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Chairman's Introduction
It’s traditional for the Chairman of the UKLTA to waffle on for
a bit about welcoming you all to another weekend of fun and frolics in
the woods. Now, most of us undoubtedly skip this bit because it’s
usually a variation on the same well worn theme each year; I swear
each chairman just hits ‘copy’ and pastes elements of his
predecessor’s introduction into the booklet …. And who can blame
us ? Deadline’s are tight, the booklet co-ordinator is a particularly
harsh taskmaster this year and we’ve usually left it to the very last
minute ?
Now, I’ll admit when I started to write this I’d followed the
time honoured tradition; I found an intro of Tim’s that I didn’t think
anyone would remember after best part of a decade and was about
to ‘file off the serial numbers’ and claim it as my own when the
thought struck me that I shouldn’t – this year was a hobby milestone
and I’d do it a disservice if I didn’t give some thought to what I was
writing.
So, let’s pause and think what we’ve achieved; from the
foundations of a defunct children’s toy, we as a collective hobby,
have managed to get together and play a variety of gaming styles for
the last 25 years. Think about it: some of us have been at this a
quarter of a frakking* century (or more); playing silly games in the
woods and drinking far too much to be good for us – plus, of course,
making firm friendships along the way as people have joined in the
merry throng plus tackling almost every film and TV Genre going,
especially if they had ‘Star’ in the title, (although I’m still waiting for
the Star Maidens game).
As such, this year – with it being the 25th anniversary and all
- we decided to go big, to be bold and dramatic. The weekend was
going to have a theme that would be truly epic, something that would
set the very stars alight, something that …someone would have to
take responsibility for. And that’s where it faltered … in short, for a
variety of reasons, no one individual or group wanted to take on the
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onerous job of setting the theme for this year, so we put our heads
together, we discussed, cogitated, ruminated and …. copped out !!
And I’m glad we have – especially as there’s now a lot of variety in
this year’s offerings.
Instead, of the usual central theme and ancillary games, the
weekend will feature a number of stand alone games showcasing
different playing styles and genres – with only one writing guideline,
that silver had to feature in the game somewhere – so expect to find
abandoned silver mines, treasure chests, Cybermen or Cylons (of
course, I might be lying about one of those).
As you’ll see as you flick through the booklet we’ve a
selection of games from a variety of organisers. So whether your
taste is Westerns, Silly Pirates, Space Opera, Modern Horror or TV
Sci-Fi I hope there’ll be something for everyone.
But wait, there’s more ! Not content with all that, we have a
few other things going on such as the popular Barbecue, as well as
that traditional feature of Dropzone – the fire pit: where various
pyromaniacs build and maintain improbably large bonfires and we sit
after the evening game chatting and socialising.
Now, I know I’m being all nostalgic with the introduction this
year but please don’t mistake this for the old guard being insular and
cliquey; if you are a newcomer to Dropzone and the hobby, I can
promise you a weekend of thrills, spills and an experience unlike
anything else out there in the LARPing world. You’ll be welcomed
into the fold warmly and enthusiastically (after all, we’re all hoping
that it might be one of you writing the introduction to the 50 th
Dropzone booklet).
Either way, if you’re a welcome newcomer or an old hand
and you can’t find the answers you want in this booklet, please feel
free to get in touch with me or any other committee member at any
time through our Firefight portal: www.firefight.org.uk. Either way,
we’ll point them all out on Friday night – just so you know who to
blame.
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I don’t know about you, but over the last quarter of a century,
I’ve had a blast and I’m certain that the fun and festivities will
continue for a long time to come. I hope you’ll join us and
experience what makes this hobby fast, friendly and fun.
Paul Watson
Last survivor of the Nostromo signing off ….. (Sorry, force of habit;
backspace, hit delete)…
Chairman UKLTA 2016/17
*It’s a BSG way of emphasising how old some of us are – not a way
of obtaining shale gas 
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Welcome To Dropzone!
Dropzone 2017 takes place over the bank holiday weekend, Friday
26th to Monday 29th May 2017. The site should be open from
around 2pm.
The event will occur at Harmer Green wood (site of Dropzone 1999
to 2016).
Directions are at the back of this guide.
As ever, the usual reminders:
• 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.
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Timetable
All times are subject to the tagging time-warp!
