
Clan 2010 Ratified Agenda Items and Clan 2009 
Ratified Clarifications 

 
COMBAT 
[6] (DS) Clarify Injury 

Intent: Redefining "injury" to more accurately describe 
game mechanics by adding to combat note #17 

 

Issue: Given that we push some of the verbiage in weapon 

safety onto the definition of injure, it is necessary to 

define it in such a way that it is differentiated from the 

occasional hurt that occurs during normal play. Weapons 

that consistently hurt, however, will remain illegal. 

Suggested wording for Rules Rep Organizer to use as a 

guide: “A safe weapon is one that will not break bones or 

teeth, or regularly mark or bruise. If a weapon injures 

when used to strike, it is unsafe.” Or something similar 

that does not cause an issue.  
 

[46] Technical Fixes 

Change Combat Note 3. 

From: 

3. Shots that only strike garb or equipment do not count as 

a hit unless said items blocked a blow that would have 

struck a combatant (i.e. garb, equipment, sheathed 

weapons, etc. are not shields and do not count as armor). 

To: 

3. Shots that only strike garb or equipment that is worn or 

not properly wielded (as appropriate) do not count as a hit 
unless said items blocked a blow that would have struck a 

combatant (i.e. garb, equipment, sheathed weapons, etc. 

are not shields and do not count as armor). 

 

 

 

STRIPS 
 [14] (DS) Clarify that Fireball does not require an 

Orange strip 

Intent: On page four, under the Strips section, it is stated 

that flame effects(such as Flame Arrow, lava, etc) are 

required to have orange strips on them for purposes of 
clarity and identifying game effects. 

 

Suggested Change: Change the following text on page 4 

from 

Add the phrase "Non-Magical" to "Orange: Flame effects 

such as Flame Arrows, Lava, etc." 

 

[46] Technical Fixes 

Remove 'Strips' and the description thereof from 

Equipment and put it in its own appropriate section. 

 
 

 

 

 

 

WEAPONS 
[46] Technical Fixes 

Change the 'Strike-legal' definition under weapon 

terminology. 

From: 
Stab-only weapons are still required to have six inches of 

Strike-legal surface on any stabbing end for safety. 

To: 

Stab-only non-projectile weapons are required to have six 

inches of Strike-legal surface on any stabbing end for 

safety. 

 

 [46] Technical Fixes 

Add the following note under siege weapons: 

A siege weapon counts as a person for the purpose of 

providing it with an enchantment. 

 
 

 

SHIELDS 
[2] (RW) Minimum Shield Size 

Intent: A madu is defined as a shield joined to a polearm 

and has more lenient requirements. Currently this means 

you can make a madu that has a 'long' size, but actually 

construct it like a polearm; meaning it only has to have 

1/3 of its length be strike-legal. The 'cheese' comes in 

when you tape on a 1 square inch piece of shield foam on 

a normally illegal long weapon and call it a shield. 
Similar methods have been used by attaching said piece 

of foam to a glove, providing the wielder with infinite 

hand blocks. 

 

Suggested Change: A shield may not be smaller than 6 

square inches. 

 

 

 

ARMOR 
[46] Technical Fixes 

Remove "Double Mail" under the line of armors that have 
a base thickness of 18-gauge, and provide 5 points. 

Add an additional line that reads: 

double mail...........1.58mm (16-gauge)......5 

 

Clan 2009 Clarification 28) Page 10, Double Mail 

(Submitted by DL) 

Base thickness is listed as 18 gauge due to change of 

thickness of other armors. 

Move Double Mail to its own line in the chart using the 

Mail gauge instead of Plate gauge. 

Needs to be Its own line as it’s the only Chain armor that 
can be 5 points. 

 

 

  



EQUIPMENT CONSTRUCTION 
[3] [playtest request] 

(IM) Alternative covers such as Plasti-dip for weapons 

Issue: Recent developments in weapon technology have 

allowed for the creation of some very spectacular 

weapons covered in plasti-dip. Our current rules do not 
allow for plasti-dip (or any non cloth cover) on areas 

required to be strike legal even if they are not intended to 

be striking surfaces (such as the hafts of hammers or 

axes). 

