


CLAD sChedule OF evencs

Churso

WARLORD’S BATCLe- [coOL 1oe,zx, im]) WIARLORDS VERSUS The WIORLD 1 AD ‘
inTense NO-HOLOS-BARRED, NO MAGIC, ARMOR-CLANKING sLugrest. 0o you have
G1bACT iT TAKES TO MATChH UuP ®1ich The BesST FighTeRrs inD The game? As A
w,ARLORD MATCH Ygour sKilL AquSC mPossrBLe QODs!

ThUuRrso 133 25Ch, 2P0

TLOMETY'S TOURDEY- KNIGhT OF The SKIORD, BOOTS, SPONSORS The wlomerys
TOUuRrRNEeY Wihich BRINGS some OF The BesC FemALe Fkibteks FROM ACROSS The
Kingooms To one PLACce To Fight ft ouc.

RIiO 1y 26 00
GOOOD VERSUS evil BActLqume- The ReCURrRm OF A CLASSIC. ARE gou The
OeFenNOER OF TRUTD, juscTice, AND The DReAM? OR ARE YOU BENT ON CONHQUEST
AND The rRUThLess sSUBjUGATION OF ALL TO gour @1ilLL? [(RemMmemBER! RIST
BECAUSE YOWRE eVil DOEsSTYT MEAD You CAN'T hAVE DECORUM ADD A SENSE OF
sCyle, RIGHT iRODPAI? ;)] PICK YOUR $i0E AND FiGhT FOR LighT OR DARK 1D t:bis
Full CclAss BACCLGGNT)G

ERIDAU BURDING LADDS COURT AT ABOUT DUSK
SCATIONARY BARDIC AT ARCDON'S SiCE€ AFTER COURT

FRIDAL] AT ARO(IT)‘O 11:00PM There W1ill BE A 6.4 VIeK1ingG AD‘O ‘mssuoon uucb A
Rish COFFee PARTY D ARChOD CAMP.

SATURDAY, faly 27Ch, DOOD:

KDIGHT'S TOURNDEY- AMTGARD'S PEERAGE ENGAGES Th A TOURDAMENT TO Decioe

bulobo S CThe BesT OF The BesT. BRING YOUIR BISAPODS, YOUR SKiLls, ADO your
19,8

SATURDAY, july 26Ch, 2P0

FOREST WIAR- he€ BROUGHT You FOREST WIAR. h€ BROUGHT You FOREST WIAR fi.
he BROUGHhT goul FOREST WIAR iit. he BRoOUuGhT yot..®i€ll, gou geT The ricturel
he's BACK Wlich ADOTDhER FUN, TRASH-TALKITY SCENARIO ThAT might just eno
up wiich us LAaughing waich bim ALL over AGATD. DOTYT Miss FOREST WIAR Wil

SACTURDAY POssiBLE BL-BOO meeTing AS REQUIRED TO TALK ABOUT FURTURE
KINOGOM PROSPECTS. iDTER KiNDGOOM COURT AT OUSK SITE NOT Yt KNOWIN
PLEASE R.S.V.P. SO W€ KNDOW1 hOoWl MANY TO SiIC ADD SEC UP A LiST ADD SEATING
ORDER. Please DO KDIGHTINGS AT K COURT F gou wiish gou amAy ADDOUNCE
The nel KniGhTs 1 COURT, BUT NO KNIGhTInGg There.

SACTURDAY NighT TRAVeELIDG BARDIC

AS FOR REEVES, IF Ygoul R1oULD LiKe TO vOLUhTEER TO Reeve ANY OF These
GAMES, LET Mme KNOKWL I ORDER TO MAKE SUIRE WIE€ ARE ON The sAME PAGE,
Chere wiill B€ Reeves meeCings AT 1AM O ThUuRSDAY ADO 1PM ON FRIOAY AT
The ARChOD CAMP. iF Yot1 DON'T CoMmeE TO The Reeve's meeTing gou (1101)’C BE
ABLE TO ReeveE. SORRY, COORD’mACwn is imPORTANT.



Langlewood Forest

. A Private Svent Site and Recreational Area
“Langlewood Fovest is a privately owned event site located near Corsicana, “[)C, dedicated to
recveational camping and Live Action Role Playing Gjames |
Pe welcome inguiries fivom other organizations looking to hold events heve. < Langlewood Fovest is the
perfect place to host Paint Ball, S.CA., and of; convse all Fomtgard cvents.
Tanglewood Fovest is leased by Amegard, Kingdom of the Smerald Hills. Management is through the
Royal Gjrounds Keepess, who may be contacted at rgk@tanglewoodforest.org, or contace
Ewen McFaden/ David Hall at (972) 686-7755.

WOhy choose “Langlewood Fovest?

o Fleavily wooded avea adds perfect eloment for fantasy wle-?alaq as well as being ;m'ﬁady suited
603' “Paint Ball action.

