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Introduction

Welcome to the world of Darkon, a realm in which brave
warriors and skillful spell-casters seek treasure, fight
monsters, and strive for fame and glory. As a member of the
realm, you should read this rulebook carefglly. Try to
familiarize yourself with the rules governing character
classes other than your own. Be creative'when'developlng
your character. Each player should be unique in some way.

At all times, be mindful of the safety of other players.
Darkon battles are designed to be safe, and we expect all
combat rules to be followed. As a Darkon playe;, you may
attend all battles and other events (described ln.greater
detail in the following pages) that the orggnl@atlon sponsors.
Remember, your enjoyment of fantasy wargaming 18 only as

limited as your imagination.

Excelsior

Inspection

At the peginning of each battle, all players must pass
through the inspection line. Inspection is conducted by the
Elders to insure the following:

1) Costumes:
All costumes are checked for/ realism and to make
sure they meet class restrictions, Hades passes
will be issued to persons with the best costumes.

2) Weapons:
Weapons are mainly checked for safety, but we
encourage you to give your weapon a realistic
appearance. Unsafe weapons will be taken by
the Elders and returned at the end of the battle.
Shields and armor are also inspected for safety
at this point.

3) Check-Int
Experienced players check-in by giving their
real names to insure battle experience.

4) Dues:
Fifty-cent dues are collected to help pay for
items such as marking tape, adventure masks,
etc. (For events other than battles, dues may
increase.) After payment, your hand will be
marked to show you've completed inspection.

58) Registration:
Here, first-timers £ill out a registration card
and purchase a rulebook.
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The following races are known to the realm of Darkon:

Race Alignment Restrictions

Human Any None
Dwarf Neutral or Good Under 5'3"., Stocky
Elvish )

Dark or Drow Evil Slender, dark

High . Neutral or Good Slender
Half-elvish “Any None
Half-orcish Neutral or Evil Under 6' tall
Halflings Neutpal or Good, Same ag dwarves

ELF

Battles & Events

western Baltimore County-Howard

County area. Battles and other game events will usually be
held in the Woodstock and McKeldin areas of Patapsco State
Park. Complete directions to both parks appear in the back
of this volume. Occasionally, pattles will be held at other

locations, but advance notification will be given.
Battles occur on the average once every two weeks, all
y interfere.

year round. So therefore, weather conditions ma,

However, only steady rain, extreme cold and heavy snowfall
will cancel a battle. If a battle is cancelled, the country
leaders will be contacted. DBelow is a list of the different

events that will be held in Darkon:

1) Normal battle - fought with two teams
countries. One country's banner will repres

Relics are used.

2) Alliance battle - this is a battle
starts by itself. Countries may ally by mu

money or druid. Relics used. .
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nobility, but a player wishing to be a paladin must first
attain knighthood. A player who attends ten battles as a
fighter and gains noble status is eligible for the paladin
class. Paladins are holy warriors who have a deep sense
of honor and justice and must be of lawful good alignment.
Certain costume requirements pertain to paladins. All
paladine must wear a cross, either around their necks or
on their surcoats, Players of this class must also wear
a white cloak that symbolizes purity of purpose. In combat,
paladins are allowed to strike clerics only in self-defense,
and are not permitted to kill mortally wounded persons.
Kite shields must be used by paladins, and chain, plate or
banded armor must be worn. Since paladins are. skilled
enough in combat to earn knighthood, they are considered
to be masters of most weapon types and have no restrictions
on the weapons they may use. co
At first rank, a paladin has the natural ability to
cure disease and is immune to digease (both'these abilities
during adventures only). When a paladin reaches the second
rank, he acquires the clerical spell, cure light wounds.

Cleric - characters of this class are the holy members of
parkon. They are the most powerful healers in the game,
since they are the only class capable of healing mortal
wounds. A few restrictions apply to clerics. ince
clerics should not shed blood, they are permitted to use
only yellow and blue-yellow weapons. All clerics must wear
a crogs around their necke and on their surcoats regardless
of alignment. Clerics may wear any type of armor and use
any kind of shield. The major benefit of the cleric class
is the use of spells. See %he section on spells for a
complete listing of clerical spells.

pPruid - this character class combines fighter, magic-user
and clerical abilities in a woodland setting. Druids are
priests of nature who cast spells and engage in combat
equally well. (See the spell section for druid spella).
As a rule, druids should garb themselves in shades of brown
and green and must wear a crescent moon on a necklace.
They are restricted to jeather armor, round ghields and
scimitars and daggers. Druids have great respect and love
for nature, and they become offended or even hostile if
they see another player abuging or destroying any parte

of the natural world. .