 

Intent: Maintain our safety standards, require the 

appropriate amount of padding on weapons, but allow 

players the freedom to creatively cover those areas that 

are padded for safety, but not intended as striking 

surfaces. 

Proposal to ask for playtesting with plasti-dip with 

understanding that it is NOT currently legal and must be 
removed if problems arise. 

Item will be put to a vote on next year’s agenda as written 

with no adjustments. 

 

[4B] (IM) Alternative covers such as Plasti-dip for 

shields 

Issue: Recent developments in foam technology have 

allowed for the creation of some very spectacular shields 

covered in plasti-dip. Our current rules do not allow for 

plasti-dip (or any non cloth cover) on shields. 

 
Intent: To allow plasti-dip and other durable coverings for 

shields. Option b. eliminates tape covers if those are 

objectionable. 

 

Suggested Change: 

Change the first sentence of Shield Construction from: 

“Shields should be made from light, firm materials, 

should be well padded, and require a cloth cover.” 

To: 

b. “Shields should be made from light, firm materials, 

should be well padded, and require a durable opaque 

cover. Bare tape is unacceptable as a covering material.” 
 

[5C] (IM) Covers for Projectiles 

Issue: Currently all projectiles require cloth covers, some 

parks allow cloth tape or duct tape covers on throwing 

weapons, while some do not. Neither bare cloth tape nor 

duct tape create the safety concerns on throwing weapons 

that they do on melee weapons. 

Intent: To allow throwing weapons and rocks to be 

covered in either tape or cloth. 

 

 
 

 

 

 

Suggested Change: 

Change the first sentence of Projectiles under Weapon 

Construction from: 

“A blow by any part of a throwing weapon, boulder or 

rock counts as a hit; so all parts of these weapons need to 

be Strike legal.” 
To: 

c.“A blow by any part of a throwing weapon, boulder or 

rock counts as a hit; so all parts of these weapons need to 

be Strike legal. Cloth tape is an acceptable covering for 

projectile weapons.” 

 

[8] (DS) Foam Requirements 

Intent: Given that the rules concerning foam thickness 

make flat blades difficult to create and impose a greater 

padding requirement than their uni-blade cousins, it has 

become clear that we need to impose a uniform padding 

requirement for striking surfaces, and leave it at that. 
While I am confused by the misunderstanding concerning 

the width of flat blades across the blade, and blade to 

blade, versus the amount of foam that is actually between 

the striking surface and the core, I have included how this 

is to be measured. Note that this change implicitly allows 

for blades to be shaped or shaved, so long as their 

diameter or width meets or exceeds 2.5 inches. I have also 

included a more robust foam description, so that players 

reading this for the first time don't tape an inch of open 

cell to pvc and call it a day. This change covers weapon 

terminology and construction notes, which are indicated 
in the headings. 

 

Lurker explained that currently, the rulebook can be 

interpreted as requiring that flatblades be a minimum 3.5” 

wide. Would standardize that all foam striking surfaces 

depths must be 1”. 

Medryn read current language. What confuses folks is 

“flatblades require 1.5” of foam on a striking surface, and 

may not pass through a 2.25” ring.” 

From a practical standpoint, a weapon still requires 

courtesy padding on the sides, but edges can now be 

beveled. 
 

Clan 2009 Clarification 10) Arrow covers (Submitted 

by CG) 

Bow users are being required to use strips to denote 

specialty arrows or enchanted arrows because the current 

description reads 

Current Version 

Armor-Piercing Arrow 

M: Blue strip tied to arrow 

… 

 
  



Clan 2009 Clarification 10) Arrow covers (Submitted by 

CG), continued 

SUGGESTED CORRECTION/CHANGE 

Armor-Piercing Arrow 

M: Blue strip tied to arrow or blue cloth cover on arrow 

Flame Arrow 
M: Orange strip tied to arrow or orange cloth cover on 

arrow 

Penetration Arrow 

M: Black strip tied to arrow or black cloth cover on arrow 

Stun Arrow 

M: Gray strip tied to arrow or gray cloth cover on arrow 

Magical Projectile (E, Sorcery) 

C: Druid 2 

M: Projectile (arrow, javelin, throwing knife, etc), 

enchantment strip or a green cover for arrows. 

