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Anyone may joim our Society, to become 2 member all vou need do s
1} Gevelope a persona and personal history
7} Hake a costume for that persona
3} Fill out a membership form and turn it in
A11 those who have attended two or more activities a month for
the nrevious two months or have attended twenty or more events,
the most recent of which must be within thirty davs, are considered
active memhers. All others are members only.

PERSOMA ~UTDLINES
Feal Hictorv: A nerscna should be based on an earth tyne
fuman who could have truly lived before 1650
A.D. The name, clothing, weanons, te, should
he historicallv correct.
PLEASF -0 not irmersonate a famous histeorical
— fiqure,

Fantasy: The persona is based on a book, movie, relioion

myth, television show, etc, otay with just
that material as vour reference, do not combine
two Or more sources toasther,

PLEASE-Do not impersonate a nerson from that

o cmeddas

REMEMEER-Every one must be sword and sorcery

R related,

Classes: Each person must choose & class for thier
persona, LClasses are discussed under FIGHTING
TYPES.

HE RALDEY
E device is8 the insicnia displayed on a flan, coat-if-arms

etc. A device should be original or at least keepino with

one's nersona andfor cempany. You must resister the device

with the Minister before it will be recognized.

COMPANTES
Poonle who are friends and/for of a certain persona type
mav wish to band tonather. This group is called 2 comnany.
The company must choose a3 name, Captain, searcent and a
device.

BATTLERAMES
[ There are many tvpes of battlesames we hold and narticipate
in. These are some cemeral catanories,
1) Tournaments: Competitions hetween oroups or
individuals for awards, honors
ar challapnes.

2) Wars: Involves two or more armies
attacking each other for various
FEASONS .

3) Special scenarios:  Nuests, hunts, free-for-alls, etc..



RUYALTY, NMOBILITY, ORDERS
— 1. Wonarch of the realm: Every six months, a Crown Tournament
shall be held to obhtain the Throne of the realm. The
contest shall be fair and solely dependent on the
person's skills and abilities. Participants must have
at least four hattlenames of prior experience., The
contestants must have consorts. The winner of the
tourpnament shall become the next ruler of the realm
for six months. Thair conscrt Wwill becoms the Prince
or Princass Consart.
The Monarch has the followinn awards, honers, oriviledoes
and dufies:
A. Unon winnina the tournament the new Monarch
will become a Knieht if not already one.
B. Durina tha six menth reion the Momarch is
nidt required to pav any fees or dues,
L. Upon leavina the Throne the Monarch will
recieve the title of Duke or Duchess.
. Must maintain peace amonqg the subjects
and take proper actions against thosa who
narsist in causina disturbances.
E. Ppagide over and conduet all ceremonies
and functions.
F. Maintain workshons for;
1. Costumes
Z. Heapons [comstruction and use of)
3. Perscnas and Heraldry
di Ftcaon
Pecide on policies of finhtina and rules.
H. Preserve the Flaa and Crown of the realm,
[. Dacide with thae aid of the MHipister whare
the money in the treasury should be spent.
J. Decide with the aid of the Minister where
and what future events will ba,
F. degtow the followine honors and awards-
1. Champion of the realm {if vacant)
. Titles of nobility and rank
. Knighthood
. Orders of the Lion
. Orders of the Rose
. Orders of the Warrior
7. Orders of Cowardice
[T. Ministar: One week before each Crown Tournament an alectinn
will be held for the nnsition of Minister. The election
Will be fair and solely dependent on the participant's
support. Only active memhers may vote or participate.
The winner is whoever gets 2 simple majority. The Mini-
ster mav not fight in the Crown Tournament but may be
the comsort of someone who can.
The MInister has the following honors, priviledaes and
dutias:
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A. The Minister is not repired to pay any fess
or dues.
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SR B. At the end of the Minister's term tha
Minister will become a Knioht if not
already ane.

C. Is resnonsible for the treasury, all fees
and dues paid.

D. Must keep accurate records on attendancs
and the Society’s financial nosition.

E. Mav appiont a Historian.

F. Perform the coronation ceremony for the
naw Hanarch.

. Print booklets, fliers and handbooks about
Amtnard.

H. Dacide with the aid of the Monarch where
the money in the treasury will ba spent.

I. Decide with the aid of the Monarch where

and what future events shall he.

» May anpiont nezonle to help with the duties.