Magic-user - {nitially, characters of thisclass are among
the weakest in Darkon. Magic-users cannot wear armor or
use shields, and they are restricted to swords and daggers
for combat. All mages must wear ankle length robes and
carry a large sack with the material components of their
spells. As a magic-user progresses throuﬁh the ranking
system, he gains more spells and becomes nereasingly
powerful. owever, magic-users normally depend on fighters
to protect them while they read their spells. For a com-
plete listing of mage spells, 8see the spell gection.

6.
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Banners

Every country must have a banner flag when it comes to

battle. This flag must have the country'’s emblem
it and must be mounted on a pole four to six feet

printed upon
in length.

The banngr must be carried with the bulk of the country or
placed within the cowntry's fort., A banner,should be brought
to every battle, and countries without barnnérs will be split

up for the day.

Country Origins

‘
' &

A typed manuscript of a country's history and culture
should be submitted to the Council of Elders before a country
can actively participate in the game. A country origin should

~include: the following:

1) A 1000-year history telling of wars, adventures, deeds,

happenings, and the rise and fall of rulers.
2) A list of country heroes and their deeds.
3) A map of the country.

4) A 1igt of natural resources, imports, exports and trade

agreements.

5). Explanations of any personaiized weapons and armor,

Personalizing Your Country

s

All countries should be different. Countries

can use

certain types of weapons,

dress a certain way, or adopt a

particular attitude. A country of cavemen would use stone

axes and flint-headed spears,
would be made in accordance:
heads and equally crude axes.

The weapons of this country
jagged black foam for spear-
A country could be all elves

carrying bows or bearded dwarves wielding battle axes. An

attitude is important also.
crazed beserkers or honorable
chivalry? -

Is your country a nation of
knights bound by a code of

12,
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Armor and Armbands
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a CO8 different classes. All armor must be
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or suede at least '1/8 of an inch thick

Armor Class 21

Armor Class 1:

Chain mail with links no larger than 3/4 of
an inch in diameter, using wire of 14 gauge
or lower. This chain mail must hang in the
correct direction.

also
Scale mail made of steel squares with rounded
bottoms. These scales must be about 1/32 inch
thick and no larger than 2" by 3". As with
leather 'scale, this armor must be fastened to
a heavy material in alternating rows.

Plate mail covering the torso must be made
from 1/8 inch steel. All edges must be care-
fully filed down, so that no players can be
cut by the armor. It is recommended that you
cover all plate mail edges with foam and/or
duct tape for additional safety. Plate pieces
for the shins and forearms are called greaves.

.These greaves must be 1/8 inch thick and must

cover at least 3/4 of the limb, Greaves may
be secured withs a) leather belts & buckles

b) leather thongs or laces

c) chains
Any plate mail made of aluminum is not allowed,
because aluminum is too light and holds up
poorly in heavy combat.

also

Banded mail made of overlapping layers of 1/16
inch steel. The bands -must have round corners,
and, if fitted properly, should leave no area
exposed. Bands can be tied or riveted to a
heavy material.

Quick Reference Chart

AC 5 None

AC 4 Leather & leather scale

Damaged armor must be
mended by a mage or
taken to Hades for 4

AC 3 Studded leather, splint, ring minutes. Otherwise,

AC 2 Chain mail, metal scale

hits on armor will
accumulate from battle

AC 1 Plate mail, banded to battle.

Remember - armor protects youfself and others. ?e sure to
make all metal armor edges safe. Unsafe armor will not pass

inspection.

14.
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Roll steel wire
on a dowel,
Washers may also
be used.

Cut the steel links
and washers.

Sew the rings on
a heavy material
tunic. Use some
type of durable
binding - fishing
wire works well.

in 9!

3) cha
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- e O s 3 3
mmﬂlﬂﬂg Roiﬁlw;;‘l"um have diameter no larger than 3/4 inch.
Do

11y cut the individual chain links.
gafﬁ,’ avoid sharp or jagged edges.
r

- @ @ @ — hook the links together. One easy
Using Pli, naking chainmail is building clusters
pethod °1-‘ s. One link should always be hooked
of fl}‘é; four others, except on the edges.
throl
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: Armor is another ori
.

ginal creation that can be explained
by a convincing legend,
Shields '

The country of Ramen has produced

closely-knit copper chainmail which can take an extra arrow

hit. However, this armor is more expensive, heavier than

normal chainmail, and takes longer to create.

parkon, there are several types of shlelds

orld of eld may seem cumbersome, it is good
5?:‘0!., and adds to the game atmosphere.

a
e ;aﬁe;pons excepti firebalﬁ, I_Lightnin}glibolt.

