
1 
 

  

 



2 
 

CONTENTS 

2 War Points 
3 Royal Welcomes 
5 Staff List 
6 Site Rules 
8 Event Resources 
8  Troll 
9  DEIB  
10  Transportation Services 
10  Newcomers  
11  Volunteering 
11  Safety/Watch/Lost and Found 
12 Site Map 
13 Merchant Map 
14 Merchants by Category 
16 Main Schedule 
24 Known World Party 
24 Fae Ball 
24 Social Media 
25 Arts and Sciences Competitions 
26 Arts and Sciences Areas 
26  Al-Mahala 
26  Artisan’s Row 
26  Early Period Life 
27   Herald's Point 
27  Renaissance Village 
27  Scribe’s Point 
28 Fighting Activities 
28  Armored Combat 
31  Combat Archery 
34  Siege Engines 
38  Rapier 
40  Equestrian 
41  Target Archery 
41  Live Weapons 
43 Youth Activities 
43  Youth Combat 
44  Youth Rapier 
44  Page School 
45 Battle & Tourney Descriptions 
52 Class Descriptions 

 
 
LEGALS 
 
This is the March 2024, Gulf Wars 32 Site 

Book. This is not an official publication of 

the SCA Inc., nor does it delineate SCA 

corporate policy.  

Cover and internal art by Baroness  
Danielle Bird 
 
Editor: Mu’illimah Maysun al Rasheeqa  

 
 

  

Sunday, March 10  
9 a.m.   Mounted Combat Warlord Tourney  

Monday, March 11  
10 a.m.   Live Weapons and practice 

10 a.m.   Rapier Town Battle 

10  a.m.   Target Archery and practice 

2  p.m.   Archer Only Ravine 

2  p.m.   Armored Town Battle - SIEGE 

2  p.m.   Northshield Challenge 

Tuesday, March 12  
12  p.m.   Foam Jousting Tournament  

12  p.m.   Live Weapons and practice 

12  p.m.   Target Archery and practice 

12  p.m.   Rapier Ravine 

12  p.m.   Armor Fort Battle with Archery and Siege 

2  p.m.   Bridge Option 1 with Archery and Siege 

Wednesday, March 13  
8  a.m.   A&S War Point Competition Judging 

10  a.m.   Armored Champions Battle 

10  a.m.   Live Weapons and practice 

10  a.m.   Rapier Champions Battle 

10  a.m.   Target Archery and practice 

Thursday, March 14  
10  a.m.   Live Weapons and practice 

10  a.m.   Target Archery and practice 

10  a.m.   Swashbuckler Battle 

2  p.m.   Armored Ravine Battle with Archery only 

Friday, March 15  
10  a.m.   Target Archery and practice 

10  a.m.   Best 3 of 5 with spears 1/3/5 pass 

10  a.m.   Live Weapons and practice 

11:30 a.m.   Cancelled Battle Rescheduled Date 

2  p.m.   Best 3 of 5 with Archery and Siege pass 1/3/5 

4  p.m.   Cancelled Battle Rescheduled Date 

Saturday, March 16  
10  a.m.   Mother of All Battles 

 

War Points 
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GULF WARS 32 ROYALTY 

Gleann Abhann 2024 - Cristof and Broinninn 

Dearest Royal Cousins and Populace of the Knowne World! 
We, Christof and Broinninn, Khan and Khatun of Gleann 
Abhann, do send Our greetings to all who have traveled to Our 
River Valley Realm. 

We are excited to once again attend Gulf Wars where banners 
of all colors fly high in the sky and the war drums beat as the 
armies march to battle. The nights are filled with epic stories 
and heroic deeds of our friends once the fighting is done. We 
also look forward to seeing the works of artisans of the 
Knowne World and how these inspire others to create art of 
their own. 

Gulf Wars is a week filled with smiles, laughter, stories, and 
time spent with old friends and the new ones We are sure to 
make! It is Our heartfelt wish that you all join Us in friendship 
and merriment as we toast to The War with No Enemies! 

Take care and stay travels, 

Christof and Broinninn, Khan and Khatun 

Meridies 2024 - Timothy III & Ysmay III 

Greetings Unto the Known World, 
 
We are delighted that you all are able to attend one of the 
biggest events of the year! We hope that you will try ALL the 
things, like volunteering to help the event staff, taking a class 
to learn a new skill, or watching a tournament. There are so 
many activities to do or watch that We know you will find 
yourselves just as busy as We are for the week.  
 
Our biggest joy at Gulf Wars is to spend time with friends, 
both old and new. We hope to find you around a campfire 
one eve and share a story or a drink. We are excited to be 
part of this event with you and We look forward to making 
memories! 
 
 

Timothy & Ysmay, King & Queen of Meridies 
 

  

https://gleannabhann.net/
https://meridies.org/
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Trimaris 2024 - Dietrich von Stroheim & Anaya Renarde 
 

Unto all who have made the long journey to Gulf Wars, 
      
Joyous greetings from Dietrich and Anaya, King and Queen of 
Trimaris!  We are excited to spend a week with you immersed in 
this Dream we all share…a week of camaraderie, battles, 
singing songs around the fire, parties, displays of skill and 
mastery, and countless forms of merrymaking as shall be 
devised hereafter! 
 
Gulf Wars is a wonderful opportunity where we can all set aside 
our differences and focus instead on what we share: our love of 
all things medieval. This war you shall see such sights as noble 
knights clashing on the field, the wonders of the entirely 
historical early period living encampment, the grand procession 
with the royals of the Known World riding in with banners flying 
high, rows upon rows of merchants displaying their exotic wares, 
and rousing performances at the Green Dragon Tavern. 

 
Truly this is a great way for us to come together and revel in the company of good friends, old and 
new. We thank you for joining us and look forward to us all coming together and truly making this a War 
With No Enemies!  
  
Until then, may you be blessed with health, joy, and prosperity, 
  

Dietrich and Anaya, Rex et Regina, Trimaris 

Ansteorra 2024 - Nicollet Deuville 

To the Esteemed Lords and Ladies of the Known World, Greetings 
and Felicitations, 

In the spirit of unity that binds our great realms, it is with great joy 
and honor that we extend our heartfelt welcome to each noble soul 
from across the Known World to the majestic gathering of Gulf 
Wars XXXI - A War with No Enemies. 

In the tapestry of our shared history, Gulf Wars stands as a 
testament to the camaraderie, chivalry, and vibrant diversity that 
defines our illustrious society. This year's gathering promises to be 
a celebration of valor, artistry, and the enduring spirit of fellowship 
that unites us as one noble family. 

As the sun kisses the banners that flutter in the breeze, let us come together in the true spirit of 
camaraderie, forging bonds that will echo through the annals of time. The fields of Gulf Wars await the 
thundering hooves of noble steeds, the clash of arms, and the resounding cheers that accompany feats of 
skill and honor. With the utmost enthusiasm, we invite you to revel in the pageantry, to share in the tales 
of valor, and to partake in the grand festivities that await you on the sacred grounds of Gulf Wars. May 
this gathering be a beacon of friendship, where memories are forged, alliances strengthened, and the 
dreams of a united Known World flourish. 

Nicollet, Sovereign Queen of Ansteorra 
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  Autocrat Magister Sean MacRory 

Autocrat/Site Liaison En Guillermo Berenguer 

Al Mahala Baron Adian McRae 

Al Mahala Class Coordinator Mistress Edwina Dirks Sterne 

Animal Liaison Mistress Daphne of Colchester 

Artisan's Row  Lady Rose Marye 

Artisan's Row Deputy THLady Sophia Berkeley 

A&S Competitions Coordinator Mistress Arielle de Brabazon 

Classes/A&S Activities Coordinator Mistress Ceridwen the Empiric 

Combat Archery 
Cry Heralds 

Sir Kyrus Logisson 
Lord Giordano Paulo Orsini 

Cry Heralds Deputy 
Baintighnera Mairghread Ingen 
Cannech 

DEIB Office Oluku Omokehindegbegbon Oyo 

Early On/AOD Coordinator Mistress Magdalena de Segovia 

Early Period Life Class Coordinator Mistress Bridget Edan 

Early Period Life Deputy Master Gottfried von Koln 

Emergency Preparedness Master Morgan of Osprey 

Equestrian Activities Coordinator Mistress Maria Arosa de Santa Olalla 

Equestrian Barn Manager Mistress Doe Flynn 

Equestrian Steward Mistress Doe Flynn 

Equestrian Marshal in Charge Lady Amina Al-Zahra 

Equestrian Royal Procession  Mistress Maria Arosa de Santa Olalla 

European Dance THNoble Rebecca Whieldon Pyke 

Exchequer THLady Sarah of Duckworth 

Exchequer Deputy Baroness Essyllt Volsk Prasa Fostra 

Fighter Support Head 
Baroness Maire Dhocair Inghean 
Chiarain 

Fighter Support Deputy Lady Arcadia 

Herald's Point Coordinator THLady Caitilin inghean Ronain 

Inventory Mistress Isabetta de San Marco 

Known World Party Master Katryne MacIntosh the Strange 

Landcrat  Baroness Brenna O' Duynie 

Landcrat Deputy THL Alina de Lacy 

Landcrat Field Pavilions Lady Philippe Delaney 

Landcrat Ansteorra Sir Asoph Hearts 

Landcrat Meridian Master Edward of Yarborough 

Landcrat Trimaris Dame Kahlan Stertikona 

Live Weapons Marshal in Charge Baron Loegaire Mac Lochlainn 

Live Weapons - Thrown Weapons Konrad Reinhard 

Live Weapons - Target Archery Baron Loegaire Mac Lochlainn 

Lost and Found Baroness Marjory de Warenne (Jory) 

Marshal in Charge 
Viscount Skeggi Berbeinn 
Sebbason ins Sterk 

Media Coordinator Duchess Danielle de la Roche 

Media Deputy Master Robert the Just 

Merchant Coordinator Mistress Seraphina Maslowska 

Newcomers Point Sigrun S. i Biarka 

Newcomers Point Deputy Lady Asta Bassadottir 

 

Parking  Sir Vilhjalmr þursasprengir 

Parking Deputy Lord Brynjolfr Austmannaskelfir 

Performing Arts and Theatre Master Mathias Blackheart 

Performing Arts and Theatre Deputy Mistress Aibhilin inghean Daibhidh 

Public Works Lord AEoelbeorht of Harduic 

Publications Mu'allimah Maysun al-Rasheeqa 

Rapier Marshal In Charge Master Brock MacLachlan 

Rapier Deputy Master Orlando Giovanni 

Renaissance Village Mistress Aislinge MacCuithein 

Renaissance Village Deputy Mistress Amelia van Hemessen 

Reservations Mistress Jutte VonderBerg 

Royal Liaison Duchess Margherita de Mantua 

Royal Liaison Deputy 
Countess Michelle Chantal de 
Charente 

Sanitation Head THL Catina Marciano 

Sanitation Deputy THL Dis in Rauda 

Schedule Master Baroness Ana de Granada 

Scribe's Point Coordinator el Maestro Jam Recarediz 

Siege Marshal 
Social Media 

Lord Snorri Smedsonn 
THLady Rose Rennel 

Social Media Deputy Lady Jehanette Thornton 

Special Needs Camping Rolling Bull 

Special Needs Camping Deputy Deborah Bennet 

Supply Clerk Sarah Derwood 

Traffic Service Baroness Calena de Rosa Nero 

Traffic Deputy Baron Adian McRae 

Transport Services Mistress Thorfinna Kolsdottir 

Troll Adalia Vonderberg 

Troll Deputy Baroness Alusch Annika Vonder Stern 

Volunteer Point Coordinator Mistress Avicia de Loudonia 

Volunteer Point Deputy THLady Brynja Valsdottir 

Volunteer Point Recruitment THLady Runa Ulfsdottir 

Wagons THL Hans Neimann 

War Herald Baronessa Sara Al-Garnitiyya 

Watch Commander Baroness Marjory de Warenne (Jory) 

Webmistress THLady Juliana verch Hoell 

Web App Development THL Juan Carlos 

Web Deputy Mu'illimah Maysun al Rasheeqa 

Youth Activities/Page School THL Katarzyna Silesia 

Youth Combat THL David Duckworth 

Youth Rapier Master Elric Dracwin 

  

KINGDOM LIAISONS  

Kingdom Name 

Ansteorra Adelaide de Bourbon 

Meridies THL Jacques de la Fontaine 

Trimaris Duchess Maisie of Dunbarton 

Autocrat 2025 THL Catina Marciano 

Autocrat 2025 Lord AEoelboerht of Harduic 

 

Gulf Wars Staff 
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Site Rules 

King’s Arrow Ranch is a private property. The Autocrats, Autocrat designee or site owner has the right to 
refuse or deny admission without cause or reason of any kind. Infraction of the established rules may 
result in curtailment of activities and/or expulsion from the site without refund of fees. The Autocrats are 
the final arbiter of grievances and issues not specifically covered here. 

This is not a comprehensive list of site rules. Many of the rules and standards may be found in the various 
department SOP’s. A “common sense” approach to rules and code of conduct will be applied to areas not 
specifically addressed in this document. 

Registration and attendance are tacit agreement that you will follow site rules. 
 
GENERAL RULES: 
▪ All federal, state, and local laws apply on Site. Breaking mundane law = calling mundane authorities. 
▪ No fighter’s card = no combat-related activities. 
▪ No fireworks. 
▪ No firearms. 
▪ No cannons. 
▪ Participants are required to make an attempt at pre-17th-century clothing. 
▪ The speed limit on Site is 5 MPH. Speeding and being a hazard to pedestrians may result in 

expulsion.  
▪ No smoking in any of the public buildings or public event tents or within 30 feet of the entrance to 

these venues. Police your butts.  
▪ The legal drinking age in Mississippi is 21. Anyone serving/giving alcohol to a minor will be expelled. 

Alcohol may not be served to anyone not possessing & showing a government-issued photo ID or 
other acceptable proof of age.  

▪ The medallion issued at Troll is your receipt for the event and must be visibly worn at all times. 
Participants must show their medallions to re-enter Site, or you may be required to pay to enter Site. 
Lost Medallions will not be replaced. Check with Lost and Found at The Watch. Troll has a procedure 
to allow you access to the site and site functions in the event of a lost badge. Bring your Troll receipt.  

▪ Trespassing is against the law and is a punishable offense. Gate crashing or sneaking onto Site is 
Trespassing. Anyone caught trespassing or aiding in the act of gate crashing will be expelled. 

▪ Golf carts are for exclusive use by staff. “Borrowing” golf carts is unacceptable and will be dealt with 
appropriately, up to and including expulsion from Site. If you see a golf cart being operated in an 
unsafe manner, please notify The Watch. 

▪ No gas-powered scooters, private golf carts, or other modern personal conveyances (bikes, 
skateboards, gas scooters) are allowed. Electric scooters/power chairs used for special needs are 
allowed and encouraged. 

▪ Per Gleann Abhann Kingdom Law: Children should not be left unattended at events. Children under 
the age of 12 must be within the sight or voice range of a designated responsible person at least 15-
years-old at all times. Failure to do so may result in sanctions ranging from expulsion from Site to 
notification of mundane authorities, depending on circumstances. 

▪ Service dogs are allowed on Site. Other animals that a person may regard as “service animals” (cats, 
snakes, goats, etc.) will be considered “pets.” Pets are not allowed at Gulf Wars.  

▪ To ensure the safety of all guests at Gulf Wars, drones are not allowed on the property except by 
commercial media with the written permission of the Gulf Wars Media Coordinator. Commercial 
media representatives may submit a written request to the Gulf Wars Media Coordinator at 
(media@gulfwars.org) for review and approval before the beginning of the War. 

▪ The swimming pool is closed for the duration of the war. No swimming on site. 
▪ RULE OF THUMB: If it's dangerous, don’t do it! 
 
FIRE SAFETY: 
King’s Arrow Ranch is in a pine forest. The following rules must be followed carefully: 
▪ No ground fires. Fire pits are allowed with appropriate precautions and due regard for safety. 
▪ No open flames in tents. 
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▪ No bowl-type tiki torches are allowed. Only torches with screw-on tops are permitted. 
▪ Tiki torches must be staked in a firm and stable fashion.  
▪ Tiki torches may not be placed in hay bales. 
▪ Do not leave torches, candles, or campfires unattended. 
▪ No flammable liquids may be thrown on fires. 
▪ All camps must have at least two fire suppression methods, such as water, fire extinguishers, buckets 

of sand, fire flaps, etc. The Department of Emergency Preparedness is authorized to check all camps 
for fire safety and investigate all infractions. 

▪ There must be 10 feet between fire pits and tents. 
▪ All tents must be spaced 3 feet apart as a fire break. 
▪ Camps must be separated by at least 10 feet. 
▪ In the event of a fire, use extinguishers and immediately contact The Watch. 

Watch patrols are authorized to enter empty camps and extinguish open or unattended flames. 
▪ No fire spinning, spitting fire using chemical agents, nor any other fire-related performances such as 

fire twirlers, jugglers, swallowers, etc. are permitted on site.  
▪ Should site management or Autocrat staff determine that further restrictions are necessary, for any 

reason, such further restrictions shall be announced and enforced. 
 
VEHICLE REGULATIONS: 
▪ You will be issued a car tag which must be displayed clearly on our dashboard. Without a car tag, you 

will not be allowed to re-enter Site. 
▪ Display your contact information on your vehicle parking pass.  
▪ There will be a 3-hour limit placed on vehicles for unloading when setting up camp. 
▪ Cars should park in the parking lots in such a way as to not restrict access or endanger other 

vehicles. 
▪ Do not block access to the handicapped access parking. 
▪ Cars driving in camping areas after dark must drive with their headlights on. 
▪ You must display your handicap plate or hangtag for the state in which you are registered to receive a 

Gulf Wars handicap parking slip. 
▪ LOCK YOUR VEHICLE! We are not responsible for your goods.  
▪ If your vehicle is blocking traffic or another vehicle, causing a hazard, or parked in blatant disregard of 

the parking policy, a MARGINAL effort will be made to locate the owner, time permitting. Otherwise, 
the vehicle will be towed at the owner’s expense. 

 
CAMPING RULES: 
▪ If you plan to bring your own shower, it MUST operate with a water reservoir system to accommodate 

the water pressure requirements. If you erect a shower that does not operate with a reservoir system, 
you will be instructed to take it down. Failure to do so may result in eviction from Site. 

▪ Do not block access to the faucets or electrical outlets.  
▪ Access to electricity is restricted to those who have made prior arrangements with the site owner. 

Violators will be unplugged. Repeat offenders will be subject to disciplinary action, including expulsion 
from the site. 

▪ Electrical extension cords must be rated for outdoor use. 
Water hoses and electrical cords must be buried at least an inch under ground cover.  

▪ Failure to comply with using a Y connector or burying them may result in confiscation. 
▪ Dispose of water by pouring away from tents and encampments. 
▪ Trash is the responsibility of each individual attending war. The owners provide large trash dumpsters 

at 4 locations throughout the site. Trash cannot be piled up in camp, outside of camp, or on the side 
of the road. There will be aluminum recycling containers near the dumpsters. Propane tanks should 
be placed neatly on the outside of the dumpsters. Sharps should be disposed of in the sharps 
container at Watch or Sanitation at 5 Points unless you have your own sharps disposal. Police your 
site before leaving the war and deposit trash in dumpsters.  