Is responsible for Society ewned nroperty.

Must check and approve all weanons to be

used in the battlenames.

i
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II1. Duke and Duchess: Retired monarchs.

IV. Farl, Count, Baron (ess): Titles aranted for various

honors by the Monarch,

V.  Chamnion of the realm: The person who places second in

the Crown Tournament shall hecome the Champion.
The Chamnion has the followina honors, nrivilednes and
dutios:

. Upon becoming Chamnion the nerson shall

become a Knight if not already one,

Shall become the Monarch if that nosition

should become vacant.

Is the Honor Guard of the Royalty.

. Must bear the flan of the realm,

. Must maintain a set of loner weanons for

new-comers to our socioty.

VI. Enioht: Title niven for excellent conduct and devotian
while participating in the battlecames and activities
of our Sociaty.

VII.Dame, Master, or Mistress: Titles given for outstanding
achievement in thier field of endeavor,

VII1.0rder of the Lion: Awarded for heroism, excellent
¢onduct in fiahtina, ete. There are five denrecs
for fightina ability onlv.

I¥. Order of the Rose: Awarded for devation anmd outstandinm
achievement towards the advancement of our Society.
These are counted and oo towards saining titles of
nobility.

A.  Order of the Warrior: Awarded for fiahtina ability onlw,
There are ten consecutive Tevels to this order.

L. Order of the Dranon: Awarded by the Monarch's consort
for cultural achievements.

LII. Order of Cowardsss: Given for cowardly deeds in hattle.
A person will not be allowed to bacome & Knisht if 4n
this order. This title mav he removed by the Monarch.
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CLOTHIMN:, COLOUR, AMD COSTUME RESTRICTIONS
T T Turnle, oold antd crowns are reserved for Rovalty. White
belts are fFor Kniahts, Other rFestrictions are noted in the next

section.

FIGKTING TYPES
— Warrior:

Paladin:

Archer:

hecasin

SuiTe:

Scout:

Healar:

This narticinant relies salely on force

af arms to win a hattle. A warrior mav not
use snells of anv sort. Any non-profectile
weanons may be used by a warrior,

A person mav hecome a Paladin after havinag
fouaht in at least twelve or more hattle-
names after heing " Kriohted. & Paladin's
narb is a silver tunic. The Paladin is
allowaed to heal three people per battleqame
ona may be himself. A Paladin s irmune o
the wizard's curse spell. A Paladin mav use
anyv sword, mourning star, mace, danoer,
shield and armour.

Only archers are allowed Lo use bows in.the
battlegames. They are restricted to any bow
, cne throwina weanon and a short sword.
They may wear armiur,

fggasing use stealth and trickery. Thew
must wear a mask. Thew may not wear armour.
Thev mav only use a short sword or corpar.
ahle weanon and anv throwino weaoons.

Sauires are warriors trainino under a Fal-
adin, Eniaht or warrior with fifteen or
more hattlecames of experience. A souire
uses thier master's weanons and wears thiar
davice.

The scout 1% allowed to heal one nerson per
hattlenama. The scout must wear 4 oreen
tunic. A scout mav wear scale, chainmail or
Teather armour. They mav use a danner,
short sword, favelin or spear and a short
b

A healer may cast unlimited healina spells
durinn a battleqame but mawv not heal them-
selves. & healer must wear a red tunic and
mav not waar armour. The healer must wWear
a haly symbal or device, The healer must
always carry a healine scroll. They may
use a mournine star, mace, quarterstaff
and a shield.



FIGHTING TYPES CON'T
laster Healer:

A bealer becomes a master healar after
completina thier 12th battleaame. The

master healer may resurect one person per

life. The restrictionsare the same as those for
healer.

Apnrentice Wizard: This is a beoinning magician., The A.W. may

HMaster Wizard:

MONFIGHTIMG TYPES
Pamye .

Standard bearer:

Pare-

dbserver:

The following secti
Active participatinn

not wear armour. Garb 15 a lono robe with a
vellow helt. Thev may use anyv apprentice spells
, javelin, danger or oguarterstaff.

After completine 12 battleqames the A.M.
hecomes o master wizard., The master wizard mav
use aporentice and master snells, The restric-
;1ﬁns are the same for a master wizard as the
LW,

A reeve is5 a referee, They should be impartial
and fair. Reeves should wear nold tunics and
headhands. Reeves don not fiaht and should not
he hit or touched in an offensive manner. The
regve has the last say in any descesion in a
oattlenama.

The standard bearar has the job of carryinng
the flan of thier company. 5Since they do not
finht they should not be hit.

A page is a non-fiahting servant. They must
wear thier master's device and may assist
thier master in any non-combat way.

Anyone 15 welcome to come and watch Amtoard
events. They do not have to wear narb but it
would be very much anporeciated if thewv did.

ons may Sepm wery canfusina and technical.
in a few ogames 15 all i1t takes to develone a

cohesive understandina of the names and thier rules. After all,
think how confusing baseball would appear if its rules were written

out.

DAMAGE TO YOU

~ Wo fArmour: Head-

Out of bounds.

Hands and Feat-No damaae_hut no bleekina with them

ATMS -

will be allowed.

A hit on the arm results in the Toss of that
limb. Anvthina held by that arm must be dropned
before it can be used anain. A lost arm should
be put behind your back or held stiffly amainst
the body. A second hit to the same arm results
in death. {(we are a0ino on the theory that the
Arm is no lonner there)



DRMAGE CON'T

Less-h hit results in the loss of that len. Drop to
one knee. Any consecutive hits to that len have
ne effect. Crawline, draageino vourself, beina
carried, rolling, and making a short sprino
cnto an opponnent are the only ways to move
with a lea missina.

Torso-Death. The shoulders are a torse shot.

Death: Any two limb hits count as death.

Armour:The same damane rules aply to armour. The bio trick is
to "cut" or "smash" through the armour to do the damage.
211 armour must look authentic and he worn over aarb 50
vour ennonert  can clearly see what it is. Armour only
nrotects the area it 15 over,

Leathar/studded leather: The minimum thickness
iz 1/8th of an inch. This armour 15 destro-
ved on the second hlow.

Rina/Chain Ma2il: 18 auane steel. Some heavy
protaction must be worn underneath. Mail
is destroved on the third blow.

Plate/Band/Scale: 15 ouane steel is the min-
imum thickness. The fourth blow of a weanon
will destrav it. This is the only armour
tnat will stop throwina weapons and arrows.

Those who keen striking the dead will be
penalized, In the field tournaments, the
daad have the option of either lyina where
they died or rurning off the lists with
thier weapons held over thier heads and
then watchina from the sidelines.

If vou really do aet hurt (bloedy 1ip
or stunned), yell "hold". People should
not keep hitting vou to ki1l you. We have
had a fow sooplo who were momentarily iniu-
red fall to the around. Evervoneé thouoht
they were dead and then they get un apd
start fichtina anmain. If you aet hurt
consider yourself dead and remove yourself
from the finht. Deliberate faking of an &
accident or oame death 15 not allowed.

When all the livina are gone and only the
dead and wounded are left the dead may aet
un and ac to Limbo or nirvana. fo directlv
to Limbe, wou may not talk to the livina.
Durina a "HOLD" the dead mav also leave
but the weunded and the living may not move
MO COLLECTING OF WEAPONS, MO TACTICAL MANU-
ERVERING, AND REMAIMN OUIET SO DIRECTIONS
MAY BE GIVEN AND HEARD.




When you arrive at Limbo o0 to the resve who 15 in charne.
five ther vour bhattlenama. The reeve will record the time and for
five minutes you will have to stay there. A bonus takes two minutes
off wour stay in Limbo and a penalty adds twuo on to it, The livian
may not entar Limbe except to report heonuses and vielations. “ou
are normally allowed four deaths, on the fourth dearth wou must
stay im Limhe for the rest oFf the name. Mast people Teave there
food and water in Limbo. When the reeve tells wou vour time is un
wou may leave Limbo. You are considered dead until you are out of
siaht of Limho or when wou lower vour weanons ram above wour head.
You mest however be on wvour army's side of the battle area. You
are brousht back to 11fe after every melee in & tournament,

50 NOW I'W DEAD

~ The instant wou die, fall down and scream. Make it dramatic.
Reeves will nive wou Donusses for & pood death. If wou witness a
good death report it to the Limhoe reeve. Once wou are down ., hold
5ti11 wntil the battle stons or moves away. Then hold wour weapons
above wour head and oo te 1imba. The dead are not allowed to talk
to the 1ivino.

"PliﬁqEﬂf AND RAMSON

" To canture 2 prisoner, the person must be rendersad unconcious.
Prisoners maw be taken by & killing hlow{torse or second limbh hit)
preceded by the word "subdue”. The nrisoner must accompany the at-
tacker. The prizommer will be unconscious far sixty Seconds, during
tthich he may be subdued again and must restart the coupnt. Five
subdual blows result in death, Arpour negates 2 subdual blow.
Arrows and throwing wearons and other stabbine weapans can naver
sybdue, IT subdual hlew hits a limb hut does not render the nerson
unconscious the 1imk cannot be used for five minutes. A nrisoner's
weapons must be kept with ten feet of them and the weapons mav not
be destroved. A prisoner whno consents to beine tied un mav escape,
one whoe refuses 18 honor hound not to try. WiZards who refuse to

be nagoeed may not use manic to escape. Tyina ropes and gans must be
anproved by the Minister. A ransom demand mav be made to the other
arfiy. If the ransom is not paid the prisoner ma2y be sxecuted or
held for the lennth of the mame, unless freed Gr rescued.

MAGIC RELICS

feus Tanger: Yellow in colour, this knife does the szme
damane as a red weapon.

Wand of Invuinerahility: This wand is vellow in color and will
ston the first four hits on vou per 1ife.

Oare Rloves: These wvellow aloves act the same 25 a
shield, stoppins hits from weapons and
arrows 1f succesfully blocked by wour hands
These aloves are destroyed n the same
manner as normal Shields,

Horn of Resurection:This horn may only ke hlown once during
esach of the armies' captains lives. Al
dead within 30 feet of the captain when the
horn 15 hlown are brounht back to life
negating the last death.




WEARDH TYPES
Beeioot a few manical weanons, which have besn discussed,
Amtoard only allows for weapons in existence on Carth before 1650
A0, . excant for explosive or chemical weanons., All our weanons are
padded renlicas of the real ithing., Colored tane on each weapon
tells how the weapon should be used. These are the colorf meaninns;
Blue: tmashinn or hackina., Swords, ases, maces, Cclubs
etc... are blug weanons,

Creen: Thrustine ar stabhina. Dagnars, arrows, soears,
elc. .. AFe araen Wweancns.

itad: This wearon must be used two handec. If an arm
is Tost the weanon must be dropped. A red
weanon will destrov & snield in three solid
Elows. On the third blow the shield must be
dropned.

Yellow: HManic or enchanted weanon. Unless it is a relic
a spell must ke cast on it to be used manicallw
Otherwise it dogs normal damace [see RELICS &
MAATC SPELLS).

Elack: Trrowing wsanons, knives, azes, etf...

White: Sjane weanons. Catapults or batterine rams,

A white weanon requires three peonle to mave
or opnerate it. & white weapon can be destroved
by marsic or ten hits of a red weapon. A hit by

& white woanon it death, renardless of armour,

ARCHFRY AND THROWIMA WEAPOMS

T The 1imit for @ oow's null is 35 1bs. Ho compound bows, bDroken
or mended arrows are to be used, they can hurt semeonz. All weoden
arrows must be wranned in tape.

Arrows must alwavs be shot, they cannot be used as a hand
weapon. Shields, nlate, band, scale armour ston arrowWws. Cloth
cheets or nets cannot be hune up to stop projectiles,

An arrew to any 1imb destrovs the limbk as a sword would, An
arrow to the torso i3 death. Bows canm only be half drawn at close
ranne, Mearle are not allowed t0 smatch arrows out of the air or
Blpck them with thier weapens, I apn arrow hits wvour wezpon that
waapon is considered destroved and may not be used until vour nest
life. flancinn arrows doonot count. Tf the arrow continwes nast wou
in its same nath of flight that was & nlance. Sometimes an arrow
will hit the bodv at an apnle and deflect off of it, that is not
a nlance for a real arrow would have stuck in, Bouncinn or richo-
chetina arrows do not count,

i a bow is hit by & weapon it is destroyed. A bow may be used
to turn aside thrusts and not be destroyed. PLEAZE do not try and
break someonss bow iF possible for they will need that wearon to
fight with.

