Guild Wars

Bg Baron Sir (orin - Astra] Winds, Dragonspine

C]uilcl Warsis a competitiorw between the gui]ds to possess the Guilc{ Relic. The Gui]cl Ke]ic is Fought over

once every months. Thc relic has varying Propcrtics based on which class possesses it.

The event of Guild Wars is meant to be fairin theorﬂ on]g. The game will inevitable be comP!icatec{ }39 the

ski“, class level and number of Plagers in each guild... but here are the rules as we Pl89 them.

(Huilds & (Guildmasters

Only gui]ds that have a gui]dmaster may Par’ciciPate in guildwars.

A person may onlg be guiidmastcr of a singlc class Cluring any given reign.

Aguiid must have at least 3 members to Participatc in guildwars.

A P]ager must have signed in atleast 1 time during the last 3 months in order tojoin a guild.
(Exception: F]agers who are Mas’cers of that c;ass, or have reached Gihlevel in that class.)

Relic Rules

Tlﬂc relic is controlled bg the gui!dmaster, who oversees its use and makes sure that it is used evcn]g

amongst the guil&.

Onlg P]agcrs who Par’cicipatcd in gui]dwars may use the relic. (Exception: Flagcrs who are absent and//or
unable to Par’cicipa’cc may use the relic at the guildmaster’s discretion.)

Anti~Faladin ~ The Urﬁholg blade

"]n the hands of an Anti~Palac{iﬂ, the relic transforms into a blade of pure evil.

T}‘Ae glistening black sword may be used once per life and has the Fo”owing effects:
i. ]mmune to all forms of magic (Dispe] Magic disables the blade for 100 count)

2. Considcred to be under the effects of the BLADfﬁfjAKFsPc]]



3. T he Anti-Paladin may extend the Fo”owing abilities througl'l the blade
o Touch of Death

o Stea! Lhce (UPO” s]aging a targct)
o Reanimate: 1 person per life slain 53 the blade may be reanimated ’cojoin the
Ant#Faladin’s team.

Archer - Arrow of Slaging

"]n the hands of an Arclﬁer, the relic becomes a PowerFul arrow of slaging.”

T his slender black shaft bears the sign of death on its head.

Tl"le arrow may bC USCCI once PCT ll{:C and is l"CUSBI’DlC.

Whatever is hit by the arrow is c{estrogecl, regarc”ess of armor or enchantments (exception: ]nvu!nerab!e

Armor, Fro—Magic).

Fro’cection from magjc causes it to act like a normal arrow.

Assassin - Dlade of Assassination

i the hands of an Assassin, the relic shapes itself into a deadlg tool of assassination.”

Once per game the Assassin may call upon the thin black sword's power to s!ag his opponent.
Bﬂ saging "Tool of &eath) strike true and deeP“ x3 the blade is activated. While active, it has the Fo”owing

POWCFS:

1) T he sword is considered to be under the effect of the B/ AP S/TARKF enchantment.

Z) The sword is considered to be under the effects of the /MB[//E WEAFONenChantment‘
3) Victims of the blade may not be restored to life as if theg had been the target ofthe SEVERSFIKIT

sPeH.
Tlﬁe blade will continue to function until the assassin dies or there are no more enemies on the field (ie, an

advanced count is ca”ch.

PBarbarian - Pelt of giant strength

“The relic compliments the barbarian bg }Jecoming a large leather belt.”

While worn, the barbarians muscles surge with power, and all of his weapons (inclucling throwing weapons,

but not bows) are considered red.



The belt may be worn twice per game.

Bard ~ Hom of Hcrocs

“thn a bard lags hands on this relic, it becomes a rather dulHooking horn. But, once per Ii)ce, the magic of
this horn may be revealed bg blowing it sounc”y”.

Once blown, all Plagers on the bard's team who are dead immec}iatelg come to life as if tl‘leg had already

counted to 300.

Druid - Staff of Summoning

"\When handled bg a druid, the relic sl'lapes itself into a staff covered in ancient carvings of various animals
and monsters.”