24 hour lighted &mmmené/ trench field with viewing avea
Karge battlefield
Court avea and Freast preparation avea
Merchant's Rorw ~
Ample parking
HOell cleared and maintained campsites
ater available on site, just bring a container

o Army corps of Engineers park with public shower facilities only 5 miles awml, $3 or P4 ;aef car
load ;

Think of <Tanglewood Fovest when planning your next event or gatheving
Vst the “Langlewood ‘}ome web page a¢ www.tanglewoodforest.org

Map of < Langlewood Forest
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GROW AMAZIING LIVE SARACENS
JUST ADD BOOZE AND YOU'VE GOT INSTANT PETS!

YOU'LL GASP IN AMAZEMENT WHEN YOU SEE THE ACTUAL BIRTH
OF PUNY SARACENS, BROUGHT TO LIFE IN AN INSTANT FORMULA
O HIGHLY PERFECTED, THEY ARE GUARANTEED TO GROW. OVER A
HALE MILUON PEOPLE OF ALL AGES HAVE TESTED IT... AND TO
THEIR DELIGHT IT WORKED! NOW THESE LIVELY NEW MINI PESTS
« CAN BE YOURS!

RIGHT IN YOUR OWN HOME A SARACEN CIRCUS!
IMAGINE THE FUN OF OWNING A WHOLE TUMBLING, HAPPY
TROUPE OF SARACENS, THEY ARE SO ERGER TO PLEASE; THEY

EASILY LEARN TO OBEY YOUR COMMANDS. WE TEACH YOU HOW T0
MAKE THEM DANCE TO MUSIC, LOOP THE LOOP, AND MUCH, MUCH
MORE!

WATCH AN AMAZING MIRACLE!

YOUR SARACENS WILL ARRIVE SAFELY IN UNHEARD OF “TIME
CAPSULE” EGGS THAT UVE FOR TWENTY YEARS, YET, JUSTADD
BOOZE AND IN SECONDS THE LOOPIEST PESTS YOU HAVE EVER
SEEN HATCH AUIVE AND START TO SWOON EVEN THOUGH THEY
ARE JUST BABIES! BEST OF ALL YOU GET BOTH SEXES, SO WHEN
THEY ARE FULLY GROWN YOU CAN BREED MORE T0 GIVE AS GIFIS
OR EVEN SELL IF YOU WISH!
GUARANTEED FOR UFE!

NOTE: SARACENS ARE SO EASY TO HANDLE AND RAISE BY ANYONE.
YOU GET A UNIQUE GUARANTEE GOOD FOR A UFETIME THAT
INSURES YOU FREE REPLACEMENT OF THESE PROFITABLE PESTS,

FOREVER! ‘
FREE WITH EACH ORDER YOU GET A MAGNIFICENT, FULLY
ILLUSTRATED BOOK OF INSTRUCTIONS, TRICKS, TRAINING, AND
AMAZING UFE HISTORY OF SARACENS, A FIFTH OF CAPTAIN
MORGAN'S, AND A FULL ONE YEAR SUPPLY OF SPECIAL SARACEN
GROWTH FOOD TO FEED YOUR FANTASTIC PESTS.
REMEMBER, SARACENS ARE GUARANTEED TO MULTIPLY OR YOUR
MONEY BACK!
70 ORDER RUSH YOUR NAME, ADDRESS, AND ONLY ONE GOLD
PIECE, PLUS ONE SILVER PIECE FOR POSTAGE AND HANDLING. DO
NOT WAIT!!!! ' ‘

DO PEOPLE COMPLATIN ABOUT YOUR
- "IRONHIDE™?
BE SHAMED NO LONGER!
INTRODUCING THE NEW

OIL OF DECAY
SOFTENS WORST IRONHIDES
PATENTED NEW FORMULA
ACTUALLY IMPROVES SENSORY TRANSMISSIONS TO
INCREASE TACTILE SENSATIONS. MAKING ALL SHOTS
ON YOU S0 PAINFUL YOU CANT DENYII

,.

WITHIN SECONDS OF APPLYING YOULL FEEL YOUR
IRONHIDE ROT AWAY LEAVING YOU WITH ONLY THE
TENDER PINK SKIN UNDERNEATH.
EXPOSES NERVE ENDINGS ENABLING YOU TO FEEL
MORE!

>  FDA SHUNNED
CREDIT PROBLEMIS?
LOST RECORDS? NO
CREOITS?

NO PROBLEM!
CALL OUR 24 HOUR HOTLINE
FOR ALL OF YOUR CREDIT

SOLUTIONS!
1-800-B&-LEVEL
> NO GULDMASTERS
> NO TESTING

INTODUCING THE NEW
AMTGARD LEGAL

TOTALLY CONFIDENTIAL

CHASITY BELT

MADE FROM THE FINEST QUALITY LEATHER AND HIGH GRADE
FUN-NOODLE, PROJECTIONS ARE PLACED IN A NON-
ACCESSABLE MANNER. TIPS OF ALL PROJECTIONS ARE LARGER.
THAN AN EYE SOCKET.

COMPLETELY AMTGARD LEGAL!

