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AMTGARD
A SWORD AND SORCERY BATTLEGAME

RULES OF PFLAY

Amtgard 15 a strange dimensional plane which all manner aof folk may
travel inte. Amtgard is open To any type of medieval or ancient/
medieval fantasy enthusiest. {(Leave the cowboy hat, tie-dye, and Star
Wars crapola at home.) & participant creates his or her own tharactor,
including @ name and history. The point behind all this is to stim-
ulate beth the body and the imagination and behave as an elf, ninth-
century MNorseman, or demon might.

Costuming is & very impertant area, toc. Authentic clothing materials
are Leather, fur, cotten,woel; and for armer, steel, tin, and bronze.
XX century materials can be used, but hide things like zippers and
blue jeans. Check the Library and fabric pattern books for ideas,

HOW TO PLAY IH AMTGARD

Anyone 14 cr older may fight in an Amtgard battlegame. Standard bearers
and paiges should not be vounger than 12. _
While all weapons are safe and accidents seldom occur, the Amtgard
Battlaegame Group assumes no responsibility for personal injuries.
Observers are only permitted at tournaments (field events) .

WHAT 15 MEEDED:

1. Bring your handbook te go over if need be. Anyone wanting to partic-
ipate must obtain a handbeook. AMD READ IT! The handbecks zre not being
sold to make a profit, but so every participant will have a clear
understanding of the game and disputes can be kept to a minimum. A
handbook may be purchased by mail or at the check-in. i

2. A site charge must be paid. This iz te cover REEVE cquipment and
bookkeeping expenses. An admission ticket will be issued- hold onto dt.

3. A costume. (SEE THE PERSONA AND COSTUME SECTIORS.)

4. A weapon which will meet our size, construction, and safety requilre-
ments. (SEE WEAPONS SECTIONS.)

5. If you are a healer or scout have your healing spell gerall with you.
Wizards must have their spellbook and equipment with them to work magic.

6. 3 strips of eloth- white, blue, and red. The red and blue will serve as headbands.

S0 now you're really perplexed (unless you cheated and opened to the middle of the
book). Read on.

Check-In and Registration last one (1) hour. After check-in closes, anyone erriving
late will not be allowed te fight, but may reeve.

PERSOEA GUIDELIKES

Eeal History: Your Charactor is based on an Earth human whe could have truly lived
before 1650 A.D. Your name, clothing, weapons, etc are histordecaly correect for the
time and place your perscna is born in. Check history and geography books. HOTE- Do
not try to impersonate a famous historical figure (Robin of Lockesley, Robert the
Devil, Will Adams, Walter Raliegh, ete..). It would draw large amounts of laughter and
shows a lack of originality. In additfion, a fighter portraying Lancelot Dulake had
BETTER LBE REAL GOOD, BECAUSE EVERYRODY WILL EE LOOKINCG TOD HAIL HIM!!E




redia Fantasy: Just to make Lhings tough (and because we'lre biased), the works of J.R.
R. Tolkien (The Hobbit, the Lord of The Rings cycle) will be the standard for Hebbits
{of course), Elves, Dwarves, Orcs, Ents, and Wargs. If your perscna 1is based out of a
bocl, movie, religpionfmyth, television ghow, board game, ete stick to just that mater=-
ial &5 vour relerence. Meaning- Don't combine Hunters of The Red Mpon with Amber and
the lost continent of Atlantis. And on the same note- the Iron Hills have never had
any contact with medieval Japan, so what's a dwarf doing in'z gi with a otana? [warves
wear short belted robes with heods and carry axes,

Fecause of the limguistic rules/proklems some literature hag, 1t mav be necessary Lo
Fake a well-known name (of course as 2 last resort). As part of your persona develop-
ment, make it REAL CLEAR to everyone that you are KOT that charactor. For example-—
Conan and Merlin are very commen Welsh male names. Conan Uerch Kyle and Merlin the Gold
Smith would he accepcable for Welshmen. Aragorn son of Arathorn or Scrider the Ranger
are mot aceceptable for anyone.

snd don't try te be clever, like scealing a charactor from what you thinX is an
ohseure sourse. Chances are we know the auther and have aubapraphod first-editions:

Pure Fantasy: Toa many people will Fiepc it eaSy to cut leose and make up rules as they
oo aleng. DOK'T! Pure fantasy is fine, but make it believable. Remember, everyong has
be swerd and sorcery related. Timetravellers, immertals, and ship-wrecked astronaudcs
must keep this in mind. Leave the phasers and deflector shields at cthe Con. Set your

own rules and stick to them.

COMPRYS PRD ARMYS

Feople who are friends mdsor a certain perscna Lype mey wWish to band together. This
aqrodp is called a COMPANY for genersl purposss. Bach Company then chooses a nams, 2
CADTEIN and SARGEANT (the T is silent), ard designs a flag/ device. The name should ke
sorething original ans interesting. for instance, "The Wnite Wolwves'. A COmparny of a
single naticnality or race, say OICS, might went the name, "The Orcs®. Lut as more orcs
show up, they would probably want to 2isti nquish themselves (for example— "The Red-
Eand Orcs" or "Slurth's Raiders".) & group of elwves, Danish Yikings, and wargs calling
themselves "The Celts! is durb. A corpany's interest would be good (The Blue Mystics'
fuild” or "John The Brave's Fres Conparry ") .

