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 Summer Moot, 1111 – Opening Edition


Letter from the Watchers

Welcome to the circle of Afallen, or Caer Danon, or the Isle of Apples (At least this is what Treacle claims it should be known as...)  The ritual circle here is a minor circle so please bear this in mind while plotting to construct the “uber sword of doom, death and making you look good in front of the other girls/boys/Demons/other Fae (please delete as appropriate)”.

The circle is Spirit flavoured with leanings towards Theology. This means that ancestral rituals will go well, but demonic rituals maybe not so well.

If you wish to go to larger circles in which you can make prettier things, then please convince the enemies of the factions to attack them and cause problems at the major circles, this may involve convincing the factions to less heavily fortify their larger circles. Since the first part of this suggestion is distinctly unwise, and the second part will get you a funny look, I suppose we are stuck with going where we're told and finding creative solutions to the problem. 

The creative solution to the problem in some people’s case is to do the ritual they were going to do anyway and to Hades with the consequences (You know who you are), we still have the sack and the shovel for clean up if this goes too far.  

The answer is still NO, this does not mean you are not still free to ask the question.

New ritualists are of course welcome to come down for advice and plumb the depths of ultimate magical power until they find the point at which we say no, this is what we choose to call education.

Bliquis Tomeweaver,

Voice of the Circle Watchers of Erdreja

Quick Guide to what you MAY face on Caer Danon

Welcome to Caer Danon. The Dragons faction sincerely hope that your stay here is a pleasurable and productive one, and that you leave here intact, and in the state you arrived in. 

That said, there is, as ever, the danger that some current enemies of the Dragons may try to do you harm. Why they want to do this is not really important – if you really want to know the details, it’s best to find a Dragon Bard (identifiable by their green sashes with a coloured branch design) who will be delighted to explain the intricacies of several hundred years of history, tradition, religion and custom. If on the other hand you want to know what’s coming at you, and what you should do about it, read on. 

First of all, there are the forces of Balor. These originate off the seas of the western Heartlands, and currently are trying to conquer Erin. At the Dijon Moot and the Fayre, they sent emissaries to the factions and guilds. For more general information, see Opening GEF 1111 Testament. 

Fomori. These hugely ugly, hugely powerful Fae (yes, really!) servants of the living Ancestor Balor have been a familiar sight at these meetings of the Factions over the last few years. They are big, green, heavily muscled, extremely strong (enough to knock most people off their feet or to rend plate armour and shields) and crucially smart. Remember that – the Ritual of Peace affects these just as it does most people. So do mind affecting spells – with one important exception. DO NOT TRY TO FEAR THEM. They will go into a frenzy and try to rip your face off. And to be honest, we like you with your faces on. Fomori are often under a possession of Balor, removable by approximately 10 minor incantors working together. Remove the possession and they get significantly weaker and the fear/frenzy thing seems to stop working.

How to recognise them – big, green, scaly, shark-like grins, big weapons, bad attitude. 

Firvauleg. All Fomori are smart, but Firvauleg are lethally cunning, and able to cast the highest magics. They tend to be a little physically weaker than Fomori warriors, but there’s really not much in it. Slightly easier to kill maybe, but just as lethal with a big weapon. They have the same possession, and the same reaction to fear spells. They differentiate from the Fomori warriors by a pattern of purple scales across the face, typically in a ‘teardrop’ pattern. Almost all Firvauleg can perform rites. Note, they can't mage bolt you at least while frenzying – a small consolation. (ed.)

Balor Fae. OK, all Fomori are Fae, but Balor does have a number of – how do I put this – more ‘traditional’ in appearance Fae working for him. They tend to be adept in magery and enchantment, and are capable skirmish fighters. They are often used as messengers and scouts by Balor’s forces, and many are capable of conducting rites. They are recognisable by a red spiral mark over their right eye. 

Human warriors. They have been known to fight alongside Fomori. Typically they appear to be used for the grunt work, and as human shields - literally. Fomori and Balor Fae hold them in contempt. 

Tethra. War leader of the Fomori. If he is about, you will know about it. Hit him with the nastiest stuff you have, and lots of it. 

