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Getting Started

Introduction

Amtgard is a not-for-profit, free, non-sectariarogp dedicated to the
recreation of medieval and fantasy genres. Amtdasia vast array of
new experiences to offer the interested adventdrem making
clothing appropriate to a certain time period, tehling a foam-
padded replica of an ancient weapon on the fieldaifle. The
recreation of medieval and fantasy combat is the o Amtgard and
the main concern of this rulebook. The rules sethftherein are as
detailed and complete as possible, but not allasituns can be
covered. Common sense and fair play should be tsegsolve any
problems. Anyone may join Amtgard by:

1. Obtaining a copy of this rulebook and reading it.

2. Developing a persona and a persona history.

3. Making a costume for yourself that is fitting towopersona.

4. Filling out a membership form and waiver and tughthem in
to the Prime Minister. Minors must have their wai/gigned
by their parents or legal guardians. Minors undherage of 14
may not participate in combat without special pexsion from
the Monarch.

In addition to these requirements, players maytogiecome ‘dues
paid.” Dues paid members have no advantage overatlembers
except that they may vote in the bi-monthly althmgetings, which
are used to make decisions for the group that ayeid the scope of
the monarch alone, such as changing the corporas paid members
are also the only ones who may vote in electionsedare six dollars
every six months and all dues collected are usgzhtofor rulebooks,
newsletters, loaner gear, and other group expet&egdom corporas
may add additional requirements for being a votn@ctive member
of the populace.

Other publications of importance include:
1. Corpora of Amtgard bylaws — group criteria, Amtgard
governmental structure, etc. Important for all ggeuessential

for medium/large groups.
2. The Amtgard Contract — Legal agreement that all groups must sign withBloard of Directors of Amtgard,

Kingdom of the Burning Lands (doing business as gandl, Inc.) It ensures that groups will abide bg th
Amtgard rules and bylaws.

3. Other Publications of note— While not mandatory, these publications are wesgful and include Amtgard
supplements, such as garb and weapon making tigpadAQ list, and the Dor Un Avathar (a monster
handbook). These and other publications may bedatrwww.Amtgardinc.com.

The rulebook takes precedence over all supplememsuals and other rules editions or play testingpsements.
From time to time there may be official manualsppiements, or expansions that enhance or complethertore
rule set. While these documents may expand gameqgtions they are still restrained by the coreesulvritten
herein and may not contradict them. In the everd obntradiction between the rulebook and any oslgplemental
materials, this core rulebook always takes preceden

Process for updating these rules
Changes to this document may only be made by a V&% of the Circle of Monarchs. All votes must lssued in

person or sent to the rules organizer via registenail. The rulebook is generally reviewed durihg months of
June and July.



‘ N ’ Official Rules of Play 7th Edition.

Persona Guidelines

Real History: A persona should be based on people who
could have lived before 1650 AD. The name, weapons,
clothing, etc. are encouraged to be historicallgrect.

Do not impersonate a famous historical figure.

Fantasy: The persona should be based on a book, movie,
historical mythology, or a unique creation of yawn.
Again, do not impersonate a character from the omadi

you choose.

Remember: Every persona must be either of an atcien
medieval, or swords and sorcery related background.

Heraldry

Create a device or insignia to display on your $laganners, and coat of arms. The device shoulthixpie or at
least in keeping with your persona or company. Yftay register the device with the Guildmaster of dary and
the Prime Minister.

Companies
People may wish to band together as a fighting grdthis group is called a company. The company khohoose a
name, captain, second in command and device. Aopersgy be in no more than one company.

Households

People who wish to form a non-fighting group withire club can create a household. The householdidlohoose
a name, a Master and Mistress of the House andii@eleA person may be in any number of households.

Events

There are many types of games and events heldadguThese include:
Tournaments — competitions between individuals or groups faaads, honor, or challenges.
Battles — involves two or more armies attacking each ofbewarious reasons.
Special Events- questsfeasts, demonstrations (to introduce the ganmaundanek trips, revels, fairs,
workshops, and other ‘games.’
Coronations — held twice a year, these events are held inrai@efficially transfer powers from the majority o
officeholders (such as Monarch, Regent, and Guikters) to their successors. Many of these evertsde
guests(to distribute relics), feasts, court, and the appnity to camp in an overnight venue.
Mid-reigns — held twice a year between coronations, thesatsvalow for the transfer of powers for the Prime
Minister and other staggered officeholders. Likeacmtions, these events often include quéstglistribute
relics), feasts, court, and the opportunity to campn overnight venue.
Inter-kingdom events — major events that are held annually intendedrtav participants from a large region,
often resulting in attendance in excess of 200 preddost such events have a theme in order to pieai
motivation to those from outside the local kingdtorparticipate. Examples include: The Gatheringhaf Clans
(AKA Clan), Rakis, Spring War, World Banner Warsre@t Eastern, and Pac War.
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Combat

A Valid Hit

A valid hit is any shot that makes contact and stopdeflects at an angle.
Occasionally shots partially meet these requireséunt are not valid. The best way
to learn what constitutes a good hit is to ask ykingdom/group level Guildmaster of
Reeves, but included here is a list of shots tlahat count. These are just guidelines
and you should never attempt to use these rulebeat your way out of a valid

strike. Also remember, that in all situations tleeve’s call is final.

‘Wiggling’ — A shot (normally a stab) that misses its initetiget and is then jerked
back and forth weakly in order to contact your opgiat.

‘Draw Cuts’ — A shot that slides along your opponent withdittorce exerted
towards your opponent. This normally happens onissed stab. Note that a shot
that hits your opponent legitimately and then tuimte a draw cut will still wound
or kill the opponent as per the initial blow.

‘Whipping’ — A shot from a non-hinged weapon that is blockad,the weapon
bends around the block to strike an opponent. Tlsbsés are common from
exceptionally small weapon cores, or very long weegy and should not be taken.
This is not to be confused with your opponent piwvgtor ‘wrapping’ a shot
around your block using your weapon as a fulcrunhipding only applies when
the core of the weapon itself bends around a bleakbling a shot that would
have otherwise been stopped.

Hit Locations

Head and Neck-— Will not count as a hit and is illegal. Delib&ly parrying with your head or neck is prohibited.

Arm — The first hit to the arm will result in the los§ use of that limb—this is known as being wound&dtruck
arm must be kept behind your back. A second htheowounded arm will result in death. Hand shotsntaas a
hit to the arm unless you are holding a melee waapowielding a shield in that hand, in which céseounts as
hitting the weapon or shield. Wrists are considgsad of the arm, not the hand.

Leg — A hit to a leg results in the loss of use ofttlesy—this is also known as being wounded. You nusep to one
knee as soon as is feasible and place the wounuaee én the ground. Any following hits to that leglvmave no
effect (the only exceptions are magic batsdd some siege weapons). Crawling, dragging ohasel being
carried are the only ways to move about with a wimthleg. You may make a short spring at an oppowitht
your good leg; hopping on your good leg is not akal.

Torso — (Includes a person’s shoulders, groin, chestkpband buttocks) instant death.

Feet— Do not count as a hit if they are on the grouremwstruck (exception: magic balletherwise they count as
a hit to that leg.

Combat Notes

1. Any two shots to the limbs (except two shots to $hene leg) results in death. Example: You are &tinc
the arm. The arm must then be placed behind yock bad is useless. You are then struck again in any
limb, including the one behind your back, and die.

2. A single shot to a hit locatigrregardless of weapon type or point value, onlyrite as one blow to the hit
locationand any ‘extra’ damage never carries through witzer hit location Example: Being struck in the
arm with a Red Weapon only wounds the arm. Theaed&timage is ignored.

3. Shots that only strike garb or unwielded equipm@bminot count as a hit unless said itelohecked a blow
that would have struck a combatant (i.e. garb, poaint, sheathed weapons, etc. are not shields ametd
count as armoQr

4. Blows from melee weapons that nick or lightly glaraff of a target do not count as hits. Any shatth
stops or impacts then deflects at an angle is cdemsd a hit. See also ‘A Valid Hit’ above.

5. Projectiles that nick or lightly glance still coua$ hits.

6. The chain portion of flails, weapon hafts, hiltgnld guards, and courtesy-padded shafts are not lega
striking edges and do not count as hits.

7. Contact with illegal targets stop a shot and pahsgeaction if necessary for your opponent to recdie. if
you hit your opponent in the face, stop combatlumgiindicates he is unhurt). A single shot whittikes
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both an illegal and a legal area simultaneouslyasvalid. i.e. a shoulder shot that deflects iatbead is
valid, but a neck shot that also hits part of yeboulder at the same instant is not valid.

8. Deflections that then strike true on a target dts, lwith the exception of shots that deflect offilkegal
targets—which do not count. Projectiles, even offedttions, can only deal damage to a single targeta
throwing dagger hitting an arm and then deflectimg the chest only wounds the arm, it does no¢ctfthe

chest.
9. If a personis wounded in an arm throwing a shokilbed, shots they threw into motion before bestguck

still count as a hit, if they land within a halfcad of being struck. In the case of a two-handedpon, the
wielder must remove his wounded hand from the weapibthin a half second for the shot to count. This
should be a clear case of finishing an alreadywirehot, meaning that it requires no change ofdios
and the last action required to finish the shot &lasady been started prior to being struck. If yave any
guestions, ask your kingdom/group level GuildmastieReeves. A reeve’s call is always final in
determining if a shot is in time or late.

10. Shots that knock aside a parry and then strikedhget are hits.

11. Bouncesnever count from projectiles or magic balls

12. A player who consistently breaks game rules, cheatgsses mundamoblems with authorities or safety
can be barred from the local group or kingdom bntj@greement of the Monarch and either the Prime
Minister or the Guildmaster of Reeves of that group

13. Players may not wield more than one weapon in glsihand. Firing multiple arrows simultaneouslais
exception to this rule.

14. Grappling with an opponent, shield bashing, routdgngerous, or offensive physical contact is styictl
prohibited and can result in being banned from piadefinitely.

15. If you have to think about whether or not a shoswgood enough’ to count, it probably was. Always
endeavor to have unquestionable honor in the afrealbng your own shots. Your peers will respectuy

and return the favor.
16. Do not call another person’s shots unless you aeege. It is rude and considered in poor formyd
consistently have problems with a player not takimgir shots, inform a reeve who will deal with the

appropriately.
Combat with _Armor
1. Armor is rated on its ability to stop hits. Theiragt system ranges from 1 to 7 points.

2. Each hit will remove one point of value from therar hit location. Certain weapons and effects deate
damage to armor as noted in their descriptions.

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

4. Armor only protects the area that it covers. Exampou have armor on the front of your leg, butagp @n
your thigh, and are struck in the area left operth®ygap. You are wounded and the armor itselfgal®
damage.

Strips

All strips must be at least two inches wide anchéégn inches in length, and clearly visible (natden behind
equipment or a shield) on the person or obhety are applied to.

Each color strip has a different meaning to allavic identification.

Red: Red Weapons and BerserkBgrbarians.
Black: Killing effects such asouch of DeathPoison Weapondeath fields, etc.
Orange: Non-magical flame effects such_as Flant@ws, Lava, etc.
Gold: Reeves and itenthat may not be touched or attacked
Class strips for enchantmeraad magicakffects.
Green: Druid Enchantments
White: Healer Enchantments
Yellow: Wizard Enchantments

Light Blue: Bard Enchantments
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Equipment

Weapons

Any non-explosive, non-chemical weapon that migéwdnbeen in existence before 1650 AD is allowed.

Weapon Terminology
1. Strike-legal: This refers to a portion of the wenpgbat will not leave marks, bruises, or broken é&®mwhen

used to hit your opponent and has at least a 25 @noss section from edge to edge and must ndtyste
more than 1.5 inches through any 2.5 inch ring,ema in an angle less than 90 degrees. Strikinfpsas
require 1 inch of foam over the weapon core, meadfirom the furthest point on the blade to the acefof
the core. This is the only area of a weapon that steke a legal hit. Stab-only weapons (other than
projectiles) are still required to have six inclodsStrike-legal surface on any stabbing end foesafThis
must be covered in a durable, opaque cloth.

2. Padding: This refers to the portion of the weapuai is designed to limit the injuries done from ideatal
contact with that part of the weapon and has attlealf an inch of foam over the weapon core.

3. Handle: Refers to the unpadded part of the weapdrefe it is often held).

4. Total Length: Refers to the distance from the bwmtif the pommel to the furthest point from the battof
the pommel in a straight line.
Example: You measure a scimitar from the bottonthef pommel to the tip of the weapon, not “along the

curve.”

Weapon Types and Construction Requirements
See the Equipment Construction section for add#&ionformation.

Projectiles May not be used to parry, block, or melee and magdxrried in any number. Weapons not listed here
may not be thrown (i.e. you may not throw your seNoProjectiles not bearing enchantmeotslass abilities are
indestructible. Projectiles that are affected bglemtmentr class abilities (not to be confused with clasaits)
may only be destroyely spellsor magic ballsNote: Magiccomponents thrown in combat (magic ba#$c) must
follow the same safety rules as projectiles but tmamain spherical and are not considered ‘projestifor other

purposes.

1. Projectile Weapons
Deal one point of damage to armamd may be blocked by weapons without penalty.kRduwrled two-

handed will deal two points of damage to arpout otherwise behave the same.
a. Throwing Weapons - Throwing knives and axes, sharmjletc.
b. Rocks - Must be at least 1 foot in diameter.

2. Ammunition
Not explicitly granted to anybody, ammunition iglass of projectiles used in conjunction with othgres

of weapons.

a. Arrows, bolts, etc - See Bow (below) and the Arghand Arrow Construction section for more
information. Are considered wooden.

b. Siege Projectiles - See Siege Weapons for morernmtion.

Javelins Are between 36 and 72 inches long and padded &lugig entire length. May be thrown (counts as a
projectile when in flight) and used to melee (irdihg blocking and parrying). Must strike point fingith a Strike-
legal end to count as a hit and cannot be usethths "

Bow Arrows from a bow deal two points of damage. Bogvsssbows, and arrows
are considered wooden. See the Archery sectiomfwe complete descriptions.

Dagger A slashing or piercing weapon up to 18 inches la@gly ten
inches of its total length must be Strike-legal.

Short slashing, piercing, or bludgeoning weapon morenth@ inches
up to 36 inches in total length. At least 2/3 af léngth must be
Strike-legal.

Long slashing, piercing, or bludgeoning weapons moea tB6
inches up to a maximum of 48 inches. The pommeltaamtle of
the weapon can be no longer than 1/3 of the weaptmtal length.
If used to slash or bludgeon, at least 2/3 ofétsgth must be Strike-legal.
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Reachslashing, piercing, or bludgeoning weapons moenth8 inches up to a maximum of 60 inches. The pelmm
and handle of the weapon can be no longer thamfliBe weapon’s total length. If used to slash ludigeon, at
least 2/3 of its length must be Strike-legal.

Spear Piercing-only weapon at least 60 inches in lengthst have padding on upper 1/3 of length, and khoat
be confused with the javelin, which may be throwsmconsidered wooden.

Staff Bludgeoning weapon (ends may be used to thrustithsita bludgeon attack) of 5 ft to 8 ft, must leal2
inches of Strike-legal surface on both ends. Eachraust be padded at least 1/3rd the total lenfthestaff. Is
considered wooden.

Polearm At least 60 inches in length. Includes spearsmay also have slashing edges. (Minimum 1 foot imgta
for a striking edge.) Must have padding on upp&rdf/length. Is considered wooden.

Madu A shield joined to a polearm. The polearm portadrthe madu may be shorter than the normal five. fealy
usable if a class can use both a polearm and édshieany portion of the weapon is brokddeated or otherwise
rendered unusable, all of it is disabled. Is coastd wooden. Magiand abilities that affect any part of the madu,
such admbue Shieldaffect its entirety. Madus may never be consideeeeat Weapons. If a madu is built to slash
at least 1/3rd of its length (excluding the shiptittion) must be Strike-legal (including the 12 hnminimum for a

slashing surface) and the rest must be courtesgigghdAny shield with F!'
weapons affixed to it in any form is considered adm and must conform -
to these rules. j
Hinged Weapon with a single articulating head. The ch#ia hinged 148

weapon is not a legal striking edge. Chains onghesapons must be
wrapped in foam with less than half an inch of thpe exposed at any
point. The combined rope and striking edge mayexzteed 18 inches in
length and the total length of the weapon may xaeed 36 inches. The
top half of the non-rope and Strike-legal portidrtltee weapon must be
padded.

Weapon Effects

A descriptor applied to a weapon that explains whebes. It is possible
for a weapon to have multiple effects.

Red A Red Weapon, when swung in a slashing or bludgepmanner,
deals two points of damage and can be used toaleatshield in three
hits. In all cases where a one-handed weapon isthedveapon or the
user must have a red strip to indicate the effect.

Great If a weapon is five feet or more in length, hami@imum of three
feet of contiguous striking surface (staves mustehat least two feet at
each end), and a minimum diameter of four inchtst (flades require a
four inch cross section) over the entire strikingface, then it is
considered Great and becomes Red when wielded amddd in a
slashing or bludgeoning manner— Never when usextab or pierce.

Magic Relics and weapons bearing an enchantrogmer thanStun
Weapon

Archery

The maximum limit for a bow’s pull is 35 pounds tvia maximum 28-
inch draw lengthCrossbows are limited to no more than 450 inch-
pounds. No compound bows are allowed. Broken ordadrarrows are
not to be used. All wooden arrows must be tapetherentire shaft. At
close range (20 feet or less) bows must be no e half drawn.
Arrows from bows deal two points of damage to arnvanich may be
modified by class traits in games where classesiaegl. A weapon in
hand that is hit by an arrow is destroyéfda bow is hit by a weapon, it is
destroyed

KA wiTAy =

«
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Siege Weapons
Siege weapons are extremely powerful engines dfrdetson that, historically, were used for everytpifrom anti-
personnel to tearing down walls from a great diséarThe abilities and limitations of siege weapans as follows:

1st

2nd

3rd

4th

5th

6th

7th
8th

9th

A melee siege weapon will kill any person or degtamy objectt strikes regardless of armds considered
engulfing. Counts as one hit against invulnerailit

A projectile siege weapon that fires a single pctje at a time, such as a single boulder or t=ilikes exactly
like a melee siege weapon except that it is alepmtd by the enchantmeRtotection from ProjectilesA
Monk may not block this type of siege weapon prtjec

A projectile siege weapon that fires multiple prdjées at a time, such as a grapeshot catapulttsoas firing
Red projectiles. A Monk may block these projectidéssnormal Protection from Projectilestops these.

A siege weapon that fires projectiles may not beduwithin 20 feet unless its operators have thétshb
“half-draw” the weapon.

A siege weapon is a large, tough objdwt is hardened from casual attack. They areidensd to have ten
points of armorand are destroyedhen all armots lost (i.e. ten hits from a one point weapongefhits from a

will deal five points of damage to the siege weapdelee siege weapons and single shot projectdgesi
weapons will destronnother siege weapon on a single hit. Multiplejgectile siege weapons deal damage to
siege weapons as per normal. A siege weapon opzeasatlong as it has at least one point of armaraining. A
Mendwill repair one point of armofsiege weapons do not have sectional ajmidestroyedsiege weapons

may not be retrieved from base.
Siege weapons require at least three people tcatpefhose people may be involved in any operatifotiie
feet away. A siege weapon with less than three lgeomgwing it may not be used. Some monsters aeengx
from this rule. Members of the siege crew may leavany time and continue playing as normal.

You may only have one siege engine per twenty peopla team.

Siege weapons should have a historical or fantasyterpart that they mimic in form and functione@e
engines may only be direct impact weapons suclatapalts, ballistae, etc. You may not use siegerssgthat
mimic area of effect attacks such as firebombs re® Fire. You may not use siege weapons that mimic
gunpowder effects such as cannons.

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

Don'tT™ Mess wiTH
My MACH NG !
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Shields

All shield measurements are the exterior surfaea@n a flat plane. Shields are considered to badeo.

1. A small shield may be strapped to a forearm instefagielded in a hand. Note: This does not allove 0§ more
than a single shield.

2. All shields (except for small shields as noted afowust be gripped in a hand in order to be consitle
wielded. A shield that is gripped in a hand maydisve a support strap around the arm. A blow skrdtes a
non-wielded shield strapped to a player, such sisi@d slung across a back, is considered to sttikeplayer as
if the shield had not been there. A player may omigld one shield at a time.

3. Shields struck by effects that break shields (saxliRed weapons) retain this damage until repathredefore

receiving two such strikes from one player and sueh strike from another player ten minutes lasestifficient

to destroythe shield.

A large shield is no larger than eight square {88t3 inch diameter).

A medium shield is no larger than five square f@&.28 inch diameter).

A small shield is between 36 square inches (6.8 iiameter) and three square feet (23.45 inch diarpe

Non-round shields may not be wider than two feet.

A shield may be tossed in a manner that keep®iafively) perpendicular to the ground. While irethir, such a

shield is considered a terrain effect though igtil vulnerable to things that would normally attt a shield

ONOo O~

equipment.

Equipment Construction
(Visit the Arts and Sciences forum at www.Electao®urai.com for more construction ideas and tuter)al

Weapon Construction Notes

A safe weapon is one that will not break bonesthteer regularly leave bruises when it strikes aspa. The entire
surface of a weapon must be padded as per the wedgsxriptions in Weapon Types. Cross-guards mestauded.
For a core the best things to use are carbon/grapbds (such as from non-metallic golf clubs)eképar, bamboo,
PVC tubing or fiberglass. Other materials will deecked for safety on a case-by-case basis. Methlharoden
cores are not acceptable and will never be consiibrgal.

Use good, stiff foam to pad your weapon. "Open’cilams, such as those found in couch cushionse tiavited
value in weapon construction. Various types of fldosed cell” foam, such as camp pads, are reaaliBilable and
good for creating a variety of durable weapons.it@ical foam water toys are a quick and easy aHltve to camp
pad, however they wear out much faster. Foam chshoaild be guided by how well the foam will worlairhigh-
impact application, so brittle foams or glues thatome rigid when dry should never be used.

Weapon tips (points, guards, pommels, etc.) an#listy surfaces must be at least 2.5 inches in diamand must
not protrude more than 1.5 inches through any 2ch iring, nor end in an angle less than 90 degfBes.ends of all
weapon cores must be blunted by capping them wittyer of foam and tape. Stabbing weapons shoulhide
extra padding on the tip to ensure safety.