Fighters and wizards unattached to a company are refered to as NOMADRS. Do not feel wou
have to join & OOMEEny -

For a battlecame, most scenarics call for two eides, called ARMYS. Both armys will have
fairly even sidas, Companys will be bandsd together into an ammy with an CVERLCRD OCiM—
MANDER chosen to lead it.  Assassinations OF challanges may occur, bub to keep this
from becoming comoon, 3 oextra minubes Wi 11 be added to the assassin's or vickorious
challanger’'s time in Wirvana. The anmys aoe destireuished by colored headbands- RED

for one and BLUE for the other. Headbands must e worn at all bimes.

HERALLEY

A DEVICE is the insignia displayed on a flag, coat-of-arms, tabard, clothing, etc...

4 device should be original or abt least in kesping with cne's persons end/or oonpany. A
grovp of Saxons and Japanese bearing the Klingon device is dumb.

& Corpany should wear uniform gark andfor prominately Woar their devices (perscnal and/
or company) . Besides a shod of unity. it will help to show who is on what side. The
mrber of people who will De killed by Chelr own gide will shock you.



EOYALTY, NOBILITY, AND AWARDS OF AMTIOARD

FOYALTY - King and Queen oL equivalent titles. Their reign, which
1aste & months, is won ky force of arms at the Crown Tour nament
held twice a vear. The victorious fighter's mate or favorite becomes
ueen of Frince ronsort. Children of the royal couple are Princes
and Princesses.

DUKE and DUCHESS - Fetired monarchs. Margquis = son of & Duke .
Marquise - daughter of a Duke .

EARL / COUNT / BARONS/TESS) - Titles granted for miscellaneous
nhonors by the King's whim.,

CHAMPION — Second place fighter at the Crown Tournament and the
first person to receive accolade by the new monarch, (See exceptions
in secticn #6).

PALADIN - A Knight after 12 additional bhattlegamas may wish to

make & public declaration of his or her chastity. The Knight then
becomes a Paladin. While there are restrictions on gqark, Weapons,
apd armor, the Paladin becomes Curse resistant and g2ins the ability
+o heal himself and others.

FNIGHT or DAME / MASTER or MISTRESS = AT-ARMS, BRIGAND, ASSASSIN, 6A
THIEF - A participant is awarded for grand achievement in their
Field of endeavor. rranted by the ¥ing's whim., & “aster oOr Mistress
cannot become & Knight oOr enter inte or advance in the Order of

the Lion. A Master Wigard is a combat zchievement and is eligable
for one level #6 title and other titles Srank.

OQUEENS ORDER OF THE DRAGON - awarded by the Queen's whim for
cnltural achievements.

QORDEE OF THE LION. = awarded for heroism. Also & factor for Knighthood.
Deeds performed each result in a degree being awarded. The order
has 10 degrees - The first being the lowest, the tenth the highest,
Ten degrees result in ¥nightheod.

5, ORDER OF THE CHICKEN - awarded for cowardly accomplishments by the
King's whim. vembership disqualifies entrance into or advancement
in the order of the Lion.and ¥nighthood.

{E
T
e
iZARD
o i
Tremnfibs of o gead aosbams 1 ,I'-.".'_I-'.ﬁ.l'_-!'?"t

fur ':: REMEMBER,

1--“’”“' - i

jewellry A SEALSS

e bal ateia riwaks M = BT A

frings Al ~

sl1k genl )

1 oo

roqa

niTapd

A EMAN



TITLES AND MOBILITY

Titles and rank puest be ezrned on the basis af Tighting ability andfor courtly accom-
plishmencs {urls, crafc, music, cic..}, costume, and persona development.

Untitled nobility may be claimed (as in the case of the fourth child of a duke or the
child of & knight).

Gold, purple, and silver are clothing colers reserved for royalty, as are crowns., White
belts and gulﬂ—¢nluruﬂ spurs are reserved for knighcs. Octher clothing, color, and
regalia restrictions are noted umder FIGHTING TYPES.

FIGHTIMG TYPES

Warrior: This tyvpe of participent relvs on the force of grms to win wictory. A warrior
may not use healing spells or cast spells. Cercain magic "relics" and weapons may be
used (see RELICS). Any non-magical wespon and armor can be used.

Scout: This is the only type allowed co scout. The acout is allewed to heal only one
person per bactlegame. The scout mest wesr a green Cunic with or wilithout & green cloakx.
The scout may only wear scale or chain maile or leather w/wo studs armor..WEAFON
RESTRICTIONS= Dagger, coe-haoded sword or aze, javelin, and longhow.

Faladin: A gentleman (at all cimes) having fought 12 or more battles after being
knighted. . The paladin is allowed to hezl three people per battlegame- cne may be for
himself. The garb of z pzladin iz a white tunic with or without a white cape. Armer is
only chain maile or plate. WEAPON RESTRICTIONS- one or twe-handeé sword, meourningstar,
dagger, shield.

Healer: A healermay casc unlimiced healing spells during a battlegame, but can not heal
himself. A healer wears a red tunic, but may not wear armor. In addition, & crucifix or
cresent moon {depending on your owm religious preferences) deviee or necklace must be
prominately displayed on his person and 2 scroll with the healing spell must be cavried
at all times. WEAPOH RESTRICTIONS: quarterstaff, mace, meurningstary, and shield.
Apprentice Wizard: This is a beginner magic-user, but can cast unlimited apprentice-
level spells during a battlepame. The A.W. may not wear armor. Garb is a leng robe

(any unrestricted coler) with a pointed cap or heod. A star necklace or device must be
displayed. WEAPOMS RESTRICTIOKS= one-handed sword, quarterstaff, dagger, apprentice-
level relice and weapons.