Stun Weapon (E, Subdual) 

C: Wizard 1 
M: Enchantment strip 

I: State “May this weapon stun its victim,” tie cloth to 

weapon or a yellow cover for arrows. 

E: Allows a thrusting weapon such as a spear or arrow to 

be used to subdue. 

 

 

 

CLASSES, ARCHER 

Clan 2009 Clarification 6) Specialty Arrow 

Incantations (Submitted by RW) 
Rules for when incantations for specialty arrows must be 

said do not exist. 

SUGGESTED CORRECTION/CHANGE 

Clarify that incantations for specialty arrows such as 

penetration arrow must be said immediately before the 

firing of said arrow. 

 

 

 

CLASSES, BARBARIAN 
[38] (DS) Barbarian Garb Standardization 

Intent: Removing extraneous garb requirements from 
Barbarian 

 

Suggested Changes: Remove "Blues and browns, furs and 

leather" from the Barbarian garb description. 

 

[39] (RW or GV) Barbarian Re-write (choose one or 

none) 

Intent (GV): Our goal here was to offset the front-loading 

of power in the class, and we also reduced the total 

number of lives to 5 as we felt the class was solidly 

powerful enough, and preferred to see 6 lives as a unique 
trait of Warrior. 

 

 

 

 

Suggested Changes (GV) 

Change Barbarian to the following: 

 

Armor: 2 points 

Shields: Large 

Weapons: All melee, rocks 
Immunities: Subdual 

Lives: 4 

Limitations: Cannot carry enchantments. May not use 

relics except Heimdall’s Horn. 

Abilities & Traits: 

Levels 

1st Berserk (ex) 1/game 

2nd May use throwing weapons. 

3rd Fight After Death when Berserk (T) 

May use javelins. 

4th Powerful Blows (T) 

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

6th Berserk (ex) 2/game. 

 

 

 

CLASSES, BARD 
[23-30] [playtest request] 

Motion to table all bard stuff for playtesting. 

All Bard items (items 23 through 30) will be playtested as 

written for vote next year. All items will be placed on the 

agenda as they are for the vote; no changes will be 
allowed to any of the bard items. 

Bard Changes 

 

(RW) Change Charm 

Intent: Charm is too complicated, too open-ended, and is 

a death spell in its current form. Example: You can charm 

someone to belly crawl from their current location to X 

location, or lay the palms of their hands on the ground 

before you. Yes they can go to a safe, out of the way 

location, to perform the charm, and the bard can follow 

them there and kill them. Another example is making 

them do 70 pushups, or sprint to the farthest treeline and 
back, effectively forcing most to take a death or be dead 

tired for the rest of the day. It's easier to make the charm a 

verbal entangle. Yes it makes the spell similar to Sleep, 

but it's the lesser of two evils. Sleep has a much, much 

longer incantation (30 syllables vs. 23), is a per life spell, 

and is therefore suitable to stay as it is. … 

 

  



(RW) Change Charm, continued 
Suggested Changes: 

From: 

Charm (S, Control) 

E: Enemy player is given a task by the caster, such as sing 

or dance about, which he must perform. The caster should 
describe what he wants the Charmed player to do within a 

10 count after casting the spell. The caster and the victim 

may not attack each other during this time. If the caster 

dies before the instructions for the Charm are given, the 

player is freed of the Charm. If the caster has not given 

his instructions within a 10 count the Charmed player is 

freed. Spell ends when the task is completed or a 150 

count has elapsed, whichever comes first. 

L: You may not Charm somebody to affect his own 

person, equipment, or teammates. The victim may defend 

himself if attacked, but otherwise may not interact with 

other players unless it is required to complete the Charm. 
The victim may move immediately to a safe, out of the 

way location, if performing the Charm at their current 

location would place him at a battlefield disadvantage. If 

moving to a safe location, the count for the 

Charm begins when the victim arrives at that location. 

Impossible tasks such as, “Bring me the moon in a 

teacup” result in the Charm being wasted. 

N: The Charmed player’s count starts the moment they 

are Charmed, except as noted above. 

 

To: 
Charm (S, Control) 

C: Bard 1 

I: State “Charm” – followed by a 20 syllable or more 

poem – followed by “Charmed.” 

R: 20 ft 

E: Victim is given a simple task by the caster, which he 

must perform. Victim is stuck in place performing the 

task for 150 count. The victim may not otherwise move or 

communicate in any fashion, and neither the victim nor 

his equipment can be effected in any way – except where 

noted below. 

L: You may not Charm somebody to otherwise affect his 
own person, equipment, or teammates. The task must be 

simple, such as dance in place or sing, and cannot impede 

gameplay other than its effect on the victim. 

N: Dispel Magic will instantly negate the effect. Shove, 

Teleport, and Wind may be used normally on an affected 

victim. 

 

 

(BS) Bard Rewrite 

Intent: Separate Bard from Druid by removing Voice. 

 

Suggested Changes: 

Level 1 

2. Move Honor Duel from Level 4 to Level 1 of the Bard 
Spell List at cost 1/max 4 per life. 

3. Move Pro Subdual from Level 2 to Level 1 of the Bard 

Spell List at cost 1/max 4 per game. 

 

Level 2 

4. Add Heal to Level 2 of the Bard Spell List at cost 

2/max 2 per life. 

5. Move Hold Person from Level 1 to Level 2 of the Bard 

Spell List at cost 2/max 2 per life. 

 

Level 3 

6. Add Entangle to Level 3 of the Bard Spell List at cost 
2/max 2. 

7. Move Confusion from Level 4 to Level 3 of the Bard 

Spell List at Cost 1/max 2 per game. 

 

Level 4 

8. Add Barkskin to Level 4 of the Bard Spell List at cost 

1/max 4 per game. 

9. Move Yield from Level 5 of the Bard Spell List to 

Level 4 at cost 1/max 4 per game. 

10. Move Mute from Level 5 of the Bard Spell List to 

Level 4 at cost 1/max 4 per life. 
 

Level 5 

11. Move Awe/Fear from Level 4 of the Bard Spell List to 

Level 5 at cost 2/max 2 per life. 

12. Move Dance from level 6 of the Bard Spell List to 

Level 5 at cost 2/max 2 per life. 

13. Add Feeblemind to Level 5 of the Bard Spell list at 

cost 2/max 2 per game. 

14. Move Release from Level 6 of the Bard Spell List to 

Level 5 at cost 1/max 4 per life. 

 

Level 6 
15. Add Dispel Magic to Level 6 of the Bard Spell List at 

cost 1/max 4 per game. 

16. Add Protection from Magic to Level 6 of the Bard 

Spell List at cost 1/max 4 per game. 

17. Add Stoneskin to Level 6 of the Bard Spell List at 

cost 2/max 2 per game. 

18. Add Teleport to Level 6 of the Bard Spell List at cost 

1/max 4 per game. … 

  



BARD REWRITE — SPELL LIST 
 

First Level Type School Uses Cost/Max Range 
Cancel S Sorcery Unlimited 0/- 50’ 
Charm S Control 1/life 2/2 20’ 
Honor Duel S Sorcery 1/life 1/4 20’ 
Presence N Neutral 1/game 1/4 -- 
Protection from Control E Protection 1/game 1/4 T 

Protection from Subdual E Protection 1/game 1/4 T 
Visit N Neutral 1/game 1/4 -- 
      

Second Level Type School Uses Cost/Max Range 
Heal S Spirit 1/life 2/2 T 
Hold Person S Subdual 1/life 2/2 20’ 
Legend S Control 1/game 1/4 20’ 
Liplock E Sorcery Unlimited 2/- T 

Talk to Dead S Spirit 1/life 1/- T 
Truth S Control 1/life 2/2 20’ 
      

Third Level Type School Uses Cost/Max Range 
Confidence E Sorcery 1/game 1/2 T 
Confusion S Control 1/game 1/2 50’ 
Entangle B Subdual 1 bolt/U 2/2 
Extension N Neutral 1/life 1/2 -- 
Imbue N Neutral 1/game 1/2 -- 