Shield Construction
Shields should be made from light, firm materialsould be well padded, and require an opaque dembler such
as cloth. Exposed tape is unacceptable as a cayeraterial. Hard edges may not be exposed. Gooeénmatd to use
include substances with some give, such as plywaratlhigh impact plastics. An interesting alternatis to use a
plastic snow toboggan, which will produce a lightedd that requires less padding. Another poputaelsl design
uses only a thick foam disc, thus negating the rfeeddditional
padding (just a cloth cover). Be careful with thé®avever, as not all
foam materials are the same. Plank foam is a pdatity durable and
safe variety that makes for an excellent shieldilevfoam such as
what ‘boogie boards’ are made of is effectivelyigid material and
requires padding. Thick strips of leather make gaod straps. When
using a non-foam shield, bolts should be attachil the head
affixed to the exterior of the shield with washesad then heavily
padded with foam. All rigid-core shields must eitirave foam folded
over the edges or have the shield edges recessethimfoam. All
rigid-core shields must be covered with a layefos#fm that is at least
1 inch thick on the face, and 1 inch on the eddeelfis must be at
least as safe as the weapons we use.
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Sword Construction

1. Use alength of Fiberglass, Kite spar, PVC, or H gloaft for the core. Remove all sharp edges amidtp from
both ends of the core.

2. Cap both ends of the core with alternating laydrsape and foam until the cap is secure and de¢ydeuall.
Cover the pommel with enough closed cell foam tsuga that it is at least 2.5 inches in diameterteNbat all
pommels must meet this minimum size requiremenargigss of your specific fighting style.

3. If you are making a ...

3.1. ... flat blade, sandwich the core between severanapf camp-pad foam.

3.2. ... round blade, you can use a piece of cylindricalni water toy that has a factory hole in the cerged
cut it to be the length of the blade. If your cameves back and forth within the hole, you can tageng
strip of camp pad foam to the shaft to reduce thisenand prolong the life of the blade. Tape theebaf
the water toy to the shaft very well. Fiberglas®pping tape is recommended for strength and weight

4. Tape several pieces of closed cell foam over tipeofothe sword with fiberglass strapping tape. Yshould
have at least 3 layers of closed cell foam (1.%é&%) on your stabbing tip (and even more for a handed
stabbing weapon, such as a spear).

5. For the cover choose a light, durable, opaque,idal@gut it to length plus three inches, and outgdteameter plus
one inch.

6. Fold the fabric across and sew the side and top.

7. Roll the cover like a stocking, and then roll itvao the sword.

8. Secure the cover to the hilt with tape.

Arrow Construction
Arrows are generally fragile and are often brokeder the constant rigors of fighting. Arrow shafiade from
graphite offer a flexibility and resilience not fod in their

aluminum or wooden counterparts. Wooden arrows rhast

taped along their entire length. All arrowheads trhesremoved

from the arrow, and the base of the arrow at thertust be

built up with a sufficiently strong material to lgast the -
diameter of a penny, which is used to cap the armows
may not be drawn beyond 28 inches, and must hatepper in
place if they are longer. Arrows must have a minimaf 2
inches of closed cell foam on the tip, and it mostat least 2.5
inches in diameter. It is suggested that you ateoliporate a
layer of open cell foam to reduce the recoil of #teow when it
strikes a solid surface. Arrow fletching and nooksst be in O -
good repair, and arrowheads should be checked aggubr
degrading foam. All arrows must be clearly labebgth their
owner’s name on the shaft. Properly colored heacgtomay
be used in lieu of strips to denote special arrtatus; normal

arrows may not be covered in any of the colors mese for /\
special arrows.

Projectiles

A blow by any part of a throwing weapon, boulderock
counts as a hit; so all parts of these weapons tebé Strike-
legal. Non-abrasive cloth tape may be used as arowoy for
projectile weapons. Duct tape is not an acceptablering. The
tips of all projectile weapons must not protruderenthan 1.5
inches through any 2.5 inch ring, nor end in anlahgss than
90 degrees. Projectiles may not have solid coresteNals you
may use for projectile cores include foam, sweatghaterial,
and other soft, non-granular and non-rigid matsri®ennies,
batteries, sand, and the like may never be usewd@Es.
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Armor

Armor Construction

The Monarch, Champion and Guildmaster of Reeves aanor Damage that exceeds the remaining arwedue
(multiple types of armocovering the same body area) will be averaged.dkrmay not be stacked or layered to
increase or add value unless explicitly stated harmor worn under tabards or garb must be partially V&siland
must be announced if asked. Arnsdrould weigh close to actual historical standdodeeceive full value. Straps and
other such material that hold your armmr do not count as part of the armfor either coverage or averaging
purposes, unless they are specifically built ahstxample: the leather strap across your backihgldn your steel
breastplate does not protect you from hits.

All armor must be safe, with no protruding edges that canjidre someone. Armovalues may never be rated at
more than 6 points. The standard baseline for negtabris steel. Armolis rated as the material that it most
resembles, thus plastic and other non-metallic asrnan never be disguised nor passed off as plathain mail.

These are the base armors: Base Thickness Points
Padded cloth ..o e 4 layers................ 1
Quilted cloth........coooviiiiii e 2 layers + padding........ 1
Light leather............coooiiiiii e 1/16 inch............... 1
Heavy leather...........coooviiiiiiii e 3/16 inch............... 2
European ‘4 in 1’ chain mail................ 1.58nft6-gauge)....... 3
Augmented chain, riveted chain........... 1.58mm-gufige)....... 4
Double mail.........ccocoviviiiiiiien, 1.58mm (16-gauge)....... 5
Brigandine or lamellar......................... 1@ (18-gauge)....... 5
Plate. ..o 1.22mm (18-gauge)....... 6

These materials can be added to increase non-metallarmor values:
CUir bouilli.....coooiii e, N/A +1
RiINGS. i 1/8 inch .............. +1
StUAS . 1.22mm (18-gauge)...... +1
Scales, Hardened Leather.................... .3/16 inch.............. +1
Scales, Metal ..........cooeeviiiiiiininn, 1.22mm (18-gauge)...... +2

To increase the value of any form of chain mail:

Full padded gambeson or arming coat......... SeewBel.......... +1

Construction additions and subtractions:

Non-authentic materials ........................ See Below......... -1to -2
Poor workmanship ........cccovivviiiiniinineees See Below......... -1to -4
Shoddy and/or artificial appearance............ Bebw......... -1to -2
Heavy gauge material..............c.ccoeeinnee See Below............. +1
Superior construction.............coveevviiniinns See Below......... +1to +2

Armor Descriptions

Padded cloth:four layers of cloth sewn together.

Quilted cloth: two layers of cloth with padding in between sewgdther.

Light leather: leather of at least 1/16” thickness.

Heavy leather: leather of at least 3/16” thickness.

Chain armors: must have an internal diameter of, at most, 3/&rofnch. Baseline chain armoonsists of butted
links.

Augmented chain: chain augmented in some fashion from the stantfand 1,” such as plates attached to each
other by chain, or any of the Persian/Chinese weave

Riveted chain: chain in which all the links have been individyativeted together.

Lamellar: plates that have all been joined in an overlapgasiion by cord or chain link.

Brigandine: closely spaced or overlapping plates riveted betwsvo layers of leather. Heavy cloth such as canva
or denim may be used instead of leather, but inawk penalty for sub-standard materials.

Double mail: ‘8 in 2,” or a mail in which a standard patterrieven with two rings replacing every single ring.

Plate: solid metal armowith riveted metal articulations to increase miabilExample: Lorica Segmentata.

No armorlist can be completely exhaustive, and armoos mentioned should be ranked according to their
composition (metallic vs. non-metallic) and theipfective value relative to other armadrsthe table.
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Armor Definitions

Platesmust be attached to each other or a backing ih suway that all four edges or corners are held int
continuous rigid contact with each other or thekiag. Plates may be made of 3/16” hardened leafimstead of
steel) and receive a -1 to the total armatue. Plates as defined here are those thatsae in Scales,
Brigandine, or other such armoasd should not be confused with ‘Plate Armor.’

Cuir bouilli is the process by which leather is hardened usiaxj or other treatments to produce significantly
harder leather.

Studs are composed of metal, and must be no more tHaimthes apart to receive the bonus. Studs mayeot
added to metal armor

Rings are composed of metal (not to be confused withrcheail), and must be at least 1/8 inch thick, hawe
internal diameter of at least 1 inch and no gretttan two inches, and be placed no further thanricbes apart
to receive the bonus. Rings may not be added t@lnaemor

Scalesare composed of metal (+2) or 3/16” hardened leafir1), and must be overlapping. Scales may not be
added to metal armo6cales need only be attached to the aralong one edge.

Gambeson(sometimes referred to as an arming coat) resesrilguilted, close fitting tunic that minimally extds
from the thighs of an individual to their elbowxcéuding their head and neck. If worn under anyetyif chain
mail, the wearer will receive a +1 bonus to theaatteat the chain mail covers. The gambeson mayaot
modified to increase this value. A gambeson musthieeequivalent of at least quilted cloth with cottbatting
padding in between the layers, and must cover thigecarea of the hit locationnder the chain in order to grant

a bonus.

Armor Modifiers

Non-authentic materialsrefer to materials that were not in use to creataorat the time, such as plastic. For
comparison of metals, steel is the standard weaglittoughness, so lighter or softer metals, sucdwsinum,
will incur this penalty, while stainless steel wilbt. Subtractions for inauthentic material may ereexceed -2,
though completely inappropriate materials may reeeio points (i.e. aluminum foil, cardboard, etc).

Poor workmanship refers to an inexperienced or incomplete asserblthe creator — the use of non-period items
such as hot glue, tape, or shoestrings to holdathreortogether.

Artificial appearance refers to the overall appeal of the arnamd its ability to accurately resemble historical
armors

Heavy gauge materialis metal that is at least 15-gauge (1.71mm platek.83mm wire) thick or leather that is at
least 1/4 inch thick.

Superior construction is reflected in the overall construction and fupatiof the armoas compared to other armors
of its type, and is awarded on a case-by-case basis

Armor in action:
Example 1: A person with two points of torso arncovering his chest and back is struck in the baitk a regular

sword: One point of armds removed from the torso armdeaving one point on the armoovering the chest and
back (chest and back are included together undsotarmoy.

Example 2: A person with two points chest armaod no back armas struck in the back with a sword: Person is
dead.
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Battlegames

@attlégame Rules

Switching classes or sides during a battlegasneot allowed

unless specified by the scenario or by a reeve.

2. Never handle anyone’s personal property withowtfiraving
their permission.

3. There cannot be more than 1 bow to every 5 peopla side —
round fractions up.

4. Each side may only have one Wizard, Healer, Druid Bard
per ten people, rounding fractions up. Therefortgaan with
seventeen people may have no more than two of eaahc
using class.

5. The following activities are strictly forbidden:

a. Maneuvering or engaging during a hold.

b. Striking at reeves or non-combatants.

c. Calling a hold to retrieve spent iteros derive other
advantages.

d. Trying to influence a game while you are dead.

e. Deliberately mimicking an ability that you do natrcently have, such as casting a “pretefiiger of
Deathas a Barbarian. Grand standing and bluffing is,faselong as it can’t be confused with a real
ability.

f. Deliberately mimicking an ability that you do hawich as pretending to cast a spmlt using the
wrong wording.

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

6. Players who break the rules may be removed frongtme by a reeve.

Deaths and Lives

Immediately remove yourself from impeding play ¢ tbattlefield once you have died. If you want & mto the
spirit of things, then fall down and scream. Makdramatic. Reeves may give you a bonus for a gteath. Then
report to nirvana. The reeve in charge there vaiket your name and record your time. Deaths ar® foinutes
though a bonus will subtract 2 minutes and a pgnaili add 2 minutes. The number of lives you gaties with
level and class. You are out of a battle once yavehexpended your last life and left the field. Wheturning to
life from nirvana you must return to your base amhounce ‘alive’ so that it is audible out to 1@@t before
reentering the battle. Dead persons on the fieldtrhold their weapons over their heads. If thelbgtmedoes not
call for a nirvana reeve, one must sit down in air& for a 300 couriefore returning to life at one’s base. Most
battlefield effects will not work on a dead persmmce he has left of his own choice from where heddivith the
obvious exception of not impeding play. Effectstthél function on dead players who have moved frosmere they
died are noted as doing so in their descriptionsadplayers (provided they are not affecting oredipg play) may
stay on the field as long as they want. A persoy r@untarily take a game death at any time, bustimmediately
go to nirvana and may not be raised from the deaahy manner unIesSummon Deats cast upon them first. Dead

or Resurrect

Subduals and Prisoners

During class battles, prisoners may be taken byeswering or by being rendered “unconscious” bylknlkg blow
(torso or second limb shot) preceded by the worbthie.” The person will then be unconscious foisé6onds. The
prisoner may be subdued up to 5 times. Any more \itl result in his death. Armanegates a subdual blow and
instead takes damage as normal from the blow.i$fdamage is sufficient to pass through the arrttogn the target
is still affected by the subdual blow. A subduabwlistriking a person who is unaffected by Subduatobdual
magic does not wound or kill. Stabbing-only weaponstabbing with a slashing weapon may not be tsed
subdue. A subdual blow to a limb will render thialh useless for a 60 coumk prisoner’s equipment must be kept
within 10 ft. of him and cannot be destroydRescued prisoners must still couhé required time before they are
considered recovered. Subdual blows cannot be deale
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Holds

When a hold is called, all players must stay wheesy are and be quiet. No tactical maneuveringlmaeed and
weapons may only be collected if a reeve gives jp&sion. If you really do get hurt, yell “hold.” Reoie yourself
from the battle and reenter behind your own linaseoyou have recovered. Deliberate faking of a gdesgh or real
injury is not allowed. Battlefield participants sld only call a hold for injuries or when a poteily dangerous
situation arises such as a seven year old childystg onto the battlefield. If you are involvedandispute then go
find a reeve or remove yourselves from the fieldillthe issue is resolved.

Game Etiquette:

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

1. Do not use a hold to gather or retain spent equigiroe valuable game item# reeve or the other team may
grant a person the opportunity to pick up spentgment if they are simply asked.

2. Do not use a hold to avoid a death or get out b&a situation.

3. While it is honorable to return the other team’sspequipment (magic ballsveapons, expended arrows, etc.),
it is not mandatory. Don’t delay or stop play taum equipment. Similarly, don’t attack someone visibeing
kind enough to return your own team’s items

4. As stated before, players should remove themsdhoss the field when discussing disputed blows desu This
is not always practical in the immediate heat & thoment. If you see a dispute, do not engagerikesat
those involved. By the same token, don’t use theusgs of returning equipment, a headshot, or résgla
dispute to save yourself when the enemy has yod d@ehis sights.

Example: You are accidentally struck in the face, and stanously cleaved in two from behind by another
opponent; you are still dead.

5. If you are immune to, protected from, or for anhetreason are not affected by a magic, abilityploysical hit
you must notify your opponent as quickly as reabbppossible. Acceptable ways to inform them inadud
stating “immune”, “protection from <school/effect>"no effect”, etc. You are not required to intgptlany
incantation, but must inform your opponent aftemgdeting the incantation. Declaring immunity doex break
ongoing verbal requirements such as Chants.

Garb

Each class has its own particular garb parameteraddition, there are certain other garb elemémas denote

special positions. Note that all battlefield paigents must be in “period” garb (tunic, robe, armeic.):

1. White belts (any belt more than 25% white), una@archains, and spurs are reserved for knights aandnmot
be worn by others. A knight may also choose to taiknights white belt with a color particular tcathorder of
knighthood: Gold for Crown, Silver for Sword, Rear fFlame, and Green for Serpent.

2. Red belts (any belt more than 50% red) are geneaally worn by squires.

3. Black belts with silver trim are generally only woby men-at-arms.

4. The phoenix is the symbol of Amtgard. White andcll@hoenixes are reserved for knights. A gold pliwemnm a
red background is reserved for Warlord. Otherwibe, phoenix is generally only worn as part of kingd
heraldry.

5. A diagonal slash of a guild’s distinct color, woosn a belt, baldric or tunic, is the mark of a clasaster.

6. Guildmasters are entitled to wear favors markedlie symbol of their guild.

7. The use of crowns and coronets is reserved forltypyad nobility, although their retainers may welae
symbol of a crown on their garb.

8. Most companies and many individuals choose to tegitheir personal symbols and colors. While not
specifically disallowed, it is considered bad fotmuse another’s coat of arms without his agreematsonal
symbols and colors should be registered with thddinaster of Heraldry and the Prime Minister.

9. The garb of a page is a yellow belt and is gengnadit worn by others. A non-fighting page must atesar a
gold “enchantmeritstrip if on the field.

10. The use and application of good garb is importantreating the correct mood of the battlegamed events.
All members must be garbed in a “period” fashiomwdomers should have their own garb (and weapons)
within a month of having first attended. It is eaayd inexpensive to fashion a T-tunic or tabard| plenty of
people are willing to help. If you have questioth®at garb or any area of the rules, then all yovweha do is
ask.

11. For the purpose of determining what class peopdepdaying, class sashes must run diagonally adiesshest
from one shoulder to the opposite hip. They musableast two inches wide. You may not wear sasbes
classes you are not currently playing. Paladin Antl-Paladin symbols must be at least 5 inches liyches.



Non-fighting Types

If you do not want to fight but wish to participatea battlegamé¢here are a few options to do so:

Reeve— The garb is a gold tunic, strip worn around iead, or sash. The reeve is a referee for thecoaithe The
reeve should be impartial, fair, have a good eyel, lze well versed in the rules. The reeve hasdbtday in any
decision in a battlegamé&he reeves do not fight and should not be purfudlgehit or touched in an offensive
manner. The Guildmaster of Reeves shall deal widlsdd, unfair, or incompetent reeves.

Page— Garb consisting of his master’s device is opgioMNon-fighting pages may retrieve spent equipmbat may
not retrieve or carry new or extra equipment. Mustr a gold enchantmestrip around right wrist.

Color — Garb is encouraged. It is not a class, yet itetueveryone else who wishes to participate imbed and
ambiance of Amtgard. Examples include minstrelstewhearers, serpent knights, and many others.

Arts And Sciences Guilds— Artisans, smiths, garbers, etc.

‘ N ’ Official Rules of Play 7th Edition.
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Fighting Classes and Abilities

This section contains a few examples of archetypeadiieval and fantasy
character types. While the names of the classésatsfa European centric
viewpoint, that does not define how you must portiteem. You can easily play
the Barbarian or Warrior classes as a Samurai®iHaler as a Necromancer.
With a little flair and creativity, the Scout classmkes an excellent Pirate. Your
character and persona are defined through youorstnd behavior, not the
name of the class that gives you your abilitiese Thasses exist in a strict form
to maintain game balance on the field; it is upyoa to give them life, substance,
and personality.

Fighting classes are listed in the following manner

Name: The name of the class.

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

Garb: Garb that is required to denote playing the cldssi are required to dress in
medieval-looking garb in addition to this class cfie garb. Failure to do either will
result in playing the Peasant class.

Requirement: A few classes list experience requirements. If gounot meet these
requirements you may not play nor gain creditshiat tclass.

Armor: Maximum point value of armathe class may wear. You can always wear arwithn a
point value higher then you are allowed use of,inubhese cases the armaimply gives you the maximum
allowed for your class. Example: a Scout wearinlg late still only gets three points from it.

Shields: Largest size shield available to a class.

Weapons: Types of weapons the class can use.

Immunities: What the class is immune to.

Lives: The number of lives the class has.

Limitations: Some classes have restrictions. For example, Barfsare restricted from wearing enchantments
Traits: Class attributes that function all of the time lvaitit activation being required. Includes such tkiag extra
lives and the ability to wear extra armdiraits are denoted with a (T) and are always magicalin nature.
Abilities: Powers or skills that must be activated to be ugdiilities are denoted as either Magi¢ad) abilitiesor

Extraordinary(ex) abilities Unless otherwise specified, class ability enhaneguipment cannot be used except

player, even another Warrior.

Credits and Levels

If you wish to fight or participate in a battlegayny®u must conform to one class for each game. isgremay
advance in level in a class after having the retpiisredits and passing a class test administeyegbhr class
Guildmaster. Only one attendance credit may bergie a single day. You must play the class you wisgain
credit in. If no class is played but fighting tak@lace, you may take a Warrior credit. All clasgasn new abilities
and levels at the following rate:

1st Level - less than 13 credits of experiencehat class

2nd Level - at least 13 and less than 25 creditsxpierience in that class
3rd Level - at least 25 and less than 37 creditexpierience in that class
4th Level - at least 37 and less than 49 creditexpferience in that class
5th Level - at least 49 and less than 61 creditexpierience in that class
6th Level - 61 or more credits of experience intttlass
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Standard Classes

Anti-Paladin

These are the standard bad guys of legend. Almostdversary in a stock
fantasy movie can qualify as an Anti-Paladin, bistdrical cases abound —
ranging from Vlad Dracul’s persecution of Turkistigpners to Mongol
warlords boiling opposing chieftains alive.

Examples: The Kurgan, Mordred, the Black Knight thazgul, Tamerlane,
Sir Francis Dashwood

Garb: Must wear a white belt and have a black phoeniendy displayed
on clothing or armar

Requirement: Must have been a knight for twelve weeks.

Armor: 4 points

Shields: Large

Weapons:All Melee, javelins

Immunities: Control

Lives: 4

Abilities & Traits:

Levels
1st None

b. Touch of Deatthecomes (1/life)

6th Immunity: Flame
Innate Ability (Choose two before game starts. Mapose the same
ability twice.):
a. Fear(m) (1/game)

b. Reanimatgm) (1/game)

Archer
Everyone knows the legend of the Swiss crossbowviddiiam Tell and historically the Welsh Archers Igmesisted

English rule before making the longbow famous atnsgurt. Other outstanding examples include the dou
archers of Shogun-era Japan, and the Sioux Dogesld

Examples: William Tell, Odysseus, Paris of Troy,bRoHood, Bard of the Dale, the Ettrick Forestersd

Minamoto Tametomo

Garb: Orange sash

Armor: 3

Shields: None, initially
Weapons:Dagger, short, long, bow
Immunities: None

Lives: 4

Abilities & Traits:

Levels
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Assassin
Assassins were once so powerful in the Middle Hast Hulagu Khan had to storm their mountain fastrevhen

they demanded tribute. Renaissance Italy and itengeof political intrigue made the courtly killgninto an art
form.

