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Welcome to Dropzone!
Welcome to Dropzone 2013. Following our 20th anniversary in a galaxy far, far away,
we come down to earth with a bump. First to (hopefully) foil the machinations of a
band of cultists intent on bringing something nasty to Earth from the Outer Darkness
and, secondly, to give some nasty Eastern Bloc invaders a serious kicking for being
on ‘our manor’.
That said, being in the familiar surroundings of modern day Earth doesn’t make it any
less dangerous or exciting; (in fact, according to Jon Pertwee it’s the scariest place
ever: “Doctor Who was never more terrifying than when set on Earth – it’s far more
scary to find a Yeti on your loo in Tooting Bec than it is to fight a rubber monster in
outer space”) and the chance to ‘die’ in the cause of victory is still ever present and
the stakes are as high as ever! PISCES and British Resistance await – so, grab some
civvies, a spell book or a shotgun, and let’s get ready to have some serious fun.
Whilst the technology has continued to evolve, there are some things that haven’t
changed since the very beginnings of the event:
1) As always, the games presented at Dropzone 2013 are run by the hobby for
the hobby. Members give up their time and skills to make it the best role-playing
experience they can for each and every one of us. So come along get stuck in and
make new friends and new memories ... if you live that long, of course.
2) We’re a friendly bunch. Have no fears about being left on your own. A community
fire (and a modicum of alcohol) means that there are plenty of chances to get to
know each other outside of gaming, to shoot the breeze and talk about those great
role-playing moments that you’ve all shared. And, if you’re very unlucky, members
of the hobby will share some of their homebrew with you – be careful though, too
much and you could end up talking complete gibberish: “ph’nglui mglw’nafh Cthulhu
R’lyeh wgah’nagl fhtagn” Still, where’s the harm in that ?
Please read through the booklet, noting costume requirements for the games (it’s so
much easier this year) and the teams for each game, draw a line, pick a side and get
ready to have some fun.
Enjoy !
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The When and The Where

Dropzone 2013 takes place over the bank holiday weekend, Friday 24th to Monday
27th June. The site should be open from around 2pm.
The event will occur at Harmer Green wood (site of Dropzone 1999 to 2012).
Directions are at the back of this booklet.
As ever, the usual reminders:
•
•
•

•
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The event is not open to under 18’s – it’s an insurance thing, sorry.
It’s a camping event: so a tent, camper van or car you can sleep in is recommended.
Thanks to Tim we will be having the ever popular BBQ (burgers and sausages
- vegetarian option also available) on the Sunday evening. For everything else
there’s a supermarket close by (one of our members will programme your satnav
for you if you need it ).
Lazer Tag equipment is available for hire over the weekend, so please don’t let
that be a bar to coming along and joining in the fun.

Timetable
All times are subject to the tagging time-warp!

Friday 		

20:00 hrs

		21:00 hrs

Welcome to Dropzone
The Blagging by Chris Ward

Saturday
10:00 hrs
PISCES: Beyond The Black Mirror (Pt1) 		
					by Alex Clark
14:00 hrs

PISCES: Beyond The Black Mirror (Pt2)

20:00 hrs

PISCES: Beyond The Black Mirror (Pt3)

Sunday
10:00 hrs
INVASION!: A Long Overdue Debt (Pt1)
					by James Bloodworth & Andy Flood
14:00 hrs
18:00 hrs
				

INVASION!: A Long Overdue Debt (Pt2)
Dropzone BBQ courtesy of Tim Atkinson. Bring
And Buy in the compound.

		20:00 hrs
Starlore: A Late Call From Calistoga
					by Shaun Danby
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Game Briefings
Friday 21:00

The (byBlagging
Chris Ward)

“Listen up geezers,
I’ve just overheard Mickey “the mute” Bobbins talking in the local boozer.
He’s saying that the secure deposit storage in the local town is having problems with its
alarm system, it’s gonna be down until Monday while they wait for the man to come and
fix it.
So here’s the plan, we get there on Friday night and do a blagging before anyone else has
a chance to take advantage of the business opportunity. easy money!
Oh, there is a problem though, the locks on the deposit boxes are real hi tech, were gonna
have to get them to the locksmiths in order to get those bad boys open and even then the
lock might be too hard for some of the smiths to work on, so we might have to visit a few
of them before we find a locksmith who knows what he’s doing. it shouldn’t be too much
of a problem though. “
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PLAYERS:
Teams of 5 or 6, costume is up to the players, be it an organisation from out of town,
local bent police or a group of clergy desperate to save the children’s home from
closure etc.

