Skirmish 1: Rescue Koskinen (Jotun)
Tom Hancocks : Friday, 18:30 to Friday, 19:00 - No Flexibility Of Any Kind
Conjunction: 75 people : Friday, 18:30 : 20 minutes : White Plume Rocks, Stark, Sermersuaq
Koskinen the Hylje
In your debrief, please ensure that you let us know what happened to you on the skirmish
You are Koskinen, a hylje scout who was helping to lead Wintermark heroes out of Greenwall and back through Jotun lines. You have been captured by the orcs and on interrogation the Jotun have discovered that you are the son of a Palliko, an important figure among your people. They are keeping you as a hostage, to see if they can use you to make the remaining hylje stay out of the war for two years. You have been told that provided your people play no further role in the conflict in Sermersuaq, you will be released. Otherwise you will be executed.

Your mother is a Palliko, not so much a leader, as a respected, admired and well liked figure, most similar to a Varushkan wise-one. Her name is Torvika, and she is popular enough that the hylje are prepared to sit out this war between the Empire and the Jotun to help her get you back.

All you want to do is escape. The Jotun are holding your prisoner - so you can't flee. But if the Empire can rescue you, you don't need to come back through the Sentinel Gate, you can slip into the nearby waters, turn into a seal and then nodoby is going to catch you. But first you need to get away from the Jotun.

You are a hylje of Atkonaroq.
The hylje's nature is complicated. Essentially they are shapechangers caught in a particular story - of being the mysterious seal-kin to the Suaq. As far as they are concerned, the hylje believe that they are descended from Sermersuaq, a powerful hylje queen. But she realised that there were too many of her children to survive in the water, and so she tore off half their skins and threw the skins into the water. This is the mirror of the Suaq legend.
The skins became the seals, and the skinless hylje became the Suaq. The hylje look after both - they are whole and cherish that - but can never get too big.
They believe this is why the Suaq wear the skins of animals - they are trying to replace their own.
The hylje of Atkonaroq have a complicated society rooted in ideas of heroism - but it is slightly different from the Wintermark notion. Some people are great heroes - they are leaders - other choose to follow them as "companions". Essentially - they believe in strong leadership by powerful figures. They don't really have much notion of skein and so forth.
Not about adulating the heroic - but it is natural to follow them.
It's basically the relationship between Alexander and his companions - that level of closeness.
Different hylje believe different things - they are a diverse people. But this tribe controls the entire lake.
Outline
Start in top woods above tractor path
line of movement is down to tractor path and then out towards shotgun glade
aim for fight in area around tractor path
several orcs to keep guard of prisoner behind the lines
you have promised to keep the prisoner safe and will ensure that happens
no negotiation!

Skirmish 1: Rescue Koskinen (Jotun)
Skirmish Team
Last season the Empire raided the Jotun homeland of Skallahn. They were easily beaten off and their military units had to slink back through your lines with their tails between their legs.

They were aided in this escape by a hylje, a shapeshifting monster that lives in the water and which can take human form. Some of these creatures are very dangerous and can sink ships and bite people in two - in the water they take the form of great monsters - but they're fairly helpless on land.

You captured the hylje and when interrogating him, he claimed that his mother is wealthy and powerful and would pay well for his release. Rather than take silver and gold for him, the Jotun have sent his mother a winged message saying that Koskinen (the monster) is being held hostage and will be free after two years, provided his people stay out of the water and do not help the Empire further. If that happens, he will be released, otherwise he will be executed.

It is a matter of honour that hostages are treated well and looked after. If you say that someone will not be harmed (as you have done~), then it is important that that happen. When the Imperials arrive to rescue Koskinin you will try to prevent that - but must also ensure they do not harm him.




Skirmish 2: Retrieve Spear of Bounty (Jotun)
Tom Hancocks : Friday, 19:00 to Friday, 19:30 - No Flexibility Of Any Kind
Conjunction: 75 people : Friday, 19:00 : 20 minutes : Spirax Wood, Suaq Wastes, Sermersuaq
Allok Surefoot
You are a Jotun Ghodi
You have taken on a dangerous quest to try and aid your people
You have nearly completed it - defeating the Empire's heroes is your final encounter
The Jotun are losing to the Empire and they know it. There was a great victory by the Jotun when they took Sermersuaq, but the Thule treaty with the Jotun ended and the greedy Northerners made demands the Jarl of Kierheim could not meet. When he failed to pay, the Thule sided with the Empire and together they are driving you back. Together the Thule and the Empire simply have more armies than the Jotun and while a Jotun hero is more than a match for any Imperial hero in a fight, there are just too many of them. The Jotun need more allies.