▪ Do not leave hazardous materials of ANY sort behind. This includes propane bottles (full or empty), 
auto/marine batteries, or similar materials.  
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Trolling In 

Pricing 

To receive member pricing, your membership must be valid through the start of the war. 

Arrival 
Day 

Pre-Register 
Member 

At the Door 
Member 

Children 17 and 
under 

Pre-Register Non-
Member 

At the Door Non-
Member 

Sat-Sun $120 $125 FREE $125 $130 

Mon-
Tues 

$105 $110 FREE $110 $115 

Wed-
Thurs 

$90 $95 FREE $95 $100 

Fri-Sat $50 $55 FREE $60 $65 

 
PERSONAL CHECKS WILL NOT BE ACCEPTED AT THE DOOR.  
CASH OR TRAVELERS CHECKS ONLY. 
 
Troll Hours: 

• Saturday (March 9) Troll Opens at 1 p.m. – Sunday (March 10) at 10 p.m.   

• Monday (March 11) – Friday (March 15) from 8 a.m. – 10 p.m.  CLOSED OVERNIGHT 

• Saturday (March 16) 8 a.m. – noon   
 
FastPass Procedure Only on March 9 and 10 
On Saturday, March 9, from 1 – 9 p.m. and Sunday from 
9 a.m. to 6 p.m., if EVERYONE in the vehicle is 
completely paid up, you will be able to go through Troll 
without leaving your vehicle. Workers will bring a tablet up 
to your vehicle to complete registration and provide your 
site token. People will still have the ability to park and go 
into Troll if they need to make a payment or have an 
issue with their registration. At the first intersection, you 
will be directed to either Troll Parking, or the FastPass 
lane.  
 
What You Need to Troll In: 

• Positive ID with photo and birth date (e.g., photo driver's license, military ID, passport) 

• Minors (age 17 or under) without parents or legal guardians must have the appropriate 
unaccompanied minor forms required by the Kingdom of Residence. 

• Proof of membership 
o Membership card 
o Payment confirmation from Society registry  
o Statement showing check payment or charge to Society registrar 
o Mailing label from a Society publication showing membership # and expiration date 

• Car license number if you are responsible for a vehicle 

• Cash or traveler’s checks for the gate fees if not pre-registered 
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Diversity, Equity, Inclusion and Belonging  

Gulf Wars is committed to making the event and all its aspects and components as welcoming and open 
as possible.  Diversity and inclusion, being a cornerstone of growth and prosperity within any group, helps 
prevent stagnation and opens any group to new ideas and concepts. 
 
The Stewards of the war effort strive to be inclusive to make the war an enjoyable experience for as many 
people as possible.  We have adopted the SCA Inc. corporate policy of inclusion and diversity and strive 
to meet and exceed its goals and expectations.  
 
LGBTQIA Camping  
The campsite at the intersection of King’s Highway/Queen’s Highway has agreed to host and welcome 
members of the LGBTQIA community and help to provide a warm and hospitable environment. Contact 
information may be obtained through the Land office on the staff page. 
 
Special Needs Camping   
A centrally located campsite is available on a first-come, first-served basis for campers with special 
needs. It is located near convenient power sources and accessible shower/bathroom facilities.  Contact 
information may be obtained through the Land office on the staff page.  Space is limited and pre-
reservations may be required.  One helper will be allowed to camp in or near each camper for assistance 
needs. 
 
Transgender-Friendly Shower Facilities   
Several campsites with private showers have volunteered their private, in-camp shower facilities for the 
comfort and safety of Transgender members who may feel unsafe or uncomfortable in the community 
shower trailers. These camps have also offered to provide an accepting, warm, and safe environment to 
help make their Gulf War experience a pleasant and memorable one. (NOTE:  The camps that have 
offered camp space may have additional camp fees, which they charge to everyone camping with them, 
to cover communal camp supplies that everyone uses)  To arrange for a shower accommodation at the 
War, you may contact the Diversity and Inclusion Officer by their cell phone, which will be located at The 
Watch. 
 
Bullying and Harassment Policy  
Gulf Wars, its Stewards, and the Staff are committed to providing a safe and secure environment.  If you 
feel that you have been bullied or harassed, please contact the Diversity and Inclusion officer-on-duty or 
one of the Autocrat staff.   
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Transportation Services 
 
KART, or Transport Services, provides on a first-come, first-served basis, basic transportation of 
attendees via golf cart around the King’s Arrow Ranch site. it is asked that able-bodied individuals with no 
walking impediments “give way” for those with special needs and/or mobility issues, the elderly, infirmed, 
or women who are pregnant. 
 
This “bus style” system includes access to a 
majority of the camping areas, parking lots, 
archery range, battlefields, merchant’s area, 
Bede Hall, class tents, Early Period Life, 
Scribes Point, and more. The KART will 
maintain reasonable hours of operations in 
non-inclement weather but may be adjusted 
with or without notice as demands 
necessitate. Efforts to alert the populace to 
adjustments in hours of operation may 
include heralds and/or notifications on the 
Gulf Wars web app. These adjustments may 
be determined by staffing, availability of 
carts, population camping density, road 
integrity, migration of services, special 
events, weather, and other unforeseeable 
circumstances. 
 
Only cargo that can be carried in the lap (a 
basket, bulky items) can be carried on the 
KART. If it takes up space a person can 
occupy, it won’t be allowed. No Items that may stick out and strike people are allowed. Assistance dogs 
may ride as long as they are under the complete control of their owner and conform to behavioral 
guidelines set forth on the ADA.gov website. 

 

Newcomers’ Point 
 
If you are:  

• New to the SCA  

• New to Gulf Wars 

• A returning player from a long sabbatical 

• First event 

• First War, or  

• First time camping at an event  
We are the place for you to find helpful information, and we would like to welcome you.  
 
We will have classes – all geared towards New and Returning SCA. We have weather and event 
schedule updates daily. We have maps and can answer most questions and will find the answers to the 
ones we don’t know. Welcome to Gulf Wars – please come by and say hello and get your special 
token.  Welcome to the Best Week of SCA Ever!  
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Volunteer Point 

Hours: 
Monday-Saturday – Noon-6 p.m. 
Last Sunday (unmanned) 8 -11 a.m. 
Location: 5 points across from Green Dragon 
 
All volunteers who work for official departments 
during the war will sign a volunteer roster for their 
hours worked. The department will turn in the rosters 
each day and hours will be available once entered 
into the system. 
 
Rewards 

• Every 2 hrs earned – Drawing Ticket* 

• Every 10 hrs earned – Pewter feather token 

• Every 15 hrs earned – Prize from Above & 
Beyond Table (stocked daily until prizes are 
gone) 

• First 20 hrs earned – Limited edition pewter 
feather (instead of small pewter feather) 

• Every 50 hrs worked – Limited Edition 
Volunteer Point bracelet 

• Every 100 hrs worked – Volunteer Point 
Limited gift of the year 

*Drawing tickets count for a war point as well as  
 
Volunteer Point Drawing on Saturday. 
You must collect your 2-part tickets at Volunteer 
Point. Keep the ticket that says “KEEP” for the 
drawing. Drop the ticket that says “DROP” in the 
Volunteer War Point box of your choosing. 
Boxes are located in Volunteer Point. Boxes are 
marked with Ansteorra or Trimaris with allies. 

The box with the most tickets will be awarded a 
war point. 
 
Double Hours (not valid towards Volunteer 
Point 50- or 100-hour prizes): 

• All Sanitation shifts 

• All Parking shifts through Tuesday 

• Any Department between 12 – 6 a.m. 

• As determined by Autocrat 

• Any front gate or back gate shifts, all war 

Deadlines 

• Friday 6 p.m. – War Point Voucher 
Deadline. All votes for Volunteer War Point 
must be cast by deadline. 

• Saturday 2 p.m. – Volunteers Only Drawing 
at Bede Hall (Receive your drawing tickets 
at Volunteer Point for every 2 hrs earned!) 

• Sunday 11 a.m. – All rosters are due to 
receive monies to SCA groups of choice. 
Place all rosters in the lockbox.

The Watch 
 
The Watch provides safety, security, and lost and found services at Gulf Wars. The Watch is staffed 24 
hours a day from 7 a.m. opening day until noon on closing day. We need at least 6 volunteers during the 
day and 2-4 after dark, not including management staff. Volunteers work a 4-6 hour shift, making it easy 
to squeeze a little volunteer time into your busy Gulf Wars schedule. Positions include: manning the front 
gate to check for site tokens; manning the back gate to keep people from coming in the wrong way; 
helping to direct traffic or help people find their camp; logging in lost and found and relaying radio 
messages; or patrolling the merchant area (“Where shopping on duty is not only allowed, it's 
encouraged!”). We will also have walking patrols during the Known World Party on Friday, and possibly 
Midnight Madness in the merchant area on Wednesday. Contact The Watch Scheduling Deputy or come 
by The Watch if you would like to volunteer. 
 
There are also opportunities for volunteers for the Mounted Watch, but volunteers must pass a horse/rider 
combined authorization before being allowed to ride the site. Authorizations for Mounted Watch will be in 
the morning on Mon., Wed., Thurs., and Fri. Please see the Equestrian Schedule for times. 
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Site Map 
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Merchants 
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Accessories 
Ancient Ateliers 
ArmStreet LLC 
Artful Badger Trading Company 
ATS Galleries 
Barb’s Garb 
Bee & Elephant 
Briar Patch Garb 
By My Hand Designs 
Feed the Ravens 
Giggling Wenches Handcrafts 
Hobbitronics 
It's a Seraphina 
Jadi's Silk Road 
JMS Woodworks 
Kraken Press 
Malik's Bazaar 
Medieval Medallions 
North Star Armoury 
Past Tyme Perfumerie 
Positive Energy 
Rabenwald Metalsmything 
Reliquary Arcanum 
Silvermoon Creations 
Swamp Sisters Cosmic Emporium 
The Basketman 
The Crown and Chalice 
The Frisky Filly Bazaar 
The Menagerie 
There Was a Star Danced 
TLC Leathercraft 
Two Baronesses 
 
Amber 
ATS Galleries 
It's a Seraphina 
The Frisky Filly Bazaar 
The Spinning Toad 
 
Archery 
Gryffen and Acorn 
Viking Archery Supply 
 
Armor 
ArmStreet LLC 
By My Hand Designs 
Darkwood Armory 
Gryffen and Acorn 
Icefalcon Armory 
Munitions Grade Arms 
Revival Leather goods & Adkins 
Torvaldr's Leatherworks 
Valkyrie Forge, Inc. 
Westerfield Studios 
 
Art Supplies 
Bee & Elephant 
Cat Man Do Designs 
Dixie Weaver 
JMS Woodworks 
Peacock's Nest 
 
Baskets 
The Menagerie 
Tea and Comfort 
The Basketman 
 
 

Beads/Beadwork 
ATS Galleries 
Feed the Ravens 
Good Girl Gone Bead 
Peacock's Nest 
Sir Almerics Trading Co 
Strongford Arts 
Swamp Sisters Cosmic Emporium 
The Spinning Toad 
 
Books/Publications 
North Star Armoury 
Rock Top Bookshop and Bindery 
White Wolf and Phoenix 
Wood and Antler 
 
Brewing Supplies 
Boggy Hollow Bee Farm 
Calligraphy 
Bee & Elephant 
Du Puy Creations 
 
Candles 
Ancient Ateliers 
Boggy Hollow Bee Farm 
There Was a Star Danced 
 
Chain Mail 
Darkwood Armory 
Munitions Grade Arms 
 
Cloaks 
ArmStreet LLC 
Artful Badger Trading Company 
Briar Patch Garb 
The Frisky Filly Bazaar 
The Menagerie 
The Spinning Toad 
 
Clothing 
Ancient Ateliers 
ArmStreet LLC 
Artful Badger Trading Company 
Barb’s Garb 
Bee & Elephant 
Black Mountain 
Briar Patch Garb 
Hero's Haven 
Hobbitronics 
Kat's Krafts 
Linengarb.com 
Malik's Bazaar 
Neverland Designs 
Sacking Saxons 
Silvertree Souq 
Swamp Sisters Cosmic Emporium 
Tgertoggs 
The Frisky Filly Bazaar 
The Menagerie 
The Practical Viking 
The Spinning Toad 
The Tatterdemalion 
Thunder Mama 
Valkyrie Forge, Inc. 
 
Crossbows 
Past Tyme Perfumerie 
 

Drinking Horns 
Black Raven Trading Company 
Boots by Bohemond 
Du Puy Creations 
Ian's Grove 
Malik's Bazaar 
Fabric 
Positive Energy 
Swamp Sisters Cosmic Emporium 
White Wolf and Phoenix 
 
Feast Gear 
Ash and Griffin Pottery 
Blue Dragon Glass 
Cat Man Do Designs 
Earth and Loom Studios 
Feed the Ravens 
Five Raccoons Forge 
Lobster Rose Pottery 
Malik's Bazaar 
Nobudy's Bizness 
Rabenwald Metalsmything 
Stormbringer's Treasure 
The Basketman 
The Crown and Chalice 
The Menagerie 
Valkyrie Forge, Inc. 
Wood and Antler 
 
Fencing Supplies 
Darkwood Armory 
 
Fiber Arts 
Dixie Weaver 
Du Puy Creations 
JMS Woodworks 
Miriam’s Yarns and fibers 
Tea and comfort 
Ursula's Alcove 
White Wolf and Phoenix 
 
Food/Drink 
Delights of Cathay 
Gode Bakery LLC 
Lady Godiva Coffee and Tea 
Nobudy's Bizness 
Odyssey Coffee 
Peacock's Nest 
Queens Table 
 
Footwear 
ArmStreet LLC 
Artful Badger Trading Company 
Boots by Bohemond 
Jadi's Silk Road 
Revival Leather Goods and Adkins 
Historic Reproductions 
 
Fragrance 
Blackstone's Bath & Boutique 
Past Tyme Perfumerie 
Peacock's Nest 
 
Furniture 
Du Puy Creations 
JMS Woodworks 
The Basketman 
There Was a Star Danced 

Merchants 
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Wood and Antler 
 
Furs 
Black Raven Trading Company 
It's a Seraphina 
Re-furs by Pericles 
Reliquary Arcanum 
Sir Almerics Trading Co 
The Frisky Filly Bazaar 
The Menagerie 
 
Games/Toys 
Misty Mountain Inc. 
Silvermoon Creations 
 
Glassware 
Blue Dragon Glass 
Lobster Rose Pottery 
 
Headgear/hats 
ATS Galleries 
Bee & Elephant 
Black Raven Trading Company 
Linengarb.com 
It's a Seraphina 
Malik's Bazaar 
Neverland Designs 
Past Tyme Perfumerie 
The Basketman 
The Frisky Filly Bazaar 
Tress and Comb 
Ursula's Alcove 
 
Herbs and Spices 
Auntie Arwen's Spices 
Tea and Comfort 
Illumination Supplies 
Bee & Elephant 
Scribal Supplies 
 
Jewelry 
Ancient Ateliers 
ArmStreet LLC 
Ash and Griffin Pottery 
ATS Galleries 
Badger Bronze Works 
Black Mountain 
Blue Dragon Glass 
Briar Patch Garb 

Crafty Celts 
Dixie Bling 
Feed the Ravens 
It's a Seraphina 
Malik's Bazaar 
Medieval Medallions 
Munitions Grade Arms 
Past Tyme Perfumerie 
Peacock's Nest 
Rabenwald Metalsmything 
Reliquary Arcanum 
Silvermoon Creations 
Stormbringer's Treasure 
Strongford Arts 
Swamp Sisters Cosmic Emporium 
The Crown and Chalice 
The Frisky Filly Bazaar 
The Menagerie 
The Spinning Toad 
TLC Leathercraft 
Tomas the Lapidary's Jewelry 
Wire You Waiting 
 
Leather Goods 
Artful Badger Trading Company 
Black Raven Trading Company 
Du Puy Creations 
Feed the Ravens 
Green Mountain Leathercraft 
TLC Leathercraft 
Torvaldr's Leatherworks 
 
Metal Work 
ATS Galleries 
Darkwood Armory 
Five Raccoons Forge 
Rabenwald Metalsmything 
Strongford Arts 
The Crown and Chalice 
 
Middle Eastern 
Ancient Ateliers 
Malik's Bazaar 
Peacock's Nest 
Swamp Sisters Cosmic Emporium 
 
Miscellaneous 
Blackstone's Bath & Boutique 
Blue Dragon Glass 

Boggy Hollow Bee Farm 
Briar Patch Garb 
Cat Man Do Designs 
Gryffen and Acorn 
JMS Woodworks 
Medieval Medallions 
Munitions Grade Arms 
Nobudy's Bizness 
Past Tyme Perfumerie 
Peacock's Nest 
Swamp Sisters Cosmic Emporium 
The Shadowed Stranger 
There Was a Star Danced 
Tress and Comb 
Wood and Antler 
 
Music 
Torvaldr's Leatherworks 
 
Patterns 
Mediaeval Miscellanea 
 
Pottery 
Ash and Griffin Pottery 
Earth and Loom Studios 
Feed the Ravens 
JMS Woodworks 
Lobster Rose Pottery 
Painted Sky Pottery 
The Crown and Chalice 
 
Pouches/Bags 
Ancient Ateliers 
Bee & Elephant 
Du Puy Creations 
JMS Woodworks 
Tea and comfort 
Rattan 
Munitions Grade Arms 
 
Religious 
Blue Dragon Glass 
 
Stained Glass 
Blue Dragon Glass 
There Was a Star Danced 
 
Stamps 
Gryffen and Acorn 

 

 

  



16 
 

Main Schedule 

  SUNDAY, MARCH 10     

Start 
time 

End 
Time 

Category Activity Location 

8 a.m. 9 a.m. Equestrian Site Ride Authorization Barn 

9 a.m. 5 p.m. Auction Early Period Life Class Area Silent 
Auction 

Early Period Life 

9 a.m. 10 a.m. Equestrian Mounted Warlord Tournament (1/3 
War Point) 

Arena 2 

11 a.m. Noon Equestrian Equestrian 101 Barn 

11 a.m. Noon Equestrian Rossfechten 101 Arena 1 

1 p.m. 2 p.m. Equestrian Bushkazi Arena 1 

1 p.m. 3 p.m. Equestrian Jousting 101 Arena 2 

1 p.m. 3 p.m. Equestrian Ground Crew 101 Arena 2 

1 p.m. 6 p.m. Scribal Scriptorium Open Scribe's Point 

2 p.m. 4 p.m. Equestrian Martial Horsemanship Challenge Arena 1 

2 p.m. 3:30 p.m. Royal Royals & Generals Meet & Greet Ansteorra BFT 

4 p.m. 5 p.m. Meeting 
Open to All 

Royal 

Open 12 Step Meeting behind Blue Dragon 
Glass merchanting booth 

4 p.m. 6 p.m. Social   Malort Appreciation Social Ansteorra BFT 

5 p.m. 6:30 p.m. Royal Royal Cocktail Hour Southern Consortium 

6 p.m. 8:30 p.m. Equestrian Equestrian Social & Potluck Barn 

7 p.m. 9 p.m. Social Open 
to All 

Aged Grape Juice and Weave Ansteorra BFT 

7 p.m. 12 a.m. Vigil Vigil for Baron Cormac mac Gilla 
Brigde 

Sable Rings Camp 

          

MONDAY, MARCH 11     

7 a.m.   Social Open 
to All 

Morning 5 K Run  Five Points 

8 a.m.   Equestrian Site Ride Authorization Barn 

8 a.m. 9 a.m. Meeting PLQ round table: How are they 
viewed both by peers and non peers. 

