purchase dwo Stoneskins. You may not
purchase any Druid magtbat is also on your native spdit.

Warp Wood (S, Sorcery)

C:

l:
R:
E:
L:

Z

Druid 1

Repeat x2 “By the power of nature | warp thabject).”

20 ft.

Itemis considered useless untlendedor dispelled

Only works on objectsnade of wood such as: arrows, bows, shields, spgalearms, madus, staves, and any
other game itendeclared to be wooden. Does not work on armiotess it is wooden armor

: Warp Woodwill not affectHardeneditemsor Imbued Shields

Warskill (N, Neutral)

C:
E:

Bard 4
Caster may use a single weapon (not weapon) @fpeo cost to magipoints.

Wind (S, Sorcery)

C:
I:

R:
E:

Wizard 3

Repeat x2:

“Sleeping force of Wind | hail, send you forth aghty gale.

Gentle sigh which once beguiled, make your breereado wild

Sirocco into cyclone gain, breeze become a hurgcan

Make my enemy your foe; strike for me a tellingwlo

Scream down from the mountains high; sweep thagetdirs towards the sky.
Coward, hero, fool the same, trapped within thiadlg game.

Strike at foes, leave friends behind, bite themhwibur teeth unkind.

Buffet, whip them to the bone, toss them in a pitdnome.

Then whisper a gentle song, and return where ydonge—

Nestled ‘gainst the azure sky, song in forest, avil’ sigh.”

Line of Sight

All enemies in sight are blown back to theisband considered out of gametil they arrive.

Wounding (S, Death)

C:

I:
R:
E:
L:
N:

Healer 3, Wizard 2

Repeat x2 “From my heart | strike off your (nigor left/arm or leg).”

20 ft.

Victim’s limb is wounded.

The victim must be unwounded prior to spedisting.

May be cast while moving. Has no effect on ajuied player. Will outright kill monsters that dos wounds.

Yield (S, Control)

C:

I:
R:
E:

N:

Bard 5, Healer 3, Wizard 3

Repeat x3 “Yield thy arms and resist no longarme unto me and be my captive.”

50 ft.

Victim lowers weapons and surrenders to theerasnoving in a straight line at a brisk walk —tilat the
caster’s side — where they then begin a 300 cdbuating this spelthey stay by the caster’s side and cannot
fight, cast magicor use abilities. The caster may free the vicaitrany time for any reason. If they are not
killed before the spekends, they must return to their base, and are dfvba to act freely. May not be physically
restrained to prevent the player from returnindgpése or going to the caster. If the caster diegptager

remains near the body until their colexpires.

Other magianay still affect the victim during the duration 6feld.
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Glossary

Armor: Armor stops hits that would otherwise wound ot Kile target. Armor
is rated on a scale from one to six depending uoability to stop
damage. Some monsters may have more than six pofisnor. Normal
armor may beMended

Armor, Invulnerable: See invulnerable armor.

Abilities, Extraordinary (ex): In many cases these abilities are activated, act
like, and are written just like magic. Unless othiese noted, these
require the player to stand still as per castingim#o be initially
activated. If a School is listed, treat that alyiléts belonging to that
magic School for the purpose of immunities. Otheeyionly
invulnerability will protect from the ability (thagh some have immunity
to poison and traps, and thus are unaffected bjnth&€hese are non-
magical in nature and are never considered enclartsrneven if based
on an Enchantment’s description. Extraordinaryitibd may not be
dispelled.

Abilities, Magic (m): These are magical abilities of the class thatmeil
ways as per the magic listed, save they do notiwasfic points, do not
require a free hand, and are given a number of. Ugesse cannot be used
in Anti-Magicareas. These require the person to stand stillpeas
casting magic.

Battlegame: A game in which fighting classes (and possibly stens) are
used.

Bounce: A projectile, arrow, javelin, or magic ball hitgrnthe ground, a tree,
or other static terrain before it hits its targe¢aves, grass, brambles, etc
are not static terrain.

Count: Synonymous with second. A 300 count requires 3Xbads to elapse.

