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Introduction

Welcome to t h e wor ld of D a rk o n , a rea lm in which b r av e
re fi g h t1 1 - t r se e k t r e a su »

2223252 “2Sd”‘éiii5̀ ;1f§£efam2a§n§ Elm. AS a member of t h e

r e a l m , you should r e ad t h i s rulebook carefu l l y . TTY t0

fami l i ari ze yoursel f wi th t h e r u l e s g0VeFn1n€ °§ara§te¥
c l a s s e s o t h e r t h a n your own. Be creat i v e when_ eve o p i n g

your ch arac t e r . Each p l a y e r shou ld be u n i q u e in some way .
At a l l t i m e s , be mindful of t h e s a f e t y of othertplayersd ’ d to be sa f e a nd we expecDarkon gilgseioagi fgilgagd. As a Darkon plaYe¥» y ° “ may

combat t
a t t e nd a l l b a t t l e s a nd o t h e r events (described 1H_€F@a ef

d e t a i l in t h e folpowlng pages) t h a t t h e organiaztggn sggnsor
Remember. your enJoyment_of f a n t a s y WarSam1ng 1 V

l imi t ed as your ima g ina t loh -

Excels ior

1

~

1.

S.

1

I

fi

1
i

A
n

f

I n s p e c t i o n

At t h e heginning of each battlef a l l p l a y e r s must p a s s
t h ro u g h t h e i n s p e c t i o n l i n e . I n s p e c t i o n is c onduc te d by t h e
E l d e r s to i n s u r e t h e f o l l o w i n g :

Cos tume s :
A l l costumes a r e c he c ke d fo r/ real i sm an d to make
sure t h e y meet c l a s s r e s t r i c t i o n s . Hades p a s s e s
w i l l be i s s u e d to p e r so n s w i t h t h e b e s t costumes

Weapons:
weapons a r e m a i n l y checked f o r s a f e t y , b u t we
e nc our a ge you to g i v e your weapon a r e a l i s t i c
a ppe a r a nc e . Unsa f e weapons w i l l be t a k e n by
t h e E l d e r s a nd r e tur ne d at t h e end of t h e b a t t l e .
S h i e l d s a n d armor a r e a l s o i n s p e c t e d f o r s a f e t y
at t h i s p o i n t .

Check-Inu
Expe r ie nc e d p l a y e r s check-in by g i v i n g t h e i r
r e a l names to insu r e b a t t l e e xpe r ie nc e .

Dues:
F i f t y - c e n t due s a r e c ol le c te d to h e l p pay f o r
item s such as ma r king t ap e, a dve ntur e mas k s ,
et c. (F or events o t h e r th a n b a t t l e s . due s may
inc r e a se . ) A f t e r payment, your ha nd w i l l be
ma rke d to show y o u 'v e c omple te d i n s p e c t i o n .

R e g i s t r a t io nu
He r e , fi rs t f t im ers fi l l out a r e g i s t r a t i o n c a r d
a nd pu r c ha se a r ule book.
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no t have b lond h a i r . °r. » P1ayer could not be c o n s i
1 as

.__-._4,z.
5 l l

his..
i ~

~

C rea ting a Character

1) Fantasy Characters 1
_

t
I f Darkon a p a y e r mus_ assume t h e r o l e of

anotheg ggssrealmygu may wish to be an e v i l t h i e f or a n o b l e

p a l a d i n foroniamplet No matter which you ch o o s e , you must
ac t eut'thiS Sole and de ve lop i t s pe r sona l i ty . Your c ostume ,

weapons and.behavior a l l deVSlOP
121115.

2) Battl 9 Names
A1 ye uired to ha ve a fantasy n am e, This

name mu;tp%Zyg§§g?§E1, goIvanhoes. Me r l in s or Red S onja s a r e

a c c ep t a b l e Du rin g a ba t t l e ,
t r y to a dd r e ss o t h e r p l a y e r s by

t h ei r battie names o n l y , Not t e l l i n g t h e o t h e r p l a y e r s your
r ea ; name wi l l h e l p insure

t h i s . The use of b a t t l e names
h e l p s tg create a f a n ta sy atm0BPheF€-

3) C0B'|;umeB
A1 5 are requ i red to wear medieval or

fantaeyi¢3;§kgg,£%By§gur costume
must cons i s t of the fo1low~

ing a r t i c l e s ; t e r tha n cro t ch l e n g t h . or armor,
A. A tunic 11° °*‘°"
or 2 bare cheat. d ante with h i g h be t- - lo r e p o s or

B. 2n§le-igihgegolength le gg ing s . B lue je a ns a r e

not ellowed’ ek or ta n sh o e s a r e p e r mi t t e d .
C- Any br°wn'-blghoes a r e not allowed!White tenn1B

d additions to your costume. as w e l l
Hoods oo _
as €ura;gdc?§§ih2:¥e

éour chggzcter
c l a s s shou ld p l a y a b i g

P a r in ' of cos U -
Allygggtggggcire in5Pe¢ted before bagtles. Qgosxumemust 100k l i k e a real medieval cos uma.

o horn el siee s

or Iron Maiden shirts showing t h r o v g Vygug
c sigma;

w

Pass. If your costume is too s l o P P y an oesn pa s s , you

" I l l “ ° t be allowed t° Pl a y '

Races

Cter ehould ha ve a d i fferen t persona.

There¥§;2 P%ay;§nC;;;;itB races other
th a n human. Many

fan t asy wg ar. races are permitted. a nd s i n c e Darkon is a

fan t asy a;g&m};§ginative races may
be c rea ted with counc il

approvali E.1 in mind, however,
t h a t t h e r equirements f o r

each rac. ee? met_ A pla ye r who wishe s
to be an e l f need

e must be, wear Vulc an e a r s , ye t should ac t l i k e
' 'd e r e d a

an e l f . Of course, s 5 Btbe a race o t h e r t h a n human, p e e
h lf 'a 11I\ . If ou choose ° and s h ap e be f o r e s e l e c t i n g t h e race .considei y o u r ghyeical siz e

3.

\
\

» - f e e ; . _ _ _

The f o l l o w i n g races a r e known

Race

Human
Dwarf
Elvish _
Dark or Drow
H ighHalf-elvish

Hal f-orci sh
H a l fl i n g s

u
‘&?

1 * ”

ELF

events t h a t w i l e

s t ar t s by i t s e l f . Co u t r i ea y

¢.

A lignme nt

Any
Neutr a l or Good

Ev i l
Neut ral or Good

' An y
Neutr a l or E v i l
Ne utr a l or Good, _

xgb-J

CNNVGQF

to t h e r e a lm of Darkonn

R e s t r i c t ions
None

Under 5 ' 3 " , S t o c k y

S le nde r . da r k
S le nde r
None

Under 6' t a l l
Same as dwar v es

\‘\l"¢,'gy/

l”

,L

giiégm ‘v~ .̀ r"\ 3%]
‘

\

tV\LF'~CI?(L

B a t t l e s & Events

Darkon is b a s e d , i n t h e western Baltimore County-Howard
Coun ty area. B a t t l e s a n d o t h e r game events w i l l u s u a l l y be

h e l d in t h e Woodstock a nd McKe&din areas pf P a t a p s c o S t a t e

P a r k . Comple te d i rect i on s to b o t h p a r k s appear in t h e back

of t h i s v o lume. O c c a s i o n a l l y . bat t l es w i l l be h e l d at o t h e r

loc a t ions . b u t ad v an c e no t i fi cat i on w i l l be g iv e n .
B a t t l e s occur on t h e a ve r a ge once e ve r y two wee ks. a l l

ye a r round. So t h e r e f o r e , wea the r conditions may i n t e r fe re .
Ho wev e r , o n l y s t e a d y r a i n , extreme c o l d and h e a v y snowfall
w i l l c anc e l a b a t t l e . If a b a t t l e is cancel led. t h e c o un t r y

le a de r s w i l l be c onta c te d. Below is a l i s t of t h e d i fferen t
` l b h e l d in Darkonn

1) Normal b a t t l e - f o u g h t w i t h two teams made up of se ve r a l
c o n t r i e s . One c o umt r y ' s b a nne r will‘repressnt each team.
R e l ic s a r e u se d .