Bede Hall 

9 a.m. 5 p.m. Auction Early Period Life Class Area Silent 
Auction 

Early Period Life 

9 a.m. Noon Youth 
Activities 

Page School Page School Tent 

9 a.m. Noon Equestrian Page School Equestrian Tourney Arena 2 

9 a.m. 6 p.m. Scribal Scriptorium Open Scribe's Point 

9 a.m. 10 a.m. Youth 
Combat 

Inspection Youth Champions Field 

10 a.m. Noon Target 
Archery 

Target Archery and practice 
(closed 12-1 for lunch) (War Point) 

Sherwood Range 

10 a.m. 10 p.m. Teen 
Activities 

Crow's Nest Crow's Nest Tent 

10 a.m. Noon Live 
Weapons 

Live Weapons and practice (closed 
12-1 for lunch) (War Point) 

Sherwood Range 

10 a.m. Noon Rapier Rapier Town Battle (War Point) Parade & Fort 

10 a.m. Noon Equestrian Rossfechten 201 Arena 1 

10 a.m. Noon Youth 
Combat 

Practice/Pick-up 
Fights/Inspections/Meet & Greet 

Youth Champions Field 
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  .12 p.m. 2 p.m. Armored 
Combat 

Archer Only Ravine (War Point) Ravine 

12:30 p.m. 1:30 p.m. 
Social Open 
to All  

Finnish Iron Age Aprons Show and 
Tell 

Ansteorra BFT 

1 p.m. 

  

Rapier Dagger fundamentals 
Live Weapons and practice (closed 
12-1 for lunch) 
Target Archery and practice (closed 
12-1 for lunch) 

Rapier Field 

1 p.m. 2 p.m. Youth 
Combat 

Torneo dei Draghi - Tournament of 
Dragons - Youth Tournament Youth Champions Field 

1 p.m. 4 p.m. Live 
Weapons 

Live Weapons and practice (closed 
12-1 for lunch) Sherwood Range 

1 p.m. 3 p.m. Target 
Archery 

Target Archery and practice (closed 
12-1 for lunch) Sherwood Range 

1 p.m. 3 p.m. Equestrian Ground Crewing the Jousting 201 Arena 2 

1 p.m. 3 p.m. Equestrian Jousting 201 Arena 2 

1 p.m. 3 p.m. Youth 
Rapier 

Pick-up Fighting Youth Rapier Field 

2 p.m.  Social Open 
to All 

Shakespeare Open Mic RV – Performing Arts 

2 p.m. 4 p.m. Armored 
Combat 

Armored Town Battle - SIEGE (War 
Point) 

Fort 

2 p.m.   Rapier First blood rapier tournament Rapier Field 

2 p.m. 4 p.m. Social Open 
to All 

Gaelic Personas Meet and Greet Ansteorra BFT 

2 p.m. 4 p.m. Equestrian Northshield Challenge (1/3 War 
Point) 
Target Archery Prize Shoot 
sponsored by Trimaris 

Arena 1 

3 p.m. 5 p.m. Target 
Archery 

Target Archery Prize Shoot 
sponsored by Trimaris Sherwood Range 

Following the Battles Meeting Allied Commanders Meeting 
(Fort/Bridge) 

Ansteorra BFT, Trimarian 
Royal 

4 p.m. 5 p.m. Meeting Open 12 Step Meeting behind Blue Dragon 
Glass merchanting booth 

4:30 PM 6:30 PM Equestrian 
Royal 

Royals meet and greet with 
equestrian 

Arena 1 

6 p.m. 
  

Vigil Vigil for Rannveig Katrin 
Bjarnarsdottir 

Arena 2 

7 p.m.   Social Open 
to All 

Period Game Night Ansteorra BFT 

7 p.m.   Social Open 
to All 

War Onesie Party! Crimson Chimera 

8 p.m.   Social Open 
to All 

Open Dance and Musician Night al-Mahala 

TUESDAY, MARCH 12     

7 a.m. 
  

Social Open 
to All 

Morning 5 K Run  Five Points 

7:30 AM   Equestrian Prepare Horses, Handlers Assemble Barn 

8 a.m.   Equestrian Site Ride Authorization Barn 

8 a.m.   Royal Processional Breakfast Barn 

9 a.m. 5 p.m. Auction Early Period Life Class Area Silent 
Auction 

Early Period Life 

9 a.m. Noon Youth 
Activities 

Page School Page School Tent 

9 a.m.   Equestrian Royals Mount up & Carousel Barn 

10 a.m. 10 p.m. Teen 
Activities 

Crow's Nest Crow's Nest Tent 

10 a.m. Noon Social Open 
to All 

Opening Ceremonies Fort 
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11 a.m. Noon Live 

Weapons 
Take Pride Throw Sherwood Range - 

Thrown Weapons 

Noon 
  

Armored 
Combat 

Armor Fort Battle with Archery and 
Siege (War Point) 

Fort 

Noon 4 p.m. Live 
Weapons 

Live Weapons and practice (War 
Point) 

Sherwood Range 

Noon 1:30 p.m. 

Youth 
Combat 
Youth 

Rapier Rose 

Meridian Rose Youth Tournament Youth Champions Field 

Noon   Rapier Rapier Ravine (War Point) Ravine 

Noon 6 p.m. Scribal Scriptorium Open Scribe's Point 

Noon 3 p.m. Target 
Archery 

Target Archery and practice (War 
Point) 

Sherwood Range 

Noon 4 p.m. Equestrian Ground Crewing the Jousting 301 Arena 2 

Noon 4 p.m. Equestrian 
Roses 

Macha the Determined Memorial 
Foam Jousting Tournament (1/3 
War Point) 

Arena 2 

1 p.m. 2:30 p.m. Live 
Weapons 

Thrown Weapons Tournament 
Sponsored by Arcarius of Ansteorra 

Sherwood Range 

2 p.m.   Roses Diamond and Roses Tournament Youth Champions Field 

2 p.m. 
  

Armored 
Combat 

Bridge Option 1 with Archery and 
Siege (War Point) 

Fort 

2 p.m. 
  

Youth 
Combat 

Field Battle Youth Champions Field 

2 p.m. 
4 p.m. 

Social Open 
to All 

DEIB Open Forum Discussion - A 
Listening Session 

Ranch House 

3 p.m.   Rapier Fire Drake Rapier Trios Tournament Rapier Field 

3 p.m. 4 p.m.    

3 p.m. 5 p.m. Target 
Archery 

Prize Shoot sponsored by Arc d'Or 
(Participants MUST be on Time) 

Sherwood Range 

3:30 p.m. 4:30 p.m. Live 
Weapons 

Dungeons and Axes: A thrown 
weapons game based off popular 
fantasy role-playing games 

Sherwood Range 

4 p.m. 5 p.m. Meeting Open 12 Step Meeting behind Blue Dragon 
Glass merchanting booth 

4 p.m. 5 p.m. Meeting Allied Commanders Meeting 
(Fort/Bridge) 

Ansteorra BFT, Trimirian 
Royal 

4:30 p.m. 6:30 p.m. Youth 
Combat & 
Youth 
Rapier 

Root Beer & Brats Social Youth Champions Field 

5 p.m. 6 p.m. Cut & Thrust Cut & Thrust Bearpit Fort 

6 p.m. 7 p.m. Youth 
Rapier 

Evening Lightsaber Fights Youth Rapier Field 

6 p.m. 
  

Social Open 
to All 

Glean Abhann Social  - a Medieval 
Street Faire 

Bede Hall 

6 p.m. 7 p.m. Equestrian Mounted to Ground Experimental 
Relaunch Meeting with Q&A 

Arena 2 Youth Combat Sable Banner 

Tournament 
Youth Champions Field 

7 p.m. 8 p.m. Social Open 
to All 

Thrown Weapons Future Discussion Ansteorra BFT 

8 p.m. 
  

Social Open 
to All 

Al-Mahala-Rolling Thunder-Wolfstar 
Block Party 

Thunder Road 

8 p.m.   Vigil Vigil for Countess Dalla Dyrfina Southern Consortium 

9 p.m.   Social Open 
to All 

Cactus Water Tasting Ansteorra BFT 
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WEDNESDAY,  MARCH  13    

7 a.m.   Social Open 
to All 

Morning 5 K Run  Five Points 

8 a.m.   Equestrian Site Ride Authorization Barn 

8 a.m. 4 p.m. A&S A&S Warpoint Competition 
Judging (War Point) 

Ranch House/Main 
Hall 

9 a.m. 10 a.m. Equestrian A Method for Judging 
Subjective Events 

Barn 

9 a.m. 11 a.m. Equestrian Creating the SCA Horse for You Arena 1 

9 a.m. 4 p.m. Auction Early Period Life Class Area 
Silent Auction 

Early Period Life 

9 a.m. 10 a.m. Equestrian Mounted Archery 101 Arena 2 

9 a.m. Noon Youth 
Activities 

Page School Page School Tent 

9 a.m. 6 p.m. Scribal Scriptorium Open Scribe's Point 

10 a.m. 

  

Armored/ 
Rapier 

Champions Battle (War Point) Champions Field 

10 a.m. 10 p.m. Teen 
Activities 

Crow's Nest Crow's Nest Tent 

10 a.m. 1:30 p.m. Heraldry Heraldry Submission 

discussions, Interkingdom voice 

heraldry, and more 

Ansteorra BFT 

10 a.m. Noon Youth 
Combat 

Fort Battle & Fight with the 
Knights 

Fort 

10 a.m. 2 p.m. Heraldry Hanging out with Heralds- 
Heraldry classes and consults 

Ansteorra BFT 

10 a.m. Noon Live 
Weapons 

Live Weapons and practice 
(War Point) 

Arena 2 

10 a.m. 10:30 a.m. Equestrian Mounted Archery 201   

10 a.m. Noon Target 
Archery 

Target Archery and practice 
(War Point) 

Sherwood Range 

10:30 a.m. 11:30 a.m. Equestrian Mounted Archery Competition Arena 2 

11 a.m.   Royal Trimarian Royal Luncheon Champions Field 

12:30 p.m. 
  

Rapier 
Roses 

Ansteorran Rose Tournament Rapier Field 

1 p.m. 4 p.m. Live 
Weapons 

Freya's Throw - Women's 
Thrown Weapons Tournament 
(novices welcome!) 

Sherwood Range 

1 p.m. 4 p.m. Equestrian Ground Crewing the Jousting 
401 

Arena 2 

1 p.m. 2:30 p.m. Youth 
Combat 

Shadow Legion Youth 
Tournament 

Shadow Legion Field 
Pavillion 

1 p.m. 4 p.m. Equestrian Terafan Greydragon Memorial 
Wood Jousting Tournament 

Arena 2 

1 p.m. 3 p.m. Target 
Archery 

Target Archery and practice 
(War Point) 

Sherwood Range 

2 p.m. 3 p.m. Armored 
Combat 

Missdirection Fort 

2:30 p.m. 4 p.m. Youth 
Rapier 

Salle de Storm Weasels' Tavern 
Brawl 

Youth Rapier Field 

3 p.m. 4:30 p.m. Youth 
Combat 

Sable Banner Tournament Youth Champions 
Field 

3 p.m.   Rapier The Revenge Tourney Rapier Field 

3 p.m. 4 p.m. Armored 
Combat 

Legion of the Bear vs Sable 
Banner in a Pas D'Armes 

Fort 

3 p.m. 5 p.m. Target 
Archery 

Target Archery Prize Shoot 
sponsored by Meridies 

Sherwood Range 
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  3 p.m. 4:30 p.m. Youth 
Combat 

Great Weapons Tournament  

4 p.m. 5 p.m. Meeting Open 12 Step Meeting behind Blue Dragon 
Glass merchanting booth 

4 p.m. 5 p.m. Armored 
Combat 

Viking Deed of Arms; the Deed 
(Saxon's vs Danes in 1060) 

Fort 

4 p.m. 
5 p.m. 

Performing 
Arts 

Youth War Bard Competition RV – Performing Arts 

5 p.m. 
6 p.m. 

Performing 
Arts 

Whose Line Doth It Be RV- Performing Arts 

5:30 p.m. 
  

Equestrian Rannveig Katrin Bjarnarsdottir's 
Elevation 

Hastings Field 

6 p.m. 
  

Social Open 
to All 

Ansteorran Chili Night Ansteorran Royal 
Encampment 

6 p.m. 7 p.m. Performing 
Arts 

War Bard Competition RV-Performing Arts 

6 p.m. 11 p.m. Vigil  Social 
Open to All 

Vigil for Viscount Micauley Morison Bede Hall 

7 p.m. 10 p.m.   MOONLIGHT MADNESS Merchant Area 

8 p.m. 
  

Social Open 
to All 

Clan Blue Feather of Vindheim and 
Allies Pirate Gambling Party 

Ansteorra BFT 

8 p.m.   Social Open 
to All 

"Drum and Dance in delight at Al 
Mahala Wednesday night!” 

al-Mahala 

9 p.m.   Social Open 
to All 

Meridies & Trimaris Party- Fae Ball Trimaris Royal 
Encampment 

THURSDAY, MARCH 14     

7 a.m.   Social Open 
to All 

Morning 5 K Run  Five Points 

8 a.m.   Equestrian Site Ride Authorization Barn 

9 a.m. Noon Youth 
Activities 

Page School Page School Tent 

9 a.m. 4 p.m. Scribal Scriptorium Open Scribe's Point 

9 a.m. 11 a.m. Equestrian Tippet Tag Terror Arena 1 

9 a.m. 10 a.m. Youth 
Combat 

Inspection Youth Champions Field 

10 a.m. 10 p.m. Teen 
Activities 

Crow's Nest Crow's Nest Tent 

10 a.m. Noon Live 
Weapons 

Live Weapons and practice (War 
Point) 

Sherwood Range 

10 a.m. 
  

Armored 
Rose 

Meridian Rose Tournament Champions Field 

10 a.m. Noon Youth 
Combat 

Ravine Battle   Ravine 

10 a.m.   Rapier Swashbuckler Battle (War Point) Hastings Field 

10 a.m. Noon Target 
Archery 

Target Archery and practice (War 
Point) 

Sherwood Range 

10 a.m. 5 p.m. Museum of 
antiquities 

The Wunderkammer - A museum of 
actual Medieval artifacts. 

Ranch House/Main Hall 

11 a.m. Noon Equestrian Mounted to Ground Practicum Arena 1 

Noon 1:30 p.m. Rapier La Belle Amazone Tournament 
(formerly Lady Rapier) 

Rapier Field 

1 p.m. 2 p.m. Equestrian Daiku Arena 2 

1 p.m. 2 p.m. A&S Inter-Kingdom Brewer's Guild 
Competition - IKBG 

A&S Tent 

1 p.m. 
  

Roses Rose’s Happy Hour Ansteorra Royal Field 
Pavillion 
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1 p.m. 2 p.m. Youth 

Combat 
3 on 3 Munition Grade Armory 
Tournament   

1 p.m. 4 p.m. Live 
Weapons 

Live Weapons and practice (War 
Point) 

Sherwood Range 

1 p.m. 3 p.m. Target 
Archery 

Target Archery and practice (War 
Point) 

Sherwood Range 

2 p.m. 
  

Armored 
Combat 

Armored Ravine Battle with 
Archery only (War Point) 

Ravine 

2 p.m. 3 p.m. Meeting KMOAS Meet & Greet Bede Hall 

2 p.m. 3 p.m. Youth 
Combat 

Dynamic Duo Prize Fight 
  

2:30 p.m. 3:30 p.m. Equestrian Open Golden Lance Meeting Barn 

3 p.m. 5 p.m. Target 
Archery 

Target Archery Prize Shoot 
sponsored by Calontir 

Sherwood Range 

3:30 p.m. 5 p.m. Rapier Gleann Abhann's Order of the 
Queen's Silver Blades' Newbie 
Tournament 

Rapier Field 

3 p.m. 4:30 p.m. Youth 
Rapier 

Midrealms Lava King Tournament Rapier Field 

3 p.m. 4 p.m. Youth 
Combat 

Zombie Menace Fights    

4 p.m. 5 p.m. Meeting Open 12 Step Meeting behind Blue Dragon 
Glass merchanting booth 

4 p.m. 5 p.m. Meeting Allied Commanders Meeting (Field 
Battles) 

Ansteorra BFT, Trimirian 
Royal 

5 p.m.   Social Open 
to All 

Northshield Court   

5:30 p.m.   Social Open 
to All 

Meridies Court Meridian Royal Pavilion 
on the Field 

5:30 p.m.  Social Open 
to All 

Drachenwald Court AR-Workshop 

6 p.m.   Social Open 
to All 

Gleann Ahbann Court Rapier Field 

6 p.m.   Social Open 
to All 

Atlantian Court Atlantian Camp 

6 p.m.   Social Open 
to All 

Midreal Court Midrealm Royal Camp 

6 p.m.   Social Open 
to All 

Calontir Court Calontir Kingdom 
Encampment 

6 p.m.   Social Open 
to All 

Trimaris Court Trimaris Royal 

7 p.m.   Social Open 
to All 

Ansteorran Court Ansteorra BFT 

7 p.m. 

  Social Open 
to All 

End of the World Street Party Hosted 
by NOVA, Shadow Legion, and 
Gambit 

Queen's Hwy Street in 
front of NOVA, Shadow 
Legion, and Gambit 
campsites 

8 p.m.   Armored 
Combat 

100 Day Reaper Pell Challenge 
Social 

Bede Hall 

8 p.m.   Social Open 
to All 

Herald and Scribe's Social Herald Point Tent 

8 p.m.   Social Open 
to All 

Open Dance and Musician Night al-Mahala 

8 p.m.   Vigil Vigil for Catina Marciano Ravine 

9 p.m. 
  

Social Open 
to All 

Calontir 40th Anniversary Celebration Calontir Kingdom 
Encampment 
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FRIDAY, 

MARCH 
15   

7 a.m. 
  

Social Open 
to All 

Morning 5 K Run   Five Points 

9 a.m. 4 p.m. A&S A&S Open Ranch House/Main Hall 

9 a.m. 6 p.m. Private 
Function 

Known World Party Prep Bede Hall 

9 a.m. Noon Youth 
Activities 

Page School Page School Tent 

9 a.m. 6 p.m. Scribal Scriptorium Open Scribe's Point 

9 a.m. 10 a.m. Youth 
Combat 

Inspection Youth Champions Field 

9 a.m. 10 a.m. Youth 
Rapier 

Youth Rapier team fighting Youth Rapier Field 

9 a.m. Noon Youth 
Activities 

Page School Page School Tent 

9 a.m. 6 p.m. Scribal Scriptorium Open Scribe's Point 

9 a.m. 10 a.m. Youth 
Combat 

Inspection Youth Champions Field 

9 a.m. 10 a.m. Youth 
Rapier 

Youth Rapier team fighting Youth Rapier Field 

10 a.m. 

  

Youth 
Combat 

Cookie Tournament Trimarian Royal Field 
Pavilion 

10 a.m. 10 p.m. Teen 
Activities 

Crow's Nest Crow's Nest Tent 

10 a.m. 