Destroyed: Items that are destroyed may be repaired usindvgwed spell or appropriate class ability unless
otherwise noted under the description of the effelsich destroyed the item. A destroyed weapon deldhmay
be recovered by returning to base and waiting f&a0@ count. This simulates retrieving a new onafizase.
Destroyed items may not be used until they areiredaDestroyed armor may be repaired by usingMiead
spell for each point in each location to be receder

Dispelled: Being the target of a successfully cBéspel Magic

Ditch battle: A non-class game with two sides. Armor and prdjestare not used. After each battle, the winning
team sends over the first person that died on thide to the losing side, and another round is fduBepeat.

Draw length: The distance between the center of the stringthadurthest point of the arrow shelf at the cemter
the bow.

Enchantment (E): A magic cast on a target player or their equipmémt persists until used up or removed by
death or the appropriate magic. Colored strips teethe bearer denote these.

Engulfing: Engulfing effects affect the victim even if theit bnly garb, worn equipment, or wielded equipment.
Other affects only function on items or playersytipéysically touch.

Fixed enchantment (FE):A magic cast on an area of ground that persistd used up, the caster leaves a 100 foot
radius around the enchantment, it is removed byafffgropriate magic, or the caster dies. These d@mahibit
the caster from carrying a normal enchantment.

a. Fixed enchantments are considered to extend upwartte sky for game purposes. Even flying creaure
are impeded by them.

b. Fixed enchantments, unless otherwise noted in thgicts description, may never be pre-placed before
casting.

c. Reeves, if requested, may assist in the placing mlgic-user’s markers for a fixed enchantment.
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Game Item: Some games have certain items or players desidrest@ecessary for the game to function. Such
important ‘game items’ (flags, relics in a relicet, team captain in a ‘kill the captain’ battleggaretc.) may
never be removed from play in any way, includingnigeEntangled Teleported placed in &ircle of
Protection etc. These items never bestow their immunitiesh&r bearers. For example, a warrior carrying a
game item flag has the flag hit by &eball. The warrior is frozen, but the other team mayet#ke flag out of
his frozen hands and recover it. In the case ©él@port the item is left behind.

Hit Location: A players body is divided into 5 legal hit locatm left arm, right arm, left leg, right leg, amat<o.

Immunities: If a creature or player has immunities, these fadezedence over losing points of invulnerable armo
or normal invulnerability. Immunities never extetadany sort of non-invulnerable armor or equipmettr
purposes of immunities, traps are any magic oritgbiith the word “trap” in the name, and poisong any
ability or magic with the word poison in the name.

Inch Pounds: The poundage measured at maximum draw multipliethe distance between the center of the un-
drawn string and the center of the string in thekkxd position.

Instant Kill Effects: Effects — such as some siege weapons — thatdilligstantly, regardless of where they hit
you. Strikes to the head, neck, and feet on gratilddon’t count, however.

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

a. One point of invulnerability will negate one hit éoperson. A hit is defined as something that caldthage
or hinder the target, such &ntangle Fireball, a melee weapon hit, Siege Weapon hit, etc. Efdrat are
not stopped by invulnerability includeeleport Honor Due| and any strictly beneficial magic suchtdsal
or Cure Ailments

b. Invulnerability is considered to be skin tight athdes not extend to equipment worn or carried.if.will
not prevent weapons nor armor from being affectgdnlagic or damage; however, it will prevent an effe
from carrying through to a player from his equipmdnvulnerability is not sectionalized like armor.

c. Invulnerability is only used up when it stops sohiay that would actually affect the bearer. An Anti
Paladin who is immune to fire and wearing invulr@ligy, will not lose a point of invulnerability win
struck by aFireball.

d. Invulnerability may not béMended

Non-exclusive list of magic and effects that argated by subtracting one point of invulnerability:

A hit from any melee weapon Finger of Death Paralyzation

A hit from any projectile weapon Fireball Petrify

A hit from a siege weapon Flamewall Shove

Acid Bolt Hold Person Sleep

Any offensive monster effect Iceball Sphere of Annihilation
Awe/Fear Immolation Stun

Call Lightning Killing grounds Trap

Charm Legend Teleport

Confusion Lightning bolt Thornwall

Doomsday Lost Touch of Death

Earth Bind Magic bolt Touch of Paralyzation
Entangle Mass sleep Wounding
Feeblemind Mutual Destruction Yield

Invulnerable Armor: Not to be confused with invulnerability, this isveagical armor particular to some monsters
and not normally usable by the standard classesmxda magic.