To that end, you have been personally tasked by the Jarl of Keirheim to find a new ally for the Jotun. One of the Kings of the Summer Lands, (who the humans call eternals), Hayaak, the Gryphon King has offered an alliance with the Jotun, but he requires that the Jotun first prove their worth by recovering the Spear of Bounty. This is an ancient Jotun weapon, given by Hayak to one of the Jotun Jarls centuries ago and lost in battle against the monsters of the Sea of Snow.

In essence, from your perspective, you are the hero in a young adult fantasy novel. Your honourable Viking-knock-off people are engaged in a bitter war with the Empire and it's the second act, the one where they start losing. You have been given a personal quest by one of the rulers of your lands to recover an ancient weapon - which if returned to Hayaak, will bring the Gryphon into the war on your side.

You recruited a massive warband of Jotun champions to come with you and then off you went. You've had several dangerous escapades through Sermersuaq and finally located the Spear of Bounty in the Grave of the Giants, a place where the terrible sea monsters of the Sea of Snow come to die. You fought the guardians, answered riddles, did all the cool stuff and finally got the Spear.

Now you are on your way home, when who should appear but the Imperials! This is it - this is the dramatic final encounter at the end of your young adult novel. Lead your Jotun warband into battle against the Empire, carry the day and then return home with the Spear to triumph and glory.



Skirmish Team
Camped in the fort
Players will arrive so set to defend the space against their assault, using the fort to weight the fight in your favour
You are the honour guard for Allok Surefoot, a band of handpicked warriors chosen to protect this important ghodi and ensure he completes his quest to recover the spear. In essence he is the hero of the movie being played by Dwayne The Rock Johnson and you are his group of red shirts, being slowly picked off. You are Wedge Antilles but this is not your movie.

The spear is the Fetch-quest set by Hayaak, the Gryphon King. Hayaak gave the spear to one of your champions centuries ago, and it was a great honour to wield it. It was lost fighting the monsters in the Sea of Snow. Hayaak has said that if you recover it, then he will send his followers, his hunters, to fight alongside the Jotun in battles. This is a chance to gain powerful allies in your war.

You have succeeded in your great quest and recovered the Spear of Bounty which Allok Surefoot will be carrying. Now the Imperials have shown up and this is the dramatic final battle. Many of you will die in what is a touching scene to add pathos at the end of the movie. But obviously you're going to defeat the Imperials and drive them off - so that Allok can get home and save the day.



Skirmish 3: The Missing Warlock (Jotun)
Tom Hancocks : Friday, 19:30 to Friday, 20:00 - No Flexibility Of Any Kind
Conjunction: 75 people : Friday, 19:30 : 20 minutes : Flat Hills, Stark, Sermersuaq
Skirmish Team
Start at Mid Gate
Encounter players and begin to pull back to keep the Thule Warlock safe
Move down tractor path and then towards shotgun glade
Aim to have a final stand in Shotgun
Six months ago the Thule treaty with the Jotun ended and they switched sides to supporting the Empire. This was a disaster for the Jotun. You were winning the war - and now you're losing. Getting the Thule to stop backing the Empire would be a huge benefit.

Recently one of the Thule leaders, a magician of some kind they call a warlock, approached your group. This warlock has had dealings with your Jarl in the past, they know each other, and he wanted to trade.

The warlock has been engaged in conversations for a week or so now. He has access to illium and is looking to trade it with the Jotun for large amounts of mana crystals.



Hustavok, the White Raven
You are an old Thule warlock who is on the take. You're corrupt and self-serving and always looking for the angle. Recently you secured a supply of illium and since you're not a crafter you don't have that much use for it. However, while raiding in Sermersuaq, you identified an opportunity. You spotted forces loyal to an old contact, Jarl Nartur, with whom you've traded before.

You've made contact with the Jarl, but he doesn't remotely have the kind of wealth needed to pay for the illium. You've been relaxing and enjoying his company while he sends messages to the Jarl of Keirheim to try and get a cache of mana crystals delivered to pay for your illium.