Master Wizard: The weapons and garb requirements are the same as for an apprentice,
except that after 12 bactlegames, The title "MASTER WIZARD' is bestowed and both master
and apprencice-level spells may be used. A master wizard is possibly the most dangerocus
participant in a battlegame!

Sguire: A begpioner warrfor directly vnder the orders of a paladin, knlght, or wirrior
with the experisnce of 15 battlegames or more. A squire wears his master's device and.
uses the same type of weapons. After 2 years, the sguire will definately be considered
for knighthood.

HOM-FIGHTING FARTICIPANTS

REEVE: The reeve is Amtgard's answer to a judge or referee In combat situactions. The
garb of a reeve is 2 gold tunic, tabsrd, headband, cr cepe and is armed with an unpadd-
ed gold staff. Keeves must be honest and relisble. The reeve iz not fiphting and anyone
touching him in an offencive manner is dead for the remazinder of the battlegame and will
probably be told net to come back! The reeve may stop the fighting at any time with the
comonand, "ROLDY" Evervone will freeze until the prohlem is straightened out and the
reeve commands, "LAY ON!"™ The reeve is the final say out in Lhe battlegame and WILL be
oheved .,

STANDARD BEARER: This a person who's only job is to carry a company's flag/totem. Bince
he i= & non—fighter, he may not be hit: but, 1f the flag is captured, he is still allow=-
eéd to carry it. The standard beerer must cooperate with the captors, though.

Jalge: a paige 1s a non-fighting servent and is not allowed out in the lists or battle-
field, except te carry his master's corpse off. Paiges, like squires wear their master's
device and assist him in non-combat ways{running errands, hold water bags, ete..).



ﬁwwuns TYPES
/ Besides a few magic weapons, which will Dbe discussed later, Amtgard only allows for
aapons in existance on Earth before 1650 AD, Except for explosive or chemical

weapons (rockets, flintlocke, greek fire, ete..). All our weapons are padded replicas
of the real thing.
The way a weapon may be used is indicated by a strip of colered tape prominately
showing on the stricking surface. ;
Elue: Smashing/hacking. Swords, axes, maces,and clubs fall into this catagory.
Green: Thrusting/stabbing. Daggers, spears, and arrows, for example.
In addition, a weapon may also be taped:
Bed: The weapon must be used two-handed. If one arm is cut off, the weapon must be
dropped. A red will destroy a shield in three blows (the blows have to be sclid hits,
not taps). On the third blow, the shield must be dropped. The fourth blow destroys the
shield arm!
Yellow: Mzpic or may be enchanted. Unless it 1s a relic, a spell must be cast on it to
be used magicly., Otherwise, it does normal damage. {(Sec MAGLC WEAPONS AND RELICS for
damage. )
Black: Throwing. Jevelins, Throwing axes, rochks, etc...
White: Specisl. Examples are catapolts and battering rams. A white requires 3 people to
move or operate it (in the case of a catapolt, 3 must be tcuching it upte the time it
fires). A white may be descroyed by one hit of a yellow or tem hits of a blue or red.
A hit by a white is death, regardless of shield, armor, or casting a spell.
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The following sections may seem very confusing and technical. Active participation in a few
garmes 15 &l it {akes to develop a cohesive understanding of the game and s rules. After 21,
think how confusitg baseball waould appsear if 105 reles were writien cut, A5 laras the game beng
oo technical, we feel we have found just the right medium for keeping both the "tech nuts" and
the “simpletons” happa.

DAMAGE TO ¥OU

Ho Armor:

Head: Out of bounds, except for arrows and throwing weapons, which result in death.
Hands and Feet: Mo damage. Mo blocking with them allowed, though.

Arms: A hit on the arm resules in less of that limb. Anything being held om that arm or
in that band must be dropped before it can be plcked up agein. 4 lost arm should be put
behind wour back or held stiffly against the body. A second hit te that arm is death
(we're going on the theory that the hit arm isn't there).

Legs: A hit results in a lost leg. Drop to one knee. A second hit to the lest leg has no
effect (it isn't there,either. Kinda makes up for those twe arm hits, huh?). Crawling,
dragging oneself, being carried, rolling, and making a shert spring onte an Ccpponnent
are the only ways to move with a leg missing. MO HOPFIRG AROUMD ON OHE LEG:

ANY TWO LIMBS HIT IS DEATH!

“nrsce: Death. The shoulders are torso. The groin,and breasts on femsles are unethical
argets and should be avoided, but are legal torse hits, However, any reports of unsperts-
manlike shots to those areas repeatedly will result in the offender being told not_to
come back.

While it does not count as srmor, XXcentury groin and breasc protection and shatter-
proof eyeglssses are highly reccommended. Accldents do happen.



AR

gﬁﬁi same damage rules apply teo the armor classes. The big trick ds "cutting' or

‘smashing” through the armor to do the damsge. All srmor must look suthentdc and be
worn OVER gerb, so your opponnent can clearly gee what it is. Aroer only protects the
a . it is over. For example, & plate breastplece cnly protects the chest. Aluminum,
fiverglass, rubber, plastic, pop Ltope, and other man-wade material will not pass for
ATmOY .

Leather isn't thﬂhp,

Chain isn't plate. !

If ywou want the protection,

You have to bear the weight,

Leather/Studded Leather: The minimum thickness 1c 1/F th of an inch. This eroor is
destroyed on the second blow. Arrows and throwing weapens penetrate in one shot, though.
Ring/Chain Maile: Minimum- 1% gauge steel. If the maile is not mounted over leather, a
gacbeson (g sweatsuit is minimum pretection) MUST be worn. Ever pull links cut of your
skin or get hair tangled in maile? HMaile is destroyed om the third blow. Arrows end
throwing weapons will penetrate in one shor.

Plate/Band/Scale: The fourth blow destroys it. Arrows and throwing weapons will not
penetrate. 16 gauge steel 1s the minimum.

ARCHERY AMD THEOWIKG WEAFORS

The limit for & bow's pull i no more than 35 lhq. He compound bows. We will have a pull
gauge on hand to check poundage. The guality of arrow you buy is up to you. The cheap
40¢ E-Mart type do not £ly as well and break easily, but when you lose them, the loss
ign't as had as when you lose the $3 aluminum type. Broken or mended arrows &re nol to
be used. Likewlse for arrows without their fletching. A1l wooden arrows must be wWrapped
in tape.

Arrows must always be shot- they can’t be used as a hand weapon. Shields, plate, band,
a- ' scale armor; and physical cbstructions stop arrows, Cloth sheete or nets may not be
h. .¢ up in forcs te stop projectiles.

An arrow to any limb and veu've lost it. An arrow to any other pert of the body, except
hands end feet is death. Bows may only be drawn half-way at cleose range. Fighters cen't
snatch arrows out of the air or knock ther sway with their weapons. If an arrow 1 shot
at you and 1t hits your weapon, the weapon is destroyed and may not be used until you
have been killed and relncarnated,

Bouncing or richocheting arrows do not count. You may not carcy octher peaple's arrows
around, but may be shot bsek at them. If a bow 1s hit by & weaspon, the bow 1s destroyed.
A bow may he used to turn sside thrusts. Glancing arreows don't count. If the arrow
continues past you in ite same flight path, that is & glance. Sometimes an arrow will
hit ot an angle and deflect off the body. That Is not & glance, for a real arrow would
hoave stuck in.

4 throwing weapon must be treated like a loosed orrow. A hit by any part ef = throwlng
weapon counts as a hit. Therefore, all parte of e throwing weapon must be padded.
EXCEPTION ‘TO THE ABOVE: 4 rock 1s good for shote only to an unarmored head. A hit is
death. :

S50 KOW 1I'M DEAD
The instant you are killed, fall down and scream. Make it dramatic! Reeves will award
bonuses for reslly pood deaths. If you witnees & good desth, ask his name and report It
to the NIRVANA BEEVE. And if vou witness an unsportsmanlike act, ask his name and repertc
it to the NIRVANA REEVE. ;
Once you are down, tie your white strip around your weapon's blade or fmpect surface or
chain, This must be kept on untdl you are brought back te 1ife, Reeves will penalize

se who arrive at nirvana without a strip arcund thelr wespon. The dead must lie flat
while the fighting is going on; no sitting up or rubbernoecking aTound. Lay down rather
than yell, "0K! I'm dead! Stop hitting =mel"™
If wou are ingide a fort and fear you will be stepped on, curl wp inte a ball. The
living should either drag the dead out or pile them up. The dead can not talk teo the
living or they will he penalized. The dead may talk to the dead when the living aren't
arcund [ (Keep it to low tones).



‘iose who keep striking the dead lying down

be penalized.

In field tournameénts, the dead have the option of either lying there or running off the
lists with their weapon held over thelr heads and then may watch from the sidelines.

Remember—- 1o :La_j_k:i_ng ar giving advice To che
If wvou really do get hurt { blocdy lip or stunmed),

ghout, '"HOLD!" People shouldn't

keep hitcing you te kill you. We have had a few people who were momentarily injured £all

te the pround. Evervone thought they were

popped up and started flghting again. If wyou get hurt,

"dead”™. Then suddenly they felt better, they
consider wvourseli dead; Temove

yourself from the fight. Deliberate faking of an accident, or a game death or wound is

noct allowed.

REINCARNATION

When all the living are gone and only the dead and wounded are left; the dead may get up
and collect their equipment. Go directly to Mirvana (remember, no talking to the livingh.
If a seige &t & fort has been going en for mere than 20 minutes, the reeves will call a
momentary cease-fire, to let the dead lesve for Nirvana. During a cease-fire, the
wournded and living may not move. N0 FIGHTIKG, HO COLLECTIRG OF WEAPORE, RO TACTICAL
MANIVERTHMG, AMD REMATH QUIET 50 DIRECTIOM: MAY BE GIVEN AKD HEARD !

When you arrive at Nirvana, go te the reeves, get in line and wailt your turn. Tell the
reeve your hattlename. The reeve will record the time and for ten (10) minutes you will

-

have to stay there. Unless you have been bonused or penalized. A bonus takes > minutes
off wour stey, while each penslty adds 5 minutes ento your stay. The living may not .
enter Nirvana, except ta report violatiens and then must quickly leave. You are allowed

3 reincarnaticons, the fourch time, you stay dead.
Mest peocple leave Cheir food and drink in Mirvana.

You must go to Hirvana and STAY there.
When the reeve tells you your time is

up, wou may leave MNirvasa. IE wow remeve vour white band the instant you step out, ¥Fou
might be ambushed. Therefore, we offer you this alternative to instant life- You may
keep your cloth on until you leave sight of Kirvama, then you may remave it. Howewver,
you must be on your army's side of the battlearea and heading toward your fert. In
tournaments, there is no Nirvana. You are brought back to life after every melee.

HEALIKG SPELL

This healing spell must be used by healers,

paladins, and scouts.A scroll made from

parchment or parchment-style (no, not grocery bag) peper attached to two wooden rods.

must have this this spell writtem on iC.

the spell is interrupted, it must be restarced.

attack during the spell.

SWORD CUT, ETEAR STAR, MACE SMASH, ARRD] JAR

LET THE WHITE LIGHT OF HEALIHG DESCEMD OM THOU.

SWORD CUT, SPEAR STALR, HMACE SHASH, ARROW JAI

LET THE WHITE LIGHT OF HEALING STOF THY SPILLING BLOOD.
SWOED CUT, SPEAR STAL, MACE SHASH, ARROW JAB

LET THE WHITE LIGHT OF HEALING MEHD THY BOKES
SWORD ﬂ"']':, LSPLAR ﬂ'l'ﬂﬁ, MACE SMASH, ARROW JAR

LET THE WHITE LIGHT OF HEALIMG CLOSE THY WOUMLS.
SWORD CUT, SPEAR STAL, MACE SHASH, ARROW JnB

LET THE WHITE LIGHT OF HEALIMG REhlﬂnL THY
SWORD CUT, SFPEAR STAB, MACE SHaSH, ARROW JaB
THE WHITE LIGHT OF HEALING HATH HEALED THOU!

scroll must be carried and read from. If
The healer and the wounded are open Lo

The spell is ended and the wounded fighter may retwrn to action. Every fighter is allowed

to be hezled twice in & life. The third time,

mercifly slain by a companion.

the fighter sheould suicide or be

= ; -
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Weapons Construction

What is a sale weapan? A saieweapon is ans that wili not leave bruises, breah hones, or noSes
i knock oot eeth when an unarrored pessen is struck with a good beseball tat fype swing. I
pour weapon harts (i the core of the: weanon is lelt) when you are struck with it, it s not safe,
" balieve us they will be tested on you, Markland and SCA - style weapons will not pass
cor inspecien,

The entire suriace of the wezpon must be padded wath iearm rubber (excepwhere it is held)
imeliding the butt end of the weapon, [ you choose 10 add a®ross guard or guilions 1o your
swora they musi alsa ke paddedtoc Gur safety reguirements,

Tha bess 4hng Lo uss o0 the core of aweapon s PV ubing;, aplastic wpe of lubing used by
alumbars, it comes in diflerent lengtns and dipmeters The seeend best thing to ue is good,
thick, sioul bembon, one and three quarters inches in diamener, The thirg best choice is woeod
ahaut the thickness of 2 brocn, {there s no way sormething like & bat or axe handle can be rade
salel, The longer vour weapon is, 1he greates the chances are that i will break.

Llse a good firm feam rubber to ped the weppons wilth Don'tuss the sal saquishy kind, Look
in the Yellow Pages under the Rubber “Foam and Spenge” heading, and buy it from a winnle
saler: thaw are cheaper than retailer

Foam s best cut with a new sing'e edge razor blade, or 2 senall oot hed hack sew. Tostick the
faarn tozather, 1he besl adhesive is sesmetning called “Camie” Spray Adbesive [id's made for
tgam, they hive i at the Foam Cenler] the sorond besl adhesive is rubber cament. Apply it 1o
math halves, ket i doy for three mun. then stick it together, Gonlact cement alse works very well,

Then the cuter covesing must be rolled over it 50 the doarm will not tear easily, The best

cencaring is a heawy durable cotton. The second best, and old stand by, would De tewrap it in
duct tape. Duct tepe, however, hiss 2 tendensy 1o slap because of its non-porous surfaoe, 1
alse will separale and lose it adhesnmess vhen wet.
I is aleamors expensive than rmiking a cloth covering Amother problem with duc fapeis thal i
vou nead Lo repair an nternatl section of Your weEapon, TRmoMIng the cnacl 1ame will fip the foam
i siuck to, Cloth coverings €an be removed ag pdten a5 you wish, 10 MEPECT MOUT Weapom,
wash the cloth covering, etc

Frsolite leam, a closed cell, water-proof foam, avelzble a1 Hudson Bay Outhllers is @ good
[oam to use.

Jaweting must ke made of thm, light bamboo. & Nusl, soccer or basketallis the enly thingwe
il alow Marning Stars to be made from. The “chain” of 1he meorning star (reguardiess if i
rrace of rape or cloth) has 1o heve loam wragped around 11 o thel ne more the %7 of rope 16
pxposad at any onme sechion.

All Blue weapens pyst weish a minimuemof 1oz, for every inch the weaponis long, lromtip
1o end af pommel, ex. a sword ar axe that is 3 1t long must weight at least 36 o

Al ped I_-._n::.a_:Js.-...l:ur-!:is.nnd battleases must weight & minimem of 1oz for every inch the
weapon is bong.

2= Weights de nol apply 10 Qe WEADONS, Maurning slars or paole arms (halberds, hills, 21c.)



The hast way to make a safe and durable sword

lznath of the blade + 67 extr |

e —

— e e

o

the crcurnlerence of the blzos

A pre fubing

B. Copaced foam folded owver the Hp and
parmmel, firmly secured with Droct tape,
. ogou can it sandvich i between lw
pieces of loam, alue it with rusbar cement or
"Camae” apery adhashoe,

=)

D0 roll @ opoina sheel of doam, rall i gt
when yvou st lor a compacl core, then
lzose 2l the end lor a softer ouler laver,
E. seloct a tough durable fabric ina newtral
colar fgray, tan, ) cul e the length
speerified,

F. leid it scross and sew up the side and
22r055 18 (0.

G, oroll up she falric lilke a stocking sheneall
il down and over the blade
H secure the labric 1o the bl owith tape

AELEEE O O OEEE W T

/.

Weapons must be colored to lock like the resl thing. Clebs and quarterstaves zust. be
brown. Sword, zxe,and spear blades and the like should be metal colored- bhlack, grey,
blue, silver, white. Perple, red, or multi-colored prints will be rejected for bad taste.
Use paint, duct tape (it comes in various colers- leok around), or a cloth cowver.



ekl consliuction

All shields musl be covered with a laver of foam thal is at leas) 27 thick (tha hesvier the
sheald isthe thicker the foem show et ). Cover the foarm with canvas. The height of yowr hipk?
should not excesd the distance fram wesur ankles do your shoulders,

Mo circular shield can have & diameter ewceeding 3 feal,

Any shield that is not a airce cannot be wider than ¥ loet,

All shields rust either have foam folded over the edges; or have the base of the shiald
recessed mto the foam (only on shields with foam that iz thicker than |
IRy

Ay shield with a surlace azea bigger than a saucer sle

A dd musl be made of %" Flywood at the
minirmusn

A lightdurable shicld can be mede from & spocer slad., Punch

holes in it and sting some rope through, te form an arm siet and hand grin, Pul some foarm on to
P pour arm. Cut out a plece of foam (from o sheet of leam] that i five inches wider, all
arousid, than the sled, so you can fold the foam over the edzes nf the sled,

Cut oul a piece of canvas at least one foo! bigger all arpund than the sled, Fold the edaes and
sew 1, work some rope through the newly farmed hem, Put tha th ree tegether and pull the rope
tight: drawing the foam owver the sleds eduges, 1 vou heve exira rope make o sirap 8o vou can
watar the shield on vour back, Paind a design on i

|-".:-:| [T '::EIL I:_'."l'-“-l-l'l"l E-L'-'-"h.l'.'-"l ."'Ilr.-a:lc -Digwe, ,l"rll-..ll:_-g_mr..n} I:_—,- i ?:w_lr{:
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ATTOWS
First the metal tip is pulled aff the arrow. Then strips of ducl

tape 47 long and %7 wide are foldid ouer the tip fotne shaft wntil

it remeos the siee 0f & penny. Then a penny is patl on lop and

more taps s added over that until it iz about iho size ol 2 nickle,

Then tabe a piece of foam 37 by 37 by 37 put this on thie 1o,

adhere it and compact it with tape. Then 1ake a pace of foam
2% x 21 hy B and lold it loosely over the fop then tape the sides

/\ tght, bt not the top

= A\

! | j%

i .
P/ Cus ey Wiow

Sal
rer-compasted foam

[oam

2L rinimum diameter
In"

I \|I i S prieruy

L AarToes bl
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NON-WEAFON TACTICS

Shields can be kicked or bashed into, but peecple may only be bashed
(meaning tackled or knocked into). &An oppennant can also be wrestled
to the ground and disarmed and/or killed. Mo punching i1s ever allowed.
Don't be aver=rough.:

Hinlrgs costusse requlrmesntis

lprar binidy
| lenatm langht or lecger tunle

2ldall aclid color ablrd with msdisvel slpla wesl
1lwmein Jengih srmar

Lowar Ig:.-ﬂ'

[aTT wclsd eoler pants with repe tied arcad
the anklesg or up to the knaea
2|"'.ll,5n' weilisral alple panla
Xlany type of panta with Enss-hiph beala er
1-1;[:51|||_::

sibhmre Legpm wliih aandles

e =i — e

@ ,
s ) S mppred. %

Ehis 13 Ltho esalaab typa of tanle Lo mabe |
fual cul & hols Tor your head In the center
of & plece of matarisl approxiestly 20 by
Bl . Usa n pince &f ropa For & bBalt o Tou msy
slao wankt 1o maw Lhe aldss Gopelher and add
Blwaras .

Ehim warpior 1a wesping dull colorsd corduzye
Hith ploces of rejpe srourd hie ankles .




( ) Pikes and Spears
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roh. Jeais, T fergel the ceantegspelll”

MAGTC

APPREMTICE LEVEL SPELLS

gut, befere we get inte that, a spellbook must he made. Use parchmenl O par-::hmanc—style
paper (just 1ike the healing spell gerolll. Bind it with leather cords or the like. The
covers must be made of wood ar leatheX. Put your persani name in it. Tou are the only
person that may wse this spellbook,

Write the spells down inside. You don't have Lo USE an archane language oT the like-
just make sure Fou con read it, If you don't use a water-proof ink, you might consider

lamenating the pages. : Ll i
W ' W
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J'_,p"_"rl-:.‘["E“RE.F.TIE!.‘_-'—LEZ".-'E]_ SPELLS
4

d

LIGHTERIMG EOLTS

Mzterials needed: padded throwing weapon{s} in the shape of a lightening bolt, yellow.
To activate: Hold the bolt(s) in wyour left hand and repeat 5 times, "LIGHTEKING BOLT".
If you are interrupted, start over. After completing the chant, you may throw the balts
at other participants and scige weapons. DAMAGE: a lightening bolt destroys ANYTHING it
hits. Bouncing or richocheting bolts do nolb count, but anyone other than a wizard pick-
ing M up is killed by it. Al]l bolcs must be thrown on the same occassion (no enchant-
ing them and throwing them one at a time during the day) and must be reenchanted to use
owver again. '
12 MAGIC JAVELIN
Materials needed: anvy javelin