a. Functions just like invulnerability, except thatistsectional like normal armor. Thus 2 points of
invulnerable armor grants 2 points of protectiore&xh hit location.

b. Upon completion of verbal magic, the caster mugtc#fy which hit location (torso, right/left arm/I¢@f the
victim to apply the magic against. If the locatisnprotected by Invulnerable Armor, one point isteyed;
otherwise the victim is affected as per normathé caster fails to specify, or in the cases ollsp#f mass
destruction likeDoomsdayit is at the location of the target’s choice.

c. Invulnerable armor can bdendedunless otherwise noted.
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Item: A single object is considered to be any item whpags are not easily usable independently. (A shvar
shield, a throwing weapon, etc.). This requiresilassantial connection to be made between all pafrem
object i.e. a cord connecting a breastplate toemge does not constitute a single object but asfuili of plate
would. This applies to magic that refers to targgta single object and does not override any othles
governing how a specific magic or type of magienatcts with other specific objects. IMendonly repairing
a single point of armor in a single hit location.

Magic: A spell, magic ball, neutral, magical class agiliénchantment, or fixed enchantment.

Magic ball (B): A type of magic that involves charging a ball tieathen thrown at a target. Magic balls are
reusable. The number of times a magic ball is bodghermines the maximum number of balls that may b
charged or in effect at once. All magic balls cret@t the same time must be thrown at the same oe
must repeat the incantation once for each balleteharged; i.e. to charge twreballs you would have to
repeat “Fireball” ten times. Magic balls, once ¢asmain charged for two minutes, after which tineyst be
recast. Magic balls cast with the left hand maytra@sferred to the right hand for throwing. Whenothin, all
hits by a magic ball count except head or throatshThis includes foot shots, tail hits and grazesit to a
hand holding a weapon affects it as if the baHiitthe weapon — which in some cases affects theende.g.,
Iceball). A magic-user may carry a maximum of 12 magiddakegardless of how many were purchased.
Streamers on magic balls may be no longer thamg&Bes.

Magic-user: Bard, Druid, Healer, Wizard, and any monster et cast a spell or use a spell-like ability. Magic
users buy magic from the appropriate spell listamithe Magic section.

Mundane: Term used to describe someone who does not playgam or something that is “outside” the scope of
the game (the real world). When shouted duringrmegd@Mundane” announces the presence of someone who
should be allowed to pass through the game unhadler

Natural armor: This is normal armor in every way except that gymot itself be the target of spells or effects —
with the exception oHeal, which will repair a single point of natural armiora single location.

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

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

Neutral (N): A magic that alters the nature of that on whiclsitast. Neutrals can never be dispelled, andrsope
may have more than one of these operating at thne $ame

Object: See Item.

Out of Game: This term refers to players or objects that caraftgct nor be affected, by anything and are
unnoticeable for game purposes.

Quest: A special battlegame designed with special ruMansters are often used in these.

School: All magic falls under one of eight schools of magPlease note that immunities are based on whad@a
magic is in. Therefore, adold Personis a spell of the Subdual school, a Barbarian, imento subdual effects,
is not affectedStun on the other hand, is of the Sorcery school, BBasbarians would be affected by it.

Simul-cast: This refers to the ability of some magic to betaasre than once at the same time. Simul-cast
enchantments cannot be worn with more than onerlafether simul-cast enchantments, even with Skeck
magic or similar class abilities. When simul-cagtimagic you must repeat the incantation once ferglayer
of the enchantment to be cast or magic ball tolmrged. You may not add more layers to simul-caasgim
after the initial casting.

Spell: a magic that has a direct and immediate effect.

