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Dear Player
Thanks for booking for Weathering the Storm. We really hope that you are going to enjoy this event which is a stand alone Harts Campaign event with a horror feel.  We are very grateful with all your help in running this and know that together we can make this a great event.
This pack

Together with this pack you should find a slip containing your medical details and emergency contact details.  Please check these details carefully and if there are any mistakes send an e-mail to harts_command@hartsofalbion.co.uk
John’s Lee Wood Scout Camp, 
Markfield Lane,
Markfield, 
Leicester, 
LE67 9PS

Directions from the M1
· Junction 22 (A50)

· Take A50 East (heading Back to Leicester).

· Travel for approximately 1 and a half miles on the A50.

· Ignore the first exit on A50.

· Come to a Roundabout. (Landmark - Pub - 'Field Head').

· Take the first left at Roundabout - Signposted for Newtown Linford. (Go past the Field Head Pub on your right).

Directions from the M42

· At Junction 11 continue forward onto the A42  

· Leave the A42 at junction 13,

· At roundabout take the 5th exit onto the A511 

· Continue on the A511 over several roundabouts

· At the A50 junction take the 2nd exit signposted Leicester, Markfield

· Come to a Roundabout. (Landmark - Pub - 'Field Head').
Directions from Field Head Pub
· Travel for 0.6 mile on this minor Road.

· Go past a number of houses on your left.

· Turn sharp left onto a gravel track. (Only landmark is a bench on your right).

· Travel slowly along Gravel Track (Narrow Track with passing places).

· Travel along the Track for 0.3 Mile.

· Come to a House / Tangle Tree Farm on your Left and a Gate.

· Obelisk / Stone on your Right.

· Go through the gate and continue straight on and look out for a Car Park sign. The Car Park is on your right after the barrier.

· Please park carefully and neatly in the Car Park.
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Thanks to the Guild of Scouts for their directions to the site.
Arriving on site
When you arrive on site, please park considerately and then report to event control in the Alan Gutterage Cabin before doing anything else. After you have signed in please put up your tent in the glade by the carpark.
Please don't arrive on site before six on Friday evening - anyone who does arrive before then will be politely asked to come back later.  

Can you also note that as usual, no on the gate bookings will be taken for players and anyone that turns up without having received confirmation of booking will either be turned away or asked to crew. 
Crew are welcome on the gate although if they could send us an e-mail or a phone call to let us know they are coming, it would be appreciated.
All the player accommodation at this event is camping – so after you have booked in you will be directed to put up your tent in the clearing by the car park. 

If you think you will be arriving on site later than ten pm, please contact the organisers. 

Time-In

Time-in will start 9 p.m. on Friday and will finish around 3 p.m. on Sunday.  We will ask everyone to make sure they are off site by 5 p.m. on Sunday.

We will also have breaks for food every evening – these will not be time out, but will be quiet times when people can go and forage for food.  The ref team will tell you when these are – but please remember to stay in character.  We do want to make sure you don’t collapse from lack of food – but if you can bring stuff to eat IC – you’ll find the atmosphere better.
Time Out

 

There is no timeout on Friday night.  If you feel yourself getting tired just make your excuses and go to the OOC area to sleep.  We do want to make sure you have a good night’s sleep – but there will be things going on all through the night.  
Spell cards and lore sheets

As usual for Harts events, we will be using an honour system for spell cards and will not be issuing any, so please keep a track of how much power you have used. Please also bring any lore sheets that your character needs – if you do not have the lore sheet there is a good chance you will not be able to use the skill at all times.

Herb Lore

This skill allows the character to use healing herbs. We shall be using lollysticks to represent the herbs.  Herbs will duplicate the effects of Cure Wound, Remove Disease or Purge Poison. They take 10 seconds to use and this does not require concentration. The lollysticks will need to be collected IC. The cards represent herbs IC and can be stolen or traded.
Tracking Boxes
At places around the site there will be bright orange “tracking boxes.”  If you are searching the site feel free to open the boxes.  If there is an envelope with a skill that you are using please read the information and replace it into the box.  Do not move or alter the information in these boxes.
Things to bring

