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Getting Started

Introduction

Amtgard is a noffor-profit, free, norsectarian groupledicated to the
recreation of medieval and fantasy genres. Amtgard has a vast array o

new experiences to offer the inésted adventurer, from making .
clothing appropriate to a certain time period, to wielding a foam
padded replica of an ancient weapmmthe field of battle. The ‘
recreation of medieval and fantasy comisathe coreof Amtgard and

the main concern of thisilebook The rules set forth herein are as
detailed and complete as possible, but not all situations can be

covered. Common sense and fair play should be used to resolve any
problems. Anyone may join wtgard by:

1. Obtaining a copy of this rulebodnd reading it.

2. Developing a personand a persona history.

3. Making a costume for yourself that is fitting to your persona

4. Filling out a membership form and waivend turning them in
to the Prime MinisterMinors must have their waivers signed
by their parents or legagjuardians. Minors under the age of 14
may not participate in combatithout special permissiofrom
the Monarch

I n addition to these requirements, - t
paid. 6 Dues paid members have no ad T afe ¢ he
except that they may vote in the-ilmonthly althing meetings, wich

are used to make decisions for the grol@at are beyond the scope of

the monarclalone, such as changing the corpdbaies paid members

are also the only ones who may vote in elections. Dues are sixglollar
every six months and all dues collected are used to pay for rulebooks,
newsletters, loaner gear, and other group expenses. Kingdom corporas
may add additional requirements for being a voting or aatieenber

of the populace.

Other publicaibns of importance include:

1. Corpora of Amtgard bylaws i groupcriteria, Amtgard
governmental structure, etc. Important for all groupseptal
for medium/large groups.

2. The Amtgard Contract i Legalagreement thaall groups must sign with the Board of Directors of Amtgard,
Kingdom of the Burning Lands (doing business as Amtgard, Inc.) It ensures that groups will abide by the
Amtgard rules and bylaws.

3. Other Publications of notei While not mandatory, these publiéans are very useful and include Amtgard
supplements, such as gaabd weapomakingtutorials a FAQ list and the Dor Un Avathar (a monster
handbook). These and other publications may be foundwat. Amtgardinc.com.

The rulebooktakes precedence over all supplements, manuals and other rules editions or play testing supplements.
From time to time there may be official manuals, supplementsxmaresions that enhance or commplent tre core
rule set. While these documents may expand game play options they are still restrained by the core rules written

herein and may not contradict them. In the event of a contradiction between the rulebook and any other supplemental

materids, this core rulebook always takes precedence.

Process for updating these rules

Changes to this document may only be made by a 75% vote of the Circle of Manalichstes must béssued in
person orsent tothe rules organizevia registered mailThe rulebook is generally reviewetliring the months of
June and July.



< r\:> Official Rules of Play 7th Edition

Persona Guidelines

Real History: A personashould be based on people who
could have lived before 1650 AD. The name, weapons
clothing, etc. are encouraged to be historically correct.
Do not impersonate a famous historical figure.

Fantasy: The personahould be based on a book, movie,
historical mythology, or a unique creation of your own.
Again, do not impersonate daracter from the medium
you choose.

Remember: Every persomaust be either of an ancient,
medieval, or swords and sorcemsjated background.

Heraldry

Create a device or insignia to display on your flaggnners, and coat of arms. The device should be unique or at
least in keeping with your persooma company You may register the device with the Guildmaster of Heradrg
the Prime Minister

Companies
People may wish to band together as a fighting grdups group is called a companyhe company should choose a
name, captain, secornid command and device. A person may bhend more than one company.

Households

People who wish to form a nefighting groupwithin the club can create a householde household should choose
a name, a Master and Mistress of the Hoaisé a device. Aerson may be in any number of households.

Events

There are many types of games and events held regularly. These include:
Tournamentsi competitions between individuals or groups for awards, homiochallenges.
Battlesi involves two or moe armies attacking each other for various reasons.
Special Eventsi quests feasts, demumstrations (to introduce the gamenmndane} trips, revels, fairs,
wor kshops, and other O6games. 0
Coronationsi held twice a year, these events asddhin order to officially transfer powers from the majority of
officeholders (such as MonarcRegentand Guildmastejso their successors. Many of these events include
guestg(to distribute relicy feasts, court, and the opportunity to camp in an overnight venue.

Mid -reignsi held twice a year between coronations, these events allow for the transfer of powers for the Prime

Minister and other staggered officeholdetske coronations, these events often inclupeesty(to distribute

relics), feasts, court, and the opportunity to camp in an overnight venue.

Inter -kingdom eventsi major events that are held annually intended to draw participants from a large region,
often resulting in attendance in excess of 200 people. Most such events have a theme inproedeca
motivation to those from outside the local kingdbtonparticipate Examples include: The Gathering of the Clans
(AKA Clan), Rakis,Spring War,World Banner Wars, Great EasterandPac War

Rulebook Conventions:

1.6 Hi s/ he/ hi mdé lyis this publidatio:m ascconvention and for simplicity only. All aspects o
Amtgard are open to both males and females.

2. Underlinedtext indicates terms defined in the glossary

3. Dotted-underlinedtextindicates class abilities

4. Italicized texindicatesmagics
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Combat

A Valid Hit

A valid hitis anyshotthat makes conta@nd stops or deflectt an angle.
Occasionally shotpartially meet these requimgents but are not valid. The best way
to learn what constitutes a good létto ask your kingdom/groulevel Guildmasterof
Reevesbut included here is a lisif shots that do not counThese are just guidelines
and you should never attempt to use these rules to gbeatwvay out of a valid

strike. Also remember, that in all situations the reéwe c a | | is final

6 Wi g ool A shagt(normally a staptha misses its initial target and then jerked
backand forth weakly in order to contagbur opponent

6 Dr &uwisbi A shotthat slides along your opponentth little force exerted
towards your opponent. This normally happens on a missed Ntgb that a shot
thathits your opponent leginatelyand then turns into a draw cut will still wound
or kill the opponent as per the initial blow.

0 Wh i p& iAsthptfrom a nonhingedweaponthat is blocked, but the weapon
bendsaround the blocko strikean opponentThese shotare common from
exceptionally small weapon cores, or very lomgapons, and should not be taken.
Thisisnottobeconlied with your opponent pivot.i
around your block using your weapon as a fulcrum. Whipping only applies when
the coreof the weapon itself bends around a block, enabling a shot that would
have otherwise been stopped.

Hit Locations

Head and Necki Will not countas a hitand is illegal Deliberately parryingvith your head or neck is prohibited

Arm 1 The first hitto the arm will result in the loss of use of that lifnhis is known as being wounded.struck
arm must be kept behind your badk secondhit to the woundecrm will result in dedt. Hand shotgountas a
hit to the arm unless you are holding a melezaponor wielding ashieldin that hand, in which case it counts as
hitting the weaporr shield. Wrists are considered part of the arm, not the hand.

Legi A hitto a leg results in the loss of use of thatfilidgs is also known as being woundétbu must drop to one
knee as soon as is feasible and placestbendedknee on the ground. Any following hits to that leg will have no
effect (the only exceptions areagic ballsand some siege weapgn€rawling, dragging oneself and being
carriedare the only ways to movabout with a woundetég. You may make a shospring at an opponentith
your good leg; hopping on your good leg is not allowed.

Torsoi (Includesegp er sonods s h chedtloaekrasd, buttgaks) instant death

Feeti Do not countas a hitif they are on the ground when stru@xception magic ball3; otherwise they count as
a hit to that leg

Combat Noes

1. Any two shotsto the limbs(except two shots to the same Jegsults in deathExampek: You are struchn
the arm The arm must then be placed behind your beawd is useless. You are then struck again in any
limb, including the one behind your back, and die.

2. A single shoto ahit location, regardless of weapon type pointvalue, only counts as one blow to thi¢
locationand any 0 e xdver aafriesdhaongh goeanotheit location Example: Being struclkn the
armwith a RedWeapononly wounds the arm. The extra damage is ignored.

3. Shotsthat only strikegarbor unwieldedequipmentdo not counfas a hitunless saidtemsblocked a blow
that would have struck combatant (i.e. garb, equipment, sheathed weaptoasare not shieldsnd do not
count asarmoy).

4. Blowsfrom melee weaponthat nickor lightly glanceoff of a target do not couras hits. Any shothat
stops orimpactsthen deflectat an angle is considered a.fiee 8 s o 6 A dhabove d Hi t

5. Projectilesthat nickor lightly glancestill countas hits.

6. The chainportion of flails weaponhafts hilts, hand guardsand courtesypaddedshaftsare not legal
striking edges and do not couas hits.

7. Contact with illegal targetstopa shotand pause the action if necessary for your oppoterecover (i.e. if
you hityour opponent in the face, stop comiatil he indicates he is unhurt). A single shot which strikes

ng
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both an illegal and a legalrea simultaneouslis not valid. i.e. a shoulder shot that defleotto a heads
valid, but a neck shot that also hits part of your shoulder at the sata@tins not valid.

8. Deflectionsthat then strike truen a target are hits, with the exception of shbtst deflectoff of illegal
target® which do not countProjectiles even on deflections, can only deal damé&ga single target i.e. a
throwing daggehitting an armand then deflecting into the chestly wounds the arm, it does not affect the
chest.

9. If a person is woundeith an armthrowing a shator killed, shotsthey threw into motiorbefore being struck
still countas a hit if they land within a half seconadff being struck. In the case of a tvwandedweapon the
wielder must remove his wounded hand from the weapon within a half second for the shot to count. This
shoul be a clear case of finishing an already thr@hnt, meaning that it requires no change of direction

and the last action required to finish the shot has already been started prior to being struck. If you have any

guestons, ask your kingdm/grouplevel Guildmasterof ReevesAreevéd s c al | is al ways
determining if a shot is in time or late.

10. Shotsthat knock aside parryand then strikehe target are hits.

11. Bouncesnever counfrom projectilesor magic balls

12. A player who consistently breaks game rules, chezasesnundaneproblems with authorities or safety
can be barred from the local groopkingdom by joint agreement of the Monarahd either the Prime
Minister or the Guildnasterof Reevesf that group.

13. Players may not wieldhore than one weapdn a single hand. Firing multiple arrovesmultaneouslyis an
exception to this rule.

14. Grapplingwith an opponentshieldbashing rough, dangeroysr offensive physical contacs strictly
prohibitedand can result in being bann&dm play indefinitely.

15. If you have to think about whetherornotashoh s 6 go o d e n,at prgbally waso Alveagsu n t
endeavor to have guestonable honotin the area of calling your own shotéour peers will respect you
and return the favor.

16.Do not <call a n ounlése you grecarreexknsagle andh amnisislered in poor form. If you
consisently have problems with a player not taking their shots, inform a reeve who will deal with them
appropriately.

Conbatwn h Armor
. Armor is rated on its ability to stop hits. The rating system ranges from 1 to 7 points.

2. Each hitwill remove one point of value from the armor hit location. Certain weapons and effects deal more
damage to armor as noted in their descriptions.

3. Damage only applies to the armor on the hit location that was struck.

4. Armor only protects the area that bwers.Example: You have armor on the front of your leg, but a gap on
your thigh, and are struck in the area left open by the gap. You are wounded and the armor itself takes no
damage.

Strips

All strips mustbe at least two incheside and eighteen inches in lengthnd clearly visiblénot hiddenbehind
equipmentor a shield on the person osbjectthey are applied to.

Each colorstrip has a different meaning to allow quick identification.

Red Red Weapos andBerserkingBarbarians.
Black: Killing effectssuch asTouch of DeathPoison Weapondeathfields, etc.
Orange Non-magical fameeffectssuch ag-lame Arrovs, Lava, etc.
Gold: Reevesanditemsthat may not be touched or attacked
Classstripsfor enchantmentandmagicaleffects.
Green Druid Enchantments
White: HealerEnchantments
Yellow: Wizard Enchantments

Light Blue: Bard Enchantments

fi
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Equipment

Weapons

Any non-explosive, norchemicalweaponthat might have been in existence before 1650igBllowed.

Weapon Terminology

1. Strike-legat This refers to a portion of the weaptirat will not leave marks, bruises, or brokeones when
used to hityour opponentind has at least a 2.5 inch cross section from edge to edge and must not protrude
more than 1.5 inches through any 2.5 inch ring, nor end iangte less than 90 degreé&triking surfaces
require 1 inch of foanover the weapon core, measured from the furthest point on the blade to the surface of
the coreThis is tte only area of a weapon thaay strike a legal hitStabonly weapongother than
projectiles)are stillrequired to have six inches ofrike-legal surface on any stabbirend for safety. This
mustbe covered in a durable, opaque cloth

2. Padding This refers to the portion of the weaptirat is designed to limit the injuries done from accidental
contact with that part of the weapandhas at least half aimch of foamover the weapon core

3. Handle Refers to the unpadded part of the weapohere it isoften held).

4. Total Length Refers to the distance from the bottomtb&é pommeto thefurthestpointfrom the bottom of
the pommel in a straight line.
Example:You measue a scimitarfrom the bottom of the pommel to the tf the weapon not thBal ong
curve.o

Weapon Types and Construction Requirements
See the Equipmer@onstruction section for additionaiformation.

Projectiles May not be used to parrplock or meleeand may becarriedin any numberWeaponsot listed here

may not be throwrgi.e. you may not throw your swoydProjectiles not bearingnchantmentsr class abilitiesare
indestructible Projectiles that are affected leywchantmentsr class abilities (not to be confused with class Thaits
may only bedestroyedy spellsor magic balls Note:Magic components thrown in combénagic balls etc) must
foll ow the same safety rules as projectiles but mu s t
purposes.

1. Projectile Weapons
Dealone pointof damageo armorand may be blocked by weapons without penaRgckshurled two
handedwill deal two points of damage tarmor, but otherwise behave the same.
a. Throwing Weapons Throwing knivesand axesshuriken etc.
b. Rocks- Must be at least 1 fodh diameter
2. Ammunition
Not explicitly granted to anybody, ammunition is a class of projectiked in conjunction with other types
of weapons
a. Arrows, bolts etc- See Bow(below) and the Archgrand Arrow Constructiosection for more
information Are considered wooden
b. Siege Projectiles See Siege Weaporigr more informaion.

Javelins Are between 36 and 72 inchésng and padded along their entire lengiay be thrown(counts as a
projectile when in flight) and used to mel@acluding blocking and paying). Must strikepoint first with a Strike
legalendto countas a hitand cannot be used to slash

Bow Arrows from a bowdeal two point®©f damageBows, crossbowsand arrows
are considered woode8ee the Archergection for more complete descriptions.