2) A l l i a nc e b a t t l e - t h i s is a b a t t l e in which ev er y co u n t r y
ma a l l y by mutual agreement.

money or d r u id . R e l ic s use d
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_
shields of cardboard and t a p e. t t l e -

rd shleldegg shields may be no more t h a n one Q inch

°“"db°aa but thra thick3) use I
°

dboaare f car I t o r i e s around a c a mpfi r e
1 yer 0 _ t 9 n i g h t s o sa

Ute . one o§ig;t_ Re lic s a r e use d.
»C8mP0 - byu) baftlins dventure. a creator recru i t s wa r r ior sand n an 8

es ' ° s t e rs . T r ap s a nd t reas u re a r e“Vent” “ l e s °f mon t f 10-30 p l a y e r s t r y to5) A l a y t h e Coumtareg gg a p a r y 0
to P n t l y enfref1‘.‘e sflal't“°ir c oun t r y de c la r e s war on another a ndbtaln
Ehallenges 2ine? ggzarranged tim e a nd p l a c e a nd b a t t l e .

6) twc meeth e

C la sse s and Rank

world of Darkon ha s a choice of

Aplayer entirgggsfheglthough pla ye r s are allowed to

character C Sare encouraged to s el ect one c l a s s and

seven c1B5¢es» Y°to choose a c l a s s t h a t you w i l l e n joy and

chagieto it_ ¥§¥ your ¢haraCtér.
Here are t h e c l a s s e s and

9 . dgvéwill _ 15 |
ERZEF requiremen F. onmost c l a s s in Darkon. or a

. “ter - fhlsfishgzs ggggs, t h e r e are no re stric t ions on
1- F15 er of the lg or ennor. This c l a s s is t h e most pop-

P1”¥umeS_ weaP°“§cter type s , but r e qu i r e s
t h e person

aggr of the cgagngage in h e a v y combat.
°h°°Sing 1

to be a ran sr should be a

Y_a characteroghocgiggture. such Sp l a y e r must
2_ Ravgier who feelsagk as a fegu l ar fi x h t e r , bu t upon

t h e

flghd the firS? r ixth b a t t l e , he may de c la r e himself a
SP6? i n g of bls 8

t in abil i t ie s. Range rs ha ve a nat u ral

“e513 and $3?" cefnzh t h e y may use at w i l l ( t h e y a re
t o l d

rangking ability :amy f or c e s by an Elde r ) . When a r a nge r

traclocation of etlea as a member nf t h a t cl as s . he is

*?°. has five bat 11 f e i g n de a th. Upon r e a c h in g t he

finisto use t h e ape 8; ga in s a cure l i g h t wounds s p e l l .
“bled rank' t h e ra?€tions a p p l y *O t h e PBUSBF C1595- F°r
thir cer¢“U‘reStr o n l y use round sh i el d s a nd cannot»

'

l e , rsn€?r5 cigte mai l or banded armor.
This is so

ex;¥PchaU,ma;;é guietly and r a p i d l y move th r o ugh wooded h
We era ` a t u ra l c o l o r s . BHC

’

that rang nE€rs must wear cdstumeiegairad to wear green or_RB an a r e
areiin br°"nAa2ga§§gt2r of t h e r a nge r c l a s s may use a ny

22,, Cioalgiéept mack axes
and ye l low weaP°1'==- `

weapons ‘ t e r s who wish to serve t h e i r God or special";
l&dU" flggnsider 5013195 t h e Paladin c l a s s ' Ke e p in

3~Pa Se could ° that possessing a n o b l e t i t l e is a prerequi -

°?;,‘d rnm»gh.m_mg B pa la din Any fi g h t e r c l a s s can t r y f o r
ml ' . beco _ ’

Bite f ° ‘

5 _ ,
I

n o b i l i t y , b u t a p l a y e r w i s h i n g to be a pa la d in must fi r s t
a t t a i n knighthood. A p l a y e r who a t t e n d s ten b a t t l e s as a
fi g h t e r a nd g a i n s n ob l e sta tus is e l i g i b l e f o r t h e p a l a d i n
c l a s s . Paladins a r e h o l y warri o rs who have a d eep sense
of honor a nd j u s t i c e a nd must be of lawf ul good a l ignme n t .

Ce r ta in costume r e quir em ents p e r t a i n to pa la d in s . A l l

pa l a d in s must wear a cross. e i t h er a round t h e i r ne c ks or
on t h e i r surcosts. P l a y e r s of t h i s c l a s s must a l s o wear
a whi te c loak t h a t sym boliz e s p u r i t y of purpose. In comb at ,

p a l a d in s are a llowed to s t r i k e c l e r i c s o n l y in se lf - de f e nse .
a nd a re not pe rm itte d to k i l l m c r t a l l y wonde d persons.
K i t e sh i e l d s must be use d by pa l a d in s , a nd c h a i n , p l a t e or
banded armor must be worn. S inc e pa la d in s a r e s k i l l e d
enough in combat to earn knighthood, t h e y a r e considered
to be masters of most weapon type s a nd have no res t ri ct i ons
on t h e weapons t h e y may use. f - .

At fi r s t r a nk. a pa la d in ha s t h e nat u ral a b i l i t y to
cu re d ise a se a nd is immune to d i se a se ( both’ the se ab i l i t i es
d u r i n g adventures on ly ) . when a pa la din reaches t h e second
rank . he a c qu i r e s t h e c l e r i c a l s p e l l . cure l i g h t wounds.

Cleri c -charact ers of t h i s c l a s s are t h e h o l y mmbers of
Darkon. They a re t h e most powerful he a le r s in t h e game.
s i n ce they are t h e o n l y c l a s s c a pa ble of healing mortal
wonds . few restr ictions a p p l y to cl er i cs . i n ce
cl er i cs should not shed blood. t h e y are penmitted to

use
o n l y ye l low and b lu e - y e l low weapons. Al l cl er i cs must wear
a cross around t h e i r necks and on t h e i r surcoats r e ga r d le ss
of a lignment. Cl eri o s may wear any type of armor and use
a ny k i n d of sh i e l d . The ma jo r b en efi t of t h e cl er i c c l a s s

e of s e l l s . See t h e se c t ion on s p e l l s f o r ais t h e us p
c omple te l i s t i n g of cl er i ca l s p e l l s .

Druid - t h i s ch aract er c l a s s combines fi gh t e r , magic - use r
a nd c l e r i ca l ab i l i t i es in a woodland s e t t i n g . Druids are

p r i e s t s of nature who cast s p e l l s a nd engage in combat

e q u a l l y wa l l . (See t h e s p e l l sect i on f o r druid spel l s ).
As a r u l e , druids should ga r b themselves in shades of brown

d must wear a crescent moon on a ne c kla c e .a nd green an
They a re res t ri ct ed to l eat h er armor. r o u d shields andeat respect a nd l o v eecimi t ars and da gge r s . Druids ha ve gr
f o r nature. and t h e y become offended or even host i le

if

t h e y see a nothe r p l a y e r a b u s in g or de str oying any
pa rts

of t h e nat u ral wor ld . ,
\

Magic -use r -i n i t i a l l y , characters of t h i s cl as s are among

t h e weakest in Da rkon. Ma gic - use r s cannvt *GBP °Tm°f °’
use s h i e l d s . a nd t h e y are restric ted to swords and d8BB€PB

f o r combat. A l l mages must wear a nk le l e n g t h r obe s
and

c a r r y a l a r g e sack with t h e mat eri al components of t h e i r

s p e l l s . As s ma g ic - u se r progresses through the rankiHB
system , he gains more s p e l l s a nd b ecomes nc r e a s in g ly

powe r ful. oweve r , ma gic - use r s n o rm a l l y dependygn gisgxeri
to rotect them wh i le t h e y r e ad t h e i r s p e l l s . \P
p l e t e l i s t i n g of mage s p e l l s , see t h e s p e l l sect ion.
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Thief - t h i ev es ha ve no a d v a n t a g e s d u r i n g nonna l b a t t l e s ,