Examples: The Ninja, the Borgias, the Jackal, Hads8abah, Sir Francis Walsingham

Garb: Black sash

Armor: None initially

Shields: None initially

Weapons: Dagger, short, long, throwing weapons
Immunities: None

Lives: 4

Abilities & Traits:

Levels
1st No additional abilities
2nd May use a bow (T)

4th Up to two points of armomay now be worn (T)

5th May now use small shields (T)

6th ‘I-h-h'é[t'é';&-b-iiity (choose two different options fromis list before game
starts):
a

b. Poison Weapc
c. Teleportbecomes (1/life)
d.
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Barbarian

The Chinese, from ancient periods onward, have idensd everyone else to be barbarians, and oddiyghmit is
the Eastern tradition from India to China that giwes the image of civilization defending itself agd the nomadic
hordes of such peoples as the Tartars, White HBekuk Turks, and other steppe tribes.

Examples: Conan, Yellowbeard, Leif Eriksson, Attitee Hun, Alaric the Vandal, the Voivodes

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

Shields: Large

Weapons:All melee, rocks

Immunities: Subdual

Lives: 4

Limitations: Cannot carry enchantmentMay not use relics except Heimdall’s Horn.

Abilities & Traits:

Levels

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

Bard
Bardic history is mostly tied in with the early dteadition of the druids and Norse skalds. Medielwarope does
give us a case of actual singing knights, manyheht female, from the independent French provincAdfitaine

before it was crushed by the Papacy.
Examples: Sarafin, William Shakespeare, Alan O’'D&lemer, Scheherazade, Circe, Bragi, Snorri Storus

Garb: Light blue sash

Armor: None

Shield: Medium (will subtract from magipoints)
Weapons: See the Magic section for a listing of weaponsdus#eapons subtract from the Bard’s magaints.
Immunities: None
Lives: 4

Abilities & Traits:

Bardic Charm: Some monsters may be immune to the
control schoalbut not bardic charm. Bardic charm is
any control magic¢hat is cast by a Bard (even
those bought witi/oice).

Magic-user: Bards are magic-useend gain magic
at each level. See the Magic section for
more details.
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Druid

Neolithic anthropological evidence indicates a sfyo
tradition of matriarchy and mother worship in CehtEurope,
the origin of the proto-Celtic Beaker and Axe peapllt is
highly possible that many if not most early druidypes were
priestesses rather than priests.

Examples: Galadriel, Johnny Appleseed, Lady oflthke,
Cathbu, Tom Bombadil, the Green Knight

Garb: Brown sash

Armor: None

Shield: Small, will subtract from magipoints
Weapons: See the Magic section for a listing of weapons
used. Weapons subtract from the Druid’s magpmnts.
Immunities: None

Lives: 4

Abilities & Traits:

Magic-user: Druids are magic-usemnd gain magiat each
level. See the Magic section for more details.

Levels

1st No additional abilities

2nd No additional abilities

4th Immunity: Poison

5th Immunity. to non-Spirit schooimagicfrom fey monsters
6th Immunity. Control

Healer
This image has been somewhat forged between clandshe “hedge mages” that preceded Christia@ty.

modern view of the fighting “Healer” stems from bBamedieval clerical use of bludgeoning weaponsasmot to
break the implied biblical prohibition against diag blood.

Examples: Hippocrates, Chiron, Elrond, Goldmoonch¥emgel Raphael, Galenus, and the Hospitallers

Garb: Red sash

Armor: None

Shield: Medium, will subtract from magipoints

Weapons: See the Magic section for a listing of weaponsdus&eapons subtract from the Healer's magiints.
Immunities: None

Lives: 4

Abilities & Traits:

Magic-user: Healers are magic-useasnd gain magi@at each level. See the Magic Section for moreitieta
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Monk
Shaolin and Buddhist temples manned by fighting ksowho learned to fight with their hands and stmang

implements when their warlords forbade them to sserds are the classic image of this class. Howewany
Asiatic and American tribes had strong traditiofisvoestling, and the Shogun-era Japanese had hgrkebf armed
warrior monks whose wrath was feared by even thpezor.

Examples: Bruce Lee, Qui Chang Kane, Dread PiratgaNRoberts, the Bloodguard, Benkei, Pachomiug,Sbhei

Garb: Gray sash

Armor:. None

Shields: None

Weapons:Dagger, short, long, polearm, staff
Immunities: Gained at later levels

Lives: 4

Abilities & Traits:

Levels

2nd May now use throwing weapons (T)
Immunity: Poison

Immunity: Traps

Monster (non-standard class)

Monster is a special class. A credit in Monster oaty
be taken twice a month, but as you increase weeks i
Monster, you increase it for ALL monsters. Thuyafu
have 13 weeks in Monster, you can play a 2nd level
Monster of any type.

(To view various 3rd-party monster manuals and othe
supplements visit www.Amtgardinc.com. Note: The
Inter-kingdom monster manual is called the Dor Un
Avathar.)
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Paladin
The perfect good guy comes to save the day. Padasdist in the myths and legends of all cultures.iBhe

Geatlander Beowulf slaying Grendel or the Norse gbdr battling the Midgaard Serpent, Paladins hiagen with
us since prehistory.

Examples: Joan of Arc, Galahad, Bovide, King ArthRoland, Percival, the Twelve Peers of France, Raoixote,
Arcite, Palamon, Dietrich von Bern

Garb: Must wear white belt and have a white phoenix dpelsplayed on clothing or armor
Requirement: Must have been a knight for 12 weeks.

Armor: 4 points

Shields: Large

Weapons:All melee, javelins

Immunities: Subdual

Lives: 4

Abilities & Traits:

Levels
1st None

c. Awe (m) (2/game)

6th Immunity: Death
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Peasant(non-standard class)
Peasants are players who do not have appropriatefgaa class but still want to play. You may takedits in

Peasant but they have no levels, so no advantagegaied from doing so.

Garb: None

Weapons:Dagger, short

Armor: None

Shield: None

Lives: 4

Limitation: Is only played if a player does not have garb aqdipment for any other class. Must be played if
appropriate garb is not worn. May not carry encheartts

Scout
Anyone who survives for any time in the wilds leaithe lay of the

land. Many Native Americans are rightly seen asdytrackers or
scouts, as were the mountain men who followed.

Examples: Strider, Hiawatha, Little John, Baden Blbw

Garb: Green sash

Armor: 3 points

Shields: Small

Weapons: Dagger, short, long, staff, throwing weapons, bows
Immunities: Immune to both magicand non-magicaflorms ofLost
Lives: 4

Abilities & Traits:

Levels

3rd Antidote to Poisor(ex) (1/life)

4th Immunity: Traps

5th Earth Bind(ex) (2/game)

6th Trackmgbecomes (2Nife)
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Warrior
Pure warrior traditions also abound. Outstandingnegles included the 300 Spartans who opposed &t §rersian
king Xerxes and his 10,000 Immortals, the incregliwbrlike five nations of the Iroquois, and therfie Maori clans
native to New Zealand.

Examples: William Wallace, Lancelot, Achilles, Sfgnus, Mad Martigan, Miyamoto Musashi, Charles Mhart
Roman Praetorians, and Julius Caesar

Garb: Purple sash
Armor: 4 points
Shields: Large
Weapons:All melee
Immunities: None
Lives: 5

Abilities & Traits:

Levels
1st No additional abilities
2nd May wear up to 6 points of arm¢r)
3rd Total lives increases to 6 (T)
May now use javelins (T)
4th Improve Weaporbecomes (1/life)

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

6th Armor of Quality(T)

Wizard

The alchemists of the Dark Ages can be said to be

Wizards, but 10,000-year old cave paintings in 5\‘--\&\
France indicate that the concept of fusing theispir {/§ N
and physical worlds has been with us since thd.sta ' "f‘tﬂ@

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

Garb: Yellow sash

Armor: None

Shield: None \

Weapons: See the Magic section for a listing of
weapons used. Weapons subtract from the
Wizard’'s magicpoints.

Immunities: None

Lives: 4

Abilities & Traits:

Magic-user: Wizards are magic-useend gain

magicat each level. See the Magic section for
more details.
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Abilities and Traits Defined

Abilities Format Key:
M: Materials needed

I: Incantation and gestures
R: Range (if any)

E: Effect

L: Limitations or Restrictions
N: Notes

Accuracy
E: Arrows fired from ones own bow or crossbow deaé additional point of damage.

Antidote to Poison
As per theCure Ailmentsspell

Armor-Piercing Arrow
M: Blue strip tied to arrow or blue cloth cover arrow
I: Immediately prior to firing, declare loudly “Amor-Piercing Arrow”
E: A strike from the arrow will destrogll non-invulnerable armawn the location struck and will continue through
to wound the target. It will only deal one pointddmage to invulnerabilitgnd invulnerable armor

Armor of Quality
E: Any armorworn is worth one extra point to a maximum of sepeints.
N: This ability allows you to exceed your norméss maximum on armdryy one point.

Assassinate
I: Say the word ‘Assassinate’ immediately uporikgd a person.
E: The victim is affected as per the sp&dver Spirit
N: May be used while moving.

Attuned
E: May choose to carry two enchantmefrtsm any caster (or
combination of casters) for the duration of thereut life.
N: This ability may not be used in conjunction kvany
other similar ability or magicOnly one of these two
enchantmerst may be simul-cast both of them allow
for it.

Awe
As per theAwe/Fearspell

Banish
As per theBanishspell

Berserk
M: A red strip worn around the head or arm.
I: You may choose to go Berserk at any point orebgible life by tying on the strip and announcipgur
Berserk state.
E: While Berserk you gain the following traits:

a. Natural armor2 points on all hit locations

b. Strong: Melee weapons become Red. Melee weatiat are already Red deal an extra point of damag
armorfor a total of three.

c. Rage: Weapons used while berserk must be tax@feet in length. Players may not cast magise
projectiles, javelins, shields, hinged weaponsadivate class abilities (except Berserk). Armarn is
considered destroye@nd cannot be used while berserk. You may noea¢tfrom combat unless facing
odds of at least 5:1, monsters with a ratio of & hreater, or a Wizard, Healer, Druid, or Bard.

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

Camouflage
M: 10 ft green cloth
I: Place cloth in a circle, repeat x3 “May thedes of nature hide my presence.”

To end the Camouflage, the player must repeat x&uhe release me.”

R: Within circle

E: While inside the circle the player can’t beaated, even if someone viewed him activating then@aflage.
Area effect magidchat encompasses the area of the Camouflage @idbhomsday still affects the player.
While Camouflaged the player may not affect anyetse, though they can use their own abilities on
themselves (such as healing or curing poison). Gdlage has no effect on other players, their eq@pmor

Earth Bind
I: Repeat x2 “May mother nature bind thee.”
R: 20 ft
E: Victim cannot move feet until each of his legg struck ten times with a slashing or bludgeoniregpon.
Anyone attempting to free the victim must stateefrthis leg” while doing so or the hits strike filayer as

normal.
N: May be used while moving.

Extend Immunities
I: “My faith shall defend thee.”

R: Touch
E: Player extends all of his class immunittesone person with whom he is in direct physicahtact. Immunities

never extend to equipment. This ability ends ansa® physical contact is broken.
N: May be used while moving.

Fear
As per theAwe/Fearspell

Fight After Death

E: Occurs immediately after having died. Playenttoues
to fight for 10 seconds—which must be counted out
loud—after dying. Limbs and armdwest before death
remain lost, and additional limbs and arntan be
removed, but this does not stop the player from
continuing to function (save for losing the usettod
limb) for the duration of the Fight After Death.
Additional killing hits do not kill the player. Fig After
Death does not count as ‘moving after having died.’

L: Being struck by &phere of Annihilationa melee siege
weapon, or a single shot projectile siege weapdh wi
prevent or end Fight After Death.

N: This ability does not free the player from gne-
reminder, a player is always required to stay intoaol of
his actions. Violent flailing with real life disragd for
others — during this or at any other time — is grasi for
punishment or expulsion by the reeve. You can plégr
a crazy person, but you must still have controyodfir
actions at all times. Reeves are encouraged to verttas
ability from those who are hurting or endangerinhess.




Flame Arrow

M: Orange strip tied to arrow or orange cloth coea arrow

I: Repeat x5 “flame arrow.” Immediately prior twihg, declare loudly “Flame Arrow”

E: A hit to a shield will destroyhe shield unless its face is tapped to the grdineltimes within five seconds. A
hit to a siege weapon by a Flame Arrow will deakfpoints of damage to the siege weapon. Will dieahage
to armorand wound or kill people as normal. Has no effattceball, Entangle or any other magianless
specifically mentioned in the magdescription. A Flame Arrow will remain lit for twminutes.

Heal

As per theHeal spell
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Improve Shield
M: Purple strip visibly tied to shield
E: Shield may only be destroydy magic ballsverbal magi¢cor siege weapons and is considered to be metal fo

game effect purposes.

Improve Weapon
M: Purple strip visibly tied to weapon
E: Weapon deals +1 damage when wielded in a sigshi bludgeoning
manner.
N: Does not confer shield-breaking abilities.

Longbow
M: Purple strip tied to bow
E: Arrows fired deal a base of four points of dgma
N: Has no effect on arrows fired from crossbowsem21 inches

in length.

Missile Block
E: Player is allowed to block arrows with theirap®ons without penalty. Any

arrow in flight touched by a weapon wielded by thayer has no further effect
for the duration of its flight.

Missile Block, Greater

hands to block projectiles and arrows without pgnahny arrow in flight
touched by the player’s hand has no further effecthe duration of its flight

Pass Without Trace
I: Repeat x3 “Pass without trace”
E: You must immediately return to your base. Yoe eonsidered out of the
game while returning.
N: May be used while moving. May be used while enthe effects of

so long as those abilities would not otherwise préawou from using Pass
Without Trace. The courdf any game effects upon you are considered
suspended until you are returned to the game, ahyboint they return
with their remaining duration.

Penetration Arrow
M: Black strip tied to arrow or black cloth coven arrow

I: Immediately prior to firing, declare loudly “Retration arrow”

through to the arm underneath, however.

Poison Weapon

M: Black strip tied to weapon
E: May poison one weapon. People who are woungeddisoned Weapons die if they are Gatredin a 100

count A person may only poison one of his own weapdis effect remains on the weapon for the entife. li



Powerful Blows
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I: Declare loudly “Powerful blows” before engagiirgcombat.
E: Your weapons are treated as magfoalthe purposes of damaging monsters that arg affiécted by magic

weapons.

Reanimate
M: Denoted with yellow strip
Otherwise as per thReanimateenchantment

Repair Item
E: As per theMendspell
L: May only be used on one’s own equipment.

Resurrect
As per theResurrectspell

Sanctuary
I: Drop any weapons in hand and state “Sanctuary.”

R: 20 ft radius from the player

E: Others within 20’ may not take hostile actidnwards the player, nor target the player or higigopent with
maagicor abilities.

L: Must be chanting “sanctuary” and cannot be hodda weapon or the ability is broken. Cannot caroy affect
game itemswvhile in Sanctuary. Players in Sanctuary may ngpéde the play of other people in any manner,
and must immediately remove themselves from any sittiations they find themselves in.
these are on the player when he enters Sanctuey,dan be discharged as normal, though this emals t
Sanctuary. The player may move around during Samgflbut they must keep at least one foot on tloeigd at
all times and may not run. Sanctuary is brokemé Monk comes within 20 feet of a base.

Steal Life

S: Death
M: Dead person

I: Touch target on their shoulder and recite ‘Keaour life.”
R
E

: Touch
: Target loses one life from their total and tlser gains one life. This life is in addition tetherson already

being dead. You cannot steal lives from those alyeshattered.
N: This effect may be used on any dead person lnasonot yet reached nirvana, even if they have mhdr@m
where they died. May be used while moving.

Stun Arrow
M: Gray strip tied to arrow or grey cloth cover arrow

I: Immediately prior to firing, declare loudly “&th arrow.”
E: Arrow behaves as a Subdual blow.

Teleport
As per theTeleportspellexcept may be only used on self.

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

Tracking

I: Repeat x5 “Tracking”

R: Self

E: You may do ONE of the following:

a. Ask one yes or no question of someone (deasbpereeve or monster) that must be answeredftrilghand

to the best of their ability. This is not stoppedthe Liplock magic
Follow aTeleportingplayer
. Walk through &hornwall
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Transfer Life
S: Spirit
M: Person
I: Touch person and state “I give thee life frorg own.”
R: Touch
E: This ability has two possible effects:
1. A dead person is immediatéResurrectedas per the speResurrect
2. Aliving person gains one extra life on theirrrent life total.
In addition, the Monk loses one life from his totHlhe was on his last life when he used thisighihe
dies immediately and may not be restored to life.
L: You may only use this ability on a person playia standard class.

Trap
I: Repeat x2 “May my devious trap bind thee”

E: 20 feet

N: May be used while moving.

Truth
As per theTruth spell
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Magic

Amtgard’s magicsystem is one of its most unique qualities. Plgyanmagic-
userrequires the participant to think and is a constdrallenge. Note that a
delicate balance exists between all the classesh Ekass, especially those
with magic must be played within the spirit of the rulesidefg it. There is a
great deal of trust and honor involved, and someainesing the rules of any
class can easily disturb game balance. Wizards|dAgaDruids and Bards
(collectively referred to as magic-usgrare urged to dress and act as
recognizable members of their classes, which ateonty powerful, but also
spectacular. If you have difficulty understandihg tmagicsystem, don’t
hesitate to ask your Guildmaster or a Reeve. Hapagiccasting!

Q{ylés of Magic

Magic must be said loudly and clearly enough to be heatldin 100 feet or by the recipient, whichever is
closer.

2.  When casting verbal magigith a single target, the caster must announcedigets name immediately before
the incantation (class and a unique descriptor suffice if name is unknown). When the target isiece of
equipment, the possessor (or most recent possdgsatr currently possessed) of the equipment mest b
specifically identified as well (Example: 'Bob’ght hand weapon’, 'EIf Archer left leg armor’, 'BlWarrior
sword on right hip’, etc).

3. A player may not move their feet when casting magidess otherwise stated or specified in the niagic

description. The same applies to all class abditiad skills that require activation. If a playeovas his feet
while casting magidt is interrupted and not cast. The caster musétrand begin casting again.

The target of magiust be in range at the time the speltompleted in order for it to count.
Incomplete or interrupted maghas no effect, and does not count as if it werdus

Any hand being used to cast magicist be empty with the exception of magicamponents or the target of a
touch spellsuch aHeal. Magic ballscharged in the left hand may be transferred toritpet hand before
throwing.

7. Unless they buyAmbidexterityWizards and Druids must cast magiith their left hand, and may not cast if
their left arm is wounded. Healers and Bards magt wath either hand.

8. All magic is listed as a spelenchantmentfixed enchantmenimagic ballor neutral This distinction can have a
great impact on play so note it carefully. Unlessenl otherwise, fixed enchantmefitdlow all general rules
for enchantmentsUnless noted otherwise, magic bdiddlow all general rules for spells

9. Enchantment$E)
a. A person may carry only one at a time unless e)'qb]iuoted otherwise in a magic or class, suchhas t

b. When a person voluntarily moves from where theyddeny enchantments they carry are lost. Unlesg the
have voluntarily movedResurrectedlayers retain enchantments unless specificalbhifmited. Summon
Deaddoes not return missing enchantments to players.

c. Will only cover one objecffor example a person, a weapon, arpeic). Thus while you may be protected
from flame, your armoand equipment is not. The same applies to clasdgias.

d. Enchantments cast on equipment count against thibauof enchantments that may be carried.

e. Enchantments cast on equipment only function wheadby the player who was in possession of the item
when it was enchanted. Example: If you givBladesharpedsword to another player, the enchantment
does not function.

f. If you are carrying an enchantment you cast, reimoved when you begin casting other magitess
otherwise noted.

g. May not be cast on unwilling participants or thequipment; this does not prevent them from beirgy th
target of enchantment effects suchlasich of Death
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10.

11.

12.

13.

14.

15.

16.

17.

h. Must be denoted by a visible enchantment strip amtbunced if asked.

i.  Enchantments nullified must be removed. Enchantsenta dead player should remain while on the
battlefield as they may affect attemptsResurrect Talk to Dead etc.

j. If already wearing your maximum number of enchamnttegyou must have an enchantment removed by
the appropriate mean€éncelfrom the casteispel Magic etc) before receiving another one.

k. When cast upon objectthey cover the entire objedte. a robe witlProtection from Flamen it would
preventFireballs from affecting the wearer if they struck the rolfethey struck a part of the player not
covered by the robe then the player would be aéfdets normal.

I.  May be dispelled

Fixed enchantmentd-E)
a. Disappear (never to return) when their caster diesavels farther than 100 feet from them.

b. Are considered to be on the area of ground andadaissipate when other magi cast.

c. A player may only have a single fixed enchantmentive at a time. Casting a fixed enchantment while
another fixed enchantment from the same playetresady active causes both enchantments to be neégate

Magic balls(B)
a. A magic-usemay physically carry no more than 12 magic bald¢al. Pages and other players may not
carry extra magic balls for magic-users

b. A magic-usemay have only one type of magic ball charged &in&. “Remain Active’Fireballs do not
count for this purpose.

c. When an itenis struck by multiple simul-cashagic balls, only the first magic ball from thabgp affects
that item i.e. a shield hit by two simul-caktghtning Boltsis destroyedbut the wielder is unharmed. This
rule does not apply to armoie. if a player wearing torso armand twoProtectsis struck in the torso
armorby two simul-castceballs he loses both of hiBrotects

d. When aLightning Bolt Fireball, or similar destructive magic ball strikes a playea location covered by
armor, the armoris destroyedn that hit locatiorand the magi@affects the player as normal unless
otherwise noted. Magic balls that deal damage (sstWagic Boli) affect armoras normal per projectiles
unless otherwise noted.

e. Magic balls of the Subdual Scholhve no effect on equipment that is not beingiedrrExample: You
may notlceball a players shield if it is not being wielded or tad by them.

f.  Magic balls, except where explicitly noted, onlyeadt the first thing they hit.
Unless otherwise noted, magic balls are not engglfi

h. Barring any enchantments magicaleffects, garb strikes count as hitting the playé¢he magic ball
would have continued on to hit the player. i.e. Yoay not block.ightning Boltswith your cloak.

All magic classes must have a list of which matfiey have bought for that game on them at all sinfailure
to have this list renders a player incapable otingsmagic Failure to wear appropriate class garb also resgat
the ability to use magic

Beginning an incantation discharges all of your sedimagic balland interrupts the incantation of any other
magicyou were casting.

Magic points must be evenly distributed between levietayever, any number of higher level magi@ints may
be deducted from a higher level to be spent onneetdevel once the initial distribution is done.r@eén
neutralsallow purchasing multiple points worth of lowewntd magic In all such cases these lower level points
must be purchased prior to the start of the batttegand indicated on the list of magiought.