  

Rapier Best 3 of 5 with spears 1/3/5 pass 
(War Point) 

Hastings Field 

After 3 of 5  Rapier 
 

Cancelled Battle Rescheduled 
Date (War Point)  

Hastings Field  

10 a.m. 11 a.m. Live 
Weapons 

Live Weapons and practice (War 
Point) 

Sherwood Range 

10 a.m. Noon Target 
Archery 

Target Archery and practice (War 
Point) 

Sherwood Range 

11 a.m. 1 p.m. Meeting Corporate Panel Discussion / Meet 
and Greet 

Bede Hall 

11 a.m. Noon Live 
Weapons 

Plumbata Tournament Sherwood Range - 
Thrown Weapons 

11:30 a.m. 1:30 p.m. 
Armored 
Combat 

The Women's Heavy Weapons 
Symposium 

Hastings Field 

1 p.m. 4 p.m. Live 
Weapons 

Live Weapons and practice (War 
Point) 

Sherwood Range 

1 p.m. 3 p.m. Target 
Archery 

Target Archery and practice (War 
Point) 

Sherwood Range 

1 p.m. 2 p.m. Scribal Gleann Abhann Scribe's Guild 
Meeting 

Scribe's Point 

1 p.m.   Youth 
Combat 

Bear Pit Fights & 4 on 4 Fights Sherwood Range 

2 p.m.   Armored 
Combat 

Best 3 of 5 with Archery and Seige 
pass 1/3/5 (War Point) 

Hastings Field 

After Best 3 of 5 Armored 
Combat 

Cancelled Battle Rescheduled 
Date (War Point)  

Hastings Field 
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2 p.m. 3 p.m. Rapier Old Fart's Tournament Rapier Field 

3 p.m. 

  

Youth 
Combat 

Jumbo Shrimp Youth Tournament Youth Champions Field 

3 p.m. 4 p.m. Armored 
Combat 

Knowne World Squires Tourney Champions Field 

3 p.m. 5 p.m. Target 
Archery 

Prize Shoot Sherwood Range 

4 p.m. 6 p.m. Rapier Memorial Tournament Rapier Field 

4 p.m. 5 p.m. Meeting Open 12 Step Meeting behind Blue Dragon 
Glass merchanting 
booth 

4 p.m. 6 p.m. Social Open 
to All 

Rapier as an Alternative Method 
for Crown Tournament 

Ansteorra BFT 

5 p.m. 5:30 p.m. Performing 
Arts 

Commedia dell'Arte Performance Performing Arts at 
Renn Village 

5 p.m. 6 p.m. Equestrian Wrap up meeting Horse Barn 

6 p.m. 7:30 p.m. Youth 
Combat 

Friday night Fights - Tourchlight 
Tournament 

Champions Field 

6 p.m. 7 p.m. Royal Royal Reception Bede Hall 

7 p.m. 9 p.m. Social Open 
to All 

Discussion on experimental 
archaeology 

Ansteorra BFT 

8 p.m. 
  

Social Open 
to All 

Open Dance and Musician Night al-Mahala 

9 p.m. 
  

Social Open 
to All 

Known World Party  The Fort 

9 p.m.    Youth 
Activities  

Known World Youth Party  Youth Activities & 
Crow's Nest 

SATURDAY,  MARCH 16   

10 a.m. 1 p.m. Armored 
Combat 

Mother of All Battles (War 
Point) 

Fort 

3 p.m. 4 p.m. Social Open 
to All 

Volunteer Point Prize Drawing 
(War Point) 

Bede Hall 
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The Known World Party is a culmination of the joy and wonder that happens at each year’s Gulf Wars. It’s a 
chance to rub elbows with individuals from every attending kingdom, grab a bite, play a game, dress 
phenomenally, and generally have a good time. The party is held at 9 p.m. at the Fort and goes until it’s done 
(though those wishing to remain after 1 a.m. may be called to assist in removing Gondor and The Shire from within 
The Fort). 

This year, the hosting group is the Kingdom of Gleann Abhann, and the theme of the party is Lord of the Rings. 
We’ll travel from the shire to the darkest edges of Middle Earth, a fest for all ages and appetites!  

Whether it’s Hot Wings to Mordor, the Golden Rings from which the One Ring shall be found, First Breakfasts, 
Second Breakfasts, Elevensies, Isegard’s open stores, good old mushroom stew and bread and butter and jam or 
even Bilbo Baggins’ famed Birthday Cake, provisions will be shared and enjoyed by all. Lest ye forget, there be 
libations to enjoy at the Prancing Pony Tavern, run by Clan Marshin Fayne, for those of a certain legal age. For all 
ages, Gondor Calls for Lemon-Aid and Unsweet Tea aplenty to enjoy.  

What fun will be had? An array of games fun for everyone to enjoy! Pick up your Passport to Middle Earth and 
collect for valuable prizes!  And dress as your favorite Lord of the Rings character in our Laurel-approved costume 
contest. Please have as much fun as you desire in the creation of your attire! 
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A&S Competitions 
Gulf Wars A&S War Point Competition  
 
Entries: 
Principal Kingdoms  

• Entries (5 per principal kingdom)  

• Judges (10 from each kingdom)  
Non-Principal Kingdoms  

• Entries (1 entry per kingdom)  

• Judges (if possible) 
 
Scoring: 
Each entry will have 2-3 judges, all from outside of their 
kingdom. Scores will be an average of all scores 
awarded to an entry by judges. This may be an average 
of two, three, or, occasionally, four scores.  
 
Group Champions: 
● Group 1: Ansteorra  
● Group 2: Gleann Abhann  
● Group 3: Meridies  
● Group 4: Trimaris  
● Group 5: Known World (all non-principal Kingdoms) 
The entry with the highest average score per group will 
be named Group Champion and advance to the final 
round. Each group champion receives a prize. 
 
Grand Champion 
The 5 Group Champion entries will each be assigned a host to explain the piece or answer questions 
during the final round. The Royals of the Known World will select the Grand Champion from the five 
Group Champions. The Grand Champion receives a prize. 
 
 

Gulf Wars A&S Open Competition  
 
Entering: 
Anyone may enter the Open. 
Both new items and entries that have been previously 
entered in faires other than the Open are welcome. 
Documentation may be minimal or extensive. 
Static entries are allowed up to three feet of table space.  
There are no categories for entries.  
 
Scoring: 
Winners are chosen by bead vote in the following seven categories, with a prize for the winner of each 
category. These are: 
· Laurels of Gleann Abhann 
· Laurels of Meridies 
· Laurels of Ansteorra 
· Laurels of Trimaris 
· Order of the Silver Lamp (A&S – Gleann Abhann) 
· Order of the Velvet Owl (A&S – Meridies) 
· Populace 
Any individual or group may also sponsor a prize for the entry of their choice. 

 

Wednesday at the Ranch House 
 
Schedule: 
Entrant Setup: 8 – 9:30 a.m. 
Judges Meeting: 9:30 a.m. 
Judging: 10 a.m.– 1 p.m. 
Performing Arts Judging – 10:30 a.m.  
Artisan Consultation: 1 – 2 p.m. 
Public viewing: 1 – 3 p.m. 
Prize winners announced – 2:30 p.m. 
Display pick-up: 3 – 4 p.m. 

 

Friday at the Ranch House 
 
Schedule: 
Entrant Setup & Registration: 8 – 10 a.m. 
A&S Display: 10 a.m. – 3 p.m. 
Performing Arts Entries: 10 a.m. – 1 p.m. 
Awards and Entry Pickup: 3:30 – 4 p.m. 
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Arts & Science Areas 
 
Al Mahala  
 
Al-Mahala is a great place to learn and teach all kinds of things about different cultures. We offer classes 
in cuisine, music, dance, garb, arts, and sciences of not only The Levant, the Arabian Peninsula and 
Persia, but also China, Japan, India, Andalusia; Ottoman, and Silk Road regions as well. 
 
On Monday, Thursday, and Friday evenings after 8 p.m., we are hosting open dancer and musician nights 
at al Mahala – come join us! 
 
Artisans Row 
 
Artisans’ Row is a collection of workshop areas 
where artisans & scholars can demonstrate, share, 
and teach their particular skills & knowledge.  We 
have a “lecture tent” available for traditional 1-hour 
lecture-type classes requiring electricity and 
projection; however, most of our instructors offer 
hands-on workshops or live demonstration class of 
any needed length. Artisans’ Row also offers multi-
step classes, open workshops, and even one-on-one 
tutoring-type sessions as follow-ups to other classes, 
or for artisans to share the techniques and projects 
they are working on with the populace. 
 
We invite everyone to come by and see what’s 
happening any day – visitors, observers, and 
questions are always welcome! 
 
Typical areas within the Row: 
AR Culinary – Culinary Arts, Brewing, Herbal and 
Botanical studies. 
AR Glass – Lampwork (glass beads and more.) 
AR Lecture – General ‘lecture’ topics, meetings, and 
other classes. 
AR Metals – Metalwork, wirework, enameling, jewelry, repoussé. 
AR Natural Sciences – Leatherwork, architecture, geometry, and STUFF! 
AR Spin/Weave – Spinning, weaving, knitting, nålebending, textiles construction. 
AR Textiles Fine – Needlework, lace, textiles decoration, and clothing construction. 
AR Textiles Wet – Dyeing, basket weaving, fleece/fiber preparation, pysanka, and more. 
AR Wood – Carving, joining, tools, and more. 
 
Early Period Life 
 
EPL offers a wide variety of classes focused on Western Europe pre-1066 village life, including 
woodworking, blacksmithing, cooking, fiber arts, and much more. Even if you aren’t interested in a class, 
you are welcome to come explore the buildings and see what’s going on each day. 
 
EPL will host a Silent Auction with wonderful donated items starting on the first Sunday from 9 a.m. 
through 4 p.m. Wednesday when winners will be announced.  Don’t miss the last-minute bidding for your 
favorite item. 
 
We also invite everyone to our Open Demonstration Day featuring skilled artisans to answer your 
questions on Wednesday 9 a.m. – 4 p.m. 
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Herald’s Point 
 
Herald’s Point will once again be open at Gulf Wars, your one-stop shop for all of your heraldic 
submission needs. If you have been wanting to register a name, household name, device, or badge, we 
have some of the most experienced heralds in the Known World coming to help you make it happen.  
 
Volunteer hours can be earned at Herald’s Point, regardless of your experience level. You can 
volunteer to do name or armory consultations, or simply to shadow one of our veteran heralds to learn the 
process. You can even get volunteer hours from coloring completed device or badge forms, and we have 
snacks available to all volunteers, courtesy of the Meridies College of Heralds. 
Volunteer Orientation for all heralds wishing to do consultations will be at 11 a.m. on Monday. Official 
working hours for consultations are as follows:  
Monday: 12– 5 p.m. 
Tuesday: 12– 5 p.m. 
Wednesday: 10 a.m. – 5 p.m.  
Thursday: 10 a.m. – 5 p.m. 
Friday: 10 a.m.  – 2 p.m. 
 
It is important to note that we stop taking new consultations at 2 p.m. on Friday. This gives us time to 
finish resolving any issues that may have come up with consultations we have already done, and to allow 
for the different Kingdom heralds to have pick up hours for their Kingdom’s submissions. 
 
As mentioned, multiple Kingdoms will have a herald present to accept payment for, and begin processing, 
heraldic submissions. There are two windows for pickups: Friday 3 – 5 p.m., and Saturday 10 a.m. – 12 
p.m.  Gulf Wars Herald’s Point does NOT handle any money for submissions. Any payment for 
submissions MUST go to your designated Kingdom representative.  
 
If your Kingdom is not on the list of those picking up submissions, you may pick up your forms at any time 
during operating hours, and submit them through your local herald 
 
Renaissance Village 
 
The Renaissance Village at Gulf Wars aims to foster scholarship within the various avenues of study 
within the Renaissance era which found its humble beginnings in 12th-century Italy and ignited again in 
the 14th-century before spreading northward through western Europe revolutionizing life and culture into 
the 16th-century and paving the way for the later Enlightenment period. The Village offers a wide array of 
classes ranging from health/medicine, hygiene, cosmetics, fashion, music, political history, social history, 
material culture, gender roles, economic science, martial arts, and military history as well as hosting 
special events and artisan demos. 
 
Scribe’s Point 
 
Once again, we will be open for scroll painting and scribal classes. Volunteer hours can be earned by 
painting Kingdom award scrolls. Supplies will be available, and all skill levels are welcome! 
 
Official working hours are: 
Sunday: 1 – 6 p.m. 
Monday: 9 a.m. – 6 p.m. 
Tuesday: 12 – 6 p.m. (after Opening Ceremonies) 
Wednesday: 9 a.m. – 6 p.m. 
Thursday: 9 a.m. - 4 p.m. (Later hours upon request for Royal Court needs) 
Friday: 9 a.m. – 6 p.m. 
 
Feel free to come by, see the artists at work, and ask questions. Meet scribes from across the Known 
World, compare notes and share your portfolios. 
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Armored Combat 
 
General Information 
Gulf Wars draws fighters from Kingdoms all over the Known World.  A 
reasonable attempt will be made to meet visiting Kingdoms’ concerns, 
issues, and desire – when in doubt, however, revert to Society conventions 
or pull out of the combat.  Keep cool. 

Rules and Regulations 

• Inspections will be required before participation in any battle, 
tournament, or other fighting activity at Gulf Wars. You must have your 
site medallion, your authorization card, and a mundane photo ID. If you 
don’t have these items, you will not be allowed to participate in combat 
activities. 

• Only one inspection is required for the war. 

• Society minimum heavy combat armor is required for all participants. 
 
Fighting Conventions 
 
Weapons 

• Not Allowed: 
o Laminated pole arms 
o Spears more than 9 feet long 
o Pole Weapons Longer than 7 1/2 Feet long. 
o Punch daggers, T-grips, shovel handles, offensive shield bosses, kick knives, etc. 
o Experimental carbon fiber spears. 
o Excessively Flexible Weapons 
o Weapons with cutting and/or smashing surface at both ends 

• Allowed 
o Butt spikes on pole-arms and two-handed weapons 
o Madus and other similar double-ended thrusting weapons. 
o Silo-flex or silo-flex-enhanced weapons. 
o Most Society legal pole arms (except laminated) 
o Single-handed mass weapons with “splints” or “clackers” or rattan. 
o Hand-thrown weapons (axes, javelins) with minimum half-gauntlet hand protection when throwing 

the weapon.  Troops using these weapons are full contact kill. 
 
Actions 

• Not Allowed: 
o Closing one’s eyes or turning one’s head to avoid engagement. 
o Killing someone on the ground – Fallen opponents must be allowed to regain a defensive 

position. 
o Grappling 
o Declared Kills from Behind (DFKB). 
o Death on the Ground 
o Thrusts to the sides, top and back of helm. 

▪ “The helm may be presumed by Kingdom convention to include a very light chain mail drape, 
permitting vision and resisting cuts by the mere touch of a bladed weapon. 

▪ a. Under this standard, an acceptable cutting blow to the face would be lighter than to other 
portions of the head or body. Areas deemed illegal to strike (the wrists from 1 inch [25.4mm] 
above the hands, from 1 inch [25.4mm] above the knees and below) shall be considered safe 
from all attack. 

▪ b. The minimum effective thrusting blow to the face shall be a directed touch and the 
maximum shall be substantially lighter than to other parts of the body.” 
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• Allowed: 
o Society standard face thrusts 
o Directed Touch Face Thrust. 

▪ “The minimum effective thrusting blow to the face shall be a directed touch and the maximum 
shall be substantially lighter than to other parts of the body.” 

Melees 
All melees will be fought using Society standards. Melee fighters should be trained in their home Kingdom 
before being allowed on the field. This provides a “generic” base from which to start. Gulf Wars, however, 
has some particular rules that need enumerating.  All marshals involved in combat in which projectiles are 
used are required to wear goggles or safety glasses. 
 
Melee Engagement 
The person you want to hit must know you are there and they must, through their actions, convey that 
knowledge to you before you are allowed to hit them unless you are part of a line engaged with a line. 
You must have one or more of the following to have legal engagement when you approach an opponent 
on the melee field. The first and most obvious is to be in your opponent’s front 180 degrees. This means 
that you are in front of their shoulders/hips. 

• Eye Contact – Just because you do not have eye contact does not mean that you are not 
engaged.  Having eye contact is the best form of acknowledgment but it is not required. 

• Defensive recognition – If you come up on a fighter’s flank and say to him, “I am on the other side!” 
and he adopts a defensive posture towards you, he has acknowledged that you are there and that 
you are a threat. 

• Offensive action – If you come up on a fighter’s flank and say to him, “I am on the other side!” and 
he throws up a shot at you without turning to see you, he has acknowledged that you are there and 
that you are a threat. 

• Verbal acknowledgement – If you come up on a fighter’s flank and say to him, “I am on the other 
side!” and he replies with, “I can’t see you, we aren’t engaged!”, well he is wrong. This falls into the 
realm of avoiding eye contact to deny engagement, and is a vile, deceitful abuse of a rule put in place 
for safety. It is a violation of rule #6 and has no place where men and women of honor choose to 
fight. 

• Line engagement – Part of a wall or organized line of fighters. Any part of an entire line is engaged 
with the opposing entire line and they are to know that they may be struck by anyone in that line. A 
line is defined as two or more fighters working in concert AND in close proximity (weapon’s range) 
with one another. A line includes not just a single rank but the entire formation, not just the front line 
of shields but the glaives and pikes in the second and third ranks as well.  If two shieldmen choose to 
shoulder up and advance into a group of twenty, then they are at risk from any and everyone who is 
within weapon’s range.  In order to break an engagement all you have to do is get out of weapon’s 
range.  Weapon’s range means the longest point at which either one of the two of you may be struck. 
If one guy has a spear and the other has a dagger, then the maximum reach of the spear is weapon’s 
range.  If both had sword and shield, then the maximum reach of the longer of the two is weapon’s 
range.  If you decide to break engagement and turn to run back to you line, he can chase you around 
the feast hall, through the parking lot up one hill and back down the other side, as long as he is still 
within that weapon’s range.  He can still hit you in the back if you turned your back to him and are still 
in weapon’s range. The second you get outside that range, he MUST reestablish engagement. This 
counts in all cases. When charging a shield wall, the fighters you go past are free to hit you in the 
back, as long as you are close enough to hit.  You do not have to have a weapon in a melee in order 
to be at risk. Just because you drop you glaive or you get your spear pulled from you hands, it does 
not mean that they are not allowed to strike you.  You are still fair game. 

• Archers – Archers are now and have for some time been full contact.  We choose to not beat them 
down and simply give them a light shot out of courtesy but they are playing the same contact sport as 
the rest of us.  They ARE NOT called dead at close range. That being said, anyone may choose to 
yield and call themselves “dead.” It is not allowed to strike a combatant who has yielded. 

 
The Fort 
Archers and other missile weapons combatants in the towers may only be attacked with siege engines 
and missile weapons. Marshals during the fort battle must wear eye protection, gorgets (not required, but 
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recommended), and are encouraged to wear groin protection. Some marshals, particularly outside the 
gate, will be in full armor. A band of yellow tape around their helmets will denote these marshals with the 
word “marshal” written on it. They are not to be attacked. 
 
Inspections 

• All armor and weapons – including combat archery gear – must be inspected before participation in 
any of the battles, tournaments, or any other fighting activities at Gulf Wars. Fighters must bring 
their site medallion, authorization card, and a form of mundane picture identification to be 
inspected. 