The staff may be used once per game.
Tl’ﬂ’s staff allows the druid to transform himself or another Plager into another creature.
|: «Staff of Nature transform this boclg” x5

Ang creature from the sPe”: Reincarnate may be used. Once the incantation is completecl, the target will

Plag out his current life as the monster.

The target will retain any wounds that he had before the casting of the sPe“.

FHealer - Rodof | ife

“The relic cluthcullﬂ changes into a shimmering rod for the healer that touches it.”
T he healer may use the rod once per game.

While holding this rod, the hca!crgains the Fo“owing abilities:

I. A” theal' and 'resurrect’ spe”s have a range of 20 feet

2. The healer can grant up to 10 Peop]e the ‘B]ess‘ sPe” }33 stating the Fo”owing:
“Mag the white lig}nt watch over and Protect usall"x 10

All recipients of the above spe“ must be toucl'xing the healer while it is cast.



Monk ~ Gloves of the Master

“Thc relic encases the monk's hands in dull~gra9 glovcs.”

While wearing, these gloves (which can be used once per life), the monks gains the Fo”owing abilities:

i. May block any sPe”ba” with his hands.

2. Becomcs immune to the /"fcat Wcapon spc”. (Not ‘Warp Wood’, ‘Fgrotechnics’, or ‘Shattcr‘)

3. Bccomes immune to the /ccba/[ Entang/c, Fetn@ ana//:/cs/) to 5f0/76 sPe”s it tlncg are blocked }33 the

Monk’s weapons or hands.

Paladin - Blessed Bla&e

“The relic uses the pure heart of the Fa]adin to fuel its transformation into this gleaming silver blade.”

T his blade aids the Pala&in in his quest to defeat evil by giving him the Fo”owing abilities:

i. The blade is immune to all forms of magic (Dispe] Magic disables the blade for 100 count)

2. The blade is considered hardened.

3. Hea!: Mag cast the /7’5/4L spc” up to three times per life }33 !aging the blade across the wounded
individual and reciting the 7 AL sPe”.

4. Bless: May cast the Bjﬁfﬁﬁspe” once per life by laging the blade across the sukject and saging
“May the white light guard and Protcc’t you" x3

Scout - C]oak of lnvisibilit9

" or a scout, the relic transforms into a shimmering cloak.

Bﬂ donning the hood of the cloak and chanting 1| et no creature see me" x 3, the Scout becomes invisible
and may not be attacked. T his effect lasts up to 100 count, c]uring which the scout must chant "invisible 1,
invisible 2 ... invisible 99, invisible 1007

)]

A\Cter reaching 100, or sooner if clesirecl, the scout must PU” the hood off and state “] am visible once more™.

This effect may be used twice per game. lec AN77~MAG/C5P6” causes the scout to immediateb

become visible.
No game items may be carried while invisible.
Also, the scout may not do angtlﬁing other than travel while invisible. [He may not attack, use abilities, speak,

etc.

Warrior - Puckler of ReBouncjing



"\When Possessecl }33 a warrior, the relic c}‘xanges into a small golclen disk with a handle on its back.”

The small buckler (up to 18” in diameter) may be used once per life and has the Fo”owimg effects:

i. Consiclere& under the effects of the /MBUE éﬁ/ELDsPeH
2. ]xC used to block a SPC”}Da“, the bearer of the shield may immec{iatelg Pick up the sPe”ba“ and throw it at

someone. | his *must* be done within two seconds, or the spemaa” ceases to exist. Also, if the spe”ba”
bounces off of the shiel&, it is considered to be ‘active’ until it hits another target or the groun&. ]]C it hits the

ground, it may be utilized as described above.

\Wizard - Wand of the (Guardian
Createc/ éﬂ Master Mic| Death - AW

“]n the hands of a Wizard, the relic shapes itself into a long slender wand. Tlﬁis wand can be used to create
a guardian of unstoPPab]e Power.”

Uses: l/Game

]: “No weapon shall so much as scratch you” x5, Tie 3e”ow ribbon

I Target gains the monster trait ‘Tough’

. Camnot be dispe”ed

Guil& \Wars of the Fast

Ourlcirst Guilcl War

We used a simPle battlegame for our first guild war. The guil&s were all arranged ina circle rougHg 100 feet
in diameter. The gui]d bases were sPacecl even]g round the circle.

Each P]ager was given | Pink ribbon for each of his lives, giving each Player from % to & ribbons.

When a Plager was ki]]ed, he would take one of his ribbons to the base of the Piayer who killed him and tie it
to theirgoal post (in our case, a thin Fiberg]ass Pole stuck in the grouncl.)

At the end of the game, the guild with the most ribbons was declared the victor and was awarded the relic.

QOur second guilcl war

% months later we Par’cicipated in our anguildwars event. | his time, it was winter and we were inside. \We
sectioned off the an area for each of the guilds at the Perimeter of our]cighting area to act as the teams

base‘



[~ ach P]agcr was again given | ribbon for each life ’cheg had. T his time, due to space constraints, we told
the P]agcrs that on]g 50% of their team could leave their base. When a Plager died, he awarded his ribbon to
the team that killed him, the Procccdcd to enter his base. As soon as he did 50, one of the reserve
teammates was allowed to enter the battlefield.

Tlﬁe Plagers who were inside the base (dead or not) were allowed to Fire/ throw Projecti]es from it
(spe”ba“s included, no verbals).

At the end of the battle, the team with the most ribbons was declared the victor and awarded the relic.

Our third Ciuild War

Our third guilclwar event was a little different than the last two. | his time, we had the teams enter a round-
robin tournament, in which theg Fought several otherguilds one-on-one with normal class rulesJ with the
Fo”owing exceP’cions:

Angthing with a count greater than 60 was reduced to 60.

Onlg 5 Plagcrs were allowed on the field at a time.

First, we seParated all the classes into the loose classifications of ‘Melee’, ‘Kaﬂgecl’ and ‘Magic’ classes.

Each class was Paire& against a random class from each of these c]assiﬁ'cations, gorming a »-stage round

robin.

T his ensured that each guil& had to Figl‘mt arange of classes. (] ies are broken with additional battlcgamcs).
The gui]cl with the most wins was declared the victor and awarded the relic.

An alternate version of this game includes the )Co”owirxg rules:

F]ace 7 items of some sort (ba“s, sticks, etc) in the center of the battlefield.

Flace a goal in the base of each team.

Giive the game a 10 minute time l[imit.

(Create two Posi’cions on each team: Attacker and Defender

Attackcr~ Wcars a colored headband. Hc is the onlg person that may touch the score items.



Deiccnder—~ \/\/ears a colored tabard. Cannot attack anyone outside of 5OFt from his goal. Mag not be
attacked i)g anyone farther than 50ict from his goal.

The above Positions may be traded amongst the team ciuring Pl89 133 Passing off the associated garb
(neadban& or tabard)

5core items may be taken from the center of the field or from the oPPonents goa].

Onlg I score item may be carried at a time.

]]C, atthe end of 10 minutes, neither team is siiattered, then the team with the most score items is declared

the victor.

Reign 15

Gui]ci Wars

For this iteration of (Guild Wars, the Piagers were given Li)‘;‘f Count‘crs. Ti‘icsc counters

were rePresente& by 6” Pieces of f:unnood]e.

[~ ach P]agcr will be given one for each life that he would norma”y have.

Tnese counters are stored at the team’s base.

very time a player comes alive, he must take a | ire (__ounterirom his base and carry it on his person.
I y ti Pi y live, h ttake a] ife C f his b d Y i hi P
Upon ciging, he must immeciiatclg drop the counter and return to his base, where he may rejoin the battle 133
ta ng another (__ountertrom his | eam’s [ ool. player must re-enter play with a 50 count.
ki h from his | eam’s Fool. A pl lay with a 3

Dropped or Discarcied Liice Counters become Gamc /tcms. (5@@ Game ltem rules bclow).
When a Piager is kiiied, he must also droP any Liice Counters that he is carrging in his
hands.