Friday
20:00 hrs Welcome to Dropzone
21:00 hrs The Silver Rush
by Orla Reed
Saturday
10:00 hrs Pieces of Eight
by Simon Barker
14:00 hrs The Wasting of Silver Hills Pt.1
by David Dorward,
Nick Reynolds,
Sue Lee &
Jim Clokey
18:00 hrs Dropzone BBQ courtesy of Tim Atkinson.
Bring & Buy in the compound.
20:00 hrs The Wasting of Silver Hills Pt.2
Sunday
10:00 hrs The Walton Mountain Horror
by David Harvey &
Ros Day
14:00 hrs The Dark Road
by Shaun Danby
20:00 hrs Celestra Tales I: Travelling by Candlelight
by Paul & Jenny
Watson
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Game Briefings
Friday 21:00
The Silver Rush

The Silver-seekers or "forty-eighters" have finally reached
the west after having faced substantial hardships on the trip and
having reached the promised land have found an abundance of
silver. However due to the lawlessness of the area not everyone’s
hard work has paid off. And as such jealousy has arisen between
prospectors.
A select few have begun prospecting on claimed governors
land. What little law there is have done their best to stop the
prospectors from doing this with varying degrees of success; not only
to protect the governors prospect but also due to a prevalence of
bears on the land meaning it’s a danger to roam there.
Working on your own or in teams you’ll be doing your best to
collect as much silver as possible while avoiding the law and other
greedy prospectors.
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Teams
Prospectors:
Any size up to five.
Costuming: anything redneck/western preferably more lighter
coloured.
NPC crew:
Between 5-7
Costuming: Western style police. Preferably dark coloured. Feel free
to add badges/livery.
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Saturday 1000
Pieces of Eight
or
Pirates vs. Smugglers
Harmer's Island is notorious for its sudden storms and
treacherous rocks, as two groups of sailors have found to their cost.
A band of pirates and a crew of smugglers have been washed
ashore, their ships smashed to matchwood and their cargoes
scattered. All they have left is the money in their pockets. Perhaps
they can find an abandoned boat to patch up and sail off in. Maybe
they can even salvage something to equip their new craft with.
Unfortunately for them, a new garrison of the King's soldiers
have just been posted to the island. They are here to keep the King's
peace, and that means no smuggling and definitely no piracy.
Teams:The Pirates
You have no ship, and nothing to put on it. There may be
abandoned ships that can be repaired enough to put to sea again.
But nobody is going to take you seriously as pirates unless you're
properly equipped. Think treasure chests and cutlasses. And, of
course, parrots - you can't be pirates unless you have a parrot.
The pirates will need a captain and a medic. Other ranks you
can sort out between yourselves.
Costume: Whatever you think is appropriate (but not all black).
Weapons: Single-shot. Pistols and shotguns preferred.
The Smugglers
You have no ship, and no cargo to trade. There must be a
old ship somewhere on the island that can be patched up. Perhaps
you can even salvage some tradable goods washed up on the
island. Think fine wines, guns, that sort of thing. If you can find
enough, you'll be back in business again.
Like the pirates, the smugglers will need a captain and a
medic.
Costume: Whatever you think is appropriate (but not all black).
Weapons: Single-shot. Pistols and shotguns preferred.

10

NPCs:The King's Soldiers
This is a role for anyone who doesn't mind running (or at
least ambling) round the woods from time to time.
This island has a reputation for lawlessness, and you're here
to put a stop to it. Anybody who looks like they are in possession of
smuggled goods, or going equipped for piracy, needs dealing with
firmly.
Costume: Blacks.
Weapons: Single shot - rifles, pistols or even shotguns.
The Townsfolk
For anyone who is happy staying in the compound.
I will need a variety of merchants, bankers and medics for
the players to trade with. If anyone wants to play any particular role,
just contact me.
Costume: Whatever you think is appropriate.
Weapons: Why would you need weapons?
I am looking for roughly equal numbers of pirates and
smugglers. If anybody has a burning desire to play one or other, then
contact me in advance - either PM to SimonB on Firefight, or email
simon@tagsouth.co.uk.