except f o r t h e use of t h e D ag g er of Venom. Charac te r s of

t h i s c l a s s ga in t h ei r ab i l i t i es on adventur e s.
The se

ab i l i t i es include learning monster l a n g u a g e s
( one pe r r ank)

p ic k ing l o c k s , and det ect ng a nd r emoving t r a p s . A t h i e f

may fi n d a nd rmove a ny t r a p s by s i m p l y t e l l i n g t h e E l d e r

h i s intent ions. Al l th ie ve s must c a r r y a k e y which r e p r e -

sents t h e i r power of ope ning loc ks on adventur e s. Thie ve s
d ha ve a hood. so t h a t t h e y maymust d r e s s in bla ck an
i . The can wear o n l y le a the r a rm o r1conceal t h e i r i den t i t es y

and a r e not allowed to c a r r y sh i e ld s . It is ve r y impor ta nt

f o r a t h i e f to move qu ic k ly and f r e e l y . t h erefo re he should

not be weighed down with h e a v y armor a nd sh i e l d . Thieves

may c hoose any weapon excep t t h o s e t h a t are bla c k .
The most experienced t h i ef is cal l ed t h e Master Thie f .

He is t h e t each er of t h i e ve s and no othe r t h i ef may have
t h e t i t l e . . O cc a s i o n a l l y . othe r p l a y e r s

may pay t h i eves to

perform assassinetions. A l l t h i eves should be members of

t h i $0115' \ ~ `
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Rank

A l l charact er c l a s s e s in DarKon a r e cl as s i fi ed a ndtt n d s
r e gu la te d by r a nk . For e ve r y fi v e b a t t l e s a p l a y e r a e ,
h i s charact er a dva nc e s one r a nk. Ho wev e r , t h i s system of

r a n k i n g is c l o s e l y t i e d to t h e c ha r a c te r c l a s s e s a p l a y e r

port rays . If a p l a y e r a t t e n d s tw e lv e b at t l es as a c l e r i c ,

a nd t h e n goes to fi v e b a t t l e s as a fi g h t e r , t h e n he g et s
cred i t f o r seventeen b a t t l e e xpe r ie nc e s. No rm a l l y , a p l a y e r

who h a s seventeen b a t t l e s would be conside red a member of t h e

Uth r a nk. The p l a y e r who c h a n g e s c l a s s e s , h o w e v e r , would r e -

c e ive c r e d i t f o r t h r e e c l e r i c a l r a nks a nd
one fi g h t e r r a nk.

T hu s , s h i f t i n g c l a s s e s o n l y h in d e r s a charact er who is at t emp t -

i n g to ge t oc c upa tiona l or nob l e t i t l e s .
A charact er who

c hoo se s one c l a s s a nd is l o y a l to it can s t e a d i l y r i s e t h r o u g h

t h e rank system. Remember , one rank e qua ls fi v e b a t t l e s .

h » .

Rank Number 91 B a t t l e s
F i r s t 5
Second
Third
Four th

1
6 10
11 15
16 20

F i f t h 21 25
26_gg31
E6go1 #5
46 50

S ix th
1 Seventh

E igh thNinth
Tenth

-
et c. etc.

S quir e s & Apprentices

F i g h t e r s , rangers and pal ad in s . upon
r e a c h i n g second

i A s u i r e must be at
r an k , a r e allowed to ha ve a squ r e . q

l e a s t twe lve y ears of a ge a nd ha ve s igne d parental consent.
As a s q u i r e , you must serve your master by

d o i n g Such t h l n g s

as c a r r y i n g equipment. h e l p i n g with t h e master' s armor a nd

b r i n g i n g f ood a nd dr ink when your l o r d des i res . S qu i r e s may

o n l y fi g h t in cer t a i n cases. such as by t h e master's s i d e .

when t h e i r l o r d is wounded or if t h e r e is an UF€eHt need f o r

fi g h t e r s .
_

In return f o r h i s s e r v i c e , a squ i re is instructed in t h e

. s k i l l s of combat a nd war. It is a l s o t h e master s d u t y *U 5 9 9

t h a t a s q u i r e is we ll- e quippe d a nd armored f o r b a t t l e . A f t e r
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- Squire is nominated f o r kn igh thood ,

aininp 2go through t h e normal n o b l e process .
B year of tf/she m\l5_fi.er5 from

a s q u i r e in that h i s master
whereupon hgentice dileast second expe r ience . The mage

An ePPuse,- of
B th e arts of m a g i c a nd wiaardry, whi le

is B msglc; Bpprenfigeas an assistant.
Appr e ntic e s can o n l y

teaches thtice gerwith respect to ma g ic - u se r combat r e s t r i c t -

the Bpprefl Squire (W first rank s p e l l s .

fi ght as a anonly us” may a l s o ha ve app ren t i ces when t h e y
fl ° df” s of t h e s e c l a s s e s serve as

H1? and i c e
i°nB)Th1°"°Ba_n|;. Apprelge ski l l s and powers of each p a r t i c u -

attain 22:l§e 19a!nin5
helpéfa
l a r C1555'

T i t l e s

B realm sf Darkon is re stric ted to cer t ai n

ligy U\th stars of t h e
f o l l o w i n g c l a s s e s may ach i eve

Nobi only chafzer (including r ange r
a nd paladin) a nd

ensue. ws, fiihracter has t h e ne c e ssa ry number
of b a t t l e s .

noble stan wecha r allowed by h i s
c l a s s to qua l i f y f o r a

C18,-go. *mum sflzge chBn¢ter s gu i l d
w i l l decide if t h e

and the “gm men Gush persona. noble q u al i t i es
and fi gh t i n g

noble ti “eases ennoble status. In t h e event t h a t the gu i l d
player po justifi’ verdict, t h e Council of E ld e r s w i l l be

ability “favorable honor bat t le between
t h e prospect ive

reaches B chnule Qmpion Bsiectea by t h e E ld e r s . If t h e

asked t0 58noble che eatablished noble in two out of t h r e e

noble and defeats
t
1 be awarded t h e t i t l e of k n i g h t a nd be

charactefthen h?ffiihereafter. Af te r a p l a y e r reach es t h i s

battleivd as "SH 8 up the n o b i l i t y
sc a le o n l y by b e a t i n g

addregse ay ¢dvB1\° field of honor . Should a noble charac-_
step,hemm3m,th§sn0b1e qual i t i es

and persona, t h e Council

anonwr}wt0l°B°hthe r igh t to revoke nob le t i t l e s . The

terE§§€;‘; reiiséegn found
in Darkons

of ti
1-°11owif\5. g

iyu 3rd
VI

vi

4

f o l l o w i n g oc c upa tiona l t i t l e s a

F ig h t e r ( i n c l u d i n g Rana n d P a la d in )

li_1;1_e Rank T1t l e
2nd P r i e s t
3rd B i s h o p

Arc h b i s h o p
Cardina l° Pope

Co r po r a l
Sa r ge a n t
Li eutenant 5th
Ca p ta in 7th
Colone l

' 9th
General 11th

Dguig Magic-User

.Tii_’£l.€ .Eellk _i_.L9'1̀ f B23
Archdruid Sth Warlock Sth
Masterdruid 7 th S or c e r or 7th
Greatdruid 9th °° Wizard 9th

Eel' Cleric

Rank
2nd
3rd
Sth
7th
9th

v-J
D‘
r~m
H

l i i l e
Cu t p u r s e
Bu r g l a r
Robber
Master
Thief

.liell
3rd
Sth
7th
9th

t *° On l y one in t h e realm of Dsrkon° On ly one pe r coun ry

i ts he or she mayIf your charact er meets t h e r e qu remen .
ho ld bo th oc cupa tiona l a nd nob l e t i t l e s .