Now the Empire have turned up and you don't know why. They are your allies, so you should ask them to leave. After-all they can't risk breaking the alliance. You will be astonished if they attack you, and not impressed and call them traitors and oath-breakers.

If they reveal that the Dragons have told them to come here and take you back, you will get very alarmed. You have clearly been caught - and will be hollowed - turned into a walking zombie. The worst death you can imagine - at that point all you want is for the Imperials to die so you can flee - preferably with the Jotun.



Jarl Nartur
While defending Sermersuaq with your troops, you were approached by a Thule warlock, Hustavok, the White Raven. You've traded with Hustavok before, buying Tempest Jade in exchange for herbs and mana. He offered a trade - illium for mana.

Unfortunately you don't remotely have the mana to pay for this much illium! So you've sent messages to the Jarl of Keirheim and he is sending mana crystals to buy the illium. You are chatting amiably with your guest, Hustavok, when the Imperials arrive to "rescue" your "prisoner".

You and your people will be ready for the fight - but Hustavok will probably want to try and convince the Imperials to leave. After-all he and they are allied aren't they?

If that fails - and Hustavok asks you to kill the Empire, you'll do that with pleasure!



Skirmish 4: Heart of Oaths (Yegarra)
Tom Hancocks : Friday, 20:30 to Friday, 21:00 - No Flexibility Of Any Kind
Conjunction: 60 people : Friday, 20:30 : 20 minutes : Rushing Mere, Grey Fens, Bregasland
Skirmish Team
Start in centre of Top Field
React to players and seek to redeploy based on how they move to encounter you
Stay on the field and don't enter the copse
Followers of Dillion Fisher, cousin of Mathilda Fisher
Dillion Fisher is a brave loyal yegarra - he serves Mathilda Fisher faithfully. He also looks after his House faithfully, ensuring that everyone of you is cared for. He's a good leader, and popular with all of you. You want to keep him alive at all costs.

If Marchers show up, shout insults at them, tell them they're on the wrong side and should be supporting Matilda Fisher against the Empire.

They will get all full of shit about how you're getting help from the Jotun. Laugh in their face and point out that they're getting support from the Dawnish! Better the Jotun than the League or Varushkans, or any of that lot. The Jotun keep their word - more than can be said for the Empire.

Basically Imperial Marchers are running dogs, lackeys and lickspittles of the Empire. After the insults, fight them and send them into the soil.



Dillion Fisher
You are Dillion Fisher, the leader of this band of Yegarra and a cousin of Matilda Fisher. You are also the bearer of Oath-Heart, a powerful relic of the Empire that helps to make you more virtuous. Years ago you convinced Sinonkinen to give you the shield, having passed a number of tests that the eternal set for you. You've carried it ever since, gaining a name for yourself and rising through the ranks.

Now you're finally back in Bregasland after centuries of exile. Your people left during the Cousins war - now you're coming home to reclaim your lands.

Obviously the Empire are trying to stop you - and you need to fight and kill them. Land is worth dying - land and people.

Look after your household, you are fiercely Loyal to them
Carry Oath Heart proudly
Exemplify Marcher traditions.
Marchers will give you shit about being allies of the Jotun - which is a joke because they're allies of the Dawnish!! Lol!



Skirmish 5: Save Greywater (Yegarra)
Tom Hancocks : Friday, 21:00 to Friday, 21:30 - No Flexibility Of Any Kind
Conjunction: 60 people : Friday, 21:00 : 20 minutes : Greywater Estate, Ottermire, Bregasland
Skirmish
Jotun Yegarra - as Marchers
5 Jotun Ulfur
Start on Top Field
Move and form up before the top of the Copse
Break at 20 remaining
You are yegarra who are loyal to Matilda Fisher. Matilda is a tough but fair leader of the Bregas and she won't tolerate criminality.

The Greywaters are thieves and poachers, they won't tolerate a lawful ruler like Matilda. So they're getting what all thieves and poachers deserve - they're gonna get their heads chopped off. There are half a dozen ulfur with you who are gonna do the dirty deed (none of you are executioners, it's a depressing thing to have to do).

If Marchers show up, shout insults at them, tell them they're on the wrong side and should be supporting Matilda Fisher against the Empire.

