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Welcome to Dropzone!

Welcome to Dropzone 2014, I hope you are ready for all sorts of wormholey goodness.
The fact that this event exists, that this hobby still exists, is thanks to a huge lump
of people volunteering their time and spending their money. One of those is you,
of course, so give yourself a pat on the back. From player to committee member to
games organiser to NPC, all through the levels of commitment that people give to
the hobby, it couldn’t exist without all of you. Just think about that next time you’re
lining up some mook in your sights to “off them” (think about it long and hard if it’s
me, possibly long enough for me to duck away in to the undergrowth.)
I want to take this opportunity to do two things then, thank everyone who puts the
time in to make this happen. We could all choose to do something else, but we do
this and that’s a great thing. Thank you. And to bang the drum for making sure that
we all have the chance to continue doing this thing that we love. Following on from
Dropzone 2013 we’ve had a great set of games and seen a lot of new faces. This has
happened because people have had ideas for games that they’ve turned in to games
for people to play. And because people have taken the effort to find new people to
come, borrow kit and play these games. Don’t be shy about advertising this great
hobby of ours around the place. Sell it to your friends and acquaintances, give them
the chance to see what it’s all about, who knows, maybe they’ll be reading this in
2015 as they get ready for their Dropzone.
Mik Reed
(UKLTA Chairman)
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The When and The Where

Dropzone 2014 takes place over the bank holiday weekend, Friday 23th to Monday
26th May. The site should be open from around 2pm.
The event will occur at Harmer Green wood (site of Dropzone 1999 to 2013).
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
Zombie Dawn by Monkey & Chris Hannaford

Saturday
10:00 hrs
Stargate: Puddle Jumping (ep 1: Out of the Blue)
					by Stephen Nash
14:00 hrs

Stargate: Puddle Jumping (ep 2: Into the Green)

20:00 hrs

Stargate: Puddle Jumping (ep 3: In off the Red)

Sunday
10:00 hrs
Stargate: The Lost Boys
					by Ros Day, David Harvey and
					Jasper Hedger
14:00 hrs
Stargate: Revolution
					by Dave Baseley, Kelly Dillon, JR and
					Russell Tomlinson
		18:00 hrs
				

Dropzone BBQ courtesy of Tim Atkinson. Bring
And Buy in the compound.

		20:00 hrs
Farscape: The Beginning Of The End
					by Eddie King
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Game Briefings
Friday 21:00

Zombie Dawn

(by Duncan Spiers aka Monkey, Chris Hannaford and The Wickham Workshop)

“There’s thousands of ‘em!”
Welcome to your Friday night game which should be a fun, comedy and gently
tactical way to start a great weekend.
Not so long ago (right now in fact) in a Scout camp not so far away, we gather again
for a great (and hopefully dry) Dropzone weekend of fun and monkey business.
Unknown to us all, dark forces have unleashed their evil plan of anti-Dropzone fun
and a terrible biological toxin/magical spell/radioactive meteor strike/whatever
works for you has taken effect. All of our supplies of beer, pies and bacon sandwiches
are destroyed thus turning the local population into the mindless brain nomming
undead.
There is but one glimmer of hope left for the few hardy survivors. The Harmer Green
compound is not only defendable but contains the last known stash of beer, pies and
bacon sandwiches. It must be defended at all costs if any of you hope to survive!
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Player Groups & Costume
This is a fast paced game and should allow for every player to play both a survivor
and a zombie at different stages. Survivors dress as you are or show up in civilian
clothing. Those starting as zombies dress just as you are also, but please make the
effort to ‘zombie up’ with an old bloody ripped T-shirt or other ‘Halloween’ quickchange costume/mask to easily distinguish yourself from the survivors.
Survivor Hits + Ammo
A human survivor has only 2 hits! Friendly fire is not your friend! Ammo is very
limited. Survivors have only one magazine for their chosen weapon. Weapons with
limited ammo (pistol/shotgun) can have reloads up to the equivalent standard 30
round magazine.
Ammo Re-Supply
Beyond the relative safety of the compound is an air drop containing enough
ammo for one new magazine for each survivor. If you dare send your fastest bravest
survivors to retrieve it. The airdrop is heavy and takes both hands to carry back. If
When your runners get back they must go to each survivor in turn where a touch on
the shoulder will signify the handing over of a fresh clip.
Zombie Hits & Behaviour.
You are the classic George Romero/Walking Dead style slow, shambling undead.
Head towards the nearest dinner survivor moaning your favourite tune “brains...”
You know the deal. Please remember to role-play getting shot with extra stumbling
to make it obvious when you have been hit. Standard ‘Tooth & Claw’ monster rules
apply. Nom on the player for several seconds before moving on to the next meal.
The entire zombie horde will have the same number of hits as the total ammunition
supply available to the survivors, divided equally between each zombie player. The
Zombie player is then free to use his/her points in any combination they wish. For
example with a total of 15 hits you could go in 3 times (2 spawns of 6 hits, one of 3
hits) or 15 times with one hit, the choice is yours.
Zombie Re-animation.
When If your survivor character becomes dinner, after a 60 second count you will
re-animate with 5 hits (TBC on the day) and then cause chaos. If another survivor can
make it to you before 60 seconds is up they may deliver the kindest blow i.e simply
touch the shoulder as per Tooth & Claw rules.
Wildcards.
The mystery wildcards will be in play if any survivors of zombies wish to try them.
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Saturday 10:00