SEND TO: CORSAIR CAMP DEPT. CHAFE
666 CORSAIR LANE
CORSAIRCANA, TX

IT SOUNDS GREAT! PLEASE SEND ME MY SARACEN KIT(S) AND
MY FREE SUPPLIES! | ENCLOSE ONE G.P. AND ONE S.P. FOR
SHIPPING CHARGES FOR EACH KIT.

SEND__KITS __CASH __CHECK __MONEY ORDER

TOTAL AMOUNT ENCLOSED $

NAME

ADDRESS

eny. STATE




Tve created a new ezboard Online Community called Ghe -
Serpent’s Pen that will fiopefully be used to communicate across Amtgard
all of the tips and tricks of all things Cuftural in the game.

Ohis is a joint venture between Stormie and nryseff. OWell be using it
as an onfine meeting place for discussing Cultural Events, entries, judging and
anything efse cuftural,

Ohe ezboard is very simple to use, When you go to Gyhe Serpent's [en,
~you first see the main ezboard screen, which will show you afl the
forums. CYJust click on one to join the discussion. Clf you want to
post somethiing, you can click on NEWHOPCIC (which starts a new
conversation), or click on one of the existing conversations (threas)
and hit AP REPAY o make your own comment about a particular topic,
F -you need more help, there is a | HELP 1 link (upper right corner)
that has a fot of useful information,

CIf you register, you get to have a lot of neat fitile personal
; options, fike your own custom signature, your own fitife icon, your
own personal home page fink, and rany other neat features, Jdemember,
“none of your information (email, etc) is ever given out without your
ission, SRR

FHeve is a link to Ghe Serpents Pen:

http://pub5.ezboard.com/btheserpantsden

we've afready fad an outstanding response to this((
T eager to hear your comments and suggestions, fiope to see you
; onfinef :
Cln service,

Sir Kez DeKiky
Captain by Gyournament
Corsairs of Aggard




T A N L

MY GAME MY RULES
by S(nnm’Darkangel bin R"a]

"Tts justa game

I hate that phrase. It doesn't piss me off that you Say it. Mayhe youre new to the game. and you havent come to understand. Mayhe
you're old to the game and jaded enough to tell yourself that. Maybe youe somewhere in between, and you haven't figured out yet how you feel
about anything. Amtgard is not just a game. The people on the field are not game tokens, and at the end of the day, Amtgard doesn't go back into
the box to be placed on the shelf. Amtgard is about real people doing really cool things. It's about pretend, too. But saying Amtgard is "just a game”
is like saylng a birthday cake is just dessert. Saying "it's just a game” is a way of selling apathy, cynicism, too-cool-ness, and lack of responsibility.
If you think that because something Is "just a game,” that excuses you to be an unsoclalized, juventle jackass who ignores how your behavior affects
others and that in your recreation you are somehow immune from judgment for being what you are, tell that to the ten-year-old kid who is crying
after soccer because the other team cheated and the referee didn't care.

Amtgard is about a Dream. About a what? Not one dream, but a dream of dmams It can be a perfect day at the park, with a sword in
your hand and the wind blowing just right. It can be a bardic by firelight. both magical and tangible, indescribable and immediate. Drunkenness
and debauchery can be a Dream for someone living an uncomfortably prosaic life. The recognition of your friends and assoctates for years of
diligence and caring can be 2 Dream. Some Dream up quests, storles, wars, sagas, entire histordes of elsewhere and elsewhen. There are places
where Dreams like that can grow together, like a garden that appears at a crossroads on the full moon. offering possibilitles for Life to grow
upwards and outwards, pushing with its tendrils to Be. to Make, and to Remember. There are places like that. Amtgard should be about places like
that. Maybe it's not, maybe it won't be. But [ helieved it was, | believe it can be, I strive to make it so. And if | ever believed it couldn't be, Id have
to confess ] didn't see the point. That's why ] joined Amtgard, and that's why I stayed with it. Not just for a good time, but fora life of good times,

_good friends, and grand adventures, all fodder for stories to be told.

Awmtgard is fun, What is fun? Excitement is fun. Joy is fun. Learning is fun. Pleasure is fun, I think we can agree that Amtgard has to
be ﬁm or it fails as a past-time. Is it fun to argue over interpretations of rules? Is it fun to never know if there will be a feast or not, or evena
site for an event? [s it fun for people to cheat their way into positions of authority? Those things suck, That's when you have to impose order.
Imposing order means using anthority, and there is only one kind of authority: the power gained through cooperation. So in imposing order, it has
to be something we agree on. otherwise it's not fun. Amtgard is fundamentically democratic. Qur government is democratic, and our society is self-
selected. People are in Amtgard hecause they want to be. and they stop being in Amtgard if they dont want to be. Amtgard thus depends on
harmonious government. We're a club. We may be "just a game.” but mis-management will screw us up as badly as any other group. We'l get just as
angry as anyone when people lie. cheat. dominate, obfuscate, waste. flaunt. or abuse. No one wants to be cheated out of a good time, or prevented
from learning something new by hostile people. That's not fun. And it Amtgard stops being fun, it will vanish like that moonlit crossroads, and
then Anrtgard really will be a Dream... and only a Dream. Something that was fun, but was ruined or discarded or neglected. an orphaned and
despised Dream.