Sleep S Subdual 1/life 2/4 20’ 
      

Fourth Level Type School Uses Cost/Max Range 
Barkskin E Protection 1/game 1/4 T 
Berserk E Sorcery 1/game 1/2 T 
Lore S Control 1/life 2/2 20’ 
Mute S Control 1/life 1/4 20’ 
Warskill N Neutral 1/game 2/1 – 

Yield S Control 1/game 1/4 50’ 
      

Fifth Level Type School Uses Cost/Max Range 
Awe/Fear S Control 1/Life 2/2 20’ 
Dance N Neutral 1/game 2/2 -- 
Feeblemind S Control 1/game 2/2 50’ 
Mimic N Neutral 1/game 2/1 – 
Release S Sorcery 1/life 1/4 20’ 

      

Sixth Level Type School Uses Cost/Max Range 
Protection from Magic E Protection 1/game 1/4 T 
Stoneskin E Protection 1/game 2/2 T 
Teleport S Sorcery 1/game 1/4 T 

 

 

  



(IM) Combat Casting 

Intent: There has been quite a bit of discussion about 

Bards lacking a true capstone ability, and the desire to 

replace or modify Voice. 

 

Suggested Change (choose one or none): 
Add to the Bard spell list: 

 

a. 

Combat Casting (N, Neutral) 

C: Bard 6 

E: The bard no longer needs a free hand to cast spells. 

L: May not be used to cast magics with a greater range 

than 20'. 20' magics cast with Combat Casting may also 

use Extension. 

 

Cost 2/ Max 1 per game. 

 
or 

 

b. 

Combat Casting (N, Neutral) 

C: Bard 6 

E: The bard no longer needs a free hand to cast spells. 

L: May not be used to cast magics with a greater range 

than 20', including magics with ranges increased to 

greater than 20' by the use of Extension. 

 

Cost 2/ Max 1 per game. 
 

or 

 

c. 

Combat Casting (N, Neutral) 

C: Bard 6 

E: The bard no longer needs a free hand to cast magics. 

L: May not be used to cast magics modified with 

Extension. 

 

Cost 2/ Max 1 per game. 

 

 (DS) Buff Bard - Lost 

Intent: None provided. 

 

Suggested Change: Add Lost to Bard at 1st level, cost 1, 

max 4, per life. 

 

(BS) Buff Bard 

Intent: Currently the bard is nearly useless against certain 

classes. The monk, druid, anti-paladin and a berserking 

barbarian are all immune to the vast majority of bard 

spells. Daze is a spell to temporarily disable a target 
without killing that target. It trades power with range. 

 

 

 

Suggested Change: 

Daze (S, Sorcery) 

C: Bard 3 

I: State "I daze thee" x 5 

R: 20' 

E: Target is effected as per the spell stun. 
N: The victim is released early from the effects of this 

spell if any of the following occur: A. The victim 

becomes the target of a spell or ability from an enemy 

player; B. An enemy attacks the victim; or C. An enemy 

comes within 10' of the victim. 

 

Cost 1/Max 2 per life 

 

(BS) Buff Bard 

Intent: Currently, awe/fear is only a per game spell. Bards 

should be adept at causing people to be in awe of them. 

This alteration will help the bard with crowd control. Per 
life spells are quite a bit more fun than per game spells as 

well. Plus, many level 4 spells that other classes get, like 

call lightning for druid, automatically kills a target. 

Awe/fear doesn't kill or maim a target. It is used to keep a 

target at bay. 

 

Suggested Change: Change awe/fear to Cost 2/Max 2 per 

life for bard. 

 

(BS) Buff Bard 

Intent: Dance is currently one of those spell add-ons that 
players like the idea of but they rarely take because it is 

per game and at sixth level. Making a spell more powerful 

will literally remove the amount of actual spells that the 

bard has available to cast. Since dance is not per life, you 

are using up per game spell points. This is highly 

detrimental to the actual effect of the Bard on the field. 

None of the 20' bard spells are kill spells. 