Dagger A slashingor piercingweaponup to 18 inchesong. Only ten
inches of its total lengtmust be &ike-legal

Short slashing piercing or bludgeoningveaponmore thanl8 inches
up to 36 inches in total lengtht least 2/3of its length must be
Strike-legal

Long slashng, piercing or bludgeoningveaponanore than 36
inchesup to a maximunof 48 inches. The pommaind handlef
the weaponcanberdnoonger than 1/ 3 of .the
If used to slaslor bludgeon, at least 2/3 of its lengtiust be &ike-legal

r

€
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Reachslashing piercing or bludgeoningveaponanore than 48 inchesgp to a maximunof 60 inches. The pommel
andhandlof t he weapon can be no lomldegghrlfugedhta slasidrbl@dgenrd, att he we a
least 2/3 of its lengtimust be &ike-legal

SpearPiercingonly weaponat least 60 inchei length must have paddingn upper 1/3 of lengthand should not
be confused with the javeliwhich may be thrownls cmnsidered wooden

Staff Bludgeoningweapon(ends may be used to thrubut it is a bludgon attack) of 5 ft to 8 fimust havel2
inches of $rike-legal surfaceon both ends. Each end must be padded at least 1/3rd the total tdfrigeh staff.ls
considered wooden

Polearm At least60 inchesn length Includes spears butay also have slashirgdges (Minimum 1 foot in length
for a striking edge.Must have paddingn upper 1/3 of lengtHs considered wooden

Madu A shieldjoined to a polearmThe polearm portion of the madu may be shorter than the normal fiveGabt
usable if a class can use both a polearm and a shield. If any portion of the viedpoken Heated or otherwise
rendered unusable, all of it is disablésl considered wooderMagic and abilitiesthat affect any part of the madu,
such admbue Shieldaffect itsentirety. Madus may never be considef&@atWeapons. If a madu is built to slash
at least 1/3rd of its lengttexcluding the shield portiompust be &ike-legal (including the 12 inchminimum for a
slashingsurface) and the rest must be courtesy padded. Any shield with ﬁf-

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

to these rules.

Hinged Weaponwith a singlearticulatinghead The chain of a hinged
weapon is not a legalriking edge. Chains on these weapons must be
wrapped in foanwith less than half an incbf the ropeexposed at any
point. The combined rope and striking edgay not exceed 18 inchés
lengthand the total lengtbf the weapon may not exceed 36 inchelse T
top half of the nofrope and 8ike-legalportion of the weapon must be
padded.

Weapon Effects
A descriptor applied to a weapdinat explains what it does. It is possible
for a weapon to have multiple effects.

Red A Red Weaponwhenswung in a slashing dsludgeoting manney
dealstwo pointsof damageand can be used tiestroya shieldin three
hits. In all cases where a onénanded weapon is red, the weapon or the
user must have a red striip indicate the effect.

Great If a weaponis five feetor more in lengthhas a minimunof three
feetof contiguous striking surfacgstavesmust have at least two feet at
each end), and a minimum diametdrfour inchegflat blades require a
four inchcross section) over ghentire striking surface, then it is
considered Great and becomes Rétn wieldedwo-handedn a
slashingor bludgeoningnanned Never when used to staly pierce

Magic Relicsand weapongearing arenchantmenbther thanStun
Weapon

Archery

The maximumlimit for a bowd sull i 35 poundawvith a maximum 28
inch drawlength Crossbowsre limited to no more than 450 inch
pounds. No compound bows are allowed. Brokemmended arroware
not to be used. All woodearrows must be tapeah the entire shaftAt
close rangg20 feetor less) bows must be no more than half drawn.
Arrows from bows deatwo pants of damagé¢o armor, which may be
modified by class traitith games where classase used. A weapon in
hand that is hiby an arrow igdestroyedIf a bow & hit by a weapon, it is
destroyed
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Siege Weapons
Siege weaponare extremely powerful engines of destruction thégtorically, wereused for everything from anti
personnel to tearing down walls from a grdé&gtance. The abilitieand limitations of siege weapoase as follows:

1. A meleesiege weapomill kill any person ordestroyany objectit strikesregardless oarmor. Is considered
engulfing. Counts as one hagainstinvulnerability.

2. A projectilesiege weapomhat fires a single projectile at a time, suchaasingle boulder or balstrikesexactly
like a meleesiege weapon except that it is also stopped byetighantmenProtectionfrom Projectiles A
Monk may not blockthis type of siege weapon projectile.

3. A projectilesiege weapomhat fires multiple projectiles at a time, such as a grapeshot catapulits asifing
Redprojectiles. AMonk may blockthese projectiles as norm&rotectionfrom Projectilesstops these.

4. A siege weapothat fires projectilesnay not be used within 20 featless its operators have the ability
fihadlabo t he weapon.

5. A siege weapoiis a large, touglbjectthat is hardened from casuatack. They are considered to have ten
pointsof armorand aredestroyedwvhen allarmoris lost(i.e. ten hits from a one point weapon, five hits from a
will deal five points of damagéo the siege weapon. Melasgege weapons and singleat projectilesiege
weapons willdestroyanother siege weapon on a single Multiple projectile siege weapons deal damage to
siege weapons as per normal. A siege weapon operates agdanigasat least one point acirmorremaining. A
Mendwill repair one point ofarmor(siege weapons do not have sectioaahor). Destroyedsiege weapons
may not be retrieved from base

6. Siege weaponeequire at leat three people to operate. Those people may be involved in any operation of the
feetaway. A siege weapowith less than three people crewing it may not be used. Some moasteege mpt
from this rule. Members of the siege crew may leave at any tirdecantinue playing as normal.

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

8. Siege weaponshould have a historical or fantasy counterpart that they mimiorm and function. Siege
enginesmay only be direct impact weapogssach as catapultballistage etc. You may not use siege engines that
mimic area of effect attacks such as fireborob$reek Fire You may not use siege weapons that mimic
gunpowdereffects such as cannans

9. A siege weapon counts as a person for the
purposes of providing it with an enchantment.

Don'tT Mess wiTH
My MACAING |
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Shields

All shield measurements are the esibr surface area on a flat plarghieldsare consideretb bewooden

1. A small shieldmay be strappetb a forearm instead of wieldéd a hand. Note: This does not allow udemore
than a single shield.

2. All shields(except for small shields as noted above) must be grippadhand in order to be considered
wielded A shield that is gripped in a hand may also have a support atoamd the armA blow that strikesa
nonwielded shield strappetb a player, such as a shield slung across a,baaionsidered to strikéhe player as
if the shield lad not been there. A player may only wielde shield at a time.

3. Shieldsstruckby effects that breakhields (such as Red weam)metain this damagentil repairal, therefore

receiving two such strikesom one player and one such strikem another player ten minutdster is sufficient

to destroythe shield.

A large shieldis no larger than eight square fg@8.3 inchdiametej.

A medium shields no larger than five square fe@0.28 inchdiamete}.

A small shiedl is between 36 square inches (6.8 inch diameter)threk square fedR3.45inch diametey.

Non-roundshieldsmay not be wider than two feet

A shield may be tossed in a manner that keeps it (relatively) perpendicular to the ground. While in the air, such a

shield is considered a terrasiaifect though it is still vulnerable to things that would normally affect a dhiel

N OE

equipment

Equipment Construction

(Visit the Arts and Sciences forum at www.ElectricSamurai.com for more construction ideas and ttorials.

Weapon Construction Notes

A safe weapon is one that willot breakbones teeth or regularly lave bruisesvhen it strikesa person. The entire
surface of a weapon must be padded as per the weapon descriptions in WeamrCigpsguardsmust be padded.
For a corehe best thingso use are carbon/graphite rods (such as frommetallic golf clubs), kite spar, bamboo,
PVC tubing or fiberglass. Other materials will be checked for safety on algasase basis. Metal and wooden
cores are not acceptable and will neerconsidered legal

Use good, stiff foanto pad your weapardo Open cel |l 0 f oams, such as those foun
value in weapon construction. V ar icamp pads, gre reaslily aviailalfld aad i c |
good for creating a variety of durable weapons. Cylindrical foam water toys are a quick and easy alternative to camp
pad, however they wear out much faster. Foam choice should be guided by how well the foam willavdiktin

impact application, so brittle foams or glues that become rigid when dry should never be used.

Weapontips (points guards, pommels, etc.) and striking surfacaust be at leag.5inch in cross section from edge
to edgeand must not protrude more than 1.5 inches through any 2.5 inch ring, nor end in an angle less than 90
degreesThe ends of all weapon cores must be blunted bpiogpthem with a layer of foarand tape Stabbing
weapons should include extra paddimg the tip to ensure safety.

Shield Construction
Shieldsshould be made from light, firm materials, should be well padded, and requispaque durable cover such
ascloth. Exposed tape is unacceptable as a covering matétéaatl edges may not be exposed. Good materials to use
include substances with some give, such as plywood and high impact plastics. An interesting alternative is to use a
plastic snow toboggan, which will produce a light shield that requires less paddinther popular shield design

uses only a tlik foamdisc, thus negating the need for additional
padding (just alurableopaquecover). Be careful with these however,
as not all foam materials are the same. Plank foam is a particularly
durable and safeariety that maks for an excellent shield; while foam
such as what o6éboogie boardsd are
material and requires padding. Thick strips of leathhake good arm
straps. When using a ndonam shield, boltshould be attached with
the headaffixed to the exterior of the shield with washers, and then
heavily padded with foam. All rigitoreshields must either have
foam folded over the edges or have the shield edges recessed into
foam. All rigid-core shields must be covered with a layer of foam that
is at least 1 inchhick on the face, and 1 inch on the edge. Shields
must be at least as safe as the weaponsise
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Sword Construction

1. Use a lengthof Fiberglass, Kite spar, PVC, or a golf shift the core Remove all sharp edges and poifrtan

both ends of the core.

2. Cap both ends of the corgth alternating layers of tapand foamuntil the cap is secure and decidedly dull.
Coverthe pommelwith enough closed cell foam to ensure that it is at least 2.5 inohdiameter Note that all

pommels must meet this minimusize requirement regardless of your specific fighting style.
3.1 f you are making a é
31.¢ fl at bl ade, betweedseverlhaydrshoécampa foam

3.2. é r dblade, you can use a pieceaflindrical foam water toyhat has a factory hole in the center, and
cut it to be the lengtbf the blade. If your corenoves baclkand forth within the hole, you cangaa long

strip of camp pad foarno the shafto reduce the noise and prolong the lifethe blade. Tape the basé

the water toyto the shaft very well. Fiberglass strappitage is recommended for strength and weight.
4. Tapeseveral pieces of closed cell foaner the top of the swordith fiberglass strapping tape. You should
have at least 3 layers of closed cell foam (1.5 intl@syour stabbindip (and even more for a two handed

stabbing weapgnsuch as a spear

5. For the covechoose a light, durablepaquefabric. Cut it to lengtiplus three inchesand outside diametgius

one inch
6. Fold the fabric across and sew the side and top.
7. Roll the coverlike a stocking, and then roll it down the sword
8. Secure the covep the hiltwith tape

Arrow Construction
Arrows are generally fragile and are often brokemder the constant rigors of fighting. Arrow shaftade from
graphite offer a flexibility and resilience not found in their

aluminum or wooderounterparts. Wooden arrows must be
tapedalong their entire lengthAll arrowheads must be remove
from the arrow and the basef the arrow at the tipnust be

built up with a sufficiently strong material to at least the -
diameterof a penny, which is used to cap the arrow. Arrows \V4
may not be drawn beyond 28 inchesid must have a stopper in
place if they are longer. Arrows must have a minimaoi2

inches of closed cell foamn the tip, and it must be at least 2.5
inches in diameter. It is suggested that you also incorporate g
layer ofopen cell foam to reduce the recoil of the arrow wheni

—

\
' ;
’

strikesa solid surface. Arrow fletching and nocks must be in
good repair, and arrowheads should be checked regularly for
degrading foam. All arrows must be clearly labeled with their
owner 6s namePraperly dolorecheadboaerstmay

be used in lieu o$tripsto denote special arrow status; normal
arrows may not be covered in any of the colors reserved for
special arrows

Projectiles

A blow by any part of a throwing weapphoulder or rock
counts as a hitso all parts of these weaponsed to be Strike
legal Nonrabrasive cloth tape may beatsas a covering for
projectile weapons. Duct tape is not an acceptable coveFing.
tips of all projectileweapons must ngirotrude more than 1.5
inches through ang.5 inchring, nor end in an angle less than
90 degrees. Projectilenray not have solid cores. Materials you
may use for projectile cores include foagweatshirt material,
and other soft, nogranular and nomigid materials. Pennies,
batteries, sand, and the like may never be usenhias
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Armor

Armor Construction

The Monarch Championand Guildnasterof Reevegatearmor. Damage that exceeds thhemainingarmorvalue

(multiple types ofarmorcovering the ame body area) will be averageimor may not be stacked or layered to
increase or add value unlessplicitly stated hereArmor worn under tabards or garbust be partially visibleand

must be announced if askeitmor shoud weigh close to actual historical standards to receive full value. Straps and
other such material that holdur armoron do not coungas part of thermor, for either coverage or averaging
purposes, unless they are specifigdililt as such. Example: the leathsrapacross your bachkolding on your steel
breastplate does not proteaiu from hits

All armormust be safewith no protruding edges that could injusemeoneArmor values may never beated at
more thang points The standard baseline for metaimoris steel. Armor is rated as the material that it most
resembles, thus plastic and otlmem-metallicarmorscan never be disguised nor passed off as mlathainmail.

These are the basarmors: Base Thickness Points
Padded cloth.........cccooeiiiiiie 4 layers.............. 1
Quilted cloth.........coooiiiiiiieee, 2 layers + padding...... 1
Light leather........cocovviiiiiiee e, 1/16 inch............. 1
Heavy leather.........cooooiiiiiiae 3/16 inch............. 2
Eur opean 0 4fnaili..n..1.01.58nma(L6gauge)...... 3
Augmented chainriveted chain......... 1.58mm (16gauge)...... 4
Double mail.........coooiiiiiiii, 1.58mm (16gauge)...... 5
Brigandineor lamellar...................... 1.22mm (18gauge)...... 5
Plate....coooiiiee 1.22mm (18gauge)...... 6

These materials can be added to increase nemetallic armor values:
Cuir bouilli.....ooiiii e, N/A +1
RiNGS .., 1/8 inch.............+1
StUBS. . 1.22mm (18gauge).....+1
Scales Hardened Leather........................ 3/16 inch............#1
ScalesMetal..........cooeeiiiiiiiiiiieen 1.22mm (18gauge).....+2

To increase the value of any form of chaimail:

Full padded gambeson or arming coat...See Below...........+1

Construction additions and subtractions:

Non-authentic materials......................... See Below........ -1to-2
Poor workmanship.............ccoooiiiiiiniaen. See Below....... -1to-4
Shoddy and/or artificial appearance....... See Below....... -1to-2
Heavy gauge material...............c..coveenee. See Below...........+1

Superior construction..............ccoeeienns See Below.......; +1to +2

Armor Descriptions
Padded cloth four layers of cloth sewn together.
Quilted cloth: two layers of cloth with paddint between sewn together.

