Dark Illuminations Game Information

Welcome

Welcome to this, the fourth, Dark Illuminations Live Role-play event. In this download you will find this welcome letter, directions to Bells Farm, the rules system, information on the tribes, some general knowledge and a booking form.

Should you book for the event, your character sheet will be emailed to you (or posted if requested) and any commodity cards or other plot related paperwork can be picked up at the event.
Dark Illuminations will take place at Bells Farm, Kings Norton, Birmingham on 6th October 2001. Time in will be at 7.30pm but players may turn up from 6.30pm in order to change and to get to know the other members of their tribe before time in. Crash space is available after the event, which is envisaged to finish after midnight. There will be a few hours of socialising before turning in for any players who wish to stay up.
If you wish to stay over please bring any sleeping equipment required (carrymat, blankets, pillows etc). A small amount of coffee and toast will be provided for breakfast. The site must be vacated by 10.00am on the Sunday to enable us to clear up. Unfortunately, due to the fire regulations of the site, smoking is not allowed inside the house although it is permitted out side. There is no bar at Bells Farm so if you wish to drink feel free to bring your own alcohol accompanied by a suitable drinking vessel.

In character this event takes place in a disused building known as ‘The Ruin’, in the post  apocalyptic future.

Please try to make some effort with costume to fit into the genre of the game. 

We will be using a ref. based free form system. Each player is allocated knowledge and skills based on the information supplied on their booking form. If you think that your character may have knowledge not specified on your character sheet ask a ref., they will look how relevant your knowledge is and make an appropriate decision.

The equipment section on the character briefing sheet tells you what items that your character owns and thus which phys reps you can bring to the event.
Directions to the site
Bells Farm, Kings Norton, Birmingham
Below are directions to the site from the M42. Should you have any additional queries then please contact Dark Illuminations on 07980 426223, or alternatively e-mail guy@darkilluminations.co.uk

· At the M42 Junction 2 head north, signposted Birmingham A441

· For the next 3 roundabouts follow signs for Birmingham A441

· At the 4th roundabout take the 3rd exit onto Wharf Road

· Proceed along this road until you reach a roundabout

· Take the third exit onto Bells Lane

· The third turning on the left is Bells Farm Close, just after a green area and over a mini-roundabout

· When Bells Farm Close winds to the right, turn left into the car park (effectively straight on).
[image: image1.emf]


By Public Transport
Buses from Birmingham City Centre are fairly frequent. Take a No. 50 until it terminates about 100 yards after passing the bottom of Bells Farm Close. For information telephone Centro on 0121 200 2700. For details on train times to Birmingham New Street, telephone British Rail on 0345 484950.

The Dark Illuminations Rules System
To keep the game as fluid as possible we will be using a semi-freeform rules system. Although as with most role-playing there are some restrictions as to what you can do. 

Combat
Each player has a number of hits. 

Armour
Each type of armour will absorb a specific number of his
Melee Weapons 

Each player will be told how much damage they can inflict with a standard lrp safe melee weapon

Fire-arms
When fired over a distance of less than ten feet a firearm is assumed to automatically hit your chosen target location unless otherwise specified by a ref.

When firing over a distance of over ten feet you must have the relevant skill to make the shot otherwise you automatically miss unless, otherwise specified by a ref.
Each firearm causes a specific amount of hit damage
Healing
First aid skill allows you to restore melee damage.

Surgery skill allows you to restore firearm damage.

A ref. will inform you of the effects of any drugs or chemical if it is used.

Knowledge and Skill use
Allows you to ask a ref. for information about a subject about which you feel your character may know or if you wish to attempt an action you feel you may be able to accomplish.
The Post Apocalyptic Tribes
NAME: Tech junkies.
APPEARANCE: They endeavour to be the smartest dresses of the tribes often trying to mimic pre-apocalyptic fashions. They try to keep themselves as clean and as well groomed as possible, despising uncleanness and poor hygiene.  They are generally non-confrontational and as such rarely wear armour. 
DESCRIPTION:  The Techies are a close nit community. At any one time the tribe has a project that it is working on whether it be designing, repairing or building electronic and mechanical devices. Members have their own specific function and specialist knowledge. They resent the idea of having to lose technology only to rediscover it again in the future. They have almost a religious attitude towards preserving knowledge at all costs. Their aim is to find a way to use it to give them an advantage over the other tribes. They also trade information that comes their way for food and medicines.
NAME: Funnel webs
APPEARANCE: The majority of the clothes that they wear are constructed from materials they have salvaged or items they have stolen. 

DESCRIPTION: These are the greatest scavengers. They live in burrows jumping out and attacking  any that stray into their territory. They also build traps to ensnare food or careless wanderers. They dig systems of tunnels and excavate buried buildings to strip them of their assets which they often trade with The Tech Junkies.
NAME: Burners
APPEARANCE: They are a fearsome tribe who deliberately dress to intimidate. They wear make-up on their heads and bodies and are often tattooed with scenes of their victories. They wear leather and furs and are often heavily armoured for effect as well as protection. Many wear trophies from former victims in the form of bones or body parts. The more infamous warriors among them sometimes have armour fashioned from human skin.

DESCRIPTION: The burners major weapon is fear. They have relinquished all vestiges of morality believing it to be a weakness. Instead they travel around in bands murdering, stealing and doing anything they must to survive.  They use up an areas resources, then move on. Nothing goes to waste even the flesh of the dead is eaten and the skin used as a raw material to manufacture items of clothing.
NAME: Sons of the New Dawn
APPEARANCE: Being a religious order they try and represent themselves as such by what they wear. Following religious stereotypes from the past they often dress themselves in plain robes in white and brown although some have been seen in black and even red.