 

Suggested Change: Change Dance for bard to per life, but 

make dance only effective with 20' spells. (no yielding or 

confusion) 

 

(RW) Remove Legend 

Intent: Legend is extraordinarily complicated and takes up 

most of a page, most people don't understand how it 

works. Because of the nature of Legend, veterans rarely 

'wander into' the area of effect and get caught in it; it's 

generally a weapon against newer players alone. That's 

bad. This gives the bard a versatile (Though very long, 30 

syllable) sorcery spell, and takes away the 

overcomplicated Legend. If voice is changed, this grants 

bards a needed spell with a versatile school. 

 
Suggested Change: Remove Legend, replace it with Stun, 

cost 1, available 4/game, at the same level. 

 

 

  



CLASSES, MONK 
 [41] (RW) Monk Buff - Missile Block 

Intent: Monks, with Missile Block, are intended to be 

better at defending themselves against projectiles than any 

other class. However, as it stands now, if a warrior blocks 

an arrow with his sword and it deflects and hits him in the 
chest, then the warrior's sword is broken, and the warrior 

himself is fine. If a monk does the same thing, the monk's 

sword is fine, but the monk himself is dead. 

 

Suggested Changes: 

Change the effect Monk Missile Block. This will also 

propagate to Greater Missile Block. 

 

From: 

E: Player is allowed to block arrows with their weapons 

without penalty. If such a block is insufficient to prevent 

the projectile from striking any legal target, it still counts 
as a hit. 

To: 

E: Player is allowed to block arrows with their weapons 

without penalty. If such a block causes the projectile to 

deflect or bounce onto any legal target, it does not count 

as a hit. 

 

Clan 2009 Clarification 16) Transfer Life on Monsters 

(Submitted by CK) 

There is unnecessary verbiage in the monk’s transfer life 

ability referencing a no-longer possible transformation 
into a monster. On page 28 it states “Lives given to 

people playing transformed monsters are played as the 

original class, not the monster.” 

 

SUGGESTED CORRECTION/CHANGE 

Remove the line on page 28 stating “Lives given to 

people playing transformed monsters are played as the 

original class, not the monster.” 

 

GOAL/INTENT OF CHANGE 

Keep abilities in line with the other changes from last 

year. 
 

 

 

MAGIC, RULES OF MAGIC, MAGIC CLASSES 

[12] (GV) Declaring Immunities 

Issue: A player is not required to state that they are 

immune to an effect which has been used against them, 

while many players do this as a courtesy, it is not 

mandatory. Failure to notify your opponent that you are 

unaffected by his actions (for example being hit with a 

Fireball and then simply continuing to fight without 
acknowledgement of the shot) is not only poor 

sportsmanship, but leads to potential game slowdowns 

due to confusion, and possibly escalated issues due to the 

perception of cheating. 

 

Suggested Change: Add Game Etiquette Bullet Point 5 

(RoP pg 13) 

 

Quote: 

5. If you are immune to, protected from, or for any other 

reason are not affected by a magic, ability, or physical hit 
you must notify your opponent as quickly as possible. 

Acceptable ways to inform them include saying 

"Immune", "Protection from <school/effect>", "No 

Effect", etc. You are not required to interrupt any 

incantation, but should notify your opponent immediately 

after that incantation is complete. Informing your 

opponent that you are not affected by his actions does not 

count as breaking a Chant. 

 

[34] (BS) Buff Healer 

Intent: Lost is currently a very weak spell for being per 

game. The base could very well be a 20 second walk 
away taking a target out of combat for 30 seconds. 20 

seconds there, 10 for the jog back. Taking lost as it is, 

isn't very good to take since it is per game. Changing it to 

per life makes lost more effective. 

 

Suggested Change: Change Lost from per game to per 

life. 

 

[36] [playtest request] 

Request for Proposals on Fireball and Lightning Bolt 

The CoM formally requests that all Kingdoms playtest the 
below suggested changes, and report to the CoM prior to 

Clan 2011. This proposal will be considered at Clan 2011, 

and even though it is a clarification year this change will 

be considered. 

 

Reduce the power of Fireball and lightning bolt: 

 

a.(RW) Change Fireball and Lightning Bolt to the 

following: 

 

Lightning Bolt (B, Flame) 

C: Wizard 2 
M: Padded yellow “Lightning Bolt” with streamers 

I: Hold bolt in free hand and repeat x5 “Lightning Bolt.” 

E: Destroys the first piece of equipment it hits. 

L: Lightning Bolt does not kill or wound a player unless 

noted otherwise. Does not effect invulnerability. 

… 

 

  



[36] [playtest request] Request for Proposals on Fireball 

and Lightning Bolt, continued 

Fireball (B, Flame) 

C: Wizard 4 

M: Padded red “Fireball” with streamers 

I: Hold ball in free hand and repeat x5 “Fireball.” 
E: Kills any player it touches while moving, even on a roll 

or foot shot (it affects all players it touches not just the 

first one struck). When throwing the caster may declare 

that the Fireball is “remain active.” If this is done, the 

Fireball will continue to burn for up to two minutes after 

it comes to a stop, killing the very next player it touches 

and ending the effect. Bounces count. Is not stopped by 

armor, and does one point of damage to invulnerability. 

L: Fireball has no effect when it hits equipment unless 

noted otherwise. 

 

and 
 

b. (BS) Change Fireball and Lightning Bolt to the 

following: 

 

Lightning Bolt (B, Flame) 

C: Wizard 2 

M: Padded yellow “Lightning Bolt” with streamers 

I: Hold bolt in free hand and repeat x5 “Lightning Bolt.” 

E: A direct hit on a person will kill or wound them just as 

if it were a throwing weapon. Lightning Bolt will do 2 

points of damage to armor. Weapons struck are destroyed. 
 

Fireball (B, Flame) 

C: Wizard 4 

M: Padded red “Fireball” with streamers 

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

E: Destroys any piece of equipment or kills any player it 

touches. 

 

Clan 2009 Clarification 2B) Flamewall vs 

Invulnerability (Submitted by EH) 

Clarify Flamewall to determine what happens when a 

player with Invulnerability attempts to cross it. (does it 
work like Immolation?) 

"Any person entering this area with invulnerability loses 

one point but may pass through the flame wall. Against 

invulnerable armor this counts as one hit on every 

location and has a full effect on the target if any areas 

have no points of invulnerable armor" 

 

Clan 2009 Clarification 8) Dead Players losing 

enchantments due to moving (Submitted by RW) 

It seems that this rule was intended to prevent someone 

from moving to where it was easier for them to be 
resurrected but the current wording suggests that a corpse 

that is moved via a shove or teleport will lose their 

enchantments or not be able to be resurrected. 

 

SUGGESTED CORRECTION/CHANGE 

Clarify that loss of enchantments or inability to be 

resurrected results from voluntarily moving. 

 

 

 
MISCELLANEOUS FIXES/CHANGES 
[n/a] Version 8 Committee for a new rulebook edition 

in 2014, declaration of 2012 as a clarification year only 

 

Brennon explained small committee of Phocion, Roger, 

Chekers, Kord, and Brennon is being put together to 

create a newer version of the rulebook. Estimated 2014 

release. 2012 will not be a rules change year due to new 

process. 

Belkev asked if this was necessary. 

Brennon stated that there are a number of things that 

absolutely have to change, that would do so on a very 
basic level which would be undoable under the current 

rules revision process. 

Medryn asked why we need a new committee that is not 

going to be going through the current rules revision 

process. 

Brennon responded that large committees are untenable, 

not a slight against the rules committee. What we are 

doing will be completely transparent, on E-sam, visible to 

everyone. 

Forest suggested not removing 2012 rules change process, 

so as not to stick us with the current rulebook for four 
years. 

Brennon explained that it has been stated multiple times 

that the COM is the final arbiter of the rules revision 

process. The committee can be replaced, the project can 

be scrapped, items can be changed, etc. The committee 

will not be doing anything by fiat. 

 

[n/a] Version 8 Committee for a new rulebook edition in 

2014, declaration of 2012 as a clarification year only 

continued 

Unanimous approval to make Brennon chair of V8 

committee. 
Motion by WL for Rules rep organizer as permanent 

member of the committee. 

Passed. Medryn was added as a member of the V8 

committee. 

 

Clan 2009 Clarification 29) Typos, Wrong Word 

choice, Formatting Errors 

(Submitted by DS unless otherwise specified) 

Credits page 29A) 

"italicized text indicates spells" should be "magics". 

Page 29 #4 29B) 
"The target of magic must be in range at the time the spell 

is completed in order for it to count." … 

 

 



Clan 2009 Clarification 29) Typos, Wrong Word choice, 

Formatting Errors (Submitted by DS unless otherwise 

specified), continued 

should be "magic" Otherwise the target of an enchantment 

can wander out of range during casting and it would still 

count. 
Page 29 #9. 29C) 

"A person may carry only one at a time unless explicitly 

noted otherwise in a spell or class, such as the Stack 

magic or the Attuned ability. Note: Reanimate is an 

enchantment." should be "magic" There are no spells that 

affect the number of enchantments. 

Page 30 #16 29D 

"Spells completely cast and enchantments discharged are 

considered used, even if they were ineffective against 

their targets." should be "Magics" Covers enchantments 

cast on Barbarians and unused neutrals. 

Page 31 #1 29E) 
"Immunities to magic are based on the School of magic 

they belong to. Exceptions to this are noted under the 

limitations of the spell. Note that immunities never extend 

to equipment." should be "magic" 

Some enchantments have schools granted to their effects. 

Page 40, Advancement 29F) 

Page 43, Dance 29G) 

Page 44, Enhancement 29H) 

Page 44, Expertise 29I) 

Page 47, Imbue 29J) 

Page 57, Voice 29K) 
Page 60, Magic User 29L) 

"spell list" 

Page 50, Messenger 29M) 

"Recipient must go straight to destination, deliver 

message, then return where spell was cast." Should be 

"enchantment" or "magic" 

Page 50, Petrify 29N) 

"A ball may not be reused if the spell is in effect (on a 

victim)," Should be "magic ball" or "magic" 

29O) 

"any monster that can cast a spell or use a spell-like 

ability" 
Page 60, No-Magic Game 29P) 

"no spell casting" 

Page 60: 29Q) 

Magic Ball (B): “…This includes foot shots, tail hits and 

grazes. A hit to a hand holding a weapon affects it as if 

the ball it hit the weapon…” 

Page 61 under Rules Rep Clarifications: 29R) 

“The main duty of the rep is to poll their Kingdom for 

rule changes and clarifications then bring them to the…” 

29S) 

Page 59, table under Invulnerabiltity (Submitted by EH) 

Delete the item “Paralyzation” where it appears 

underneath the glossary definition of Invulnerability as a 

separate item from "Touch of Paralyzation". 

(typographical error) 

Page 35, weapon cost chart (Submitted by EH) 29T) 
Remove the 1 pt weapon cost line from the chart (since no 

spells / abilities reduce any weapon to the cost of 1 pt, this 

line is no longer relevant) 

Page 37, Bladesharp/Bludgeon (Submitted by GV) 29U) 

Correct range from “1/4” to “T” 

Flame Arrow (Submitted by RW) 29V) 

Semantics. Armor can be damaged. Players are either 

wounded or killed. This is just a wording consistency 

issue. 

SUGGESTED CORRECTION/CHANGE 

Clarify that Flame arrow "wounds/kills" people, not 

"damages" them 
 

Clan 2009 Clarification 24) Single Color Belt Favors 

(Submitted by DW) 

On page 13 number 9 states the following without 

enumerating what the colors for each standing are, nor are 

there any other mention/defining characteristics of the 

“fraternity”. “Single color belt favors are indicative of a 

fighter’s relative standing within the fraternity of the 

Order of the Warrior.” 

 

SUGGESTED CLARIFICATION/CHANGE 
Either add what color belt favor is used for fighter’s 

relative standing and what the “Fraternity of Order of the 

Warrior” IS, or take it out from the Rules of Play 

completely. Consider having this be within the purview of 

each kingdom’s corpora. 

 

GOAL/INTENT OF CHANGE 

Clarify whether this is something that should continue to 

be in the Rules of Play and if so, clarify/define what it is. 

 

 

 
 

 

 

 

 

 

 

 

 

 

 
 

-end of document- 