Game Rules
Medical System
There are no magic pills on this island. If a player is knocked
down to zero hits, then the medic can apply a bandage. The
bandage will get them back up to 1 hit, so they can seek out the
attentions of a doctor. You don't start with any bandages, but they are
bound to be on sale in the town. The doctor will have healing potions
that he or she may be willing to sell to you, or you can just pay the
doctor to heal someone on the spot, if you can get the body to them.
Money
Each team will be given bags of silver coins. You may be
able to get more money by selling items you can find.
Treasure
The woods will be full of items to find. Some will be things
you are looking for, some will be things the other team are looking
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for, and there may be a few other random items washed ashore.
If you find some of the other team's treasure, plase don't lob
it into the bushes. If you don't want it, then somebody else will be
willing to buy it off you - either the other team or a merchant in the
town.
Harmertown
The compound will be in game as the local town. This is
where you can find merchants, bankers and doctors. Any treasure
you want to keep can be stored in the secure warehouse.
There is to be no shooting in, or into, the town. No stealing
from the warehouse, either.
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Saturday 1400 and 2000
The Wasting of Silver Hills
America, the late 19th Century. The town of Silver Hills was
founded on the strength of its mines, but the work is getting harder
and the pickings ever more slim.
Now people turn to the cattle ranches to save the town. The
two grand ranching families of Silver Hills, the Mathersons & the
Burroughs are like local royalty but hold a deep and abiding hatred
for each other. Young

Alex Burroughs turned up dead last night and soon there will
be a reckoning. Will you pick a side?
In the darkness under the trees, rough bandits lurk and it's a
foolish traveller that doesn't know how to defend themselves. Just
this morning a messenger came saying the local garrison payroll is
late, presumed missing. Maybe the bandits have found a leader that
can band them together to take on even the most well prepared. The
Sheriff is organising a posse, are you in?
Rumour has it that the railroad company has a
representative in town, offering to buy up the smaller claims and
paying in silver. This could be an opportunity for a canny bargainer,
but will the railroad save Silver Hills or destroy it?

Roles
We are writing player roles based off the casting
questionnaire linked below but if you have something specific in mind
let us know soon and we'll try to work it in for you. There should be
scope for everything from the barman who knows everybody to the
mysterious stranger who just rode into town.
We will need crew to play cycling 'black hat' opposition and a
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small number of scripted 'anchor' roles like The Sheriff. If this
appeals, you can let us know in the questionnaire.
https://silver-hills.tag-ir.co.uk/
Costume & Kit
Take standard Western tropes and tailor them to your role:
We'll get characters out to you ASAP so you can costume
accordingly. Most characters can start with a base outfit of loose
jeans and work shirt and may take the opportunity to accessorise
with their choice of boots, hat and/or bandana. We’d be delighted if
people go to town with Old West suits or frockage.
All sensors must be DoT-capable. Please keep weapons as
close to period appropriate as you can. Weapons capable of burst or
full automatic fire must be set to single shot mode for the duration of
the game. Unless you have nothing else, please don’t bring sci-fi
pieces or high tech automatics.

Medical System
We are developing a new but simple card draw system for
this game. The goal is to limit the need for resource management of
medical supplies and remove looking up results on charts entirely.
We know how much fun that can turn into when the sun goes down.
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Sunday 1000
The Walton Mountain Horror
or How Great-Grandpa Cleetus saved the world (again)* *although it
could be that he's just been at the 'shine.

Way up in Mountain country, where it may not be the end of
the earth but you can see it from there, strange things are afoot...
An everyday story of Mountain folk, survivalists, MIBs,
Cryptozoologists, law enforcement officials, hunters, hikers and
seekers after secret wisdom..."
Location: The little town of Rock Ridge set up high on Spencer’s
Mountain in the West Virginian Appalachians.
Time: 20th May 1994, a Tuesday.
Off a loop of the Appalachian Trail, the town of Rock Ridge
(these days little more than a hamlet to be honest) is the centre of a
community of little more than fifty souls doing their best to get by as
they, their parents, grandparents and great grandparents have
always done.
It’s a beautiful but remote place where it feels that anything
might be possible, especially after that nonsense a few years back
about flying saucers...
Although it is 1994 in some ways you wouldn’t know it. The
television reception is non-existent and radio reception not that much
better. As for mobile phone coverage forget it!