For e xample . s

p l a y e r c o u ld be a bishop/baron or a c a p ta in who is a l s o a

k n i g h t . Remember , o th e r p l a y e r s a ddr e ss you by your t i t l e
i it doesn ' t hurt to publ icize

o n l y if t h e y know your t t l e , so
your sta tus. Try to ac t a c c o r d i n g to your posi t ion; a colonel

t Likewise. lower-rank-d o e s not t a k e o r d e r s f r om a sa rgean . b i l i t . T i t l e s make
i n g noli le s should res p ect t h e h i g h e r

no y
1a m.

t h e game i n t e r e s t i n g , a nd h e l p
to enrich t h e re

I
Gui ld s

meh*
Banw
com*
Duke

Sth
7th
9th
11th
13thPri-“°° l

H35

on1-are occasions. be obtained by ma r r ia g e .

U1e5maY't0 acquiring
noble t i t l e s . a player may a l s o

Noble t addi"%°n occupational t i t l e s .
These t i t l e s a r e v o t e d

_In gettirbund governs t h e character's class. If a

conadféatevgghgs
the proper r ank. he may t r y f o r one of t h e

OT1 f fechB¥'a°te

9.

M mbe r s of a p a r t i c u l a r c l a s s may wish to j o i n or
18 _ -e

es t ab l i sh a g u i l d governing t h a t c l a s s . Guilds are 8 8 8 0 0
‘ c l a s s . The functions of a ny
t i o n s of p l a y e r s from t h e same
g u i l d v a r y f rom c l a s s to c l a s s , b u t a l l g u i l d s should vote On

oc c upa tiona l t i t l e s , a nd fi g h t e r and cl er i cal gu i l d s
must

de c ide if p l a y e r s a r e wo r t h y of nob le t i t l e s . Responsibil i ty
f o r or ga niz ing t h e g u i l d rests w i th t h e p l a y e r s themselves.

Ru l e s f o r member sh ip a nd procedure
a r e decided by the c ha r a c -

t e r s of each c l a s s . A lthough each c l a s s is not r e quir e d to

ha ve a g u i l d . f o rm i n g a g u i l d is t h e players ' a d v a n t a g e .
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C oun t r ie s

f D3 ke n cons i s t s of a number of c o u t r i e s or
TheT§g81:r; c°u;try r e f e r s to a numbe r of i n d i v i d u a l s

i t . A new P l a y e r . YOU mayiatogetheralgesdghzstgblisged coustgy °F fi n d B f e "
fioJ°in ggrm your own A c ountr y must ha ve at l e a s t our

ld: gs: ne more t h a n eiSht-xr

io r ming a Co u n t r y

d t h e appropriate number of P€°P19~
lect an emglim' t h i , l e s d e r shou ld be a r e s p o n s i b l ee e -
oo9¢ ehgais r e spe c te d by h i s f e l l ow countrymen-onrs

i t t e n o r i g i n , i n c l u d i n g a t h o u s a n d - y e a r h i s t o r y .
gogcil of Elders .

cpqntry Representat ion

i di l l y to d i scus sThe Council of Elder: ;2%léme;g'P:;utrgasubmissions' apd
miorgegggionguggruthe maSa;i.ne. "TBV€mdT;1:€;’B Coggiglm e .iswill a l s o schedulefandsglznyeyggggngh cguncil mee t_es wil l o n l y be gag; tg; magazine , on t h e hot l ine- a nd' i l l be annaillebe c a l l e d . Each c ountr y may have up to
tryilglgzggegentatives at s me e t in g .vo

surcoats a nd Emblems

b 1 th t i d en t i fi esEach c e untr y h a s an emblem g§a3gTeg of symbols a r e
particulqgscogzsaz; elepsants, h awk s , hydragf PggamggsB v ‘ 9 B 8223.22. ...K p,,;;,;-"°x1,,;:.‘;i1';:°.‘:.:2 3 . . .Burcoate of e o

od £o'ever_ The emblem shou ld be
thins t h a t 1 ° ° " so 't 1 some way be U “.f“°°'° °f'°°"tatii: °r1§2°c§g?no:yrh: way in which it fi g h t s . Be

‘z:::°':::. up =

\

v

1 1 .
A

\

_ Banners

Every c ountr y must have a banner fl a g when it comes tob a t t l e . This fl a g must have t h e c o u n t r y ' s emblem p r i n t e d uponit a n d must be m o u t e d on a p o l e f o u r to s i x f e e t in l e n g t h .The banner must be c a r r ie d with t h e bulk of t h e c ountr y orp l a c e d with in t h e c o u n t r y ' s f o r t . A banner,should be b r o ugh tto eve ry b a t t l e , a n d c oun t r i e s without banners w i l l be s p l i tup f o r t h e d ay .

Country O r i g i n s '

A t y p ed m an u s c r i p t of s c o u n t r y ' s h i s t o r y a n d c u l t u r eshould be submi t t e d to t h e Council of Elde r s be f or e a c ountr ycan a c t i v e l y p a r t i c i p a t e in t h e game. A c ountr y o r i g i n shouldinclude' the fol lowing.
1) A 1000-ye a r h i s t o r y t e l l i n g of wars, adven tu res , de e ds,happenings. a n d t h e r i s e a n d f a l l of r u l e r s .
2) A l i s t of count ry he roes a n d t h e i r de eds.
3) A map of t h e c o u t r y .
0) A l i s t of na tu r a l resources. impo r t s , e xpor ts a n d t r a d ea g r e e m e n t s .
5) E xp l a n a t i o n s of a ny p e r s o n a l i z e d weapons a n d armor.

Personal i zing Your Countr y i

A l l c o u t r i e s shou ld be d i fferen t . Countries can usec e r t a i n type s of weapons, d r e s s a c e r t a i n way, or a d o p t ap a r t i c u l a r a t t i t u d e . A count ry of cavemen would use stoneaxes a n d fl i n t -h eaded s p e a r s . The weapons of t h i s c ountr ywould be made in a c c or da nc e : ja gge d bla c k foam f o r s p e a r -he a ds a nd e q u a l l y c r ude axes. A c oun tr y co u l d be a l l e l v e sc a r r y ing bows or bearded dwarves w ie ld in g b a t t l e axes . Anat t i t u d e is impo r t a n t a l s o . Is y o u r count ry a n a t i o n ofc r a z e d b es erk ers or honorable k n i g h t s boud by a c ode of
c h iva l r y? '
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Nomads

. a l l y wandere rs who a) a r e b e g in n e r s not
re baslc oun t r y or b) a r e e xpe r ie nc e d p l a y e r sas 9 '-had ° '- t b 1 h dNomaestablie S of a country. P l a y e r s f rom es £1113 e

U mbsf t e emblem upon t h e i r s e s
t mxasMe Wheat thgogggg hit on a c oun t r y must c ove r their$0“ries"my ThO9e Oth. Most of t h e t i m e , t h e nomads w i l l
ent’ oB”5'r0wn C? ~ th fi ht as a l e a d e r l e e e
gd5E;CwUQ0bmake Slges iaégoup 3%noiads fi g h t i n g t o g e t h e r
hie;'d€d geparafe

°
Exper ienced p l a y e r s from e s t a b l i sh e d1 . .

§0€;;i;£Q§ya2e%;i$rgny
t i t l e s if f or c e d to fi g h t as a nomad.

iusttries m:v“"

Armor a nd Armbands

r tems a nd investments a wa r r ior
1)Armo f the m?5t igggftaggtionly w i l l armor e x te nd YUUT

0ne° make 15 a t if it is c r o t c h - l e n g t h or l o n g e r . it
id\?°bat¢1e' bu There a r e s everal type s of B rm v r

ma¥:Pm1‘na5e costugiéferent c l a s s e s . A l l armor must be
1ife¢aU“t der f°“r g e t not ha ve s h a r p or po in t e d €d5€B~
WU1 119n'c and m ld fi n d an armor t y p e which b e s t

tha; f;ea1;;§;]_¢'i_,dY";; gggxitted by your c l a s s . (See Cl2.BBeS)

igfwitlgoirseiisinallowed
lf Baf€.

svitsts are
Halma

irements
and Rankin

ne“rAww
No armor, j u s t costume

Armor 21885
11| £2232; ja cke t cannot

be u se d .
O

Arwr 1 ioisisting of sma ll l e a t he r .