STaRGaTE SG-1: PUDDLE JUMPING
(by Stephen Nash)

“Ladies and Gentlemen, it is a time of crisis... makes a change. Anubis has risen once more.
A frantic scramble to recover the technology of the Ancients has begun. Going back over
our files of previously visited worlds has offered up a strong possibility of a planet with
un-translated Ancient text.
Planet PS9-432 was visited in the early days of the Stargate program. However later
attempts to revisit all proved unsuccessful due to the unique gravitational effects of the
planetary system making the Stargate unable to lock.
Researchers from SGC and Area 51 calculate that there will be 48 hour window of
opportunity to get research teams on and off the planet occurring imminently. Two
research teams have been assigned to this mission. SG-9 is a established team whilst
SG-12 have been hastily put together from some of the team’s original members and a
multinational group of personnel. With the increased uncertainty due to the long period
we were unable to open a gate to PS9-432, a combat support team SG-3 has also been
assigned as back up. Good luck...”
*****
(This game is set in the Stargate SG-1 time line after season five towards the beginning
of season six)
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Player Roles, Costume, Weapon Load Out:

SG-9: Team Leader (overall command) 2x Technicians, 2x Translators, 1x Medic 1x
ADC. Standard olive green uniform with black tac-vest/webbing, side arm or SMG.
SG-12: Team Leader (overall 2nd in command) 2x Technicians, 2x Translators, 1x Medic,
1x Surgeon, 1x Xenobiologist . The Team Leader and Medic represent the original SG12
personnel. Mainly standard olive uniform with black tac-vest/webbing, side arm or
SMG.
SG-3: Team Leader , 1x Medic, 1x NCO with each fire team, (LMG, LAW, Chain gun,
etc.) assault rifles, demo charges, squad support weapons, etc. Camo uniform to be
decided by players.
Further information is available now on the Firefight player forums. Sign up, log in, get
into character and get involved!
NB - While not compulsory, wear a DOT sensor by preference. It will add to your ingame experience. Please try it.

Medical System:
We will be using SAMS 2011. Thanks once again to Tim Atkinson for designing the
system.
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Armour Bonuses:

Helmet +1, Body armour +1, that’s it! Feel free to wear leg/arm armour, but no extra
hits will be given for it.

Weapon Guidelines (Repeat, Guidelines):

We don’t expect all tag-guns will fit exactly to these specifications.
Side Arm - Pistol sized body un-lensed or with small lens and lilac, less than 100m
range. 1 point of damage.
SMG - MP5 etc sized body un-lensed or with small (25mm or less) lens and lilac, less
than 100m range. 1 point of damage.
Rifle - Full sized rifle body 25-50mm lens , any emitter, range = whatever, 2 points of
damage.
Shotgun - Suitable body, un-lensed, lilac or restricted gherkin emitter, range 50m or
so, 3 point of damage.