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Teams
The Locals:
Townsfolk – Roles include Storekeeper, Doctor,
The Cletus’ – A local family of long standing officially lead by Grand
Pa Cletus who these days devolves most of the day to day
organisation to Pa, and unofficially by Ma and Grandma Cletus.
Choose between being one of the old’ens and the numerous
young’uns.
The Gummers
A small group of back to nature enthusiasts. They run training
camps, rural retreats, and hunting expeditions.
City-folk
Options include:
Hunters, Hikers, and survival skills enthusiasts
Academics from the State University
Law enforcement Officials
Journalists
Independent investigators
Costume – Whatever you feel appropriate to your role but mostly
late 20th century civilian wear appropriate to the great outdoors –
check shirts and jeans will do nicely.
Weaponry – as appropriate to your character, if you deem one
appropriate necessary a pistol, a shotgun, or hunting rifle.
Please contact us David A Harvey or Ros Day via PM on Firefight to
discuss your preferred role.
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Sunday 1400

PROLOGUE
The year is 2513 and deep in sector 12 of Protectorate 17 an IPF
patrol ship answers a distress call from the Fortress Corporate
transport Ulysses. What the IPF team find when they board the ship
is beyond their worst nightmare.
All passengers and crew including a Fortress Special Weapons
Team had been murdered in the most brutal ways. The last few
victims had apparently been tortured for some considerable time.
Every compartment of the ship had been covered with chilling
designs and ancient alien symbols all in human blood. Certain clues
left by the killer led the IPF team to confirm their worst fears. The
methodology clearly matched those of a serial mass murderer who
had terrorised the Empire during the early 2490s. The four year
killing spree claimed over 10,000 lives. The perpetrator had been
nicknamed ‘Death Toll’, due to the silver bells left at each scene.
The case was one of the first major successes and failures of the
Interstellar Police Force. On the opening day of the trial however, the
armoured transport carrying Dubec failed to arrive. When the vehicle
was located the security guards were all dead but of Dubec, there
was no sign.
Kol Dubec was never recaptured, apparently disappearing without a
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trace. In spite of the passage of time and a galactic civil war there is
still an active warrant and some bounty hunters made it their life’s
work to track him down. The case continued to haunt the IPF but
much to their great relief no further murders matching Death Toll’s
evil signature were reported….. until now.
When a corporate security team security arrived and took
possession of the Ulysses, the IPF were prevented from
investigating further.
Now Fortress Corporation plans to avenge the deaths of their
employees.
Assembling a small team of specialists, they scour the ship for clues
as a heavily armed ‘posse’ is assembled to track the killer down. It
would take too long for Fortress to assemble a full task force and
with the trail going cold, Fortress puts out a call for civilian specialists
to assist with the search and doubles the official ₢4m official bounty
to be shared equally among the team (or their next of kin should they
not survive). There are several inhabited planets within a few day’s
space-flight and no shortage of miners, ranchers & builders but the
reward attracts bounty hunters, doctors, pilots & criminals. Many
people join the military in order to see the galaxy and gain a
profession, so even a plumber may have seen military service.
As an added incentive Fortress offers double shares to Doctors,
linguists & archaeologists. The latter required
due to clues left behind by the killer.

INTRODUCTION
‘The Dark Road’ is the latest in a campaign that started in 1990.
Much of it driven by character backgrounds & there will be
opportunities to interweave a small number of character driven plots
into this game.
If you have a surviving character from either 2013’s ‘A late call from
Calistoga’ or an earlier campaign weekend then there may be an
opportunity to reprise that role.
Information relating to the
investigation of the Ulysses will be issued to the players via various
sub-forums & ‘Hero’ character generation will be via email (
starlorex@googlemail.com ) and ‘The Dark Road’ Facebook page.
There will also be an expanded rulebook for Hero & Key characters.
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NPCs – Please PM me through Facebook, the Firefight Forum or
email
to
starlorex@googlemail.com
for
character
briefings/background/scripting.
1. FORTRESS CORPORATION TEAM
Fortress Tactical Security Squad, 2-3 E.S.O.’s and the rest made up
of civilian contractors/volunteers. NOTE The I.P.F. have not been
invited to this party but orders are that they are to be tolerated
as they possess information and resources not available to the
Fortress Corporation team.
i. Tactical Security Squad
Ranks – Watch Commander, Watch Leader (Commanding up to 5).