People don't join Amtgard to be harassed, to be denigrated. to be maliclously mantpulated. or to be built up for disappointment. When we
let that happen, | think we've failed as human beings. That's a thing about real life. Everyone has different ideas about what is right or wrong. But
cultures can flourish only when people adopt ethics that support cooperation. So while you and I may not agree on what is right and what is
wrong, ] think we can agree on what will help Amtgard or hurt it, if we can agree on what Amtgard is supposed to be. But can we do thai?

Amtgard is not one dream. it's many dreams. Amtgard isn't something that belongs to one person, it's something shared hy many people.
So when you prevent someone else from living their Dream, you're making Amtgard less a place where Dreams flourish. and it may end up betng just
aplace. Maybe your Dreams will be brushed aside, too. Then won't you feel like a asshole? So for Amtgard to work, for culture to work, for soclety
to work ] think we need to agree that what is best, is what will allow each of us to pursue what we believe is hest.

That said, the place where Amtgard lives is in your heart. That is the place you will find a magic crossroads, if you put it there. And
Amtgard will live because people like you won't let people who don't love Amtgard bring you down. And Amtgard will die if you believe it no longer
matters. Yonare Amtgard. You have a Dream. and your Dream will live only if you are them to carry it. It will die without you. It will live, if
only in a flicker, as long you carry it.

Not everyone was meant to be an Amtgarder. But I think a greater share of those who were, started off as people who needed something
to be. Something to be, that wouldn't make them. less them. Some place fun. But someplace they conld challenge and perfect themselves.
Someplace, where it would matter how they thought things should be done. Someplace, where they conld make things happen. Amtgard is sort of
like a training camp for geeks. You start off an aimless, {-fitting geek, With Iuck, youll come out a highly motivated. well-iked geek with many
strengths who really enjoys what life has to offer. Not everyone goes through such a radical transformation. Amtgard certainly owes a lot to its
experienced, elder geeks, who joined Amtgard with experience already in hand, ready to lead the way for the rest of us.

I think that's why knighthood speaks to so many of us. It's a metaphor for the forging of the geek spirit. The knight-squire relationship is

. a metaphor for the establishment of friendship through respect, teaching, and familiarity. And one day, the squire hopes to become a knight. and
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. have a squire of their own. t's like the parent-child relationship, in that it's about love. But it's unlike it. in that it's not about dependence, it
about love freely given between friends. It's something chosen.

So why would someone choose Amtgard? Because it's “fust 2 game” and if it doesn’t go the way you like it to, you can toss the pleces back,
in the box and do something else? Or because it's a game, that possess a culture, that creates a society, that encompasses friendship? Because
Amtgard is an organization devoted to fun, capable of establishing the order needed to protect it's unique brand of fun. Amtgard requires a
culture willing to look forward. to see something more than your own win:loss ratio or your Awards or your opportunity to beat people on a
weekly basts. [t has to continue. Fun has to have a future. And Amtgard must be at least as attractive as real life: it must provide fun. relaxation,
stimulation, justice, change, continuity. ' , :

Thats why fair play means something. That's why awards and titles are important. That's why rules need to be clear and easily adhered
to. That’s why officers need to be responsible and people of influence need to be honest. Because if that isn't true, Amtgard stops being fun. That's
why we create things, we invest them with meaning, we cherish them. we treat them with honor.

Ive had too much fun to walk away without a fight. If you spotl my fun, Il fight you in the mud. muck, and fire for a year if | have to,
because J1l wager that year on the fun I've had so far and against the fun I plan to have for the many years after. [ think ] can win against
someone who fsn't fun and doesn't have fun. ] have a reason to give my energy. Ive been in Amtgard long enough to know what will last and what
will fail who can hurt me and who will only hurt themselves. I have every reason to fight tooth and nail for a club [ love, to be ethical to my
friends and enemies, to care about honor for the righteous and shame for the wicked, to encourage creativity, growth. and refinement, and to shine
a light on anyone [ can. If Amtgard benefits, | benefit. If Amtgard loses, [ lose. '

Is Amtgard just a game? Well so is-poker. Let’s stt down and play sometime. For money. Now is tt just a game?

