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PRINCE'S GUARD

Avatar Bloodaxe
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Zark Harlo
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Anti-Paladin: Nevron Wizards: Garath
Archer Monk : Zark
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Druid Plague Scout Garath
Healer Selka Warrior: Xenos

ARTS & SCIENCES
Garber Literature: Gwindon
Gladiator Theatre Marcus
Heraldry Reeves Nevron
Weaponsmith: Ministrals:
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Greetings, O Ye Populace.

Yea this our second letter has finally come to hand.
Much has gone on these last few months. We have

seen the initiation of the Celestial Kingdom consisting
of the Kerville and San Antonio Groups. Our fellow
monarch being Michael Hammer of God (no not ours),

his comsort Crystal, and their champion Sir Theo.

Following their coronation was that of the Golden

" Plains with Flynn Telemon as baron, Eurik Bloodstone

as regent, and Caleom as champion. Three weeks later
there was the mid-reign revel thrown by Iron Cloud and

intermixed the usually blend of politics and rumors.

The opinion on the unification of Tanglewood and Iromn Cloud
was voted down fifteen to eight and such is how they stand
to this point. We are planning a trip soon to Darkenwood
to clear up things in those lands and you will be informed
'when such is done. Until then we would be glad for any

discourse you may desire through letters or farspeaker.

Yours in service,

Ard Rhi Sir Garath Blackhawk



Gife of Gold

My lover wounds me with a touch.
He burns deep in my soul.
I long for kis passion, his heart so much;
Gifts of blazinyg fire, Gifts of precious gold,

- Jasmine Monto;

Raven winged wnight

who whispens prophesies

when on my shoulden Lites

04 a one-eyed man who Asees

with wisdom that was bought
though high the price paid

fon the knowledge that 1 sought
but the bangain has been made

So now in agony
T hang upon the tnee

Ganath BLackHawk

The Bard

hewe g 3 mar from Amigquind.

Whe clumdd he way playiy 2 lafd.

Ke tmid ’l", 4'(“ ’

He plueked ks (ute,

Aed claind & made him hard,
ny‘wui.i Plague



Rock crystal is belived by some to be valuable in spiritual,
emotiondl diad mentdl growth. It responds to electricity dnd
electromagnetic waves, redoting to different types of eneirgies by
pulling tn one energy dnd reledsing dnother type. The cirystel will
respond tothe electi-ical riwthm generdted by your sKin, nerves
dind muscles. To convince ourself try this experment. Hold the
crystdl in your hand, sit quietly for d few minutes, Keeping dn open
mind see if You cdn detect d faint tingling from the cirystdl.

Part of the intrest in crystdls is cdused by the interdction with
paychic centers in the emotiondl redlm. This is the exchange of
vibrdtions in ouwr DNA genetic material that fdll n the sdme |
vibrrdtiond! range ds the qudriz crystdl. For countless gBdP‘E the
crystdl in the shdpe of d sphere hds provided d. opamma of
dadirhess for Psychics.

. S0OUyrCES .
CRYSTAL VISION, INC. REYNA'S CRYSTAL BALL
THE WAXING MOON

THE HEALING STONE
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Amtgard %ball; ~altna'p‘z be ag ;'Dne.

Long ago in a i&mgbum fav fa¢ awap knoton ag the %urmng 3[anbs£ a vigitihg:
wizsacd Degtotwed upon @mtgard two talismans of subtle but ; amesume potner, |
Taking the fivst. talisman twhic) tnas of a. mpgterious andy luﬁtruus gilber in_ ﬂjef’
shape of a macetul bicd he gaid, i"ﬂ)lﬁ i the talisman of cul)eﬁmenesm Honge -
~ thig velic in pour hearts and pea, @Amtgacd shall altwaps be ag one" Gue fist -
Bucning Lands Monarch. botwed oty and accepted the qift in all humility apd
geatitude. FHe then offered the gecond talisman which wag a bicy of puce apd
pellucid blue and gaid, "with this ancient Atlantean velic this land shall altwaps
be Dlesged with natuve’s bountenuﬁ moigtuce and the land foreber green apy .
- fenittul".  Again, our primal iﬂﬂoimrd) (algo &knotvn - unfortunately - ag Gilpg .
the Clumsp) Lotwed lotw but ag I)é veached out in eagecness to accept the secofid ;‘,
~relic he steuck the mighty tm}aw g hand and the velic crashed to the grou hi _
breaking into small pieces. %lng @ilog managed to conbince- the wizary not to }2’“
glay him out of hand but in partm[ ceteibution the wizard lay the curge of ! =