Costume guidelines – Special Forces/SWAT, mainly
grey or blue combats with some black accessories. If you have them,
armoured tac vests, helmets, packs etc. Squads operate
independently & carry everything with them.
Weaponry – Anything
Hits – The more ‘apparent’ armour & load the more hits you get (up
to 6)
ii. Executive Security Operatives (E.S.O.) (2-3 max)
E.S.O.’s are highly trained specialists, often deployed as bodyguards
and investigators. They possess a range of specialist skills (please
PM or email)
Costume guidelines – Smart business wear but suitable for
outdoors (suit, shirt & tie etc.), sunglasses and other accoutrements.
Weaponry – Pistols.
Hits – High (high tech light weight armour is built into clothing giving
6 hits)
iii. Specialist Civilian - Contractors & Volunteers
Costume guidelines – The Continuum Universe setting is very
much in the vein of literary Space Opera and draws heavily from the
Traveller RPG so just think far future colonist etc. Sector 12 is
classed as ‘High Frontier. Some worlds have an ‘ethnic’ costume
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often themed after the name of their home-world but most garments
will be dictated by a characters profession. Armour is limited as even
in frontier world’s most civilians have little need for such things and
those that do either use old less efficient equipment or light weight
armour. In some cases a characters profession may mean that they
possess Personal Protective Equipment that would provide similar
protection to light armour (welding helmets, heat resistant
jackets etc.). Droids and Artificials are rare but many feel a need to
prove their worth (NOTE special costume).
Weaponry – Whatever your character could get his hands on but it is
likely that it will be smaller weaponry (Pistols etc).
Hits – Limited to light armour (up to 4)
3. INTERSTELLAR POLICE FORCE (I.P.F.)
The I.P.F. are unique being the only law enforcement agency able to
operate across sector, Protectorate & Core boundaries. Despite
huge resources they are thinly spread across the 500 worlds but
answer to the Emperor himself.
Costume guidelines – Federal District Marshall style uniforms
(Outland).
Weaponry – Pistols, short weaponry & shotguns.
Hits – Limited to light armour (up to 5)
NPCs.
Costume – Blacks and/or futuristic post apocalypse type attire
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SKILLS TABLE
Skills highlighted in yellow are automatic. After the automatic free
skills you have two further points to spend on skills (skills marked %
cost 2 points). Characters and skills marked with a * can only be taken
by agreement with the Game Organiser by 1st May. Those wishing to
play Hero or Key characters due to specific costume or written
background may gain advantages and possibly disadvantages.
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Sunday 2000
Celestra Tales I: Travelling by Candlelight
An ancient Caprican poem:
How many miles to Babylon?
Three score and ten.
Can I get there by candle-light?
Yes, and back again.
If your heels are nimble and light,
You may get there by candle-light
This game is part of the ongoing adventures of the Colonial
deep space exploration vessel, Celestra; a vehicle pressed into
service to evacuate a variety of citizenry and personnel during the
Cylon attack on the twelve colonies. It is filled with scientific
laboratories, research equipment and advanced sensor systems
(mainly being used as make shift dormitories and living
accommodation at the moment). It also features a long-range FTL
drive for distant travel and, in ideal conditions was designed to
function for years without resupply of fuel reserves and life support
(there is no way that the current situation can be considered ideal.
The Celestra joined the main ‘rag-tag’ Colonial fleet under the
protection of the Battlestar Galactica on its search for the fabled
planet of Earth.
During one of the hyperspace jumps away from the Cylon
menace, the Celestra’s engines failed and the ship found itself
dropped out of hyperspace, lost from the main Colonial fleet and
seemingly stranded in a pocket universe. After a labyrinthine
adventure, they escaped the envelope - and the Cylons they found
there. However, despite their return to known space, the crew of the
Celestra find themselves still wandering, desperately looking for
clues either back to the main fleet or to the fabled planet of Earth…
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Skip forward a number of years – against the odds, the
Celestra is still functioning; crew members have died and their roles
have been reassigned, but Commander Russell is still at the helm
and guiding the course of this small speck of humanity in an infinite
universe. The drive systems continue to cause concern to their ever
vigilant engineers and finding enough food to feed everyone has
been a constant battle. The gods, however, have been kind in the
last few months and the Celestra is currently running smoothly (for a
change) and the crew relatively contented; foraging on worlds
they’ve passed has given them enough to eat. Hope has been
restored and the collective crew mind has bent to thoughts of
sanctuary once again.