They will get all full of shit about how you're getting help from the Jotun. Laugh in their face and point out that they're getting support from the Dawnish! Better the Jotun than the League or Varushkans, or any of that lot. The Jotun keep their word - more than can be said for the Empire.

Basically Imperial Marchers are running dogs, lackeys and lickspittles of the Empire. After the insults, fight them and send them into the soil.



Skirmish 6: Stolen History (Druj)
Tom Hancocks : Saturday, 14:30 to Saturday, 15:00 - No Flexibility Of Any Kind
Conjunction: 50 people : Saturday, 14:30 : 20 minutes : Golden Cascade, Proceris, Zenith
Khelver
You are brave, courageous and able to speak truth to power
You are Sharpe but portrayed by The Rock rather than Sean Bean, you're bigger, smarter, braver, better than everyone else
You also run your mouth off, and that keeps getting you demoted, just like Sharpe
You lead a small warband of Hupul and Chikad, mostly focussed on looting precious items and relics from places, to be turned over the to the Buruk Tepel. Years ago you killed some Highborn guy and took his amulet and you've worn it ever since. It makes you immune to the Druj miasma, it makes you bold and fearless and makes you not give a shit what anyone thinks. Among the Druj, it really makes you stand out, which is not an entirely good thing.

You're basically Sharpe with the smarts of Sean Bean and the physicality and presence of the Rock. So no pressure.

Skirmish
Start below tractor path, close to ferns below Mid Gate
Respond to player arrival and begin to withdraw into the deeper woods
Move towards Mid/Top woods drawing the players out
Khelver to remain central and visible
Players are coming to kill your Het Khelver, who is a fearsome and much lauded leader among the Druj



Skirmish 7: Stolen Knowledge (Druj)
Tom Hancocks : Saturday, 15:00 to Saturday, 15:30 - No Flexibility Of Any Kind
Conjunction: 50 people : Saturday, 15:00 : 20 minutes : Sleetstorm Pass, Lustri, Zenith
Skirmish
Start at Shotgun, camped out with a small picket
Respond to player arrival
Aim is to move the fight towards Mid Wood/Mid Gate
Mixed Druj
5 Vikari
Ghulai Cintra

Several of you are Druj Vikari, magicians in service to an important ghulai, Cintra Blackstaff. Although you are not ritual magicians, you are battlefield magicians, so you have enough understanding of magic to know what you are looking for. You were sent to an Urizeni spire, by Cintra to loot any magical texts or scrolls about the vallorn. Cintra is keen to find out more about the vallorn to see if he can weaponise it against the Empire.

You've been to the Spire, killed a few wizards, looted a bunch of stuff and are now returning with, what you hope is the magical scroll that Cintra wants. If you get back with this, you will be well rewarded.



Skirmish 8: Kick against the pricks (Druj)
Tom Hancocks : Saturday, 15:30 to Saturday, 16:00 - No Flexibility Of Any Kind
Conjunction: 50 people : Saturday, 15:30 : 20 minutes : Dead Stone Woods, Bloodwater Marsh, Sarangrave
Skirmish 
You are a group of Kallad, Druj torturers. You've caught a rebel, and have been torturing him to death for information and to make an example of him to the other tribes of the Sarangrave. Anyone who resists the rule of the Druj must die.

When the Empire turns up you should try to drive them off if you can. However if it looks like they are going to be successful in rescuing the captive - them slit his throat and let him die. Then retreat while looking to cause as many casualties as possible.



Skirmish 9: Stormwood (Druj+Siakha)
Matthew Pennington : Saturday, 17:00 to Saturday, 17:30 - No Flexibility Of Any Kind
Conjunction: 50 people : Saturday, 17:00 : 20 minutes : Stormwood, The Bleaks, The Barrens
Heralds of Siakha
You are a herald of Siakha, the Mother of Wrecks. Siakha is an eternal of Spring, a force of rampant destruction. Siakha embodies destructive forces, especially those associated with the sea and the sky, as well as the swarming, frenzied consumption of the locust. She is said to revel in hurricanes, typhoon, devastating storms, tidal waves, and whirlpools. She also encourages piracy - Grendel orcs who draw on the boons of Siakha are known to be especially bloodthirsty, offering sacrifices of blood and flesh to the sharks that they say symbolise her endless hunger.

As one of her barely-intelligent heralds you are effectively a humanoid shark who can just about keep it under control for a short space of time, but who will become go into a frenzy of blood-letting and murder at the first opportunity you get.

You are here to support Siahka's cultists, the Druj coven, the Children of the Locust. You have warned them that the Empire is coming for them, and told them they will earn Siakha's favour if they slaughter and kill the Empire.

Five Things About You
You are a feral shark - You are a carnivore in human form, you are a locust, a pirahna. You are a deadly predator who lives to consume and destroy
You seethe with rage - You can control your will to destroy - but only barely. You will fly into a frenzy when provoked or battle starts
You can sense fear and weakness - try to move like a predator stalking your prey - at least until the feeding frenzy begins
You consume your victims when you can - if you have a downed foe at your feet and nobody is threatening you then start to cinematically EXECUTE them. If you can make it credibly look like you are feeding on them even better
You have no fear - you don't fear death because you don't have the intelligence to fully understand that there are things that can kill you
Two Things You are Not
Smart - you're a cunning predator - but you're barely more intelligent than a dog.
Chatty - you can understand speech, you can speak, but you've nothing to say. Talking gets in the way of eating people.


Druj Cultist
Five Things About You
Two Things You are Not
Equipment
Druj Cultist
You are a Druj cultist, a member of the Children of the Locust, a half-crazed bunch of Siakha fanatics who essentially worship the Mother of Wrecks in the belief that she will grant you power.

Siakha, the Mother of Wrecks, is an eternal of Spring, a force of rampant destruction. She embodies destructive forces, especially those associated with the sea and the sky, as well as the swarming, frenzied consumption of the locust. She is said to revel in hurricanes, typhoon, devastating storms, tidal waves, and whirlpools. She also encourages piracy - Grendel orcs who draw on the boons of Siakha are known to be especially bloodthirsty, offering sacrifices of blood and flesh to the sharks that they say symbolise her endless hunger.

Your coven's coven name is the Children of the Locust. You see this insect as a powerful force of nature, something terrifyingly destructive that can consume everything in its path when it feeds. You have been given powerful gifts by Siakha, an enchanted coven stone which your leader has, and some heralds of Siakha who fight alongside you.

You are regarded with suspicion and distrust by other Druj - on the account of the fact that you're pretty fanatical. The Druj who rule the Barrens consider you a useful tool to employ against rebellious subjects, since you are bloodthirsty even by Druj standards. However they avoid spending time with you if they can because you're nobody's idea of good company.

Your goal is to win the favour of Siakha for the Druj to prove yourself to the other Druj. You has asked Siakha for a test and she has agreed to send a group of Imperials to attack you. They will come bearing the Staff of Spring, a powerful magical staff that has Spring powers. Your goal is to identify the staff - take down the bearer and steal it. If you can get the staff then you will attempt to flee the battlefield with it. Claiming the staff is more important than winning - feel free to shout to the players demanding that they show you the staff!

Essentially, imagine that you are a group of PCs. That your group concept is a bunch of fanatical Druj who worship Siakha. You're all fighters - but you've all taken a bit of magic and Spring Lore 1, so that you can contribute to your ritualist's ritual. This is your plot for the weekend - you've got a skirmish with a bunch of Imperials - to win you have to get the Staff of Spring from them (ideally without losing the Stone of Storms, which you know the monsters are going to try and get off you.

Five Things About You
You are an amoral Druj cultist - You embrace any opportunity to bring carnage and destruction.
You are skirmishers - You are a warrior ritualist, you're not a line-fighter, you prefer to swarm round your enemies and pick them off, not stand in a line and fight them.
You enjoy murder but you're not cruel - you are bloodthirsty in the extreme, but by Druj standards you're not cruel. Torturing people is a job, it's not fun. Ripping people limb from limb is fun.
You want to pick off your enemies - you want to pick off your enemies and eviscerate them if you can. If you can avoid a straight fight and surround and mob them you will.
You are not frightened of death - you are on your homelands, if you die here, serving Siakha - you are certain to make it across the Howling Abyss.
Two Things You are Not
Stupid - you're a smart, calculating Druj warrior ritualist with a command of magic. You're an elite PC Druj!
Open to Diplomacy - there is no point in dialogue. You view talking to Imperials, the way most PCs view talking to the monsters on a big battle - it's pointless.
Equipment
You have mana crystals and herbs to be used by those who can
You have some potions of healing (elixir vitae) and two vernal balms (treasure)
Your leader has the coven stone