Gruach. Wild, feral creatures, an extremely debased form of Elf, it is believed, native to the forests of Cymrija. Their intelligence is rudimentary and bestial. They have mud and foliage-spattered, almost beast-like, faces. They tend to use smaller weapons, and some can cut through armour. There are Gruach shamans, who show skill in the arts of incantation and (occasionally) healing. There are also Gruach war leaders, some of whom can deliver blows of great force. 

Abominations. Another infrequent visitor from Cymrija, resembling zombies but different in certain crucial respects. They are not unliving, animated or summoned in the usual manner. Instead, they have been placed in an unliving state by means of certain herbs stuffed into their mouths or, increasingly, their throats and stomachs. The herbs are then sealed in by sewing their mouths shut. While the Abominations are easy enough to floor, they will rise again to their feet unless dismembered or the herbs are removed. This is done by cutting the mouths open and scooping out the gunk. Be careful doing this – some Abominations spread disease when destroyed. 

Finally it is worth mentioning the Cthon. While it has been some years since the Cthon (Demons, servitors of the Ancestor Crom Cruach, the Devourer Worm) last rampaged across Dragon Lands (speak to any Dragon, ex-Dragon or Dragon ally of certain age and experience), things have been seen and reported, suggesting that they may well be on the move again. The last time they did rampage, their minions came in three main groups:

Burned Men. Appearing as, well, horrifically burned people, these damned souls have been tortured beyond the point of no return. Their bodies and minds are broken, and they are possessed of great strength, ferocity and suicidal courage. They cannot be reasoned with – their minds are gone. They live only to slaughter. Kill them and put them out of their misery. 

Maggot men. Often appearing pallid and wan, maggot men spread disease and worse. When cut, they ‘bleed’ streams of maggots that carry disease and decay to any that they touch. Some Maggot men cast handfuls of maggots before them as they advance. Avoid these barrages. Maggot men have been known to erupt from the ground, with little or no warning. The eruption frequently knocks people to the floor. 

‘Teleporting Zebras’. So called for their black and white striped markings and tendency to pop into existence right behind you. They carry knives or swords, and can slice through armour. Once an attack has begun, a good tactic is to form into groups of two or three people and stand back to back, eyes outwards. This way they cannot ‘port in right behind you. Annoyingly, they vanish when hit enough, making it difficult to ascertain whether they have been destroyed or have just teleported away. If Teleporting Zebras are demonic, their power (and the ease/difficulty of controlling or dismissing them) is unknown. Taking them on when wearing magical armour, protective against through blows, is big and clever. 

Cthon. Rare and powerful creatures. Each has its own name, powers, and is capable of engaging an entire army, and – unless that army knows what it is doing and is well prepared with binding rites and items of great power – winning. As with all others on this list, if you want more information, there are those in the Dragons, the Bards Guild, and other places, who have fought these things before and will be happy to share their knowledge and experiences. 

So, honoured visitor, we hope that armed with this information, you have a most pleasant stay!

Brendan Ecksmark, 

Palinguard, Caer Danon

_______________________________________

Bards guild meeting

The Bards general council will be meeting at 2 o'clock on Saturday of this Moot. This is a forum for guild members to find out what's going on and express their views without the guild masters being present. If there is anything that a member of the guild wishes to have put on the agenda, they should tell one of the heads of council, Ilsa and Eliween, generally found in the guild tent.

Thoughts from the Gazed

I saw something very strange on the way to the tranport circle. I saw a waterwheel on the side of a mill. The water was pure and clean and drove the wheel around and around driving the mill. In a way the wheel and the river drove the whole community around it. It allowed the miller to grind wheat to make bread, feeding everyone around it as the water in the river irrigated the fields.

But then I also saw a black stream of some dark substance flowing down the side of the mill and pushing against the flow of the water, slowing the wheel and causing the wheel to rot. In places untouched by the water fell mushrooms and dark things grew on the wheel. I considered what would happen to all of the people who relied on the mill if the black substance increased and the wheel was slowed to a stop. Would it start to turn in the other direction? Or would the wheel just stand still while the machinery within ripped itself to pieces?

A troubling thought I think you will agree. If not for those who pass by the village then certainly for all of the people living there.

Gazed and Confused

_______________________________________

Training in removal of beguilements

If you have requested this kind of training from the Bards Guild, a session will be available after the guild meeting on Saturday, come and talk to Ilsa. If you haven't yet requested it but are interested, or that time doesn't suit, ask either of the heads of council or any of the guild masters.