vellow strip of cloth

a pouwch of [lour
Te sctivate: (This will work orn only one javelin at a time}, hald the javelin in your
lefr hand and repeat 10 times, "MERCURY, OH BLESS THIS JAVELIN'. Tie the vellow cloth
onto the shaft, sprinkle with flour and turn clockwise once. If you are interupted,
¥you mushk start over again., ];;.P.#.G]I: the same 25 a lightening bolt- same rescricticns for
misses and teuching, [oo.
¥3 TALY TO THE DEAD STELL
Hateriazls needed: one dead participant.
To Activateé: Teuch the dead's forehead with your left hand and say 10 times, "SPEAK TO
ME, (PARTICIPART'S BATTLENAME)". You may ask one question, which the dead must answer
truthfully. After the guestion iz answered, the dead must continue an to Nirvana.
WARNING: this spell may only be used once durdng a life. :
{4 SPELL OF WOUKDING
Haterials Needed: an immediate attacker.
To activate: (This will work on only one attacker at a time), if vou are being attacked
by someone twenty feet away or claser, say 2  times, "FROM MY HEART, I STRIXKE OFF YOUR
(LEFT OFR RIGHT LEG OR ARM)™. DURING THIS TIME, YOO MaY BE FIGHTING OF EVADIKG! The
attacker will treac the enchanted limb like z regular hit. This wound may be healed by
& healer, pzladin, or scout,

MASTER-LEVEL S5SPELLS
#] FIREEBALL
fMaterials needed: padded rocks painted, taped or bapged RED.
Te activate: Like the lightening bolts, hoeld the fireball({s) in your left hand and
repeat 5 times, “"FIREBALL", I1f wou are interrupted, you must start over. Like the
belts, fireballs must be threwn in one attack, DAMASE: = fireball descroys anything it
hits, gven after bouncing or richocheting. Again, nobody may pick up a fireball, except
for aMASTER wizard. Fireballs must be reenchanted Co use.
WARNIMG- & FIREBALL IS THE MOST DANGEROUS WEAPON IN A BATTLEGAME'!
#2 CUFESE BY MNAME SPELL
Materials needed: a small doll or figurine.

the opponnent Co he cursed in sight, not more than 50 feet away
To activate: Hold the doll in your left hand and turn once countetclockwise. Then

mrEpeac 20 times, "(BATTLERAME)}, I CURSE AT THEE". WARNIKG-THIS SPELL WILL HOT WORK OH

'BALADINS. DAMAGE: che curse results in death. This spell may be used twice in a life.
i3 TOUCH OF DEATH SPELL
rlaterial neseded: nons
To activate: Stand with both arms ocutstretched and repeat 20 times, "TOUCH OF DEATH'.
A in the other spells, il you are interrupted, start over. For ten minutes after the
spell is completed, you will be able to kill just one person simply by touching them.
The touch must be solid te the body, but need not be s punch. A shield or armor blecks
the spell.
#9 SPELL OF YIELD
Hateriale needed: a small doll or figurine

a pouch af flouwr

the opponnent intended in sight, not more then 50 feet away
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To Activate: Hold the doll in your left hand, sprinkle wich flour. Turn twice clockwisze
and rtepeat 3 times, "({FULL BATTLERAXE), YIELD THY ARMS ARD EESIST MO LOKGER. COME UHTO
AE AND BE MIKE CAPTIVE"™. The person named must cease fighting and walk over to you. At
this peint, wyou may kill him or keep him for ransom.

5 CIRCLE OF PROTECTION

Material peeded: a can of YELLOW spray paint. ;

To activate: Repeat loudly f© times, "CIRCLE OF PROTECTIORE". You must be standing still
to work this spell and not fighting. Then spray paint a circle around vourself on the
ground. The circle of protection lasts as long as you stay in it. Mo hits or mapic will
effect wou while wou are inside, hut alsce ne fighting or wmagic can be done, either.
Thiz is an excellent spell 1f you are wounded and alone.

#6 SPELL OF DDOMSDAY

Materials needed: none

Te activate: Stand with both arms outstretched- nothing in either hand and repeac 1000
times, "DOOMSDAY!' wvery loudly. DAMAGE: all cpponnents in sight are dead, except for
master wizards im circles of protectien., If you are interrupted, you must SCart over.
This spell may only e used coce in a battlegame by each wizard.

MOTE= Except for APPRENTICE-LEVEL SPELL 4, B wizard must be standing still and be
holding, carrying, or reading from his spellbook. Reeves should pay extra attemtion to
spells being cast, so0 no violations occur.

RELICS

Belies are magical treasures found at large during a battlegame. they are of great worth
and should be captured at all costs.

The ZEUS DAGGEE: Yellow in color, this knife destreys shields ldke a regilar RED weapon.
Tt is taped &&con and RED. Anyone may use It repeatedly.

4AND OF INVULNERABILITY: It too is wvellow and will stop 4 hits from scoring. Afver 4,
vou may be killed or wounded and the wand must be passed on to ancther fighter, Wizards
MAY HOT use the wand. Anyone else can, Chough.

OGRE GLOVES: These vellow gauntlets have the same ability as a shield to stop blows and
arrows. Like a shield, one or both of them may be destroyed by a red weapon in 4 blows.
They must be worn a pair and given to a compenion after being destrayed. The ogre
gloves may be used fo tear a wespon ocuit of someone's hands by the blade. The gloves may
only be worn by wizards.

GOLDEN LASS0: Used enly by master wizards, this telic causes desth to anyone ensnared
by it.

HORK OF BRESSUREECTION: The horn may be blown only ence in a battlegame by the Overlord
Commander. ALl che dead in bhis avmy wichin 30 feet of him when the hora blows are
brought back to life. This is for one life only.