• Inspection stickers must be worn prominently on the helmet.  

• NO AUTHORIZATIONS WILL BE  PERFORMED AT THE WAR. 
Each kingdom should supply marshals in proportion to the number of fighters present at Gulf Wars. 
Inspections will take place at Marshal’s Point adjacent to Hastings Field. The main inspection point 
will be manned continuously daily from 9 a.m. until 5 p.m. 
All four Earl Marshals or their designated representatives must inspect and jointly pass all 
siege/unusual/experimental weapons. 

 
Chain of Command and Appeal 
The Chain of Command and Appeal is laid out below, in descending order from highest to lowest 
authority: 

1. Gleann Abhann King 
2. Marshal’s Court comprised of the Kings of Ansteorra, Gleann Abhann, Meridies and 

Trimaris (needed to overturn the Marshal-in-Charge) 
3. Marshal-in-Charge of the War 
4. Marshal’s Court comprised of the Earl Marshals of Ansteorra, Gleann Abhann, Meridies 

and Trimaris 
5. Presiding Marshal of the Particular Battle or Tournament 
6. Marshal on the field 

Marshal’s Courts may be used to review both the decisions of marshals and the actions of combat activity 
participants to determine if infractions of the Rules of the Lists and the Conventions of Combat have 
occurred, and to impose sanctions as needed. The Presiding Marshal of a particular fighting activity or an 
affected individual may request that a Marshal’s Court be convened to examine the issues and determine 
what actions (if any) should be taken. The decision of the Marshal’s Court supersedes the decision of the 
lower marshallate authority (if different) according to the “Chain of Command and Appeal” given above. 
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Combat Archery 
 
Combat archers are expected to know and understand all of the rules for combat archery, heavy 
weapons, and siege weapons in order to compete on the field. Please review all sections to make sure 
you are familiar with any rules that may be particular Gulf Wars. All missile combatants must comply with 
the Gulf Wars rules: 

• We will follow Society standards regarding clear the bow 
minimum shooting distance. 

• Each kingdom shall supply marshals in proportion to the number 
of archers present at Gulf Wars. 

• It is up to each archer to know the rules of their Kingdom and 
what is within the scope of their Kingdom authorization. No 
authorizations will be performed at war. If it is discovered that 
an archer is using equipment not covered by their authorization, 
then that archer will be sent to Marshal’s Court. 

• All participants (fighters, engineers, archers, scouts, etc.) must be 
armored to the Society minimum standard for full-contact 
armored combat excepting that archers may have two archer’s 
gauntlets as hand protection as per Society rules. 

• All bows, crossbows, bolts and arrows shall meet Society 
standards for construction. 

• All armor and weapons must be inspected before participation in 
any of the battles, tournaments, or any other fighting activities at 
Gulf Wars. 

• Inspection stickers must be worn prominently on the right side of 
the helmet. 

• There is no limit to how many arrows or bolts an archer may carry 
onto the field (excepting as a specific scenario or battle rule might 
otherwise apply), but no one may leave the field once fighting has 
started to obtain more arrows. Spare or extra bolts and arrows 
must be located on the field. 

• All missile ammunition must be labeled with the owner’s name and Kingdom in English on the shaft. 

• All missile weapons need to be labeled with the owner’s name in English. 

• NOTE: If a group owns arrows or weapons, they may use the group’s name and Kingdom. An email 
address is not an acceptable alternative to name and Kingdom. If you are borrowing arrows, you must 
indicate it at inspection point so they are properly recorded. Anyone caught firing unlabeled arrows or 
bolts will be sent to Marshal’s Court. 

• All combatants may be hit by missile fire no matter what their positional orientation to combat archers 
and siege engines. In other words, combatants are always engaged by missile and siege weapons so 
archers and siege engineers do not need “eye contact” with their opponents to shoot them, shots in 
the back are considered good. 

• Archery shots to illegal target areas, such as the hands or below the knees, the sides and back of 
helms are not considered good to any combatant. 

• ONLY Silo-flex arrows and bolts may be gleaned from the battlefield and reused. All other 
ammunition, including Fellwalker bolts, must be inspected prior to reuse. Ammunition approved for 
reuse will be placed in rows on the field after the battle. Ammunition that failed inspection can be 
retrieved from Marshals’ Point. 

• Arrow and bolt heads must be appropriate to the shaft and one of the following. Any other form of 
arrow or bolt head must be approved by Society AND the Gulf Wars Combat Archery Marshal: 

o Light Shaft: UHMW, Baldar Blunt (legacy two-piece style or the new CUBB – aka the 
Fathead) 

o Heavy Shaft: Tennis ball, Omarad/rubber stopper, or Fellwalker Heavy UHMW. 
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• Everyone on the field during battles involving missile weapons must wear eye protection, such as 
helms with legal openings, fencing masks, racket sport glasses/goggles, etc. Regular prescription or 
sunglasses with “Safety Lenses” are not acceptable substitutes for the above. 

• Combatants dead or alive, must keep their helms on until completely off the field. 

• Marshals or any other noncombatant allowed on the field during fighting must wear suitable eye 
protection. 

• Pavises are permitted in scenarios with Combat Archery. They must be constructed and used 
according to Society standards. Pavises may be used in the archers’ only battle but must be free 
standing. They may not be held by a fighter. 

• Archers may not shoot from stairs or ramps on the fort. 
 
CALIBRATION REMINDER: Since arrow shots are designed for someone in minimum Society Armor, 
fighters wearing plate armor need to calibrate themselves for missile weapons. Fighters should be aware 
that an effective blow from an arrow or bolt will feel lighter the greater the distance from the weapon 
discharging it (i.e., an arrow striking a fighter from 30 yards away will always have a substantially lighter 
impact than the same arrow striking from 10 feet away). Arrows or bolts must strike point first and non-
glancing on a valid target to be considered good. There is no minimum impact requirement. If the fighter 
is aware of the shot striking him (even if he does not feel the blow, but only saw or heard the arrow impact 
on him) it must be accepted. All fighters (including archers) are discouraged from calling arrow shots for 
others; it is presumed that all those on the field are honorable. 
 
FIBERGLASS ARROWS AND BOLTS 

• Hand bows using fiberglass arrows may only have a 35 lb. maximum draw at 28in. 

• Crossbows using fiberglass bolts, including Fellwalker, may only have a 600 inch-pound maximum 
rating. 

Note: Any bow that is allowed for fiberglass arrows may also use any tubular arrows allowed at the War if 
permitted by the archer’s home kingdom’s rules. 
 
Shaft 

• All arrows & bolts must meet the Society minimums. 

• All fiberglass shafted arrows and bolts must be equipped with anti-penetration devices (APD). 

• Only APDs approved on the Society level will be allowed at Gulf Wars. 

• Fiberglass shafted arrows and bolts must be wrapped in fiberglass filament or electrical tape. 

• Fellwalker bolts must meet the Society minimums for such bolts. 
 
Blunts: 

• Fiberglass arrows may only have fiberglass Baldar blunts (legacy two piece style or the new CUBB – 
aka the Fathead- Fathead 2 or STAR) or UHMW heads with a minimum of 1/2 in. padding. 

• Fiberglass crossbow bolts may only have fiberglass Baldar blunts (legacy two piece style or the new 
CUBB – aka the Fathead- Fathead 2 or STAR), UHMW heads with a minimum of 1/2 in. padding or 
Fellwalker heavy UHMW heads (on Fellwalker bolts). 

• Baldar blunts must meet your Kingdom’s requirement for taping over the head and onto the shaft of 
either one or two strips of tape. Legacy two piece style or the new CUBB – aka the Fathead, Fathead 
2, STAR or Baldar Blunts are accepted. 

• All required padding on blunts must compress at least 1/2 of its thickness, consist of closed cell foam 
and must completely cover the striking surface of the blunt. 

• All UHMW heads must include side-wraps in accordance with Society minimum standard. 
NOTE: Fellwalker bolts are allowed and must be constructed in accordance with Society rules for such 
bolts. 
 
SILO-FLEX ARROWS AND BOLTS 

• Hand bows using Silo-flex arrows may only have a 50 lb. maximum draw at 28in. 

• Crossbows using Silo-flex bolts may only have a 1000 inch-pound maximum rating with a 110 lb. 
maximum draw. 
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• All hand bows over 30 lbs. or crossbows over 600 inch-pounds must be marked with a 4-inch wide 
band of RED tape. This tape must be on the upper limb of the bow or the right-hand side of the prod 
of a crossbow. ONLY 100 PSI Silo-flex arrows or bolts may be fired from these bows/crossbows. 

IMPORTANT: Anyone using fiberglass shafted ammunition, including Fellwalker bolts, in these 
bows or crossbows will be sent to Marshal’s Court and banned from all fighting activities for the 
rest of the event. 
 
Shaft: 
All arrows & bolts must meet the Society minimums. 
Silo-flex arrows and bolts may only be made from 100 PSI Silo-flex tubing. 
 
Blunts: 
 

• Siloflex Arrows may NOT use yellow as the color of their combat head nor as striping down the shaft 
of the arrow. 

• Silo-flex arrows and bolts may have Omarad heads, Baldar Blunt heads (classic Baldars), or tennis 
ball heads. All Omarad style and Baldar Blunt heads must have a minimum of 1/2” of padding that will 
compress at least 1/2 of its thickness. 

• Omarad heads must include side-wraps in accordance with Society minimum standards. 
 
COMBAT ARCHERY INSPECTIONS 
All combat archery inspections will take place at Marshal’s Point adjacent to Hastings Field or at the 

satellite inspection point set up near the Ravine.  Inspections will be open at the Ravine Inspection station 

from 9am until 12 noon on Sunday, Monday and Thursday and from 9am until the end of the battles on 

Tuesday, Wednesday, Friday and Saturday. Please see the schedule for the daily location of inspections. 

There will be limited combat archery inspections done outside of Marshal’s Point and the satellite point at 

the Ravine. Please contact the Gulf Wars CA MiC or your Kingdom CA MiC for more details. There will be 

a reduction in staff 15 minutes before the beginning of each battle to ensure field marshals are prepped 

on scenarios and in place. This may lead to longer wait times and early inspection is encouraged. 

To speed up inspections please read the following rules and recommendations prior to arriving at 
Marshal’s Point: 

• Archers must bring their site medallion, authorization card, and a form of mundane picture 
identification to be inspected. This is required for both the armor and archery inspections. 

• Before going to inspection, please check for: 

• Damaged tape, shafts, heads, nocks, APD’s, labels, etc. 

• Special attention should be paid to hardening of Baldar blunts and loss of compressibility of padding 
on homemade blunts. 

• Any legacy Baldar blunt that has ANY separation it shall fail inspection. 

• The “fingernail rule” for APDs shall be used: if a fingernail can penetrate a crack in an APD, it shall fail 
inspection. 

• Ammo will be marked with spray paint after initial inspection (not after each battle). Archers may 
choose the placement (head, shaft, APD) of the paint.  
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Siege Weapons 
 
SCA Siege Engine Criteria 
There are two types of siege devices: the active siege weapon and the passive siege structure. For the 
purposes of this document, and to avoid confusion, siege engines shall be defined as those designed to 
deliver missiles larger than the already established small arms ammunition. Siege structures will be 
defined as devices such as towers or ramps that are used to support personnel but are not fitted with 
active weaponry. 
 
Siege engines will be broken down into two categories.  

• Type-A engines are designed to deliver large ammunition to a range between 40 and 80 yards. Type-
A engines can use all approved ammunition classes.  

• Type-B engines are designed to deliver ammunition larger than small arms ammunition to a range 
between 40 and 80 yards. Type-B engines may not use anything above small siege ammunition.  

For the purposes of administration, any device not designed to deliver these types of ammunition will not 
be considered a siege engine. All engines shall have a maximum range of 80 yards. This is especially 
important in direct-fire weapons, where range in excess of this often results in safety concerns involving 
extreme minimum-range impact. 
 
General Siege Engine Regulations 

• Engines and their projectiles shall be inspected by a warranted Siege Marshal before being used at 
that event and after any modifications are made to the engine during the course of an event. 

• Direct fire engines shall not be discharged against personnel within a range of 30 feet. 

• No engine will be discharged while any non–crew person is within 5 feet of the travel path of moving 
parts (e.g., a trebuchet will not be discharged while a fighter is standing anywhere in the path of the 
arm, front or back.). Nor the Sling length of a Trebuchet or Onager based on such plus 5′. “Sling 
Length” is the OVERALL length of the Sling while fully extended not just while both ends are 
attached.” 

• Engines must be equipped with a safety device sufficient to prevent accidental firing if they are to be 
relocated while braced. Any engine without such device shall only be relocated while unbraced. 

• Except for man-powered trebuchets, all siege engines will be fitted with an appropriate 
mechanical trigger mechanism that shall be used with every shot. 

• Cannons or any replica of cannons are not allowed in SCA combat. Engines may not use 
compressed or ignited gases or liquids or combustible materials of any kind to power projectiles. 
Builders should attempt to visually and functionally recreate period siege engines. Engines shall be 
powered in a manner functionally consistent with their period counterparts based on both Safety and 
general appearance. When period power methods are unsafe, or not feasible, alternative sources of 
power may be used. 

• Any material approved for use in devices on the battlefield may be used in the construction of 
engines, provided the materials are sufficient to assure the safety of the engine. For safety, the 
following materials have special requirements: 

o Turnbuckles and eyebolts. When used in or attached to the source of power for an    engine, 
these items shall be rated to withstand 150% of the forces produced (e.g., if the cable 
attached to a turnbuckle will support 100 pounds of tension, the turnbuckle will be rated at 
150 pounds static load). Hardware store and home center hardware is often of low quality 
and rating. 

o Steel cable. While steel cable is useful for such functions as safe-tying a throwing arm, it will 
not be used as a bowstring for any type of siege engine. 

o All softwoods and non-laminated hardwoods. When used as the throwing arm for a catapult, 
trebuchet, or the bow arms of a torsion ballista, they shall be secured against breakage with a 
minimum of glue-soaked sisal or jute cord wrapping (2-inch wraps every 6 inches) over a 
section of rope glued along the full length of the arm. This will keep the arm from leaving the 
engine should it break. It is strongly recommended that all arms be wrapped in this manner, 
regardless of material used. 
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• Siege Engines shall not have any bolts, or other projections, (which may reasonably be expected to 
contact a person should they fall on the engine,) extend more than 1/2″ (1.3cm) into a legal face grill. 
Any items such as this must be covered with sufficient rigid material, a Tennis Ball, or a suitable 
rubber stopper, to prevent them from entering a legal face grill more than 1/2″ (1.3cm). {triggers, 
release hooks, or other firing mechanism components, that would not normally be in a position that 
could cause injury should someone accidentally fall on the engine, are exempt from this} 

• Engines (while they should not be struck with hand weapons) shall be sufficiently strong enough to 
survive the rigors of combat and could withstand either being struck with a full force blow, or being 
run into by a combatant. 

• All engines must be free standing and may not use an operator as part of their support structure. 
Operators will not be included in measuring the footprint of an engine. 

• All engines and ammunition will be labeled with the name of owner, group, and kingdom, for the 
purpose of identification. 

 
Type-A engines will: 

• Have a minimum footprint of 18 square feet. 

• Be able to deliver a large siege missile at least 40 yards. 

• Have a mechanical cocking device, such as a winch or windlass. These 
engines may not be cocked by hand. 

• Have a minimum crew of three people. Should crew size fall below 
minimum, the engine will not be operational. 

• Be able to fire one large siege projectile, or up to five small siege 
projectiles, or from 2-20 small arms projectiles, per shot. 

 
Type-B engines will: 

• Have a minimum footprint of 12 square feet. 

• Be able to deliver a small siege missile at least 40 yards. 

• Have a mechanical cocking device, such as a winch or windlass. These 
engines may not be cocked by hand. 

• Have a minimum crew of two people. Should crew size fall below 
minimum, the engine will not be operational. 

• Be able to fire one small siege projectile, or from two to four small arms 
projectiles, per shot. 

• Man powered engines will be considered Type-B engines and must meet 
the requirements stated, with the exception that they shall not be required 
to have a mechanical release or cocking device. 

• These engines may fire up to two small siege projectiles, or from 2-8 small 
arms projectiles per shot. 

 
Siege Ammunition Standards 

• No siege engine ammunition may exceed 1 pound in weight. 

• Siege Class Munitions must be colored with yellow tape in the following manners to denote them as 
Siege Class Munitions. Ballista Bolts must have their shafts and striking surface covered completely 
with yellow tape, and Rocks (both the 4 tennis ball and the 1 pound foam) must have at least 50% of 
their surface covered with yellow tape. These munitions may not be fired from small arms or thrown 
by hand. 

 
Siege Ammunition Specifications 

• Large siege ammunition is intended to simulate large, heavy projectiles normally used as anti 
structure missiles (e.g., 250-pound sandstone rocks used in the largest of engines). 

o One-pound rocks. These will be constructed of fabric spheres filled with light-density foam, 
taped with filament and duct tape for protection. These shall not exceed 1 pound. They shall 
be a minimum of 6 1/2 inches in diameter. 
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• Small siege ammunition is intended to simulate smaller, lighter projectiles used as light anti 
structure and antipersonnel missiles (e.g., ballista javelins and 10-pound stones as used in Perriers). 
No small siege ammunition may weigh more than 1 pound. 

o Four-tennis-ball clusters secured with filament tape and duct tape. 
o Ballista Javelins (bolts) must have a shaft made from Siloflex or similar equivalent material. 

Must have a tip made with at least 3″ (7.6cm) of resilient material between the end of the 
shaft and the striking surface, be at least 2.5″ (6.4cm) in diameter, and have at least 1″ (2,5 
cm) of progressive give without bottoming on the shaft. Additionally the end of the shaft that 
the tip is secured to, must be capped with a minimum of 1/8″ (4mm) thick heavy leather, a 
35mm film container, (or similar item) securely fastened with filament tape. The tip shall be 
secured to the shaft with filament tape that completely covers the foam, then covered with 
yellow tape. The back end of the javelin (bolt) may have a short (less than 2″ (5.1cm) in 
length) piece of PVC pipe (or other similar non-brittle, non metallic, light weight material), that 
is securely attached to reinforce this area. They must be stable in flight or have fletching 
made from flexible material to make it stable in flight. Javelins (bolts) must be at least 48″ 
(122 cm) in length and clearly marked with yellow tape. No part of the Javelin can enter a 
legal helm more than ½ inches. 

• Specialty siege ammunition is intended to simulate specialty ammunition (e.g., flaming oil pots or 
flaming javelins) or effect weapons (e.g., diseased animal corpses or the heads of decapitated 
messengers). Specialty missiles will have damage determined in the scenario rules. Most effect 
weapons will have little or no damage potential, and therefore should be used sparingly. Specialty 
siege ammunition may be used as long as it does not exceed the weight or construction limitations of 
the approved ammunitions and conforms to the Scenario. Specialty siege ammunition must be 
approved by the siege marshal in charge. 

 
Siege Ammunition Damage 

• Siege-class ammunition (1-pound rocks, 4-tennis-ball clusters, and 48-inch-long ballista javelins) will 
be capable of killing upon striking any legal target area and will be capable of killing through shields, 
provided that the scenario rules permit this. Hand weapons hit by siege-class munitions will be 
destroyed; anyone Intentionally blocking or deflecting siege-class munitions will be considered killed.  