Contact:

Stephen Nash, Paul Nash on Facebook.
‘Nasher’ on the Firefight forums.
Email: nash.paul@sky.com, stephenwowfan.nash@yahoo.co.uk
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Sunday 10:00

STaRGaTE SG-1: THE LOST BOYS
(by Ros Day, David Harvey and Jasper Hedger)

It’s not always about fire fights and daring-do, the Stargate has an irresistible siren
call and those who hear it must respond whether they seek academic knowledge,
scientific treasures or simply the ultimate escape...
Set during the second series of Stargate SG-1. It’s a simple there and back again, and
with a little luck nobody will even notice that you’ve been gone.

Team
A
B

Costume

Weapons

Notes

Civilian

Side arms or unarmed

Industrial Archaeology

Civilian

Side arms or unarmed

Political science

C

Civilian

Side arms or unarmed

Practical
anthropology.

D

Civilian

Side arms. (Or unarmed, or perhaps the
odd rifle.)

General Science.

E

Olive Drab w/black
assault vests.

Side arms, MP5s or FN
P90s

F

Olive Drab w/black
assault vests.

Side arms, MP5s or FN
P90s

G

Blacks

Side arms, MP5s or FN
P90s

How good is your
fieldcraft? Are you
sneaky enough?

Please let us know your first and second preference via a private message on Firefight,
and once you’ve signed up we’ll send you background appropriate to your team.
Medical System – SAMS Basic
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Sunday 14:00

STaRGaTE SG-1: REVOLUTION
(by Dave Baseley, Kelly Dillon, JR and Russell Tomlinson)

In all the years we’ve been fighting the System Lords, we’ve never known them to act
together – until now.
SG-11, while on a routine excavation mission to RX734-X2, stumbled upon a hidden
chamber containing a tablet inscribed with a previously unknown dialect of the
Goa’uld’s language alongside a Stargate address. While only a small amount could
be translated, it was enough for SG-11 to establish that a brief alliance of all System
Lords had been formed for the specific purpose of mutual protection.
Believing there’s something on this planet that the System Lords consider a threat,
SG11 contacted General Hammond and were granted authorisation to proceed to
the unknown planet, there to be joined by SG8 travelling from Earth. When Stargate
Command attempted to dial the planet a connection couldn’t be established,
however, it was soon confirmed that SG-11 had left RX734-X2 without a problem.
Half an hour later the gate connected and a wormhole stabilised, but all attempts to
contact SG-11 failed.
In response to the team’s apparent disappearance, General Hammond has assembled
a large security and scientific force, of which you are a part. Your primary objective is
to rendezvous with SG-11 and ensure their safe return. Once the safety of our people
has been guaranteed, the secondary objective is to resume SG-11’s original mission
to fully translate the tablet and confirm the validity of its claims.
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Player Characters:
Command: The buck stops with you. A Major, a Captain and three Sergeants have
been assigned to this mission.
Marines: Several SG security teams have been allocated for the safety of all
noncombat personnel.
Medical: Two field medics and Doctor Fraser’s assistant in the capacity of trauma
surgeon.
Archaeologists: Three to five Archaeologists, all trained in linguistics.
Costume:
All as per the Stargate universe, standard SG uniforms for all characters. However,
phys-reps relevant to your character class are advised. In particular, Archaeologists
are strongly encouraged to carry with them a notebook and pen at minimum.
Equipment:
As this is a simple skirmish game, we request that all players only carry weapons that
inflict a single point of damage per shot.
Archaeologists and Surgeon to carry small arms only, all others – including combat
medics – can use SMGs. PMRs for all players (please).
Medical system:
TBC on the day.