The usual disclaimers about the weather are strongly reiterated - please bear in mind that it’s April in England, and therefore you should be prepared to cope with any eventuality from heat wave right up to and including snow. You will need, weapons and costume (recommended as you'll look silly without them) and a spare set of kit just in case…. Leaving your boots at home is NOT recommended
Don’t forget your tent and your camping equipment.  And cooking equipment and food.  We don’t want you collapsing or anything.
Also please remember sunblock and something to be able to carry water around in. We’re hoping that it’ll be hot.
Also – if you want to wash over the weekend please bring 10p pieces to activate the showers.  Otherwise you’ll be disappointed.
IC Information

Shrines to the Trinity have been attacked over the winter months all across Cornwall.  The Daemonic Troops of the Court of Lies have been seen in the vicinity, and the Hounds of Calligar rampage through the woods and mountains of the west of Albion.
In the barony of Silverlake, scouts have found an old shrine to the Mother, Magically warded with ritual magics that they cannot break.  
At the beginning of April they will set up camp and activate transport beacons so this building can be searched and the force that defiles the temples of the Trinity .are destroyed.
 “Sons and daughters of Albion; friends old and new

The land is once again threatened by those who would do us harm.

Our shrines and places of worship within Cornwall have been desecrated, whether by the Court of Lies, the Hounds of Calligar or some as yet unknown enemy is not clear. What is clear is that our people have need of us. 

Once the winter shrouded pathways have thawed I intend to lead a force of the willing to Silverlake where we shall uncover who has performed these dark deeds and bring them to the King's Justice.

Bring sword, shield and spell. Bring heart, mind and wit,  for all are tools in service to the King.

Together we stand in defence of the land, the people and the King.

Albion Forever

Corvus Corvidae
Duke of Cornwall”

“Well, that was the plan.    It was the 1st day of April when we all assembled in Winchester.  Looking around some were dressed in noble attire, whilst other were obviously seasoned soldiers well used to campaign.
After a rousing speech from the Duke of Cornwall the first ritual group entered the circle.  They called upon the powers of earth, air, water and fire, asked for the blessings of the Trinity upon their journey and spoke the name of the transport beacon of Cornwall.  Nothing happened.  Several times they tried over the coming hours – thinking that maybe the Scouts setting up the beacon and the camp had been delayed.  

It was after a few days that it was decided that something must be wrong.  The group then transported to the transport circle at Poyton keep – and began the 40 mile walk west through the harsh terrain.

Friends were made on that journey, and friends were lost – for travel is not often a kind companion.  As night began to fall the rangers pointed the group towards the woods where the scouts were meant to be camped.  They went back to collect those who had fallen behind on the long journey….”

And that is where our story begins.

Cornwall
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The Duchy of Cornwall is situated in the southwest corner of Albion, with Cymrija at its western border. Cornwall’s name comes from the Imperial "Cornovii", meaning hill dwellers, and "Waelas", meaning strangers.

Cornwall’s landscape consists of rugged granite moorlands that roll across the countryside, majestic cliffs that rise up out of the harsh seas and small villages in amongst the small, secretive coves scattered along its coastline. 

The soil is relatively poor and as a consequence the people have always looked to the seas for the majority of their food. The Cornish people even use some of the local seaweed in their cooking. Cornwall is famous for harbouring significant metal and clay deposits which, not surprisingly, lead to a thriving mining industry in the Duchy.

The Cornish people are fiercely independent and some see their loyalty to Cornwall first and to Albion second. They are wary of outsiders - whether they are foreign or from Albion’s other duchies - and this has lead to tension between the Crown and the Cornish in the past.

Area Overview

Nobles 

Baron:
  Lucien Steiner  (Seneshal of Silverlake)
Earl: 
Rhodric Pencarrow  (Earl of Bristol)
Duke:
Corvus Corvidae    (Duke of Cornwall)
Nearest City: 
    Melksham  (25 Miles North)


Camlann (25 Miles North East)


Alton  (30 Miles South)
Nearest Ritual Circle: 
Serenity (25 Miles East)

Nearest Transport Circle:
Poynton Keep (40 Miles East)
The Shrine

Location
The shrine to the Mother is thought to be situated on the border of Silverlake and Alton, by the river Tamar.  It is a long walk and far from any circle.  There are no known villages near the area and the shrine is marked on very few maps.
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The Cornish Fae
The Sidhe