Amtgard is fun, exercise, friendship. fantasy and medieval enthusiasm, pageantry, philosophy, art, revelry, and challenge. Al] those things
are real. If] let Amtgard lose. T lose those things. 11k those things. | like this game. :

Ilove Amtgard. 1. 0.V.E love. Amtgard. ‘ : ' ‘

Is your job “just a job?" The kind where you don't care about how well you do, whether what you do matters, what other people think of
you? Id hate to have a job like that. It's joyless, and insofar as it's pointless, 1t's going to be unpleasant. Sure, you take home a nice paycheck, And
Amtgard will most likely, be there week after week, for you to beat people at. But somebody has to run that company, and somebody has to run
Amtgard, or there will be no paychecks and there will be no Amtgard. Every person in that company has a job to do, and if you do 1t badly, the
company suffers, and if it suffers enough. no more just-a-paychecks for you. People in Amtgard have roles. If all you want to do is beat people
with foam, you need to do it well. That means practicing. not only for your own improvement but for safety. That means knowing and following
the rules, and cooperating with the people who are generous enough with thetr time to attempt to enforce them. That means being nice and helpful
to people who want to join. That means not driving off the people who do. Beating people with foam requires a lot of other things besides a killer
pair of sunglasses and a sword. It takes Amtgard, and all the things that keep it running. Your super thrust is no good without someone to practice
it on. If you're just a fighter. you need to give to the game you benefit from, not just enjoy the benefits of membership.

Of course, getting people to participate in combat requires a hook, Amtgard is not the only game out there. To get people to fight, it
helps if theyre interested in many things. So helping out on quests will ratse the enthusiasm level of role-players, some of whom will fight, which
improves the fighting. So really, it’s in your best interest to help in any way you can with anyone related to Amtgard's well-being, in any sphere.
Because every sphere is a recruiting pool for your own personal interest, and you need recruits to keep a club thriving. Al of this is facilitated by
people being friends. To be a friend. you should be nice, generous, honest. courteous, fun, helpful, reliable, loyal and a lot of other things.,

Thats excellence. Knights weren't just soldiers: they were soldlers who carried themselves in a way they considered right, fighting for
canses they considered right. At least, the good ones. The others were privileged thugs, Privilege depends on an underclass who provide the
benefits of privilege. Thuggery provides the mechanism for extracting it. Privileged thugs can only exist in socleties, hut like a plague. can easily
destroy their hosts. The smartest of the had ones don't stick around long: they don't belong to society. they just steal from it and move on, like
thieves in the night. The dumbs ones are parasites, too short—sighted to understand not to kill the goose the lays the golden eggs. Chivalry exists to
defend us against those users and abusers, Chivalry has its institutions, but the spirit of chivalry is something that belongs to humanity. Us versus
them. good versus evil hope versus despair. right versus wrong. life, versus surrender. Chivalry is an expression of the life force. Chivalry is
culture’s way of battling privileged thugs. ; o S :

So that's why I say, "It's not just a game. It's my game.” ' ,

Recognize that joy Is a fragile flower. Recognize that the most delicate things must sometimes be defended with the hardest steel.

Rather than say, "Tt’s just a game,” what would it be like if people said, ‘Tt's at at least a game?” Rather than say what it's not, why not talk_
about what it could yet be? Two people and one checkerboard is a game. Ten thousand people arguing over who is out and who is in, who Is right
and who is wrong, that is a society. The force that provides the answers Is our culture. Qur culture, yours and mine.




Kiss of the Slame
Part One

Sweat volled off fier forehead, stinging chocolate colored eyes as she fifted a dirty sleeve and casually
‘wiped it across her black smudged forehead, Purposefully, her gloved hand [owered to dip the
glowing rod into the cooling waters again. he liquid hissed in protest, fumes and smoke wafting into the
air like a wraith drifting up past her tifted head as she removed it and peered at it with a trained evye.
- PBooted feet stepped back and spun, thrusting it back into the furnace. She moved to another of the unusual
rods removing it from the fire’s heated breath, stafking to her [arge anvil, [arying it down upon the
surface, and tightening hier grip as she took up her maflet again and began to pound away.,
(Jink...dink cfink....clink....
ohe rﬁyiﬁm of her strokes reverberated through the air as she struck steadily at the red substance.
5«'emmmz musc[es , finefy honed B\z the work she does, bucked and ﬁu[gec[ under her supple flesh with each
stroke,
(Jink...clink clink....(fink...clink clink ‘
Ohe sound of the hammer danced its way into the ears of passersby in the Shire she called home. ®bon focks, damp with her
body's water, sfid and hung limply over her shoulder as she slaved away on the very same sword that had been her project for
nearty ten years now. G)he material had finally taken to the shape of a flat blade giving way under her continuous beatings,
Agam the hammer rose, hurling downwards [ike an avenging angel striking the blade, wﬁlppmg it into
‘submission with each careful plummet of her mallet, Sighing heavily, she set the hammer to the side and
picked up the blade, testmg the balance and nodding to herself as she moved to di P it into the murky, blackened-water trough.
Steam hissed and spit up at her, complaining, as the blades intense heat once again broke into its fiquid form, Tifting the blade
she spun and jabbed it deeply into the Fleart oj" the burning coals. Jeaving it be for now, she took up her small shovef and fed
the hungry heat, stoking it to a higher existence. G)he fieat, blasing now as volcano, threatened to burn fier if she stood too

close for long, Stepping back
ﬁﬂom the hearth, she turned towards the stash of metals and woods she had assembled off to the side amf

Begcm to pick through them carefully. Her slender, calloused, gloved hands took up a nicely
shaped piece of what looked to be wood as she eyed, it assessing if's strengths and weaknesses. She twirled
it about, [ookinﬂ at every notch, every grain, before using her teeth to remave one of the blackened smith
gloves. She lovingly ran hier feminine fingers across the surface, whispering a prayer of thanks giving to
Michaef, the arch angel, and to the dady Brigid, of Ireland, for hefping her to cioose the right piece for
the pommel of this most unusual blade she was forging. Ghe black ash would do nice[wz ‘when encased with a
strong metal to support the fine sword she was ereating, Ghe task had started two years prior when she had been given the
strange red jewel-[like substance from her {wawen foster father. Iis words, to this day, still rang in her ears, " °Ff in
anyone can make this into a&[adutwou[d&eye chil. ‘We have kept this stuj]"safe and secret for centuries trying to finds
- werys to make it forge and to no avail...mayhap you will do the vera thang that we cold not ﬁemg as Yz ave blessed by your
od."
CVWen it had Geen placed into her Fumds she f?ad gasped at the weight of it and tﬁougﬁt ittobea
ruby. " Qurely this is the largest ruby Thave seen I know that you can forge a ruby why not this oneQ"

Seueinting eyes peeved up at fier as he whispered. " Gyis aint Ruby girl...it is what we ca[I(l{c/dgﬁgcm,
| tﬁattﬁerelsﬁmﬂdertﬁanadiamond.andﬁ'mwﬁatstudieswedonz damned near indestructible. 5)is why

‘ weﬁcwe tmec[toforge it, but the damned thing is unbendable,but, gfye can, then do so amfgwe itto
onky one who is ‘worthy of such a device.."

0o bé continued.....
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Little Red Healer Sash

By K'tai bin R'al

Once upon a time, in the modest duchy of Midnight Sun, there lived a
cheerful little girl who was always ¢alled "Little Red Healer Sash”.
This was not her real name, ©f course. But her mother was a Healer,
well-known in Midnight Sun, and she wore a red sash as the mark of her
trade. ' ’

When the girl was very young, Mother made her a little red sash
of her very own, and the little girl was so delighted that she was never
seen without it. And soon all her neighbors simply called her "Little Red
Healer Sash". '

One morning, Mother received a letter from the Duke. The nearby shire of
IronCloud had fallen victim to a mysterious illness, and several of its
citizens were too weak to work or even walk. The sheriff of IronCloud
hoped that Mother could make them all better. '

Mother was worried when she saw the letter. She wanted toe go help the
people in IronCloud, but she did not want to leave the people in Midnight
Sun without a Healer if they got sick. So she sat down and wrote a letter
to her friend Tigara Silverstar, a grumpy but good-natured elf who lived
in the woods nearby.

Tigara was a Healer too, and while Mother knew Tigara would not want to go to
IronCloud, she hoped that the elf would not mind staying in town for a while so

that she could go.

When she was done writing the letter, she put it in an envelope, and put
the envelope in a basket along with some beeswax and dried herbs, then '
called for her daughter.

"I need you to do Mother a very big favour," Mother said to Little Red
Healer Sash. "I need you to take this basket, which has beeswax and herbs
and a very important letter in it, 'and go to Tigara's house in~the woods.
Stay to the roads, and don't dawdle on the way. I want you to be home
before dark. Okay?"

"Yes, Mother," said Little Red Healer Sash. She had been to Tigara's
house many times, and knew the roads by heart. ‘And Tigara often had fresh
bread or cookies waiting for her, so she was eager for a chance to visit.
She took the basket and set off at once.

But ‘even though Little Red Healer Sash was a very good girl and minded her
mother most of the time, it was so hard for her to stick to the road.
There were flowers to pick, and squirrels to chase till they ran up a
tree, and lovely purple berries that Mother could make into jam.

By the time Little Red Healer Sash remembered her errand, she was well off
the road, so that she could not find it again. While the woocds were not
a frightening place to be, she knew she would be late finding Tigara's
house, and Mother would give her a scoldlng and a spanking. Afraid and
sad, she began crying.

It so happened that Nevron was in the woods that day, and he heard Little
Red Healer Sash crying. He was very tempted to take his dagger and stab
the little girl in the back - he'd had a bad day, and slaughtering
innocents always made him feel better - but he knew the Justicars were
sparring not far away, and if she screamed, they might hear her and come
after him. So, he decided, he would have fun with her in another way.

"Well, now," he said quletly as he approached. "What seems to be the
matter here?"

Little Red Healer Sash had heard many stories about Nevron and the evil
he had done, but she did not recognize him, and thus did not know to be
afraid. Sniffling, she told him about the errand she had been sent on,
and how she had gotten lost.

"I'm taking a letter and some beeswax and herbs to Mother's friend Tigara.
If I was on the road, I would know where to go, but now I'm so lost. And.
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now I will be late getting there and late getting home, and Mother will
give me a spanking.”