In Memoriam: Maestro Pietro

It is my sad duty to break the news to those that have as yet not heard, that Maestro Pietro’s pattern has returned to the cycle of life. Late on the Saturday night of the recent mission from the guilds to Ustica, the Maestro was attacked and killed by pattern-corrupting damage. After a conversation with the Preceptor and priest of the Doomed Prince (a Sicilijan Ancestor that the Maestro followed), it was discovered that agents of the Tatterdemalion; the Saffron Dagger, had been responsible.

As a well respected member of the Knights Azure, an order of the Doomed Prince of the Blue Room, the Maestro’s mortal remains will be buried with full honours. 

As a cousin and a member of the same family as the Maestro it falls to me in the absence of Don Alessandro to reflect on the great good that Pietro has achieved. Within the Sorcerer’s (Mages) Guild he has been responsible with others for educating and instilling knowledge in those who practise Sorcery (magic). Discipline, honour and a forthright will are the true marks of a Maestro. His by will, his by right.

He will be sorely missed.

Don Corrado Federico Deodati D’Alighieri,

Watcher of Erdreja

Preceptor of the College of Names 

Cousin to Maestro Pietro once of the family D’Alighieri
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Further welcome to the Moot

Welcome all visitors and guests of the Dragon nation! I, Gethin ap Carrock, scribe of the Caer Danon Militia, would like to add my welcome to those of our great Rioghan Draig Tiggerat, and pass on some information about our island home. As you may be aware, since the events in Awst last year, many of our people have been forced to leave their homes and to live as refugees among generous neighbouring peoples. The remainder of our people are living here, with all that is left to us at this time. We are many, and the resources of the island are few. While we wish to extend every welcome to you and your servants as you conduct your great affairs, I must convey to you the most basic of rules by which we make our island habitable. The island of Caer Danon is cared for and protected by the Green Company, who oversee many matters of order, and who oversee the instruction and training of the militia. Note that any instruction from a lieutenant of the Green Company will supersede any direction of a militia member at all times. 

On the part of the island you are now inhabiting we have established an area clear from the everyday goings on of the island, and refugees who were encamped here have been temporarily moved to other camps. We would ask that you consider how you position your encampment carefully, since there are some communal cooking areas which we would like to return to use. You may find it convenient to allow your own servants and cook-chefs to use this same area, and we hope that the marketplace of visiting traders who always accompany some courts may be sited here.

Please ensure your servants dig the latrines to convey the effluence towards the coast in the easterly direction, and not towards the south which will result in flooding.

Should any visitors not have sufficient supplies for their entourage, we humbly request that either these extra retainers return to your own lands, or make themselves known to the Caer Danon militia, who will direct them to the nearest rationing point. Rations are released at dawn.  Refugees have been asked to keep clear of this area unless they have urgent difficulties to bring to the attention of the Dragon court, equally, we would ask that you steer clear of the refugee camps so that our people are not disturbed. However, if you have bards, entertainers or lore keepers who wish to visit the camps, their presence in the evening would likely be welcomed. Contact a member of the local militia to direct and accompany you.

The justice of Caer Danon is upheld by the Brehons, who will make themselves known to you if you are found to be in transgression of any laws. The Ard Brehon of the Dragon Nation and Preceptor of the Green Company, Nahiossi, is the last word in all matters of law on the island and will dispense justice as he sees fit. Any action taken by the Brehons in the course of their duty will not be considered a personal affront, dishonour, or cause for retribution or bloodgeld. If any disputes arise concerning the actions of a Brehon it should be brought before the Ard Brehon or the Rioghan Draig. 

Although we are suffering times of hardship, we have still some opportunities for trade and would request that such deals are arranged through the Dragon nobles. If you have a particular need to bring goods in by ship, and wish to send your captains to investigate the harbour then the militia are happy to accompany such individuals to Palinguard, once vetted by the Warmistress and after the business of these few days is conducted. 

Once again, welcome to our land, and accept what hospitality we can offer.

Gethin ap Carrock,

Caer Danon Militia

The Clan McAylwyn 'Lowland Games'

At the Grand Erdrejan Fayre last, the Bears Faction were pleased to host the first of the Clan McAylwyn's 'Lowland Games' - an afternoon of festive competitions in true Caledonian gypsy style.

First up was the challenging twist to the Circle of Treachery, the 'Sword and Pint' free-for-all. Based on one of the Bears' military training exercises in mortal combat, but changed to fit the 'Circle' format due to the popularity with entrants, combatants duelled within the circle with a single sword – whilst carrying a full pint in their other hand. The winner was the entrant with the fullest pint after 3 minutes of free-for-all fighting. It wasn't long before the delicate tippy-tapping of the duellest was replaced by Caledonian brawling and the whip of swords up onto the bottoms of tankards – and judges, audience and entrants alike were awash with beer as the time limit concluded.

The dashing and well-dressed Brannigan McMead was the heroic winner of this competition.

Next up, my personal favourite, the affectionately known 'Lannister Dash' – or the 'One-Booted Run Away From the Angry Husband/Brother Dash'. I'll leave you all to draw your own conclusions as to where this came from! But be sure it ended in chaos – and a large pile of Bears – and others – for there were guest entrants from a number of friendly factions. First, each entrant had to offer their shirt (a substitute was accepted for the ladies) and one of their boots, which were piled up a third and two-thirds down the line towards the gate (and freedom). These were mischievously piled and mixed up after the entrants' careful placements, as the runners prepared themselves and met their chaser – the angry relative!

With a shout, the race began, entrants rushing to find their boot and don it, before racing to find their shirts.

As they reached the boot pile, the angry relatives commenced their chase – sword in hand – and with much sign of glee! The first runner to ellude their chaser and cross the line, with shirt and boot on, was the winner. However, as one would-be winner collided with the gate and the structure came tumbling down around them all, felling further runners, the finish line became a pile of bodies. Eventually, one emerged, not wearing his own shirt but – in a spark of innitiative - having stolen a rival's, and as the only survivor he was rightly declared the worthy winner.

Congratulations to Tristan McGregor, clearly one to have your eye on ladies and gents, if you get my meaning! (Rumour has it that he was greeted to acknowledge his victory by the flying fist of none other than Master Kianan of the Bards Guild, though as yet the reason has not become known. However, we hear that the other McAylwyn boys seem to have all had a go too...)

Finally, the Mr and Miss Bear competitions rounded off the afternoon with a display of prowess, heroism, charm and linguistics! Our own Master Bard, Kianan McAylwyn, was enticed by the lovely Lady Heather to 'show the boys how it was done' to let them know what they were in for as the tasks for the men were revealed: strutting, circling, smoozing, and posing. Don your best hero-kilts and let the wind do its work boys!

The hordes of entrants were slowly whittled down,  test by test, as they strutted their stuff in front of the judges – Lady Heather herself, and the Bears Queens. In a shock story, Bears warleader James T MacFinn – resplendent in his hot red kilt and white socks – bent a knee in front of host Jessie McAylwyn and proposed! This caused much discussion and comment from the 'McMinxes' gathered around, for apparently there is a quite a tale there to be had!

As the dust settled, two worthy winners were chosen to embody all that is male and female and good in the Bears: 

Thane Mel MacFinn (a Bear in every sense!) and Thane Stella McMead (and her infamous 'Gap'). Congratulations!

The Games were hosted by Jessie and Lannister McAylwyn, who I am sure would be willing to provide further details on rules and history should you wish to learn more! They were ably assisted in judging by others of their clan and faction.

________________________________

As there has been some confusion in the matter, all attendees at a Moot or other main gathering of the peoples of the Heartlands and Southlands are advised to familiarise themselves with the provisions for the enforcement of law in common areas, as addressed in the Gathering Treaty. Further details can be found with the Militia.

__________________________________

Armourers Forge Times

Saturday
10.30-1.30; 3-6; 7-10

Sunday

10.30-1.30

Armourers Guild meeting at 2pm Saturday in the Guild. All Liaisons should be present or send a representative in their absence.

For sale

A number of crafted items including spell tempered amulet, silver sword and skirmishers armour. Reasonable offers considered. See Master Thomas for details 

Testament Articles wanted

Submissions are invited for inclusion in the Closing edition of the Testaments. These can be delivered, either in person or in writing, to the Bards Guild. Material received after sundown on Saturday may fail to reach the presses in time for publication.


[image: image2.jpg]