Light leather: | eat her of at | east 1/1606 thickness
Heavy leather | eat her of at | east 3/1606 thickness.
Chain armors: must have an internal diametef, at most, 3/8 of an inclBaseline chaimrmorconsists of butted
links.
Augmented chaitc hai n augmented in some fashion from the stand

other by chain, or any of the Persian/Chinese weaves.
Riveted chain chain in which all the links have been individually rigdttogether.
Lamellar: plates that have all been joined in an overlapping fashion by cord or lihiain
Brigandine: closely spaced or overlapping plates riveted between two layers of lebihavy clothsuch asanvas
or denim may be used instead of leather, but incufis@enaltyfor substandard materials.
Doublemail: 68 in 2,86 or a mail in which a standard pattern
Plate: solid metalarmorwith riveted metal articulations to increase mobility. Example: Lorica Segmentata.

No armorlist can be completely exhaustive, amdnorsnot mentioned should be ranked according to their
composition (netallic vs. normetallic) and their protective value relative to otlaemorsin the table.
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Armor Definitions

Platesmust be attached to each other or a backing in such a way that all four edges or corners are held into
continuousrigidcordct wi th each other or the backing.(inskddaft e s
steel) and receive 4 to the totalarmorvalue Plates as defined here are those that are used in Scales,
Brigandine, or other sucirmorsand s houl d not beArcoonrf.ubsed with OPI ate

Cuir bouilli is the process by which leathisrhardened using wax or other treatments to produce significantly
harder leather.

Studsare composed of metal, and must benmare than 1.5 incheapart to receive the bonus. Studs may not be
added to metahrmor.

Rings are composed of metal (not to be confused with cin@ail), and must be at least 1/8 intttick, have an
internal diametepf at least 1 inch and no greater than two in¢laes be placed no further than 1.5 inches apart
to receive the bonus. Rings may not be added to naetabr

Scalesare composed of metal (+2) 8r/ 1 6 0 h ar d(EI),and must lzetovesapping. Scales may not be
added to metadrmor. Scales need only be attached to @éhmoralong one edge.

Gambeson(sometimes referred to as an arming coat) resembles a quilose filting tunicthat minimally extends
from the thighs of an individual to their elbows, excluding their haad neck. If worn under any type of chain
mail, the wearer will receive a +1 bonus to the area thathlaén mail covers. The gambeson may not be
modified to increase this value. A gambeson must be the equivalent of at least quilteditiiatbtton batting
paddingin between the layers, and must cottee entie area of thdiit locationunder the chain in order to grant
a bonus.

Armor Modifiers

Non-authentic materials refer to materials that were not in use to createorat the time, such as plastic. For
comparson of metals, steel is the standard weight and toughness, so lighter or softer metals, such as aluminum,
will incur this penalty while stainless steel will not. Subtractions for inauthentic material may never exteed
though completelynappropriate materials may receive no poifite. aluminum foil, cardboard, etc).

Poor workmanship refers to an inexperienced or incomplassembly by the creatdrthe use of nosperioditems
such as hot glugape or shoestrings to holthe armortogether.

Artificial appearance refers to the overall appeal of themorand its abilityto accurately resemble historical
armors

Heavy gaugematerial is metalthat is at least gauge(1.71mm plates or 1.83mm wir#)ick or leathetthat is at
least 1/4 inchthick.

Superior construction is reflected in the overall constructi@amd function of he armoras compared to oth@rmors
of its type, and is awarded on a cdsecase basis.

Armor in action:

Example 1: A person with two pointd torsoarmorcoveiing his chestand backis struckin the back with a regular
sword One point ofarmoris removed from the torsarmor, leaving one point on thermorcovering the chest and
back (chest and back are included together under tmso).

Example 2: A person with two pointhestarmorand no baclarmoris struckin the back with a swordPerson is
dead

m
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Battlegames
BattlegameRuIes

Switching classesr sides during dattlegamds not allowed
unless specified by the scenario or by a reeve

2. Neverhandlenyonedés per sonal hgvingo p
their permission.

3. There cannot be more than 1 btavevery 5 people on a side
roundfractions up.

4. Each side may only have oneix¥rd, Healer Druid and Bard
per tenpeople, rounding fractions up. Therefore, a temitin
seventeen people may have no more than two of sedic
using class.

5. The following activities are strictly forbidden
a. Maneuvering or engaging during a hold
b. Strking at reeve®r noncombatants.

c. Calling a holdto retrieve spenitemsor derive other
advantages.

d. Trying to influence a game while you are dead

e. Deliberately mimicking an abilitghat you do not arrently have, such as casting f p r €ihgerrofd 0
Deathas aBarbarian Grand standing and bluffing is fine,asloags it candt be conf us:e
ability.

f. Deliberately mimickng an abilitythat you do have, such as pretending to easgiell but using the
wrong wording.

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

6. Players who breathe rdes may be removed from the game by a reeve

Deaths ad Lives

Immediately remove yourself from impeding play on the battlefield once you have died. If you want to get into the
spirit of things, then fall down angcream. Make it dramatic. Reeveay give you a bonus for a good deaithen

report to nirvanaThe reeve in charge there will take your name and record your time. Deaths are for 5 minutes
though abonus will subtract 2 minutes and a penaiyl add 2 minutes. The number of livg®u get varies with
leveland class. You are out of a battle once you have expended your letdifeft the feld. When returning to

life from nirvana you must returntoyourbasen d anmoiuwnwe & ®o0 t hat it kheforeaudi bl e
reentering the battle. Degmkrsons on the field must hotbeir weaonsover their heads. If theattlegamedoes not
call for a nirvana reeve, one must sit down in nirvana forachtb e f or e returning to | ife |

battlefield effects will not work on a ddgerson once he has left of his own choice from where he died, with the
obvious exception of not impeding play. Effects that will function on dead players who have moved from where they
died are noted as doing so in their descriptions. Dead players dectiey are not affecting or impeding play) may
stay on the field as longs they want. A person may voluntarily take a game death at any time, but must immediately
go to nirvana and may not be raised from the dead in any manner GuiessorDeadis castupon them first. Dead

or Resurrect

Subdualsand Prisoners

During class battles, prisonemsay be taken by surrendering or by being r
(torsoor secondimbsho) pr eceded by .tohel hworpcerssomnb dvi d | then be unc:
prisoner may be subdued up to 5 times. Any more hits will result in his déattor negates a subdublow and

instead takes damage normal from the blow. If this damage is sufficient to pass throughrther, then the target

is still affected by the subdual blow. Aubdual blow striking a person who imaffected by Subdualr Subdual

magicdoes not woundar kill. Stabbingonly weaponsr stabbing with a slashingeapon may not be used to

subdue. A subdual blow to a limb MWiender that limb useless for a 60unt A prisonemuétbekemui p me
within 10 ft. of him and cannot bdestroyed Rescued prisoners must stthuntthe required time beforéhey are

considered recovered. Subdual blogemnot be healed
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Holds

When a holds called all players must stay where they are and be quiet. No tactical maneuvering is allowed and
weapongnay only be collected ifareeqgi ves per mi ssi on. I f you really do ge
from the battle and reenter behind your own lines once you have recovered. Deliberate faking of a gaorerdahth

injury is not allowed. Battlefield participants should only call a hold for injuries or when a potentially dangerous
situation arises such as a seven year old child straying onto the battlefield. If you are involved in a dispute then go
find a reeve or remove yourselves from the field until the issue is resolved.

Game Etiquette:

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

1. Do not use a holtlb gather or retain spent equipntem valuablegame itemsA reeveor the other tearmay
grant a person the opportunity to pick up spent equipment if they are simply asked.

2. Do not use a holtb avoid a deatlor get ot of a bad situation.

3. While it is honorabldo return the otherteains s p e nt (neagiabalis weapohsexpended arrowsetc.),
it is not nanddealtaoyr yo.r Dsotnodp pl ay to return equi pment.
kind enough to reitemsrn your own teamds

4. As stated before, players should remove themselves from the field when discussing disputeal bldes Ths
is not always practical in the immediate heat of the moment. If you see a dispute, do not engage atr strike
those involved. By the same token,, adheadsbot, orues@dvingdhe excu
dispute to save yourself when the enehas you death his sights.
Example: You are accidentally strucik the face, and simultaneoustieaved in two from behind by another
opponentyou are still dead.

5. If you are immune to, protected from, or for any other reason are not affected by a magic, ability, or physical hit
you must notify your opponent as quickly as reasonably possible. Acceptable ways to inform them include
statingh i mmune o0, Aprotection from <school/effect>0, Ano e
incantation, but must inform your opponent after completing the incantation. Declaring immunity does not break
ongoing verbal requirements such as Chants.

Garb

Each class has its own particular gadrameters. In addition, there are certain other garb elements that denote
speci al positions. Note that al./l b at  trdbedrmoedtad): parti ci par
1. White belts (any belt more than 25% white), unadorned chains, and spurs are reserved fordadghtsy not
be worn by others. A knight may also choose to trim a knights white belt with agaiticular to that order of
knighthood: Goldfor Crown, Silverfor Sword Redfor Flame and Greeror Serpent.
2. Redbelts (any belt more than 50% redeaenerally only worn by squires.
3. Blackbelts with silvertrim are generally only wornybmenat-arms.
4. Thephoenixis the symbol of Amtgard. Whitand Back phoenixes are reservedrfenights A gold phoenix on a
redbackground is reserved for Warlor@therwise, the phoenix is generally only worn as part of kingdom
heraldry
5. A diagonal slaslof a quildé s d i s t,iwormdn a bett,Ibaldrior tunic is the mark of a class master
6. Guildmastersre entitled to wear favors marked with the symbol efirtiguild.
7. The use of crowns and coronets is reserved for royaity nobility, although their retainers may wear the
symbol of a crown on their garb
8. Most companiesand many indiiduals choose to register their personal symbols and caféhile not
specifically disall owed, it is considered bad form to
symbols and colors should be registered with the Gualsterof Heraldryand the Prime Minister
9. The garbof a pages a yellowbelt and is generally not worn by others. A rfoghting page must also wear a
gold fienchantmernit s if anithp field.
10. The use and application of good gaskimportant in creating the correct mood of thettlegamesnd events.
Al | members must be garbed in a Aperiodo fashion. New
within a month of having first attended. It is easy and inexpensive to fashietu@idor tabard, and plenty of
people are wiing to help. If you havejuestionsabout garb or any area of the rules, then all you have to do is
ask.
11. For the purpose of determining what class people are playing, class sas$tesin diagonally across the chest
from one shoulder to the opposite hip. They must be at least two imgdesYou may not wear sashes for
classeg/ou are not currently playing. Paladamd AntiPaladinsymbols must be at least 5 inches by 5 inches.
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NonHfighting Types
If you do not want to fight but wish to participate irbattlegamethere are a fewptions todo so:

Reevei The garbis a goldtunic, strip worn around the head, sash The reeve is a referee for thattlegameThe
reeve should be impartial, fair, have a good eye, and be well versed in the rules. The reeve has thim lasy say
decision in @attlegameThe reeves do not fight and should not be purposefullphiduched in an offensive
manner. The Guildmastef Reeveshall deal with biased, unfair, or incoeient reeves.

Pagei Garbconsi sting of his ma s-fightingpaged may retieve spsnt eguipméndt may| . N o
not retrieve or carryew or extra equipment. Must wear adj@enchantmenstrip aroundright wrist

Color 7 Garbis encouraged. It is not a class, yet includes everyone else who wishes to participate in th@anood a
ambiance of Amtgard. Examples include minstrels, water bearers, serpent kaigtht®many others.

Arts And Sciences Guildsi Artisans, smiths, garbers, etc
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Fighting Classes and Abllities

This section contains a few examples of arghat medieval and fantasy A
character types. While the names of the classflects a European centric N ontf
viewpoint, that does not define how you must portray them. You can easily play
the Barbariaror Warriorclasses as a Samurai or the Heaem Necromancer. N
With a little flair and creativity, the Scowulass makes an excellent Pirate. Your
character and persorsaie defined through your actions and behavior, not the
name of the class that gives you your abiliti€he classes exist in a strict form
to maintain game balance on the field; it is up to you to give themdifbstance,
and personality.

Fighting classeare listal in the following manner:

Name: The name of the class. :

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

Garb: Garb that is required to denote playing the class. Youegairedto dress in
medievatlooking garb in addition to this class specific garb. Failure to do either will
result in playing thé?easantlass.

Requirement: A few classes lisexperienceequirements. If you do not meet these
requirements you may not play nor gain creditghat class.

Armor : Maximumpoint value ofarmorthe class may weal.ou can always wearmorwith a
point value higher then you are allowed usehaft in these cases tle@morsimply gives you the maximum
allowed for your class. Example:Scoutwearing full platestill 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 examBégpariars are restricted from wearirgenchatments

Traits: Class attributes that function all of the time without activation being requiredudes such things as extra
lives and the abilityto wear extraarmor. Traitsare denoted with a (T) and are always finagicalin nature.

Abilities: Powers or skills that must be activatiedbe used. Abilities are denoted as eithegical (m) abilitiesor
Extraordinary(ex) abilities. Unless otherwise specified, class abikiyhanced equipmewrtinnot be used except

player, even anothetarrior.

Credits and Levels

If you wish to fight or participate in hattlegameyou must conform to one class for each game. A person may
advance in levein a class after having the reqitéscreditsand passing a class test administered by your class
Guildmaster Only one attendance credit may be given on a single day. You must play the class you wish to gain
creditin. If no class is played but fighting takes place, you may takéaarior credit. All classegain new abilities

and levels at the following rate:

1st Level- less than 13 creditsf experiencein that class

2nd Level - at least 13 and less than 25 credits of experience in that class
3rd Level- at least 25 and less than 37 credits of experience in that class
4th Level- at least 37 and less than 49 credits of experientkanclass

5th Level - at least 49 and less than 61 credits of experience in that class
6th Level- 61 or more credits of experience in that class
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Standard Classes

Anti-Paladin

These are the standard bad guys of legétchost any adversary in a stock

fantasy movie can qualify as an AfRialadin but historical cases abouiid
ranging from VIad Dracul 6stofangobecut i ol
warlords boiling opposing chieftairaive.

Examples: Th&urgan, Mordred, the BlacKnight, the Nazgul, Tamerlane,
Sir Francis Dashwood

Garb: Must wear awhite belt and have alack phoenixopenly displayd
on clothing orarmor.