Relics are objectef great power. A relic will generally win any geteon of magicakuperiority unless the
magicspecifically states otherwise. Examp&phere of Annihilatiooes not destrothe Shield of Reflection.

Magics completely cast and enchantmetitcharged are considered used, even if they ineféective against
their targets. The same is true of all class db#gitExample, a Warrior bearing tlieuch of Deatlenchantment
attempts to use it on a 6th level Monk. The Monkmsnune to the effect and the enchantmisrdischarged.

In the event of a conflict between magiat is not directly covered by the rules, theh@glevel magids
considered more powerful. If the mad#cof the same level, the defensive maigicnore powerful.



18.

19.
20.

21.

In the case of confusion or contradictions, thec#iiemagic description should be the final source. Use your
common sense when ironing out problems.

The Reeve’s word is final. If what looks like 30 fo you is determined to be 60 ft. by a reeventhes 60 ft.
Protections cast on a target have no effect orceffalready active; i.e. castifyotection from Magion a
person who isfieldeddoes not free them from thé&eld, though it would prevent them from being killed &y
Fireball.

Verbal magicand abilities require the target to be visibldghe caster upon completion of the incantationh# t
target of the verbal magiar ability is wholly hidden outside of the castetsw, such as short sword
completely hidden behind a shield, then the magiability will be expended without affecting tharget. If the

caster can see a portion of the target, no matier §mall, upon completion of the incantation, tipelswill
affect the target as normal. For the purposes abalemagicand abilities, objectbehindThornwall and

Forcewallare considered hidden.

ﬂvlagzc Clarifications
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Immunitiesto magicare based on the Schomfl magicthey belong to. Exceptions to this are noted urter
limitations of the spellNote that immunitiemever extend to equipment.

Additional immunities unless specified, do not exist.

Reeves may assist in placing a magic-useoponents, such as markers for a fixed encharttmen

A break in the casting of magis defined as either improper or non-magiaairding and/or a gap of two or

more seconds between words. This prevents, for pi@nong spellfrom being cast while under the influence
of a magicthat requires an ongoing verbal component sudheashanting of “Commune” for thEommune

spell.
Effects and magievith ongoing chants require the chant to be regeatith no more than a 5 second gap
between iterations. These chants must be audibi® teet.

Dead players are always considered willing for plieposes of magic
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Magic Relics

Certain itemsf power are used in battleganesd are passed on to hew owners every six montha guestEach
group may use its own Relics, though these ardmbt used in regional or national battleganidse effects and
abilities of Relics are considered to be non-malgicaature; hits from Relics are considered magiBallics

include:

Dagger of Infinite Penetration

When thrown destroyall non-invulnerable armoon the hit locatiorstruck and continues through to hit the target.
Counts as one hit against invulnerabilagd invulnerable armoif it strikes a shield the shield is destroywithout
affecting the wielder.

Homestone
Allows the holder taMendbroken weapons and shields (I: “I mend this iten0). It also allows the person’s dead

teammates to come back alive at his location ratthan having to return to their base.

Heimdall’s Horn
A one handed ‘red’ weapon only usable by Barbariamsl in fact, the only relic allowed to Barbarians

Ring of Power
Negates the first hit from each separate opponenbpttlegameCounts against weapons, class abilities, and

enchantmentsis ineffective against spellnd magic balls

Shield of Reflection
Is completely indestructible. Will negate any etféltat strikes it, even siege weapons and mafjity magic ballof

the Subdual schoditriking the Shield of Reflection instead affetite caster.

Sword of Flame
Is considered flame (as pEfamebladg and will kill a victim if it strikes any legal yrotected area (as penbue

Weapon. Confers upon itself and its ownErotection from FlameMay only be used by one person, for one life,
per game.
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Schools of Magic

There are eight schobf magic Each represents a different type of effect. Rlaaste that immunitieare based on
what schoola magicis in. Therefore, ablold Personis a magicof the Subdual schoph Barbarian, immune to
subdual effects, is not affecte@tun on the other hand, is of the Sorcery schaold Barbarians would be affected

by it.

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

Death: an effect whose consequence is death or the vintpef a body part.
Flame: produces heat, fire, or lightning.
Neutral: magicthat is neutraln terms of its SchoolThey cannot be dispelled
Protection: causes the target to be protected in some way.

Sorcery: effects that are purely magicial nature or somehow affect magtself.
Spirit: an effect that has to do with the forces of life.
Subdual: causes the target to be subdued in some manner.

Control
Awe/Fear
Charm
Confusion
Feeblemind
Legend
Lore

Mute

Truth

Yield

Death

Doomsday

Finger of Death
Killing Grounds
Mutual Destruction
Touch of Death
Wounding

Flame

Call Lightning
Fireball
Flameblade
Flamewall
Immolation
Heat Weapon
Lightning Bolt
Pyrotechnics
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Neutral
Advancement
Ambidexterity
Dance
Enhancement
Expertise
Extension
Imbue

Lend

Mimic
Presence
Stack

Visit

Vivify

Voice
Warskill

Protection

Barkskin

Bless

Defend

Imbue Shield

Harden

Protect

Protection from Ailments
Protection from Control
Protection from Death
Protection from Flame
Protection from Magic
Protection from Projectiles
Protection from Subdual
Stoneskin

Sorcery
Acid Bolt
Anti-Magic
Berserk
Bladesharp/Bludgeon
Cancel

Circle of Protection
Commune
Confidence

Dispel Magic

Flight

Forcewall

Honor Duel

Imbue Weapon
Liplock

Magic Bolt

Magical Projectile
Mend

Messenger

Plant Door

Release

Shove

Silence

Sphere of Annihilation
Stun

Teleport

Thornwall

Touch of Death
Touch of Paralyzation
Warp Wood
Wind

Spirit

Banish

Cure Ailments
Hallowed Ground
Heal

Heal Extend
Reanimate
Regeneration
Resurrect

Sever Spirit
Summon Dead
Swords to Plowshares
Talk to Dead

Subdual

Entangle

Hold Person

Iceball

Lost

Mass Sleep

Petrify

Sleep

Stun Weapon

Touch of Paralyzation
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Magic Listing Key

Type enchantmen(E), fixed enchantmenFE), spell(S), magic bal(B), neutral(N)

Usesnumber of times you may cast that magiten you pay for one use. (“u” means unlimited)
Costthe number of magipoints it costs to buy one use of that magic

Max the maximum number of uses of that matfiat you may purchase.

School The Schoobf magicthe magicbelongs to.

Magic Format Key
Magic Name (Abbr. for Type, Schopl

C: Classes who can use the magiod the level needed to cast them.
I: Incantation and gestures
R: Range (if any)
E: Effect
L: Limitations or Restrictions
N: Notes

Magic Points

Magic points usable to buy magat that level
Level 1st 2nd 3rd 4th 5th 6th

1 10

2 10 10

3 10 10 10

4 7 8 7 8

5 6 6 6 6 6

6 5 5 5 5 5 5

Weapon Costs for Magic-users

(from available magi@oints):

Cost per 10 points of magi¢Multiple weapons must be paid for, even if oé thame type.)
. &

Weapon Bard Druid Healer Wizard

Dagger 0 0 0 0
Short 3 2 3 2
Long 4 4 5 4
Spear - 4 - 3
Staff 2 2 3 2
Hinged - - 3 -
Shield 3 4 3 -
Bow - 5 - -
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Weapon to Magic Point Cost per Level

(from available magipoints)

This table lists how many points you have left afteducting a
weapon’s cost from your magpoints. In the case of multiple
weapons, add their costs together and use the firattieir
combined cost. For magic-usetsvel’s 1-3, simply deduct the
total weapon cost from each level of madgtor example a two
point weapon would allow a player eight points iwéff, eight
points of second, and eight points of third levelgit. Note: You
may carry any number of ‘backup’ weapons, but maly ase the
number you have paid for. Example: A player who dpuua short
sword may carry more than a single short sword,Hgutnay not
fight Florentine unless he paid the points for dwotshort sword.

i

Quick Reference of Deductions for Weapons Base& ost
Weapon CostMagic-User’s Level 1st 2nd 3rd 4th 5th 6th

1 4 6 7 7 7

5 5 5 6 5 6

6 4 5 4 5 4 5
2 4 6 6 6 6

5 4 5 5 5 5

6 4 4 4 4 4 4
3 4 5 5 5 6

5 4 4 4 4 5

6 3 4 3 4 3 4
4 4 4 5 4 5

5 4 3 4 3 4

6 3 3 3 3 38 3
5 4 3 4 4 4

5 3 3 3 3 3

6 2 3 2 3 2 3
6 4 3 3 3 3

5 2 2 3 2 3

6 2 2 2 2 2 2
7 4 2 2 2 3

5 1 2 2 2 2

6 1 2 1 2 1 2
8 4 1 2 1 2

5 1 1 1 1 2

6 1 1 1 1 1 1
9 4 o 1 1 1

5 1 0 1 0 1

6 0 1 0 1 0 1
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Magic per Class and Level

The following tables list the magi@vailable to magic-useks their respective levels. The table lists thggiv's
name, its type, Schoohumber of uses, cost and max number that mayubehpsed.

Bard Magic

First Level Magic Name Type School Uses Cost/MaxRange
Cancel S Sorcery Unlimited 0/- 50’
Charm S Control 1/life 2/2 20’
Hold Person S Subdual 1/life 2/2 20°
Presence N Neutral 1l/game 1/4 -t
Protection from Control E Protection 1l/game 1/4 T
\Visit N Neutral 1/game 1/4 --
Second Level Magic NameType School Uses Cost/MaxRange
Legend S Control 1l/game 1/4 20
Liplock E Sorcery Unlimited  2/- T
Protection from Subdual E Protection 1l/game 1/4 L
Talk to Dead S Spirit 1/life 1/- T
Truth S Control 1/life 2/2 20’
Third Level Magic Name Type School Uses Cost/MaxRange
Confidence E Sorcery 1/game 1/2 T
Extension N Neutral 1/life 1/2 --
Imbue N Neutral 1l/game 1/2 --
Sleep S Subdual 1/life 214 20
Fourth Level Magic Name Type School Uses Cost/MaxRange
Awe/Fear S Control 1/game 1/4 20
Berserk E Sorcery 1l/game 1/2 T
Honor Duel S Sorcery 1/life 1/4 20
Lore S Control 1/life 2/2 20’
Warskill N Neutral 1l/game 2/1 --
Fifth Level Magic Name Type School Uses Cost/MaxRange
Confusion S Control 1/game 1/2 50’
Mimic N Neutral 1l/game 2/1 --
Mute S Control 1/life 2/4 20’
Yield S Control 1l/game 2/4 50’
Sixth Level Magic Name Type School Uses Cost/MaxRange
Dance N Neutral 1l/game 1/2 --
Release S Sorcery 1/life 1/4 20
\Voice N Neutral 1/game 2/1 --
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Druid Magic

First Level Magic Name Type School Uses Cost/MaxRange
Bladesharp/Bludgeon E Sorcery 1/game 1/4 T
Cancel S Sorcery Unlimited 0/- 50’
Cure Ailments S Spirit 1/life 1/4 T
Entangle B Subdual 1 bolt/U 1/2 --
Heal S Spirit 1/life 1/4 T
Heat Weapon S Flame 1/life 1/4 20
Warp Wood S Sorcery 1/life 1/4 20
Second Level Magic NameType School Uses Cost/MaxRange
Barkskin E Protection 1l/game 1/4 T
Magical Projectile E Sorcery 1/game 1/4 T
Mend S Sorcery 1/life 1/8 T
Thornwall FE Sorcery 1/game 1/4 T
Touch of Paralyzation E Sorcery/Subdudlgame 1/4 T
Third Level Magic Name Type School Uses Cost/MaxRange
Acid Bolt B Sorcery 1 bolt/U 1/2 --
Ambidexterity N Neutral Unlimited 2/- --
Confusion S Control 1/game 1/2 50
Extension N Neutral 1/life 1/2 --
Plant Door S Sorcery 1/game 1/4 T
Protection from Ailments E Protection 1l/game 1/4 T
Protection from Flame E Protection 1l/game 1/4 LE
Fourth Level Magic Name Type School Uses Cost/MaxRange
Call Lightning S Flame 1/game 1/4 20
Commune S Sorcery Unlimited 2/- Self
Flamewall FE Flame 1l/game 1/4 T
Pyrotechnics S Flame 1l/game 1/4 50’
Silence FE Sorcery 1l/game 1/4 T
Stoneskin E Protection 1/game 1/2 T
Fifth Level Magic Name Type School Uses Cost/MaxRange
Feeblemind S Control 1l/game 2/2 50’
Flameblade E Flame 1/game 1/2 T
Petrify B Subdual 1 bolt/U 1/2 --
Regeneration E Spirit 1/life 1/2 T
Release S Sorcery 1/life 1/4 20
Teleport S Sorcery 1l/game 1/4 Tl
Sixth Level Magic Name Type School Uses Cost/MaxRange
Finger of Death S Death 1l/game 2/2 50’
Immolation FE Flame 1/game 1/4 T
Vivify N Neutral 1l/game 2/1 --
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Healer Magic

First Level Magic Name Type School Uses Cost/MaxRange
Cancel S Sorcery Unlimited 0/- 50’
Cure Ailments S Spirit 1/life 1/4 T
Heal S Spirit Unlimited  0/- T
Lost S Subdual 1/life 1/4 20’
Mend S Sorcery 1/life 1/8 T
Mute S Control 1/life 2/4 20’
Talk to Dead S Spirit 1/game 1/- T
Second Level Magic NameType School Uses Cost/MaxRange
Banish S Sorcery 1/life 1/4 20’
Bless E Protection 1/life 2/4 T
Entangle B Subdual 1 bolt/U 1/2 --
Heal Extend S Spirit 1/life 1/- 20’
Sleep S Subdual 1/life 2/14 20
Swords to Plowshares S Spirit 1/life 1/2 20’
Third Level Magic Name Type School Uses Cost/MaxRange
Mass Sleep S Subdual 1l/game 1/1 LOS
Protect E Protection 1l/game 1/4 T
Protection from Ailments E Protection 1l/game 1/4 T
Resurrect S Spirit 1/game 1/8 T
Stun S Sorcery 1/life 2/2 20’
Wounding S Death 1/life 1/2 20’
Yield S Control 1l/game 2/4 50’
Fourth Level Magic Name Type School Uses Cost/MaxRange
Enhancement N Neutral 1l/game 1/1 -t
Harden E Protection 1l/game 1/4 T
Release S Sorcery 1/life 1/4 20
Sever Spirit S Spirit 1/life 2/4 T
Touch of Death E Sorcery/Death 1/game 1/4 i
Fifth Level Magic Name Type School Uses Cost/MaxRange
Awe/Fear S Control 1/game 1/4 20
Extension N Neutral 1/life 1/2 --
Protection from Death E Protection 1/game 1/4 T
Protection from Magic E Protection 1l/game 1/4 T
Summon Dead S Spirit 1/life 1/- 50
Sixth Level Magic Name Type School Uses Cost/MaxRange
Circle of Protection FE Sorcery Unlimited 2/- T
Dispel Magic S Sorcery 1l/game 1/4 20’
Hallowed Ground FE Spirit 1l/game 1/2 T
Teleport S Sorcery 1l/game 1/4 Tl
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Wizard Magic

First Level Magic Name Type School Uses Cost/MaxRange
Bladesharp/Bludgeon E Sorcery 1/game 1/4 T
Cancel S Sorcery Unlimited 0/- 50’
Heat Weapon S Flame 1/life 1/4 20
Honor Duel S Sorcery 1/life 1/4 20
Iceball B Subdual 1 bolt/U 1/2 --
Imbue Shield E Protection 1l/game 1/4 T
Magic Bolt B Sorcery 1 bolt/U 1/4 --
Shove S Sorcery 1/life 1/4 20
Stun Weapon E Subdual Unlimited 0/- T
Talk to Dead S Spirit 1/game 1/- T
Second Level Magic NameType School Uses Cost/MaxRange
Circle of Protection FE Sorcery Unlimited 2/- T
Forcewall FE Sorcery 1l/game 1/4 T
Harden E Protection 1l/game 1/4 T
Hold Person S Subdual 1/life 1/4 20'
Lightning Bolt B Flame 1 bolt/U 1/4 --
Liplock E Sorcery Unlimited  2/- T
Mend S Sorcery 1/life 1/4 T
Messenger E Sorcery 1l/game 1/- T
Protection from Flame E Protection 1l/game 1/4 T
Wounding S Death 1/life 2/2 20’
Third Level Magic Name Type School Uses Cost/MaxRange
Ambidexterity N Neutral Unlimited 2/- --
Anti-Magic FE Sorcery 1l/game 1/2 T
Dispel Magic S Sorcery 1l/game 1/4 20’
Extension N Neutral 1/life 1/2 --
Mutual Destruction S Death 1l/game 1/4 50’
Protect E Protection 1/game 1/2 T
Protection from Projectiles E Protection 1l/game 14 7T
Touch of Death E  Sorcery/Death 1/game 1/4 T
Wind S Sorcery 1l/game 2/2 LOS
Yield S Control 1l/game 1/2 50’
Fourth Level Magic Name Type School Uses Cost/MaxRange
Doomsday S Death 1/game 2/1 LOS
Finger of Death S Death 1l/game 2/2 50’
Fireball B Flame 1 bolt/U 2/2 --
Imbue Weapon E Sorcery 1l/game 1/4 T
Protection from Magic E Protection 1l/game 1/4 T
Pyrotechnics S Flame 1l/game 1/4 50’
Sever Spirit S Spirit 1/life 214 T
Teleport S Sorcery 1l/game 1/4 Tl
Fifth Level Magic Name Type School Uses Cost/MaxRange
Advancement N Neutral 1l/game 1/1 -
Flight E Sorcery 1l/game 2/4 Self
Lend N Neutral 1/game 1/4 --
Reanimate E Spirit 1/life 2/2 T
Vivify N Neutral 1l/game 2/1 --
Sixth Level Magic Name Type School Uses Cost/MaxRange
Defend E Protection 1l/game 2/1 Self
Expertise N Neutral 1/game 2/1 --
Killing Grounds FE Death 1/game 2/1 T
Sphere of Annihilation B Sorcery 1 bolt/U 2/1 -
Stack N Neutral 1l/game 1/4 --
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Magic Descriptions

Acid Bolt (B, Sorcery)
: Druid 3

C
M:
|
E

Advancement (N, Neutral)

C:
E:

Ambidexterity (N, Neutral)

C:
E:

Anti
C:
M:
I
E:

N:

: Hold ball and repeat x5 “Acid Bolt”
: This ball of acid is considered to be a Reawing weapon.

. It is not stopped bfrotection from Projectiles(Greater)

Padded green “acid” ball with streamers

Will wound/kill as normal on limb/torso shots. Deaivo points
of damage to armaoand will destroya normal shield in three
blows, but may be parried by a weapon without pgnal

Wizard 5
May purchase up to three points worth of flestel magicfrom

their own class’ spellist.

Druid 3, Wizard 3
User may cast magigith either hand.

-Magic (FE, Sorcery)
Wizard 3

50 ft. measure, yellow markers
Mark an area with a 50 ft. radius, repeat x®0a¥y all forms of magidorsake this place.”

No magi¢ except neutrainagic of any kind will work within the circle, thouglhehantmentwill reappear

when removed from the affected area.
Dispel Magig if cast from outside the sphere of influence,l wéimoveAnti-Magic.

Awe/Fear (S, Control)

C: Bard 4, Healer 5

I: For Awe repeat x3 “I make thee in awe” or fagdf repeat x3 “I make thee afraid.”

R: 20 ft.

E: Target may not attack or cast magitcdhe caster and must remain at least 20 ft dway the caster at all times
for a 300 count

L: If the caster attacks or casts another magithe target, this spell'sffect is negated.

N: Victims may still cast area-effect magditke Doomsday that would affect the caster but do not speclfica

target him.

Banish (S, Spirit)

C:

P

mu—-=<

: Healer 2
Undead or extra-planar creature.

: Repeat x5 “I banish thee monster.”

. 20 ft.
: Monster is removed from play for a 300 cauntwill come back at the spot where it wBanished-does not

count as a life lost for the creature. Three sustg8Banishment®n the same life of a creature will kill the

creature.
: May not be dispelledOnly usable on undead and extra-planar creatures.
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Barkskin (E, Protection)

C: Druid 2

M: Person, enchantmestrip

Touch person and repeat x5 “May nature protbeg,” attach strip to person.

: Recipient gains one point of arntorall hit locations

The protection is only from physical attacksar®ot be used with other armor

: May be simul-castip to two times for a total of two points of arm@&ehaves just like normal armdvlay be
cast on players that cannot normally wear arn®not a form of invulnerability

I
E
L
N

Berserk (E, Sorcery)
C: Bard 4
M: Enchantmenstrip, red strip worn around the head or arm.
I: Touch target, repeat x2
“The anger builds within thy veins
No longer shall thou keep it caged
Thine enemies shall feel the pain
Thy Crimson visaged berserk rage!”
Place clearly visible strip on target.
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Barbarians). May not be used on players who areadly berserk. This is the only enchantmidvtt can be cast
on Barbarians. Each player can have this cast emtbnly once each game.

Bladesharp/Bludgeon (E, Sorcery)
C: Wizard 1, Druid 1
M: Enchantmenstrip
I: Hold weapon in free hand and repeat x10 “Immgrokis weapon,” tie strip on weapon.
E: Weapon deals one additional point of damagemngiashing. May be simul-caap to four times on one
weapon allowing it to deal up to four extra poinfsdamage. This does not make it a red weapon.
L: Only usable on bladed or blunt weapons; carreapplied to piercing or projectile weapons.

Bless (E, Protection)
C: Healer 2
M: Enchantmenstrip, itemof garb or armor
I: Touch itemand repeat x5 “I bless thee,” tie strip to item
E: Person is immune to the first physical hit afyaype, excluding magic balls
L: Immunity only applies to areas covered by the itéday not be simul-cast
N: Is not armor may not beMendedor Healed Is considered a form of limited invulnerability

Call Lightning (S, Flame)
C: Druid 4
I: Raise empty hands above head and repeat xall'lightning to strike thee.”
R: 20 ft.
E: Target is dead.

Cancel (S, Sorcery)
C: Bard 1, Druid 1, Healer 1, Wizard 1
I: Repeat x2 “I cancel my magic
R: 50 ft
E: A spell enchantmentor fixed enchantmentou cast is negated and expended
L: May not be used on a magic balfeady thrown. Magithat is completed when cast suchHesal andResurrect

cannot beCancelled



Charm (S, Control)

C:Bard 1

I: State “Charm” — followed by a 20 syllable or mgoem — followed by “Charmed.”