A throwino weanon is treated 1ike an arrew. A nit by anv part
of a throwine woapon counts as a hit so all parts of the throwina
weanpn need to be padded. You mav deflect throwine weanons with
annther weanon. -



WEAPTMS CONSTRUCTTON

WLhat is a2 safe weanon? A safe weapon is one that will pot
leave bruises, break bores, or knock out teeth when ar unarmoured
nerson is hit with a baseball twne swina., If wour wearon hurts
whan you are hit,it is not safe. Your weapons will be tested on
wol, Markland and 5CA stvle wearons will never nacs aur insmection.

The entire surface of the weanon must be padded, excent where
it is held. 1f your weappn has 2 crossauard, it too must he padded,

The kest thino to use as the core of the weanon is PVD tubinn.
This 15 a nlastic tubinn that is used by nlumbars., Other thines
that may be used but are not as safe are bamboo apd wood doweds,
The lonaer vour weanon is there is a areater chance of it breakina.

Use a nood firm feam rubber to pad your weapon with, Ensolite,
a closed cell, water proof foam is 2 nood foam to use. Foam ig becst
cut with a razer blade or sharp scissors. To stick the foam tonet-
ner use an adhesive or taps.

The outer coverina should be made of a durable cloth, A ¢loth
covering will help protect wour weapon and make last ruch lonnar.

A nurt soccer ball is nocd for makina morning stars out of.

The chain of the mornine star must be wranped in foam with less
than 1/2 inch of the rope exposed at anv point.

A11 Rlue and red weapons must weinh a nminimum of one onze for
every inch the weanon 15 long. Keiohts deo not apply to green,
black, white, or vellow weanans. There 15 no minimum weinnt for
rernine stars, javelins ete...



The best way ta make 2 sate and durable sword
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H. I:::-parg-r] [eaarn falded over 1he rip and
parnmsel, firmly secured wath Duel rape.
C. owou can enther sandwich il belween fwa
pieces of loam, glue il wnth relbbier cerment
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D oroll 9 up in 2 sheet of foam, roll i1 tgh
| witery you slart far a compact core, then
| | kose al the end lor a softer cuter lager.
I | E. select a tough durable fabric in a newiral
|

| coror {gray, tar efc.} cut al 1o the |E|‘r{_§||‘|
specilied.
F. lold it acrose and sew up the side and
across the lop
G. roll up the labne like & stocking theanrall
il down snd auer 1he blade.
H, secure the labric 1o the hil wih cape,
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Weapons must be cclored to look like the real thing. Cluhs and quarterstaves pust be
brown. Sword, axe,znd spear blades and the like should he metal colored- bLlschk, grey,
blue, silver, white. Purple, red, or multi-colored prints will be rejected Zor bad taste.
llse paint, duect cape {it comes in warious cclors- look arcund), or a cleth cover.
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Sheld consiruction

Al shields must be covered with a leyer of loam that s at least 2° thick (the heavier the
shigld is.the thicker the foam shauld be). Cowver the foam with carvas, The height of wour shigld
should not excead the distance fram vour znkles o vaur shoulders,

Mo circubar sheeld can have a diameter exceeding 3 leal.

Ary shield that is not a arcie eannol be wider than 2 leet,
All shields musi either have foam folded cver the edges; or have the base of the shigld
recessed mto the foam {only an shields with foam that is thicker than Tl

Maay

Any shald with a suriace ares bigoer than a saucer sled must be made of ) plywood at the
rrdnimum.

A light,durable shield can be made fram a sauter sled. .Punch

holes in it and siring some rope throwgh, 1o form an arm slof and hand grip. Put seme foam on to
Pad bour arm. Cut out 2 piece of loam (from & sheet of loam) that is five inches wider, all
around, than the sled, so vou con fold the foam aver the edges ol the sled.

Cut out a piece of canvas at least one foot higger all arcund then the sled. Fold the edges an:d
s it, work some rope through the newly lermed hem . Put the three together and pull the rope
tight, drawing the feam over the sleds edges. If you have extra rope make a SIrap B0 you san
wear the shield on pour back, Paint a design om i

Ml rranes \Folh Fowan "Inia -Dawe Mycenan Greek

l\/—} q {IM r 8 @
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Arrows
First the metal sip s puled off the arrew. Then strips of ducl

tape 47 long and % wide are folded over the tip fo the shadft umntil

il reaches the size of a penny. Then a penny is put on top and

more tape o added over that untid il is abeut the size of a nickle

Then take a piece of foam 37 by 37 by 37 pul this on the top,

achere it and compact it with tape. Then tahe & plece of loam
2l x 2% by B and ‘old it loosely over the tap then tape the sides

tight, bl nod thae 1op.