Verbal magic: These ranged spells utilize spoken componentsnaed not touch or hit their target. Verbal magic
can only be cast on targets the caster can seeeT®i@o way — other than being immune, out of mray not
being seen — to avoid Verbal magic. A weapon carallg be hidden behind one’s back to prevent magich
asHeat Weaporfrom being able to target it.
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Rules Revision Process

1)

2)
3)
4)

5)
6)

7)
8)

9)

Each Kingdom must elect or appoint a representafite manner in which this is done is left up te th
individual Kingdom.

a) The representative (reps) will be the only persbovaed to post to the boards on Amtgardinc.com to
discuss or suggest rule changes and clarificatidhe.boards are open to the public for reading.

b) The representative position is an open-ended apmpeimt unless removed by the Monarch or the repsstep
down. This is to allow for consistency amongst thps.

c) The reps can be removed from the position at amg tby the current Monarch of their Kingdom.
d) The rep answers directly to their Kingdom Monarch.
e) The representative must be a current member oKthgdom in which he/she is to serve.

f) The main duty of the rep is to poll their Kingdoor frule changes and clarifications then bring therhe
boards. Each rep must remain in contact with thendtohy and populace in order to promote the
Kingdom’s rule agenda.

g) The reps have the discretionary right to discaranges that are obviously inappropriate.

h) The reps will discuss the changes on the boardetp tlarify and clean up the wording and intentafrthe
changes.

i) The reps must transfer any Rule Changes from theudsion boards to the final request board betoge t
last day in June, in voting years. Clarificationaghbe transferred by the last day of June eveay.ygny
transfers after the date will be null and void fbe current voting year.

Rule Changes will be voted upon and enacted in ewanbered years.

Clarifications will be voted upon every year. Cfazations for odd-numbered years will be made aafalié as an
errata sheet that will be supplied with the rulek.obhese clarifications will be edited into theebbok on the
following year along with any new Rules Changes.

A representative of Amtgard Inc. will compile thedlized list of Rule Changes and Clarificationsl amill
supply copies for the official vote. Each Kingdomé&p will post the finalized list on their Kingdomlist.

The vote will be held at the Gathering of the Claghgring the Monarch’s meeting.

Only Monarchs may cast a vote at the meeting urdeepresentative (a representative of the Kingdon
necessarily the rules representative, althoughrahes representative is eligible for this duty.shmeen
appointed by them, in writing, before the meetitigs in every Kingdom'’s best interest to have presentative
of their land with a list of votes at this meeting.

Only the items on the finalized list will be votegon. Absolutely no Rules Changes or Clarificatiols be
accepted on site for change.

Each item on the finalized list will be voted upwith a 75% majority of the assembled Monarchs (@painted
representatives) required for it to pass.

Passed items are then compiled for entry into thebook or errata sheet as appropriate.

10) All rule changes and clarifications are effectiveeanonth from the date of the meeting. Errata shaet edits

will be posted at amtgardinc.com by this date.
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Award Standards

%

1.

%

%

n

The Kingdoms of Amtgard recognize through bindirgi@n by the Circle of Monarchs, that all Ladder &nds
leading to the bestowal of Knighthood shall be iedfthrough an agreed framework and that no kingdball
add to, remove, or modify the agreed upon requirgsmendependently nor will any kingdom alter their
individual corporas to contradict this agreemertte Thonarch retains the ability to bestow any awartionor
as granted by their respective kingdom corporasHygreement does not prevent the monarchy frontiogea
non-Ladder Awards that do not impact the line ofidar Awards.

The Kingdoms of Amtgard resolve, through bindingi@t by the Circle of Monarchs, to remove definitfoof
Ladder Awards, Ladder Masterhoods and Knighthoodmiftheir respective corporas. Ladder Awards and
Masterhoods being those that lead to Knighthood.

a. Definitions of Ladder Awards, Ladder Masterhoods &mnighthoods, as detailed in this document, are to
be placed inside the Official Amtgard Rulebook witle proviso that they do not fall under the addpte
rules revision process.

b. Changes to the definitions of Ladder Awards, Laddessterhoods and Knighthoods, once adopted, can
only be made by one hundred percent (100%) approiviie existing kingdoms of Amtgard.

11 %

This framework pertains specifically to the fouders of Knighthood, Ladder Masterhoods, and Ladder
Awards: Knight of the Flame, Knight of the Serpelhight of the Sword, Knight of the Crown, Masteos$e,
Master Smith, Master Lion, Master Dragon, MasterlOMaster Garber, Warlord, Order of the Rose, Oraffer
the Smith, Order of the Lion, Order of the Drag@rder of the Owl, Order of the Garber, and Ordethaf
Warrior.

This framework does not replace or address awaxsieg outside of the Ladder Awards framework epitieg
that no kingdom may replace or supplement any otlweard for an existing Ladder Award, Ladder Mastedh,
or Knighthood.