DESCRIPTION: They lead a simple life and do not believe in gathering material possessions. They do not wear armour, believing instead that their God will protect them and that they will only perish if it is his will. They are also arrogant and self absorbed believing that the apocalypse was brought on by God to cleanse the earth of sinners. They believe that as inheritors of the Earth it is their responsibility to teach the one true way; to convert non-believers and to destroy the unworthy. 
NAME: Harvesters 

APPEARANCE:They wear animal skins and fur along with woollen garments such as hoods and cloaks for protection from the elements.
DESCRIPTION: These are one the whole peaceful people that only fight when they must. They believe that the salvation of mankind is rooted in re-establishing law, order, morality and hence civilisation. They intend to rebuild society from scratch by rediscovering lost skills and crafts. They gather seeds, plant crops and live in civilised walled communities. They keep sheep and cattle and thus have a ready supply of wool for making clothes and hides for crafting other items. These resources make them a popular target for the other tribes that do not seem predisposed toward farming. They have strict laws and harsh punishments to maintain discipline.
World Knowledge

Climate and Habitat 

The climate is hot during the day and freezing cold during the night. Not only are most of the tribes hostile in their attitude toward others, so too is the environment. Some areas are baron with no water or vegetation where as others are densely vegetated with thorned poisonous shrubs. Although one would assume that the densely vegetated areas would have an abundant food supply, many of the plants and shrubs are extremely toxic and most have learned not to eat anything unless they are certain of what it is.

Bartermeets
The locations have varied over the years as well as the tribes and leaders attending them.

These annual occurrences are run for the benefit of all. It is a time of truce where tribal and personal conflicts are put aside for the duration of the meet.  

Many use the opportunity too trade surplus commodities whether they be; technology, food, medicines, weapons, knowledge or other tradable goods.

This is the sixth year that the Bartermeet has been held at this location, known as ‘The Ruin’. The territory used to be held by the Harvesters and years ago was fought over in a war with the Burners. Since then a treaty has been signed and this area is now considered neutral territory by the five tribes.

Each year Bartermeet is hosted by a neutral party, agreed on by the leaders of the five tribes. It is usual for the Bartermeet to be attended by these leaders and an entourage of up to ten tribe members.

Transportation

The majority of the tribes have found over the years that it is safer to find an area that provides protection and a source of food and water and stay there rather than to risk the wilderness. The Wanderers and the Burners are the exception to this rule. There are rumours that some have tamed cattle, which they ride. Some metal vehicles survive although information as to what they run on is scarce. Rumours include petroleum, alcohol or water. Some may even have been fitted with sails. 

Birth, death, health and disease

The average life expectancy is about 50 years. There are little or no available medicines or antibiotics which means catching diseases commonly results in death. 
The Harvesters have the highest birth rate and the Burners the lowest. The level of child deformity also varies depending on which tribe you come from. Although the Funnel Webs have a relatively high birth rate they have a disproportionate number suffering from deformity and mutation. This perhaps has something to do with living underground.

Resource distribution

Each tribe has its own set of resources that they have easier access to than the others. The Tech Junkies have technology, The Harvesters have food and clothing, the Burners have weapons, armour and transportation, the Sons of the New Dawn have faith, and the Funnel Webs have a bit of everything.

The value of a resource is always greater in a location where there is very little of it. Food and water can be valuable commodities in arid desolate areas but are taken for granted by the Harvesters. 

Animals appear to quite rare but mostly can be put into two categories: domesticated beasts such cattle and sheep like those bred by the Harvesters and feral creatures that roam the wilderness such as wild dogs and felines. These are often tames and used as lookouts by the Burners and Funnel Webs.

In such a brutal environment almost every individual carries some kind of weapon. It is most usual for these to take the form of simple clubs or bladed weapons although some carry spears and bows and the occasional surviving firearms are talked about though rarely seen.

Knowledge of the past

Knowledge of the past is very sketchy. Some people believe that it is the year 2304 and that the previous human society came to an end in the apocalypse of 2015. There are many stories but no one generally accepted cause of the apocalypse. Very few maps and books have survived the years.
Dark Illuminations Booking Form

Real name:                                                                           Character Name:



Address:



Telephone No:

Email:

Medical Conditions:



Tribes (please circle your first choice for the tribe you wish to be in and also your second choice in case of over subscription. Please also indicate if you wish to play the tribe leader. The people chose will be informed prior to the event)





Tribe Leader

The Funnel webs
1st Choice
2nd Choice


Sons of the New Dawn
1st Choice
2nd Choice


Tech Junkies
1st Choice
2nd Choice


Burners
1st Choice
2nd Choice


Harvesters
1st Choice
2nd Choice


Wanderer




Function performed within the Tribe (please circle any job functions performed within  the tribe structure or choose your own)



Bodyguard

Brewer 

Chronicler 

Carpenter
Envoy

Farmer

Gatherer

Healer


Hunter

Mechanic

Tailor

Other
Spiritual Adviser

Trader

Warrior

 Personality profile (Please detail here any interests, past experiences, phobias or hidden motivations that are relevant to your character)

Please feel free to continue overleaf
 

I wish to play a character fully generated by DI







I wish to design my own character and have DI tie it in with the plot as they see fit



I wish to design my character from scratch and have minimum plot ties




I am happy to receive my character sheet by email




I wish to receive my event pack and character sheet by post



Game skills for use during the event will be allocated to you based on the Occupation and Personality Profile that you have 

described above. These details may also be used by D.I. to generate additional plot for the event.
I am over eighteen and enclose payment of £12 to Dark Illuminations. I agree their decision is final in any dispute and understand that they accept no responsibility for loss or damage to self or property. 
Signed:
