The United Kingdom Laser-Tag Alliance Presents:

DROPZONE!
A Harmer Horror Production
MMXVI
All rites reserved

May 27th to 30th 2016
Harmer Green, Hertfordshire
www.firefight.org.uk

1

Table of Contents

Welcome to Dropzone!						3
Timetable								4
Game Briefings:
Umbrella Corp: Robbery Bottom Outbreak

		5

Laundry Files: The Entropy Box, Chapter One			7
A Day & Night at The Museum				
U.N.I.T: Into The Wild		

10

				11

Adventuring in the Landscape of Charles De Lint		

13

SAMS 2011								14
Safety Health & First Aid /Equipment Hire				

18

Code of Conduct and Site Rules					

19

What to Bring								20
Site Map and Directions						21

Welcome To Dropzone!

Dropzone 2016 takes place over the bank holiday weekend, Friday 27th to Monday
30th May. The site should be open from around 2pm.
The event will occur at Harmer Green wood (site of Dropzone 1999 to 2015).
Directions are at the back of this guide.
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 Saturday 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

Welcome to Dropzone

		21:00 hrs
Umbrella Corp: Robbery Bottom Outbreak
					by Orla Reed
Saturday
10:00 hrs
Laundry Files: The Entropy Box, Chapter One
					by Alex Clark
14:00 hrs
A Day & Night at The Museum Pt.1 (by Dai Rees
					& Eddy Edward Earl King)
		18:00 hrs
Dropzone BBQ courtesy of Tim Atkinson. 		
					
Bring & Buy in the compound.
20:00 hrs

A Day & Night at The Museum Pt.2

Sunday
10:00 hrs
U.N.I.T: Into The Wild (by Sophie Morton feat.
					Team Torpedo)
14:00 hrs
Adventuring in the Landscape of Charles De Lint
					Pt.1 (by Andy Rouse & Robert Coles)
		20:00 hrs
Adventuring in the Landscape of Charles De Lint
					Pt.2
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Game Briefings
Friday 21:00

UMBRELLA CORP: ROBBERY BOTTOM OUTBREAK
(by Orla Reed)

The Friday Night game for this year’s Dropzone will hopefully utilise the fact it’s dark
and should be a fairly jumpy game and hopefully fit in nicely with the horror vibe,
after all there is something out there…waiting…in the dark.
The Umbrella Corporation compound known as “Harmer Hive”, located underground
in a remote woodland, has been compromised. You, the workers of this establishment,
have managed to fight your way out of the compound and lock it down behind you.
You are unsure who has gotten out and you are unsure of the containment situation,
but nothing else is going in and nothing else is coming out, as long as everything is
contained this whole thing should blow over nicely…
Player Groups & Costume: There are 3 Player groups and a small NPC team.
Scientists: You were working in the labs when some of the subjects breached
containment. On your way out you found the remains of a security team and
grabbed what you could salvage weapons-wise from the bodies. You may be people
of science and not soldiers but right now the guns make you feel a little safer. (4 hits.
1 min regen SCIENCE CLOTHES!) Mission Aim: Do your best to not have 10 years of
work destroyed.
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Administration: Well it’s not the first time the company has had a little set back,
you’re sure you can get out of this with your reputations intact as long as someone
gets thrown under the bus for it. And with the dead numbering as they do that’s
probably not too hard. Upon hearing the alarms you made your way to the armoury
before leaving the compound. It’s pretty much in the handbook at this point that
defending yourself is priority number 1. (4 hits 1 min regen Business/smart casual.)
Mission Aims: Sweep this under the rug and make sure nothing bad comes back on
you.
Security: Fuck this, just fuck this everything is fucked and you have no idea why you
heard A team over the radio before something got them you don’t know what’s out
there but you know you don’t want to find it and if you do then it’d better find some
cover. (6 hits 1 min regen, blacks and/or webbing) Mission Aims: Neutralise enemy
threat at Any Means Necessary.
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Saturday 10:00

Laundry Files: The Entropy Box, Chapter One.
(by Alex Clark)

This game is loosely based on the setting described by Charlie Stross’ series of novels
and short stories, called “The Laundry Files”. In these books, the monsters of H. P.
Lovecraft’s Cthulhu Mythos are real and the time of the Apocalypse is very close
at hand. Ideas have also been taken from the tabletop RPGs, “Laundry” and “Delta
Green”, as well as the “Dark Theatres” short story collection.
You don’t need to be familiar with the source materials to play the game, but I highly
recommend Charlie Stross’ novel as a good read.

The Laundry Files – The Entropy Box, Chapter 1
This is intended as the first chapter in a series of at least 3 games, which will continue
at Wickham in October and on into 2017, when I hope to provide a weekend finale.
Dramatis Personae:
Laundry agents – computational demonologists, sorcerers, scientists
Borsetshire Light Infantry - riflemen, medics, an officer, a couple of NCOs. The job of
demo specialist falls to Justin as he is experienced in using pyros safely.
Assorted NPCs.
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A fragment of an occult artefact is about to come up for auction at a country house
sale. The Laundry sends a number of agents with a sack of money to secure the
item. The BLI will be needed to ensure that the party is not gate-crashed by rowdy
elements.
The Laundry.
The Laundry is a civilian clandestine organisation, more properly entitled the Special
Occult Counterintelligence and Countermeasure Executive (SOCCE). Formed during
World War 2 as part of the SOE to counter some of Hitler’s more exotic threats, it has
continued to operate to this day. The main task of the Laundry is to try to delay, for as
long as possible, the time when The Stars Are Right and the Great Old Ones roam the
Earth once more, and to prepare what defences they can against this scenario which
has the codename CASE NIGHTMARE GREEN.
Borsetshire Light Infantry.
In the books, when the Laundry requires military back-up, it calls on the 21 SAS (TA)
Regt, otherwise known as the Artists Rifles. For our games, they have been replaced
by the 2nd Battalion, Borsetshire Light Infantry. The BLI operate under the direction
of the senior Laundry agent in any given mission.
Costume.
The Laundry is a civilian organisation so its agents dress as they deem appropriate
to the situation that they expect to be in. Sorcerers tend toward the romantic, while
computational demonologists are a bit more street. They are expected to be able to
defend themselves so will carry a pistol in addition to any arcane equipment they
may have. If the situation warrants it, they may also wear body armour
The BLI are part of the regular British Army so should be in camo with appropriate
load-bearing kit. If you have the current camo pattern, then wear that. If not, it’s fine
to wear DPM, US Woodland or similar. Appropriate body armour and a helmet may
also be worn if you have them. You should also have a rifle or SMG, and a pistol is
optional.
NPC Crew.
If you would like to crew for the game, then PM me on Firefight, where I will get a
crew forum set up and I can brief on costume. There will be a variety of NPC roles to
suit both the fit and the less fit.
Game Mechanics.
The system for character creation and playing occult skills is largely unchanged from
the earlier chapters of the Laundry Files. One significant change will be that the use
of marbles to represent Sanity is being dropped as it didn’t really work all that well.
Marbles will still be issued to those using occult skills to represent how much occult
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“juice” they have.
The player guide and PACT handbook have been updated and are available to
download in PDF format from the gallery on Firefight. They are in the album under
the name of ‘Alex’.
Returning Characters.
I’m very happy to have returning characters as it gives continuity to the series of
games, plus I can include stuff from individual back stories into the plot. If you’re
planning on playing a returning character, please PM me on Firefight.
IC Forum.
The in-character forum (The Briefing Room) will be opened a couple of weeks before
Dropzone. Characters will have a chance to introduce themselves and chat before
the event.
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Saturday 14:00

A Day & Night
At The Museum
(by Dai Rees & Eddie King)

The brief for this game takes the form of a will reading and presentation which are
available on the Firefight forum thread “A Day and Night at the Museum” in the
Dropzone 2016 sub-forum.
Please read, through this and then get in touch with the game organisers (if you
haven’t already) as a matter of urgency to reserve your place.
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Sunday 10:00

UNIT: Into the Wild

(by Sophie Morton, supported by Team Torpedo)

On a remote island in the Atlantic Ocean, people have been going missing. As the
island is not under any government jurisdiction, UNIT must be sent in.
The players will be the task force that UNIT HQ sends to deal with these disappearances.
Player Characters:
Position

Number

Abilities

Notes

Leaders

2

In command of the rest
of the player group.

1 Sergeant that is in
charge overall followed
by a Captain. Distinguished by army
stripes. Both should
carry a walkie talkie.

Techs

3

Computer hacking,
disengaging electric
locks.

Bringing a small bag
with crocodile clips,
wires etc. for phys-reps
is greatly recommended.

Medics

4

You can heal people.

A rudimentary medical
kit containing bandages would be useful.

Investigators

3

Can conduct forensic
tests.

Again, phys-reps are a
good idea, items like
swabs and small glass
bottles would be ideal.

Soldiers

Everyone

Can carry large weapons (up to 3 hit points
of damage)

Can wear a piece of
body armour, increasing hit points by 1.

Once you have decided could you please sign up on firefight as I would like to know
numbers ahead of time.
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Costuming and Equipment:
Green, modern UK military style clothing or DPM with Blue Berets if available.
Sergeant should have army stripes.
Specialists (Leaders, Techs, Medics, Investigators) are limited to 1 hit point weapons,
soldiers may carry larger weapons.
Medical System:
For this game we’ll be using SAMS basic. Smarties-I mean medicine-will be supplied.
If anyone has any questions or queries please PM me on firefight or email me at
sophimort@live.co.uk.
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Sunday 14:00

Adventuring in the Landscape
of Charles De Lint
(by Andy Rouse & Robert Coles)

Andy & Rob’s game brief is available as an illustrated presentation viewable on the
Firefight forum in the Dropzone 2016 section. Andy & Rob are keen to point out that
prior knowledge of Charles De Lint’s books of modern urban fantasy will not be neccessary, nor will it detract from your enjoyment and level of participation in their
game. Some of the roles listed in the presentation have already been take, but there
are still plenty left to whet your appetite. Please check out the forum and the contact
Andy & Rob to reserve your character as soon as possible.
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SAMS 2011 – by Tim Atkinson (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 its
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
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hire a gun and a sensor, the combined deposit will be £30 x 2 = £60 (plus £10 x 2 =
£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 2016 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

