Event Planning Template

Event:

Date:

Location:

Fees:

Crats: (some may be dropped as needed)


Autocrat- 



CoAutocrat- 



Zookeeper- 



Herald- 


Gatecrat- 


Security- 


Medcrat-   



Backup-

Warcrat- 


Backup-

Culturecrat- 


Feastcrat- 



Backup- 


Kidcrat-  
Theme for Weekend- 

Diversions:

Assassin Hunt

The ASSASSIN HUNT will be full class.  Each person plays 1 class throughout the game, and will ONLY be allowed to play the class they sign in as at gate.  Spell casters will have to write their list before the game begins and have it checked.  All class limitations and abilities will be in effect.  Barbarians get berserk and fight after death, etc.  Each player will be required to wear their class garb for the duration of their play.

Each player will be given a card with the name of another participant on them.  When you kill someone, they must give you the card of the person they are hunting.  You may only hunt the person on your card.  The game ends when there is one player left, or at the beginning of court, whichever comes first.

Times when you may not assassinate your victim:

· Court

· Company/Household Meetings (do not use this to keep yourself from being assassinated)

· While the person is actively fighting in a tournament or war (nirvana and sidelines are fair game, though)

· While the person is participating in an A&S workshop (again, do not use this to prevent your own assassination)

There is a $1 entry fee to participate.  All earnings will be donated to the Hosting Park’s treasury.  There may be a prize for the person left standing at the end of the game.

Gaming Room

see http://jducoeur.org/game-hist/game-rules.html for suggestions and rules.

This is a room for medieval games.  

Games to Include:


Dominoes


Chess       (http://www.chessvariants.com/historic.dir/chaturanga.html)


Checkers  (http://www2.kumc.edu/itc/staff/rknight/Game8.htm)


Parchesi

Gate

3pm-6pm


1.  Gatecrat 


2.

6pm-8pm 


1. 

2.

8pm-10pm


1. 


2.

10pm- Midnight


1.

2.

Midnight- 2am 


1.


2.

2am-4am 


1.


2.

4am- 6am


1.


2.

6am-8am 


1.


2.

8am- 10am


1.

2.

10am-Noon 


1. 

2.

Noon-2pm 


1.

2.

2pm- 4pm


1.

2,

4pm-6pm 


1.  Gatecrat


2.  

Those Authorized to Handle Verifying Gate: Autocrat, Co-autocrat, Gatecrat


Verification: 3pm, Midnight, 6am, Noon, 6pm

Feast Planner Sheet

Knights Meeting:


Menu:  **lunch-type stuff**


Servers:  

1.



2.

Kids Quest:


Menu:



Lunch:




Snack:


Servers:  



Lunch:




1.

2.  



Snack:




1.




2.

Feast:


Menu:

Appetizers:  


Main Course: 



Dessert:  



Drinks:   

Servers:

Principality Leaders Meeting:


Menu:  **breakfast type foods**


Servers:  



1.



2.

BOD Meeting:


Menu:  **brunch-type items**


Servers:  



1.



2.


Notes:  (lessons learned from previous events attended)

· Servers and Guardsmen will be fed at 6:00.

· During Feast, servers will clean trash as they go.

· At 7:45, two servers will go through with trash bags to gather the trash.

Immediately after court, all servers will be expected to help clean up the 

Feast area.  

· All efforts will be made to get those with company/household  

            meetings to those meetings in a timely manner.  If we clean while   

            we go, it won’t be that big an issue!

At all snack services, there will be two servers.

Event Schedule

Friday

2:00- Crats Arrive (or have really good reason for not being there until later)

3:00- Gate Opens 

Until Sunset- Open Ditching

After Sunset- Open Bardic 

Saturday

9:00- Sign-in Opens: Kids Quest


          War Tourney (Weapons Check at this time)


          A&S Event (Tournament or Exhibition)


10:00- 
Tournament  


A&S Exhibition 

11:00- Knights Meeting (lunch provided)

1:00-   A&S Workshop #1

1:30-   Weapons Check

2:00-   The Grand Melee

           A&S Workshop #2

3:00-  A&S Workshop #3

4:30-  Althing 

5:00-  Pick-Up from Kids Quest

6:00-  Servers to Feast Area (Servers & King’s Guard WILL be fed at this time!)

6:30-  Seating Begins for Feast

6:45-  Procession of Monarchs

7:00-  Feast

            Bardic during Feast 

8:00- Court 


30 minutes after Court ends- Open Bardic

Sunday

9:00- Provincial Leaders’ Breakfast

10:00- Board of Directors’ Brunch

12:00- Site Closes

           Crats Meeting (to include debriefing and cleaning the site)

Smallings Quest

Schedule:

9:00-9:30  Sign-In Smallings (Assign Belts)

9:30-10:00  Smallings Warmup!