10%E% o0 al in of Lightning, and siege machine . o
a;otectaosfopging. Javeéhields receive three solid hits from Making Shields
b niets piefc0, f Pliy feet long and wielded with two :
arro¥ 2'1195' gt be ov estroyed. Shields that dre destroyed
r°jecarﬂl (m:hey are dbe dropped immediately. They may either o
gpol§ thel pon m}xs: sour minutes to be restored or mended by 1) F?I‘ armfp;‘otec:mn, at?zch ?

s’ . wedr qes fO ttle. piece of foam to one side o
g,nthf"sﬁ 0 Ha?ter th ?;-padded. especially the edges. The smoothly-cut wooden board. .
be tﬂ‘fe,user aust be wi when the shield is hit full-force. Duct tape works well for this.

a mag;;ieldsn[gt e feld ghields.) If you are on a country,
d

1 ons country’s color and emblem. If you
wood 52::\;;15 ;325 have ;‘Eemust have a brown cover. All shields

e ML 1d ghie oble may place his symbol in the
)(,iﬁr 5:;;;4'33:; coviréf }{\xi]’s'l shieldl., but the country emblem 2) N:xt fasten le:ﬁhe;‘ or roge
a 2 ornél ell. ! straps across e foam pad.
aﬁgf havgt'handtge Shlelgfaghvilelds do not count. All hits Begin padding the edges of
» per 18 ar ?“h glence O % disputes. Only hits from morning the shield with hard foam.
“ﬂst 31.’& whl‘.’d to Preveike you after hitting your shield Wood cannot be felt on the
m Hlbe 50}15 tnat 8% ons with chains were designed for edge of a properly padded
pould 118115 use weaP ‘ shield.
gtars °§mt. pe es of shields are the kite, large round,

2 [ . in t s !
51;111 fpgﬁﬁeeEzzﬁnshield gerves its purpose, so finding a

U es 1 ..
thi® ghe re iig you bebd‘§f2§“§3n02h§e°2igligetﬁ;ﬁuue . 3) Cover the front of the shield
ak}ly guill 15 that B U een inches. Shields muast be with hard foam, Then wrap the ,
and 1d thashieldf1 Jarger ‘than ﬁlxro ortionate to their size. entire shield, front and edges,
SN?; £0F o5 B0 ed, and Welgh Prob with a few layers of soft foam.
1‘:21‘/9 éﬁzd' cov® , Try to use water-resistant foam.
4
yeld ¥ . -
special Weapons and Armor . . )
4) Now staple & cloth shield cover
R to the back of the shield. This )
.. derived mainly from the imagination, this cover should stretch across the
rkon 1% “and armor to be produced within the front and edges of the shield.
incé D8~ yeapon® ons may hold powers which can be used Use sturdy material, because the.
SLSPeclgertam ‘"eizapons would have special markings; by cover helps keep the foam tight
3110"5-95' ese hape, etc. A story describmi the againet the wood. ¢ .
ountr? tufes;. tapeé! ?t does, and how you obtained it must - ,
gn ad"e¥ ety atléers to be voted upon. Some of the
c010% ?5 orié idzred special weapons, but anyone may use .
: 5

. . . ,

n icted to members of your country. s 5) Finally, paint your country's
pe B4 nay I.egt'ons arfsgeg:;:;ned as special weapons. i emblem on the front of the
je8 four 0 s Zr:nz mantlets are three types of siege i

H shield, Acrylic paint works
them-siege Ca*capul ofis have advantages and disadvantage:. . best for shield covers. \
< ata€'mnp98 a duces great coverage, and the ballista X
Bl rl‘h'cle ro ordinary damage when fired, all three
weab® aﬂ‘f; do ext;ilky' hard to transport, and take a couple
U are

r
4'1'h0 cataphiﬂziate properly.
P
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Weapons

As stated previously, Darkon is a f
the Medieval era. Therefore, game weapoigtzgz %;;
weapons: axe, sword, dagger, spear, morning star,
the inspection, weapons will be thoroughly checke”
and appearance. (A sword should look like a sword
a club!) The shaft or core of a striking weapon 8
felt through the striking edge. So use a type of)
spring and flexibility to prevent tearing and cor

Each weapon was designed for a reason, so sel
weapons carefully. Also, your class may decide Wl
weapon you may or may not use. Llke armor, weapo
jdentified quickly on the battlefield in order to

1) Prevent disputes and game interruptions
2) Calculate weapon damage : ik

For easy reference, weapons have been catagorize

COLOR STYLE OF ATTACK
white cutting
yellow smashing - mace
black cleaving polea
red thrusting
blue throwing i
green special fireba.