Skirmish 10: Sour Honey (Druj)
Tom Hancocks : Saturday, 17:30 to Saturday, 18:00 - No Flexibility Of Any Kind
Conjunction: 60 people : Saturday, 17:30 : 20 minutes : the Bone Hives, Echofell, Ossium
Skirmish 
Bone Hives are located in the fort
Scout the area starting near Top Gate to find the hives and report back
Players will also need to locate the hives and then project them
Fight to claim the Hives, or break and rout when reduced to roughly 20
You are an advance scouting group of Druj sent out to loot and destroy everything of value that the Imperials own. You've come here to destroy the Bone Hives.

It takes 30 seconds of uninterrupted roleplaying to destroy a hive - you need to stand round miming smashing the thing to pieces with weapons.

Once the hives are destroyed you will flee the area. If the Empire resist, try and draw them off, so that you can achieve your goal and flee. Hit and run tactics to pull them away so you can smash up the hives.



Skirmish 11: Troubled Waters (Druj)
Tom Hancocks : Saturday, 18:00 to Saturday, 18:30 - No Flexibility Of Any Kind
Conjunction: 60 people : Saturday, 18:00 : 20 minutes : Circle of Falling Trees, The Bleaks, The Barrens
Skirmish
Start near Mid Gate
Aim to get the ghulai to Shotgun and start the ritual as soon as possible
Rest of the force will need to hold up and delay the player's advance, keeping them away from the regio
The Druj have enticed the Empire into the Barrens. Now they plan to trap them here, inflicting as much chaos and death as possible. All our Barrens skirmishes are about the players trying to get their forces out of Druj traps.

In this "trap" the Druj are moving a ritual team into position to cast Rising Roots that Rend Stone to destroy the bridge that is nearby. If destroyed the Golden Axe forces on the other side will be trapped and unable to get back before they are surrounded and wiped out.

The Druj have 16 ghulai - they need 8 to complete the ritual. Lose too many and they will have to abandon the attempt.

There is a time pressure, you want to get this ritual off as soon as possible, if you can take the regio and hold it for 10 minutes then move off - then great. But if the Empire just bunker down in the ritual, just circle them off and wait for them to have to flee. Taunt them and point out their conjunction will end soon and that you are going to do your ritual after they leave.



Skirmish 12: From the Forest (Druj)
Tom Hancocks : Saturday, 20:00 to Saturday, 20:30 - No Flexibility Of Any Kind
Conjunction: 60 people : Saturday, 20:00 : 20 minutes : Lupine Arbour, The Bleaks, The Barrens
Skirmish Team
Form up in Top Copse around the Queen
Mill about like drones until the players get close or you get attacked
On being attacked everyone should do a hideous screechy scream and swarm towards the players
Druj have 3 basic hits, armour, 3 extra hits from the brain slug infecting them. NO HERO SKILLS. Have 3 uses each of UNSTOPPABLE

They don't feel pain.

A small squad of 4 Druj should attempt to pick up and move any fallen characters back to the Queen.

You are infected! You have had a slaver wasp put in your brain by the abomination from the Spring Realm. You are effectively no longer Druj, you are now nothing but drones in service to the queen.

Protect the Queen at all costs, generally try and act as little like Druj as possible. You look like Druj, you think like ants in a hive. You react instinctively to anything that threatens the Queen and will form up to try and neutralize it.

If possible identify hosts for the Queen, disable them (by reducing to zero hits, not killing them) and then get them to the Queen so that she can put a grub in their brain. Be careful not to drag them.

As Infected! you have only rudimentary skills and little ability to use herbs or potions.

Once per skirmish you can cast "swift heal" on another Infected who has been reduced to zero hits by roleplying invoking the power of the Queen of the Hive and infusing their body with magic. This takes a few seconds of appropriate roleplaying and restores 3 body hits.