GTHER KEAT THIMGE TO ADD TO A BATTLEGAME
COINS
Everyone should have a little bag of "coins" with them. Various scenarios may be played,
including CAPTURE THE COIHS (cthe dead arve pillaged by che living) TREOLL BOOTH, or
PRISONERS AND RAMNSOM (see that section). The coins do not have to be precious metal/f
mundane world value, but can be gold, silver, or copper- coleored {Ptﬂbull E&REE; tin
foil, or penny, for example). At least 3 of any showld be carried and if you're upper-
class or In command, vou shouwld carry &t least 10. The most anyone should ask for is
Z0 gold.
PRISONERS AMD RANSOM

tlea=s it is stated at the beginning to be otherwisae, prizoner-taking and ransoming is
allowed, To take a priscoecr, Che hands and anly Che bands mest be gently, bub really
tied {no handcuffs-they're out of perlod for the most part). No struggling. After a
person has lost two limbs and is zbout to die, mey he be taken prisoner. Twe people
are necessary to make & capture. Again, N0 ROUGHSTUFF BY EITHER FREISONWER OR CAPTORS.
A Tansom demand can be made to the other army. If the ransom is not paid, the prisoner
may be executed or held for che length of the batclegame, unless freed.



MO TORTURING! A guard must be presant at all times, but if the captive geLs loose and

kills the guard with a weapon oT magic, that is legal. Even then, the captive may have
to [ight his way out.

THE COINGC RATE TFOR RANSOMG-

OVERLORD COMMANDERS- 20 gold

DEPUTY COMMAKDER- L9 pold and | silver

ROYALTY= 15 gold _ _

COMPANY CAPTAING AND NOBILTY- 14 gnld and Z silver

SALADINS AMD MASTER WIZARDS- 12 gold

COMPANY SARGEANTS AND APPRENTICE WIZARDS- 12 silver
YHIGHTS AND HEALERS- 10 silver

SCOUTS- 9 silver

WARRIORS- 5 gold, gilver, or 20 copper

SQUIRES- 10 copper

ANYTHING ELSE- make a deal

TROLL BOOTH- 3 of anyChing

FORTS

Forts may be constructed ocut of natural materials (wood stone,ice, gto. - . oo HY
century materials, Like aluminum, plywoad, etc... A Fort may be torn down or battered
through—- no burning. while & mpat can be dug, no traps ot gharpenad sticks are allowed
to be part of the fortificatiens. Use common ‘sense when building and keep in mind

that we are all friends:

Mantlets of metal or nlywopd can be used to geipe a fort. Size 1s limited to 6 feet
tall and 4 feet wide. The edges must be padded. A mantlet will be classed as a WHITE
W POTL .

o e - - 2y ro v e A e
O]
- g -

'J-_l._.

JAFANESE  SAMuRal —2

JAPANESE  SoHES

Ty ) + Sy
i Eaah
/ Has

i : {
{'I'IIJ:'-"' A ."r"'l-""v"ﬁ‘:l-l 1:_-

gk

=

- .-."l.s‘




IIiH/’I".E'I.-TEHT INFORMATION
“ For general purposes, we refer to 211 fighting events == battlegames. But, they
Break down dinto 3 types. ;
‘GHTING PRACTICE: Usually held indoors on 4 weeknipht. Garb is not required.
Practice usually lasts | hour, ‘
TOURNAMENT : Held cutdoors en a field or flat, clear surface. Group fratricidez are
MELEES and single encounters sre DUELS. Single fights on horséback are JOUSTS, The
fighting area is called THE LIESTS. :
BATTLE. : are held in the desert, woods, mountians, or othér uneven area. Forts -
may be constructed,
Nem-fighting events are alse held. People with skills that zre epplicable {armor,
WEEpPOT Or costume=-making, calligraphy, recorder playing, etec..) sre encouraged co
show of f and share their knowledge by setting up WORXSHOPS
FEAST~ occassicnally, galas affairs are put on. Put on that dress parb vou made at the
costume workshop and come oot Everyone must bring their cwn medieval cup and eating
utensils (if you use them). Awards and accolades may oceur, dencing and bardic circles
will be taking place, and food and merriment abounds! Seeel weapons may be worn, hut WO
combat aof ANY type will take place during the event.
REVEL: This is a lictle casual get-together usually held sponCaneously at someone's
home. Usually pot luck and E.Y.0B., but dn gark. Still, leave your ghetto blaster and
disco recards at home!

ALL ORDERS FOR HANDOOKS AND EVENT INFORMATION AVATLABLE FROM:

AMTCARD BATTLECAME GROE /
B632 Mertler Dr.

El Pase, Texas 79925 ﬂwﬁl

(915) 772-3307 (Ask for ETH PETER{

Make checks and money orders payable to: ;l;ﬁ
JAMES H. HAREN
send cash at your own risk!




PLEASE PRINT ALL IKFORMATION AND ERING TO FIRST BATTLECAME

HMundane (real) name =

Lddresa : ey L. Zip

Farspesker (phone) number_ Area code

Full persona name ; e

What company are you with?

Are you Captafn or Sergeant? (specily)

What race are you? (humen, elf, dwarf, etc )

what country are you from”

What ie your soclal stetus?

a—"

What is youfrole in battle?

7

How meny eveats have you beer Lo

How many events have you boen a warrior? -

How many events have you been a healer’ R
How meny events have you heen 2 wizard?

How many events have you been & reeve! o

How old will you be October 1, 19BIT 2 xSisin S

Todays dete?

Mo member- of Amtgard Is responszible fox any Injurles raceived or given

any Ambpgard event.

fuu
e

L _, understend and accept

2 R — ts e rm e

these conditions

(If under 1% years of age, parenl oy legal guardisn must also aign)

parest or legal guardian
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