Important Weapon Rules

1) A1l hand weapons must be padded everywhere’
at which they are held. ?

2) A1l weapons must have a well-padded pommel
3) All swords must have quillons.

L) Morning stars and flails must have
foot or less, and the chains must

5, Weapon size should be proportional to weapon

6) Only rellow weapons can strike the head, &0
downw: rd swing. This includes all parts ©

face ¢nd ears.
7) Weapons, especially swords should b
8) Arrow hits count to all parts of the body

9) A querter-staff has no effect on AC 1._32
weapon, it should never be used to strik

a chainl’
have foam

e cloth=

SR T B S )

10) Javelins and spears must not be swung.

11) Weapons not marked by red tape should n i
: ot b
thrusting manner, even to drive back an oppgngﬁgé e

12) Weapons grabbed by the hand cause a 1i
r . ght wound and
released immediately. Only morning star/flail chainzu:;dbe
spear shafts can be caught.

13) Weapons over six feet long dest 3 i i
R e ng roy any shield with three

Throwing Weapons

Unlike hand weapons, the shafts of throwing w
extremely well-padded, including the surface ongwhgiﬁogﬁeguZ:ebe
held. Throwing weapons can be used as hand weapons or thrown.
Hits to the head and neck with these weapons are illegal. Thrown
weapons cannot be caught or blocked in the air with anything
other than a shield. If caught or blocked without a shield,
these weapons cause a light wound to the arm used in the blocking
regardless of armor. Due to the fact that it is too hard to :
decide what part of the weapon hit you, a throwing weapon hit
counts as long as contact with the body is made. The exception
to this rule is the javelin, which must strike point-first to
count as a hit. Ricocheting weapons do not count. All missile
weapons are illegal at night to prevent injuries, Javelins and
pallista bolts must have either: a) open-cell foam on the tip,
or b) a cloth head - no tape! These throwing weapons are not
allowed: daggers and stars.

Arrows

Like javglins. arrow heads must not be taped on the top
and must consist of several layers of soft foam. All wooden
arrow shafts must be taped to prevent splintering. Bows may
have from 10-40 pounds of pull, and modern composite bows are
not permitted. Arrows cannot be -shot at night, do not count as
ricochets, and can be blocked only by shields. Arrow hits to the
head, face and neck are legal.

Remember, common sense should prevail in a full-contact
sport, so never purposely aim for the face or pull the bowstring
all the way back at close’ range. A

i
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Making Weapons ( Ve
] LL
) Sword MACE YELLOW MORNING STAR
Tape hard foam over both
%ﬂm ends of a PVC pipe.

foam to the top & bottom
of the first slab. Wrap

entire blade with some CLUB FLA“_

tape to add strength.

Next cover the blade with

a cloth cover, taping it Y e

tightly over the handgrip. —_—-3 [ 4 A ¥ —u Vi
1

Add quillons to protect

the hand, then tape the HAMMER QUARTER - STAFF

quillons to handgrip with

Arrow .
i L [Ad N

Tape the PVC down to a

thin slab of hard foam. — -3 —

Glue other pieces of . —_— e |
P

= " Cut the tip off of an —_— -3
» arrow, avoiding splinters. AR
#@ Glue a permy to flat end
» and wrap it with thin hard BLACK
foam. Tape some layers of TWO~-HANDED SWORD
soft foam over ﬂ;e ne;a;ip r:
ta th tire s t.
g0, Moming Star and tape the entir

» » Fill a cloth sack with bits @I >
of scrap foam, but fill no -
more thla).n the area of a b BATTLE AXE
soccer ball. Take the cloth —_—y T ~ s
remaining and tightly tape . MIN
it to a DVC pipe. Also bind M T
the cloth above the ball. N