Spring Queen
You are an abomination escaped from another realm.
You put bugs in people's brains to control them and make them serve you
You're the Queen from Aliens - you don't risk yourself in combat if you can help it - but you're hard as nail and will if you have to.
Encounter Data
That Feast At Last
Kat Quatermass : Saturday, 20:00 to Saturday, 21:00 - No Flexibility Of Any Kind
Contents
Leonine Child
Crescendo
Prey and Cheyne
Any of you
Leonine Child
you are here both with anticipation - because this is your part in the story, this is how you come to life and grudging anger - because you are not sure a consort of sufficient status has been chosen. The Prince in Exile (Hayaak) is not of a power that equals the Lady of the Pennants.
You have enough sense of story of how a banquet should be though, that you are very determined to enjoy the food and entertainment provided - and speak as much as possible to everyone there except Prey to whom you will merely be polite
IF it turns out Hayaak has become the master of the Summer College - that is a significant mollifying factor - it will enable you to converse much more with Prey
You are also aware that this House brought down Hayaak - so you are very Interested to hear why they thought someone that they had bested was equal to the Lion of Summer - do repeatedly ask them to tell you how they are so great than even their defeated foe is as impressive as the one who can bring Knights of Glory to the aid of armies
Eleonaris had 3 conditions for you attending - and they are expected to account to you for them during the banquet (I'm hoping in song and story, but if they don't offer you'll need to prompt them) the 3 things are:
They give their power to those fighting for Eleonaris in the Summer Tourney (nigh on impossible as Eleonaris didn't enter formally in the end - ***INSERT HERE WHAT DID HAPPEN WITH ELEONARIS CHAMPIONS***)
Support diplomatically Lady Izett and the Archmage of Summer and anyone else who favours Eleonaris in order to get a Fane or Folly built
Crescendo
you don't really need a brief - you're more familiar with the situation than anyone - have fun, play it as you feel it
I *think* you know IC that this House killed Hayaak? You more than they probably realise what a dangerous pile of anger and rage is building inside Prey and Cheyne during the feast. Identify early on the people who will ensure the Leonine Child's safety given any problems. No fighting Heralds have been sent with you, The Queen of the Fields of Glory likely believing the Empire would not risk angering her any further...
There should be some people (prob Lady Izett, maybe others) who support Eleonaris present - do feel free to go off on a rant about why Meraud has been granted such bounty by the Empire when Eleonaris - through whose might they built the Golden Bridge has not... (Folly in Perego - Meraud having some silly contest with Sadogua over who has the biggest tower)
Prey and Cheyne
You know, because House Gauvain admitted it to the Gryphon King that they are the House that destroyed Hayaak
You have to attend the feast anyway as it is a chance for the Prince in Exile to gain prestige
You're really hoping his champions will have won the Summer Tourney - as that will give you a teeny bit of status but otherwise you KNOW the Leonine Child is going to be looking down on you - but you have to pretend you don't realise
If the Queen of the Fields of Glory IS prepared to treat Hayaak as an equal that could be the beginning of a new story of value to you - but you don't really trust the possibility
You will recognise the red eye swatch Naga (who will announce himself as Edric) as the one who killed Hayaak driving him out of the Forest of Arden
You will not interrupt the banquet during one of the courses no matter how angry you get. I imagine quite a bit of Cheyne restraining Prey may be needed.
But you can build to two different types of rage rant that I *think* Prey leads on but can go either way 1) - could happen between courses - a rant about did they have any idea what they were actually doing - the consequences, that it was as if they had dispossed the very oldest Dawnish house of its Manor and then that would only be a tenth of the severing that Hayaak felt on being separated from the Forest of Arden AND the support and powers they could have had - imagine if they had the beasts of Hayaak with them to take vengeance on the Druj - instead of having to face the caprice of the Queen of the Fields of Glory 2) Kick off physically - literally "lets take it outside" after dessert course - which might sort of look like a formal challenge or at least I imagine that's what they might try and turn it into - but that's too controlled so wait for rules to be set and then ignore them - and then also part way through fight realise "but these are mere mortals what am I doing" and say something along those lines... and leave - aiming to get back to the regio if you can (Whoever didn't start the fight can join in or drag the other away whichever makes sense) (Also only do this physical bit if you think you can get safely outside to the Glory square to do it. Threatening voices, but no swords out in the banquet tent - even if they do - you can be the ones to take it outside
Other things to know or talk about Jaheris - were they allies of Jaheris or did he trick them - what do they think of him now
reminder of people who have helped you - Archmage Luke, anyone from House Tallstag, anyone from Eternal Family (you gave them a spear and a coven stone in thanks for them getting the Silver Acorn back AND giving you some of the stones Jaheris wanted)
Any of you
Don't worry about trying to keep this on any particular track - if the things I suggest above happen, great, if not its not awful
I don't know how they are going to have set things up - but do your best to encourage people to speak to you and the room as a whole as much as possible - find any opportunity to draw them into conversation