Leatgirsgai toa h e a v y mat eri al in a l t e r -
sera
na ting rows ° ,' th me ta l s t u d s at
Studie; l§€§h§;r;;thSETO2n e venly- spa c e d rows.
l e g s also,_ f - - fl x i b l e me ta l rin8B U0
Rlné mathagags indiameter. Should be e v e n l y

larggg g of t h e i r diameter ap ar t in a l t e r -
spa '
“ a ting rows. a l s o / 6 h_ - ' f t l p l a t e s 1 1 inC

5£;;;tw?i§1pg3hdedoedges? P l a t e s must be
ti
evgnly spa c ed.

ssT
Armor

ala

l j .

lay 5' or sue de at 1east'1/8 of an inc h thich

7 1 Ba . W

Armor C la ss 2| Cha in ma i l w i t h l i n k s no l a r g e r t h a n 3/U of
an in c h in d i am e t e r , u s i n g w ir e of lb gauge
or lowe r . T h i s c ha in ma i l must ha ng in t h e
co rrect d i r e c t i o n .

a l s o
S c a le ma il made of s t e e l squa r e s w i th r ounde d
b o t t oms . The se s c a l e s must be ab o u t 1/32 i n c h
t h i c k and no l a r g e r t h a n 2" by 3". As w i t h
l e a t h e r s c a l e , t h i s armor must be f a s t e n e d to
a h e a v y ma t e r i a l in a l t e r n a t i n g r ows.

Armor C la ss 1| P l a t e ma i l c o v e r in g t h e t o rso must be made
f r om 1/8 inc h s t e e l . All ed g e s must be care-
f u l l y fi l e d down , so t h a t no p l a y e r s can becu t by t h e armor. It is recommended t h a t you
cover a l l p l a t e mail ed g e s with foam and/or
d u c t t a pe f o r a d d i t i o n a l s a f e t y . P l a t e p i e c e s
f o r t h e s h i n s a nd forearms a r e c a l l e d g r e a ve s .
.The se gr e a ve s must be 1/8 inc h th i c k an d must
cover at l e a s t 3/4 of t h e lim b. Greaves may
be se c u r e d withn a) l e a t h e r b e l t s & buc k le s

bgl e a t h e r t h o n g s or l a c e s
c c ha ins

Any p l a t e mai l made of aluminum is not a llowed.
because aluminum is too l i g h t a nd ho ld s up
p o o r l y in he a vy comba t.

a l s o
Banded mai l made of ove r la pp ing l a y e r s of 1/16
inc h s t e e l . The bands-must have r ound corners.
a n d , if fi t t e d p r o p e r l y . shou ld l e a v e no area
e xpose d . Bands can be t i e d or r ive te d to a
h e a v y ma t e r i a l .

\

Qu i ck Reference C ha r t

Ac 5 N g n e y D amaged armor must be
1 mended by a mage orAC H Le a the r & l e a t h e r s c a l e t a k e n to Hade s f o r M

Ac 3 s t u d d e d l e a t h e r , s p l i n t . r i n g m inute s. Otherwise.
i t

I h i t s on armor w i l l
AC 2 Chain ma 1. me al s c a l e accumula te f rom b a t t l e
AC 1 P l a t e m a i l , banded to b a t t l e .

Remember - armor p ro t ect s yourself a nd others. be s u re to
make a l l me t a l armor ed g e s sa f e . Unsafe armor w i l l no t P395
i n s p e c t i o n .

1
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ARMOR CLASSES

111 any is 97( n plBY9 'b n de vise d. If a ny armor is
amor cuss vewee ryvahas egand i im bs) . t h e n an ar-mband as J-Mes rm” d m g ea \\
ing d1sP usa ,¢cl“ ld be worn on you r weapon arm. 4,, I, _
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_ il
3) CW”
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s t eel

2) R i n g ma i l

H R ol l s t e e l wir e
on a dowe l.
Washers may a l s o
be use d .

@@@ cuz the s t e e l l i n k s
a nd wa she r s .

Sew t h e r i n g s on
a h e a v y m a te r ia l
t u n i c . Use some
t y p e of du r a b le
b i n d i n g - fi s h i n g
wireeworks w e l l .

$0;‘M

dowel .’ wife °n a diameter no l a r g e r t h a n 3/lb in c h .
R011 hgllld have
Dowel 9

cut
z°;ei:1;¥»mI'

_@®@ t_ nets , hook
1151115 P k i n g Cha

metl!I;‘Ieo§i:;s‘
one

af four o‘theI‘S»znr°"5I’
15.

e individua l c ha in l i n k s .
rp or ja gge d e d g e s .

he l i n k s t o g e t h e r . One e a s y
inma il is b u i l d i n g c l u s t e r s
l i n k s h o u l d a l w a y s be hooke d
except on t h e e d g e s .
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S h i e l d s

DBI-Kon, t h e r e a r e s e v e r a l type s of s h i e l d s
wo,-1d of ield may seem cumbersome. it is g o o d

In the ugh 5’ shiorf a nd a d d s to_the game atmosphere.
dl Thzr a wart pans e xc e pt: fi r e b a l l , l i g h t n i n g b o l t ,

alleviation f S a l l Weéelin gf Lightning, a nd s i e g e machine
rotacld gtopcihg. Jai- g h i e l d s r e c e i v e t h r e e s o l i d h i t s f romKshleof Pler A150' 16,- s i x f e e t long a n d wielded with two
Arrqwctiles-use be ovdeetroyem shields t h a t a r e destroyedprop arm lrflthey aret be d ro p p ed im m ed i a t e l y . They may e i t h e r
3 pig therlapons mifgr four- minute s to be r e s to r e d or mended by

We e5 t t l e .
Y;,nthf:;i to Hggter theegipadded, e s p e c i a l l y t h e ed g e s . The
be ta‘fc,uaer must be Il* when t h e s h i e l d is h i t full-force.
a maééhieldsnot be find shields .) If you a r e on a c ountr y,

hould weapons t h e c o u n t r y ' s c o l o r a nd emblem. If you
wood

9 King ust hav? ld must ha ve a brown cover. Al l s h i e l d s
(See '““i,1d mour S h” A noble may p l a c e h i s symbol in t h e
our shmad: y th °°Ver'f h i s sh i e l d . b u t t h e c ountr y emblemy , 11° a C10 co,,,er 0re V9 d . ld as w e l l .

,

31,151 mieft-has the shieoff sh i e l d s do not count. A l l h i t s
. r r? laI1¢° _ 1 t s. On ly h i t s from mor n ing

BP£§awh1?}g £0Prexéegxltedygeuagter h i t t i n g your s h i e l d'"
Hlbe s°115 that B r ons with c ha ins were de s igne d f o r

sho\11dor flaitecause Wea?
SWT c0“‘”té. 'n ty'P@BSul P“’P°§r@” "'31 shield.cms The t Each oumayalder' ui” yi that

of s h i e l d s are t h e k i t e , l a r g e ro u n d ,
serves i t s p u r p o s e, so fi n d i n g a _
be d i f fi c u l t . The o n l y s i z e r e q u i r e -
s buc k le r cannot be sm a l l e r t h a n

dba 1?? is ' ' x t n in c he s . S h ie ld s must be
Zglieldfxashieigi larggdtxigglprggortionate to t h e i r s i z e .

mentse invhescovefed'
rwefpaaaed'wel

'

Special Weapon s a n d Armo r

- mainl f rom t h e ima g in a t io n , t h i s
,gon is deggegrmor tg be p r o d u ced w i t h i n t h e

.noe pal weaP°nS ns may h o l d pow er s which can be u se d
Slipecléertain wealégpone would h av e s p e c i a l ma r kingsv by

a11ovl5.e5. These wha e et c . A s t o r y describing t h e
c0uf\'°r1 fufes' taPe' ‘-at 20:95 a nd how you ob ta ine d 12must
onadv? c0‘{e§1'h what 3rs .to'be v o t e d upon . Some of t h e
C0101’ ‘fs oriéto the E1ES pe c ia l weapons, b u t anyone may use
,,@aP°" itfed ¢on5ider§r-e res t ri ct ed to members of you r c ountr y -
be submmay bereatiofls a l s g defi ned as s p e c i a l we apons.alice your Capofls are d m antle ts a r e t h r e e type s of s i e g e
ihem' -ge"etaP“1tS anh av e a d v a n t a g e s a n d disadvantages.sie. case weaP°"S S g reat co v e r ag e , a n d t h e b a l l i s t a
Ballist Thilez producgmary d am ag e when fi r e d , a l l t h r e e
weapons; mai; do extgagky’ ha r d to t r a n spo r t , _and t a k e a c o u p l e
Th°“5a1;8Pu%eE are rgper ly.#and 3 gh I-ate P

Siesénmio
0Pe

of
1? .