The Sidhe are known by all who dwell in Cornwall.  Noble and regal they are often thought to be aloof or arrogant.  They seem to hark back to the realm known as Arcadia as a paradise.  These seem to be divided into two courts in Cornwall… that of the Dream and that of the Story.  This seems to be a ridiculous divide for there seems to be little difference between the two that I can see.
The Knockers

Often thought as urban fae – the Knockers love making and mending things.  They are often found to repair shoes and other small items.  However, they expect payment often with bread and milk.  They can however turn nasty if not treated right – and have been known to cause destruction in a large area if mistreated. 
The Cath Paulag

Rumours of the Seven spread through all the lands.  A cat like fae rumoured to have the ability to shapeshift but I have never in all my time met one.  I would assume that this is just some sort of Beastkin with airs and graces.
The Piskies

Feral and wild fae – the Piskies call the woods their home.  They have bestial features and long horns which means they are often cold and brutal killers there are very few who have spoken to them and returned.  If is rumoured that a circle of grain is a barrier that they cannot cross but I know of no-one who has put this to the test.
The Spriggans

Harmless jokers.  The Spriggans are barely more than a few inches tall.  They take delight on playing practical jokes on people and stealing things.  However – if enraged they can often grow to six foot tall and have a strength that can rival a troll or ogre.
Oswyn Chetwood

Scribe and Librarian

Herbs of Cornwall
Anise a licorice scented ferny plant. The seeds can be used to treat gas and to induce sweating, as well as in sweets and candies. 

Basil a fleshy-leaved herb. Used in cooking-- for potage or boiled greens, in green pickles. 
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Sweet Flag the rushes of sweet flag can be strewn on the floors of houses; the roots can be dried and ground for use in body powders. 

Coriander The seeds can be used for cooking and to deter fevers. 

Chamomile a short, creeping fringy plant with daisy-like flowers. Used in hand-washing waters and for headaches. 

Cumin Used in cooking and to treat gas. 

Flax the plants of flax make linen, and the seeds cooked in water made a laxative and invalid's porridge; a flax seed, placed in the eye, helps remove foreign bodies because of the mucilage it exudes. 

Horehound a wooly short herb. Horehound cough syrups and drinks can be prescribed for chesty and head-colds and coughs. 

Lavender the dried flowers of lavender, are often used in food and in refreshing washes for headaches; a cap with lavender flowers quilted in it kept headaches at bay. Used extensively in baths, as a personal scent and as a moth repellent. 

Marjoram, a tender herb used in cooking, in spiced wine in brewing beer, and in medicines to 'comfort' the stomach. 
Melissa, a lemon scented plant. Can be used to flavour food, as furniture polish, and as a charm for bees and an aid against melancholy. 

Mint , of all kinds can be  used in food and medicine. Mint vinegar can be  used as a mouthwash; mint sauce restored the appetite. Used for all stomach ailments and in treating venom and wounds. 

Mugwort . A charm for travelers and used in foot ointments; also used in treating women's ailments. 

Mustard a huge plant with tiny yellow or black seeds. Used to make sauces. 

Rosemary : a shrubby tender herb with pine-scented leaves, symbolic of wisdom and faithfulness. The flowers, boiled in tea, are an all-purpose medicine; the leaves boiled in white wine made a face wash. Putting the leaves under your pillow guards against nightmares. The ashes of the wood, burnt, can be used for cleaning teeth. Rosemary can be burned as an incense to kill or prevent infection, 
Rue  sour-smelling plant with rounded leaves, also called 'the herb of grace' because it is often used by Incantors with holy water. Used to treat venomous bites, and poor eyesight. 

Saffron the inner parts of a kind of crocus flower. Used in cooking, especially soups and grains, and to dye yellow; also used to treat infections. 

Sage ,  a green woody herb, symbolic of age and wisdom. The leaves were used in salads and green sauces and as a spring tonic. "A man shall live for aye who eats sage in May." 'Cleans out' the system. 

Thyme, a low, creeping plant with tiny leaves, symbolic of courage. Used in cooking, and in baths and as an astringent. Burned  as to fumigate against infection and to scent sacrifices. 