• Small arms munitions fired from a siege engine will be treated as combat archery projectiles.  

• Siege munitions are considered spent upon striking a target, the ground, or a battlefield structure. 
Siege class munitions, which strike a tree, will not be considered spent until striking a target, the 
ground, or a battlefield structure.  

• Small siege ammunition will also be capable (in addition to the above) of damaging or destroying light 
structures such as other siege engines, pavices, siege towers, etc., provided scenario rules permit 
this. Large siege ammunition will also be capable (in addition to all of the above) of damaging or 
destroying any type of structure such as castle walls, towers, redoubts, etc., providing scenario rules 
permit this. 

 
Siege structures will 

• Be able to support 300 pounds for every 4 square feet of platform area. 

• Siege structures that have a platform must have a base such that it’s width and depth are equal to or 
greater than 80% of the platform height. The platform may not be larger than the base and may not 
extend past the base footprint in any direction. Structures that have a platform height of over 9 feet 
(2.74 meters) from standing surface to ground, may not have a platform that exceeds 75% of the 
base dimensions. (IE a tower that has a platform height of 10 feet (3.05 meters) must have a base 
that is no less than 8 feet (2.43 meters) in either direction, additionally the platform dimensions may 
not exceed 75% of the base dimensions (an 8′ X 8′ base {2.43M X 2.43M} could only have a 6′ X 6′ 
{1.83M X 1.83M} platform). 

• Be equipped with railings or walls at least 36 inches tall and able to support 100 pounds per foot of 
railing length if the platform is more than 3 feet from the ground. Be structurally stable (e.g., a 
wheeled siege tower should have a base big enough and wheels large enough to safely carry crew 
over the terrain of the field). 

• Siege Structures may not be made from industrial scaffolding, as it is not designed for the 
applications in which SCA combat operates. 
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Miscellaneous Items ( Battering  Rams) 
 

• The “Ram” is equivalent to a 300-pound log with rope handles for carrying. 

• The Ram should be made of 4 to 7, 3+ inch diameter closed cell foam “Pool Noodles” at least 4 but 
no more than 8 feet in length as the item is individual color is not important. 

• It must be warped at both ends with Duct Tape and every 2 feet down its length. 

• Rope handles should be placed at appropriate intervals for carrying and use. These handles should 
be long enough for easy gripping with armored hands but short enough to reduce the risk of 
entanglement. 

• The Ram must be manned by at least 4 soldiers and no more than 8. These soldiers may not carry 
weapons or Shields but may be accompanied by others to both shield them and fight. 

• Should the crew be reduced to less than 4 the Ram may not strike until the necessary 
substitutions can be made. 

• The Ram must be backed off 3 feet between strikes. 

• 8 strikes with a 4-foot Ram forces the door. The same with only 4 Strikes for an 8-foot Ram. 

• Rams are not damaged by any weapons or missiles. 

• Strikes are cumulative and the count continues if the Ram is re-crewed. 

• Battering Rams may only be used against approved Siege Structures and may never be used against 
People for any reason. 
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Rapier 

General Conventions 

• Fighters are expected to behave in a courteous and chivalric manner to all participants and marshals. 
Failure to do so will result in removal from the field.  

• SCA Society rapier rules are the default regarding marshal issues. Tournaments may be fought under 
different rules at the discretion of the tourney organizer.  

• Fighters are required to call thrusts and draw cuts. Blow calling is the sole responsibility of the fighter 
receiving the blows. Fighters may, at their discretion, call blows good outside of those required (for 
example push or tip cuts). 

• Tournaments may choose to alter this standard. 

• C&T fighters are required to call percussive blows. 

• Fighters struck below the knee are permitted to knee walk, except in the Ravine or where otherwise 
noted. 

• Fighters may run to engagement if they can do so safely. Fighters within active engagement range 
may run to maintain engagement ( i.e. if your opponent runs in an effort to break engagement, you 
may pursue ), and may throw shots while doing so. 

• All fighters are responsible for their own safety and that of others and may not run nor throw shots 
while running if it is unsafe to do so.  

• Running engagement is not permitted in the ravine. A double-time walk to engagement is permitted.  

• All fighters are engaged at lay on.  

• Attacks may only be delivered from inside an opponent’s front 180. 

• Point stalking is not permitted. A fighter may not initiate a shot until they have gained the front 180 
and can legally hit their opponent.  

• As a good rule of thumb:  if your opponent has no chance of seeing you before you throw a shot, you 
should reconsider throwing the shot. 

• Death from Behind is not permitted in any war point.  
 
Weapons and Secondaries 

• Spears are not permitted in any war point. Any use of spears must be cleared by the Marshal of the 
Day, or the RMiC.  

• RBGs or other projectile weapons are not permitted in any war point. Any use of RBGs or other 
projectile weapons must be cleared by the Marshal of the Day, or the RMiC. 

• Two-handed weapons are defined as any weapon with a handle length 10 inches or longer. 

• Two-handed weapons must be wielded with two hands at all times. 

• Should a fighter wielding a two-handed weapon lose the use of a hand, they will no longer be 
permitted to use that weapon, but may trade it in for a single-handed weapon.  

• Two-handed weapons are not permitted in the ravine. 

• Shields, canes and other secondaries may not exceed 48” in any direction. 

• The total area of any secondary may not exceed 453 square inches, the equivalent of a 24’ round ). 

• All non-standard secondaries or weapons must be approved by the RMiC. 

• Equipment shall not be purposefully discarded onto the field during melee. Marshals may collect any 
intentionally dropped equipment and remove them for the duration of the scenario. 

 
Holds 

• All holds are general, unless otherwise announced. 

• Holds will be called whenever a fighter or spectator’s safety is in imminent danger. 

• Situations which immediately resolve themselves do not constitute imminent danger. It is in the best 
interest of the fighters to allow situations to immediately resolve themselves (for example, allowing a 
fighter to pick up a dropped weapon or regain their footing).  

• During a hold, fighters are asked to take a knee if possible, so that marshals can more easily identify 
the issue.  

• During a hold, fighters may introduce themselves or discuss safety concerns. Fighters may not 
discuss tactics during holds.  
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• Unless otherwise ordered by the marshals, armor is not to be removed by fighters on the field during 
holds ( masks stay on ). 

• In timed battles, holds will stop the clock.  

• Please be mindful of word choice when giving orders on the field ( for example, filling a gap instead of 
a hole in the line, maintaining a line instead of holding a line, etc. ). 

 
Death 

• Fighters in any battle may call themselves dead at any time.  

• Dead fighters are expected to remove themselves from the field as soon as they can safely do so. 

• Dead fighters may not ‘die through’ the opposing line unless told to do so by a marshal or opposing 
fighter. In all cases, dead fighters are to make an effort not to interfere with live fighting. 

• Fighters who are killed should hold their weapon(s) over their head with the points down, or otherwise 
make obvious their status.  

• Dead fighters may not give orders or information.  

• Dead fighters may continue to walk off the field during holds.  

• Resurrection lines must be fully crossed. Resurrection points must be touched with a hand or 
weapon.  

 
Inspections 

• All armor and weapons must be inspected prior to participation in any of the battles, tournaments or 
any other fighting activity at Gulf Wars. 

• Fighters must show proof of authorization as well as their medallion during inspection.  

• All fighters are required to have read and understood these Gulf Wars conventions prior to inspection. 
Copies will be available at rapier point.  

• Fighters should make an effort to be inspected by a marshal from their home kingdom. If they are 
unable to, they may be inspected to society standards.  

• Inspection stickers must be worn prominently on masks or helmets. 

• Inspections must be performed on the rapier field. 

• The RMiC may choose to allow Kingdom Rapier Marshals, generals, or their chosen designee to 
perform inspections in camp.  

• Those wishing to assist with inspections must be current members of the SCA and an authorized 
rapier marshal. Marshals may perform inspections only after signing in to the Marshal Log Book by 
presenting the Marshal of the Day with proof of membership, authorization, and site medallion.  

 
Marshal Concerns 

• The purpose of reporting is not punitive, but an effort to better collect data and ensure the safety of all 
participants.  

• Fighters are expected to report any adverse events ( incidents or injuries ) that occur as soon as they 
can reasonably do so. 

• Incidents may include things like equipment failure, attitude problems, blow calling issues or 
excessive blows. 

• An injury may include anything that results in bleeding, and/or requires a combatant to retire from the 
field, even briefly. This includes heat injuries. 

• Fighters may report to any marshal helping to run an activity, the Marshal of the Day, or the RMiC. 

• Marshals will pass such reports on to the Marshal of the Day and/or RMiC.  

• The more information you can provide, the better. 

• For equipment failure, manufacturer and age of the item 

• For injuries, a brief description of the injury, events leading to the injury, and weapons used. 

• For attitude or blow calling / throwing issues, names or descriptions of the fighters and marshals 
involved. Medallion numbers should be collected if possible. 

• In some situations, the marshals may ask fighters to attend a marshal’s court for the purpose of 
gathering additional information and providing a moderated environment for communication. 

• If you are asked to attend a marshal’s court, you are required to do so. 

• KRMs or representatives may be asked to attend the marshal’s court as well.   
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Equestrian 

Troll and Check-in 
All horses must have been pre-registered. If you are not pre-reserved, you will not be allowed on-site with 
your horse, no exceptions!  
 
All rigs can proceed directly to the barns. Turn your horses out to stretch, set up your stalls, then return to 
Troll. Give the barn manager a call 30 minutes ahead of arrival so we can clear a pen for your horses to 
stretch, meet you at the gate and clear a path. Email Doe at Doenifoinn@gmail.com for phone number. 
 
If you come in while Troll is closed, make sure you go to Troll first thing the next morning. 
 
Paperwork 
Please verify what travel documents you may need to travel to and from the War. Keep your original 
Coggins report in a safe place; Mississippi Ag can stop anyone at any time and ask to see your papers. 
Mississippi does not require the SCA to collect a copy so no need to give us one. (Be kind to your fellow 
horse people and worm and vax your horses at least two weeks before arrival. We can’t make this a 
requirement, but it would be nice if it was done.) 
 
Authorizations 
For horse owners whose Kingdoms have an equestrian authorization program, please show your 
authorization card to the EMIC, Deputy EMIC, or a designated marshal. 
 
There will be no original Equestrian Authorizations at War with the following exception; If your Kingdom 
has authorization marshal(s) in attendance and they agree to do one for you or if your Kingdom’s KEO 
agrees to allow other kingdom’s marshals, you may make plans with them if they are agreeable, and use 
the arenas for the authorizations when they are not scheduled for use. This is not scheduled through the 
EqMIC. 
 
Rules of the Barn 

• Gulf carts must drive slowly through Equestrian area 

• Minors should be always under adult supervision while in the Equestrian area. 

• Minors are required to use riding helmets when riding. 

• Please do not feed or touch any of the horses without permission from the owner. 

• A red tassel on a horse indicates that the horse may bite or kick. Do not approach this horse. 

• Do not run, jump, yell, throw things, or make sudden movements around horses. Do not run up to 
them, do not walk behind them. If you are wearing clanky armor, approach slowly, and with the rider’s 
permission. 

• The barn closes at sunset to everyone except horse owners. 

• Please, no loud parties or drumming in the Equestrian area after 10:30 p.m. 
 
Camping 
There is camping and horse trailer parking available exclusively for equestrians and those who are part of 
an equestrian group, coordinated by THLLora Greymare. Camping across from the barn will be 
coordinated by Doe Flynn. 
 
Across from the barn is reserved mainly for Staff. The Trailer Park/EQ camping area is East of the Barns 
and is reserved for overflow corrals, trailer/truck parking, and equestrian camping. 
 
Equestrian Rules / Mounted Patrol / Riding the Site / etc. 
As Gulf Wars is a multi-Kingdom war, we will be following the SCA Corporate Equestrian Handbook. 
There are some specific rules for mounted patrol, riding the site, and other equestrian activities away from 
the Equestrian area. These are detailed in the Gulf War Equestrian Operating Procedures. 
 

mailto:Doenifoinn@gmail.com
https://www.gulfwars.org/activities/animals/equestrian/equestrian-operating-procedures/
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Equestrian Activities 
There will be plenty of opportunities at Gulf Wars to celebrate 
the equestrian arts for those who love to horse around. 
Please see the Equestrian Schedule for detailed times and 
locations and come check out what the equestrians are 
doing! 
 
Participation 
We love Spectators and Volunteers! We encourage you to 
come visit us and cheer on your favorite rider in one of our 
many tournaments! 
 
If you would like to be a bit more hands-on, please join one 
of the many classes being taught, or volunteer to assist in 
setting up the equipment and arena for an activity or three. 
Helping to set up and take down is always greatly 
appreciated! Horse savvy folks are always welcome to help 
as ground crew and will earn you much gratitude from the 
Equestrian Marshal in Charge. And remember, such service 
is also eligible for Volunteer Points! 
 
Pony Rides! 

We  may have pony rides if our schedule permits and we have ponies that are able to do them! for any 
minor to be able to have a ride, they MUST have close-toed shoes on, be able to wear a riding helmet (to 
be provided), be able to follow instructions, and they MUST have a parent or legal guardian in 
attendance. No exceptions. Thank you for understanding! 

 

Thrown Weapons & Target Archery 
 
Range Safety 
All live weapons are dangerous and can injure or kill a person. During the Middle Ages that was the whole 
point of learning to throw a weapon, but today WE DO NOT WANT ANY INJURIES FROM LIVE 
WEAPONS! Treat each weapon with the respect that it deserves! The Marshall’s are very serious about 
safety and anyone, regardless of rank or title, will be disqualified from the Live Weapon Competition and 
asked to leave the range, for unsafe behavior. 
 
The Marshal’s word is LAW. While Live Weapons are fun to throw, they can be very dangerous! 
Therefore, for everyone’s safety, all of the Marshal’s decisions are to be obeyed and failure to do so will 
result in disqualification from the Live Weapon Competition. The Marshal’s rulings about scoring, safety 
and use of weapons are final. 
 
Warranted Marshals and Marshals-in-Training are always welcome on the range to help out. 
 
Children must be 7 years old to participate in target archery and  9 years old to participate in thrown 
weapons. By Gleann Abhann Kingdom law, parents or legal guardians of children 17 years old or younger 
MUST BE PRESENT for their children to take part in these activities. In addition, for children less than 14 
years old, the parent or legal guardian must closely attend and directly supervise their child at the range 
and on the line. 
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Range Hours 
Monday: Trimaris 10 a.m. to 4 p.m.  
Tuesday: Ansteorra 12 - 4 p.m. The range will open immediately after Opening Ceremonies.  
Wednesday: Meridies 10 a.m. to 4 p.m.  
Thursday: Calontir 9 a.m. – 4 p.m.  
Friday: Gleann Abhann 10 a.m. – 3 p.m.  
 
Thrown Weapons War Point 
War point will consist of three opportunities to throw and stick from three different distances: 1 pt for each 
stick. Most sticks will get the war point! Come on out to support your kingdom! The War Point Competition 
will be Knife, Axe and Spear ONLY. 
 
Thrown Weapons 

• Knife – Any type of knife is allowed. The Marshall may disqualify a knife if it is found to be unsafe. 

• Spear – Spears must be at least 48″ in length. The Marshall may disqualify a spear if it is judged 
to be unsafe or unreasonably destructive to the target. 

• Axe – Any style of small axe, tomahawk, or hatchet may be used in competition. Double blade 
axes may be used, but only one of the blades will be allowed to score. The choice of which blade 
is up to the competitor and must be marked by the Marshall prior to competition throw for score to 
count. The Marshall may disqualify an axe if it is judged to be unsafe or unreasonably destructive 
to the target (no huge two-handed axes with a short handle!) 

 
All competitors are encouraged to provide his or her own weapon, however, loaner weapons will be 
available with permission of the Marshal. 
 
Target Archery 
The royal round and the standard IKAC are both widespread and familiar to all Kingdoms. The royal 
round, which consists of six arrows at 20 yards, six at 30 yards, and six at 40 yards with a 30-second 
speed round at 20 yards. Official IKAC’s, which consist of two static rounds of six arrows each and two 30 
second speed rounds at each of the same three distances, will be offered. Targets for both of these 
activities are the 60 cm concentric circle targets.  
 
Bow and Arrow Requirements for Target Archery 
Longbows, recurves, and crossbows that meet Society Conventions are allowed. Bows may be of any 
weight desired, however, those which the marshal feels cause concern for safety or are of a destructive 
nature will be disallowed.  
 
No sights are allowed on longbows or recurves. Crossbows are allowed single fixed sights.  
 
Target Archery War Point 
For the War Point, all shooting will be done from the standing position for both bow and crossbow. 
Accommodations for disabled archers will be arranged as needed.  
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Youth Activities 

Youth Combat 
 
Rules for Gulf Wars Youth Combat: 
All eligible youth fighters ages 6-17 are invited to join us on the battlefield at Gulf Wars.  Any current 
kingdom authorizations will be accepted.  Note: Any Div. 3 that has crossed over to heavy combat will not 
be allowed to compete in tournaments.  Per Society:  Section 5 (D).   
 
Youth Combat is NOT a babysitting service! 
 
There will be (3) youth combat divisions: 
· Division 1 (ages 6 to 9) 
· Division 2 (ages 10 to 13) 
·  Division 3 (ages 14 to 17) 
 
Gulf Wars will follow the current society youth combat rules, with these exceptions: 

• Due to the nature of mixed division melees, at the minimum, Division 1 will be required to use Division 
2 armor standards. 

• Division 1 fighters will not be thrusted, due to the force of the strike and fair play. 

• ALL calibrations will be thrown at Division 2 level, which means Division 1 will have to ramp up a bit 
and Division 3 will need to tone it down.  

• Any combatants using excessive force or force sufficient to leave a bruise or injure an opponent will, 
after ONE warning, be removed from the field of combat. This is NOT flexible. 

 
Authorizations: 
There will be NO AUTHORIZATIONS AT GULF 
WARS. Authorizations will be required. This 
requires a card or form completed by a local youth 
marshal. Parents can bring card/paperwork when 
their child comes for the initial inspection.  Youth 
fighters MUST have access to gear, owned or 
shared. No loaner gear will be available.  
 
Inspections: 
Weapons and armor will be checked before each 
day and throughout the day. Equipment not meeting 
standards will not be allowed on the field.  The 
marshal is not responsible for fixing gear. Each 
fighter and parent/guardian will be responsible for 
any fixes needed. Any weapons made with PVC will 
not be allowed. 
 
Parents: 
Parents/Legal Guardians are to understand that this is a contact sport and injuries can occur. 
Parents/guardians are responsible for the youth’s safety, with the youth combat marshal’s armoring/safety 
process. 
 
At least one parent/guardian/responsible adult must be always present for children under 10. Children 
over 10 do not require an adult while the participant is involved in youth combat.  “Present” is defined as 
within visual or vocal range of the child and attentive to the combat activity.  
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Youth Rapier 
 
Rules for Gulf Wars Youth Rapier: 
All eligible youth rapier fighters ages 6-17 are invited to join us on the battlefield at Gulf Wars.  Any 
current kingdom authorizations will be accepted.  Note: Any Div. 3 that has crossed over to adult combat 
will not be allowed to compete in tournaments.  Per Society: Section 5 (D).   
 
Youth Rapier is NOT a babysitting service! 
 