Nevron suddenly got an idea. He smiled and spoke warmly. "Why, now,
you're not very far from the road at all. In fact, I was stopping by to
see Tigara myself. Follow me and I'll show you where the road is."”

Little Red Healer Sash did not know any better, and followed him
willingly. And true to his word, he led her to one of the many roads that
ran through the woods. She was delighted, and hugged him around the
knees. ,

"Thank you, sir. Now I can find Tigara's house!"

"You're welcome. In fact, let's have a race to gee who will get there
first. Since my legs are longer than yours, I'1ll give you a head start.

You start running, and I'll count to ten before I start running. Okay?"
"Okay!" And Little Red Healer Sash was off like a shot, her sash trailing
behind her. ;

But Nevron did not count to ten. Instead, he Teleported instantly to
Tigara's house and knocked on the door.

"Who is it?" Tigara yelled angrily. She was busy making a new batch of
salve, and did not like being disturbed.

"It's Little Red Healer Sash,” Nevron called, straining his voice so it
sounded like a little girl's.

The voice didn't scund quite right to Tigara. She began to prepare a Stun
spell. o ;

"The door's unlocked. Come in," she yelled when she was ready. Nevron
burst in immediately, and was able to kill Tigara before she finished
casting.

He barely had encough time to hide the body and disguise himself with one
of her cloaks before there was a knock at the door.

"Who is it?" Nevron said, trying to sound like Tigara.

"I't's Little Red Healer Sash! Mother has sent you a letter and some herbs
and beeswax!" the voice came through the door.

"What a lovely surprise! The door's unlocked — come in!" Nevron said.
Little Red Healer Sash opened the door and stepped inside. She locked at
the pot on the stove, and stared nervously at the person wearing Tigara's
cloak and putting herbs into the pot.

"Tigara, why are you wearing a c¢loak while making salve?”

"My dear, it is because I was so very cold this morning. I haven't warmed
up yet."

"Tigara, why are you putting a poisonous herb like dragon's blood into a
salve?" ‘ :

"My dear, it is because this salve is for people I don't like very much.”

"Tigara, when did you get all that blood on your athame?"

"My dear, it was the last time a little girl asked me too many questions!"

Nevron threw off the hood of the cloak and lunged at Little Red Healer
Sash with his dagger. He would have gotten her, too, but he got all
tangled up in the cloak. And as he struggled to get loose, a huge
fireball shot through the open door and struck him dead.

Soon after, the Justicars themselves filed into the little house. They . found
that Little Red Healer Sash was all right, and after a little bit of looking, Rath
was able to find and resurrect Tigara. So Tigara got the letter and the herbs
and beeswax after all, and filled Little Red Healer Sash's basket with
cockies and a pot of salve (real salve, not the stuff Nevron had tainted),
and Brennon teleported Little Red Healer Sash back home to her Mother, and
she was always very careful to be a good girl and mind her mother after
that. ’

THE END

$0250¢50¢50850850¢508500565050850¢30¢50050¢ 5050508505650 50050050 50¢ 505050850056 50508568568 56¢50¢ 5050850850008 50¢ 5056508508 50¢ 505050850 Sed 50 50850850 50 50850850850 508504 50850 50¢ 5050 5ed 508 50¢ 508 50>



Bring ygour 13anners.

dring your Arrogance.
Bring your Weadligst.
Causg you’rg gonna neged ‘em!

re gou BATB gnough for
World Banner Wars III?

Hosted by the Knights of the Emerald Hills

October 10 - 13th, 2002
Tanglewood Forest, Silver City, Texas

Champion shall hold the Woxld Title, all l)aﬁners and Lragging righ’cs!

Come take the Title, if you can, if you're 1BAR enougl'l,
from last year’s Winner, The Justicars.

Event fee is $10.00 at the gate to include feast and all activities.



We've heard your talk, but talk is cheap.
Do you have what it takes to be the best of the best?
Then field a team and put your Banner up for grabs!

[f you wanna beg BB A,
gou gotta know the rules

The Battle for the Banners will take place on Saturday at 2 p.m. sharp.
- Kingdom, Company and Household teams must be ready

to defend their lives, their banners and their sacred honor.
This is a single elimination Lattlegame tournament so the final winner takes all.

Participation Rulgs

¢ Bach team must have at least 10 and no more than 18 people.

¢ No more than one of any given speucashng class per team.

¢ Each person may only play on one team.

¢ Bach team must contribute two Reeves to assist when t]neu' team is not on the feld.

# Bach team must field at least one banner. Game Banners must be a minimum of 2
feet x 3 feet with a 3 inch pole pocket on at least one side. Additionally, Banners
must clearly bear the insignia and name of the Team.

# Banners become permanerit bragging trophies for the winner (so don’t bring your
$200 banner to this fight).

Scgnario ¥ ightmg ‘Ruhzs

¢ The Banner War is a one-life (last life) smgle elimination battlegame tournament.
Only two teams compete at a time.