Requirement: Must have been ankght 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/lifg
6th Immunity: Flame
Innate Ability (Choose two before game starday choose the same
ability twice.):
a. Fear(m) (1/game)

b. Reanimatdm) (1/game)

Archer

Everyone knows the legend of the Swiss crassian William Tell and historically the Welsh Archers long resisted
English rule before making the longbow famous at AgincoOther otstanding examples include theydo

archers of Shoguera Japan, and the Sioux Dog Soldiers.

Examples: WilliamTell, Odysseus, Paris of Troy, Robin Hood, Bard of the Dale, the Ettrick Foresters, and
Minamoto Tametomo

Garb: Orangesash

Armor : 3

Shields None, initially

Weapons Dagger short long, bow
Immunities: None

Lives: 4

Abilities & Traits :

Levels
1st Bowyer(ex) (1/life)




Assassin

Assassinsvere once so powerful in the Middle East that Hulagu Khan had to storm theirtaiodortress when

they demanded tribute. Renaissance Italy and its setting of political intrigue made the courtly killing into an art
form.

Examples: The Ninja, the Borgias, the Jackal, Hads8abah, 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 bowT)

3rd Touch of Death(ex) (1/game)

4th Up to two pointsof armormay now be worn (T)

5th May now use small shield§)

6th 'I_h_h_élt_é_AB_iiity (choose two different options from this lisefore game
starty:
a. Assassinatbecomes (1/life

b. Poison Weapc
c. Telepartbecomes (1/lifg
d.
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Barbarian
The Chinese, from ancient periods onward, hewesidered everyone else to barlbarians, and oddly enolgt is

the Eastern tradition from India to China that gives us the image of civilization defending itself against the nomadic

hordes of such peoples as the Tartars, WHites, Seljuk Turks, and other steppe tribes.
Examples:Conan, Yellowbard, Leif Eriksson, Attila the Hun, Alaric the Vandal, the Voivodes

Garb: Must wear a fur or leather safiiat cannot reasonably be mistaken for the sash of any other class.
Armor : 2 points

Shields Large

Weapons All melee, rocks

Immunities: Subdual

Lives: 4

Limitations: Cannot carryenchantmerst May not use relicexceptHe i mdal | 6 s Hor n.
Abilities & Traits :

Levels

Total lives increase to 5 (T)
5th May use bows (T)

Bard

Bardic history is mostly tied in with the early oral tradition of the druids and Norse skalds. Medieval Europe does
give usa case of actual singing knightmany of them female, from the independent French province of Aquitaine
before it was crushed by the Papacy.

Examples: Sarafin, William Shakespeare, Al anuséaddéDal e,

Garb: Light bluesash

Armor : None

Shield: Medium (will subtract frommagicpointsg

Weapons See theMagic sectia for a listing of weapons used. Weapons subtract from the@ardgicpoints
Immunities: None

Lives: 4

Abilities & Traits :

Bardic Charm: Some mastersmay be immune to the
control schoo| but not bardic charnBardic charm is
any controlmagicthat is casby aBard (even
those bought with/oice).

Magic-user. Bards arenagicusersand gainmagic e
at each levelSee théviagic sectionfor
more details.

H ¢
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7w~ § Druid
Ly Neolithic anthropological evidence indicates a strong

-

tradition of matriarchy and nther worship in Central Europe,
the origin of the proteCeltic Beaker and Axeeoples. It is
highly possilte that many if not most earlyrdidic-types were
priestesses rather than priests.

Examples: Galadriel, Johnny Appleseeddiaf the Lake,
Cathbu, Tom Bombadil, the Gred&might

Garb: Brown sash

Armor : None

Shield: Small, will subtract frommagicpoints

Weapons See theMagic sectionfor a listing of weapons
used. Weapons subtract from the Diuighagicpoints
Immunities: None

Lives: 4

Abilities & Traits:

Magic-user. Druids aremagicusersand gainmagicat each
level. See theMagic sectionfor more details.

Levels

1st No additional abilities

2nd No additional abilities

4th Immunity: Poison

5th Immunity: to nonSpirit schoolmagicfrom fey monsters
6th Immunity: Control

Healer
This image has been somewhahedgentagepe d hlaet we ec edleer iChs i &1 d
modern view of t©Ohestfeimghtfirmgn fele d lye meeabningweaponssolagnoitec a | us

breakthe implied liblical prohibition against drawing blood.
Examples: Hippocrates, Chiron, Elrond, Goldmoon, Archangel Raphael, Galenus, and the Hospitallers

Garb: Red sash

Armor : None

Shield: Medium, will subtract fronmagicpoints

Weapons See theMagic section for a listing of weapons used. Weaportstrsct from the Healér snagicpoints
Immunities: None

Lives: 4

Abilities & Traits :

Magic-user. Healers areanagicusersand gainmagicat each level See theMagic Section for more details.
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Monk

Shaolin and Buddbkt temples manned by fightinganks who learned to fight with their hands and strange
implements when their warlords forbade them to use swords areasgicimage of this class. However, many
Asiatic and American tribes had strong traditions of wrestling, and the Shegudapanese had a plethora of armed
warrior monks whog wrath was feared by even thegeror.

Examples: Bruce Lee, Q@@thang Kane, Dread Pirate Ninja Roberts, the Bloodguard, Benkei, Pachomius, the Sohei

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 weapotf$)
Immunity: Poison

Immunity: Traps

Monster (nonstandard clags

Monsteris a special clas# creditin Monster caronly
be taken twice a month, but as you increase wéeks
Monster, you increase it for ALL monsters. Thus if you
have 13 weeks in Monster, you can play a 2nd level
Monster of any type.

R T

(To view various 3reparty monster manuaknd other
supplements visitvww.Amtgardinc.comNote: The
Inter-kingdom monster manuad called the Dor Un
Avathar)
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Paladin

The perfect good guy comes to save the day. Paladiiss in the myths and legends of all cubar Be it the

Geatlander Beowulf slaying Grendel or the Norse god Thor battling the Midgaard Serpent, Paladins have been with
us since prehistory.

Examples: Joan of Arc, Galahad, Bovide, King Arthur, Roland, Percival, the Twelve Peers of France, Dor,Quixot
Arcite, Palamon, Dietrich von Bern

Garb: Must wear whitebelt and have a whitehmenixopenly displayed on clothing @rmor
Requirement: Must have been arkght for 12 weeks

Armor : 4 points

Shields Large

Weapons All meleg javelins

Immunities: Subdual

Lives: 4

Abilities & Traits :

Levels
1st None

c. Awe (m) (2/game)

6th Immunity: Death
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Peasant(non-standard class)

Peasantare players who do not have appriape garbfor a class but still want to play. You may take credfits
Peasanbut they have no levels, so no advantages are gained from doing so.

Garb: None

Weapons Dagger short
Armor : None

Shield: None

Lives: 4

Limitation: Is only played if a player does not have gartd equipmentor any other class. Must be played if
appropriategarb is not worn. May not cargnchantments

Scout

Anyone who survives for any time in the wilds learns the lay of the

land. Many Native Americans aregtitly seen as good trackers or
scouts as were the mountain men who followed.

Examples: Strider, Hiawatha, Little John, Baden Powell

Garb: Greensash

Armor : 3 points

Shields Small

Weapons Dagger short long, staff, throwing weapons, bows
Immunities: Immune to bothmagicaland nonmagicalforms ofLost
Lives: 4

Abilities & Traits :

Levels
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Warrior

Pure varrior traditions also abound. Outsitding examples included the 300 Spartans who opposed the great Persian
king Xerxes and his 10,000 Immortals, the incredibly warlike five nations of the Iroquois, and the fierce Maori clans
native to New Zealand.

Examples: William Wallace, Lancelot, Achie Spartacus, Mad Martigan, Miyamoto Musashi, Charles Martel,
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 pointef armor(T)
3rd Total livesincreases to 6 (T)
May now use javelingT)
4th Improve Weapotecomes (1/lifg

5th Repair Iltem(ex) (1/life)

6th Armor of Quality (T)

Wizard
The alchemists of the Dark Ages can be said to be
Wizards but 10,0@-year old cave paintings in

France indicate that the concept of fusing the spirit
and physical worlds has been with us since the sta

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

Garb: Yellow sash

Armor : None

Shield: None

Weapons See theMagic section for a listing of
weapons used. Weapons subtract from the
Wizardd snagicpoints

Immunities: None

Lives: 4

Abilities & Traits :

Magic-user. Wizardsaremagicusersand gain

magicat each levelSee theMagic section for
more details.
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Abilities and TraitsDefined

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 bowr crossbow deal one additional pooftdamage

Antidote to Poison
As per theCure Ailmentsspell.

Armor -Piercing Arrow
M: Blue strip tied to arrowor blue cloth cover on arrow
I: Immediately prior to firing, declarelu d | y {Pi&rcimgacArrovo
E: A strike from the arrowwill destroyall noninvulnerable armopn the location strucknd will continue through
to woundthe target. It will only deal one poimif damageto invulnerability andinvulnerablearmor.

Armor of Quality
E: Any armorworn is worth one extra poirib a maximunof seven points.
N: This ability allows you to exceed your normal class maximomarmorby one point

Assassinate
I:Say the word bDmmedsatehyeupon
E: The victim is affected as per tlspell Sever Spirit
N: May be used while moving.

Attuned
E: May choose to carrywo enchantment§om any caster (or
combination of casters) for the duration of the current life
N: This ability may not be used in conjunction with any
other simikr ability ormagic Only one of these two
enchantmergmay besimul-castif both of them allow
for it.

Awe
As per theAwegFear spell

Banish
As per theBanishspell

Berserk
M: A redstrip worn around the head or arm. :
I: You may choose to go Berseak any pointon an eligiblelife by tying on thestrip and announcing your
Berserk state.
E: While Berserkyou gain the following traits

a. Natural armor 2 pointson all hit locations.

b. Strong: Meleewveapors become RedMelee weaponthat are already Red deah extra poinbf damageo
armorfor a total of thee.

c. Rage: Weaponsased while berserkust be over two feeh length Players may not castagic use
projectiles javelins shidds, hingedweapons, or activatelass abilitiegexcept Berserk)Armor worn is
considereddestroyed and cannot be used while berserk. You may noeagtirom combatinless facing
odds of at least 5:1, monstessth a ratio of 5:1 or greater, or a Wizandealer Druid, or Bard

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

Camouflage

M: 10 ft greencloth

I: Place clothn acird e, repeat x3 fAMay the fodces of nature hide
Toend the @mouflage t he pl ayer must mepéat x2 fANature rel easecte

R: Within circle

E: While inside the circla he pl ayer c,aveditsonbeene gigdwedahamkaetigating the Camouflage
Area effectmagicthat encompasses the area of the Camouflagen adDoomsday still affects the player.
While Camouflagedhe player may not affe@nyone else, though they can use their own abiliies
themselvegsuch as healing or cung poison). Camouflage has no effect on other players, their equipment, or

Earth Bind
IlRepeat x2 AMay mother nature bind thee. 0
R: 20 ft
E: Victim cannot moveeetuntil each of his legs are strutén times with a slashingr bludgeoningveapon
Anyone attempting to free & hwehivlietdaam mg sshe dayeadseh & f tr iete
normal.
N: May be used while moving.

Extend Immunities
LAMy faith tsthemd . l0 def end
R: Touch
E: Player extends all of his clag®@munitiesto one person with whom he is in direct physical contBomunities
never extendo equpment This abilityends as soon as physical contact is broken
N: May be used while moving.

Fear
As per theAwegFear spell

Fight After Death
E: Occurs immediately after having died. Player continues
to fight for 10 seconds which must be counted out
loudd after dying. Limbsandarmorlost before death

remain lost, and additiai limbs andarmorcan be
removed, but this does not stop thlayerfrom
continuing to function (save for losing the use of the
limb) for the duration of th&ight After Death
Additional killing hits do not kill theplayer. Fight After
Deathdoes notcounh s O moving after

L: Being struckby aSphere of Annihilationa meleesiege
weapon or a single shoprojectie siege weapowill
prevent or end Fight After Death

N: This ability does not free the player frormyapre

reminde, a player is always required to stay in conwbl
his actions. Violent flailing with real lifelisregard for
othersi during this or at any other tinieis grounds for
punishment or expulsion by the reevéou can roleplay
a crazy person, but you must still have control of your
actions at all times. Reeves are encouraged to remove this
ability from those who are hurting or endangering others.
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Flame Arrow
M: Orangestrip tied toarrowor orange cloth cover on arrow
IRepeat xasrowdf mmemdi ately prior to firing, declare | oudl
E: A hit to a shieldwill destroythe shield unless its face is tapped to the ground five times within five seconds. A
hit to a siege weapolny a Hame Arrow will deal five pointsof damageo the siege weapon. Will deal damage
to armorandwound or killpeople as normal. Has no effect lmeball, Entangle or any othemagicunless
specifically mentioned in themagicdescription. A Flame Aow will remain lit for two minutes

Heal
As per theHeal spell

Improve Shield
M: Purplestrip visibly tied to shield
E: Shieldmay only bedestroyedoy magic balls verbalmagic or siege weaporasnd is considered to be metal for
game effect purposes.

Improve Weapon
M: Purplestrip visibly tied to weapon
E: Weapondeals +1 damage&hen wieldedn a slashingr bludgeoning
manner.
N: Does ot confer shielebreaking abilities

Longbow
M: Purplestrip tied to bow
E: Arrows fired deala baseof four pointsof damage
N: Has no effect on arrowfgred from crossbowsinder 21 inches
in length

Missile Block
E: Player is allowed to blockrrowswith their weapaswithout penalty Any
arrow in flight touched by a weapon wielded by the player has no further e

for the duration of its flight.

Missile Block, Greater
hands to bloclprojectiiéééﬁa_éﬁ_a\)vsmthout penalty Any arrow in flight
touched by t hasnpfurther effed for the auradion lof its flig

Pass Without Trace
Il Repeat x3 MfAPadss without trace

E: You must immediately return to your baséou are considered out of the
game vhile returning.

N: May be used while moving. May be used while under the effects of
so longas those abilities wdd not otherwise prevent you from using Pass
Without Trace Thecountof any game effects upon you are considered
suspended until you are returned to the game, at which gegtreturn
with their ramaining duration.

Penetration Arrow
M: Black strip tied toarrowor black cloth cover on arrow
Ikl mmedi ately prior to firfmaowg, decl are |l oudly fAPenetr at

through to the armunderneath, however.

Poison Weapon
M: Black strip tied to weapon
E: May poison one weapofPeople who are wounddxy Poisoned Weapondie if they are noCured in a 100
count A person may only poison one of his own weapons. This effect remains on the weapon for the entire life



>

< I\J> Official Rules of Play 7th Edition

Powerful Blows
I:Decl ar e | ouddwgd AbPeofwaaringfiruebmpht
E: Your weaponsre treated amagicalfor the purposes of damaging monstthrat are only affected bmagic
weapons.