10-Noon  Smallings Quest

Noon-1pm  Lunch 

1-1:30  Smallings Art Project 

1:30-3  Smallings Tournament

3-4  Snack and Preparing Pages for Explorers Log

4-5  Gifts to Monarch (Items From the Quest)

5:00  Pick up Smallings (Retrieve Belts, give favors)

During times when Smallings have completed their tasks early, they may play period games:

Blind Man’s Bluff.  (Any number can play. IT is blind-folded, and is then spun around. 

                                 After the spinning, everyone scatters within a predefined area. IT 

                                 tries to catch any player by touching them. If a player is caught, that 

                                 player become IT. In one version of the game IT (still blind-folded) 

                                 feels the face of the person who is caught and tries to identify who it 

                                 is. If IT guesses correctly, the person identified becomes IT. If IT 

                                 doesn't identify the person, then the game begins again with the same 

                                 person as IT.)

Hopscotch (Use rope or sticks to draw the grid.  Try for a decent-sized, smooth rock, and 

                  watch the Smallings throwing it.)

Helpers:   

Warm-up Sequence

1.  Point-and-flex:  Have students sit in a circle with their feet in the middle.  Everyone 

                               points their toes and then flexes their feet.  Let them say “Hello” and 

                               “Good bye” as they point and flex their feet.  (10 sets)

2.  Climbing:  While still sitting with legs in the middle of the circle, have students 

                        pretend they are climbing with their arms.  (10 sets)

3.  Reach for toes and hold:  Students are still sitting.  They should try to keep their legs

                                              as straight as possible.  Remember, the important thing here 

                                              is not that they reach their toes, but that they are stretching 

                                             muscles so they don’t get hurt later.  (1-2 minutes)

4.  Rag dolls and soldiers:  Have the students stand up, still keeping their circle.  Call:

                                            Rag Dolls!  The students should collapse like a rag doll, still 

                                            standing just bending from the waist.  Then call: Soldiers!  

                                            Students should stand straight up like a soldier.  (10 sets)

5.  Lunges:  Keeping the circle, have students put their feet wider than shoulder distance 

                    apart.  Lunge to the right and hold, and then to the left and hold.  Then have 

                    students change their feet so that the right one is in front of the left and lunge 

                    forward.  Change legs and lunge forward again.  (1 minute for each hold)

6.  Windmills:  Have the students spread out so they cannot touch each other.  Have them

                         start with their feet about shoulder-width apart and their arms straight out 

                         to each side.  Twist from side to side from the waist only.  The arms 

                         should not move.  (10 sets)

7.  Arm circles:  Staying in the same starting position for windmills, have the students

                          create circles with their arms.  Start with small circles and then let them 

                          get bigger.  Bring them back to small circles, and then let the students 

                          shake it out.  (1-2 minutes)


The following visualization was used successfully with third graders.  When doing the climbing, tell them they are climbing a mountain.  When they get to the top, they fall over their legs in relief (and grab their toes).  As they stand up to do exercise four, tell them they try to stand up, but they feel so tired they become rag dolls.  Then 

they feel better and become soldiers.  Now, standing on top of the mountain, they want to look around, so they lunge to the right and left, then they lunge forward.  They are so excited about reaching the top that they stretch by twisting.  Then as they start the arm circles, start one direction and as the circles get bigger, tell them they are flying off their mountain, so they have to return.  Change directions and fly back to the mountain, where they just shake it off.

War

Schedule of Events

Friday

Until Sunset- Open Ditching

Saturday

9:00  Sign-In & Weapons Check for Tournament

10:00  Tournament

1:00- Grand Melee



Scenario:




Title:

Brief Synopsis:  (a blurb for the flyer)




Endgame Conditions:




Materials Required:




Detailed Description of the War:  (to include special areas on the 

playing field, monsters, and items that might distort play on the field or be in conflict with the Rulebook)

Reeves:


Tournament:


War:

Ditching:

There will be open ditching any time one of the following is not going on:


No-Champ Tournament, Grand Melee, Feast & Court.

We encourage ditching at all other times!

Cultural

Schedule of Events

Friday

After Sunset- Open Bardic

Saturday

9:00- Sign-In and Set-up for A&S Tournament/Exhibition

10:00- A&S Tournament/Exhibition

Judges: (if needed) 



1:00- A&S Workshop #1




Teacher:



Topic:

2:00- A&S Workshop #2



Teacher:



Topic:

3:00- A&S Workshop #3



Teacher:



Topic: 

7:00- Feast & Bardic



Those wishing to participate in this Bardic must contact the Autocrat or 

the CultureCrat before Court begins and let her know what they are doing.

30 minutes after Court ends- Open Bardic