Finally, tape a pommel to
the PVC and pad the upper
ghaft of the weapon. Clima-
tube works well for this
type of padding. Be sure

that everything is firmly o =
connected. . L‘GHT}\”NG BOLT . l
-4

é

_—

ARROW
DAGGER
h "y N
SPEAR
8} . . .
1 ) ¢ WEAPON DAMAGE CHART
y- )
vz Armor Class 5 {None)
; Lk wNT - O . WEAPON COLOR TORSO LIMBS HEAD
MO INITLITIYY 5 ist hit light
EJ » - White 1st hit mortal 2nd hit mortal
'\ 2 .
1 . . Yellow 1st hit mortal ist hit light ist hit death
THROWING RLUE. L Black 15t hit death 1st hit mortal —_—
1st hit light N
AxE. HMMER JA\]EL]N Red 1ist hit death 7nd hit mortal 18t hit death
D __Armor Class 4 (Leather)
2nd hit light 1
White 2nd hit mortal 3rd hit mortal
Yellow 2nd hit mortal 2nd hit light 1st hit mortal
s ist hit light
GREEN Black 18t hit mortal 2nd hit mortal
: 1st hit light s
RALL Red 1st hit mortal { 1st hit death
BN.L\STA K T 2nd hit mortal
'
G t-) |
P Y Armor Clzss 3 (Ring, Studded)
— 46! rd hit 1ight
.~ -6 4 . White rd hit mortal  [em N1y mogtal
Yellow 3rd hit mortal 3rd hit light 2nd hit mortal]
2nd hit light
. BLA(’_ K Black 2nd hit mortal 3rd hit mortal
13 e : . : s ist hit light R
— ! Red 1st hit mox_‘}a% 2nd hit mortal 1st hit death
HALBERD ' -
: . Armor Claeg 2 (Chainmail)
N . rd hit light l
DN TN ) White 3rd nit mortal  J5n it moptal —
) . Yellow 3rd Kit mortal 3rd hit light 3rd hit morta:
‘
- 2nd hit light’
o-17 -y Black 2nd hit mortal 3rd hit mortal
2nd hit light . /
_Red 2nd hit mortal 5rd hit mortal 2nd hit mortall
24,
23, ! ) -




Enforcement and Penalties

1) Elders -

The Elders are the referees of the realm.of Darko
are two types of Flders, the Wandering Elder and the Hz&eargs:r
Wandering Elders are responsible for counting hits during a ’
battle and mak_xng sure all other rules are followed. The Hades
mder‘vgn register you in Hades and tell you when you may rejoin
tr}e living. Blders have ultimate power, and if they tell you to
die gor breaking a rule, then you must die. Each country will
provide one.Elder for every battle. Players who serve as Flders
for the entire battle get double experience. Keep in mind,
however, that being an Elder means accepting a responsibility
and not simply watching the battle.

2) Penalties

i Pel:\alties in Darkon will ensue from breaking rules or not
acting in character. Such penalties that can be given include
wounds and extra time in Hades. For persistent rule-breakers,
the penalty will be suspension or expulsion from the game. Be
forewarned: - actual steel weapons, whether brought to battles
or other events, will be confiscated by the Elders. Use of such
weapons, including displaying and carrying them, is sufficient
grounds for suspension from the game.

Along with penalties there are also rewards. Rewards can
be given for good deaths and character playing. Most rewards
consist of a shorter stay in Hades.

3) Solid blows

While fighting, weapons should be swung with the entire
arm to avoid arguments. Hits using only the wrist motion will
not be counted by the Elders and should not be counted by the
players. Try to hit players in heavy armor fairly hard, so
that they can feel each strike.

Relics

There are a number of items of power in the world of Darkon.
These magical artifacts are priceless, and many of them date
back to the early years of civilization. All countries fight
for the relics due to their various magical powers and their
point value. The relics may not be taken into Hades, and if
the player carrying the relic dies, then the relic must be left
where the character fell. Many of the relics have been missing
for centuries, but will undoubtably surface ag time goes on.

Sword of Slaying

rd was forged by the dwarves nf‘Thorin Rock for
their%ia:‘:ing, Sulto ¥I. Sulto needed this blade to combat
a fire-breathing dragon that had i{tr:‘aazgtt};e %m1°§2 ‘s';;?‘nﬁggd_
i h of gold. The sword was tho o be
;gsg;?; r:mﬁ; the stronghold later that year and killed Sulto.
Though it is the size of a white sword, the Sword of Slg\yigg
does the same damage as a black weapon. The blade is finely
constructed and is very light.