¢ Lives reset for each round.

¢ No mass spells (Sleep, Wind, Doomsday...).

¢+ Banners won in early rounds can be lost in later rounds.

¢ No monsters (reincarnation, transform, lich...).

flow gou Rknow if gou’rg so 'L@AB gou’vg won

¢ You hold the opposing team’s banner for 7 minutes or the opposing team has no
remaining lives.

Rules Rape
Check with Warcrat Sir Logan (Logan@Griffonss.com) before attempting
your favorite rules rape (He can keep a secret, honest). We want the games to
go as smoot]lly as posm]:le If you try sometlnng fu.nny a;nd Jon t c]leck Wlt]l
the Warcrat beforehand, it's on your head. All EH (http://www.amtgard-
eh.com/]i]:)rary) and IRCA (lﬂrl‘p// groups.ya]:oo.com/ group/IRCAList)
rulings will be in effect.




Tournamegnts

‘causg begin” A in war just isn’t gnough
Should you, your Company or Household wish to host a tournament p/ease contact Sir Inﬁnity
]\figlttlzawle (fnﬁnity_nig}tthawk @hotmail.com). Tournaments can be serious, goo][_l/ or just p/ain ][un.
Every tournament must have an outline and some type of prize. '

Craft Workshops
from people who'rg not so 1A at doin’ stuff
Should you or your Company or Household wish to host a workshop please contact Sir Oreo
(squireoreo @msn.com) with a proposa/, anc], no, that kind a][ proposal will gel you nowhere,

pro[yab,y. These wor/eslzops should be free to the participants and should result in the participants
having a craft item to take home.

Schedulg of BAT ass gvents
Thursday ~ | Saturday |

Noon Site Opens 10:00 am Tournaments
Craft Workshops
Friclay Noon Tounaments end
7:00 pm Tournaments 2:00 pm Banner War
11:00 pm Tournaments end 5:00 pm Tournaments
11:30 pm Anti-Bardic — bring your Workshops close
least Amtgard related songs 6:00 pm Tournaments end ,
and stories. 6:30 pm Feast and the Courtless Court
‘ 8:00 pm Craft Worlzs]:\ops
. 9:00 pm Tournaments
- . @&\ . 11:00 pm Tournaments end
The BAB News: Disclaimer Workshops close

Schedule and rules still tentative as of press
time. While the overall schedule and rules have
been determined (i.e. we promise not to start on
Wednesday), the autocrats reserve the right to
cllange details to suit need, convenience and
| whim.
For definitive and timely information,
visit the World Banner Wars 11T website at
]:ﬂ:tp /fwww.worldbannerwars.com/

11:30 pm Big MBA Bardi

Sunday :

1:00 pm site closes,
You'll find alot of your hosts
and friends at the local
Golden Corral



If you'rg gonna bg 1BA M
enough to show up, you better
kRnow how to get there.

From the Pallas area:
ake 145 South to 145 Corsicana Business Exit.
t Hwy 31, veer to the right of the 145 Business overpass and turn
Right on Hwy 31. Take Hwy 31 10 miles heyond Corsicanna.
ight on FM 3050 (there will be orange signs at that intersection and
1 mile prior).
ake FM 3050 to first Right on FM 3055 (marked by an orange
sign). ~
ontinue until you see our &iemﬂy gate du’c’y volunteers.
rom thg Haustin drea: ‘
ake 1-35 North to Hwy. 31 in Waco
ake Hwy. 31 East to FM 3050.
eft onto FM 3050 (there will be orange signs at that intersection
and 1 mile prior)
en take the first Right on FM 3055 (marked by an orange sign).

ontinue until you see our ﬁ-iemﬂy gate cluty volunteers.

(In general, if you're coming from somewhere other than
Dallas or Austin, get to Dallas or Austin and then follow
these directions. If you're having trouble finding Dallas

or Austin, we suggest www.expediamaps.com)

Tanglgwood Forest Outdoor Regergation Facility features:
¢ 24 hour lighte(l trench field for your ﬁg]ating pleasure.
¢ Large battlefield
¢ Merchant’s Row (1f you would like to sell wares, contact Sir Eclipse Blackfire
eclipse@midnightsun.org)
¢ Ample parlaing
¢ Well cleared and maintained campsites
¢ Water available on site, just bring a container. ,
¢ Army Corps fo Engineers park with public shower facilities only 5 miles away; $3 or $4

per car load.

For general information please contact event coordinator Sir Ec]ipse Blackfire at eelipse@midnigh’csun.org
To volunteer for gate duty please contact Sir Forest Evergreen at forest.evergreen@att])i.com
For information about or to volunteer for feast please contact Dame Selka Shadowcat at seﬂza@perversus.net
For information about or to volunteer for security please contact Sir Tunear Subeth at tunear@corsairs.org
Or visit the Banner Wars website at http://www.worldbannerwars.com/

Brochure designefl and producefl lry The Dog & Pony Show — email; jm}JeH@ajnnaiI.net
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