11/ $ 2

Knighthood: Below are the recommended criteria for becomirgilele for the four orders of Knighthood.
Having these awards only grants eligibility and slo@t require that Knighthood be bestowed. Whereas
Masterhood is recognition of skill, Knighthood i@ recognition of character in addition to havsigll
beyond that of a Master. It is suggested that ardeat reflect a player's positive character (Grifivalker in
the Middle, Jovious, Mask, etc.) be considered wlletermining any class of Knighthood.

a. Flame: A player may be eligible for Knight of the Flam#ea obtaining Masterhood in Rose, Smith, or
Lion.

b. Crown: A player may become eligible for Knight of the @no after serving with excellence, and
completing, four terms in any of the following aféis, in any combination, at kingdom level: Monarch,
Regent, Prime Minister, or Champion.

A player may become eligible for Knight of the Cnowafter serving with excellence, and completing, si
terms in any of the following offices, in any comhtion, at duchy level or higher: Monarch, Regent,
Prime Minister, or Champion.

Note: The position of Kingdom Monarch counts as wffices. The position of Champion can only be
counted once toward these qualifications.

c. Serpent: A player may be eligible for Knight of the Serpexiter obtaining Masterhood in Owl, Dragon,
or Garber.

d. Sword: A player may be eligible for Knight of the Swordef obtaining Masterhood of the Order of the
Warrior, known as a Warlord.
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Masterhood: Masterhoods are recognition of skill in a fieldwérk. Meeting the criteria below does not
automatically grant the associated Masterhood. dtasiods are granted when a player has both the
recommended requirements set forth herein and aisvéxpertise in their field.

a. Master Rose A player may be eligible for receipt of the tité Master Rose upon earning their tenth
Order of the Rose.

b. Master Smith: A player may be eligible for receipt of the tité Master Smith upon earning their tenth
Order of the Smith.

c. Master Lion: A player may be eligible for receipt of the tité Master Lion upon earning their tenth
Order of the Lion.

d. Master Owl: A player may be eligible for receipt of the titdé Master Owl upon earning their tenth Order
of the Owl.

e. Master Dragon: A player may be eligible for receipt of the titbé Master Dragon upon earning their
tenth Order of the Dragon.

f.  Master Garber: A player may be eligible for receipt of the tit’é Master Garber upon earning their tenth
Order of the Garber.

g. Master Order of the Warrior (Warlord): A player mhg eligible for receipt of the title of Warlord oip
earning their tenth Order of the Warrior.

Ladder Awards: Ladder Awards start out at zero and progressithteevel. Attaining the next rung on the
ladder should require a demonstrable level of abBeyond that required for the previous rung. Tdhdes not
necessarily require bettering a player's previooskwso long as the work itself is sufficient to &le the next
rung. All levels must be earned consecutively. Macha have the discretion to award multiple levedlaward

to the same individual but all awards must be giresequence.

Note: The examples given in each order categorynateneant to define the service required to ehenstated
level of award, but are meant as only guidelinetoashat might be the appropriate level of servi@ethose
levels.

a. Rose:Awarded for service to the club not necessarilpted to an elected office. A first level Ordertbe
Rose indicates a very minor service to the cluthsag picking up trash, while a tenth level Ordettaf
Rose could be comparable to providing consistamtgiterm service to the club.

b. Smith: Awarded for organizing and running battlegamessis, workshops, demonstrations, and the like
while not in office, or for running such events abaand beyond the requirements of one's officeirgt f
level Order of the Smith might be awarded for rurgna good battlegame at park level. A tenth level
Order of the Smith might be awarded for runningdes of fun, immersive, and well-scripted battlegs
or quests providing direction for an entire reign.

c. Lion: Awarded for going above and beyond the call ofydatthe execution of an office, or for leadership
outside of office while performing a service to Agatd. A first level Order of the Lion might be awlad
for organizing Fighter practices on off-Amtgard day tenth Order of the Lion might be awarded for
running a series of demonstrations that increasmmdance and ingratiates the club with the local
community.

d. Owl: Awarded for demonstrating ability in the constiootsciences of Amtgard. Weapon construction,
armor construction, furniture, shoes, belts, etdirsét level Order of the Owl could be awarded for
constructing your first legal and functional swoAltenth level Order of the Owl might be creatinfud
suit of decorated and articulated armor, or intr@dg critical new technologies and construction
advancements that affect the group as a whole.