avivity upon the Burning Lands. {iL)umehet not all wag lost; attel all we st W !-»
pogsesged the talisman of cohesiveness and Lo, e were as one.’ . But, thece v ﬁ

a condition fo the possesgion of either talisman. It seems that neither map De :
vetained by anp one kingdom for move than geven pears and thig is the sebe l)
pear. O@bbiously the velic of moistuce amy bounty (aka the aqua vuck) is (o
to ug fov all time but we S vetain the Leautiful silver lmh Thus, to tl)e
incoming ceoton of the Emerald BHills we pass on for the next s{ehen peavsg that |
mighty velic which holvg all of Amtgard together - the taped duck.

ommb

i g e s Ty et e n g N

|

mrcﬁcntcu by Countess GStopnne of Tarnlen, imrratch by Grand Dube A" Deth of chnhm ﬂjlﬁ 7th peq
af Amtgard, in thig veign of Dis Magesty iking Aramithris of Mendotnlake andy Wer Wighness Princed
Tawnee MDarklaleon. 12/03/89 M.C. (j}mwmmle Calemdyar)
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BODY AND SOUL

To be so alone with so many people

Their noise and action around,

To feel so abandoned and yet they're here

No peace from the crowds I have found.

To feel the want and yearnings of love

Without anyAplace to free them.

The time that we share seems so little compared

To the love that forever will gleam.

I see the people who are happy in life

And the envy I feel is so great,

I see their glow and I see their joy

And I wonder if I1'll ever rate.

To be with you at dusk and at dawn

To sleep in your arms every ﬁight,

To see you come home with that look in your eyes

Would mever be anything but right.

I sometimes wonder if the vision I see

‘Will ever be truthful and real,

The dream in my sleep the look in my eyes

The magic that you make me feel.

Maybe one day as time marches on

And the problems we have far below,v

You'll reach out your hand and open your heart

And I'1l join with you body and soul.

A,




THE MIND OF ONE

The light is gomne
the day's at end
the night has come
I begin to grin.

A whole day's rest

upon ny bed,

it's dark again

ideas running rampart inside my head.

The reasons are clear

as sharp as a knife

my enemies lives

ending in death and strife.

Will no one understand
the game I play

doesn't anyone know

I'm pushed into this way?

Unsatisfied I work
to meet my own ends
working with people
making poppets and friends.

To betray a friend
would mean strife within
to betray a poppet
would mean death to them.

Take heed, note of this

are you a poppet or friend
would you like to play a game
and lose out in the end?

(4
," Xyphus NightBlade
A 1"' (
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ODE TO A TROLL

From the darkness is where it came

Now its time to make its name

In the shadows is its place

To surprize his food and £ill his plate

He comes from behind and grabs your neck
Then he'll swing you all around just for heck

Twisting your arms behind your back

Waiting till he hears that funny snap

You feel like dying, you want to forget this place
Thats when he'll spin ya around and slap your face
Holding you at arms length he'll spit in your eyes
Then laugh so hard he'll almost cry

Thats when he'll grab one leg and tear it from the hip
And you'll want to die right there, get it over quick
He carrys a bag so he can take some home

But before he serves you up, he'll beat ya on a stone
So beware all you little twits

His name means death and he carrys a big stick.

NEVRON

A LOVE POEM

love death, I love the dead

love the screams, their in my head .

love to kill those effeminate, on any day of the week

love to destroy those who thing their strong, show-um their weak
love to watch the blood run off my sword

love to watch the young, as I cleave them into a smorgasbord
love the pain and all the suffering

love those dying, to watch um is so comforting

love the battlefield and what it brings

love to help the zombies to eat your brains

love to walk thru the beaten, stealing their last breaths
But most of all, I Love Death

HoHH R

NEV




A Grieving Situation

It grieves me so to see how many people in Amtgard do not
realize the usefulness of a certain piece of armour known as the
grieve. It can come as an arm grieve or a leg grieve, but I will
show you how to make an arm grieve in this article. First you will
need a few supplies: The leather (of appropriate size, thickness,
and color), leather lacing or cord, ornamentation, tape measure,
razor blade or scissors, glue (optional),and a hole punch. Once
you have acquired these few items you may begin smithing your
armour.