Reanimate
M: Denoted with yellowstrip
Otherwise as per thReanimateenchantment

Repair Item
E: As per theMendspell
L May only be used on onebdés own equi pment

Resurrect
As per theResurrectspell

Sanctuary
I: Drop anyweapondn hand and stat8 Sancd uary
R: 20 ft radius from the player
E: Others within26 may not take hostile actions towar dwitht he
magicor abilities
L: Must be cahcwargi agdiasannot b eorthecabildyishrgkeraCamnetzagrgmar affect

game itemawhile in Sanctuary. Players in Sanctuary may not impede the play of other people in any manner,

and must immediately remove themselvesrfrany such situations they find themselves in.

these are on the player when he enters Sanctuary, they can be discharged as normal, though this ends the

Sanctuary. The player may moaeound during Sanctuary, but they must keep at least oneofotite groud at
all times and may not run. Sanctuary is brokethe Monk comes within 20 feetf a base

Steal Life
S: Death

M

: Deadperson

Touch targetonther shoul der and ©Wecite dl take your 1ife
R: Touch
E:

Target loses one lifecom their total and the user gains one life. This life is in addition to the person already
being deadYou cannot steal liveBom those already shattered.

N: This effect may be used on any dgatson who has not yet reached nirvaeaen if they have moved from
where they died. May be used while moving.

Stun Arrow
M: Gray strip tied toarrowor grey cloth cover on arrow
I: Immediately prior to firing, ddarelo u d | y arfio®.0 u n
E: Arrow behaves as a Subduabw.

Teleport
As perthe Teleportspellexcept may be only used on self.

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

Tracking
IlRepeat x50 ATracking
R: Self
E: You may do ONE of the following:

a.

b.

oo

Ask one yes or nqueston of someone (deagerson, reever monstey that must be answered truthfully and
to thebest of their ability This is not stopped by thHeplock magic

Follow aTeleportingplayer

Walk through aThornwall

pl
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Transfer Life
S: Spirit
M: Person
I Touch person and fstr@amemyilown.ve thee |ife
R: Touch
E: This ability has two possible effects:
1. A deadperson is immediateliResurrectedis per thespell Resurrect
2. A living person gains one extra liten their current life total.
In addition, theMonk loses one life from Isi total. If he was on his last life when he used this abihgy
dies immediately and may not be restored to life.
L: You may only use this abilitpn a person playing a standard class.

Trap
IIRepeat mpdeviddatnahi nd t heeo
E: 20 feet

N: May be used while moving.

Truth
As per theTruth spell
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Magic

A mt g amagdiésgstem is one of its most unique qualities. Playingagic
userrequires the participant to think and is a constant challenge. Note that a
delicate balance exists between all the clasBash class, especiallydbe

with magic must be played within the spitf the rules defining it. There is a

great deal of trust and honowolved, and someone abusing the rules of any

class can easily disturb game balance. Wizaktbsalers, Druids and &ds

(collectively referred to amagicuses) are urged to dress and act as

recognizable members of their classes, which are not only powerful, but also
spectacular. If you have difficulty understanding thagics y st e m, donot
hesitateto ask your Guilthasteror a ReeveHappymagiccasting

Rules of Magic

1.

Magic must be said loudly and clearly enough to be heard within 100fdey the recipientwhichever is
closer.

When castingzerbalmagicwith a single target, the caster must announce the targets name immediately before

the incantation (class and a unique descriptor will suffice if name is unkndMim@n the target is a piece of
equipmentthepossessor (or most recent possessor if not currently possegdbd)equipment must be
specifically identified as we'EHArcheEleftdegparmog, Blué \Basriordé s r i g |
swordon right hip’, etc).

A player may not mov¢heir feetwhen castingnagic unless otherwisstated or specified in thmagid s
description. The same applies to all class abilitied skills that require activation. If a player moves his feet
while castingmagicit is interruptedand not castThe caster must reset and begin casting again.

The target ofmagicmust be in rangat the time thespellis completed in order for it to count
Incompleteor interruptedmagichas no effect, and does not coastif it were used.

Any hand being used to casiagicmust be empty with the exception wiagicalcomponents or the target of a
touchspellsuch aHeal. Magic ballscharged in the left hanghay be transferred to the right hand before
throwing.

Unless they buyambidexterityWizardsand Druids mist castmagicwith their left hangd and may not cast if
their left armis wounded Healers and Bards may cast with either hand.

All magicis listed as apell, enchantmentfixed enchantmentmagic ballor neutral This distinction can have a
great impact on play so note it carefully. Unless noted otherdilds®s enchantmentfollow all general rules
for enchantmentsUnless noted otherwisejagic ballsfollow all general rules fospells

Enchantmentg$E)
a. A person may carrgnly one ata time unless explicitly noted otherwise maygic or class, such as the

b. When a persomoluntanly moves from where theyield, anyenchantmentshey carryare lost Unless they
havevoluntarily moved,Resurrecteglayers retairenchantmentsinless specifically prohibitedsummon
Deaddoes not return missingnchantmentso players.

c. Will only coveroneobject(for example a person, a weap@mmor, etc). Thus while you may be protected
from flame yourarmorand equipmenis not. The same applies to class abilities

d. Enchantmentsaston equipmentountagainst the number @&fnchantmentshat may becarried

e. Enchantmentgaston equipmenbnly function when used by the player who was in possession afetime
when it was enchanted. Example: If you givBladesharpedwordto another player, thenchantment
does not function.

f. If you are carrying amnchantmenyou cast it is removed when you begin castiathermagicunless
otherwise noted.

g. May not be casdn unwilling participants or their equipmenthis does not prevent them from being the
target ofenchantmeneffects such a¥ouch of Death
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10.

11.

12.

13.

14.

15.

16.

17.

h. Mustbe denoted by a visiblenchantmenstrip and announced if asked.

i.  Enchantmentsaullified must be removed=nchantment®n a deaglayer should remain while on the
battlefied as they may affect attemptsResurrect Talk to Dead etc.

j-  If already wearing your maximumumber ofenchantmentsyou must have aanchantmentemoved by
the appropriate mear{€ancelfrom the casterDispelMagic, etc) before receiving another one.

k. When casuponobjects they coverthe entireobject i.e. a robe witiProtectionfrom Flameon it would
preventFireballs from affecting the wearer if they stru¢ke robe. If they struck a part of the player not
covered by the robe then the player would be affected as normal.

.  May bedispelled

Fixed enchantmentd~E)
a. Disappeal(never to return) when their caster dies or travels farther than 10@réeethem.

b. Are considered to be on the area of ground da not dissipate when otheragicis cast

c. A player may only have ainglefixed enchantmenactiveat a time. Casting fixed enchantmentvhile
anotter fixed enchantmenfrom the same player is already active causes batthantmentto be negated.

Magic balls(B)
a. A magicusermay physically carrino more than 12nagic balls total. Pages and other players may not
carry extramagic ballsfor magicusers

b. A magicusermay have only one typef magic ballc har ged at a t ioMieeballsi®mmai n
countfor this purpose.

c. When anitemis struckby multiple simul-castmagic balls only the firstmagic ballfrom that groupaffects
thatitem; i.e. a shieldhit by two simul-castLightning Bols is destroyed but the wielder is unharmed. This
rule does not apply tarmor, i.e. if a player wearing torsarmorand twoProtectsis struck in the torso
armorby two simul-castlceballs, he loses both of hiBrotects

d. When aLightning Bolt Fireball, or similar destructivenagic ballstrikesa player ina location covered by
armor, thearmoris destroyedn thathit locationand themagicaffects the player as normal unless
otherwise notedMagic ballsthat deal damagésuch asMagic Bolf) affectarmoras normal per projectiles
unless otherwise noted.

e. Magic ballsof the SubdualSchoolhave no effect on equipmetitat is not bang carried Example: You
may notlceball a players shieldf it is not being wieldedr carried by them.

f.  Magic balls exceptwhere explicitly noted, only affect theréit thing they hit
Unless otherwise notedhagic ballsarenot engulfing.

Barring anyenchantmentsr magicaleffects, garkstrikescountas hitting the player ithe magic ball
would have continued on to hite player. i.e. You may not blodkghtning Bols with your cloak.

All magicclassesnust have a listf which magicthey have bought for that game on them at all times. Failure
to have this list renders a player incapable of cagtiagic Failure to wear appropriate class gatbo negates
the abilityto usemagic

Beginning an incantation discharges all of your unusedjic ballsand interrupts the incantation of any other
magicyou were casting

Magic pointsmust be genly distributed between levels; however, any number of higher faagicpointsmay
be deducted from a higher level to be spent on a lower level once the initial distribution is done. Certain
neutralsallow puchasing multiple points worth of lower levelagic In all such cases these lower level points
must be purchased prior to the start of biaétlegameand indicated on the listf magicbought.

Relicsareobjeds of great power. A relic will generally win amyuestionof magicalsuperiority unless the
magicspecifically states otherwis&xample:Sphere of Annihilatiomloes nodestroythe Shieldof Reflection

Magicscompletely casandenchantmentdischarged are considered used, even if they were ineffective against
their targets. Theame is true of all class abilitieExample, a Warriobearing thelTouch of Deatlenchantment
attempts to use it on a 6th lewdbnk. The Monk is immune to the effect andetinchantmenis discharged.

In the event of a conflict betweanagicthat is not directly covered by the rules, the highemel magicis
considered more powerful. If thmagicis of the same level, the defensinmgicis morepowerful.
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18.

19.
20.

21.

In the case of confusioor contradictions, the specifinagicdescription should be the final source. Use your
common sense when ironing out problems.

TheReevés word is f i nalfttolyduiswédteanined to loel6@ ft. byia keeve,3hen it is 60 ft.

Protections casin a target have no effect on effects already aciiee castingProtectionfrom Magicon a
person who isrieldeddoes not free them from tiéeld, though it would prevent them from being killeg a
Fireball.

Verbalmagicand alilities require the target to be visibte the caster upon completion of the incantation. If the
target of theverbalmagicor ability is wholly hiddenoutside of the casters view, such asrsisavord

completely hidden behind a shieldthen themagicor ability will be expended without affecting the target. If the
caster can see a portion of the target, no matter how small, upon completion of thatinaathespell will

affect the target as normal. For the purposegesbal magicand abilities,objectsbehindThornwalland
Forcewallare considered hidden.

Magic Clarifications

1.

Immunitiesto magicare based on th&choolof magicthey belong to. Exceptions to this are noted under the
limitations of themagic Note thaimmunitiesneverextend to equipment

Additional immunities unless specified, do not exist.
Reeveanay assist in placing magicuse® somponents, such as markers fdix@d enchantment

A breakin the castingpf magicis defined as either improper or noemagicalwording and/or a gap of two or

more seconds between words. This prevents, for exangrig spellsfrom being castvhile under the influence

of amagicthat requires an ongoing verb@lo mponent such as t hoe fcoltanmiimeng o f
spell

Effects andmagicwith ongoing chants require the chant to be répa@avith no more than a 5 secogdp
between iterations. These chants must be audible to 50 feet

Deadplayers are always considered willifgr the purposes ahagic
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Magic Relics
Certainitemsof power are used ibattlegames&nd are passed on to new owners every six months gqugst Each
groupmay use its own Religghough these are not be used in regional or nationbhttlegamesThe effects and

abilities of Relics are considered to be noragicalin nature; hits from Relics are considemadgical Relics
include:

Dagger of Infinite Penetration

When throwndestroysall norrinvulnerable armoon thehit locationstruckand continues through to hit the target.
Counts as one hit againistvulnerability andinvulnerablearmor. If it strikesa shieldthe shield isdestroyedwithout
affecting the wielder.

Homestone
Allows the tolder toMendbrokenweaponsand shieldg | : fil imm@on dx t1h0i)s. 't al so al
teammates to come baakive at his location rather thahaving to return to their base

Hor n

Hei mdal |l 6s
n d e d only usakhleth\Bavleadam,cand in fact, the only reliallowed toBarbariars.

A one ha

Ring of Power
Negates the first hifrom each separate oppongr@rbattlegame Counts against weapondass abilitiesand
enchantmentss ineffective againsspellsandmagic balls

Shield of Reflection
Is completely indestructibléVill negate any effect that strikéts even siege weaporsdmagic Any magic ballof
the Subduatkchoolstriking the Shieldbf Reflectioninstead affects the caster.

Sword of Flame

Is consideredlame (as perFlameblad¢ and will kill a victim if it strikesany legalunprotected area (as pienbue
Weapon. Confers upon itself and its ownProtectionfrom Flame May only be used by one person, for one,life
per game.
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Schools of Magic

There are eighschook of magic Each represents a differetype of effect. Please note thaimunitiesare based on
whatschoola magicis in. Therefore, aslold Personis amagicof the Subduaschool aBarbarian immune to
subdual effects,sinot affectedStun on the other hand, is of the Sorceghool| andBarbariars would be affected

by it.

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

Death: an effect whose consequee is death or the withering of a body part.
Flame: produces heat, fire, or lightning.
Neutral: magicthat isneutralin terms of itsSchool They cannot bdispelled
Protection: causes the target to be protected in some way.

Sorcery: effects that are purelgagicalin nature or somehow affeatagicitself.
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

Neutral
Advancement
Ambidexterity
Dance
Enhancement
Expertise
Extension
Imbue

Lend

Mimic
Presence
Stack

Visit

Vivify

Voice
Warskill

Protection

Barkskin

Bless

Defend

Imbue Shield

Harden

Protect

Protectionfrom Ailments
Protectionfrom Control
Protectionfrom Death
Protectionfrom Flame
Protectionfrom Magic
Protectionfrom Projectiles
Protectionfrom Subdual
Stoneskin

Sorcery
Acid Bolt
Anti-Magic
Berserk
Bladesharp/Bludgeon
Cancel

Circle of Protection
Commune
Confidence

Dispel Magic

Flight

Forcewall

HonorDuel
ImbueWeapon
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

7
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Magic Listing Key
Type enchantmen(E), fixed enchantmenfFE), spell (S), magic ball(B), neutral(N)
for on

Usesnumber oftimes you may caghatmagicw h e n

you

pay

Costthe number ofmagicpointsit costs to buy one use of thaiagic
Max the maximumumber of usesf thatmagicthat you may purchase.

SchoolThe Schoolof magicthe magicbelongs to.