6 hits for players, + bonus hit points for an entertaining group theme/costume.

Medical system will be a time delay plus a cost that will be subtracted from the
amount of swag the team ends up with, at the end of the game, a tally of how much
the gangs have will be made and gang with the most swag gets away scot-free while
the others face a long stretch in nick.
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Saturday 10:00

Beyond The
Black Mirror
(by Alex Clark)

This is the countdown to the Apocalypse. We stand at the threshold of the End Times,
when humans will become as one with the Great Old Ones, killing and hurting and
revelling in pain and violence for the sheer joy of it. Soon, the stars will come right
and the Great Old Ones will rise and humanity’s brief time on the stage will come
to an end. But maybe the darkness can be held back for a little longer. Not forever,
maybe not for long, but maybe long enough to prepare some kind of defence against
the Things in the Outer Dark.
This is the job of PISCES, a government organisation tasked with protecting Britain
from a range of paranormal threats. Officially founded during the Second World War,
it is known by a number of names and has its roots in the dying years of the 19th
Century.
PISCES personnel may be computer experts, sorcerers, psychics, cat burglars or some
combination of all these and more. When extra firepower is required, they are aided
by the long-suffering men and women of 2nd Battalion, Borsetshire Light Infantry.
The story begins in the middle of the action. An operation to recover a potentially
powerful artefact has gone sour and it’s up to the back-up teams to retrieve the
situation!
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The game will run over a whole day at Dropzone 2013, broken into 3 segments with
breaks in between. The breaks are to allow crew to get fed and watered, and to give
time for changes of props and set dressing.
The setting and story take their inspiration from H.P.Lovecraft’s Cthulhu Mythos,
from the Call of Cthulhu role-playing game, the Delta Green game and short stories
and from Charles Stross’ “Laundry Files” series of novels. The ideas from these works
have been adapted for the purposes of the game so players should not take the
information in them as canon.

PLAYER GROUPS:
1) Military. These are the brave men and women of the Borsetshire Light Infantry.
As a unit of the British Army, they will wear DPM. If you don’t have DPM then American
Woodland will do. They can wear helmets and body armour (if you have them) and
carry assault rifles plus a sidearm if desired. Snipers or support weapon specialists will
need to buy the appropriate skill (see below).This group should include an officer, a
couple of NCOs, a demolitions expert and some medics. All military personnel get
Pistol, Rifle and First Aid skills for free.
2) PISCES. These are civilian specialists in occult countermeasures, and will dress
according to inclination. Scientists would probably tend toward sensible field kit.
Hackers see themselves as rebels against authority so would tend to dress casually.
Warlocks are somewhat old-fashioned and inclined to the theatrical. However, this
is just a suggestion – anything that’s not full camo will be fine. Body armour may be
worn if you have it. Armament is usually restricted to a pistol. Anything larger will
require spending the skill points. The Pistol, First Aid, and first Additional Modern
Language skills are free.
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Players who are going to be returning characters can, if they wish, re-arrange their
skill sets as the list and points cost has changed since the previous game.

CHARACTERS & SKILLS:
All characters will be members of PISCES or its attached military unit, 2nd Battalion
Borsetshire Light Infantry.
Although not mandatory, you should give your character a name and some back
story. These can add to the role-playing aspects of the game. The back-story would
include some personal history and how you came to be involved with PISCES. Keep
it simple – don’t give yourself several pages of fictional autobiography to memorise!
All characters will have followed one of the available career paths. These are Military,
Scientist, Hacker and Warlock. The career path will influence what skills your character
has as the points cost of skills varies by career.
The Military path is intended for players intending to play as BLI. Combat-relevant
skills are cheap for this path, while occult and scientific skills are more expensive.
Scientists are people who make systematic studies of particular subject areas. This
may include the sciences we are familiar with, such as chemistry or forensics, but
also things like xenobiology, alien technology, hyperdimensional mathematics or
xenolinguistics.