1) For arm p r o t e c t i o n , a t t a c h a f

3) Cover t h e f r o n t of t h e s h i e l d

\

Armor is a n o th e r o r i g i n a l c r e a t i o n t h a t can be e x p l a i n e dby a convincing l e g e n d . The c ountr y of Ramen ha s p r o d u c e dclosely-lmit c oppe r cha inmail which can t a k e an ex t ra arrowh i t . However. t h i s armor is more e x p e n s i v e , he a vie r t h a nn o r mal c ha inm a il , a n d t a k e s l o n g e r to creat e.

Max i n g s h i e i de

p i e c e of .foam to one s i d e of *‘ "
sm o o t h l y - cu t wooden boa r d .
Duct ta pe works w e l l f o r t h i s . \

2) Next f a s t e n l e a t h e r or r ope
`

s t r a p s a c r o s s t h e foam p a d .
Begin pa dding t h e ed g e s oft h e s h i e l d with ha r d foam.
Hood cannot be f e l t on t h e
ed g e of a p r o p e r l y p ad d ed . `

@‘fi

sh i e l d . Q _ » _

w i t h ha r d foam. Then wrap t h e
e n t i r e s h i e l d , f r o n t a nd ed g es ,w i t h a few l a y e r s of s o f t f oam.
Tr y to use wat er-res i s t an t fo am.

I+) Now s t a p l e a c l o t h s h i e l d cover

f r o n t a nd ed g e s of t h e s h i e l d .
Use s t u r d y m a te r i a l , be c a use the»
cover h e l p s k e ep t h e foam t i g h t
a g a i n s t t h e wood.

to t h e back of t h e shield. This ,cover shou ld s t r e t c h acro s s t h e

1 .
5) F i n a l l y , p a i n t your c o u n t r y ' s _ /

'

emblem on t h e f r o n t of t h e , /s h i e l d . A c r y l i c p a i n t wor ks ”
b e s t f o r s h i e l d covers . % `

18.
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Weapons

t h e Medieval e r a . T h e r e f o r e , game weapons
weaponss a xe , s wo rd , d ag g er , s p e a r , morning
t h e i n s p e c t i o n , weapons wiDl be t h o r o ugh ly ¢
a n d appearance . (A swor d s h o u l d l o o k l i k e
a c 1ub! ) The s h a f t or co re of a s t r i k i n g w
f e l t th r o ugh t h e s t r i k i n g ed g e . So use a t
s p r i n g a nd fl e x i b i l i t y to pr e vent t e a r i n g a

Each weapon was d e s ig n e d f o r a reason ,
weapons c a r e f u l l y . Al s o , you r c l a s s may de
weapon you may or may no t use . L ike armor,
i de n t ifi e d q u i c k l y on t h e b a t t l e fi e l d in 0 r |

1) P r e ve nt d i s p u t e s a n d game i n t e r r u p t
2) Ca lc ula te weapon d am ag e

'

As s t a t e d p r e v i o u s l y , Dar kon is a f a n t g

. . E
<
I
1

1

For e a sy r e f e r e n c e , weapons ha ve be e n c a ta g

COLOR STYLE OF ATTACK

wh i t e c u t t i n g

y e l l o w smas h i n g - -

bla c k c l e a v i n g p

r e d t h r u s t i n g
'bl ue thI‘0wiT1g

gr e e n sp e c i a l

Impor ta n t Weapon Ru l e s

at whic h t h e y a r e h e l d
A l l weapons must ha ve a we ll- pa dde d po

3) A l l swords must ha ve q u i l l o n s .
N) M o rn i n g s t a r s a nd fl a i l s must h a v e a ch_

f o o t or l e s s , a nd t h e c ha in s must h a v e -
5, Weapon s i z e shou ld be p ropo rt i onal to W

6) On l y y e l l o w weapons can s t r i k e t h e head
downwzrd sw in g . Th is inc lude s a l l pa rt
f a c e a nd ea r s .

7) Weapon s , especially swords shou ld be C1

8) Arrow h i t s c o n t to a l l p a r t s of t h e D0

9) A q u ar t e r - s t a f f h a s no e f f e c t on AC 1»_
weapon , it should never be u se d to B t fl

1) A l l hand weapons must be padded eve rywhf

2)
"W

1

- \ - u A | ~ | - | -
A

) » v
1

10) J a v e l i n s a n d s p e a r s must no t be swung.
11) Weapons no t ma rked by r d ta _

thPUSfiUS manner. even todrisesgggidagogpsgnegtd ln a

12 ) WeaP0nS Erabbed by t h e hand cause a l i g h t wound
d - . _ _ and must bean d

W ' - _ _ .13) tigggggdggegixf f e e t l o n g d e s t r o y a ny s h i e l d w i t h t h r e e

~

Th r ow ing Weapons »

Unlike ha nd weapons, t h e s h a f t s of thr owin w
e x t r e me ly well-padded, i n c l u d i n g t h e su r f a c e ongwhiggoggegusgebe
h el d . Thr ow ing weapons can be u s e d as h an d weapons or thr own.
H i t s to t h e he a d a n d ne c k w i t h t h e s e weapons a r e i l l e g a l . Thrown
weapons cannot be cau g h t or bloc ke d in t h e a i r with a n y t h i n g
o t h e r t h a n a s h i e l d . If c au g h t or bloc ke d w i th ou t a s h i e l d ,
t h e s e weapons c a use a l i g h t wound to t h e arm use d in t h e b l o ck i n g
r e g a r d l e s s of armor . Due to t h e f a c t t h a t it is too ha r d to
decide what p a r t of t h e weapon h i t you, a th r ow in g weapon h i t
c gun t s as long as con t act w i th t h e body is mad e. The e x c e p t io n
to t h i s r u l e is t h e j a v e l i n , which must s t r i k e p o i n t - fi r s t to
e g un t as a hit. R i c o c h e t i n g weapons do not count. A l l m i s s i l e
weapons a r e i l l e g a l at n i g h t to pr e ve nt i n j u r i e s , J a v e l i n s a nd
ba l l ista b o l t s must ha ve e i t h e r : a) o p e n - c e l l foam on t h e t i p ,
or b) B C loth he ad - no t a p e ! These th r ow ing weapons a r e not
allowed: d a g g e r s a nd s t ars . _

Ar r ows

L ik e j a v e l i n s , arrow he a ds must not be t a p e d on t h e t o p
a nd must c o n s i s t of s e v e r a l l a y e r s of s o f t f oam. A l l wooden
arrow s h a f t s must be t a p e d to pr e ve nt s p l i n t e r i n g . Bows may
h a v e f r om 10-U0 p o u n d s of p u l l , a n d moder n c omposite bows a r e
n o t pe r m i t t e d . Arrows cannot b e - sh o t at n i g h t . do no t count as
r i co ch e t s , a n d can be b loc ke d o n l y by s h i e l d s . Arrow h i t s to t h e

h e a d , f a c e a n d ne c k a r e l e g a l .
Remember , common sense shou ld p r e v a i l in a f u l l - c on ta c t

S por t , so never p u r p o s e l y a im f o r t h e f a c e or p u l l t h e b ow s t r in g
' a l l t h e w ay b ack at c l o s e ' r a n g e .
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Sword
I)

To
D r g - _ _ ,

@ j 1 ; g Weap o n s

' \ ur- 3 3 ' - 4 -~

Tap e h a r d fo am over b o th
en d s of a PVC p i p e .