S

foam

244" manimum diameter

Salt
nm.cmp&ﬂl ed foam

Laps

compacted foam

- RNy

Lape

Ao 5hald



Magic Spells

ok, dorg, I fergel Ltha ssuntazapalll®

The first thing a wizard must do is to make & spellbook. Use parthment
or parchment-etyle paper. Bind it with leather cords or the like. The covers
must be of wood or lesther. Put your persona oame on 1t, You are the only
peraon thet may wae this epellbook,

Write the speil down inside. You don"t have teo uge gn archene langusge
or the like - just make sure that you can tead it, If you don't have to use
a wvater-proof ink, you wmight consider lamenating the pages.



APPREMTICE SPELLS

Linhteninn Bolts:

iMagic Javelin:

Talk to the Dead:

Srell of Woundinn:

Materials: Padded liqntenina bolt

[c activate: Hold the bolt in your left
hand and rensat five times “Linhteninn
Bolt". After completino the chant you
mav throw the holts at other peonle or
siens weanons,

Dararn - A Tinhtening bolt destrovs anv-
thinn it hits. Bouncinn or richochetine
Balts do not count.

Limits: Three bolts may be enchanted
tonather hut must all be thrown on
the Same instant, no throwina them one
at a time. The belts must be re-enchan-
tad to use anain,

Materials: A javelin
Yellow strip of cloth
han of flour
To activate: Hold the javelin in yvour left
hand and repeat ten times "Mercurvy, oh
Blags This Javelin"., Tie the strip onto
the shaft and sprinkle with the flour,
then turn once clockwise,
Damane - The damane is the same as 2
lightening bolt.
Limits: Mone.

Materials: One dead participant

To activate: Touch the nerson's forehead
and sav ten times "Speak to me {person’

2~ 5 battle-name). You must touch them

with your left hand.

Fffect: The dead must answer one ousshi-
on truthfully.

Limits: This spell may he used only once
ner 1ife.

Materials: One unwounded attacker

To activate: Wnan the nerson is within
twenty feet sav two times "From My
Heart [ Strike Off Your (left or right
arm or lea)’

Effect: The victim must treat the cursed
limb as a sword hit.



MASTER SPELLS COW™T

cast snells at other peonle while in the
circle. You mav not hold an obigchive of
a hattla~ame within the circle {flan,
person, etc... ).

Doomsdav Spell: Haterials: Hone.
Ta activate: 5tand with both arms outstr-
atched and renszat a 1000 times "doomsdav".
Effeet: A1l onnonents in sinht are dead,
axcent for master wiZards within a circle
of protection.
Limikts: This spell may only he used ancea
sach battlename by pach wizZard,
HOTES
T Fxcent for the apprentice spell of Woundinn, a wizard must
stand still holdina, carrvine or readina from thier spell book.
Tf any spell is interrunted the spell must be done over asain
ta have anv effact. If a spell is comnleted but fid not do
anythinn the snell i3 still considered used.

HEAL IRG

The followine Snells can anly be used by healars, scouts and
Paladins, A scroll must be made and the snell written on it if the
spell is to be used. The person must carey it at all times and the
cpell mpst be read From it The Healer and the wonnded are open to
attack durinm this time, If the spell is interrupted, it must be
benun anain to work.

Healinag Snel]

The following snell will heal any Wound:
Sword cut, sSpear stad, mace smash, arraow jab
Let the white 1inht of healina descend on thou.
Sword cut, spear stad, mace smash, arrdw jab
Let the white liaht of healina ston thy snilline blood.
cward cut, spear stab, mace smash, arrow ial
Let the white linht oF healine mend thy bones.
Sword cut, spear stab, mace smash, arrow jab
Let tha white linht of healine close thy wounds.
Sword cut,spear Stab, mace smash, arrow fab
Let the white linht of healinag restore thy viecor.
Sword cut, spear stah, mace smash, arrow iab
The white Tiaht af healine hath healad thou.

Ressurection Sneil
This srell may only be wsed hy a master healer. This snell
is the same as the healine snell excent the last line reads:
By the Power of the Gods ressurect thou.
The nerson recievinn the soell is once asain alive nenatinng
thier last death. The pnarson must be where they last died to ° -
have the spell work,
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