Magic Format Key

Magic Name (Abbr. for TypeSchoo)

. Effect

ZrmAa—=0

Notes

Magic Points

Magic pointsusable to buynagicat that level
Level 1st 2nd 3rd 4th 5th 6th

1 10

2 10 10

3 10 10 10
4 7 8 7
5 6 6 6
6 5 5 5

Weapon Costsor Magic-users

8
6
5

6
5

(from availablemagicpoints):

Limitations or Restrictions

5

Cost per 10 pointef magic (Multiple

weapongnust be paid for, even if of the

same type

Weapon Bard Druid Healer Wizard

Dagger
Short
Long
Spear
Staff
Hinged
Shield
Bow

rwWr N WO

O~ ' dNDMBADNO

0

TWwWwwWwr oTw

FNWPRADNO

: Classesavho can use thenagic and the leveheeded to caghem.
Incantation and gestures
: Range(if any)

e

u

S

e .

(Auo

me an
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Weapon to Magic Point CostepLevel

(from availablemagicpoints)

This table lists how many poini®u have left after deducting a
weapom s t framsyourmagicpoints In the case of multiple
weapons, add their costs together and use the chart for their
combined cost. Fomagicuseb keveld s-3, $imply deduct the
total weapon ast from each level ofhagic For example a two
point weapon would allow a player eight points of first, eight
points of secondand eight points of third levehagic Note: You

may carryany numbeo f 6 backupé weapons,

number you have paid for. Example: A player who bought a sh
swordmay carry more than a single short sword, but he may nd
fight Florentineunless he paid the pomfor another short sword s

Quick Reference of Deductions for Weapd@esed on Cost
Weapon Cost Magic-Userd s L 1st 2nd 3rd 4th 5th 6th

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

ol
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Magic per Class and Level

The following tables listhe magicavailable tomagicuses at their respective levels. The table liststhea gi ¢ 6 s
name, its typeSchoo| number of uses, cost and max number that may be purchased.

Bard Magic

First Level Magic Name Type Schol Uses Cost/Max Range
Cancel S Sorcery Unlimited 0/- 50 ¢
Charm S Control 1/life 2/2 2 0 (
Hold Person S Subdual 1/life 2/2 2 0 (
Presence N Neutral 1/game 1/4 --
Protectionfrom Control E Protection 1/game 1/4 T
Visit N Neutral 1/game 1/4 --
Second LevelMagic Name Type School Uses Cost/Max Range
Legend S Control 1l/game 1/4 204
Liplock E Sorcery Unlimited 2/- T
Protectionfrom Subdual E Protection 1/game 1/4 T
Talk to Dead S Spirit 1/life 1/- T
Truth S Control 1/life 2/2 204
Third Level Magic Name Type School Uses Cost/Max Range
Confidence E Sorcery 1/game 1/2 T
Extension N Neutral 1/life 1/2 --
Imbue N Neutral 1l/game 1/2 --
Sleep S Subdual 1/life 2/4 204
Fourth Level Magic Name Type School Uses Cost/Max Range
Awe/Fear S Control 1l/game 1/4 204
Berserk E Sorcery 1/game 1/2 T
HonorDuel S Sorcery 1/life 1/4 20¢
Lore S Control 1/life 212 20 ¢
Warskill N Neutral 1/game 2/1 --
Fifth Level Magic Name Type School Uses Cost/Max Range
Confusion S Control 1/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/Max Range
Dance N Neutral 1/game 1/2 --
Release S Sorcery 1/life 1/4 2 0 (
\Voice N Neutral 1/game 2/1 --
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Druid Magic

First Level Magic Name  Type School Uses Cost/Max Range
Bladesharp/Bludgeon E Sorcery 1/game 1/4 T
Cancel S Sorcery Unlimited 0/- 50 ¢
Cure Ailments S Spirit 1/life 1/4 T
Entande B Subdual 1 boltJ 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 2 0 ¢
Second LevelMagic Name Type School Uses Cost/Max Range
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 1/game 1/4 T
Touch of Paralyzation E SorcerySubdua 1/game 1/4 T
Third Level Magic Name Type School Uses Cost/Max Range
Acid Bolt B Sorcery 1 bolt/U 1/2 --
Ambidexterity N Neutral Unlimited 2/- --
Confusion S Control 1/game 1/2 50 ¢
Extension N Neutral 1/life 1/2 --
Plant Door S Sorcery 1/game 1/4 T
Protectionfrom Ailments E Protection 1/game 1/4 T
Protectionfrom Flame E Protection 1/game 1/4 T
Fourth Level Magic Name Type School Uses Cost/Max Range
Call Lightning S Flame 1l/game 1/4 204
Commune S Sorcery Unlimited 2/- Self
Flamewall FE Flame 1l/game 1/4 T
Pyrotechnics S Flame 1l/game 1/4 50¢
Silence FE Sorcery 1/game 1/4 T
Stoneskin E Protection 1/game 1/2 T
Fifth Level Magic Name Type School Uses Cost/Max Range
Feeblemind S Control 1/game 2/2 50¢
Flameblade E Flame 1/game 1/2 T
Petrify B Subdual 1 boltJ 1/2 --
Regeneration E Spirit 1/life 1/2 T
Release S Sorcery 1/life 1/4 2 0 (
Teleport S Sorcery 1/game 1/4 T
Sixth Level Magic Name Type School Uses Cost/Max Range
Finger ofDeath S Death 1/game 2/2 50 ¢
Immolation FE Flame 1/game 1/4 T
Vivify N Neutral 1/game 2/1 --
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Healer Magic

First L evelMagic Name Type School Uses Cost/Max Range
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/life 1/4 20 ¢
Mend S Sorcery 1/life 1/8 T
Mute S Control 1/life 2/4 2 0 (
Talk to Dead S Spirit 1/game 1/- T
Second LevelMagic Name Type School Uses Cost/Max Range
Banish S Sorcery 1/life 1/4 20 ¢
Bless E Protection 1/life 2/4 T
Entangle B Subdual 1 boltJ 1/2 --
Heal Extend S Spirit 1/life 1/- 20 ¢
Sleep S Subdual 1/life 2/4 2 0 ¢
Swords to Plowshares S Spirit 1/life 1/2 2 0 (
Third Level Magic Name Type School Uses Cost/Max Range
Mass Sleep S Subdual 1/game 1/1 LOS
Protect E Protection 1/game 1/4 T
Protectionfrom Ailments E Protection 1/game 1/4 T
Resurrect S Spirit 1/game 1/8 T
Stun S Sorcery 1/life 2/2 2 0 (
Wounding S Death 1/life 1/2 204
Yield S Control 1/game 2/4 50 ¢
Fourth Level Magic Name Type School Uses Cost/Max Range
Enhancement N Neutral 1/game 1/1 --
Harden E Protection 1l/game 1/4 T
Release S Sorcery 1/life 1/4 204
Sever Spirit S Spirit 1/life 2/4 T
Touch of Death E SorceryDeath 1/game 1/4 T
Fifth Level Magic Name Type School Uses Cost/Max Range
Awe/Fear S Control 1/game 1/4 20¢
Extension N Neutral 1/life 1/2 --
Protectionfrom Death E Protection 1/game 1/4 T
Protectionfrom Magic E Protection 1/game 1/4 T
Summon Dead S Spirit 1/life 1/- 50 ¢
Sixth Level Magic Name Type School Uses Cost/Max Range
Circle of Protection FE Sorcery Unlimited 2/- T
Dispel Magic S Sorcery 1/game 1/4 2 0 (
Hallowed Ground FE Spirit 1/game 1/2 T
Teleport S Sorcery 1/game 1/4 T
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WizardMagic

First Level Magic Name  Type School Uses Cost/Max Range
Bladesharp/Bludgen E Sorcery 1/game 1/4 T
Cancel S Sorcery Unlimited 0/- 50 ¢
Heat Weapon S Flame 1/life 1/4 204
HonorDuel S Sorcery 1/life 1/4 20 ¢
Iceball B Subdual 1 boltJ 1/2 --
Imbue Shield E Protection 1/game 1/4 T
Magic Bolt B Sorcery 1 boltJ 1/4 --
Shove S Sorcery 1/life 1/4 20 ¢
Stun Weapon E Subdual  Unlimited 0/- T
Talk to Dead S Spirit 1/game 1/- T
Second LevelMagic Name Type School Uses Cost/Max Range
Circle of Protection FE Sorcery Unlimited 2/- T
Forcewall FE Sorcery 1/game 1/4 T
Harden E Protection 1/game 1/4 T
Hold Person S Subdual 1/life 1/4 2 0 (
Lightning Bolt B Flame 1 boltJ 1/4 --
Liplock E Sorcery Unlimited 2/- T
Mend S Sorcery 1/life 1/4 T
Messenger E Sorcery 1/game 1/- T
Protectionfrom Flame E Protection 1/game 1/4 T
Wounding S Death 1/life 2/2 204
Third Level Magic Name Type School Uses Cost/Max Range
Ambidexterity N Neutral Unlimited 2/- --
Anti-Magic FE Sorcery 1l/game 1/2 T
Dispel Magic S Sorcery 1/game 1/4 204
Extension N Neutral 1/life 1/2 --
Mutual Destruction S Death 1/game 1/4 50 ¢
Protect E Protection 1/game 1/2 T
Protection from Projectiles E Protection 1/game 1/4 T
Touch of Death E SorceryDeath 1/game 1/4 T
Wind S Sorcery 1/game 2/2 LOS
Yield S Control 1/game 1/2 50 ¢
Fourth Level Magic Name Type School Uses Cost/Max Range
Doomsday S Death 1/game 2/1 LOS
Finger of Death S Death 1/game 2/2 50¢
Fireball B Flame 1 boltJ 212 --
Imbue Weapon E Sorcery 1/game 1/4 T
Protectionfrom Magic E Protection 1/game 1/4 T
Pyrotechnics S Flame 1/game 1/4 50¢
Sever Spirit S Spirit 1/life 2/4 T
Teleport S Sorcery 1/game 1/4 T
Fifth Level Magic Name Type School Uses Cost/Max Range
Advancement N Neutral 1/game 1/1 --
Flight E Sorcery 1/game 2/4 Self
Lend N Neutral 1/game 1/4 --
Reanimate E Spirit 1/life 2/2 T
Vivify N Neutral 1/game 2/1 --
Sixth Level Magic Name Type School Uses Cost/Max Range
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 boltJ 2/1 --
Stack N Neutral 1/game 1/4 --
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Magic Descriptions

Acid Bolt (B, Sorcery)

C: Druid 3

M: Padded greeiaci do ball with strea
I: Holdb a | | and repe®at x5 AAcid B
E: This ball of acid is considered to be a Rédowing weapon

Will wound/kill as normal on limltorsoshots Deals two points
of damageto armorand will destroya normal shieldn three
blows, but may be parried by a weapon without penalty

N: It is not stopped byrotectionfrom Projectiles (Greater)

Advancement(N, Neutral)
C: Wizard5
E: May purchase up to three poini®rth of first levelmagicfrom
t heir ogpelllist.] ass?d

Ambidexterity (N, Neutral)
C: Druid 3, Wizard3
E: User may castagic with either hand.

Anti-Magic (FE, Sorcery)
C: Wizard3
M: 50 ft. measure, yellownarkers
I: Mark an areawithab50ft. adi us, r e pearms afn2agicf oMaya kael It hfi s pl ace. 0
E: No magic exceptneutralmagic of any kind will work within the circle, thougbnchantmentsvill reappear
when removed from the ffcted area.
N: Dispel Magig if castfrom outside the sphere of influence, will remoAeti-Magic.

Awe/Fear (S, Control)

C: Bard4, Healers

I: ForAwer epeat x3 fil make thpeatnxawédb makéoth€eaafrai

R: 20 ft.

E: Target may not attack or castagicat the caster and must remain at least 20May from the caster at all times
for a 300count

L: If the caster attacks or casts anotheagicat the target, thispelld sffect is negated.

N: Victims may still castireaeffect magic(like Doomsday that would affect the caster but do not specifically
target him.

Banish (S, Spirit)
C: Healer2

M: Undead or extrglanar creature.

I Repeat x 5thedmondiemd i s h

R: 20 ft.

E: Monsteris removed from play for a 30€ount It will come backat the spot where it waBanished does not
count as a lifdost for the creature. Three successBdnishment®n the same life of a creature will kill the
creature.

N: May not bedispelled Only usable on undead and expkanar creatures.

d.

e
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Barkskin (E, Protection)
: Druid 2
Persongnchantmenstrip
Touch person and r epetahte ex, 50stiiptbgpgesenhat ur e pr ot ect
: Recipient gains one poimif armorto all hit locatiors.
The protectioris only from physical attacks. Cannot be used with o#reror.
: May besimul-castup to two times for a total of two pointd armor. Behaves just like normarmor. May be
caston players that cannot normally weammor. Is not a form oinvulnerability.

Zrm=-=<0

Berserk (E, Sorcery)

C: Bard4

M: Enchantmenstrip, red strip worn around the head or arm

I: Touch target, repeat x2
AThe anger builds within thy veins
No longer shall thou keep it caged
Thine enemieshall feel the pain
Thy Crimson visaged berserka g e ! 0
Place clearly visiblestrip on target.
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Barbariars). May not be used on players who are already berserk. This is thematigntmenthat can be cast
onBarbariars. Each player can have this cast on them only once each game.

Bladesharp/Bludgeon(E, Sorcery)
C: Wizard 1, Druid 1
M: Enchantmenstrip
I: Holdweaponi n free hand and r epeat stifloAweldgompr ove this
E: Weapondeals one additional poimtf damagewvhen slashingMay besimul-castup to four times on one
weapon allowing it to deal up to four extra points of damage. This does not make it a red weapon
L: Only usable on bladed or blunt weappoannot be appdd to piercingor projectileweapons.

Bless(E, Protection)
: Healer2
Enchantmenstrip, item of garbor armor
Touchitema nd r e p e att hxeb stioptotitedee s s
: Person is immune to the first physical bftany type, excludingnagic balls
Immunity only applies to areas covered by ttem. May not besimul-cast
: Is notarmor, may not beMendedor Healed Is considered a form of limiteidivulnerability.

Zrm==<0

Call Lightning (S, Flamé
C: Druid 4
I: Raise empty hands above hemch d r epeat x 3toétiliketchaelel. ol i ght ni ng
R: 20 ft.
E: Target is dead

Cancel (S, Sorcery)
C: Bardl, Druid 1, Healerl, Wizard1
I Repeat x 2myiagicctanc el
R: 50 ft
E: A spell, enchantmentor fixed enchantmenyou castis negated and expended
L: May not be used on magic ballalready thrownMagic that is completedvhen cassuch asHeal andResurrect
cannot beCancelled

weapoc
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Charm (S, Control)

C:

I:
R:
E:

N:

Bard1

St at e o @Howedry a 20 syllable or more poenfollowe d by fAChar med. 0

20 ft

Enemyplayer is given a task by the caster, such as sing or detymat, which he must perform. The caster
should describe what he wants t@earmedplayer to do within a 1@ountafter castingthe spell The caster
and the victim may not attack each other during this tithehe caster dies before the instructions for the
Charmare given, the player is freed of tldarm If the caster hasot given his instructions within a ldbunt
the Charmedplayer is freedSpellends when the task is completed or a t6Qnthas elapsed, whichever
comes first.