NPCs:
Yes please! Contact us on Firefight for further information regarding costumes.
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Sunday 20:00

(by Eddie King)

The TV show Farscape told of the adventures of the Earth
astronaut John Crichton. John had an idea that by using
Earth’s gravity he could sling-shot around the planet and
travel faster than anyone had done before.
Everything was going as planned when his trajectory shot
him through a wormhole to the other side of the universe.
Emerging from the wormhole John found himself in a vast
new universe of aliens, Muppets and spaceships.
There are two main powers in this part of the galaxy. The Peacekeepers, were
formed five thousand years ago to police the galaxy and stop the countless number
of planets and races from warring with each other. Over many years power has
corrupted them and they now see themselves as above all others’ judgement. The
Peacekeeper Empire stretches out over the majority of the galaxy. Most planets join
them freely or are eventually coerced.
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Two prominent figures in the Peacekeeper Empire are
Grayza and Scorpius. Commandant Mele-On Grayza
is cool, self-confident and relentlessly dogged in the
pursuit of her goals. She is always looking for the next
great weapon she can utilise and John Crichton’s
wormhole ‘weapon’ is what she currently prizes most
highly.

Scorpius works for the Peacekeeper military, but only
so far as working for them will serve his own nefarious
purposes. His single minded mission: to develop a
means to control the generation, and travel potential of
the natural space phenomenon known as wormholes.

The other main power in the galaxy are the Scarren. A formidable opponent for the
Peacekeeper Empire, they too desire galactic domination and wormhole weaponry.
Little is known about the Scarren race or their origins but there appear to be several
different breeds of Scarren.
Their gene splicing programs
took selected races and tried
to breed their own species,
resulting in the creation
of three different forms of
Scarren.
The first are the upper caste
Scarrens.
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The second is the agent
or bodyguard Scarren.
They possess powers
which they can use
for interrogation and
persuasion.

The third Scarren genotype is the foot solder. Their
appearance remains uncertain to other races due to
their style of full body armour.

There is space between the Peacekeeper and Scarren Empires known as the
Uncharted Territories. It is here that smugglers and all kinds of criminals are able
to hide from Peacekeeper forces. As the name belies, many undiscovered creatures,
planets and phenomena lurk out there in the great depths of Uncharted Territory
space.

Player Briefing:
Seven days ago Peacekeeper Command sent a reconnaissance team to a small moon
out on the edge of Peacekeeper space and the Uncharted Territories. The planet is
uninhabited but for the small group of monks that reside in a monastery set up by
their order on the moon thousands of years ago. The order are colloquially known
as the Silent Monks as they never speaks communicating only by gestures and sign
language. They are easily identified by the silver masks they all wear as part of their
order.
The small Peacekeeper reconnaissance team were tasked to perform a survey of the
moon, collecting mineral samples before reporting back. Command however have
heard nothing from them since they departed.
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You are part of a Peacekeeper squad, dispatched to the aforesaid moon, charged
with locating the survey team, retrieving any samples they may have and further
investigating the area.

Players:
Troopers - Black BDU’s with black body armour, helmets and a large weapon.
Technicians - Gray overalls with tool belt no guns.
Officers - Black BDU’s no body armour/helmet with maybe a splash of red (eg. Red
stripe down one side of the top).

NPCs:
Black BDU’s with black body armour, helmets and a large weapon. The rest will be
provided.
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SAMS 2011 – Feb 2011

Introduction

SAMS was last reviewed in early 2007 at which point the blue smarties had been
removed, but now they are back it seems like a good time for an update with a
couple of new rules to keep you all on your toes. SAMS does not stipulate things such
as number of hits or armour but simply offer recommendations for the guidance of
umpires.
Credits While SAMS is a lot of my own work, many others have influenced it’s
development including Ben Roberts, John Treadaway, David Harvey, Paul and Jenny
Watson, James Bloodworth, Phil Higgins, Jasper Hedger, Black Watch, Sarah Clark,
Pete and Rob Morton and Dai Rees. Thanks go in addition to Jenny Watson for
helping with Medical Terminology. I must also thank Corinne Svoboda for the idea
behind and the construction of the SAMS logo.
Recommendation: a basic player has 3 hits, plus Armour or other similar protection
Recommendation: +1 hit for a Hard Helmet, +1 for Front chest armour, +1 for
back/spinal armour, +1 for both upper arms and +1 for both legs