Yarrow,, a fringy perennial with many-parted flowers. Used to treat headaches and wounds, especially battle wounds, and the bite of mad dogs

“To make an oil which shall make the skin of the hands very smooth, take almonds and beat them to oil, then take whole cloves and put them both together into a glass, and set it in the sun five or six days; then strain it, and with the same anoint your hands every night when you go to bed, and otherwise as you have convenient leisure.”
 
“Take drie rose leaves keep them in a glasse which will keep them sweet and then take powder of mynte, powder of cloves in a grosse powder, and putte the same to the Rose leves thanne putte all these together in a bagge and Take that to bedded with you and it wyll cause you to sleepe and it is goode to smelle unto at other tymes.”
 
“But if you take three or foure drops only of the oyle of Cloves, Mace, or Nutmegs (for Cinamon oyle is too costly to spend this way) and mingle the same with a pinte of faire water, making agitation of them a pretty while togther in a glasse having a narrow mouth, till they have in some measure incorporated     themselves together, you shall find a very pleasing and delightful water to wash with and so you may alwaies furnish yourself of sweet water of severall kinds, before such time as your guests shall be ready to sit downe. I speake not of the oyle of Spike (which will extend very far this way) both because every Gentlewoman doth not like so strong a scent and for that the same is elsewhere already commended by another Author.”
 
“To make water for washing hands at table: Boil sage, then strain the water and cool it until it is a little more than lukewarm. Or use chamomile, marjoram, or rosemary boiled with orange peel. Bay leaves  are also good.”
 
“Take Mustard seed and waishe it & drye it in an ovene, grynde it drye, farce it through a farce, clarifie honey wt wine & vinegr & stere it wel togedr, and make it thikke ynowe, & whan thou wilt spende thereof make it thynne wt wine.”
York – A Silent City
 
There was nothing that anyone could do.  Creatures of darkness came from the circle in the night and killed people in their sleep.  As the people were killed in their sleep the next morning they awoke to create an unliving hoard.  
The Duke of York himself personally ordered the York Battalion to travel to York and evacuate the city.  He managed to save at least half of the people of York and strike a blow against the evil creatures that stalk the streets.  
The people evacuated were housed in makeshift houses in Durham and Warwick and although many of the Battalion lost their lives they did so in duty to the King and the people of the Land.
 
It was not long after that the counter attack began.  A young captain going by the name of Honour led the charge.  She had a whole Battalion rallied to her banner and they struck the unliving hard.   First of all cleansing the outlying villages from the unliving blight and then working towards the city itself.  It is said that they fought the Unliving back to the circle itself.  
 
As the members of the Battalion fell – their bodies were removed from the fight.  The unliving are said to be guarding the circle – the foul energies from the circle protecting them from being destroyed.  So now they wait… ready for the circle to be cleansed so their job can be done once and for all.
 
Long live the King, and all that serve him.


Common Rules Misconceptions
As sure as we are that you know all of this – it never hurts to remind people of the rules.  So below are some common misconceptions from rules 3 that we have clarified for you.
	Ambidexterity 
	 With this skill, you can wield weapons or cast spells with your off hand as well as with your primary hand. This does not mean that your off hand counts as your primary hand for any effect or skill that states that only the primary hand may be used.

	Ancestral Strike / Weapon of Cold 
	Self only and only in primary hand

	Befriend 
	Must defend caster for 10 seconds or do nothing (except parry) for 10 seconds

	Chant of melee immunity 
	 Immune to damage type does not make you immune to damage affect so if you are hit for strikedown you still fall over.

	Chants 
	 Making information calls does not break a chant but calling for help, or anything else, will break it, unless part of the chant itself.

	Claws
	Natural claws cannot be used for weapon enhancement spells or delivering poisons

	Concentration and Fear
	Effects that break concentration continue to break concentration while they are in effect.
Fear explicitly states you can cast to aid your escape, thereby being an exception to casting through a concentration-breaking effect, though it will still drop any effects you are maintaining at the time it is cast. 