R: 20 ft

E: Enemy player is given a task by the casterhsagsing or dance about, which he must perforne. Gdster

should describe what he wants tBkarmedplayer to do within a 10 coumifter casting the spelThe caster
and the victim may not attack each other during tihe. If the caster dies before the instructitorsthe
Charmare given, the player is freed of tB@harm If the caster has not given his instructions with 10 count
the Charmedplayer is freed. Spends when the task is completed or a 150 cbastelapsed, whichever
comes first.

L: You may notCharmsomebody to affect his own person, equipmenteantmates. The victim may defend
himself if attacked, but otherwise may not interadth other players unless it is required to coni@léne
Charm The victim may move immediately to a safe, outhsf way location, if performing theharmat their
current location would place him at a battlefieidativantage. If moving to a safe location, the ¢danthe
Charmbegins when the victim arrives at that locatianpbssible tasks such as, “Bring me the moon in a
teacup” result in th&€harmbeing wasted.

N: TheCharmedplayer’s counttarts the moment they aBharmed except as noted above.

Circle of Protection (FE, Sorcery)

C: Healer 6, Wizard 2

M: 10 ft cloth

I: Lay cloth in circle, repeat x5 “Circle of pratton,” place person(s) and/or item{s)u wish to protect inside.

E: Person(s)/item(dhside can’t harm or be harmed by anyone outdigecircle, nor can they cast magimat
affects anyone or anything outside the circle. Esroutside th€ircle of Protectionmay not affect them.

L: Can’t block or restrict access to an area. @drre used as a cage. No one can enter withoustiegathe
magic Neither game itemsior persons acting as game itemay be put inside. Protection starts when you step
inside the cast circle. The enchantmenénded when anybody exits the circle.

N: Magicin the process of being cast inside the circlerisken when the circle is broken (e.g.,Doomsday
circles). Players outside the circle can detecpitsence (it is linked to this plane). May be reesm byDispel
Magic or having anAnti-Magic fixed enchantmentast with the circle inside its area of effect.

Commune (S, Sorcery)

C: Druid 4
M: Tree
I: Touch tree with free hand, repeat x5 “Commurgt’down with back touching tree.
R: Self
E: Caster may not harm others. Others within 20 faay not harm or take hostile actions towardsctster.
L: Must be chanting “Commune,” keep back touchireg, and cannot be holding a weapon or game dethe

magicis broken. Cannot be closer than 20 feet to a baskag whenCommunaés started. May not interact with
game itemsvhile inCommune

Confidence (E, Sorcery)

C: Bard 3
M: Player
I: Touch player, repeat x5 “You are great and pdul¢’ tie enchantmenstrip on target
E: While enchanted, player is considered one Ibugher. If a life was gained from the increasdenfel and the

player died while enchanted, the loss is removedfthe “extra” life and is otherwise not subtracfeaim his

total. The player gains all abilities of the highevel.
L: Each player can have this cast on them onlyeosmch game. May not be cast on magic-useraonsters.
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Confusion (S, Control)
C: Bard 5, Druid 3
I: Repeat x5 “By the power of my mind, | will thée be confused.”
R: 50 ft.
E: Target must attack the nearest creature(sa fbd0 coun{with magicif the target wishes). The target must
look around for the nearest player before attackbug can then attack that person until it is dead;hoose to
change to another target that becomes closerelfd¢losest” person is killed, the target must larkbund for a
new target and continue until the 100 coistip.

: Monsters are immune.

: The affected player is encouraged to “role-pleye Confusion Reeves are encouraged to penalize players who
make only half-hearted attempts at this effect tamghorten the next death cowfttargets that play it well.

2

Cure Ailments (S, Spirit)
C: Druid 1, Healer 1
M: Any diseased or poisoned creature
I: Repeat x5 “I sooth thy ailments”
R: Touch
E: Removes all disease or poison effects on thgeta
N: This is not eResurrectspell If dead, the target must still come back to hfermally.

Dance (N, Neutral)

C: Bard 6
I. State “Dance,” followed by the incantation dketspellit is to be used with, and ending with “The daic@ow

complete.”

: You may cast the altered spefhile moving, but it must be cast within a 50 caun

: May only be used with spelfsom the caster’s class’s spdit.

: May be cast while moving. The spelhhanced byanceis not cast until the ending phrase is also cotepgle
Danceis cast as soon as “Dance” is said, even if thmapanying magiés not completed.

Zrm

Defend (E, Protection)
C: Wizard 6
M: Enchantmenstrip
I: Repeat x5 “Power defend me.” Tie strip on self.
E: Caster is granted one of the followingPeotect Protection from MagigcProtection from Flamgor Protection
from Projectiles Casting magicoes not cause this enchantmentlissipate.

Dispel Magic (S, Sorcery)

C: Healer 6, Wizard 3

I: Repeat x5 “I dispel that magic.”

R: 20 ft.

E: If cast on a player, all spelésd enchantmentn a player are dispellethcluding any enchantments their
equipment;Reanimateglayers die. If cast on an objeall enchantmenten it are dispelledMay target a fixed
enchantmento remove it.

L: Not usable against relics. It does not affegtrBordinary class abilitiesr skills, nor does it affect the
following: neutralmagicof any type, any spebir enchantmendlready discharged (such Heal), Commune
MessengerTeleportin the act of being completetpst, or Banish Dispel Magiccan canceRAnti-Magic only if
cast from the outside.

N: Will cancelProtection from MagicWill remove all enchantmenfsom the target's equipment even if not
currently in the possession of the target. Examphleowing down aimbued Weaposword will not prevent
Dispel Magicfrom removing the enchantment

Doomsday (S, Death)
C: Wizard 4
I: Count “Doomsday 1, Doomsday 2...” through “Dooragd50.”
R: Line of Sight
E: All enemies in sight at the end of the sphd.
N: Many large battlegamgcenarios will prohibit the use of mass-effectlkpkke Doomsday
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Enhancement (N, Neutral)

C
E

: Healer 4
: May purchase up to three points worth of uphtod level magicfrom their own class’ spellst.

Entangle (B, Subdual)

C
M:
|
E

: Druid 1, Healer 2
Padded brown “Entangle” ball with streamers

: Hold ball and repeat x5 “Entangle.”

: Victim is stuck in place for 150 counthe victim may not move or communicate in anyhiag, and neither
the victim nor his equipment can be effected in way — except where noted below. Engulfing.

: Beings immune to Flame may not be freed Bir@ball or Flameblade You may only have as many victims

affected as you bought magic balls
: Dispel Magicor a touch from a weapon enchanted vitamebladewill instantly negate the effect. One

Fireball striking the victim will instantly negate the effie Multiple Fireballs striking the victim will cause the
victim to be freed by the initidfireball, and affected normally by any othe&hove Teleport andWind may

be used normally on an affected victim.

Expertise (N, Neutral)

C: Wizard 6
E: May purchase up to four points worth of up éezend level magiérom their own class’ spellst.

Extension (N, Neutral)
C: Bard 3, Druid 3, Healer 5, Wizard 3

State “Extension” loudly before a spell

E: Doubles range of the spédir one use. If the spelias a range of ‘Touch’, grants range of 20 ft #relcaster

must point at the target in lieu of touching.
: May not be used more than once on the sameéngaét.g., no doubling range twice).

L
N: TheExtensionis expended when “Extension” is stated, even éf dkcompanying speié not completed.

Feeblemind (S, Control)

Druid 5
Point at victim, repeat x3 “By the power of mjind, | confuse and erase yours.”

50 ft

Death orDispel Magicwill remove this effect.
Class abilities already in use whEaeebleminds cast continue to function. Example: A Warrioayncontinue

C:

I

R:

E: Victim may not cast magior use any abilities of their class. Victims mayl dight with melee weapons.
L:

N:

Finger of Death (S, Death)
C: Druid 6, Wizard 4

R: 50 ft
E: Person dies.

Fireball (B, Flame)

C

M: Padded red “Fireball” with streamers
|

E

I: Point at victim, repeat x5 “I call for your dim”

: Wizard 4

: Hold ball in free hand and repeat x5 “Fireball.

: Destroydor kills) anything it touches while moving, even
a roll or foot shot (it affects all targets it tdues not just the
first thing struck). When throwing the caster mackare that
the Fireball is “remain active.” If this is done, tHeareball
will continue to burn for up to two minutes aftérciomes to
a stop, destroying the very next thing it touched anding
the effect. Bouncesount.




Flameblade (E, Flame)
C: Druid 5
M: Enchantmenstrip, edged weapon
I: Tie strip to weapon, repeat x10 “Flameblade.”
E: Weapon becomes Red. This weapon now nedeébzll andEntanglehits to the wielder and frees other
players from ariceball or Entanglewith a touch. The weapon itself is immune to ferthlame magic
L: This is not equal to, and should not be confussth, the relic Sword of Flame.

Flamewall (FE, Flame)

C: Druid 4

M: 10 ft. long cloth.

I: Lay cloth in straight line, raise hands, repgat‘By the might of nature, | call forth a flamingall.”

E: Creates a wall of flame. Anyone not protectdtbwouches or crosses it will be killed. Any persmmtacting
the wall while bearing invulnerabilitioses one point but may pass through. Againstlimerability armoy this
counts as one hit on every location and has aefiidict on the target if any areas have no points of
invulnerability armor Melee cannot take place across wall.

N: Protection from Magiavill not protect a player from this — thoudfrotection from Flamewill.

Flight (E, Sorcery)

C: Wizard 5

M: Yellow enchantmenstrip

I: Tie strip on self and state “Wouldn't it be rito fly way up in the cloudy sky, looking throutte falcon’s
eye, at the world that’s drifting by?”

E: Caster must occasionally flap their arms and @iercing screeches for the duration of the sflis
requirement does not interfere with the castingnagig. Immune to melee attacks by non-flyers. Immune to
projectile and magic bahlttacks from within twenty feet. Caster may usebaé magicswithout losing the
enchantment

L: May only be cast on self. May not engage in @eetombat with non-flyers.

N: Range for all game effects is considered taHeesame as actual physical range. Loss of an atindissipate
this magic Caster cannot voluntarily end this spdéduit may remove it witlCancelor Dispel Magic

Forcewall (FE, Sorcery)
C: Wizard 2
M: 10 ft. cloth
: Lay cloth out in straight line, repeat x10 “Eewall.”
. Creates an impenetrable 10-foot wall
: Nothing may cross this wall. Nothing. SeriousNot magic not projectiles, not anything. Zero, zip, zilch,

nada.

I
E
N

Hallowed Ground (FE, Spirit)

C: Healer 6

M: 10 ft. cloth

I: Lay cloth out in circle, repeat x2 “No weapoean be raised herein, soothe your injuries, allayryfears. For
all who enter, peace is had, none may fight on ¢Vvedld Ground.”

E: Persons within the circle may take no hostdgan towards anyone else, and may not take anpmett all
towards members of other teams. Persons withircitteée are immune to attacks by anybody within 2dffthe
circle. While in the circle each player must cotideal 1, Heal 2...” through “Heal 20" out loud cycélly.
Each time “Heal 20" has been counted, the playaisa single wound. Any player from any team mateea
Hallowed Ground

N: Has no effect on itemar natural armarWill only heal a wound on a player; has no effestmonsters.

Harden (E, Protection)
C: Healer 4, Wizard 2
M: Enchantmenstrip
I: Tie strip on objectrepeat x5 “Harden this (name of itgin
E: Makes objecindestructible, except vers@&phere of Annihilation
L: Cannot be placed on players, garb, armoanything else that covers a player directly.yNb@ cast on shields.

‘ & ’ Official Rules of Play 7th Edition.
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Heal (S, Spirit)

C:

M:
I

R:
E:
N:

Druid 1, Healer 1
Person

Touch person and state:
“Sword Cut, spear stab, mace smash, arrow: jab -
Let the white light of healing descend on thee. {. 7’?“,
Sword Cut, spear stab, mace smash, arrow jab, _.+&% Elue
Let the white light of healing stop thy spilling ¢
blood P
Sword Cut, spear stab, mace smash, arrow jal’ B
Let the white light of healing mend thy bones.t:. ypen
Sword Cut, spear stab, mace smash, arrow jab; =*%
Let the white light of healing close thy wounds. =4
Sword Cut, spear stab, mace smash, arrow ]ab, o '***y‘”‘“‘
Let the white light of healing restore thy vigor. EJ’

Sword Cut, spear stab, mace smash, arrow jab,

The white light of healing hath healed thee.”

Touch

Person’s wound is healed.

May be used on self. May repair one point ofunal armoron any one hit locatiomstead of healing a wound.

Heal Extend (S, Spirit)

C:

I
R:
E:

Healer 2

State “Heal Extend” then recite the Heal spell
20 ft.

Except for range, identical to thieal spell

Heat Weapon (S, Flame)

C:
I: Repeat x2 “By the power and might of the suhght that (weapon).” Be specific, if possible.

R: 20 ft

E:

L: Works against any weapon, but not arneorshields. Someone protected against flame effexcy continue to

zZ

Druid 1, Wizard 1

The weapon is considered useless for a 300tcoun

wield the weapon (but it deals no additional damagé does not become a flame weapon).

: Mendwill not restore the weapon; however, a “new” anay be obtained as per destroyszins Heat Weapon

does affecHardenedweapons.

Hold Person (S, Subdual)

C:

Bard 1, Wizard 2

I: Repeat x3 “I command thee to stop.”

R:
E:
N:

20 ft
Victim may not move feet for 100 coumay yell, fight or cast any magitat does not involve moving feet.
May be cast while moving.



Honor Duel (S, Sorcery)
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C:

I
R:
E:

Iceb
C:
M:
I
E:

Bard 4, Wizard 1

State “(the names of both contestants)” louaid repeat x5 “Remain this duel pure.”

20ft (Both contestants must be within 20 fttloé caster when the incantation is finished forgpellto work.)
Each contestant becomes completely immune tsidel effects. They must duel each other until sngead or
a mutually agreed term of winning is accomplishiedrticipants in atdonor Duelmay only affect one another
and are considered to be out of play until theIsizefinished. The victor may choose safe passagbdo

home base, ignoring all wounds until arrival. lfval, the loser must return to his base and caliv&lto re-

enter the game.

: May not be members of the same team withoutRbeve’s permission. Barbarians cannot be involnettiis

spell. Spellis negated if no side achieves victory in a 300Qrto

: Combat is limited to a reasonable area. Sholédduel become a stalemate (e.g., a participaReisfied or

otherwise incapacitated) the speiill be considered a draw if no combat takes plaéthin a 30 countind both
players must then return to bastonor Duelmay not be dispelledr cancelled. May not be cast on people
acting as game items

all (B, Subdual)

Wizard 1

Padded white “Iceball” with streamers.

Hold ball in free hand and repeat x5 “Iceball.”
Effects, Limitations, and Notes as fErtangle

Imbue (N, Neutral)

C:
E:

Bard 3
May purchase up to two points worth of up to@ed level magidrom their own class’ spellst

Imbue Shield (E, Protection)

C: Wizard 1

M: Enchantmenstrip, Shield

I: Shield in hand, repeat x10 “Imbue this shieltd¢’ strip to shield so it is visible.

E: Shield may not be destroyég any means excefphere of AnnihilationThe shield is not affected by other
magic Engulfing magic ballshat strike the shield do not affect the holdethosd shield. AFireball that
bouncesoff the shield will still affect legal targets thi strikes.

L: A hit from an Instant-Kill siege weapon will faict the bearer of the shield as per normal, thaihghshield
itself is undamaged.

Imbue Weapon (E, Sorcery)

C: Wizard 4

M: Enchantmenstrip

I: Weapon in free hand, repeat x10 “Imbue this pag” tie strip on weapon.

E: Wounds inflicted by the weapon Kill.

N: Imbue Weapots often referred to as “wounds kill” by playersrigang the enchantment
Immolation (FE, Flame)

C: Druid 6

M: Cloth used to denote a 10ft radius area.

E:
N:

Lay cloth, touch cloth, repeat x5 “May the pawsf nature and the fire of the earth protect tisa from
intrusion.”

Everyone within the area who is not immune tanke is killed.

Protection from Magiavill not save you from this enchantmetny person entering this area with
invulnerability loses one point and is ejected from the point laiictv he entered. Against invulnerable armor
this counts as one hit on every location and hhdlaffect on the target if any areas have no poiof

invulnerable armar
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Killing Grounds (FE, Death)

C:

M:
I

Legend (S, Control)
C:
I:

R:
E:

: The out of the way place cannot be within 50ffa base, within 20 feet

: The caster may attack victims of this spétlough the caster attacking

Wizard 6

Up to a 20 ft radius circle surrounded by ambf cloth, tape, or rope
To set trap, lay out cloth in a circle, repedt

“Poison seep, venom creep, flesh in mossy gravesgep

Rise from thy undreaming sleep, bide and soon nma&dals weep”
To trigger, enter the circle and repeat:

“Rise up now, receive thy pay, the promised time bame, now slay.”

. All within circle die.
: May not be used within 50’ of a base. No otfiged enchantmentay exist within its radius, regardless of

who cast it, and it cannot be cast if one is alyeiadplace, again regardless of who cast it.

. Caster dies when maugis triggered. If caster is killed before triggegithe trap, the magiis not expended.

Nothing will save the caster from his oWilling Grounds This is the only fixed enchantmetitat may be pre-
placed.

Bard 2

State “Legend,” followed by a short poem of 2@#rds, and end with
“Legended”

20 ft.

The caster and victim move to an out of the wkace within 50 ft of
the casting of the spelwhere the caster will perform for him. To start
his performance he states "l will now give a penfance"” x5 so that it
can be heard at least 50ft away. During the peréoroe, Neither the
caster nor target can be attacked by anyone w0 ft radius. The
caster may defend himself, but at the cost of climgehe spell Once
the performance has begun, the caster may atteorgrignare people by
targeting the player and stating, "Legended!" Ang@isceptible to
control magi¢ within 20 feet of the caster may be ensnared. ddster
may attempt to ensnare a maximum number of peagpl@leo his level.
Unsuccessful attempts to ensnare a victim stillntdawards this limit.
Ensnared players must immediately go to the cassédte, after which
they can do nothing.

of where direct combat is happening, or within 28ffanothelLegend
The caster must remain within a 5 foot radius okrenthe performance
began for the duration of tHeegend If the caster moves outside the 5
foot radius, it ends theegendeffect. Performance has a maximum
length of a 300 courstarted the moment the spdlfinished being
cast). If ended without the death of the victim¢fg victims must tag
their base before returning to the game. Playetensnared byegend
may not attack, cast magior use class abilities on the caster or his
victims if within 20 ft of the caster performancathmay enter and
leave the area at will.

anyone in d.egendfrees all other victims and tHeegendspellis
broken. The caster attacking anyone not affectethby egendor
casting any other magiends thd.egendand frees all victims (who
must still tag base before returning to the gariide caster and victim are considered removed froengame
during their transit to the performance locatiohisTis considered an ongoing spetfect and as such may be
removed viaDispel Magic(but notReleasgtargeted on the caster.

Lend (N, Neutral)
C: Wizard 5
E: May lend magi¢o another magic-useaf the same class. That person may then use tlgécraa if he had

purchased it with his own points. The cadtendingthe magicmay no longer use it.

N: ToLenda magi¢ the caster must pay for both thendand the magite is lendingLendmust be decided,

bought and paid for before the game begins.



Lightning Bolt (B, Flame)
C: Wizard 2
M: Padded yellow “Lightning Bolt” with streamers
I: Hold bolt in free hand and repeat x5 “LightniBglt.”
E: Players struck die; Itenstruck are destroyed

Liplock (E, Sorcery)
C: Bard 2, Wizard 2
M: Enchantmenstrip
I: Repeat x5 “Remain the truth still,” tie on gtri
E: Bearer cannot speak or otherwise respond tetipres asked undéralk to Deador similar magic Does not

L: May only be cast on each player once per batthee
N: Disappears when the person comes back toMfey be cast on an unwilling target.

Lore (S, Control)

C: Bard 4

I: State “Lore,” followed by a short poem (20 werdr more), and ending with “Lore.”

R: 20ft

E: The caster and target are removed from the gdime caster then may ask the victim a ‘yes’ or ‘guestion,

which must be answered truthfully. The caster magtinue asking questions until he receives a ‘nsvaer —
in which case, the spedinds. If the target does not know the answer efghestion, he may state so, but it does
not end the spellThe reeves might give the caster additional imfation to further define theore spell (Very
useful in Questaind special scenarios).

L: The questioning has a maximum time coahtt00. The caster and target may not attack eacér during the

duration of the speland for a 100 courdfter its completion.
N: Neither the caster nor the victim may move abwehile the questions are being asked.

Lost (S, Subdual)

C: Healer 1

I: Repeat x5 “I make thee lost.”

R: 20 ft.

E: Person must go back to their base or nirvantdadmever is farthest away) before they can do angtlelse. The
person is out of gamentil he reaches his destination.

L: May not be used on Teammates.

N: May not be dispelled

Magic Bolt (B, Sorcery)

C: Wizard 1
M: Padded blue “Magic Bolt” with streamers

I: Hold ball in free hand and repeat x5 “Magic BbI
E: A direct hit on a person will kill or wound thejust as if it were a throwing weapon. May be Iked by

shields and weapons. Destrayse point of armaor

N: It is not stopped bfrotection from Projectiles(Greater) Missile Blocks ineffective against this.

Magical Projectile (E, Sorcery)

C: Druid 2
M: Projectile (arrow, javelin, throwing knife, §tcenchantmenstrip or a cloth cover for arrows.

I: Hold projectile in free hand, repeat x5 “Mayidtprojectile strike true,” tie strip to projectileeapon.

E: Projectile will deal one more point of damabarn normally done by the projectile type. If thicieases the
damage to five points or more, the projectile daesaghields as a red weapon that can be countetdilessson
shields even when used as piercing weapons.

: Monks may still block these projectiles withquenalty.
. This enchantmennhay be simul-castip to four times, providing four additional poirdiédamage to the

projectile.

Zrr
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Mass Sleep (S, Subdual)

C:

Healer 3

I: Repeat x300 “Mass Sleep (present count).”

R:
E:

Line of sight.
As perSleep except effects everybody (both teams) in sight.

Mend (S, Sorcery)

C:

I
R:
E:
L:
N:

Druid 2, Healer 1, Wizard 2

Repeat x10 “Make this itewhole again.”

Touch

Will repair a destroyedem or restore one point of armar one location.
Cannot be used to negate the affectsleat Weapon

If an enchanted iters Mended its enchantmerdtays intact.