Tap e t h e PVC down to a
t h i n s l a b of h ar d f o am.
G lu e o t h e r p i e c e s of
fo am to t h e t o p & b o tto m_ of t h e fi r s t s l ab . Wrap
en t i r e b lad e wi t h some

I) t a p e to ad d s t r e n g th .

Next cover t h e b l ad e w i t h
a cl o t h cover. t a p i n g it
t i g h t l y over t h e h an d g r ip .

1

f . i l u 3| I

L
_

MACE YEL: " MoRN\No STAR

§ _ i _ ‘ | _ 31__ _, ‘ _ - " ‘ V ? - J - I 2 ’ - * - 6 ' - I
6-

CLUB

? * = -I '-3' * _ A

Add q u i l l o n s to prot ec t
t h e h an d . t h e n t ap e t h e
q u i l l o n s to h sn d g r ip w i t h
e l e c t r i c a l t ap e.

)
Arrow, ,

¢ Cu t t h e t i p o f f of an

n
a rrow. av o id in g s p l i n t e r s .

@ G lu e n permy to fl a t end

9
an d w r ap it wi t h t h i n h a r d

® foam. Tap e some l a y e r s of

'-9 h o m in g S t a r

s o f t f o am over t h e new t i p
an d t a pe t h e e n t i re s h af t .

W “ F i n a e i n e n s a c k ' n n b i n ;
of sc ra p fo am. b u t fi l l no
more t h a n t h e area of a
soc c e r h a l l . Tak e t h e cl o t h
r em ain in g a n d t i g h t l y t a p e
it to a PVC p i p e , A ls o b in d
t h e cl o t h ab o v e _ th e b a l l .

F i n a l l y . t ap e a pommel to ‘
t h e PVC an d p ad t h e u p p er ’
s h a f t of t h e weapon. C l i ma- "

tu b e wo rk s w e l l f o r t h i s I
t y p e of p ad d in g . Be su r e
t h a t eve rything is fi r m l y \

co n n ect ed .

Q
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WEAPON DAMAGE CHART

_5(None)

wear er ! coma T ons o LIMBS HEAD

Whi t e

Yel l ow

Black

Red

l s t h i t m o r ta l

l s t h i t m o r ta l

l s t h i t d eat h

l l t h i t d e a t h

l s t
Z1d

l s t

l s t
l s t
2 n d

h i t
h i t

h i t

h i t
h i t
h i t

l i g h t
m o r ta l

l i g h t

mo r t al
1i g h t
m o r ta l

1st h i t d ea th

l s t h i t d e a t h

Armor C l as s U (Leather)

W h ite

Yel l ow

B l ack

Red

2 n d h i t m o r ta l

Zn d h i t m o r ta l

l s t h i t m o r ta l

l s t h i t mo r t al

2nd
3rd
k i d
l s t
Znd
i s t
2 n d

h i t
h i t

h i t
h i t
h i t
h i t
h i t

l i g h t
m o r ta l

l i g h t
l i g h t
m o r ta l

l i g h t
mo r t al

1st h i t m o r ta l

l s t h i t d e a th f

Armor C l as s ';__{§_mz. s tu d d ed )

W h ite

Yel l ow

B l a c k

Red

Jrd h i t m o r ta l

Jrd h i t mo r t al

2nd h i t m o r ta l

i s t h i t m o r ta l

ardth
3rd
Z hd
3rd
i s t
Z l d

h i t
h i t
h i t

h i t
h i t
h i t
h i t

l i g h t
m o r t a l
l i g h t

l i g h t
mo r t al
l i g h t
m o r t a l

h ad h i t mo r t al

1st h i t d eat h

Armo r C  h m n i l )
Whi t e h i t mortal h i t l i g h trd

3” » E-rn h i r m u r a l

U-12' A `

I ,

23. ‘

_\

Yel l ow

B l ack

Red

3rd h i t m o r ta l

h ad h i t mo r t al

2nd h i t mo r t al

3rd
2n d
3rd
a i d
3rd

h i t

h i t
h i t
h i t
h i t

l i g h t

1ight ’
m o r ta l

l i g h t
mor t a l

, - / ` \

j r d h i t morta.
\

a n d h i t mriai
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Hmforcenent an d Pena l t i e s

1) Elde rs \ . _

The El d er s a r e t h e r e f e r ee s of t h e reai .m.o1’ Darkon Therea re W9 t y p es of E ld e r s , thevlanderilrig El d er an d t h e Hades E lde r.Uandering E lde rs a re r e s p o n s i b l e f o r coun t i ng h i t s d u r in g a
glagtle and making su re a l l o th e r r u l e s a re fol l owed. The Hadeser‘wi1l r e g i s t e r you in Hades a n d t e l l '

the l i v i n g . El d er s h av e ul t ima t e p ower , aid”d i e for b r eak in g a r u l e . t h e n y o u must d i e .
p r o v i d e one_Elder f o r ev er y b at t l e . P l a y e r sf o r t h e e n t i r e battle g e t doubl e e x p e r i e n c e .however. t h a t b ein g an El d er means a c c e p t i n gan d not s im p ly w atch in g t h e ba t t l e .

2) Pen al t i es
' Pe na l t i e s in Dark o il

when y o u my r e g a i nif t h e y t e l l you toEach c oun t ry w i l l
who se rve as E lde rs
K eep in min d ,
a r e s p o n s i b i l i t y

_ _ n w l ensue f r om b r eak in g r u l e s or n o t
a c t i n g in character. Su ch p e n a l t i e s t h a t c an be g iv e n i n cl u d ewounds an d e xt ra t im e in Hades. For p e r s i s t e n t rule-breakers .t h e p e n a l t y wi l l be s u s p en s io n or e x p u l s i o n from t h e g ame. Bef o r ewarn ed x ' a c t u a l s t e e l weap o n s. wh et h er b ro ugh t to b a t t l e sor o th e r events. w i l l be co n fi s cat ed by t h e El d er s . Use of s u c h
weapon s, in c lu d in g d i sp l ay i n g a n d c a r r y in g them. is s u f fi c i en t
g r o u n d s f o r s u s p e n s i o n f r om t h e gam e .

Along w i t h p e n a l t i e s t h er e a re a l s o r evmrd s. Rewards canhe g i v e n f o r g o o d d e a th s a n d c h a r a c t e r p la y in g . l o s t r ew ar d s
c o n s i s t of a s h o r t e r st a y in Had es.

3) sons s i o n s
whi l e fi g h t in g . weap o n s shou l d be svnmg wi t h t h e en t i r earm to av o id ar g umen t s. H i t s u s in g o n l y t h e w r i s t m o tio n w i l lno t be co u n t ed by t h e El d er s a n d s h o u ld n o t be co u n ted by t h e

p l a y e r s . T r y to h i t p l a y e r s in h eav y armor f a i r l y ha rd . sot h a t t h e y can f e e l e a ch s t r i k e.

R e l i c s

Th er e a r e a number of i t em s of power in t h e w o r ld of Dark o n .
Th ese m ag ic a l a r t i f a c t s a r e p r i c e l e s s . a n d many of th em d a t e
ba c k to th e e a r l y y e a r s of ci v i l i zat i o n . Al l co m t r i e s fistf o r t h e r e l i c s due to t h ei r v ar i o u s m ag ic a l powers an d t h e
p o in t v al u e. The r e l i c s may n o t ‘oe t ak en i n t o Had es , an d if
t h e p la y e r c a r r y in g t h e r e l i c d i e s. th an t h e r e l i c must be l e f t
where t he ch ar act er f e l l . Many or t h e r e l i e s have b een m is s in gf o r c e n tu r i e s , b u t w i l l u n d o u b tab ly s u r f a c e astime g o es on .