e. Dragon: Awarded for demonstrating ability in the arts offgard. Performance, painting, sculpting,
photography, cooking, banners, artistically focugadb, writing, acting, roleplaying, etc. A firsel
Order of the Dragon might be awarded for doing adyceading of a non-original poetry piece. A tenth
level Order of the Dragon might be awarded for imgtand directing an excellent play for entertaimine
at a large event.

f.  Garber: Awarded for the creation of garb: Tunics, tabasnts, cloaks, gloves, sashes, pouches,
handbags, etc. A first level Order of the Garbegmibe awarded for creating a simple, well-congedc
pouch. A tenth level Order of the Garber might beaeded for making themed, elaborate and intricate
court garb for a group of people.
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g. Warrior: Awarded for fighting prowess. Orders of the Warriollow a regimented pattern for
distribution:

Vi.

Vii.

viii.

A 1st Order is granted for winning three consecaitivatches in any tournament or for battlefield
prowess.

ii. A 2nd Order is granted for winning five consecutimatches in any tournament or for battlefield

prowess.

A 3rd Order is granted for winning seven conseautivatches in any tournament or for battlefield
prowess.

. A 4th level is granted for winning nine consecutimatches in any tournament or for battlefield

prowess.

. A 5th level is granted for winning eleven conseeatmatches in any tournament, or for taking at

least 3rd overall in a kingdom-level tournament.

A 6th level is granted for winning thirteen consttee matches in any tournament, or for placing at
least 2nd overall in a kingdom-level tournament.

A 7th level is granted for winning fifteen conseiwgt matches in any tournament or placing 1st over
all in a major kingdom-level tournament.

An 8th level is granted for winning seventeen cangiwe matches in any tournament or for winning
a second major kingdom-level tournament.

. A 9th is granted for winning nineteen consecutivatohes in any tournament or for winning a third

major kingdom-level tournament.

. A 10th is granted for winning twenty-one consecatmatches in a kingdom-level tournament or a

fourth, first place win in a major kingdom-levelumament.

Note: Major kingdom-level tournament is defineddeaponmaster, Warmaster, Olympiad, and/or an
inter-kingdom event tournament. The level of conijp@t and number of entrants in all tournaments mus
be considered before handing out Orders of the Wiaabove seven. The difficulty of the tournament
must warrant the level of order awarded.

Note: The title of Defender (awarded for servinghvexcellence in the office of Kingdom Champion),
which may be earned only once, confers a singlgdam-level tournament win upon the title's recigien
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Kingdom Boundaries
and Park Sponsorship

The united Kingdoms of Amtgard, speaking with thedce and leadership of the Circle of Monarchs, ééhg that
the growth of Amtgard is advanced through the resjimie government of the various kingdoms, and sagto
encourage that growth with communication, high d&ds, and mindfulness of the future unity of Amrtyado
hereby endorse and ratify these guidelines reggrttie sponsorship rights of contracted chapterskamgidoms.

I. A contracted chapter may petition any kingdom fporssorship, but permission will need to be grarigdiny
kingdoms close to the chapter before the chapterbeasponsored.

I1. A chapter is considered to be close to the kingdioat has the nearest kingdom seat, the kingdomhasithe
nearest kingdom chapter, and the kingdom with tharest kingdom seat in the same state as the ahdjhis
may result in a chapter being close to multiplegkioms.

I1l. A kingdom seat is the center of the city in whibtle kkingdom's first kingdom-level monarch held offjainless
otherwise specified by Amtgard, Inc. or the CirofeMonarchs.

IV. A kingdom chapter is any chapter sponsored by gdam.

V. If a chapter is within the same state as and witirmiles of a kingdom seat, it may petition thatgdom
without seeking permission from any other kingdoms.

VI. If a chapter is more than 500 miles from any Amthgahapter, it may petition any kingdom without siegk
permission from any other kingdoms.

VIl. Chapters sponsored by kingdoms at the time ofdahieement retain their sponsorship, but are sulbgettte
terms of this agreement should they seek to chapgasorship.

VIII. The Circle of Monarchs shall have authority to haad resolve all issues related to this agreement.
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