There will be (3) youth combat divisions: 
· Division 1 (ages 6 to 9) 
· Division 2 (ages 10 to 13) 
·  Division 3 (ages 14 to 17) 
 
Gulf Wars will follow the current society youth rapier rules, with these exceptions: 

• Due to the nature of mixed division melees, at the minimum, Division 1 will be required to use Division 
2 armor and weapon standards. Plastic blades and face shields will not be allowed. 

• Any combatants using excessive force or force sufficient to leave a bruise or injure an opponent will, 
after ONE warning, be removed from the field of combat. This is NOT flexible. 

 
Authorizations: 
There will be NO AUTHORIZATIONS AT GULF WARS. Because this is the first year for organized youth 
rapier at Gulf Wars, authorizations are preferred but will not be required. Any youth rapier fighter who 
does not have an authorization card but wants to fight must attend the Monday pick-up fights and 
demonstrate knowledge of the rules and safe conduct on the field to be allowed to participate. Those with 
an authorization card or form completed by a local youth marshal can bring card/paperwork when their 
child comes for the initial inspection. Youth fighters MUST have access to gear, owned or shared. No 
loaner gear will be available.  
 
Inspections: 
Weapons and armor will be checked before each day and throughout the day. Equipment not meeting 
standards will not be allowed on the field.  The marshal is not responsible for fixing gear. Each fighter and 
parent/guardian will be responsible for any fixes needed. 
 
Parents: 
Parents/Legal Guardians are to understand that this is a contact sport and injuries can occur. 
Parents/guardians are responsible for ensuring the youth’s clothes/armor meet with the youth rapier 
inspection/safety requirements. Please ask an inspecting marshal if you have any questions. 
 
At least one parent/guardian/responsible adult must be always present for children under 10. Children 
over 10 do not require an adult while the participant is involved in youth rapier.  “Present” is defined as 
within visual or vocal range of the child and attentive to the combat activity.  
 

Page School 

Page School is for children ages 5-112. It will be available from 9 a.m.-12 p.m. (depending on Volunteers) 

on Monday, Wednesday, and Friday. Sign-in begins at 8:45 a.m. Please pick up your child on time. 

Children left after the close of a class will be taken to Watch and the Autocrats notified. Please be on time 

and watch for changes. All Page School changes to the schedule will be posted on the chalk board next 

to the Page School Tent and in the Gulf Wars App. 
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Battles & Tourneys 

Sunday     

9-10 a.m. Equestrian Arena 2 Mounted 
Combat Warlord 
Tourney (War 
Point) 

Warlord formatted mounted combat tournament. 
Starts with a one-on-one round and ends with two 
mounted combat units fighting for victory. The lower 
of each round fights alongside the winner in the 
following round. Prize for the leading Warlord of the 
winning team. 

2-4 p.m. Equestrian Arena 1 Martial 
Horsemanship 
Challenge 

Hosted by Mistress Lora Greymare. Challenge 
course to test the weapons and riding skills 
essential to the mounted warrior. 

Monday     

9-12 a.m. Equestrian Arena 2 Page School 
Equestrian 
Tourney 

Activities for ages 5-12.  Calontir Day: Hosted by HL 
Reinmar. Page School kids will come down & ride 
hobby horses against each other while equestrians 
make practice passes at rings or quintain. Will finish 
with a meet & greet along the barricade rail. 

10 a.m.-12 p.m. Rapier Rapier Field Rapier Town 
Battle (War 
Point) 

This scenario consists of two 30-minute res battles 
with a ten-minute break between. Victory Condition: 
Control over buildings throughout the battle. 
Starting sides will be decided by the commanding 
generals . Sides will rotate after the first battle. The 
town battle layout will be identical to that of the 
heavy weapons scenario. Both the main entrance 
and the breach may be utilized; the castle doors 
may not be closed. The walls may not be climbed. 
The bridges are considered covered. Only members 
of the Order of Defense are permitted to cross the 
river. All non-members must cross at the bridges. 
MoDs are required to wear visible regalia (white 
collar and / or medallion) to take advantage of this 
rule. The town defenders will start anywhere in the 
interior of the castle. The attackers will start at the 
starting line outside the castle.  The two teams will 
attempt to establish control of the buildings. Every 
10 minutes there will be a short hold to determine 
control of each building. Control is determined by 
occupation of the building, defined as having both 
feet fully inside the doorway.  If only combatants 
from one side has occupants inside a building, they 
will receive one point for that building ( two points 
for the building inside the fort ). No points will be 
awarded for unoccupied buildings. The winner of the 
scenario will be the side which accrues the most 
total points. 

12-2 p.m. Armored Ravine Archer Only 
Ravine 

 

1 p.m. 2 p.m. Youth Combat 

Torneo dei 
Draghi - 
Tournament of 
Dragons - Youth 
Tournament 

Youth Champions Field 

2-4 p.m. Armored Fort Armored Town 
Battle – SIEGE 
(War Point) 

Duration: Two 45-minute scenarios, with a 10-
minute break in between. Holds will be called every 
15 minutes to count who has control of each flag. 
Victory Conditions: Victory in the town battle will be 
accorded to the side which accrues the most points.  
Points will be given in the following manner: 
Uncontested Castle Building Flag Possession – 2 
pts; Each uncontested Outbuilding Flag Possession 
– 1 pt; For the above describe play mode, there will 
be a maximum of  42 points ( 7 points * 6 counts). 
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Defenders start anywhere inside the castle. 
Attackers start east of their resurrection point. The 
goal is to establish control of six buildings. At the 
center of each building is a stationary flag. If 
combatants from only one side has their hand on 
the banner, it is considered “uncontested”. If each 
side has a combatant with their hand on the banner, 
that is “contested”. Rivers are 12 feet wide. Chivalry 
may cross the rivers unimpeded. Non-chiv that enter 
the river are dead. Defenders have complete control 
of the side and main gates and can control the open 
and close status of the gates. Defenders must 
designate a gatekeeper and only those people can 
tell the marshals to open and close the gates. 

2-4 p.m. Equestrian Arena 1 Northshield 
Challenge (War 
Point) 

Hosted by THL Balthazar fitz Gryphon. A challenge 
course testing horse and riders’ skill in navigating 
the dangers of Northshield. 

2-4 p.m. Rapier Rapier Field First blood rapier 
tournament 

 

2:30-4 p.m. Youth 
Combat 

Youth 
Championship 
Field 

Zombie Fights, 
warm-ups, 
inspections, 
testing 

2 on 2, 3 on 3 

Tuesday     

12-2 p.m. Rapier Ravine Rapier Ravine 
(War Point)  

This scenario consists of a single 45-minute res 
battle. Victory Condition :  Control over flag 
emplacements throughout the battle. Knee walking, 
running, and two-handed swords are not permitted 
for safety reasons. The field will be divided long 
ways. Three flag poles will be placed along the 
centerline of the field. Resurrection points will be 
placed equidistant from the center line. The 
flagpoles will have flags on a rope representing the 
two armies. While controlling a flag, an army must 
detail a fighter to keep their flag raised. Flags may 
not be tied, counterweighted, or otherwise secured 
in place and must be held by hand. Every 5 minutes 
throughout the battle, the raised flags will be 
documented by a tally sheet. Sides may send a 
runner to check that chart any time they wish. The 
winner of the battle will be the side with the most 
tallies. 

12-1:30 p.m. Armored Fort Armor Fort 
Battle with 
Archery and 
Siege (War 
Point) 

Scenario Play:This scenario will be run twice, with 
each side playing both the role of the attackers or 
the defenders. Attackers will be granted THREE (3) 
lives which translates to Two (2) resurrections. 
Defenders will have no resurrections. Resurrections 
may not be transferred to another.  At the start of 
each run, the attackers will be arrayed outside the 
castle, with all attackers no closer to the walls than 
50 feet away.  All defenders must start in the inside 
of the castle.  At lay on, the attackers may 
commence with the siege.  All gates will be 
considered closed at the start of the battle. 
Breaches other than Black Widow’s Breach will be 
closed at the start of the battle. Each Battle will have 
a maximum time length (holds NOT included) of 40 
minutes. To simulate the effects of siege, at five (5) 
minute intervals the castle will become weaker. The 
weaknesses will follow this order: 
--Start of battle -> Ramps can be used and Black 
Widow’s Breach is open. 
--5 minutes after start -> Side Gate opens 
--10 minutes after start -> Other Breach Opens 
--15 minutes after start -> Main Gate Opens 
Attackers may force the gates open early by three 
(3) strikes from a large siege rock or by four (4) 
strikes from a battering ram. Attackers may attempt 
to enter through any of the four entry ways (Main, 
Alexandria, Black Widow, and New Gate) or through 



47 
 

the crenellations via the use of ramps after that 
weakness has come into play. Ramps are governed 
by the following rules: 
--4 people to carry 
--2 people to spot once the ramp is in place. Note: 
Spotters can be dead. Spotters are safe from being 
killed but they cannot use spotting as an avenue to 
attack. 
--Once in place, the ramp cannot be moved 
--A ramp cannot be placed in the crenellation in a 
defensive fashion. 
--Combatants cannot be attacked while on the 
ramps 
--Archers are not allowed to shoot from the ramps. 
--Armored combatants are not allowed to attack 
while on the ramps. 
--There is no standing on the ramps. 
--Ramps may be destroyed by a single strike from a 
machine thrown large rock. 
--Ramps may be destroyed by two (2) Large Siege 
Rocks carried and dropped by a Boulder Crew of 
two (2) fighters. 
On the inside of the crenellations, there will be a 3-
foot-diameter semi-circular landing zone.  These 
zones will be marked.  The zones are governed by 
the following rules: 
--Only one fighter may be inside the zone at a time 
--Can’t attack the fighter inside of the zone 
--A combatant cannot attack from inside the zone 
and must leave the zone to attack defenders. 
Victory Conditions: Whichever side takes the castle 
the fastest will be awarded the point. If by some 
remote chance neither side takes the castle in 40 
minutes the battle will be declared a tie, and the 
point will be split in half. 

12-4 p.m. Equestrian Arena 2 Foam Jousting 
Tournament 
(War Point) 

Macha the Determined Memorial Foam Jousting 
Tournament -- Please join us for the annual Gulf 
Wars Foam Lance Jousting Tournament.  This is not 
a choreographed joust, but an actual competition 
modeled after the jousting tournaments of the 14th, 
15th and 16th centuries. 

12-1:30 p.m. Youth 
Combat 

Youth 
Championship 
Field 

Meridian Rose 
Youth 
Tournament 

 

12-1:30 p.m. Youth 
Rapier 

Youth Rapier 
Field 

Meridian Rose 
Youth 
Tournament 

 

1-2:30 p.m. Live 
Weapons 

Sherwood 
Range 

Thrown 
Weapons 
Tournament 
Sponsored by 
Arcarius of 
Ansteorra 

 

2-4 p.m. Armored Champions 
Field 

Diamonds and 
Roses 
Tournament 

 

2-3:30 p.m. Armored Fort Bridge Option 1 
with Archery 
and Siege (War 
Point) 

Duration: 5, 15-minute battles with a 10 minute 
break between. Time will stop for injury holds. 
Archery, thrown weapons and siege in the 1st and 
3rd battles. Victory Conditions: At the end of 15 
minutes, the side who controls the “glory zone” of 
the bridge uncontested—no opposing combatants in 
the zone—will be declared the winner. If there are 
combatants of both sides in the zone, the 
combatants in the zone will fight for control of the 
bridge. In the case of contention, all bridges will 
resolve independently and may not assist another 
bridge. The fighting field will consist of three parallel 
bridges marked by one row of hay bales. The center 
bridge will be 27 feet wide, and the two adjacent 
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bridges will be 18 feet wide with 18 feet between 
each bridge. Combatants can fight on the bridge 
sides as they see fit, but if a weight-bearing limb or 
weapon touches the “water” the combatant is dead. 

2-3 p.m. Youth 
Combat 

Youth 
Championship 
Field 

Fort Battles  

3-4 p.m. Rapier Rapier Field Fire Drake 
Rapier Trios 
Tournament 

The Fire drakes Rapier unit is hosting a Trios 
tournament, so bring yourself and 2 friends and be 
ready to fight! (Friends not necessary, we will play 
matchmaker!) 

3-4 p.m. Youth 
Combat 

Youth 
Championship 
Field 

Sable Banner 
Tournament 

 

5-6 p.m. Cut & 
Thrust 

Fort Cut & Thrust 
Bearpit 

 

6:30-7:30 Youth 
Rapier 

Youth Rapier 
Field 

Youth Rapier: 
Evening 
Lightsaber Fights 

 

Wednesday     

10 a.m.-12 p.m. Armored Champions 
Field 

Armored 
Champions 
Battle (War 
Point) 

 

10 a.m.-12 p.m. Rapier Champions 
Field 

Rapier 
Champions 
Battle (War 
Point) 

 

10 a.m.-12 p.m. Youth 
Combat 

Fort Fort Battle - Fight 
with the Knights 

 

10:30-11:30 a.m. Equestrian Arena 2 Mounted Archery 
Competition 

Hosted by HL Rhiannon of Angelsey. For all 
experienced riders and horses to compete straight 
from the classes and those who already have been 
authorized in the past.  Once again, no broadhead 
arrows or minors please.  All bows and arrows must 
be inspected before use by a marshal familiar with 
their inspection.  Minimum of three arrows will be 
needed for the competition. 

12:30-2:30 p.m. Rapier Rapier Field Ansteorran Rose 
Tournament 

Fighters must be sponsored by a Rose from any 
kingdom (Or any principality’s Rose equivalent) to 
compete. Each Rose may sponsor up to two rapier 
fighters of any rank. Fighters must be presented to 
the list by their sponsoring Rose or have a written 
letter of introduction. 

12:30-2:30 p.m. Armored Champions 
Field 

Ansteorran Rose 
Tournament 

Fighters must be sponsored by a Rose from any 
kingdom (Or any principality’s Rose equivalent) to 
compete. Each Rose may sponsor up to two rapier 
fighters of any rank. Fighters must be presented to 
the list by their sponsoring Rose or have a written 
letter of introduction. 

1-2:30 p.m. Armored Legion Field 
Pavilion 

Shadow Legion 
Tournament 

 

1-4 p.m. Equestrian Arena 2 Wood Jousting 
Tournament 

Terafan Greydragon Memorial Wood Jousting 
Tournament -- Please join us for the annual Gulf 
Wars Wooden Lance Jousting Tournament.  We will 
have riders from around the knowne worlde 
competing in this more advanced form of jousting.  
This is not a choreographed joust, but an actual 
competition modeled after the jousting tournaments 
of the 14th, 15th and 16th centuries. 

2:30-4 p.m. Youth 
Rapier 

Youth Rapier 
Field 

Salle de Storm 
Weasels' Tavern 
Brawl 

 

3-6:30 p.m. Youth 
Combat 

Youth 
Champions 
Field 

Sable Banner 
Tournament 

Sponsored by the Sable Banner and Kingdom of 
Gleann Ahbann Followed by root beer and brats. 

3-5 p.m. Rapier Rapier Field The Revenge 
Tourney 
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3-4 p.m. Armored Fort Pas D'Armes: 
Legion of the 
Bear vs Sable 
Banner 

 

3-4:30 p.m. Youth 
Combat 

Great Weapons 
Tournament 

Youth 
Champions Field 

 

4-5 p.m. Armored Fort Viking Deed of 
Arms; the Deed 
(Saxon's vs 
Danes in 1060) 

 

Thursday     

9-11 a.m. Equestrian Arena 1 Tippet Tag Terror Hosted by Sergeant Katja. A team challenge! One 
rider runs the obstacles while their teammate 
evades capture (a stolen tippet) from the other 
team. If their teammate's tippet is stolen the course 
ends, other wise completing the obstacles, in any 
order or once 4 minutes has elapsed points will be 
totaled. The teams will then switch roles to complete 
their set. The two teams with the highest scores will 
then have the opportunity to challenge for the win. 

10 a.m. – 12 p.m. Armored Champions 
Field 

Meridian Rose 
Tournament 

 

10 a.m. – 12 p.m. Armored Ravine Ravine Battle 
(War Point)  

Each side will have two (2) Resurrection Flags in 
the back of their respective corners(North or South).  
The three (3) Ravine Flags will run along the East-
West axis.  The middle flag will be placed in the 
bottom of the ravine, with the remaining two flags 
equidistant between the middle flag and the edge of 
the playing field. The battle will be one hour long.  
For each flag, there is a marshal who has two time-
pieces, one for Ansteorra, and one for Trimaris.  
When the marshal determines that a side has 
control of his flag, he starts their time-piece, and it 
begins counting up the time.  If control is lost, he 
stops that time piece.  If the other side then takes 
control of the flag, he starts the other side’s time-
piece.  
Victory Conditions: At the end of 1 hour, each 
marshal in charge of the flag will compare the times 
on his timepieces.  The side that has held the flag 
longest, will be awarded 1 point for holding that flag. 
Whichever side gains 2 or more points, will win the 
War Point for this battle. 

10-11:30 p.m. Rapier Hastings Field Swashbuckler 
Battle (War 
Point)  

This scenario consists of three 15-minute 
resurrection melees (“rounds”).Victory Condition: 
Goals scored by designated fighters 
(“Swashbucklers”). Starting sides will be decided by 
the commanding generals. Sides will switch ends of 
the field after each round. The layout will consist of 
a large rectangle in the field outside the fort, with 
entrances located along the middle of the long 
sides. Goals of approximately 10×10 feet will be 
marked in each corner of the field.  Resurrection 
points will be located behind each team’s entrance. 
Fighters may only enter the field through their side’s 
marked entrance. Any fencer stepping out of bounds 
(defined as touching the line) will be considered 
dead. Causing an enemy to retreat out of bounds is 
considered a valid tactic. Each side will designate 
three Swashbucklers prior to lay-on. These 
Swashbucklers will be marked with distinctive 
tabards supplied by the rapier marshal-in-charge. 
The Swashbuckler role (and tabard) can be passed 
to another fighter at their team’s resurrection point. 
Goals are scored by a live Swashbuckler stepping 
completely into one of the two goal areas on their 
opponents’ side of the field. Any fighter other than a 
Swashbuckler stepping into any goal will be 
considered dead.  Swashbucklers may step into any 
goal without consequence. Any fighter who 
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successfully scores for their side as a 
Swashbuckler: 
Must inform the scorekeeper. 
Must hand off the Swashbuckler tabard at their rez 
point. 
Does not resurrect for the remainder of the round (a 
bearpit for successful Swashbucklers will be held off 
to one side for bragging rights). 
The team with the most points at the end of each 
round  will win that round. The team that wins 2 or 
more of the three will win the scenario. Points do not 
carry over. 

12-1:30 p.m. Rapier Rapier Field La Belle 
Amazone 
Tournament 

Round Robin tourney with top competitors moving 
to finals. Lots of fencing! Bring your best. You are 
welcome in our tourney if you self-identify as a 
woman, trans, or non-binary. Come fight your best 
and meet and network with friends. 

1-2 p.m. Youth 
Combat 

Youth Combat 
Field 

3 on 3 Munition 
Grade Armory 
Tournament 

 

1-2 p.m. Equestrian Arena 2 Daiku Hosted by Sir Sato. Equestrian team game involving 
racquets and goals. It's Quidditch meets Lacrosse 
on mule/horseback! Best entertainment on site! 