Hackers have computer technology as their principal area of expertise. Since much
sorcerous lore can be expressed as computer algorithms, their skills may include
things like computational demonology alongside more traditional IT abilities.
Warlocks have an innate grasp of the occult. They are able to carry out rituals, such
as summoning or banishments without the aid of modern occult technology. The
results may be less predictable, however. They are also more likely to have certain
paranormal abilities such as precognition or telepathy.

11

SKILLS AND POINTS COST:
You have 4 skill points to spend on skills for your character. Some skills have a zero
cost, either for a particular path or for all paths.

Skill

Military Scientist

Hacker

Warlock

Pistol

0

0

0

0

Assault Rifle

0

2

2

3

Sniper

1

3

3

3

Support/Heavy Weapon

2

3

3

3

Demolition

1

3

3

3

Lock Pick

1

2

1

2

Foil Restraints

1

2

1

1

First Aid

0

0

0

0

Medic

1

1

1

2

Medicine

2

1

2

3

Science

2

1

2

2

Weird Science

3

1

2

2

Computer Programming

3

1

1

2

Computer Hacking

3

2

1

3

Computational Demonology

3

3

1

2

Sorcery

4

3

2

1

Necromancy

5

5

5

3

Mythos Lore

2

1

1

1

Precognition

2

3

2

1

Telepathy

3

3

2

2

Detect Lie

2

3

2

2

Divination

3

3

2

1

Ancient Languages

3

2

2

1

Additional Modern
Languages

1

1

1

1
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SKILLS:
Pistol. All PISCES field personnel have been trained to use a handgun for selfdefence.
Assault Rifle. This skill allows the use of assault rifles, submachine guns and machine
pistols.
Sniper. This skill is required to use a sniper rifle.
Support/Heavy Weapon. Heavy machine guns, mortars, RPG’s and shoulderlaunched missiles all fall into this category. Field guns and missile batteries do not.
Demolitions. Enables a character to set a demolition charge, provided they have
the materials to hand. The skill also allows the disarming of a simple explosive device.
Lock Pick. A simple lock can be picked in a couple of minutes with a hairpin. More
complex locks will require more time and specialised equipment.
Foil Restraints. A character who has been tied up or handcuffed can escape with 5
minutes of obvious role-playing.
First Aid. A first-aider can stabilise a wounded character and slow the rate at which
they bleed out. They cannot restore any lost hits.
Medic. A medic can treat combat wounds and restore hit points, but cannot cure
persistent effects, such as broken limbs.
Medicine. This skill allows everything the medic can do, plus persistent effects can
be removed. Disease and symptoms of poisoning can also be recognised.
Science. This is knowledge of conventional sciences, i.e. chemistry, physics,
biology, earth sciences, mathematics. Choose a broad field of study, and a couple of
specialisations within it.
Weird Science. This is science as we don’t know it. It will include xenobiology,
xenolinguistics, parapsychology, non-human technology, hyperdimensional
mathematics and such like.
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Computer Programming. Everyone is assumed to be able to use a computer. This
skill represents the ability to write complex programs for a variety of platforms, from
a supercomputer to a smartphone.
Computer Hacking. This represents the ability to by-pass computer security
protocols, to extract encrypted information, implant a virus, or otherwise take
control of a computer system.
Computational Demonology. This is mainly a research skill which is used to discover
and develop new spells, particularly those which can be incorporated into portable
technology.
Sorcery. The sorcerer is able to carry out summonings and banishments, open and
close Gates, and set and neutralise Wards. A hacker manipulates sorcery through his
technology, whereas a warlock needs a few ritual objects and the power of his will.
Costs marbles to use, number depending on level of spell.
Necromancy. This is power over the dead. A necromancer can speak to the soul of
someone recently departed. They can also re-animate the once-living and command
them to their bidding. The practice of necromancy is banned under international
occult conventions.
Mythos Lore. You have a basic idea of what’s really out there. You will be able to
recognise some of the entities that you encounter.
Precognition. This psychic ability gives a hazy glimpse of the future. The visions
are nearly always ambiguous and can only be invoked 3 times in a 24 hour period.
(Requires referee and costs 1 marble to use)
Telepathy. A psychic ability which allows the telepath to read another’s thoughts.
The telepath needs to be within easy conversational distance from the target. The
ability is quite exhausting to use so can only be done 3 times in a 24 hour period.
It seldom works on non-humans and can be detected if attempted on another
telepath. Costs 1 marble to use.
Detect lie. This combines a skill with reading body language and expression with
a little psychic insight. The user can tell if someone is lying in response to a direct
question. It won’t tell you if they’re omitting some of the truth. Costs 1 marble to use
Divination. Objects retain psychic echoes of their history and of those who have
possessed them for a long time. The diviner can get a sense of this history by holding
the object and concentrating on it. Costs 1 marble to use.
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Ancient Languages. This is the ability to read and speak ancient languages such
as Babylonian, Ancient Egyptian, Olmec and Old Enochian. Sorcerers will know just
enough Old Enochian to cast spells, not enough to hold a conversation with an Elder
Thing. You may choose 2 ancient languages with this skill.
Modern Languages. All characters can speak English. They may, if they choose,
select one additional modern language at no cost. With the Modern Language skill,
they may choose another 2 languages.

MEDICAL SYSTEM:
We will be using SAMS XP, blue Smartie version. Thanks to Tim Atkinson for designing
the system.
Additional Game Mechanics

1) Marbles. All characters begin the game with a certain amount of mental resilience,
represented by a number of marbles. This resilience is tested when encountering
something especially horrific, or when using occult or psychic skills. The marbles
should be placed in a pocket on your right. When casting a spell, using a power or
meeting an eldritch horror (a ref call), transfer the appropriate number of marbles
from your right pocket to your left. When all your marbles have been lost from the
right pocket, you are suffering a mental breakdown. Read the instructions in the SAN
envelope and choose the affliction that you’re most comfortable to role-play.
2) Challenges. You will all be given a random playing card at the start of the game.
At times during the game you may experience a magical effect challenge. First a time
freeze will be called, and a property of the playing card will be called (suit, colour,
court card, etc). If your card has the property called then you resist the effect. If you
fail to resist, you react to the effect as instructed.
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COSTUME REQUIREMENTS:

Players. Please refer to the previous section ‘Player Groups’ and kit yourself up as
best befits your chosen character.
NPCs. Specific details will be revealed in the appropriate forum, but you will
definitly require a set of blacks, greens and also some civilian clothing.

CONTACT:
pm me (Alex) on the Firefight forum or message me on Facebook.

16

Sunday 10:00

INVASION! : A Long Overdue Debt
(by James Bloodworth and Andy Flood)
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From the pages of iconic British Comic, 2000AD, comes the story of the unthinkable,
England invaded and occupied by a foreign power.

TIMELINE:
1991
An attempted coup against Russian Head of State Mikhail Gorbachev is successful
when a hitherto unknown element from the Volgograd region lends its support to the
coup. As a result, Marshall Vashkov becomes sole leader of a unified Russia which is
renamed the Volgan Republic. The Republic embarks on a massive military build-up.
1992
Vast new reserves of North Sea Oil are discovered off the British coast. Ken Livingstone
becomes leader of the Labour Party and his “True Labour” movement gains momentum
amongst the electorate.
1995
Labour led by Ken Livingstone wins a tightly contested election against the Shirley
Brown’s Conservatives.
1996
Prime Minister Livingstone orders the removal of all American military bases from the
British Isles.
1998
Newly isolationist America completes its withdrawal from Britain, Europe and NATO.
The Volgan Republic suddenly invades across its borders with a speed and decisiveness
that by late 1998 see’s it conquer almost of all Europe.
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1999
January 1st, 06:00 the Volgan Republic launches an all out offensive against Great
Britain with such ferocity and over whelming force that the British Government offers
unconditional surrender at 14:00. The city of Coventry is destroyed in a nuclear strike
and the Royal Family are evacuated by air to Canada. During those early months
of occupation, both military and political leaders are executed for crimes against the
“People’s Republic of Britain”.

2000 to 2003
The early months of the occupation are tough for the newly conquered people, curfews,
brutal sentencing for minor crime, food and fuel rationing. Resistance attacks begin;
former military and intelligence chiefs begin to co-ordinate these attacks from secret
bunkers. Individuals start to make names for themselves, such as the near legendary
Bill Savage and Peter Silk, who lead units such as the “Mad Dogs” and “Traitors Gate”.
Slowly over the next several years, resistance begins to give way to acceptance as the
British people begin to accept their new Volgan Overlords and their puppet government
led by Prime Minister Simon Creepton.
2004
Now.
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BRIEFING:
YOU are part of the Welwyn resistance unit, known as the “Welwyn Pegasi”. Although
quite active in the beginning stages of the occupation, heavy losses in the face of
overwhelming odds have broken the backs of most fighters; consequently you are
all that’s left of the once mighty force. You haven’t been activated for a while now
and you have wondered if the resistance has finally been wiped out. It was to your
surprise that you heard a coded message over the radio, a call to arms that hadn’t
been heard in months.
Although you normally work in cells, you have all been called together which means
it must be serious. You have been summoned to hear the briefing in the local woods,
not too far from the local Volgan command post. You check your weapon and move
out...
Arriving in the woods, you nod in acknowledgment at your colleagues, some you
know, some not so much. There is one nervous looking individual, as you gather he
looks up; “I think this is everyone”. He takes out an envelope, sealed orders, rips them
open and takes out a sheaf of papers...

PLAYERS:
Costume: Civilian clothing only, no camouflage,
NOTE: You might want to wear your black combats underneath your civilian clothing
but this is no way a requirement for the game.
Weaponry: No automatic fire

NPC’s:
Costume: Black Tactical
Weaponry: Anything
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Sunday 20:00

A LATE CALL FROM CALISTOGA
(an adventure in the Starlore Continuum Universe
by Shaun Danby)

BACKGROUND:
Calistoga 2nd planet of the Phanes star system, a former IBMW Corp colony long
deserted since the entire population of the planets single small continent perished
in a natural disaster. Unknown to the colony’s builders, once each orbit the systems
third planet Chronos approaches so close to Calistoga that the two worlds almost
collide with devastating results. The colony was plunged into darkness sending the
tropical continent into a mini ice age. Calistoga was eventually closed to all traffic
by the Protectorate authority who placed Interdiction satellites in orbit to prevent
further landings.
Today, despite an acute shortage of viable colony worlds, Calistoga is still deemed too
dangerous for the millions of refugees of the galactic civil war still living in crowded
camps and cramped space stations.
Recently a number of Protectorate outposts and deep space vessels have detected
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an automated transmission from Calistoga. The transmission, using some form of
code was sent on a pre-war distress frequency only used by elite units of the Imperial
navy. IBMW deny any knowledge of the transmission or the code and offered all
assistance to a rescue mission. The Protectorate Authority accepted the offer from the
corporate giant as any security systems installed by IBMW on Calistoga may still be
active. The Corporate security team are to link up with a detachment of Protectorate
Marines and civilian specialists all of whom are travelling on the Fortress Corporation
transport vessel Olympus that incidentally had been the first to pick up the signal.

THE MISSION:
Locate the source of the transmission and search for any survivors.
This is a race against time as the approach of Chronos will cause massive magnetic
storms within hours. The interference will ground any craft still on the surface,
marooning the teams to face a frozen doom.

PLAYER TEAMS:
1) IBMW Corporate Security
Like many large corporations IBMW retains a sizable security force to protect its assets
around the Empire. ‘Special Reaction Teams’ (SRTs) are on standby at all times and can
be deployed at a moments’ notice. Specializing in complex tactical operations, such
as hostage rescue, riot control, and urban assaults, they are armed with state of the
art weaponry and carry specialized equipment that can include explosive charges,
armour, respirators and LTL (Less Than Lethal) weaponry like tear gas, stun guns and
anti-personnel chem spays.
Leaders/Ranks – Corporate Executive, Watch Commander (Commanding up to 20),
Watch Leader (Commanding up to 5). For purposes of the game at least one of each
will be required.
Costume guidelines – Black/dark grey (Special Forces/SWAT style) with armoured
vests, helmets, full harnesses and packs etc. If you have them. The Corporate security
team is far from home and has to carry everything with them as there is no back-up
team ready and waiting to support them. Corporate Executives will not go anywhere
without their suit so dress to impress.
Weaponry – SMG Style tactical firearms & Pistols max for the execs.
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Hits – The greater the armour and apparent load carried – the more hits you will
have.