Dagger of Venom

7

i the evil drow elves

This ebony-bladed dagger was created by

to aid ::hem in controlling th;hman{ cougskzilthue‘yr::lmtm\_ﬁ
ination. It holds enough poison

:‘;:ﬁsgﬂaeﬁghsub. The poison magically replen}sl:stits;izds

overnight. Recently, the Dagger of Yenom fell in e

of the thieves' guild. .

Javelin of Lightning

i f the Sky-
is javelin dates back to the early years o
sponity e Bt el St e Bt et S
i i battle, it mus e give ' b .
:e::;di;nd:plated wntil the next siege. _The Jg‘;‘e‘lm of L:gl;lfimtim
counts as a black weapon, destroys any shxelza;;in a singl B
and must be thrown. It cammot be used for s g .

led

rrow of Piercing

i i d elves of Tangle
cal arrow was fashioned by the woo
Pores?.‘islmy be used only once per battle, and thﬁ ﬁve¥a;o
an Elder. If the arrow misses its taﬁ;:t,mi‘; ;:r?:f oo gody.
be used in. - If the arrow hits
::g mt;‘x,‘ge: is i.n;%:ntly mortalled, regardless of armor.

Staf:

-

of Curing

i i jal staff with
d Clarrisal imbued this ceremoni
i.cgehg:i‘i;zspowers. Any cleric holding the stafffl;\'xst g::g
l::%y half the words to cast a healing spell, The sta. 8 p
may be used as often as desired.
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Armor Class 1 (Plate)

WEAPON COLOR TORSQ LIMBS HEAD

White 4th hit mortal g:ﬁ N Lieht

Yellow Lth hit mortal #th hit light 4th hit mortal

Black 3rd hit mortal zg :i: iig:;l )
Lked 3rd hit mortal o hit 1ight  3ra hit mortal

Tlease 1ote: 1} Arrows are the only red weapons allowed to hit
the head and face.

2) Ramen chainmail can take an extra arrow hit.

3) Gregn weapons are unlisted on this chart, because
their damage is special. The following rules
apply to green weapon damage:

A. You are dead, regardless of armor, if a
green weapon strikes you directly.

B. }'ou are mortalled, regardless of armor,
if a green weapon strikes your shield or
lands within a 3' radius of you.

C. Green weapons camnot do damage on a bounce,
roll or ricochet. Their damage is expended
wherever they first hit.

Forts

Ports are an important part of the game. They require a
greaver use of strategy and raise the level of competitionm,
because the victorious team gains not only the fort, but also
whatever happens to be in the fort (banners, relics, treasure,
‘etc.). Materials one can use to build a fort are as follows:
Dead branches, rope, string, dead vines and brush, and dead
trees. Anything alive may not be used in a fort, wnless it ie
not moved. So a live tree may be used as a corner, or as a post
in a wall. Trenches may be dug around a fort, and ramparts
built within. The main reason for a fort is to give the team
within the fort protection, and leave the other team at a dis-
# advantage. Be sure to make all forts safe, and do not Pplace

.branches vertically in the fort walls., Clearing the fort of
rocks is also a good idea.

Non-Weapon Tactics

-Several non-weapon tactics are legal in Darkon. Some of
such tactics are: tackling, grappling, shield-bashing, body-
bashing, kicking shields and grabbing the non-edged or spiked
surfaces of weapons {such as the shafi of a spear or the chain
of = g’}l':;t)ére also some tactics which are not allowed. They
ares punching or kicking players, slapping, twisting arms and
legs, grabbing costumes, headlocks, chokeholds, or any ?actlc
used in a dangerous way or situation. An example of this woul
be shield-bashing someone into a tree or tackling an opponent
i ocky area.

e ;ut :ost of all, us{a common sense with your non-weapon
tactics. Remember to avoid getiing overly rough with someone
much smaller than yourself.

Scoring

ints will be tabulated after battles to determine the
victoi?mllhen you sign in at Hades, your team loses poin‘l:sl.i
Be sure to mention if you are a noble, and spate_your ‘woun. -
and country. Failure to registez.- at Hades !1111 incur a pena.
of an extira three points. Here is the scoring system:

i -1 point .
Suffer light wound P i Nobles lose
Mortally wounded -2 points an extra po
Killed : -3 points
Capture enemy bamner +7 points
Capture enemy fort +5 points

Capture enemy warrior +2 points} H:s{ bethtle:(l:
3 a’ eas’

Capture enemy noble +4 points

FEach relic your team

possesses at the end

of the battle +3 points