/\/O YO 7—/7@ L/}[c Counfcr rcprcsent/hg the current life of a p/aycr s not* a game

item.

Kesurrect and similar spc”s/ abilities will cause a Plagcr to continue Plaging *without*

a life token.
Li]CC Countcrs may be carried back to a Piagcr’s base and Cicpositcci in his team’s Pool.
The goal of the game is to remove other teams bg taking all of their | ife Counters while

maintaining a suPPlﬂ for your own team.

This Battlcgamc will be broken up into % distinct Rounds. See below for information on each Round.



GAMLE [TEMS:

(Game Jtems must conform to the Fo”owing Rules and Restrictions:

1) A Game [tem must be held in a hand. Nothing else may be held with this hand.

Z) Angtlﬁing that hits a carried (Game [tem counts as a blow to the hand,/arm holclfng it.

3) A Playcr may not use Tclcport, Fass Without Trace, Sanctuarg, chcnd, (ommune, Honor Ducl or Flight while carrying a
Game ]tem

4) Thc Fo”owing sPe”s/ abilities will make a Plagcr clroP a (Game [tem:

a. Entangle/ Jeeball

b. Fetri{:g

C. Lost

d. Sleep/ Mass Sleep
e. Subdual blows (two limbs or a torso)

f. Stun
-8 Wind

Round i

Each GUiH will be dcsignatcd a base consisting of a 5~Panei wall. This wall may be
rearranged however the Guil&master sees fit so long as it isn’t moved from it’s starting
area.

In ac{c!ition, each (Guild will be given a sing]c Pancl wall that tlﬂcg may P!acc angwlﬂerc on
the battlefield so long asitis at least 5 feet from any base.

Round i will last for 20 minutes.

Rouncl 2

Between Rounds i and 2 will be a 5 minute rest Periocl‘ During this Periocl, Plagers may
collect cquipmcnt, get somctlﬂing to c{riﬂk, ete. At the end of this 5 minute Period, P189
will resume. Ang team that has been knocked out of the competition must sit and
observe (]:)ut may rejoin in a limited fashion during round 3).

All Fer (Game spc“s, abilities and effects are refreshed.

Each remaining Guild may rCPosition one of the greestanding walls as per Round i.
Round 2 will last for 20 minutes.

Rouncl 3

At the end of Round 2 the Reeve will count the remaining Lhce Counters of all comPeting
(uilds. T he 2 Guilds with the most | ife (Counters will continue on to Round 3.



The otl'xerguilds may continue onin a limited fashion as a member of T he Horde. (See
below).

Tlﬂc walls will be divided evcn]g between the top 2 gui!ds. These walls will be used to
create the (Guild’s fortress. | he walls may be Placed however the (Guildmaster wishes,
with the Fo”owing exceptions:

1) No wall may be closer than 5O1Ct to an enemy wall.

Z) Th@ walls may not be used to create sealed rooms (ie, you must be able to get in

and out.

3) E_ach gui]cl must c{esignate a §~Pane] wall as theg Lhce Counter Fool‘ A” life

counters must be stored here.

Each Guila will gain command of a Horc]e. The [Horde will consist of the Plagers of the
defeated guilds. The Reeve will divide these Plagers up to create even armies on both
sides. The Hordc Piagcrs will act as 1stlevel Warriors (tlﬂough thcg needn’t wear a sasl’m).
The [Horde does not use the life counters of the Cauild, but instead, each Plager has 5 lives.
When these lives run out, the Horc{e F]agers are shattered.

A“ Fer Game abilitics, spc”s and effects are refreshed at the bcginning of Round 3.
Round 3 shall last 20 minutes.

At the end of 20 minutes, the Guild with the most Li{ze Counters will be declared the
winner of Guild Wars.

Note: lt’s recommended that the third round be left out and the winner be selected after Round 2.