You may notCharmsomebody to affect his own person, equipmentteammates. The victim may defend
himself if attacked, but otherwise may not interact with other players unless it is required to complete the
Charm The victim may movemmediately to a safeout of the wa location, if performing the&Charmat their
current location would place him at a battlefield disadvantage. If moving to a safe locaticoutitéor the
Charmbegins when the victim arrives atngméithetmodnoncaat i o
teacupo r @harmbeing wastedt h e

TheCharmedp | a yountstarts the moment they a@harmed except as noted above.

Circle of Protection (FE, Sorcery)

C
M:
I
E

L:

affects anyone or anything outside the circle. Forces outsid€iticte of Protectionmay not affect them.

Can 6t orlrdstoiat &ccess to an area. Cannot be used as a cage. No one can enter without recasting the
magic Neithergame itemsnor persons acting @amme itemsnay be put inside. Protdoh starts when you step
inside the castircle. Theenchantmenis ended when anybody exits the circle.

: Magicin the process of being caistside the circle is brokewhen the circle is broken (e.g., Bmomsday

circles). Players outside the circle can detect its pres@nhielinked to this plane). May be removed DByspel
Magic or having anmAnti-Magic fixed enchantment¢ast with the circle inside its area of effect.

Commune (S, Sorcery)

C
M
|
R:
E
L

: Druid 4

> Tree

:Touch tree with free,Mamsd,t rddeopmmchgitredh M@achkmune
Self

: Caster may not harm others. Others within 20 feay not harm or take hostile actions towards the caster.

:Must be chant idon & e fetGuohimm ek eand cannot be holding a weappgame itemor the

maagicis broken Cannot be closer than 20 fdaeta baser flag whenCommunaes started. May not imract with
game itemawhile in Commune

Confidence(E, Sorcery)

C
M:
|
E

: Bard3

Player
:Touch player, repeat x5 fedMohantmanstepomtarggat and power f
: While enchanted, player is considered one léugher. If a lifewas gained from the increase of level and the

pl ayer died while enchanted, the |l oss is removed
total. The player gains all abilitiexf the higher level.

: Each player can have this cast them only once each game. May not be caghagicuses or monsters

n.

: Healer6, Wizard2
10 ft cloth
:Layclothi n circl e, repeat, x5plia€d e c pomitersfs) yopwish tozprotécinside.
. Person(sjtem(s)i nsi de candt harm or be har med bymagithabne out s

ul , «

frori
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Confusion (S, Control)

C: Bard5, Druid3

Il Repeat x5 ABy the power of my mind, I owi || thee to be

R: 50 ft.

E: Target must attack the nearest creature(s) for acb@@dt(with magicif the target wishes). The target must
look around for the nearest player before attacking, but can then attack that person until it = ddadse to
change to another target t hatiskled tbemaget must maskamund forfa t h e
new target and continue until the 160untis up.

L: Monstersare immune.

N:The affected pl ayepl ayg €Canfudiom Reevwegre dncouragedito mehaéize players who
make only halfhearted attempts at this effect and to shorten the next deatitof targets that play it well.

Cure Ailments (S, Spirit)
C: Druid 1, Healerl
M: Any diseased or poisoned creature
IlRepeat x5 #dl sooth thy ail mentso
R: Touch
E: Removes all disease or poison effects on the target.
N: This is not aResurrectspell If dead, the target must still come batk life normally.

Dance(N, Neutral)
C: Bard6
ISt at e ,fidoDafnoclel owed by tspeditiisnctaon tbaet i uosne do fwitthhe, and endi
compl ete. 0
: You may casthe alteredspellwhile moving, but it must be cast within a 86unt
May only be used witlspellsfrom the caste 6 s cspedllists 6 s
. May be castvhile moving. Thespellenhanced byanceis not cast until the ending phrase is also completed.
Dancei s cast as soon as 0Danc egmagicdsnstaompletedeven i f the ac

Zrm

Defend (E, Protection)
C: Wizard6
M: Enchantmenstrip
IFRepeat x5 fmRe we stripdnesélfe nd
E: Caster is granted one of the followingPaotect Protectionfrom Magic Protection from Flamgor Protection
from Projectiles Castingmagicdoes not cause thenchantmento dissipate.

Dispel Magic (S, Sorcery)

C: Healer6, Wizard3

I: Repat x5 Al magicsop e | t hat

R: 20 ft.

E: If caston a player, albpellsandenchantmentsn a player aréispelled including anyenchantmenten their
equipment Reanimatecplayers die. If cast on ambject all enchantmentsn it aredispelled May target dixed
enchantmento remove it.

L: Not usable against relicét does not affecExtraordinaryclass abilitiesor skills, nor does it affect the
following: neutralmagicof any type, anypellor enchantmenalready discharged (such &eal), Commune
MessengerTeleportin the act of being completellpst, or Banish Dispel Magiccan canceAnti-Magic only if
castfrom the outside.

N: Will cancelProtectionfrom Magic Will remove allenchantment§ r om t he t amtgventifliet e qui p me
currently in the possession of the target. Example: Throwing dowmbned Weaposwordwill not prevent
Dispel Magicfrom removing theenchantment

Doomsday(S, Death
C: Wizard4
I: Counti Doomddayoomsday 2é0 through fADoomsday 350. 0
R: Line of Sight
E: All enemiesin sight at the end of thgpelldie.
N: Many largebattlegamescenarios will prohibit the use of masfectspellslike Doomsday
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Enhancement(N, Neutral)
C: Healer4
E: May purchase up to three imbs worth of up to third levemagicf r om t hei mspellistn cl| ass

Entangle (B, Subdual)

C: Druid 1, Healer2

M: Padded browdi Ent @an dplaé | with streamers

I: Holdb a | | and repeat x5 #AENntangl e

E: Victim is stuck in place for 158ount The victim may not mover communicatén any fashion, and neither
the victim nor his equipmerdan be effected in any wdyexcept where noted below. Engulfing.

L: Beings immune to Flammay not be freed by Rireball or Flameblade You may only have as many victims
affected as you bougmagic balls

N: Dispel Magicor a touch from a weapoanchanted witlFlamebladewill instantly negate the effect. @n
Fireball striking the victim will instantly negate the effect. Multipféreballs striking the victim will cause the
victim to be freed by the initidkireball, and affected normally by any othe&hove Teleport andWind may
be used normally on an affected victim.

Expertise (N, Neutral)
C: Wizard6
E: May purchase up to four pointgorth of up to second levehagicf r om t he i rspelblistn c| ass 6

Extension (N, Neutral)
C: Bard 3, Druid 3, Healer5, Wizard3
ISt ate finBExt endl ggpehef or e a
E: Doubles rangef thespellfor one use. If thespellhas a range of &éToucho, grants
must pointat the target in lieu of waching.
L: May not be used more than once on the same ca@&ingg no doubling rangavice).
N: TheExtension s expended when AEXt ensi on 0 spellsnsttanpleted., even

Feeblemind (S, Control)

C: Druid 5

I: Pointat victi m, repeat x3 ABYy the power of my mind, I
R: 50 ft

E: Victim may not castnagicor use any abilitiesf their class. Victims may still fight with meleeeapors.

L: Deathor Dispel Magicwill remove this effect.

N: Class abilitiesalready in use whekReebleminds castcontinue to function. Example: Warrior may continue

Finger of Death (S, Death
C: Druid 6, Wizard4
I: Pointat victim, repeat .5 Al <call faq your death
R: 50 ft
E: Person dies.

Fireball (B, Flame)

C: Wizard4
M: Padded redi Fi rd& bwiltth str eamer s
I: Holdb a | | in free hand. @and repegat

E: Destroys (or kills) anything it touches while moving, even o
a roll or footshot(it affects all targets it touches not just the
first thing struch. When throwing the caster may declare that
theFireballi s fAr emaidn | &ct hv Biredals don
will continue to burn for up to two minutester it comes to
a stop, destroying the very next thing it touches and ending
the effect.Bouncescount
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Flameblade(E, Flame)
C: Druid 5
M: Enchantmenstrip, edged weapon
I: Tiestriptoweapon r epeat x100 AFl amebl ade
E: Weaponbecomes RedThis weapon now negatéseball andEntanglehits to the wielder and frees other
players from arceball or Entanglewith a touch. The weapon itself is immutefurther Flamemagic
L: This is not equal to, and should not be confused with, the sliord of Flame

Flamewall (FE, Flame)

C: Druid 4
M: 10 ft. long cloth.

I: Layclothi n straight || ine, raise hands, repeat x5 ABYy the
E: Creates a wall of flameAnyone not protected wehtouches or crosses it will be killedny person contacting

the wall while bearindgnvulnerability loses one point but may pass through. Againgtinerability armor this
counts as one hit on every location and has a full effect otatiget if any areas have no points of
invulnerability armor Meleecannot take place across wall.

N: Protectionfrom Magicwill not protecta player from thi§ thoughProtedion from Flamewill.

Flight (E, Sorcery)
C.

: Wizard5
M: Yellow enchantmenstrip
I: Tiestripon sel f Wonudl dsntdatt ei th be nice to fly way up in the

eye, at the world thatés drifting by?0o0

E: Caster must occasionally flap their arms and emit piersorgeches for the duration of thpell (this
requirement does not interfere with the castifignagic. Immune to meleattacks by no+flyers. Immune to
projectileandmagic ballattacks from within twenty feetCaster may useerbalmagicswithout losing the
enchantment
May only be casbn self. May not engage in meleembatwith non-flyers.
: Rangefor all game effects is considered to be the same as actual physical range. Loss ofvah dissipate

this magic Caster cannot voluntarily end trgpell, but may remove it witlCancelor Dispel Magic

zZrr

Forcewall (FE, Sorcery)

C: Wizard 2
M: 10 ft. cloth
I: Layclothout in straight | i.nte, repeat x10 AForcewall
E: Creates a impenetrable 1-0oot wall
N: Nothing may cross this wall. Nothing. Seriously. Nwagic not projectilesnot anything. Zero, zip, zilch,
nada.

Hallowed Ground (FE, Spirit)

C: Healer6

M: 10 ft. cloth

I: Layclothout in circle, r carpbe mised keteinfisNathe yoeardnjuiges, allay your fears. For
all who enter, peace is had, nomay fight on Hallowed Ground 6

E: Persons within the circle may take no hostile action towards anyone else, and may not take any action at all
towards members of other teams. Persons within the circle are immune to attacks byyanithon 20ft of the
circle. While in the circle each player must codint e a | 1, He al 2 é out buidrcyelicaghh A He al
Each timefi H e a | hasZb8ed counted, the player heals a single woAng player from any tearmay enter a
Hallowed Ground

N: Has no effect ofitemsor natural armorWill only heala woundon a player; has no effect on monsters

Harden (E, Protection)
C: Healer4, Wizard2
M: Enchantmenstrip
I: Tie strip on object repeat thsynameHodtem) e B
E: Makesobjectindestructible except versuSphere of Annihilation
L: Cannot be placed on players, gaabmoror anything else that coverspéayer directly. May be casin shields
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Heal (S, Spirit)

C: Druid 1, Healerl

M: Person

I: Touch person and state: :
fi S w oQutdspeastah mace smash, arrojab,:
Let the whitelight 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, aijay
Let the white light of healing mentlhy bones. 2y
Sword Cut, spear stab, mace smash, arrow jab;
Let the white light of healing close thy wounds -
Sword Cut, spear stab, mace smash, arrowlab, i ""*;?"”“
Let the white light of healing restore thy vigor. ,J’
Sword Cut, spear stab, mace smash, arrow jab,
The white light of healing hath healéedh e e . 0

R: Touch

E:Per sono6shealedu nd

N: May be used on selMay repair one poinbf natural armolon any onehit locationinstead of healing a wound

Heal Extend (S, Spirit)
C: Healer2
I:St at e ExieHb at hen r ecpel e t he Heal
R: 20 ft.
E: Except for rangeidentical to theHeal spell.

Heat Weapon(S, Flamée
C: Druid 1, Wizard1
IlRepeat x2 fABy the power and i ghBeospebefsan,i f peati
R: 20 ft
E: The weaporis considered useless for a 36@unt
L: Works against any weapphut notarmoror shields Someone protected against flasféectsmay continue to
wield the weapon (but ilealsno additional damagand does not mme a flame weapon).
: Mendwill not restore the weapgn however, a finewod o destroyedtegms iHeat Welbpoma i n e d
does affecHardenedweapons.

Z

Hold Person (S, Subdua)
C: Bard 1, Wizard2
IlRepeat x3 fil command thee to stop. o
R: 20 ft
E: Victim may not movefeetfor 100 count May yell, fight or casainy magicthat does not involve moving feet.
N: May be castwhile moving.



>

< 4>> Official Rules of Play 7th Edition

Honor Duel (S, Sorcenry)
C: Bard4, Wizard1l
IState fA(thhdg hnamead ecsft amt s) 6 | oudly and repeat x5 ARem
R: 20ft (Both contestants must be within 20 ft of the caster when the incantation is finished $pethe work.)
E: Each contestant becomes completely immune to outsiéetsf They must duel each other until one is derad
a mutually agreed term of winning is accomplished. Participants Haaor Duel may only affect one another
andare considered to be out of play until theellis finished. The victor may choose sgfassage to their

homebase i gnoring all wounds unt il arrival . I f alive, t
enter the game.
L: May not be membersfahe same tearwithout the Reevé s per mi ssi on. Barbarians <cat

spell. Spellis negated if no side achieves victory in a 30Qnt

N: Combatis limited to a reasmable area. Should the duel become a stalemate (e.g., a participattifed or
otherwise incapacitated) tlepellwill be considered a dravf no combat takes place within a 830untand both
players must theneturn to baseHonor Duel may not bedispelled or cancelled. May not be cagh people
acting aggame items

Iceball (B, Subdual)

C: Wizard1
M: Padded whitdi | c @b anvilt h str eamer s.
I: Holdb a | | in free hand dand repeat x5 Alceball

E: Effects, Limitations, and Notes as pentangle

Imbue (N, Neutral)
C: Bard3
E: May purchase up to two pointgorth of up to second levehagicf r om t hei rspelblistn c| as s d

Imbue Shield (E, Protection)

C: Wizard1

M: Enchantmenstrip, Shield

I: Shieldi n hand, r e ptetait s xslHxtrigito stnjbldl setitiisevisible

E: Shieldmay not bedestroyedby any means excef@phere of AnnihilationThe shield is not affected by other
magic. Engulfing magic ballsthat strikethe shield do not affect the holder of the shieldFifeball that
bounceoff the shield will still affect legatargets that it strikes.