Messenger (E, Sorcery)

C:
M:
I
E:

Wizard 2

Enchantmenstrip

Strip in free hand, repeat x10 “Safe passag®e timee,” tie strip on player.

Recipient must go straight to destination, delimessage, then return where magic was cast.d@dvamnm
others nor be harmed, and may not be followed.

Mimic (N, Neutral)

C:
M:

E:

L:

Bard 5
Wear a sash of the class you are mimickingddiion to your bard sash. The new sash must benwarthe

opposite hip and shoulder from the caster sash.

During life used caster gains all the non-mablcst level abilities and restrictions of a singtarslard class
that is mimicked, including all weapons, arnsrd shields permitted that class at 1st level. ddster may also
still use his normal class abilities.

May not be used tMimic the Anti-Paladin or Paladin classes unless castarknight.

Mute (S, Control)

ZmA -0

: Bard 5, Healer 1

: Repeat x5 “I silence thee.”

1 20 ft.

: Victim cannot speak or cast mador a 100 count

: Speaking requirements used in class abilitiealtow others to know what the player is doingri&aarychant,

etc) are not affected and may still be used.

Mutual Destruction (S, Death)

C:

I
R:
E:
N:

Wizard 3

Repeat x5 “I call for our deaths.”

50 ft.

Both the caster and the victim die.

Nothing will protect the caster from his owfutual Destruction

Petrify (B, Subdual)

zr

C: Druid 5
M:
|
E

Padded gray “petrify ball” with streamers

: Hold ball in free hand, repeat x5 “Petrify.”
: Victim is stuck in place, a stone statue. Thaimn may not move or communicate in any fashiotiluhe game

is finished. He and his equipment cannot be harr&edulfing.

: A ball may not be reused if the spédlin effect (on a victim), but may be reused otfee victim is free.
: Releaseor Dispel Magicwill instantly free the victim, whilddeal will free the player in a 150 coustarting

from when theHeal is completedShove Teleport andWind may be used normally on an affected victim, but
he may not otherwise be moved. No other magit affect them. A player who takes a death whileder the
effect of Petrify may not in any way return from the dead, with therious exception of his normal death
count until aSummon Deathas been cast on the corpse.
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Plant Door (S, Sorcery)

C: Druid 3

M: A tree taller than the caster.

I: Touch tree with both hands, repeat x5 “Operangd receive a loyal protector of the forest.”

R: Self

E: Caster is assumed to be inside the tree, andnoabe attacked. May cast verbal madiat must touch the tree
or spellends.

L: If the tree is hit 10 times by a slashing weapor if a flame effect strikes it, it is destroyadd the caster is no
longer protected. The caster may not fight with pe@s while the spelk in effect. The caster may be affected

by verbal magiavhile he is casting magic

Presence (N, Neutral)
C:Bard 1
M: When used, must tie a blue strip upon an arm
E: Due to respect and awe for the position, aliaians will not attack the caster during a lifiewhich Presence

is used. Also, due to professional respect, Draitld Monks of lower level than the caster will nttbak the
caster.

L: If the caster attacks or casts magica Barbarian, Monk, or Druid who is affected®nesencethat person may
ignore the affects of the castePsesencdor the rest of the game.

Protect (E, Protection)
C: Healer 3, Wizard 3
M: Enchantmenstrip
I: Repeat x10 “May this magierotect thee,” tie strip on person
E: Person enchanted is immune to the first hiamf kind or the first magicast against him. This is one level of
invulnerability.
N: May be simul-castip to two times on the same person, protectingnagahe next two hits. May not be

Mended

Protection from Ailments (E, Protection)
C: Druid 3, Healer 3
M: Enchantmenstrip
I: Repeat x10 “I protect thee from infirmity,” tigrip on person.
E: Person is immune to all forms of disease aridgo i,
N: This will protect a person from being convertedan undead or lycanthrope.
S )

Protection from Control (E, Protection)
C:Bard 1
M: Enchantmenstrip
I: Repeat x5 “Thou art Fearless and Brave,” tigpsbn target.
E: Target is immune to Control magand abilities.

Protection from Death (E, Protection)
C: Healer 5
M: Enchantmenstrip
I: Repeat x5 “| protect thee from death,” tie pton person

E: Target is immune to Death magind abilities. /V |
Protection from Flame (E, Protection) !v\ H

C: Druid 3, Wizard 2 ” i ,,wwf Jals

M: Enchantmenstrip ,fll,wr Al T T J—:..L,J,

I: Repeat x10 “Protection from the element of firée strip on person or object

E: Target is immune to Flame magiod abilities.
N: Negates &ireball’s andFlameblade’snegation oficeball andEntangle
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Protection from Magic (E, Protection)
C: Wizard 4, Healer 5
M: Enchantmenstrip
I: Repeat x10 “Protection from all forms of magitie strip on person or object
E: Blocks all forms of magjceven beneficial magisuch adHeal andResurrect
N: Treat weapons wittmbue Weapowgast on them as normal weapons.

Protection from Projectiles (E, Protection)
: Wizard 3
Enchantmenstrip
Repeat x10 “Protection from projectiles,” tigip on person or object
. Protects from all non-magtbrown or shot projectiles (such as arrows, javglithrowing daggers, etc.)
. Ineffective against magic ballshe Dagger of Infinite Penetration, and weapoearmgMagical Projectile
. Will stop Siege Weapons that are projectiles.

Zrm==<0

Protection from Subdual (E, Protection)
C: Bard 2
M: Enchantmenstrip
I: Repeat x5 “Thou shall have freedom of movenfetig, strip on target.
R: Touch
E: Target is immune to Subdual magied abilities.

Pyrotechnics (S, Flame)
C: Druid 4, Wizard 4
I: Repeat x5 “I call upon the element of fire testiroy that (object).”
R: 50 ft.
E: Objectis destroyed
L: May be repaired by Mend Does not affect bases, relics, game iteitegsnsbearing theHardenenchantment
Imbued Shieldsr any enchantments stopped byrotection from MagiandProtection from Flame

Reanimate (E, Spirit)
C: Wizard 5
M: Enchantmenstrip

I: Repeat x10 “Rise and fight again,” tie strip player

E: Player temporarily comes back from the dead to
loyally serve the caster. This enchantmists for a
200 countor until the player’s death courd finished.
When the time has elapsed the player is once again
dead and may return to life when his normal death
counthas expired, or immediately at his base if his
death counexpiring ended th&eanimate Any player
havingReanimatecast on them is affected as [Baver
Spirit.

L: Dispel will kill. Wounds (other than the one eh
killed) and damage to armeemain, but may be
Healedor Mendedas normalReanimateclayers may
not use magior per life/game abilities though any tha
were already in effect (i.e. a Warrior who had atig

N: As Reanimatds an enchantmenperson does not
retain enchantmentsarried before death unless they
are able to bear two enchantme(gsg., 6th level
Scouts and wizar@tacR. Even if this is the case, if
they were bearing two enchantmentdy one may be
retained.
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Regeneration (E, Spirit)

C: Druid 5

M: Enchantmenstrip, player

I: Repeat x5, “Endless health unto thee,” tiepstd person.

E: Players bearing this enchantmernli Heal any wound, one at a time, in a 50 coant are immune to poison.
The player must chant this duration out loud inesrtbHeal a wound. You may not chant téeal a wound
unless you are already wounded. Ceasing the chiéintause the chant coumd restart at zero.

N: You must be alive to gain the benefits of trchantmentWill not work on armoiof any sort.

Release (S, Sorcery)
C: Healer 4, Bard 6, Druid 5
I: Repeat x3 “From thy bindings thou art relea$ed.
R: 20 ft
E: Dispelsthe effects of one subdual or control magich asyield, Entangle or Petrify, upon the target. Target
is immediately freed.
N: If cast on someone inlaegend they may not be retargeted by tha&gendspellfor its duration.

Resurrect (S, Spirit)
C:Healer 3

M: Dead Person

I: State once:
“Sword Cut, spear stab, mace smash, arrow jab,
Let the white light of healing descend on thee.
Sword Cut, spear stab, mace smash, arrow jab,
Let the white light of healing stop thy spilling
blood
Sword Cut, spear stab, mace smash, arrow jab,
Let the white light of healing mend thy bones.
Sword Cut, spear stab, mace smash, arrow jab,
Let the white light of healing close thy wounds.
Sword Cut, spear stab, mace smash, arrow jgz=
Let the white light of healing restore thy vigo
Sword Cut, spear stab, mace smash, arrow jab,
The white light of healing hath resurrected thee.”

R: Touch

E: The dead person is alive again, negating thedaath and removing all negative effects on tlagqr such as
Yield or Poison

L: A dead person cannot move on his own nor speakder to encourage a casteResurrecthim. A person that
voluntarily moves from where they died (barring @rmng oneself from impeding play) cannot Resurrected
unless aSummon Deadpellis used first. Will not turn monsters back to humMonsters created by magic
may not beResurrectedAll wounds and damage to natural arntibe dead person had prior to dying are
repaired.

N: A dead person may remain on the field as loagpe wishes, but may not affect the battle or ingppldy.
Enchantmentsiot eliminated by combat effects or not specificpirohibited may be retained byResurrected

person.

Sever Spirit (S, Spirit)

C: Healer 4, Wizard 4

M: Already dead victim

I: Repeat x2 “On life thou has no hold, thy corpsgrowing cold, discard this empty husk, thy #gpiesides at
dusk.”

R: Touch

E: Causes corpse to be impossibldREsurrector raise from the dead in any manner.

L: May only be used on dead bodies (undead creatorust be killed and the®uredbefore this spelWwill work
on them, though see below).

N: Will permanently kill undead creatures that aretheir last life and will kill a Lich outrighiMay be used on
any player that has not yet reached nirvana, efrdreiy have moved from where they died.



Shove (S, Sorcery)
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@]

N:

E:

N:

L.
N:

L:

N:

|
E
L:
N

: Wizard 1
I: Repeat x5 “I shove thee.”

R: 20 ft.

E:

L: Cannot force a person into a mundanghysically dangerous position.

Forces victim to back up 20 feet.

Will work against persons under effectsloéball, Entangle Petrify, andSleepmagic

Silence (FE, Sorcery)
C:
M:

Druid 4
20 ft. measure, Green markers for 20’ radius
Set up markers, stand in middle with both haatdeve head and repeat x5 “May no form of soundgesh or

noise be heard in this place.”
No speech (talking), including magiasting, is allowed in the enchantmsemiadius. Magiomay be cast into or

throughSilence however.
Speaking requirements used in class abilitiealtlow others to know what the player is doingri&aarychant,

etc.) are not affected and may still be used.

Sleep (S, Subdual)
C:
I: Repeat x2 “Listen and let the fighting ceasese thy eyes and sleep in peace.”

R: 20 ft.

E:

L: Sleepingpeople cannot be killed. The target and their pes®ns may not be harmed. The target may not be

Bard 3, Healer 2

Victim must lie down and “Sleep” for a 100 cdun

moved except via thBhoveandWindspells The target’s possessions may not be removed fignperson.
This spellmay not beCancelled

Sphere of Annihilation (B, Sorcery)
C: Wizard 6
M:

I
E

Black padded “sphere” ball with streamers.

: Hold ball in hand and repeat x5 “Sphere of dnilaition.”
: Will destroyanything it touches; evelmbuedor Hardeneditems Counts as one hit against invulnerability

not stopped by any non- invulnerable arméfeapons and shields are considered separatetfrerperson

Spheremay st|II beResurrected
Bouncesdo not count. Invulnerabilitdoes work against this magiandProtection from Magictops this.

A player may only have one magic b&df this magic

Stack (N, Neutral)
C:
M: Tie strip on arm of person receiving extra eactment
E:

Wizard 6

You may place one extra enchantmenta single player or his equipment.
May not be used on self nor may it Beckedon itself. May not be used with enchantmeeast by other

The cost must still be paid for the two encmaelntsto be used.

Stoneskin (E, Protection)
C: Druid 4

M:

: Touch recipient, repeat x5 “May nature protdotde from all forms of attack,” tie strip to plagearm.

Enchantmenstrip

: Player gains one point of invulnerable armor
Cannot be used with any other armbfay not beMendedor repaired in any way.
: This enchantmentan be simul-casip to two times, giving the target two points n¥ilnerable armorMay be

cast on players that cannot normally wear armor
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Stun (S, Sorcery)
C: Healer 3
I: Repeat x 2 “By the radiant power of pure wHigght | stun thee.”
R: 20 ft.
E: Affected player may not move, speak, cast mafight, or use class abilities for a 100 coufhey are
considered completely senseless to the world ardliach.

Stun Weapon (E, Subdual)
C: Wizard 1
M: Enchantmenstrip
I: State “May this weapon stun its victim,” tieoth to weapon, or a cloth cover for arrows.
E: Allows a thrusting weapon such as a spear mvato be used to subdue.
L: Does not allow the weapon to affect monsteet tire only affected by magieeapons.

Summon Dead (S, Spirit)

: Healer 5

Repeat x5 “I summon thy corpse.”

50 ft.

: Dead person may return to the caster but isagafn alive.

: May be used on people in nirvana (if in rangl)s does not interrupt the couoh a person’s death. The player
is not compelled to return to the caster, but drdg the option to do so. The spisllexpended either way.

Swords to Plowshares (S, Spirit)

C: Healer 2

I: Repeat x2 “Cast down your weapons and returthéoearth”

R: 20 ft.

E: Target wounded persontitealedof all wounds. One melee weapon carried or wielbgdarget is destroyed

(casters choice).
N: May only be used on a wounded person carryingielding weapons. All effects of this spetiust function for
ANY part of the spelto function; i.e. If the weapon is not destroy#lte target is not healed and vice-versa.

Talk to Dead (S, Spirit)
C: Bard 2, Healer 1, Wizard 1
M: Dead Person
I: Repeat x10 “Speak to me.”
R: Touch
E: Dead person must answer one “yes or no” quedtigthfully with “yes,” “no,” or “I don’t know.”

Teleport (S, Sorcery)

C: Druid 5, Healer 6, Wizard 4

I: Repeat loudly x5 “Teleport;” upon arrival loydk5 “Arriving.”

R: Touch

E: Target goes to any one location of the casten@ice. Cannot harm others nor be harmed duriagsit. Treat
as Out of gameintil at location, and may not be affected urtig¢ final “Arriving” has been stated. Example: A
player cast§eleportand chooses as his destination the base of himgnEhe enemy cannot notice his transit
to the area, but does notice when he starts rapgadirriving” and may not affect him in any way urte
finishes the final “arriving.”

L: Must go straight to location. Should quietlylteeeve or teammate destination. May not be fokow
hiding the captives” if this location is not know@annot be used on unwilling targets and attemptiicndo so
results in the spelbeing wasted.

effects upon you are considered suspended untilayeueturned to the game, at which point theyrretuith
their remaining duration.



Thornwall (FE, Sorcery)

C: Druid 2
M: 10 ft. brown and green cloth.

I: Lay cloth in straight line, raise hand in aiepeat x10 “Thorns come forth.”
E
L

: Creates a 10 ft long impassable wall of shaqgrrs.
: This wall can be destroydaly 10 hits with a melee weapon, or a hit fromanfe effect Fireball, Flameblade

consumed and disappearing.

Touch of Death (E, Sorcery {Effect is Death})

C: Healer 4, Wizard 3

M: Enchantmenstrip
Repeat x20 “Touch of death,” tie strip on perso
Bearer of enchantmeéattouch kills (via either hand).

Will work through clothing, but not armaf any sort.
: Does not have to be discharged on the nextometsuched after the enchantmésitast, but can be saved until

it is needed; must be announced when dischargee nfdyicitself is Sorcery, but its effect when released is
Death magic Targets may not be touched in an illegal, danggror offensive manner. Counts as one hit
against invulnerabilityand invulnerable armo©One use only.

I
E
L
N

Touch of Paralyzation (E, Sorcery {Effect is SubduB)
C: Druid 2
M: Enchantmenstrip
I: Repeat x10 “Paralyzation.” Tie strip on person.
E: If bearer of this enchantmetttuches a player, that player is paralyzed and nymove for a 100 count
Bearer must state “Paralyzation” to the victim asdelivers the touch. The effects are similar subdual
blow.
: Will work through clothing, but not armasf any sort.
N: Does not have to be discharged on the nextgmetsuched after the enchantméstast, but can be saved until
it is needed; must be announced when dischargeel .nfdygicitself is Sorcery, but its effect when released is
Subdual magicTargets may not be touched in an illegal, dangeror offensive manner. Counts as one hit

against invulnerabilityand invulnerable armo©ne use only.

-

Truth (S, Control)
C: Bard 2
I: State “Truth” followed by a single yes or noeastion.
R: 20 ft
E: The target must answer the question truthfufiyhe answer is unknown the target may statetlses ending

the spell

Visit (N, Neutral)

C:Bard 1

I: State “Visit” followed by a 150 countluring which the caster may make no hostile axtior the magienust
be restarted.

E: The caster may defend himself if directly thereed, but must disengage as soon as possiblecdurgis not a
casting action, but time required for the Visittedke effect and must be counted so it can be hgard away.
The caster must remain at his base during this ftouthe magianust be restarted. Is not used up until cdant
successful. The caster may enter and sit withia/single enemy base and/or position, and perforahtatk
with them. During this time neither the caster ttog enemy may attack one another or cast hostilgere
each other. To end the “Visit” the caster must delthat he is leaving and tag his base beforgnitg to the

game.
L: Monsters may choose to ignore Visit and attdok caster.

Vivify (N, Neutral)
C: Druid 6, Wizard 5
E: Gives the caster one additional life.

‘ a ’ Official Rules of Play 7th Edition.
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Voice (N, Neutral)
C: Bard 6
E: Allows the caster to purchase five mapmints worth of magiérom the druid list. Magidought cannot exceed

level 4. Magicbought is considered to be Druid magiegardless of the class of the caster.

L: May not be used to purchase neutragic Voicedoes not allow the caster to exceed the maximumbear of
uses of the magithat may be purchased i.e. you may only purchgs® uwo Stoneskins. You may not
purchase any Druid magtbat is also on your native spdilt.

Warp Wood (S, Sorcery)
C: Druid 1
I: Repeat x2 “By the power of nature | warp thabject).”
R: 20 ft.
E: Itemis considered useless untillendedor dispelled
L: Only works on objectsnade of wood such as: arrows, bows, shields, spgatearms, madus, staves, and any
other game itendeclared to be wooden. Does not work on armatess it is wooden armor

- Warp Woodwill not affectHardeneditemsor Imbued Shields é{; s Gj

P

Warskill (N, Neutral)
C: Bard 4
E: Caster may use a single weapon (not weapon Bfpeo cost to magipoints.

Wind (S, Sorcery)

C: Wizard 3

I: Repeat x2:
“Sleeping force of Wind I hail, send you forth aghty gale.
Gentle sigh which once beguiled, make your breereado wild
Sirocco into cyclone gain, breeze become a hurdgcan o
Make my enemy your foe; strike for me a tellingwlo S e =
Scream down from the mountains high; sweep thag®dirs towards the sky. '
Coward, hero, fool the same, trapped within thiadlg game.
Strike at foes, leave friends behind, bite themhwibur teeth unkind.
Buffet, whip them to the bone, toss them in a pitdhome.
Then whisper a gentle song, and return where ydonige—
Nestled ‘gainst the azure sky, song in forest, avi’ sigh.”

R: Line of Sight

E: All enemies in sight are blown back to theisband considered out of gametil they arrive.

Wounding (S, Death)
C: Healer 3, Wizard 2
I: Repeat x2 “From my heart | strike off your (nigor left/arm or leg).”
R: 20 ft.
E: Victim’s limb is wounded.
L: The victim must be unwounded prior to spedisting.
N: May be cast while moving. Has no effect on aputied player. Will outright kill monsters that di&n wounds.

Yield (S, Control)

C: Bard 5, Healer 3, Wizard 3

I: Repeat x3 “Yield thy arms and resist no longarme unto me and be my captive.”

R: 50 ft.

E: Victim lowers weapons and surrenders to théerasnoving in a straight line at a brisk walk —tiliat the
caster’s side — where they then begin a 300 caDuating this spelthey stay by the caster’s side and cannot
fight, cast magicor use abilities. The caster may free the vicdinany time for any reason. If they are not
killed before the spelénds, they must return to their base, and are dda to act freely. May not be physically
restrained to prevent the player from returnindgpé&se or going to the caster. If the caster dieptager
remains near the body until their couaxpires.

N: Other magianay still affect the victim during the duration %feld.
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Armor: Armor stops hits that would otherwise wound ot Kile target. Armor
is rated on a scale from one to six depending utmability to stop
damage. Some monsters may have more than six pafirsisnor. Normal

armor may beMended
Armor, Invulnerable: See invulnerable armor.

Abilities, Extraordinary (ex): In many cases these abilities are activated, act
like, and are written just like magic. Unless otliese noted, these
require the player to stand still as per castingim#o be initially
activated. If a School is listed, treat that alyikis belonging to that
magic School for the purpose of immunities. Otheeyionly
invulnerability will protect from the ability (thagh some have immunity
to poison and traps, and thus are unaffected bypth&hese are non-
magical in nature and are never considered enchartsneven if based
on an Enchantment’s description. Extraordinaryitib8 may not be
dispelled.

Abilities, Magic (m): These are magical abilities of the class thatraeil
ways as per the magic listed, save they do notmagfic points, do not
require a free hand, and are given a number of. Udesse cannot be used
in Anti-Magicareas. These require the person to stand stillpeas
casting magic.

Battlegame: A game in which fighting classes (and possibly stens) are
used.

Bounce: A projectile, arrow, javelin, or magic ball hitgrthe ground, a tree,
or other static terrain before it hits its targe¢aves, grass, brambles, etc
are not static terrain.

Count: Synonymous with second. A 300 count requires 3deds to elapse.

Destroyed: Items that are destroyed may be repaired usind/tdned spell or appropriate class ability unless
otherwise noted under the description of the effelsich destroyed the item. A destroyed weapon deldimay
be recovered by returning to base and waiting f@0@ count. This simulates retrieving a new onerfimase.
Destroyed items may not be used until they areiredaDestroyed armor may be repaired by usingMiead

spell for each point in each location to be receder

Dispelled: Being the target of a successfully cBsspel Magic

Ditch battle: A non-class game with two sides. Armor and prdjestare not used. After each battle, the winning
team sends over the first person that died on thide to the losing side, and another round is fduBepeat.

Draw length: The distance between the center of the stringthadurthest point of the arrow shelf at the ceraer
the bow.

Enchantment (E): A magic cast on a target player or their equipm#émt persists until used up or removed by
death or the appropriate magic. Colored strips teethe bearer denote these.