That is, of course, until the Cylons attack …
From seemingly out of nowhere, four older pattern Cylon
Raiders drop out of hyperspace directly in front of them – visually, it’s
obvious that they have sustained damage from a battle elsewhere.
Without warning they open on the Celestra and are almost
immediately dealt with by the ship’s guns – the spinning wreckage
being caught up in the gravitational field of the planet below them.
The crisis is seemingly over before it’s begun.
Gathering their wits together, the command crew start to t
take stock and it’s then that things come to light ; the Bridge officer
announces that the intercepted Cylon transmissions included the
phrases ‘Galactica’ and ‘colonial fleet’ – at this point it’s widely
feared that a most remarkable lead to ‘home’ had just been
accidentally obliterated.
As jubilation at the news begins to slide into despair, the long
range scanners pick up a repeated Cylon distress signal … signifying
that there’s a real chance that the ships and their navigation records
have survived; with information that would give the first concrete
chance to get back to the very fleet that the raiders attacked very
recently.
Those answers may lie below on the planet recently named
by the chief medical officer, Dr. Ormand Sacker as Babylon
(“Seemed as a good a name as any – I wouldn’t read too much into
it, folks. In fact it might have come from a poem I learned as a
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youngster.”)
So a vital hunt is on – full details of planetary conditions and
life-forms are currently unknown as there’s a thick cloud layer that
makes even advanced sensor accuracy difficult; it’s true there’s a
breathable atmosphere but with darkness descending fairly rapidly;
surviving potential Cylon aggression could be the least of the
Celestra’s problems!
Characters:
Bridge Crew – Keeping the ship running on an even keel. Blue dress
uniforms for preference although variations may be approved by the
commander considering the time the Celestra’s been away from the
Colonial supply line. 5 hits, armed with a side arm. (Initially up to 6
players).
Engineering – The REAL team keeping the ship on an
even keel – anything from running repairs on the ship to solving
technical on planetary surfaces. It’s never dull and the orange utility
overalls mean you can always be found. 5 hits (6 if wearing a ‘site
helmet’), armed with sidearm and a working knowledge of mining
explosives. (Initially up to 6 players).
Marines – So, the Bridge Crew think they make all the decisions, the
Engineers think they run the ship, but what counts in a rough, tough
universe is having might on your side – call them a small army, a
security force or the human shield protecting everyone else whilst
they do their jobs, the Marines are always there, in slimming black
combat gear. Able to use all weaponry; including explosives they
start with 5 hits basic, 6 for a helmet and 8 for a flak jacket. Sounds
a lot but your job is to take the bullets intended for others. (As many
as want to step up to the ready line).
Scientific advisers – Trapped on the Celestra since the failed jump
they have a number of skills that are sometimes useful but often just
plain baffling. Often just seen wandering the ship’s corridors in white
lab coats, the marines have been spending time teaching them to be
a little more ‘stealthy’ when on planet (leaving the lab coats in the
labs, for example). Costume: Civilian clothes 5 hits and side arms.
We’d be grateful if players of such characters could supply at least
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some of their own scientific kit. (Initially 4 players ).
Pilots – Ever since the engineers have got the ships guns working
again, there’s been less and less reason to launch vipers. A lot of
pilots are acting as shuttle pilots to away teams and then acting as
extra muscle to beef up marine patrols on the ground. Able to use all
ground weaponry, plus shuttle craft weaponry if needed. Uniform:
Green flight suits and helmets – starting on 5 hits basic 6
hits for an armoured flight suit and 7 hits for the helmet (Initially up to
8 players) – We’ll provide some patches so please bring a way of
attaching them.
N.B. There will be little opportunity for flying on this game –
except for ferrying players in and out.
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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.
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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 selfadministered.
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
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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.
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
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(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)wn 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)rple 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
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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 =
£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.
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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 site.
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 2017 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:
• 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!
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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, 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.
• 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.
• 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!
• If you are heading to Dropzone from the South of England via the
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A1(M), you might prefer to leave the A1(M) at junction six for
Welwyn.
• 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.
• Turn right again into Robbery Bottom Lane and approach the site
as above.
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