STEP ONE: Measure your forearm
around the wrist and
and the topmost part
you want protected,
also its a good idea
to include a few more
in between those areas.

STEP TWO: Mark the leather pieces with your measurements. Once
you have made the initial marks you must proceed to
draw the basic shape of your grieve. A simple pattern
is draw below for your benefit.

STEP THREE: Once your shape is drawn you must cut it out. This
can be done with scissors or a razor blade. ( The
thicker the leather is, the better off you'll be using
a razor blade).

STEP FOUR: Now its time to punch the lacing hole. You will need
the hole punch to do this. You should space the holes
about a quarter of an inch from each other and about
an eighth of an inch from the edge. See drawing below.

- qu " . . e ",
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STEP FIVE: Once your holes are punched you may begin lacing the
the grieves or you may add on ornaments, such as
studs for armour, feathers, beads, paint, straps,
fridge, etc. Almost anything goes. . However, I would
like to caution the ornamentation should be limited
to durable items when dealing with armour.. (unless
you wish to repair your grieves every sunday).

STEP SIX: Your done. Now you can show off your new creation, or
if your not the type of person who likes to do this

sort of thing then get someone else to do it for you,
like Gwindon Blackrose. I've heard he does fine work.

Well until next time this is
Count Squire Master Gwindon Blackrose
signing off..... é\erD“

Additional Grieve Designs by Gwindon:




Of times, beauty and darkness go hand in hand.
More often than not, I believe.
And T hope it is true,
For my life seems dark, though content.
Yet something is missing.
But I am assured that some night
It will come,
Maybe gradually,
And the love of another will make the
Darkness glow.
Not so bright as to blind,

But light enough to illuminate

To see that even in lack of company,

You are not alone.

And as I sit here in the Darkness,
No other person near me,

I am not alomne,
And it is beautiful.

Gitane Nui De le Mort




Everything you always wanted to know about the Madu,
but were to dead to ask.
by Sir Nevron

While preparing my notes to write this article, I was amazed at
just how little this weapon is understood by the populace. Few weapons
have ever caused so many problems, and seeing as how I happen to be
the one person in our lands to use this special weapon it was put to me
to be the one to spend hours scanning the rules for any and all information
pertaining to the Madu. Unfortunetly the rule book wasn't much help.

According to the rule book, page 16, under Notes #7 it says "the
term shield is self-explanatory; warboards are shields; madus are
considered to be a polearm joined to a shield." ©Not much help, huh?

The drawing on page 19 shows the Madu as having a small to medium shield
with either end of the polearm used to stab with. Yet not all madus are
made to appear like the one on page 19. T've seen madus as far north as
Iron Mountain (Colorado) with larger shields. While in the Burning Lands
the shield part is much smaller then the one shown. Still, the difference
in the weapons appearance is not the issue here.

I took advantage of the most recent Golden Plains event to speak with
a few of the in-the-know Burning Landers and before I left I was given a
list of advantages and disadvantages of the Madu. This information comes
directly from those who helped to write the rules, so if you still don't
like it...tough.

Basicly, I was told the madu combines all the advantages and disadvantages
of the shield and of a weapon. The shield can be hardened or enchanted,
and the weapon part can be hardoned or enchanted. Both parts maybe destroyed
seperatly. The shield part can be destroyed by a red class weapon and the
weapon part is destroyed by arrow hits. Fireballs, lightning bolts and the
sphere of annihilation will destroy the whole weapon.

0f the four spell-casting classes only the bard has no spells that affect
the madu. I find it hard to swallow that a non-spell caster such as myself
has to be the one to point out to these other classes the few spells that can
effect the madu.

Wizards: heat weapon, bladesharp, lightning bolt, fireball and of course

the sphere.

Druids: heat weapon, warp wood (if the madu is wood), and shatter.

Healers: curse weapon (may still be used as a shield)
If and when one of the parts of the madu is destroyed then the other part is
still useable.