Engulfing: Engulfing effects affect the victim even if theit bnly garb, worn equipment, or wielded equipment.
Other affects only function on items or playersytipdysically touch.

Fixed enchantment (FE):A magic cast on an area of ground that persistd used up, the caster leaves a 100 foot

radius around the enchantment, it is removed byatipropriate magic, or the caster dies. These d@rahibit

the caster from carrying a normal enchantment.
1. Fixed enchantments are considered to extend upwartie sky for game purposes. Even flying creadure

are impeded by them.
2. Fixed enchantments, unless otherwise noted in thgicts description, may never be pre-placed before

casting.
3. Reeves, if requested, may assist in the placing mfgic-user’'s markers for a fixed enchantment.
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Game Item: Some games have certain items or players desidreet@ecessary for the game to function. Such
important ‘game items’ (flags, relics in a relicet, team captain in a ‘kill the captain’ battleggametc.) may
never be removed from play in any way, includingnigeEntangled Teleported placed in &ircle of
Protection etc. These items never bestow their immunitiethtor bearers. For example, a warrior carrying a
game item flag has the flag hit by &eball. The warrior is frozen, but the other team mayetske flag out of
his frozen hands and recover it. In the case Béleport the item is left behind.

Hit Location: A players body is divided into 5 legal hit locatm left arm, right arm, left leg, right leg, amatgo.

Immunities: If a creature or player has immunities, these fateeedence over losing points of invulnerable armo
or normal invulnerability. Immunities never extettdany sort of non-invulnerable armor or equipméiur
purposes of immunities, traps are any magic oritgbiith the word “trap” in the name, and poisorre any
ability or magic with the word poison in the name.

Inch Pounds: The poundage measured at maximum draw multiplyethk distance between the center of the un-
drawn string and the center of the string in thekkd position.

Instant Kill Effects: Effects — such as some siege weapons — thatdilligstantly, regardless of where they hit
you. Strikes to the head, neck, and feet on gratilddon’t count, however.

Invulnerability: A form of protection from battlefield effects, csisting of the following properties:

1. One point of invulnerability will negate one hit éoperson. A hit is defined as something that caldthage
or hinder the target, such &ntangle Fireball, a melee weapon hit, Siege Weapon hit, etc. Edfduat are
not stopped by invulnerability includeeleport Honor Duel and any strictly beneficial magic suchldsal
or Cure Ailments

2. Invulnerability is considered to be skin tight athdles not extend to equipment worn or carried.if.eill
not prevent weapons nor armor from being affectgdnlagic or damage; however, it will prevent an effe
from carrying through to a player from his equiprmdnvulnerability is not sectionalized like armor.

3. Invulnerability is only used up when it stops solmeg that would actually affect the bearer. An Anti
Paladin who is immune to fire and wearing invulrsliay, will not lose a point of invulnerability wén
struck by aFireball.

4. Invulnerability may not béended

Non-exclusive list of magic and effects that argated by subtracting one point of invulnerability:

A hit from any melee weapon Finger of Death Paralyzation

A hit from any projectile weapon Fireball Petrify

A hit from a siege weapon Flamewall Shove

Acid Bolt Hold Person Sleep

Any offensive monster effect Iceball Sphere of Annihilation
Awe/Fear Immolation Stun

Call Lightning Killing grounds Trap

Charm Legend Teleport

Confusion Lightning bolt Thornwall

Doomsday Lost Touch of Death

Earth Bind Magic bolt Touch of Paralyzation
Entangle Mass sleep Wounding
Feeblemind Mutual Destruction Yield

Invulnerable Armor: Not to be confused with invulnerability, this isveagical armor particular to some monsters
and not normally usable by the standard classes@xda magic.

1. Functions just like invulnerability, except thatistsectional like normal armor. Thus 2 points of
invulnerable armor grants 2 points of protectiore&xh hit location.

2. Upon completion of verbal magic, the caster musicfiy which hit location (torso, right/left arm/Ig@f the
victim to apply the magic against. If the locatienprotected by Invulnerable Armor, one point istleyed;
otherwise the victim is affected as per normathk caster fails to specify, or in the cases ollspd mass
destruction likeDoomsdayit is at the location of the target’s choice.

3. Invulnerable armor can bdendedunless otherwise noted.
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Item: A single object is considered to be any item whpads are not easily usable independently. (A siwar
shield, a throwing weapon, etc.). This requiresilassantial connection to be made between all paren
object i.e. a cord connecting a breastplate toemge does not constitute a single object but asfuil of plate
would. This applies to magic that refers to targgta single object and does not override any othles
governing how a specific magic or type of magienatcts with other specific objects. IMendonly repairing
a single point of armor in a single hit location.

Magic: A spell, magic ball, neutral, magical class agilénchantment, or fixed enchantment.

Magic ball (B): A type of magic that involves charging a ball tiemthen thrown at a target. Magic balls are
reusable. The number of times a magic ball is boudgiermines the maximum number of balls that may b
charged or in effect at once. All magic balls cleat@t the same time must be thrown at the same tfioe
must repeat the incantation once for each balleeharged; i.e. to charge twareballs you would have to
repeat “Fireball” ten times. Magic balls, once ¢astmain charged for two minutes, after which theyst be
recast. Magic balls cast with the left hand maytria@sferred to the right hand for throwing. Wherotlin, all
hits by a magic ball count except head or throatshThis includes foot shots, tail hits and grazesit to a
hand holding a weapon affects it as if the ballth&d weapon — which in some cases affects the hd&dg.,
Iceball). A magic-user may carry a maximum of 12 magiddyakegardless of how many were purchased.
Streamers on magic balls may be no longer thamé&RBeis.

Magic-user: Bard, Druid, Healer, Wizard, and any monster et cast a spell or use a spell-like ability. Magic
users buy magic from the appropriate spell listamtthe Magic section.

Mundane: Term used to describe someone who does not platgam or something that is “outside” the scope of
the game (the real world). When shouted duringrmeggdMundane” announces the presence of someone who
should be allowed to pass through the game unhatier

Natural armor: This is normal armor in every way except that aymot itself be the target of spells or effects —
with the exception oHeal, which will repair a single point of natural armiora single location.

No-Magic Game:A battlegame that uses classes, but ho magicrgasti

Non-class GameThis is a game where the classes are not usedy Mifathe battlegames listed can be played in this
fashion, and a number of games, most notably ditttles, always forgo the use of classes.

Neutral (N): A magic that alters the nature of that on whiclsitast. Neutrals can never be dispelled, andraope
may have more than one of these operating at thne sBme

Object: See Item.

Out of Game: This term refers to players or objects that caraftdct nor be affected, by anything and are
unnoticeable for game purposes.

Quest: A special battlegame designed with special rulMdsnsters are often used in these.

School: All magic falls under one of eight schools of magPlease note that immunities are based on what@&a
magic is in. Therefore, ddold Personis a spell of the Subdual school, a Barbarian, imento subdual effects,
is not affectedStun on the other hand, is of the Sorcery school, tBasarians would be affected by it.

Simul-cast: This refers to the ability of some magic to betaasre than once at the same time. Simul-cast
enchantments cannot be worn with more than onerlafyether simul-cast enchantments, even withSheck
magic or similar class abilities. When simul-cagtimagic you must repeat the incantation once ferglayer
of the enchantment to be cast or magic ball tolmeged. You may not add more layers to simul-casgim
after the initial casting.

Spell: a magic that has a direct and immediate effect.

Verbal magic: These ranged spells utilize spoken componentsnaed not touch or hit their target. Verbal magic
can only be cast on targets the caster can seeeTh@o way — other than being immune, out of erg not
being seen — to avoid Verbal magic. A weapon carallg be hidden behind one’s back to prevent magich
asHeat Weaporrom being able to target it.
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Rules Revision Process

I. Each Kingdom must elect or appoint a representafit'® manner in which this is done is left up te th
individual Kingdom.

a. The representative (reps) will be the only persbbovwaed to post to the boards on
www.ElectricSamurai.com to discuss or suggest chignges and clarifications. The boards are

open to the public for reading.

b. The representative position is an open-ended apmpeimt unless removed by the Monarch or the rep
steps down. This is to allow for consistency amanlgs reps.

c. The reps can be removed from the position at amg by the current Monarch of their Kingdom.

d. The rep answers directly to their Kingdom Monarch.
e. The representative must be a current member oKthgdom in which he/she is to serve.
f. The main duty of the rep is to poll their Kingdoor frule changes and clarifications then bring them

to the boards. Each rep must remain in contact wiéghMonarchy and populace in order to promote
the Kingdom'’s rule agenda.

g. The reps have the discretionary right to discaranges that are obviously inappropriate.
h. The reps will discuss the changes on the boarcelp tlarify and clean up the wording and intention
of the changes.

i. The reps must transfer any Rule Changes from theudsion boards to the final request board before
the last day in June, in voting years. Clarificasanust be transferred by the last day of Juneyever
year. Any transfers after the date will be null aredd for the current voting year.

Il. Rule Changes will be voted upon and enacted in emanbered years.

Il. Clarifications will be voted upon every year. Cfarations for odd-numbered years will be made aafaié as
an errata sheet that will be supplied with the lbolek. These clarifications will be edited into theebook on
the following year along with any new Rules Changes

IV. A representative of Amtgard Inc. will compile thiedlized list of Rule Changes and Clarificationglamill
supply copies for the official vote. Each Kingdomé&p will post the finalized list on their Kingdomlist.

V. The vote will be held at the Gathering of the Clashsring the Monarch’s meeting.

V1. Only Monarchs may cast a vote at the meeting urdespresentative (a representative of the Kingdaomn
necessarily the rules representative, althoughrdhes representative is eligible for this duty.sHhseen
appointed by them, in writing, before the meetitigs in every Kingdom'’s best interest to have a
representative of their land with a list of votagtdas meeting.

VIl. Only the items on the finalized list will be votegon. Absolutely no Rules Changes or Clarificationl be
accepted on site for change.

VIIl. Each item on the finalized list will be voted upwaith a 75% majority of the assembled Monarchs (or
appointed representatives) required for it to pass.
. Passed items are then compiled for entry into thebook or errata sheet as appropriate.

. All rule changes and clarifications are effectiveeanonth from the date of the meeting. Errata shaetl edits
will be posted at amtgardinc.com by this date.

x X



‘ 3 ’ Official Rules of Play 7th Edition.

Award Standards

Section I — Agreement

1. The Kingdoms of Amtgard recognize through bindirmgi@en by the Circle of Monarchs, that all Ladder &wls
leading to the bestowal of Knighthood shall be iedfthrough an agreed framework and that no kingdom
shall add to, remove, or modify the agreed uponiregnents independently nor will any kingdom altieeir
individual corporas to contradict this agreemertte Tnonarch retains the ability to bestow any award
honor as granted by their respective kingdom caap®his agreement does not prevent the monarchy fro
creating non-Ladder Awards that do not impact the bf Ladder Awards.

2. The Kingdoms of Amtgard resolve, through bindingi@t by the Circle of Monarchs, to remove definitgof
Ladder Awards, Ladder Masterhoods and Knighthoodm ftheir respective corporas. Ladder Awards and
Masterhoods being those that lead to Knighthood.

a. Definitions of Ladder Awards, Ladder Masterhoodsl &mighthoods, as detailed in this document, are to
be placed inside the Official Amtgard Rulebook wilte proviso that they do not fall under the addpte
rules revision process.

b. Changes to the definitions of Ladder Awards, Laddeassterhoods and Knighthoods, once adopted, can
only be made by one hundred percent (100%) approfviie existing kingdoms of Amtgard.

Section II — Scope

1. This framework pertains specifically to the fouders of Knighthood, Ladder Masterhoods, and Ladder
Awards: Knight of the Flame, Knight of the Serpekhight of the Sword, Knight of the Crown, Master
Rose, Master Smith, Master Lion, Master Dragon, tda®wl, Master Garber, Warlord, Order of the Rose,
Order of the Smith, Order of the Lion, Order of theagon, Order of the Owl, Order of the Garber, and
Order of the Warrior.

2. This framework does not replace or address awaxiddieg outside of the Ladder Awards framework epiieg
that no kingdom may replace or supplement any oélweard for an existing Ladder Award, Ladder
Masterhood, or Knighthood.

Section II1 — Framework
1. Knighthood: Below are the recommended criteria for becomingilelle for the four orders of Knighthood.
Having these awards only grants eligibility and sleet require that Knighthood be bestowed. Whereas
Masterhood is recognition of skill, Knighthood i@ recognition of character in addition to havsidll
beyond that of a Master. It is suggested that ardeat reflect a player's positive character (GrifivValker in
the Middle, Jovious, Mask, etc.) be considered wiietermining any class of Knighthood.
a. Flame: A player may be eligible for Knight of the Flamftea obtaining Masterhood in Rose, Smith, or
Lion.
b. Crown: A player may become eligible for Knight of the @mo after serving with excellence, and
completing, four terms in any of the following aféis, in any combination, at kingdom level: Monarch,
Regent, Prime Minister, or Champion. A player magdme eligible for Knight of the Crown after senyin
with excellence, and completing, six terms in afiyhe following offices, in any combination, at duc
level or higher: Monarch, Regent, Prime MinisterGhampion. Note: The position of Kingdom Monarch
counts as two offices. The position of Champion oaty be counted once toward these qualifications.

c. Serpent: A player may be eligible for Knight of the Serpefter obtaining Masterhood in Owl, Dragon,
or Garber.

d. Sword: A player may be eligible for Knight of the Swordexf obtaining Masterhood of the Order of the
Warrior, known as a Warlord.

2. Masterhood: Masterhoods are recognition of skill in a fieldwdérk. Meeting the criteria below does not
automatically grant the associated Masterhood. Btastods are granted when a player has both the
recommended requirements set forth herein and olsvéxpertise in their field.

a. Master Rose A player may be eligible for receipt of the titdé Master Rose upon earning their tenth
Order of the Rose.
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Master Smith: A player may be eligible for receipt of the tité Master Smith upon earning their tenth
Order of the Smith.

Master Lion: A player may be eligible for receipt of the titsé Master Lion upon earning their tenth
Order of the Lion.

Master Owl: A player may be eligible for receipt of the tithé Master Owl upon earning their tenth Order
of the Owl.

Master Dragon: A player may be eligible for receipt of the tité Master Dragon upon earning their
tenth Order of the Dragon.

Master Garber: A player may be eligible for receipt of the tithé Master Garber upon earning their tenth
Order of the Garber.

Master Order of the Warrior (Warlord) : A player may be eligible for receipt of the tithé Warlord
upon earning their tenth Order of the Warrior.

Ladder Awards: Ladder Awards start out at zero and progressnthtievel. Attaining the next rung on the
ladder should require a demonstrable level of abbBeyond that required for the previous rung. Tdes not
necessarily require bettering a player's previooskwso long as the work itself is sufficient to &mbe the next
rung. All levels must be earned consecutively. Mcha have the discretion to award multiple levdlsward

to the same individual but all awards must be giwvesequence.

i)Note: The examples given in each order categorynateneant to define the service required to ehen t
stated level of award, but are meant as only guidslas to what might be the appropriate level of
service for those levels.

Rose: Awarded for service to the club not necessarilpterl to an elected office. A first level Ordertbg
Rose indicates a very minor service to the cluthsag picking up trash, while a tenth level Ordetrsd
Rose could be comparable to providing consistemtgiterm service to the club.

Smith: Awarded for organizing and running battlegamessis, workshops, demonstrations, and the like
while not in office, or for running such events &band beyond the requirements of one's officeirgt f
level Order of the Smith might be awarded for rutgna good battlegame at park level. A tenth level
Order of the Smith might be awarded for runningedes of fun, immersive, and well-scripted battlegs

or quests providing direction for an entire reign.

Lion: Awarded for going above and beyond the call ofydatthe execution of an office, or for leadership
outside of office while performing a service to Agatd. A first level Order of the Lion might be awled

for organizing Fighter practices on off-Amtgard day tenth Order of the Lion might be awarded for
running a series of demonstrations that increatmndance and ingratiates the club with the local
community.

Owl: Awarded for demonstrating ability in the constioatsciences of Amtgard. Weapon construction,
armor construction, furniture, shoes, belts, etdirst level Order of the Owl could be awarded for
constructing your first legal and functional swoAdtenth level Order of the Owl might be creatinfud
suit of decorated and articulated armor, or intr@idg critical new technologies and construction
advancements that affect the group as a whole.

Dragon: Awarded for demonstrating ability in the arts afnfgard. Performance, painting, sculpting,
photography, cooking, banners, artistically focugadb, writing, acting, roleplaying, etc. A firgel
Order of the Dragon might be awarded for doing adyreading of a non-original poetry piece. A tenth
level Order of the Dragon might be awarded for imgtand directing an excellent play for entertaimine
at a large event.

Garber: Awarded for the creation of garb: Tunics, tabaments, cloaks, gloves, sashes, pouches,
handbags, etc. A first level Order of the Garbegimibe awarded for creating a simple, well-congedc
pouch. A tenth level Order of the Garber might beaaded for making themed, elaborate and intricate
court garb for a group of people.
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h.

Warrior: Awarded for fighting prowess. Orders of the Warrfollow a regimented pattern for
distribution:

i) A 1st Order is granted for winning three consecaitivatches in any tournament or for battlefield
prowess.

i) A 2nd Order is granted for winning five consecutimatches in any tournament or for battlefield
prowess.

iii) A 3rd Order is granted for winning seven conseaitivatches in any tournament or for battlefield
prowess.

iv) A 4th level is granted for winning nine consecutmatches in any tournament or for battlefield
prowess.

V) A 5th level is granted for winning eleven conseeatimatches in any tournament, or for taking at
least 3rd overall in a kingdom-level tournament.

vi) A 6th level is granted for winning thirteen consea matches in any tournament, or for placing at
least 2nd overall in a kingdom-level tournament.

vii) A 7th level is granted for winning fifteen conseiset matches in any tournament or placing 1st over
all in a major kingdom-level tournament.

viii)  An 8th level is granted for winning seventeen canusizze matches in any tournament or for winning
a second major kingdom-level tournament.

iX) A 9th is granted for winning nineteen consecutivatches in any tournament or for winning a third
major kingdom-level tournament.

X) A 10th is granted for winning twenty-one consecatimatches in a kingdom-level tournament or a

fourth, first place win in a major kingdom-leveluimament.
Note: Major kingdom-level tournament is definedVdeaponmaster, Warmaster (Crown Quals
tournament), Olympiad, and/or an inter-kingdom dwenirnament. The level of competition and number
of entrants in all tournaments must be considerfdrte handing out Orders of the Warrior above seven
The difficulty of the tournament must warrant tleer¢l of order awarded.

Note: The title of Defender (awarded for servinghwéxcellence in the office of Kingdom Champion),
which may be earned only once, confers a singlgdim-level tournament win upon the title's recipien




Kingdom Boundaries
and Park Sponsorship

The united Kingdoms of Amtgard, speaking with tleéce and leadership of the Circle of Monarchs, dééhg that
the growth of Amtgard is advanced through the resjpade government of the various kingdoms, and sggto
encourage that growth with communication, high deads, and mindfulness of the future unity of Amthado
hereby endorse and ratify these guidelines reggrttie sponsorship rights of contracted chapterskamgidoms.

1. A contracted chapter may petition any kingdom fporssorship, but permission will need to be grartigdny
kingdoms close to the chapter before the chaptemheasponsored.

2. A chapter is considered to be close to the kingdloat has the nearest kingdom seat, the kingdomhasathe
nearest kingdom chapter, and the kingdom with tharest kingdom seat in the same state as the ahapte

This may result in a chapter being close to mudtikingdoms.
3. A kingdom seat is the center of the city in whitie tkingdom's first kingdom-level monarch held offiainless
otherwise specified by Amtgard, Inc. or the CirofeMonarchs.
A kingdom chapter is any chapter sponsored by gdom.

5. If a chapter is within the same state as and witinmiles of a kingdom seat, it may petition thatgdom
without seeking permission from any other kingdoms.

6. If a chapter is more than 500 miles from any Amtgelnapter, it may petition any kingdom without sieek
permission from any other kingdoms.

7. Chapters sponsored by kingdoms at the time ofdagieement retain their sponsorship, but are suljettte
terms of this agreement should they seek to chapgesorship.