Player Classes

In SAMS based games, players ALL fall into one of the four player character types.
Everyone has some skill at everything if you attempt it, so ANYONE can operate

SAMS New Feature – Fluids

Fluids are *usually* good for you and aid recovery and so if a medic or Surgeon player
(not anyone else) can administer a small drink or suitable role-played equivalent if
the drink to hand is not real-world compatible with the patient (which must still
actually involve the dispensing of an expendable fluid – if you haven’t got it you can’t
use it! - and no, pee doesn’t count no matter how much the casualty has shot at you!)
. Fluid may be given only once per minute of delay time, reducing the overall delay
by 1 minute. Fluid may NOT be self-administered.
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Drugs

For role-playing purposes the smarties as coloured have the following effects.

As with previous versions there are two levels – What follows is the standard system,
see Appendix A for the Basic System.

How to Administer a Single medical treatment

Select two smarties from your medical supplies – it doesn’t matter if you deliberately
pick colours or choose them at random – if you deliberately choose “Good” results at
the start of a game, likely as not you’ll be handing out “bad” results by the end. Look
the colours up on the chart – the colour combinations of the smarties are unique so
while there is for example a red-pink combination, there is no pink-red one. Perform
the treatment(s) specified for the wound, inform the patient of the delay time and
then move on.

How to Move a casualty

All players may “carry” another casualty by administering one smartie of any colour,
they may then move the casualty – casualty moves themselves but Player must remain in physical contact with the patient – if contact is lost patient falls to floor. The
player moving the patient may not use their weapon during this time, if you do, the
casualty falls to the floor.
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How to Perform Surgery

A surgeon may, by administering one smartie of each colour (8 smarties), perform an
“operation” to remove one bandage or impediment from a walking wounded casualty. This process carries a delay of 10 minutes during which time the trauma surgeon
must remain in close contact with the casualty. Any loss of or interruption to the
process results in it needing to be restarted from scratch. New Feature – Instead of
merely “holding hands” the Surgeon character may use a game of operation or one of
the “Morton Bullet Boxes” first featured in the Firefly games in Dropzone 2010 – Place
this on the chest/back/body of the patient and one successful extraction of a bullet
reduces the time to finish the operation by 1 minute so if the operation is going to
last 10 minutes and four successful “extractions” are performed, this will reduce the
time to 6 minutes – no role-playing get arounds – surgery is not easy - if you can’t do
it you will only have to wait the 10 minutes which you will have to if no trauma box
is available.

How to relocate an Arm

Players that have dislocated their shoulders may seek out a Trauma Surgeon who will
administer 4 pain killers (pinks) or 1 anaesthetic (red) and with suitable role-playing
will pull the appropriate arm to relocate itself in the socket.

How to perform CPR

Should a player die by bleeding out (20 minute delay) for a further 10 minutes they
may be revived by a trauma surgeon player who performs CPR (with suitable roleplaying) – Draw 1 (and eat) smartie at random every minute – if a red one is drawn
the player is dead with no chance of recovery, if a pink one is drawn the player recovers otherwise the CPR continues

Appendix A – SAMS Basic

SAMS basic is a lot simpler than SAMS standard – When you get shot down anyone
who has some can administer medical treatment. Administer one smartie and the
casualty waits for the following time delay before re-entering the game.
Red 9 minutes (count to 900)
Brown 7 minutes (count to 700)
Orange 5 minutes (count to 500)
Yellow 4 minutes (count to 400)
Green 3 minutes (count to 300)
Blue 2 minutes (count to 200)
Purple 1 minute (count to 100)
Pink No Delay
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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 2014 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 outs 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

Dropzone handbook 2014. Words by UKLTA members. Design & Dropzone graphics by JD.
Other images retrieved from deviantART, Tumblr etc. All credit to the original artists.
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