L: A hit from an Instaniill siege weaporwill affect the bearer of the shiels per normal, though the shield
itself is undamaged.

Imbue Weapon(E, Sorcery)
C: Wizard4
M: Enchantmenstrip
I: Weaponi n free hand, trheipse awe aipimdn waapahbi uee
E: Wounds inflicted by the weapdiill.
N: Imbue Weapon s of ten referred to as fwmchantehent ki I 1 6 by pl aye

Immolation (FE, Flame)

C: Druid 6
M: Cloth used to denote a 10ft radius area.
I: Laycloth t ouch ¢l ot h, repeat x5 fAMay t he pghiswreafromf nat ur e

i ntrusion. 0

E: Everyone within the area who is not immune to Flamkilled.

N: Protection from Magic will not save you from thignchantmentAny person entering this area with
invulnerability loses one poinand is ejected from thgoint at which he entered. Againsivulnerablearmor
this counts as one hitn every location and has a full effect on the target if any areas have no points of
invulnerable armar
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Killing Grounds (FE, Death)

C:
M:
I:

rm

Legend(S, Control)
C:
I

R:
E:

: The out of the way place cannot be within 50 ft of a bagthin 20 feet

: The caster may attack victims of thepell, though the caster attacking

Wizard 6
Up to a 20 ft radius circle surrounded by a stfpcloth, tape or rope
To set traplay outclothin a circle, repeatX

APoi son seep, venom creep, flesh in mossy graves yet

Rise from thy undreamingsleep bi de and soon make mortals weepo
To trigger, enter the circle and repeat:
ARi se up now, rercemivee d htyi peayha ¢ hoeo me , now sl ay. o

: All within circle die.

May not be used .Noadtherfixed eachantmeninay &xisbvatkireits radius, regardless of
who castit, and it cannot beast if one is already in place, again regardless of who cast it.

: Caster dies whemagicis triggered. If caster is killetefore triggering the trgghemagicis not expended.

Nothing will save the caster fno his ownKilling Grounds This is the onlyffixed enchantmenthat may be pre
placed.

Bard 2

State fdefebythashoddem of 20+ words, and end with
ifiLegended

20 ft.

The caster and victim mouwe an out of the way place within 50 ft of
the castingof the spell, where the caster wiperform for him. To start
his performance he states "I will now give a performance” x5 so that
can be heard at least 50ft away. During the performance, Neither the
caster nor target can be attacked by anyone within a 20 ft radius. Th
caster may defendimself, but at the cost of canceling tgeell. Once
the performance has begun, the caster may attempt to ensnare peog
targeting the player and stating, "Legended!" Anyone susceptible to
controlmagic within 20 feetof the castermaybe ensnared. The caster
may attempt to ensnare a maximwmoimber of people equal to his level
Unsuccessful attempts to ensnare a victim stllinttowards thidimit.
Ensnared players must immediately go to the ¢astede, after which
they cando nothing.

o

of where direct combast happening, owithin 20ft of anothetegend =
The caster must remain within a 5 faadius of where the performancel
began for the duration of tHeegend If the caster moves outside the 5
foot radius, it ends thkegendeffect. Performanclas a maximum
lengthof a 300count(started the moment thepellis finished being
cas). If ended without the deathf the victim(s), the victims must tag
their base b#re returning to the game. Players not ensnaretdgend
may not attack, cashagic or use class abilitiesn thecasteror his
victims if within 20 ft of the caster performance but may enter and
leave the area at will.

anyone in d_egendfrees all other victims and theegendspellis
broken The caster attacking anyone not affected byltbgendor
casthng any othemagig ends thd.egendand frees all victims (who
must still tag baséefore returning to the game). The caster and victim are considered removed from the game
during their transit to the performantmcation. This is considered an ongoisell effect and as such may be
removed viaDispel Magic (but notReleasg targetedon the caster.

Lend (N, Neutral)

C:
E:

N:

Wizard 5

May lendmagicto anothemagicuserof the same class. That person may then usentdgicas if he had
purchased it with his own point3he castetendingthe magicmay no longewuse it.

To Lenda magig the caster must pay for both thendand themagiche islending.Lendmust be decided,
bought and paid for before the game begins.
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Lightning Bolt (B, Flame)
C: Wizard?2
M: Padded yellowi Li ght nd nwi tBhol st r eamer s
I: Holdbolti n free hand and re@eat x5 ALightning Bol't
E: Players strucklie; Iltemsstruck aredestroyed

Liplock (E, Sorcery)
C: Bard 2, Wizard2
M: Enchantmenstrip
IlRepeat x5 ARemailn stihe i ter winh
E: Bearer cannot speak or otherwise responquesions asked undefalk to Deador similarmagic Does not
L: May only be casbn each player once pbattlegame
N: Disappears when the person comes backfe. May be casbn an unwillingtarget.

Lore (S, Control)

C: Bard4
I:St at e, ¢iLfoolel owepdo ebmy (a2 0Os hworrtds or mor e) , and ending wi
R: 20ft
E:The caster and target are removed fr onestbéheoquestboneo.d Th e
which must be answered truthfully. The caster may continue askiegtionsu nt i | he receives a

in which case, thepellends. If the target does not know the answer ofgtirestion he may state so, butdbes
not end thespell The reevesnight give thecasteradditional information to further define theore spell (Very
useful inQuestsand special scenarios).

L: Theguestioninghas a maximuntime countof 100. The caster and target may not attack each other during the
duration of thespelland for a 10@ountafter its completion.

N: Neither the caster nor the victim may moafeout while thequestionsare being asked.

Lost (S, Subdua)

C: Healerl

IlRepeat x5 fAl. omake thee | ost

R: 20 ft.

E: Person must go badk their baser nirvana(whichever is farthst away) before they can do anything else. The

person isout of gameuntil he reaches his destination.

L: May not be used on Teammates.
N: May not bedispelled.
Magic Bolt (B, Sorcery)
C: Wizard 1
M:PaddedMdgicRBodd fiwi t h str eamer s
I: Holdb a | | in free hMagicdBolamd repeat x5 i

E: A direct hiton a person will kill or woundhem just as if it were a throwing weapadviay be blocked by
shieldsand weaponsDestroysone pointof armor.

Magical Projectile (E, Sorcery)

C: Druid 2
M: Projectile(arrow, javelin, throwing knife, etc)enchantmenstrip or a cloth cover for arrows.
I: Hold projectilei n f ree hand, repeat x5, @ Mpy projactiiswepporo j ect i | e s

E: Projectilewill deal one more poinbf damagethan normally done by the projectile type. If this increases the
damage to five points or morthe projectile damages shields a red weapothat can be counted as strikes
shields even when used as piercimgapons

L: Monks may still blockhese progctileswithout penalty

N: This enchantmenmay besimul-castup to four times, providing four additional poind§ damageto the
projectile
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Mass Sleep(S, Subdua)
C: Healer3
IlRepeat x300 (pifeddatsoaNt SO eep
R: Line of sight.
E: As perSleep except effects everybody (Hoteams) in sight.

Mend (S, Sorcery)
: Druid 2, Healerl, Wizard2
Repeat x10itemMh&keet Again. o
: Touch
: Will repair adestroyedtem or restore one poirdf armorin one location.
. Cannot be used to negate the affectslet Weapon
. If an enchantedtem is Mended its enchantmenstays intact.

Zrmau-—-0

Messenger(E, Sorcery)
C: Wizard?2
M: Enchantmenstrip
I: Stripin free hand,pasevaqde xrnidipantBlayEre, 06 t i e
E: Recipient must go straight to destination, deliver message, then return mhgrewas castCannot harm
others nor be harmed, and may not be followed.

Mimic (N, Neutral)

C: Bard 5

M: Wear a sasbf the class you are mimicking in addition to your baegh. The new sash must be worn on the
opposite hip and shoulder from the caster sash.

E: During life used caster gains all tn-magicallst levelabilitiesand restrictions of a single standard class
that is mimicked, including all weapoyarmorand shieldgpermitted that class at 1st level. The castary also
still use his normal class abilities

L: May not be used tMimic the Anti-Paladinor Paladinclassedunless caster is a knight

N: If Berserk caster may not castagic Monstersmay never be mimicked.

Mute (S, Control)
C: Bard5, Healerl
Il Repeat x5bthde.sd |l ence
R: 20 ft.
E: Victim cannot speak or cagtagicfor a 100count

etc) are not affected and may still be used.

Mutual Destruction (S, Death
C: Wizard 3
IlRepeat x5 Al cal l for our deaths. 0
R: 50 ft.
E: Both the caster and the victidie.
N: Nothing will protectthe caster from his owNutual Destruction

Petrify (B, Subdual)

C: Druid 5

M:Padded grbhg!l ipewrshystreamer

I: Holdb a | | in free hand, repeat x5 APetrify

E: Victim is stuck in place, a stone statue. The victim may not nevemmunicate in any fashion until the game

is finished. He and his equipmec&nnot be harmed. Engulfing.

: A magicball may not be reused if thepellis in effect (on a victim), but may be reused once the victim is free.

L

N: Releaseor Dispel Magic will instantly free the ictim, while Heal will free the player in a 15@ountstarting
from when theHealis completedShove Teleport andWind may be used normally on an affected victim, but
he may not othevise be moved. No othenagicwill affect them. A player who takes a deathile under the
effect of Petrify may not in any way return from the deawith the obvious exception of his normal death
count, until aSummon Deatias been castn the corpse.
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Plant Door (S, Sorcery)

C:
M

R:
E:

L:

Druid 3

A tree taller than the caster.

Touch tree with bothbhphandsrecepegat axbofi@peprotector
Self

Caster is assumed to be inside the tree, and may not be attacked. Magrbasinagic but must touch the tree

or spellends.

If the tree is hitl0 times by a slashingeapon or if a flameeffectstrikesit, it is destroyedand the caster is no
longer protected. The c&s may not fight with weapons while tispellis in effect. The caster may be affected

by verbalmagicwhile he is castingnagic

Presence(N, Neutral)

C:
M:
E:
L:

N:

Bard 1

When used, must tie a blsérip upon an arm

Due to respect and awer the position, alBarbariars will not attack the caster during a lifie which Presence
is used. Alspdue to professional respect, Druids andrWs of lower levethan the caster will not attack the
caster.

If the caster attacks or castmgicat aBarbarian Monk, or Druid who is affected byresencethat person may
ignore the af fRresénsdordhe restlofdhe gams.t er 6 s

Protect (E, Protection)

C
M:
|
E

N:

: Healer3, Wizard3

Enchantmenstrip

:Repeat x 1 Omadicmtecttthheiesstiopon derson
: Person enchanted is immune to the firstdfiiny kind or the firstnagiccastagainst him. This is one levef

invulnerability.
May besimul-castup to two times on the same person, protecting against the next two hits. May not be
Mended

Protection from Ailments (E, Protection)

C:
M:
l:
E:
N:

Protection from Control (E, Protection)

C:
M:
I:

E: Target is immune t€ontrolmagicand abilities

Protection from Death (E, Protection)

C:
M:
I:

E: Target is immune to Deatiagicand abilities

Protection from Flame (E, Protection)

C:
M:
I:

Druid 3, Healer3
Enchantmenstrip
Repeat x1Q hfele g m otme ¢stmif on pensont vy, 0 t\%
Person is immune to all forms of disease and poison.
This will protecta person from being conved to an undeadr lycanthrope.

Bard 1
Enchantmenstrip
Repeat x5 AThou art stiperatarget s s

Healer5
Enchantmenstrip
Repeat x 5thefe frompdeathto estrip oa person

/

AT
Druid 3, Wizard2 { f ’/ )\f . uj‘ll» jq“'\\,‘!‘s\w\"iiwﬁji éi‘\“\\i\ <’\E“{JU o F
Enchantmenstrip M AN DB e MR e
Repeat x10frdnRheo ¢ e imie @b stogon personepbpectt i e

E: Target is immune télamemagicand abilities

N:

Negates &ireballd andFlamebladé segation oflceball andEntangle

(
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Protection from Magic (E, Protection)

C:
M:
I:

Wizard 4, Healer5
Enchantmenstrip
Repeat

Protection from Projectiles (E, Protection)

Zrm==<0

: Wizard 3

Enchantmenstrip
Repeat

x 1 0 frdmPprojedtilesc & strdpma person obbject
: Protects from all noimagicthrown or shotprojectiles(such as aows, javeling throwing dagges, etc.)

x 1 0 frdinRall formeodntagig 0 strip oe person opbject
E: Blocks all forms ofmagic even beneficiainagicsuch adHeal andResurrect
N: Treat weaponsvith Imbue Weapowraston them as normal weapons.

Ineffective againsimagic balls the Daggeof Infinite Penetrationand weaponbearingMagical Projectile.

: Will stop Siege Weaponthat are projectiles

Protection from Subdual (E, Protection)

C:
M:
I
R:
E:

Bard 2

Enchantmenstrip

Repeat x5 AThou shall
Touch

Target is immune t&ubdualmagicand abilities

Pyrotechnics(S, Flamé

rmA-—0

: Druid 4, Wizard4

Repeatx 5 i | call

: 50 ft.
: Objectis destroyed
May be repaired by Mend Does not affect b&s, relics game itemsitemsbearing theHardenenchantment

upon dedireythat lokgeate .nd

h astrigon farget.e d o m

of

f

of

ir

movement

Imbued Shieldsr anyenchantmentls stopped byrotectionfrom Magic andProtedion from Flame

Reanimate (E, Spirit)

C:
M:
I
E:

Wizard 5
Enchantmenstrip

Repeat x10 @ARi s e stapodplafer g ht

Player temporarily comes badfom the deado
loyally serve the caster. Themchantmenlasts for a
200countor unt i |
When the time &s elapsed the player is once again
dead and may return to lifghen his normal death
counthas expired, or immediately at his bakhis
deathcountexpiring ended th®eanimate Any player
havingReanimatecag on them is affected as p8ever
Spirit.

. Dispel will kill. Wounds (other than the one which

killed) and damag&o armorremain, but may be
Healedor Mendedas normal.Reanimateglayers may
not usemagicor per lifdgame abilitieghough any that
were already in effect (i.e. Warrior who had already

: As Reanimatds anenchantmentperson does not

retainenchantmentsarriedbefore deathunless they
are able to bear twenchantmentge.g, 6th level
Scoutsand wizardStacR. Even if this is the case, if
they were bearing twenchantmentsnly one may be
retained.

t h eourgis fanighed. 6 s
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