8. The Circle of Monarchs shall have authority to haad resolve all issues related to this agreement.
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ability, 4, 5, 6, 7, 11, 12, 15, 16,
17, 18, 19, 20, 21, 22, 23, 24,
25, 26, 27, 28, 29, 30, 31, 32,
41, 42, 43, 44, 48, 49, 50, 51,
52, 54, 55, 57, 58, 59, 60

accuracy, 16, 24

acid bolt, 33, 37, 40, 59

activate, 7, 15, 24, 58

active, 1, 30, 31, 44

advancement, 33, 39, 40

althing, 1

ambidexterity, 29, 33, 37, 39, 40

ammunition, 5

antidote to poison, 17, 22, 24

anti-magic, 33, 39, 40, 42, 43, 58

anti-paladin, 13, 16, 50, 59

archer, 5, 16, 29

archery, 5, 6

arm, 3, 4, 8, 26, 29, 45, 51, 54, 57,
59

armor, 3,4,5,6, 7,10, 11, 12, 13,
15, 16, 17, 18, 19, 20, 21, 22,
23, 24, 25, 26, 29, 30, 40, 41,
45, 46, 49, 50, 52, 53, 54, 56,
57, 58, 59, 60

armor of quality, 23, 24

armor-piercing arrow, 16, 24, 26

arrow, 3, 4,5, 6,7, 9, 10, 13, 24,
26, 27, 46, 49, 52, 53, 55, 57,
58

assassin, 17

assassinate, 17, 24

attuned, 22, 24, 29, 54

awe, 21, 24, 25, 33, 36, 38, 40, 51
59

axe, 5, 19

back, 3, 8, 9, 10, 11, 32, 40, 42, 43
49, 52, 53, 54, 57, 60

baldric, 13

ballistae, 7

banish, 20, 24, 33, 38, 40, 43

banned, 4

barbarian, 10, 12, 15, 18, 25, 33,
51, 60

bard, 4, 12, 18, 24, 34, 36, 40, 41,
42, 43, 44, 46, 47, 48, 49, 50,
51, 52, 53, 54, 55, 56, 57, 60

barkskin, 33, 37, 41

base, 7, 8, 9, 10, 12, 26, 27, 32, 42
47, 48, 49, 52, 55, 56, 57, 58

battlegame, 12, 13, 14, 15, 30, 32,
43, 49, 58, 59, 60

bend, 3

berserk, 4, 7, 10, 18, 24, 33, 36, 41
50, 51

, cloth, 5, 8, 10, 11, 25, 42, 45, 47,

black, 4, 13, 16, 17, 26, 54

bladesharp/bludgeon, 33, 37, 39,
41

bless, 33, 38, 41

block, 3, 5, 7, 26, 30, 42, 49

blows, 3, 4, 10, 12, 13, 40, 58

bludgeon, 5, 6, 19, 25, 26

blues, 18

bolt, 5, 7, 8, 37, 38, 39, 49

bounces, 4, 44, 47, 54

bow, 5, 6, 12, 16, 17, 22, 24, 25,
26, 34, 57, 58

bowyer, 16, 25

break, 8, 12, 19, 31

broken, 5, 6, 8, 9, 25, 27, 32, 42,
48

brown, 19, 44, 56

browns, 18

call lightning, 33, 37, 41, 59

camouflage, 22, 25, 27

cancel, 30, 33, 36, 37, 38, 39, 41,
43, 45

cannons, 7

carry/carried, 3, 5, 14, 18, 22, 24,
26, 27, 29, 30, 35, 52, 55, 59,
60

cast, 12, 18, 24, 29, 30, 31, 34, 40
41,42, 43, 44, 45, 46, 47, 48,
49, 50, 51, 52, 53, 54, 55, 56,
57, 58, 60

casting, 7, 12, 29, 30, 31, 42, 43,
44, 45, 48, 51, 54, 56, 57, 58,
60

casting magic, 7, 29, 30, 43, 51,
58, 60

catapult, 7

chain, 3, 10, 11

champion, 10

charm, 18, 33, 36, 42, 59

cheat, 3, 4

chemical, 5

chest, 3, 4, 11, 13

circle of monarchs, 1

circle of protection, 33, 38, 39, 42,

59
class, 6, 12, 13, 15, 29, 30, 34, 50,
58, 59, 60

class master, 13

48, 55, 56
color, 4, 13, 14
colored, 9, 58
colors, 13
, combat, 1, 3, 4, 5, 24, 27, 45, 47,

48, 53

commune, 31, 33, 37, 42, 43

company, 2, 13

confidence, 33, 36, 42

confusion, 31, 33, 36, 37, 43, 59

construction, 5, 8, 9, 10, 11

control, 16, 18, 19, 20, 24, 25, 33,
36, 37, 38, 39, 40, 42, 43, 44,
48, 49, 50, 51, 53, 56, 57

control magic, 18, 48, 53

core, 1,3,5,8,9

corpora, 1

count, 3, 4,5, 10, 12, 25, 26, 29,
30, 40, 42, 43, 44, 45, 46, 47,
48, 49, 50, 52, 53, 54, 55, 56,
57,58, 59, 60

courtesy-padded, 3

cover, 8, 9, 11, 29, 30

credit, 15, 20, 22

crossbows, 5, 6, 26

cross-guard, 8

cure ailments, 24, 33, 37, 38, 43,
59

dagger, 5, 16, 17, 20, 22, 32, 34, 52

dagger of infinite penetration, 32,
52

damage, 3, 4,5, 6, 7, 8, 12, 24, 26,
30, 40, 41, 46, 49, 52, 53, 58,
59

dance, 33, 36, 42, 43

dangerous, 4, 13, 54, 56

dead, 3, 11, 12, 13, 27, 28, 30, 31,
32,41, 43, 47, 50, 52, 53, 55

death, 3, 4, 12, 13, 20, 21, 25, 27,
33, 37, 38, 39, 41, 43, 44, 48,
50, 51, 52, 53, 55, 56, 57, 58

death magic, 51, 56

defend, 25, 33, 39, 42, 43, 48, 56

deflect, 3, 4

destroy/destroyed, 5, 6, 7, 8, 12,
24, 26, 30, 32, 40, 46, 47, 49,
50, 51, 52, 54, 55, 56, 58, 59

diameter, 5, 6, 8, 9, 10, 11

disabled, 6

disappear, 30

dispel magic, 30, 33, 38, 39, 40,
42, 43, 44, 45, 48, 50, 58

dispelled, 30, 33, 40, 43, 47, 49,
57, 58, 60

ditch battle, 58, 60

doomsday, 25, 33, 39, 40, 42, 43,
59

draw, 3, 6, 7, 47, 58, 59

draw cut, 3

draw length, 6, 58
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druid, 4, 12, 19, 24, 34, 37, 40, 41,
42,43, 44, 45, 46, 47, 49, 50,
51, 52, 53, 54, 55, 56, 57, 60

dues, 1

earth bind, 22, 25, 26, 28, 55, 59

enchantment, 4, 5, 6, 7, 13, 14, 15
18, 22, 24, 27, 29, 30, 32, 34,
40, 41, 42, 43, 45, 47, 49, 50,
51, 52, 53, 54, 55, 56, 58, 60

enemy, 13, 41, 42, 43, 55, 56, 57

enhancement, 33, 38, 44

entangle, 26, 33, 37, 38, 44, 45, 47
51, 53, 54, 59

equipment, 3, 4, 5, 8, 12, 13, 14,
15, 22, 25, 27, 29, 30, 31, 42,
43, 44, 50, 54, 58, 59

experience, 15

expertise, 33, 39, 44

extend immunities, 21, 25

extension, 33, 36, 37, 38, 39, 44

extraordinary, 15, 43, 58

fear, 16, 24, 25, 33, 36, 38, 40, 59

feeblemind, 33, 37, 44, 59

feet, 3, 6, 7, 8, 12, 24, 25, 27, 28,
29, 30, 31, 42, 45, 46, 48, 54,
59

fey monsters, 19

fight after death, 18, 25, 41, 54

finger of death, 12, 33, 37, 39, 44,
59

fireball, 8, 30, 31, 33, 39, 44, 47,
51, 56, 59, 60

firebombs, 7

fixed enchantment, 29, 30, 31, 34,
41, 42, 43, 48, 58, 60

flail, 6

flame, 4, 7, 13, 16, 22, 26, 29, 32,
33, 37, 39, 41, 44, 45, 46, 47,
49, 51, 52, 56

flame arrow, 4, 7, 16, 22, 26, 56

flame effect, 4, 46, 51, 56

flame magic, 45

flameblade, 32, 33, 37, 44, 45, 51,
56

flamewall, 33, 37, 45, 56, 59

flight, 33, 39, 45

florentine, 35

foam, 1,5, 6, 8,9

foot, 5, 6, 27, 44, 45, 48, 58, 60

force, 3, 54, 57

forcewall, 31, 33, 39, 45

ft., 12, 31, 40, 41, 43, 45, 46, 48,
49, 50, 52, 54, 55, 56, 57

furs, 18

garb, 1, 3, 10, 13, 14, 15, 16, 17,
18, 19, 20, 21, 22, 23, 30, 41,
45, 58

glance, 3

glue, 8, 11

gold, 4, 13, 14

grappling, 4

greek fire, 7

green, 4, 13, 19, 22, 25, 40, 54, 56

gripped, 8

groin, 3

group, 1, 2, 3, 4, 30, 32

guild, 3, 4, 10, 13, 15, 29

guildmaster, 2, 3, 4, 10, 13, 14, 15
29

of heraldry, 2, 13
of reeves, 3, 4, 10, 14

gunpowder, 7

haft, 3

hallowed ground, 33, 38, 45

hand guard, 3

handle, 5, 6, 12

harden, 33, 38, 39, 45, 52

head, 3, 4, 6, 8, 9, 11, 41, 54, 59,
60

heal, 20, 21, 22, 26, 29, 33, 37, 38
41, 43, 45, 46, 50, 52, 53, 59,
60

heal extend, 33, 38, 46

healed, 12, 41, 46, 52, 55

healer, 4, 12, 15, 19, 24, 34, 38, 4(
41, 42, 43, 44, 45, 46, 49, 50,
51, 52, 53, 54, 55, 56, 57, 60

heat weapon, 33, 37, 39, 46, 50, 6

heated, 6

heraldry, 2, 13

hidden, 4, 31, 60

hilt, 3, 9

hinged, 3, 6, 24, 34

hit, 3, 4, 5, 6, 7, 9, 14, 25, 26, 30,
32,41, 47, 49, 51, 54, 56, 58,
59, 60

hit location, 3, 4, 11, 24, 30, 32,
41, 46, 59, 60

hold, 10, 11, 12, 13, 40, 41, 44, 47
49, 50, 53, 54

hold person, 26, 33, 36, 39, 46, 55
59, 60

homestone, 32

honor, 2, 4, 29, 33, 36, 39, 47, 59

honor duel, 33, 36, 39, 47, 59

honorable, 13

house, 2

household, 2

iceball, 26, 30, 33, 39, 45, 47, 51,
54, 59, 60

illegal, 3, 56

imbue, 33, 36, 47

imbue shield, 6, 33, 39, 47

imbue weapon, 32, 33, 39, 47, 52

immolation, 33, 37, 47, 59

immunity, 15, 16, 17, 18, 19, 20,
21, 22, 23, 24, 25, 31, 33, 41,
58, 59, 60

D

improve shield, 23, 26

improve weapon, 23, 26

inch, 4,5, 6, 8, 9, 10, 11, 13, 26,
59, 60

inch pounds, 59

incomplete, 11, 29

indestructible, 5, 32, 45

injure, 10, 57

instant kill effects, 59

interrupted, 29

invulnerability, 7, 24, 32, 41, 47,
51, 54, 56, 58, 59

invulnerable armor, 24, 32, 47, 54,

56, 58, 59

item, 29, 30, 32, 41, 42, 45, 50, 57,
58, 59, 60

javelin, 3, 5, 6, 16, 21, 23, 24, 26,
49,52, 58

killed, 4, 31, 43, 45, 47, 48, 52, 53,
54, 57

killing effects, 4

killing grounds, 33, 39, 48, 59

knight, 13, 14, 16, 18, 19, 21, 50

knives, 5

leather, 8, 10, 11, 18

left hand, 29, 60

leg, 3, 4, 25, 29, 57, 59

legal, 1, 3, 4, 6, 8, 26, 32, 47, 59

legend, 16, 33, 36, 48, 53, 59

lend, 33, 39, 48

length, 4, 5, 6, 9, 24, 26, 48

level, 3, 4, 12, 15, 18, 19, 20, 23,
30, 34, 35, 36, 37, 38, 39, 40,
41, 42, 48, 50, 51, 52, 57

life, 9, 12, 15, 16, 17, 18, 20, 21,
22,23, 24, 25, 26, 27, 28, 32
33, 36, 37, 38, 39, 40, 41, 42
43, 49, 50, 51, 52, 53, 56

light blue, 4, 18

lightning bolt, 30, 33, 39, 49, 59

limb, 3, 12, 25, 40, 57

liplock, 27, 33, 36, 39, 49

list, 1, 3, 10, 15, 17, 30, 36, 40, 43,
44, 47, 57, 59, 60

lives, 12, 15, 16, 17, 18, 19, 20, 21,
22,23, 27, 28

long, 3,5,7,9, 12, 16, 17, 20, 22,
26, 31, 34, 45, 53, 55, 56

longbow, 16, 22, 26

lore, 33, 36, 49

lost, 7, 22, 25, 29, 33, 38, 40, 43,
49, 59

madu, 6

maugic, 6, 12, 18, 19, 23, 24, 25, 26
27,29, 30, 31, 32, 33, 34, 35
36, 37, 38, 39, 40, 41, 42, 43,
44, 45, 46, 47, 48, 49, 50, 51,
52, 53, 54, 55, 56, 57, 58, 59
60
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magic ball, 3, 4, 5, 13, 26, 29, 30,
32, 34,41, 44, 45, 47, 52, 54,
58, 60

magic bolt, 30, 33, 39, 49, 59

magic point, 18, 19, 23, 30, 34, 35,
57, 58

magical projectile, 33, 37, 49, 52

magic-user, 18, 19, 23, 29, 30, 31,
34, 35, 36, 42, 48, 58, 60

mass sleep, 33, 38, 50, 59

maximum, 5, 6, 15, 24, 30, 34, 48,
49, 57, 59, 60

melee, 3, 5, 7, 16, 21, 23, 24, 44,
45, 55, 56, 59

melee weapon, 3, 24, 44, 55, 56, 5

mend, 7, 25, 27, 32, 33, 37, 38, 39
46, 50, 52, 53, 58, 60

messenger, 33, 39, 43, 50

mimic, 7, 33, 36, 50

minimum, 6, 9

minute, 8, 12, 26, 44, 60

missile block, 20, 26, 40, 49

greater, 20, 26

monarch, 1, 2, 4, 10

monk, 7, 20, 27, 28, 30, 51

monster, 1, 4, 6, 7, 18, 20, 24, 27,
28, 40, 42, 43, 45, 50, 53, 55,
56, 57, 58, 59, 60

motion, 4

move, 3, 7, 12, 25, 27, 29, 42, 44,
46, 48, 49, 50, 53, 55, 56

mundane, 2, 4, 60

mute, 33, 36, 38, 50

mutual destruction, 33, 39, 50, 59

natural armor, 24, 45, 46, 53, 60

neutral, 29, 30, 33, 34, 36, 37, 38,
39, 40, 43, 44, 47, 48, 50, 51,
54, 56, 57, 60

neutral magic, 40, 43, 57

nick, 3

nirvana, 12, 27, 49, 53, 55

nobility, 13

no-magic game, 60

non-class game, 58

object, 4, 7, 29, 30, 43, 45, 51, 52,
57, 60

objects, 30, 31, 54, 57, 60

opponent, 3, 4, 5, 13, 32

orange, 4, 16, 26

out of game, 49, 55, 57

padding, 5, 6, 8, 10, 11

page, 13, 14

paladin, 13, 21, 50

parry, 3,4, 5

pass without trace, 19, 26

peasant, 15, 22

penalty, 5, 10, 11, 12, 26, 40, 49

penetration arrow, 8, 16, 26

persona, 1, 2, 15
68

petrify, 33, 37, 50, 53, 54, 59
phoenix, 13, 16, 21
physical contact, 4, 25
pierce, 6
piercing, 5, 6, 41, 45, 49
plant door, 33, 37, 51
plate, 10, 11, 15, 60
point, 3, 4,5, 6,7, 8,9, 10, 11, 15,
16, 17, 18, 21, 22, 23, 24, 26,
30, 34, 35, 40, 41, 44, 46, 47,
48, 49, 50, 54, 55, 58, 59, 60
poison weapon, 4, 16, 17, 26
polearm, 6, 20, 57
pommel, 5, 6, 9
pounds, 6
powerful blows, 18, 27
presence, 25, 33, 36, 42, 51, 60
prime minister, 1, 2, 4, 13
prisoner, 12, 16
prohibited, 3, 4, 29, 53
projectile, 3, 4, 5,7, 9, 24, 26, 30,
41, 45, 49, 52, 58, 59
protect, 10, 33, 38, 39, 41, 42, 43,
45, 47, 50, 51, 54, 58
protection, 7, 30, 31, 32, 33, 36,
37, 38, 39, 40, 41, 42, 43, 45,
47,49, 51, 52, 54, 59
protection from
ailments, 33, 37, 38, 51
control, 33, 36, 51
death, 33, 38, 51
flame, 30, 32, 33, 37, 39, 43, 45,
51, 52
magic, 31, 33, 38, 39, 43, 45, 47,
52,54
projectiles, 7, 33, 39, 40, 43, 49,
52
subdual, 33, 36, 52
pyrotechnics, 33, 37, 39, 52
quest, 32, 59, 60
range, 6, 24, 29, 34, 36, 37, 38, 39
44, 45, 46, 55, 60
reach, 6
reanimate, 16, 27, 29, 33, 39, 43,
52
red, 4, 6, 7, 13, 19, 24, 40, 41, 44,
45
red weapon, 3, 4, 6, 8, 32, 41, 49
reeve, 3, 4, 12, 13, 14, 25, 27, 29,
31, 43, 47, 49, 55, 58
regeneration, 33, 37, 53
regent, 2
release, 25, 33, 36, 37, 38, 48, 50,
53
relic, 2, 6, 18, 30, 32, 43, 45, 52,
59
repair item, 23, 27, 44
resurrect, 12, 21, 27, 28, 30, 33,
38, 41, 43, 52, 53

resurrected, 28, 29, 53, 54

ring of power, 32

rock, 5, 9

rope, 6, 48

round, 8, 9, 12, 14, 58

royalty, 13

rulebook, 1

safe, 8, 10, 42, 47, 50

sanctuary, 20, 27, 50, 54

sash, 13, 14, 16, 17, 18, 19, 20, 22,
23,50

school, 18, 19, 30, 31, 32, 33, 34,
36, 37, 38, 39, 51, 52, 58, 60

scimitar, 5

scout, 15, 22, 52

second, 2, 3, 4, 12, 31, 35, 58

second level, 36, 37, 38, 39, 44, 47

sever spirit, 24, 33, 38, 39, 52, 53

shaft, 3,6, 8,9

shield, 3, 4, 6, 8, 15, 16, 17, 18, 19,
20, 21, 22, 23, 24, 26, 30, 31
32, 34, 40, 45, 46, 47, 49, 50,
52,54, 57, 58, 60

shield bashing, 4

shield of reflection, 30, 32

short, 3, 5, 16, 17, 20, 22, 31, 34,
35, 48, 49

shot, 3, 4, 7, 12, 25, 40, 44, 52, 60

shove, 33, 39, 44, 50, 54, 59

shuriken, 5

siege weapons, 3, 5, 7, 26, 32, 52,
59

silence, 33, 37, 50, 54

silver, 13

simul-cast, 24, 30, 41, 49, 51, 54,
60

simultaneously, 4, 13

sixth level, 36, 37, 38, 39

slash, 5, 6, 12, 13, 25, 26, 41, 51

sleep, 33, 36, 38, 48, 50, 54, 59

sorcery, 2, 33, 36, 37, 38, 39, 40,
41, 42, 43, 45, 47, 49, 50, 51,
53, 54, 55, 56, 57, 60

spear, 6, 9, 34, 46, 53, 55

spell, 5, 12, 24, 25, 26, 27, 28, 29,
30, 31, 32, 34, 40, 41, 42, 43,
44, 45, 46, 47, 48, 49, 50, 51,
53, 54, 55, 56, 57, 58, 59, 60

sphere of annihilation, 25, 30, 33
39, 45, 47, 54, 59

spirit, 12, 19, 23, 28, 29, 33, 36
37, 38, 39, 40, 43, 45, 46, 52
53,55

square feet, 8

stab, 3, 6, 46, 53

stabbing, 5, 6, 8, 9, 12

stab-only, 5

stack, 29, 33, 39, 52, 54, 60

staff, 6, 20, 22, 34, 57
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steal life, 12, 16, 27

stoneskin, 33, 37, 54

strap, 8, 10

strapped, 8

strike, 3, 4,5, 7, 8,9, 13, 24, 25,
30, 32, 41, 47, 49, 51, 57

strike true, 4, 49

strike-legal, 5, 6, 9

striking surface, 5, 6, 8

strip, 4, 6, 9, 13, 14, 24, 26, 27, 30
41, 42, 43, 45, 47, 48, 49, 50,
51, 52, 53, 54, 55, 56, 58

struck, 3, 4, 8, 11, 13, 24, 25, 30,
32, 44, 49, 56, 59

stun, 25, 33, 38, 55, 59, 60

stun arrow, 16, 22, 27

stun weapon, 6, 33, 39, 55

subdual, 12, 18, 21, 27, 30, 32, 33
36, 37, 38, 39, 44, 46, 47, 49,
50, 52, 53, 54, 55, 56, 60

subdual magic, 12, 56

subdue, 12, 55

summon dead, 12, 29, 33, 38, 50,
53, 55

sword, 5, 9, 11, 13, 29, 31, 35, 43,
46, 53, 60

sword of flame, 32, 45

talk to dead, 30, 33, 36, 38, 39, 49
55

tape, 8, 9, 11, 48

taped, 6, 9

targeted, 48

team, 7, 12, 13, 45, 47, 58, 59

teleport, 17, 27, 33, 37, 38, 39, 43,
44,50, 55, 59

terrain, 8, 58

thigh, 4

third level, 35, 36, 37, 38, 39, 44

thornwall, 27, 31, 33, 37, 56, 59

throwing dagger, 4, 52

thrown, 3, 4, 5, 6, 32, 41, 52, 60

thrust, 6, 55

tip, 5, 8,9

torso, 3, 11, 12, 30, 40, 59

total length, 5, 6

touch of death, 4, 16, 17, 20, 27,
29, 30, 33, 38, 39, 56, 59

touch of paralyzation, 27, 33, 37,
56, 59

tracking, 22, 25, 27, 49, 55

trait, 5, 6, 15, 16, 17, 18, 19, 20,
21, 22, 23, 24

transfer life, 20, 28

trap, 17, 28, 48, 59

truth, 22, 28, 33, 36, 49, 56

tunic, 11, 13, 14

two-handed, 4, 5, 6

unwilling, 29, 49, 55

verbal, 26, 29, 31, 45, 51, 59, 60

visible, 4, 10, 30, 31, 41, 47

visit, 33, 36, 56

vivify, 33, 37, 39, 56

voice, 18, 33, 36, 57

warlord, 13

warp wood, 33, 37, 57

warrior, 13, 15, 20, 23, 29, 30, 44,
52,59

warskill, 33, 36, 57

weapon, 1, 2, 3,4,5,6,7, 8,9, 10,
12, 13, 15, 16, 17, 18, 19, 20,
21, 22, 23, 24, 25, 26, 27, 29,
32,34, 35, 40, 41, 42, 43, 44,
45, 46, 47, 49, 50, 51, 52, 54,
55, 57, 58, 59, 60

weapon effect, 6

weapon type, 3, 5, 8, 57

week, 16, 20, 21

whip, 3, 57

white, 4, 13, 16, 18, 21, 46, 47, 53,
55

wide, 4, 13

wield, 4, 8, 46

wielded, 6, 8, 26, 30, 55, 58

wiggling, 3

willing, 13, 31

wind, 33, 39, 44, 50, 54, 57

wizard, 4, 12, 13, 23, 24, 29, 34,
39, 40, 41, 42, 43, 44, 45, 46,
47, 48, 49, 50, 51, 52, 53, 54,
55, 56, 57, 60

wood, 57

wooden, 5, 6, 8, 9, 57

wound, 3, 4, 12, 24, 40, 45, 46, 49,
53, 58

wounded, 3, 4, 26, 29, 53, 55, 57

wounding, 33, 38, 39, 57, 59

wrist, 14

yellow, 4, 13, 23, 27, 40, 45, 49

yield, 31, 33, 36, 38, 39, 53, 57, 59