Now that all of you have been instructed in the many easy ways to combat
the madu with spells, it should solve some of the problems you have while
myself and others use this most versitile weapon. Perhaps you may even see
the many facets of the madu and choose to pick-up one for yourself.

By no means will this article answer all the question about the madu.
But at least the game won't be slowed as much and maybe certain people won't
be so intimadated by the presence of the madu on the battlefield. Remember
its only a weapon and all weapons can be beaten. Its the man holding it you
have to worry about. Should any of you have any questions please feel free
to ask and I'll get an answer to ya as soon as possible.

Sir Nevron
GM of Reeves & Champion V



The night is still
I'm sound asleep
There is no moan
Blackness falls deep

Suddenly I wake
A sword in my face
Chains on my hands
What a disgrace

I have been captured
I have no defense ’
My allies have vanished

" Nothing makes sense

Iocked in a cage

High an a hill

I hear cries of battle
They seem so shrill

CAPTURED

Daylight has came
I am still caged
This utter helplessness
Makes me outraged

The war is over now
I have not been seen
My allies have gone
What does it mean

I have been captured
My mind full of fear
My allies have left me
I will soon die here

6},\(@ - AOR
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Fate Sealer, Death Walker
Deep from within a black wiﬁd blows
stronger and stronger the evil grows.
Twisted and turned is his mind -
but justice is surely blind.
His eyes glint of horror and hate
his lust a thirst he cannot sate.
A grin so wicked and vile
turns even the earthen bile.
Feeds on pain and dying

leaves humanity wanton and crying.

. No mercy has he for any fool

The dark is his rule.
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" october 26-29, 1990
Eﬂﬁummg "{Lanbs Coronation

All are h@reby m\nt@d to the IGth Coronatxon of
the Kingdom of the Burnmg Lands Gome one and
come all to joint the festivities. There will be a
plunder tourney and battiegames, as well as other

various f orms of entertamment

The campsﬂ:e is Iocated near Cabaﬂo Lahe, New
Mexico. It furnishes us with a river to swim in,
flush toilets, hot showers, shade trees, grass, a
Tittle shop for ice, cohas, and munchws There is
tishing with license only, cooking grills and tables.
Flies and mosquitoes are not optional, but we are
hoping the colder weather will scare them of f.
Gampsite fee is $3.00 a day per car, $7.00 a car if
you stay overnight.

We are doing things dif ferently this year. Tickets
will not be sold. You may pay for the feast in
advance if you want, but all monies will be
collected at the head of the feast buffet. The
feast will be $6.00, and will consist of
- shish-ka-bobs, rice, sauces, bread, and cheese.

What is Ief't over the next morning may be



Pirections

From Iron Mountain - Gome down through Santa Fe
-~ and Albuquerque, through Socorro and Truth

or Consequence Take Lake Gaballo exit. At
the top of the exit, turn l@]‘t and jollow -
Campsim UITEGLiOﬁS e

From Dallas and San Antomo Coma through EI
Paso on 1-10. Follow on to Las Cruces. Take
1-25 to Albuquerque North. Drive approx. 55

-~ miiles until you get of f at Gaballo Lah@ exit.

* Tollow campsite dxrectwns

‘rom Burning Lands - Follow Dallas and &an
Antonio dimsﬁons, hut start f rom 1 Paso.

uampsﬁ@ Directions - After Caballo exit, turn Fast
towards Gaballo. Taks the right fork towards
Riverside Gampsite. There is a brown sign at
the fork betwesn the roads. Keep to the right
at the next fork. The Ieft road will take you
over the dam. There's a brown sign there also
pointing the way. Keep following down the
road and yod’ll run into us.



Tyranny Bathory
Lung Hrog

Selka Shadowcat
Nevron Dreadstar
Garath Blackhawk
Xyphus Nightblade
Xenos Perversus
Cynwulf Plagque
Alessandra Nightowl

Gwindon Blackrose

Cain Sin Kahli

Dues Paid Members
9-90 thru 3-91
9-90 thru 3-91
6-90 thru 12—90

6-90 thru 4-91

4-90 thru 10-90 (exempt)

No previous dues (exempt)

5-90 thru 11-90

5-90 thru 11-90

9-90 thru 10-90

9-90 thru 10-90

9-90 thru 3-91

$5.00
$5.00

$5.00

$5.00
$5.00
$1.00
$1.00

$5.00