Armor C l ass 1 ( P l at e)
HEAPON COLOR TORSO LDIBS

White 4th h i t morta l

reuse utr. h i t mo r ta l
B l ack Jr.-1 h i t m e n s;

Red 3rd h i t mo r ta l

Lith
5 th
sl-#th

E22

KE

h i t
h i t

h i t
h i t
h i t
h i t
h i t

l i g h t
mo r t al

l i g h t
l i g h t
m o r ta l
l i g h t
mo r t al

HEAD

Uth h i t mo r t al

3 rd h i t mo r ta l

, B.

I l e a s e 1 ote r 1) Arrows a r e t h e o n ly r e d weapons al l o wed t h ` tt h e h ead a n d f a c e .
D 1

2) Ramen ch ai nmai l can t ak e an ext ra ar r o w h i t .
3) Green weapons_a.re un l i st e d on t h i s c h a r t , b ecau set h e i r d amag e is s p e c i a l . The f o llo w in g r u l e s

a p p l y to g r een weapon d amag e:
A. You a r e d ead . r e g a r d l e s s of a m o r , i i ’ a

g r een weapon s t r i k es you d i r e c t l y .

lou a r e mort a l l e d. r e g a r d l e s s of annor.if a green weapon s t r i k es y o u r s h i el d orl ands w i th in a 3' r a d iu s of y o u .
C. Gr een weapons cannot do dam age on a bounce.r o l l or r i co ch et . The i r damage is ex p en d edwherever t h e y fi r s t h i t .

Po r t s

For t s a r e am im p o r tan t p a r t of t h e g ame. Th ey r eq u ir e ag r e a t e r u se oi st ra t e gy a n d r a i s e t h e l ev e l of co m p e t i t io n ,b ecau s e t h e v i ct o r i o u s team g a i n s no t o n l y t h e f o r t . b u t a l s o
w h atev er happens to be in t h e f o r t (ba nne rs, r e l i c s. treasure.e t c . ) . Materials one can u se to bu i l d a f o r t a r e as f o l l ows:Dead b r an ch es. r o p e. s t r i n g . d e a d v in e s a n d b r u s h , an d d eadt re e s. An y th in g al i v e may n o t be u s ed in a f o r t . u n l e s s it isnot m oved. So a l i v e t r e e may be u s e d as a co r n er , or as a p o s tin_a wall. Trenches may be dug ar o u n d a f o r t , an d ra mpsr t sbuilt w ith in . The mai n reason f o r a f o r t is to g iv e t h e teamw i th in t h e f o r t p r o t e c t i o n . a n d l e a v e t h e o t h e r team at a d i s e
a d v a n t a g e . Be su r e to m ake a l l f o r t s s a f e . a n d do n o t p l a c eb r an ch es v e r t i c a l l y in t h e f o r t wal l s . C le a r in g t h e f o r t o i’
r o ck s is a l s o a g o o d i d ea.

Sv-va L1’ Q l i l z s

as me “S “Y ”‘°: °“?.*:1;.§“;§;:'..“:z*.§:;..
th§i§es§:°:;th§g'd§°:;;?\ that 513 ixresged t h e dwa r ve n stronSh°15° ’

l o s t when maraud -in S ear ch of g o ld . The swo rd was ' th o u g h t to be
s u i t 1

i n g ore s r ai d ed t h e s tr o n g h o ld l a t e r tha;hY¢;£°E_§d°§ié§;gmg
°

T hough it is t h e s i z e of a w h i te sword . 9 _ .
d o e s t h e same dam age as a b l a c k weapon. Th e b l ad e is fi n e l y
c onst ruc t e d an d is v e ! ! 1iSm5'

Demer Lf a
J. _ t d by t h e ev i l drow e l ' / e S

‘Thx eb?nycgg'\?c;1~§illqi.?\gs:he‘=§n;r3ui-ts of t h e r eal m thr0\_1S1'\
it m i s s e n o u g h P°i\'=‘°“ *°* i l l “Y "‘°§§“l1§e”“_ ' - - 1 i s h s se“ fi 2::sr.zzz:...“2.2°s:;2.2“f1°¢1.i%»'¥=1i“mi W meovem ~ _'or t h e t hi e ve s' s ul ld- V

Javelin 9 .( & § L t l 5

. . f t h e Sk y -Th iv J="°11-“ M t ” "’°k.°° t h ' e a r l y yea? con t h e :lsveiindwellers. when Darkoniaguzgiil ;iy;m$°P;;n;1&er' gzcauselitsis `;;;di;nd:pi):E;]de\'a\til t h e next s i e g e . The Ja‘;§1in ofLighxgilume - '
i n g l e .d t r o s an y s h i el d wi 8 5

gxcingzsgsbz Ehiginvealitncmggt beu sed f o r s ta b b in g .

e£Ee!'_$_i-.E15Arrow

Th i s m ag ica l arrow was fa shi oned by t h e wood e l v e s ofTa\;E1fd th V e n O
Fo r e st . It may be u sed only once p e r b a t t l e , an ig in l a yan H d e r If t h e arrow m i s s e s i t s tarSetv it is it f th gow' - h i t s an y P a r ° ° '
an d may be u sed “Sai-‘L U t h * ° n ` ° '

I 1- _
t h e t a rge t is i n s t a n t l y mo r t al l ed . r e g a r d l e s s o anno

0

§_1§i£9£_\_1rin£

11.1 t a ! ! wi t h
The goddess Clanisalnmggggighitzligémgfae 8 ; ” “ s t " a d

:|a\§i°h§1';e¢.1hgn€oi;?se!t§4castya heali-113 GPG11- The “ a f r s p w "

nayybe used is oft e n as de si re d .

28.

Non-VIeap o n Tact i cs

~ S ¢ve r a l non- w e a pon t a c t i c s a r e l e g a l in Da r kon . Some of
s u ch t a c t i c s a r e : t a c k l i n g . gra ppl i ng. s h ie ld - b a s h in g . body-
ln s h in g . k i c k i n g s h i e l d s a n d g r ab b in g t h e n o n - ed g ed or spi ked
s u r f a c e s o§weapon s ( s u ch as t h e s h a f t of a s p e a r or t h e c h a in
I fl '1 .o 8 Thire a r e a l s o some t a c t i c s w hic h are no t allowed. Th ey
a r e s p u n ch in g or k ic k in g p l a y e r s . s l a p p i n g . YWISTIDS =§:'mSt?“dl e g s . g r ab b in g costumes. headlocks. ch o k eh o l d s. or anyh_ac imu s ed in a d a n g e r o u s way or_situation. An example of is

wonbe s h ie ld - b as h in g someone i n t o a t r e e or t a c k l i n g an °PP°T\€
' k .m A llioastezf a l l , usg common se nse w i t h y o u r non -weapon
m e t l c s . Rememb er to av o i d g e t t i n g o v e r l y r o u g h w i t h someone
much s m a l l e r t h a n y o u r s e l f .

S c o r i n g

Po i n t e w i l l be t a b u l a t e d a f t e r b a t t l e s to determiiietghev i c t o r . l l h e n y o u s i g n in at Had es. Y ° “l' V991" 1 ° ° ° 5 9° n '

Be su r e to mention if you are a n o b l e. an d BEIQYZE ;'°:‘e,ga1.an d cm m t r y . F ai l u r e to r e g i st e r at Had es wi UI

of an ext ra t h r e e p o in t s . Her e is t h e scor.1.nE SYSYSW f

s u f e r l i g h t ' c m d -1 p o in t Nobles l o s e
M oz - t a l l y wounded -2 P°iT\t5 an e xt ra po
x i i i e a " -3 P°i-“fs
qa p t u re m an y b a n n e r +7 P°iY\tS
Cap tu r e enemy t o r t +5 P03-“YS
C a p t u r e enemy war r i o r +2

poi.nts}Cap tu r e enemy n o b le *I* P01-“ts
Each r e l i c y o u r team
p o sse sse s at t h e en d _
of me m i n e +3 v°11\f==

l u s t be h e l
at l e a s t 1C

f

a