	Confuse 
	Do nothing but parry for 10 seconds

	Control 
	Control is typed and daemon, unliving, ancestral or elemental must be clarified

	Counter Spells
	A counter may be countered and in the case of a chain of counters whether the original effect occurs depends on who cast the last counter

	Damage Reduction Harm  
	Still ignores armour (even if immune to through)


	Debilitation 
	After 10 mins of being on 0 to body or head – you become conscious but debilitated. You cannot use your limbs if they are on 0. (So you cannot walk without a leg)  Debilitation only stops at dawn. If the condition making you debilitated is removed then so is the debilitation.

	Debilitation (being hit)
	If the Head or chest is struck while it is on zero and the target is debilitated it will render the target unconscious again, as if they had just been reduced to zero.


	Detect
	The 'ping' from a detect cannot be faked but is IC noise that can be drowned out.


	Detect Mortal Wounds  and Detect Wound, Pattern Effect, Poison or Disease
	Works on unliving, living and magical patterns 

	Disease/Decay
	Ignore the phrase "You still recover subdual damage."

	Dismiss 
	Most dismiss calls are untyped and will destroy all items, powers and people of that level and lower.

	Dismiss/Control lvl3
	Both dismiss and control lvl3 effects are always and only a casting cost of four cards, for a High Dismiss/Control of Rank 4.

	Distract 
	Must turn round and do nothing else for 10 seconds

	Fear 
	Keep 10' away from source of fear and cannot take any action against it including casting spells (and countering) for 10 seconds

	Fighting Speed
	Blows should not be struck faster than the associated damage can be clearly called, and the tip of the weapon must travel at least 30 or the complete length of the weapon, whichever is greater."

	Forbidding 
	Has no affect as a call but lets you call innate mass repel at will. You must keep chanting and cannot run.


	Immune to Crush Affect
	You still take one point of damage from the blow

	Immune to Through Affect 
	You still take one point of damage from the blow

	Immunities
	Immunity to a damage type does not protect you from damage effects.

	Invoke to cast
	If a lammie says "invoke to cast" you still need to do the full vocals of the spell - after you have invoked the item.

	Lethal Venoms 
	There is no damage call – you need a ref

	Magebolt 
	Ignores armour does not destroy armour

	Mass 
	10 foot arc from person calling (dependent on hand gesture)

	Non lethal venoms
	This is a damage affect – it does not stack with other damage affects (ie. Through) if this is a spell affect it cannot be countered because it is not a ranged affect.

	Poisons
	The word "carry" should be removed from the description of poison lore. This means poison lore is not required to carry a poisoned weapon, only to use the weapon or to apply poison to the weapon.

	Possession
	An item with a dismiss level does not automatically make the bearer of that target group for discern, damage, control etc. Unless the lammy clearly says otherwise (e.g. it states it will possess the bearer) the item is simply vulnerable to being dismissed. If it states it is a possession then that person also becomes that target group for discern, damage, control and full heal purposes

	Power rating
	Special powers cannot be destroyed by carrying too many lammies, only items.

	Retribution
	If you hit the person and they call retribution you take an artefact through wound to the same location.


	Scrolls/Potions
	Any scroll or potion that has a rite in it will still require the user to have ritual magic and perform the rite to gain the effect.

	Searching 
	Searching a body is now 1 minute to search the whole body – not locational.

	Strikedown
	Either your torso must touch the ground – or be on one knee for 10 seconds

	Subdual 
	All the subdual call does is stop the damage taking you past 0. It is not a damage type. It must be healed normally.

	Through / Through from Behind 
	Only in primary hand

	Vapour Poisons
	Vapour poisons have a 'fuse' time instead of an onset time. After the fuse time everyone in the radius effect is poisoned (and not before) whereupon they will immediately become debilitated. 


Stay in character at all times

Forget your 20th Century Morals

It’s only a game

Safe + Fun 

Contacting us

Before the event, you can reach the Harts Command team in the following ways:   
Kevin Chambers
Email:          kev@hartsofalbion.co.uk
Telephone:   07976 418 278
We hope you all have a great event! 

The Weathering the Storm team are: 

· Jenny Barrett
· Jason Boyle

· Kevin Chambers

· Anna Clifford-Tait

· David Garrick
· Shaun Sullivan
· Neil Webber

· Dave Young

· Gareth Young
The sanctioning officer for the event is Ciaron Hoye.

With thanks to the Lorien Trust for sanctioning and assistance graciously received from the rest of the Harts plot team. 
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