Skirmish 13: A Poisoned Chalice (Druj)
Tom Hancocks : Saturday, 20:30 to Saturday, 21:00 - No Flexibility Of Any Kind
Conjunction: 60 people : Saturday, 20:30 : 20 minutes : Red Plains, The Carmine Fields, The Barrens
Skirmish
Start up in Top Field
Aim to move down through Copse and exit from Monster Gate
Carry 4 centres down there
"Let the players recover them"
The Druj have enticed the Empire into the Barrens. Now they plan to trap them here, inflicting as much chaos and death as possible. All our Barrens skirmishes are about the players trying to get their forces out of Druj traps.

In this "trap" the Druj are deliberately allowing buckets of poisoned treasure to fall into the hands of the Wolves of War who are plundering the area. The treasure will infect them with a wasting curse which will slowly kill them.

Your goal is to allow the treasure to fall into the hands of the Empire, but you want to make them fight for it, so they don't realize you've let them have it. Once that happens, kill as many as possible, without risking yourself, but no need to pursue them when they flee, you want them to get away.



Skirmish 14: A Sudden Flood (Druj)
Tom Hancocks : Saturday, 21:00 to Saturday, 21:30 - No Flexibility Of Any Kind
Conjunction: 70 people : Saturday, 21:00 : 20 minutes : Saltmaw, Bitter Strand, The Barrens
Skirmish 
"Defend" a regio stone up in Top Field from the Empire
Don't run a static defence
This is the only place the Empire is on the attack in the Barrens this season. They are attempting to reach a powerful Spring regio, the Saltmaw. You don't know why - but clearly they should be stopped.

You don't have to defend the regio itself, you can let them take it, but then encirle them and try to carry out attacks designed to make it impossible to perform the ritual.

At the end of the day, don't risk your lives for nothing, but if you can drive the Empire off, you will be well reward by your superiors.

One of you needs to get away to warn high command what is happening. If you're down to the last Druj - run!



The Shark Who Came To Tea
Matthew Pennington : Saturday, 23:30 to Saturday, 00:00 - No Flexibility Of Any Kind

You are a herald of Siakha, the Mother of Wrecks. Siakha is an eternal of Spring, a force of rampant destruction. Siakha embodies destructive forces, especially those associated with the sea and the sky, as well as the swarming, frenzied consumption of the locust. She is said to revel in hurricanes, typhoon, devastating storms, tidal waves, and whirlpools. She also encourages piracy - Grendel orcs who draw on the boons of Siakha are known to be especially bloodthirsty, offering sacrifices of blood and flesh to the sharks that they say symbolise her endless hunger.

As one of her barely-intelligent heralds you are effectively a humanoid shark who can just about keep it under control for a short space of time, but who will become go into a frenzy of blood-letting and murder at the first opportunity you get.

You are here to attack the Spring Archmage, who you think is called Ibis Briarheart and his lackeys. They have challenged the Mother of Wrecks and now they must feed the Maelstrom. You are utterly unconcerned at the prospect of dying.

Five Things About You
You are a feral shark - You are a carnivore in human form, you are a locust, a pirahna. You are a deadly predator who lives to consume and destroy
You seethe with rage - You can control your will to destroy - but only barely. You will fly into a frenzy when provoked or battle starts
You can sense fear and weakness - try to move like a predator stalking your prey - at least until the feeding frenzy begins
You consume your victims when you can - if you have a downed foe at your feet and nobody is threatening you then start to cinematically EXECUTE them. If you can make it credibly look like you are feeding on them even better
You have no fear - you don't fear death because you don't have the intelligence to fully understand that there are things that can kill you
Two Things You are Not
Smart - you're a cunning predator - but you're barely more intelligent than a dog.
Chatty - you can understand speech, you can speak, but you've nothing to say. Talking gets in the way of eating people.
Stats
See Tom for stats please!