2) Protectorate Marines
Protectorate Authorities often transport their troops between the Core worlds and
the Protectorate Sectors on the Edge on civilian transports. This provides a level of
protection from the Pirate vessels that stalk the deep space transport routes whilst
providing low cost troop transport. One such ship, the Olympia, a passenger ship
carrying a small contingent of Marines heading for Protectorate Sector 30 has now
been diverted to Calistoga. While not ‘Special Forces’ Protectorate Marines consider
themselves to be the best of the best.
Leaders/Ranks – Unit Leader (Commanding up to 4), Sub Force Leader (Commanding
up to 25), Force Leader (Commanding up to 156). For purposes of the game at least
one of each rank will be required.
Costume guidelines – Classic green/brown pattern, something like US Woodland
pattern or ERDL (Lime or Brown) is ideal. Armored vests, helmets, packs (remember a
Marine is ready for anything and carries all required equipment with them).
Weaponry – Big Guns (nuff said)
Hits – The greater the armour and apparent load carried – the more hits you will
have.
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3) Specialist Team
Made up of passengers and crew from the Olympia travelling to various destinations
on the edge via a Fortress Corporation colony world in sector 15. The Marine
detachment lacked a number of specialist skills that some of the other passengers
possessed and it was felt that extra manpower would not go amiss. Like many similar
passenger transports, the Olympia is carrying a wide range of citizens from colonists
(miners, ranchers & builders), bounty hunters, doctors, pilots, Police (Incl. IPF similar
to Federal District Marshals), criminals & technicians. A large number of people join
the military in order to see the galaxy while gaining a profession, so your plumber
character may still have received firearms training. There is also the option to play a
non-human (a droid, Synthetic or artificial) but medical procedure could become an
issue without droid techs specialising in Droid Tech (email enquiries regarding non
human characters to starlorex@googlemail.com)
Leaders/Ranks – Character dependent. Leaders are likely to be ex-military types,
members of the Olympia’s own security detail, Police or someone ‘Famed’ for being
a leader type.
Costume guidelines – The Continuum Universe is very much a space opera type
setting in the vein of the Traveller RPG so just think far future. Some worlds have
an ‘ethnic’ costume often themed after the name of their home-world but most
garments will be dictated by a characters profession. Armour will be limited as
members of this team were no expecting to be embarking on a rescue mission into a
deep forest so are likely to have light weight armored vests at best and possible other
gear appropriate to their character (welding helmets as an example).
Weaponry – Whatever your character could get his hands on but the Marines will
have tried to confiscate anything larger than an SMG so smaller weaponry only
unless you have a way of concealing anything bigger.
Hits – Limited to lightweight armour only.

NPC’s:
Costume - Blacks
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RULES:
A limited version of the Starlore V7 knowledge and skills will be used and surviving
characters will earn experience for future ‘Continuum Universe’ games. Players with
characters from previous Starlore events are welcome to reprise their characters
(please contact me if you no longer have a copy of the character as it may be in the
Starlore archive). Skills and Knowledge will provide options and insights.

SETTING:
Set in the year 2499 the Starlore Continuum Universe draws inspiration from various
sources like the Traveller RPG, Aliens, Outland, Moon 44 and books from authors such
as Asimov, Heinlein, Scheer and Darlton. Space travel is common place but journeys
between sectors can take days or even weeks. Man has invented many things from
star drives to artificially intelligent robots, colonised 500 worlds and laid waste to
many of them during the Great Galactic War.

CHARACTER BUILDING:
1.
2.
3.
4.
5.
6.
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Choose a category Marine, Civilian etc.(each one is limited).
Choose two skills from those listed under Training and Education (either 2 x
Training, 2 x Education or one of each) plus any bonus skills.
Email your character details to starlorex@googlemail.com to gain bonus
information.
Character packs will be issued at Dropzone.
Pre generated basic characters will be available.
All required information will be in the Character packs.

SKILLS: Training
NB Not all skills may be useful on this game. Civilians and Droids get additional free
skills.
IBMW Security

Protectorate Marine

Civ. Specialist - Human

Civ. Specialist - Droid

Interrogation

Interrogation

Knowledge (free)

Knowledge x 2 (free)

Portable Welder Ops

Portable Welder Ops

Interrogation

Computer Tech (free)

Droid Tech

Droid Tech

Portable Welder Ops

Droid Tech (free)

Computer Tech

Computer Tech

Droid Tech

Portable Welder Ops

Tech

Tech

Computer Tech

Tech

Demolitions

Demolitions

Tech

First Aid

Chem. Tough

Chem. Tough

Demolitions

Med Tech

First Aid

First Aid

Chem. Tough

Doctor

Med Tech

Med Tech

First Aid

Fame*

Doctor

Doctor

Med Tech

Toxin Use

Doctor
Toxin Use
Fame*

* Not exactly a skill but your character is famous/infamous - only available if requested ahead of the event.
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SKILLS: Education
NB Not all knowledge skills may be useful on this game.
Knowledge

Brief Description

Alien History

Vanished non-human cultures

Anatomy

Structure of the body

Archaeology

Material remains of the past

Astronautics

Space flight

Climatology

Climate

Concealment

To hide an object

Entomology

Insects

Escapology

Freeing oneself from constraints

Ethology

Animal behaviour

Iconography

Drawing symbols / icons; symbols

Ktenology

Science of putting people to death

Xenobiology

Theory of alien anatomy

Contact:
Submit your character details, queries and requests to me at starlorex@googlemail.
com or pm me (The_Glorious_One_Alpha) on the Firefight forum.
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Safety, Health and First Aid
Your personal fitness is your own responsibility; however, it would be appreciated if
you would advise us in advance of any special needs or problems. Please remember
that Live role-play games are both physically demanding and potentially dangerous
activities. It would be greatly appreciated if you would let us know in advance of any
medical qualifications you possess. A comprehensive first aid kit will be placed in an
advertised location and badges will identify all first aiders.

Emergency Whistle Signals:
Although we’ve never had an accident, it’s always best to be prepared. In order to
facilitate communications over the whole of site, ALL players must carry a whistle.
The whistle signals are as follows, please learn them:
Game start: 1 whistle blast and/or call of ‘time in’
Game over: 3 long blasts on the whistle (only to be done by at the request of a game
organiser).
Emergency: Continuous blasts on whistles stop play and close on the whistle blower.

Equipment Hire
The committee have arranged a strictly limited number of guns and sensors for hire.
The conditions of hire are as follows:
1) There is a flat fee of £10 per item for the whole weekend. This includes the cost of
one brand new good quality set of appropriate batteries for the piece of equipment
in question. This fee applies regardless of the time during the weekend at which the
equipment is issued. (For example, if the equipment is hired on the Friday the fee is
£10, if the equipment is hired on the Sunday afternoon, the fee is £10).
2) Extra batteries required are the responsibility of the person hiring the equipment.
Please note if you are hiring a sensor, you will have to change the battery at some
point over the weekend, possibly more than once.
3) In addition to the hire fee, a returnable deposit for each item will be required
before any item of equipment is issued. The deposit required is £30 in the form of
cash or a cheque (sorry no IOUs). Please note this is per item of equipment, if you
hire a gun and a sensor, the combined deposit will be £30 x 2 = £60 (plus £10 x 2 =
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£20 non returnable hire fee).
4) The deposit is to cover breakage or loss; you must return the item to either, Jenny
Watson or Simon Barker only. If you hand the item to anyone else to return, it is still
your responsibility.
5) Deposits will only be returned to the person who originally paid them, and at
the discretion of those persons named in rule 4 after a thorough inspection of the
returned item. Please note that in many cases you are borrowing individuals’ own
personal kit, it does not belong to Dropzone and has been loaned as a contribution
to the hobby. It is only fair that the equipment is returned in a fully functional state.

Code Of Conduct and Site Rules
1) All players of DROPZONE must read and adhere to these regulations. For insurance
and legal reasons you must be over eighteen years of age and must have completed
a DROPZONE booking form before being able to take part in the event.
2) Be courteous and polite to any members of public that may stray onto the event
site. Go out of your way to allay any fears and never intimidate, alienate, threaten, be
abusive or point any weapon towards them.
3) No weapon is to be carried or displayed off the event site and they must be packed
away out of sight during transit.
4) Once you are geared up, do not move outside of the event side.
5) Do not move, remove, damage or sabotage any of the sites fixtures and fittings.
Likewise never touch, loot or disable the property of other players without their
permission. Lootable props may be included as part of any one scenario or an overall
scenario.
6) Please respect and obey the rulings of the game refs, abide by the rules of the
game and the law of the land. These regulations are to be considered always in force,
unless otherwise stated.
7) No illegal substances to be allowed on site.
8) Do not bring any replica guns, blank firing guns, starter pistols or any illegal knife
to the event.
9) No smoke bombs or other pyrotechnics will be allowed on site with the exception
of those authorised for use on adventures.
10) Keep litter to a minimum and dispose of all litter from your camping area at the
end of the weekend (bins and bags will be provided).
11) No Campfires are allowed (even for cooking purposes) except at the designated
fire pit. You can’t miss it - it’s the one full of ‘refreshed’ taggers.
12) No alcohol should be consumed before or during any of the scheduled games
put on at Dropzone 2013 and none should be taken out into the field.
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What To Bring
In addition to the 14 tag rifles, tag pistols and tag mega-cannons of death and 23
cans of lager/cider/old fusty’s nasty brew, it is equally important that you remember
a number of other items.
Please feel free to add to the list as appropriate:
•
•
•
•
•
•
•
•
•
•
•
•
•
•
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Print out of any info from this booklet you might need
All your player/NPC costume
Bandages (for SAMS 4 medical system. 2/3 each, 1.2 m x 10 cm approx)
Food and drink (non alcoholic)
Tent
Sleeping bag & bedding
Eating utensils
Toilet roll (in case we do run out)
Spare warm clothes
Torch (you must carry a torch on night games)
Whistle (you should carry a whistle on all games)
Personal medication, if required (please advise us in advance if you have special
medical needs or problems)
Spare batteries
Even more sense of humour than last year!

The Site Map and Directions
Nearest postcode (for satnav): AL6 0UN. If you are coming to Dropzone from ‘The
North’, travelling down the M1, you may find the following route best:
•

•
•

•
•

•
•
•

Travel down the M1 as far as junction twelve (See Map 1), turn left
at the roundabout and head north-east on the A5120 towards Westoning, but
turn right approximately a quarter of a mile to head towards Harlington. Resist
the temptation to stop off and visit Harlington-Straker Film Studios (Ed’s always
busy anyway) and continue through Harlington and Sharpenhoe, travelling East
to Barton-le-Clay.
At Barton-le-Clay join the B655 and continue East, following the signposts for
Hitchin.
After approximately six miles, you should be approaching Hitchin, at the traffic
island, take the fourth exit onto the A600 and continue East, crossing another
island, after approximately three miles, you should arrive at junction eight of the
A1(M).
Turn South onto the A1(M) and travel for approximately three miles to junction
seven. At junction seven, turn left and travel East towards Stevenage on the
A602 (See Map 2).
When you encounter the second island (approximately one mile after leaving
the A1(M), turn right onto the B197. You now have to stay on this road for
approximately five miles, this is the road which travels past “Lower Mardley Hill”
on its left (see Map 3).
When you see Mardley Avenue on your left, followed by Marlborough Close, get
ready to turn left onto “Lower Mardley Hill”. If you are passing a row of shops on
the right, you have gone too far!
Turn left onto Lower Mardley hill, then left again onto Robbery Bottom Lane.
After passing under a railway bridge, turn right onto the site and continue
up the hill through the woods until you reach the car park by the stockade.

I know that this route might seem ‘round the houses’ a bit, but trust me, if you are
coming down the M1 from the North this is much easier than going further South
and travelling through Luton and Welwyn!
•
•
•
•
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If you are heading to Dropzone from the South of England via the A1(M), you
might prefer to leave the A1(M) at junction six for Welwyn (See Map 1).
Then continue North via three roundabouts.
At the third turn onto the B197 signposted towards Knebworth, and pass under
the A1(M).
As you approach the North Star Pub, turn right into Lower Mardley Hill (see Map
3).

•
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Turn right again into Robbery Bottom Lane and approach the site as above. Map
1 (M1-A1M) Scale: Approx. 6 miles/square. Map 2 (Knebworth) Scale: Approx.
0.5/square. Map 3 (site entrance). Map 4 (site map)

Map 1

Map 2
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Map 3

Map 4
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Dropzone handbook 2013. Words by UKLTA members. Design & Dropzone graphics by JD. Other images
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