2-4 p.m. Armored Ravine Armored Ravine 
Battle with 
Archery only 

 

2-3 pm. Youth 
Combat 

Youth 
Champion Field 

Dynamic Duo 
Prize Fight 

 

3-4:30 p.m. Youth 
Rapier 

Youth Rapier 
Field 

Middle Kingdom 
Lava King 
Tournament 

 

3-4 p.m. Youth 
Combat 

Youth 
Champion Field 

Zombie Menace 
Fights 

 

3:30-5 p.m. Rapier Rapier Field Gleann Abhann's 
Order of the 
Queen's Silver 
Blades' Newbie 
Tournament 

 

Friday     

9-10 a.m. Youth 
Rapier 

Youth Rapier 
Field 

Team Fighting  

10 a.m.- 
12 p.m. 

Youth 
Combat 

Trimarian 
Pavilion 

Cookie 
Tournament 

 

10-11:30 a.m. Rapier Hastings Field Best 3 of 5 with 
spears 1/3/5 
pass (War 
Point) 

 

1-2:30 p.m. Youth 
Combat 

Youth 
Champions 
Field 

Bear Pit Fights & 
4 on 4 Fights 

 

2-3:30 p.m. Rapier Hastings Field Best 3 of 5 with 
Archery and 
Seige pass 1/3/5 
(War Point) 

 

2-3:30 p.m. Rapier Rapier Field Old Fart's 
Tournament 

 

3-5 p.m. Armored Champions 
Field 

Knowne World 
Squires Tourney 

 

3-4:30 p.m. Armored Shadow Legion 
Pavilion 

Jumbo Shrimp 
Tournament 

 

4-6 p.m. Rapier Rapier Field Memorial 
Tournament 

 

6-7:30 p.m. Youth 
Combat 

Fort Youth Torchlight 
Tournament 

GLOW IT UP!!!!!  Unicorns, flashy beads and glow 
and the dark items encouraged! We are inviting 
everyone to attend the Friday night torch youth 
torchlight tournament.  Please plan to wear 
unicorns, glow in the dark items and flashy beads. 
We are dedicating the tournament, to Raelynn.  She 
is battling a brain tumor, and we want her to know 
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we support her!  Plan to have a ton of pics taken, so 
she can see that she has people that support her. If 
you can attend and support this, please do. 

Saturday     

10 a.m.-1 p.m. Armored Fort Mother of All 
Battles (War 
Point)  

This scenario will be run twice, with each side 
playing both the role of the attackers or the 
defenders. Archery and Thrown Weapons are 
allowed. There are four (4) Zones during this battle 
– The Field, The Town, The Bridge and The Fort. 
Each zone will be clearly marked. The defending 
team must divide their forces into four (4) equal 
groups and stage each group as they see fit at each 
zone. When a Defender dies, they may fall back 
behind the next zone’s line and may not fight again 
until the zone they vacated is cleared. When the first 
3 zones are cleared, the Defenders are no longer 
allowed to resurrect and the battle ends when the 
last Defender in the Fort dies. Resurrection Flag 
Progression: The Attacker’s Resurrection Flag shall 
start on the middle of Hastings Field and 
progressively move forward as zones are cleared. A 
zone is “cleared” when the last Defender of that 
zone dies. Attackers will have unlimited resurrection. 
Attackers may not move on to another zone until the 
prior one is cleared. The Field is an open field. 
When Defenders die they must move to the Town. A 
line will designate where they will go. The Town 
consists of two (2) Redoubts.  Only the original 
group of Defenders that started in the Redoubt may 
be inside the redoubt. Those that die on the Field 
may harass the enemy and defend the redoubt from 
the outside, but may not enter it. The redoubt doors 
are always open and face the fort. Each redoubt will 
have one large and one smaller portal. When the 
last Defender inside a redoubt dies, the zone is 
cleared.  When you die defending any part of the 
Town, you may fall back to the Bridge. After both the 
Field and the Town are cleared, the Attacker’s Res 
Flag will move from the starting position to the back 
wall of a Town building. The Bridge consists of one 
or two bridges that can range from 6-12ft wide 
depending on the number of fighters present.  There 
will also be a narrow 4-foot wide ford that only 
Attacking “Mounted” Chivalry may utilize. Archers 
may not shoot from bridge to bridge when standing 
on a bridge. Archery may not be used at the ford. 
When the Bridge is cleared, the Attacker’s Res Flag 
will move to the back of the Bridge. The Fort Zone: 
Only Black Widow’s Breach and the Hastings Field 
Gate will be utilized. Initially, Black Widow’s Breach 
will be open and the Hastings Field Gate will be 
closed.  Two (2) minutes after the Bridge is cleared 
the Hastings Field Gate shall be opened. Victory 
Conditions: Whichever side “clears” all four (4) 
zones the fastest wins the War Point. 
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Classes 

(Classes are accurate as of March 1, 2024. Check the app for updates) 

Starts Ends Location Class Title Description Size  Fee Age Limit 
 

              

 
9 a.m. 

 
10 
a.m. 

 
Al-Mahala 

History of Henna 
Body Art 

Henna was (and is) widespread 
among many cultures, religions, 
and regions. We'll go through 
written and painted evidence for 
the origins as hair dye as well as 
body art. 

    8+ (8-11 
w/parent) 

11 
a.m. 

1 
p.m. 

EPL-
Woodshed 

Basic Tablesaw 
Joinery 

Hands on/ demonstration of basic 
joinery with table saw and modern 
power tools.     16+ 

1   
p.m. 

4   
p.m. 

EPL-
Woodshed 

Open Woodshop 
Time 

With Woodshop helper present, 
work on your project or repair, ask 
questions, etc.     

Any (under 15 
w/parent) 

1 p.m. 
2 
p.m. 

AR - 
Textiles 
Fine 

Beginning 
Blackwork 

Ever wanted to try Blackwork, but 
didn't know how or where to start?  
Let me help you learn how to do 
it!  Learn the history of Blackwork 
and then have hands on time 
actually embroidering in class. 15   

5+ (5-11 
w/parent) 

1 p.m. 
2 
p.m. 

AR - 
Lecture 

Journeyman 
Interest Meeting 

Can you commit about 4 hours 
per day at war, especially if it 
means doing what you want to 
do, anyway? If your answer is 
"Yes!" the Journeyman program 
is for you. You will be paired with 
your area of interest to study 
under the Area Coordinator and 
assist class instructors while 
working on your "Journeyman" 
project. You can showcase what 
you learned/accomplished during 
the week on Saturday.     

12+ (12-17 
w/parent) 

2 p.m. 
4 
p.m. AR - Glass 

Glass and Fire 
101 - Intro to 
Lampworking 

This class is an introduction to 
lampworking. This hands-on class 
will have you creating your own 
beads to take home! 5 $5 16+ 

3 p.m. 4.p.m AR - Fiber 

Spinning in the 
Hand 

Failed at drop-spinning or never 
spun yarn before? This is the 
class for you! You will learn to 
card and spin wool into yarn, 
while learning its history & lore. 

12, 
observers 
welcome $5 

8+ (8-11 
w/parent) 

4 p.m. 
6 
p.m. AR - Glass 

Beyond the 
Basics - Stringers 

Introduction of Stringers. A 
fundamental skill to build the 
toolbox for creating beautiful 
beads 5 $10 16+ 

7 p.m. 
8 
p.m. 

AR - 
Lecture 

A Brief History of 
Medieval 
Astronomy 

This class presents a high-level 
overview of astronomy from the 
Greek hypotheses, through the 
Islamic golden age, and ending 
with the development of the 
heliocentric model at the end of 
period.       

  

Sunday 
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9 a.m. 
10 
a.m. Al-Mahala 

Belly Dance for 
EVERY BODY 

Feeling like you need a little  
inspiration before a night around 
the campfire? Maybe a refresher 
as to what comes next when 
improving? Come on over for an 
all levels belly dance class for 
EVERY BODY!     12+ 

9 a.m. 
10 
a.m. Al-Mahala 

Tandoor Oven 
Style Bread 

Tandoor ovens of clay or metal 
were used by medieval nomadic 
tribes. Breads were baked 
attached to the inside walls of the 
oven. In this hands-on class, we'll 
bake sweet breads using an iron 
oven and open fire cooking. 

10, 
observers 
welcome   

12+  (12-17 
w/adult) 

9 a.m. 
10 
a.m. 

AR - 
Textiles 

Reticella Needle 
Lace 

In this class you will learn all the 
basic stitches you will need to 
know to create Reticella, which 
was one of the first needle laces 
and which still relies on a fabric 
ground as the underlying 
structure of the lace. Monday 
class, getting started (1hr), 
Wednesday & Friday (2hrs). 

10, 
observers 
welcome $5 18+ 

9 a.m. 
11 
a.m. AR - Glass 

Glass and Fire 
101 - Intro to 
Lampworking 

This class is an introduction to 
lampworking.  This hands-on 
class will have you creating your 
own beads to take home! 5 $5 16+ 

9 a.m. 
10 
a.m. AR - Fiber Intro to Kumihimo 

Learn the ancient art of Japanese 
weaving, Kumihimo! The $5 fee 
includes all you need to make a 
cord. 10 $5 18+ 

9   
a.m. 

10   
a.m. 

EPL-Clan 
Gambit 
Foundry 

The Conditioning 
of Greyhounds for 
Medieval Hunting 
(with a display)  

Class Objective: To teach 
individuals how the greyhounds 
used in Medieval Hunting were 
conditioned.  It is my hope, this 
class illuminates how greyhounds 
were conditioned in preparation 
for Hunts. The display session of 
the class is open to any other 
canines present at Gulf Wars 
whose owners attend the class 
and possess valid vaccination 
documents (Current unexpired 
Rabies) and are willing to 
complete a waiver (liability from 
injury).  (Vaccination documents 
will be reviewed and interested 
owners can complete the waiver 
at start of class.)       

9   
a.m. 

10   
a.m. 

EPL-
Smithy 

Blacksmithing 101 
(COLD forge)  

The absolute minimum you need 
to know.Safety, basic techniques, 
which tools for which processes, 
basic heat levels and the impact 
of quenching.      

15+, under 
must bring 
parent 

9 a.m. 
5 
p.m. 

RV - 
Cooking 
Pavilion 

A Tudor Beer for 
the KWP 

Join us for an all day hands on 
demonstration of brewing a Tudor 
style beer with a twist. We will be 
using Kveik yeast so the beer will 
be ready to drink at the Known 
World Party!     21+ 

Monday 
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10   
a.m. 

12:30  
p.m. 

EPL-
Smithy 

Intro to Forging 
(HOT forge)  

Lighting, tending, and using the 
forge-choose from a selection of 
projects that introduce you to 
using a forge, ha.m.mers, anvil, 
and working hot metal.   Safety 
restriction-NO synthetic clothing 
or open toed footwear.  
Prerequisite Blacksmithing 101 or 
prior experience. Forge space 
preference will be given to 
individuals that complete the 
Blacksmithing 101 immediately 
prior.      

15+, under 
must bring 
parent 

10 
a.m. 

11 
a.m. Al-Mahala 

African Coffee 
Making         

10 
a.m. 

11 
a.m. 

RV - 
Apothecary 
Pavilion 

Treating Arrow 
Wounds 
Surgically 

Exploration of how arrow wounds 
were treated surgically in period. 
We will explore the 12th century 
techniques from the writings of 
Roger Frugard and compare them 
with the 16th century techniques 
of Ambrose Pare. There will be 
examples of reproduction surgical 
tools on display for discussion 
during the class. 10   18+ 

10 
a.m. 

5 
p.m. 

AR - 
Workshop  

Open Workshop 
with Meistari 
Haraldr 

Instructor will have materials and 
tools available to create the 
following projects: 
Stamping/Chasing metal tools, 
Viking stamped arm bands, Glass 
on copper enameling,  Pewter 
casting, Soapstone mold carving, 
Upright Narrow Band weaving 
loom.   

$2-
$40  

12+ (12-17 
w/parent) 

10 
a.m. 

1 
p.m. AR  

Viking Necklace 
Make and Take 

Make a 2 strand SCA Viking 
necklace, or a single strand 
treasure necklace. Bring any bits, 
beads or baubles you may want 
to add. All materials will be 
provided. 15 $20 

12+ (12-17 
w/parent) 

10 
a.m. 

12 
p.m. 

AR - 
Textile Wet  Fleece Scouring 

Students will learn how to choose, 
skirt and scour a raw fleece. 
Different methods will be 
discussed that people can do at 
home.   $5 

8+ (8-11 
w/parent) 

10 
a.m. 

11 
a.m. AR - Wood 

Getting Started 
with Basic Hand-
Tool 
Woodworking 

Get started building basic 
furniture and small projects using 
a small tool set and readily 
available lumber.     12+ 

10 
a.m. 

11 
a.m. 

AR - 
Textiles 
Fine 

Sturdy Hand-
bound Eyelets 
and Their Uses 

Details! Details! Hand-bound 
eyelets can bring your garb to a 
whole new level of style and 
durability. Hand-bound eyelets 
also come in very handy for post-
War tent repairs. Please bring an 
awl if you have one. No previous 
experience necessary. 10   18+ 

10 
a.m. 

11 
a.m. 

AR - 
Courtyard  

Training 3 Balls to 
Stay in the Air 

Beginner juggling, you don't need 
any supplies, just a willingness to 
learn. 10     
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10   
a.m. 

11   
p.m. 

EPL-Class 
Area A 

Female Dress in 
the Irish and 
British Bronze 
Age  

There is a wide dearth of 
information regarding the dress of 
Bronze Age people in Ireland and 
Britain. This is a lecture-style 
class presenting conjectural 
garments and the contributing 
evidence.       

10   
a.m. 

12   
p.m. 

EPL-Clan 
Gambit 
Foundry 

Exchequer Round 
Table 

(Wolfhaven Cottage) Bring your 
thumb drive - we will help with 
reports or anything you need.       

10:30  
a.m. 

12   
p.m. 

EPL-Clan 
Gambit 
Foundry 

Block Printing with 
Paints 

Block Printing was one of 
civilization's first methods of fabric 
decorating. Come learn how to 
use block printing to decorate 
your items. 

5 Hands 
on / 10 
Observers $5 

13+ unless 
parent present 

11 
a.m. 

12 
p.m. Al-Mahala 

Begin (Dressing 
Like) The 
Begums: Fashion 
for High Ranking 
Women During 
The Early Mughal 
Empire 

Mughal women's fashion changed 
drastically during the first 80 
years of the empire. Let's go back 
and see what the matrons, or 
begums, were wearing in 1530 
and how to dress like one of 
these important ladies today. 
Watch Master Kat dress up from 
head to toe while discussing the 
pieces that make up a begum's 
wardrobe.       

11 
a.m. 

1 
p.m. AR - Glass  

Beyond the 
Basics - Dots 

Introduction of Dots. A 
fundamental skill to build the 
toolbox for creating beautiful 
beads 5 $10 16+ 

11 
a.m. 

12 
p.m.   

RV - Apothecary 
Pavilion 

Herbal Apothecary for Colds and 
Flu 10 $50   

11 
a.m. 

12 
p.m. AR - Fiber 

A Hands on 
Approach to 
Cross Cultural 
Veiling in the SCA 

A cross cultural look at the 
practice of veiling throughout the 
Medieval periods. Several styles 
will be discussed and 
demonstrated. Bring your favorite 
wrap, veil and pins to learn new 
period ways to enhance your 
look.     12+ 

11 
a.m. 

12 
p.m. AR - Wood 

Bench Planes: 
Finding, Fixing 
and Tuning and 
Using 

What’s the difference between an 
$8 oak plank at a sawmill and a 
$50 plank from a Home Despot? 
About 30 minutes with a good 
bench plane. But many newer 
bench planes can be of dubious 
quality. Older bench planes need 
some TLC. And all of them need 
to be adjusted to cut properly. A 
review of what to look for, how to 
make a blob of rust back into a 
tool and truing stock with bench 
planes.      12+ 

11   
a.m. 

1   
p.m. 

EPL-Fiber 
Building Card Weaving 

Learn how to warp a loom and 
tablet weave.  All supplies 
including looms provided for the 
class (Kits available for sale when 
class is over to include a loom, 
shuttle, cards and fiber) 

6, 
observers 
welcome $30 12+ 
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11   
a.m. 

1   
p.m. 

EPL-
Kitchen Clay Pot Cooking 

Hands on introduction to cooking 
with pottery. Prepare recipes for 
cooking in open fire/coals 
covering preparation of the pots, 
introducing to the coals, as well 
as cleaning different types of 
pottery. There will be exa.m.ples 
of what can go wrong, and 
discuss what can be done to 
avoid these issues yourself. 
There will be a number of 
different pot types and sizes to 
cook in and discuss, and the 
opportunity to prepare a pottage. 15     

12 
p.m. 

1  
p.m. Al-Mahala 

Kalpak or Boqta: 
How to Make 
Those Cool 
Mughal Women's 
Hats With Items 
You Can Find 
Anywhere 

Mughal matrons and entertainers 
are often seen in illuminations 
wearing a slightly conical, 
sometimes flat-topped hat that 
can sport veils, feathers, jewelry 
and more. Learn how to make 
your own kalpak or boqta hat 
similar to those worn by beguns, 
dancers and musicians from 
readily available items. Students 
will take home the supplies to 
make a hat base. 

10, 
observers 
welcome   

Ages 8+ (8-11 
w/parent) 

12 
p.m. 

2 
p.m. 

AR - 
Textile Wet 

Tannins for 
Mordanting Fiber 

Did you know there are different 
tannins for mordanting fibers for 
dyeing? And that each one 
produces a different result? Come 
explore the differences! Samples 
provided. You may bring up to 
2oz fiber for each vat. 

10, 
observers 
welcome   

5+ (5-11 
w/parent) 

12 
p.m. 

1 
p.m. 

AR - 
Courtyard  

Journeyman 
Program Meeting 

Can you commit about 4 hours 
per day at war, especially if it 
means doing what you want to 
do, anyway? If your answer is 
"Yes!" the Journeyman program 
is for you. You will be paired with 
your area of interest to study 
under the Area Coordinator and 
assist class instructors while 
working on your "Journeyman" 
project. You can showcase what 
you learned/accomplished during 
the week on Saturday.       

12 
p.m. 

1 
p.m. 

RV - 
Apothecary 
Pavilion 

The Four Humors 
& the Medieval 
Plate 

An exploration of the four humors 
specifically how they pertain to 
diet, and touching on medieval 
dietary "science".       

1 p.m. 
2 
p.m. Al-Mahala 

Tarboosh, fez, 
sugarloaf, pillbox 
patterns          

1 p.m. 
2 
p.m. AR - Fiber  

Intermediate 
Blackwork 

Ever done Blackwork but wanted 
to learn how to do the "offshoots" 
or where to start a complicated 
pattern?  Learn the history of 
Blackwork and then have hands 
on time actually embroidering in 
class.  Class is 1 hour.  Kits and 
paperwork included.  15   

5+ (5-11 
w/parent) 
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1 p.m. 
2 
p.m. 

AR - 
Lecture 

Women & Power: 
Antiquity - 1000 
C.E 

This class is about how women 
wielded various forms of power, 
both hard & soft. We will look at 
archaeological evidence, primary 
sources, gender fluidity, current 
research, & problems that crop up 
in this arena that you should be 
aware of. I hope this will evolve 
into an open discussion, so 
please bring your enthusiasm, 
your questions, & your 
observations to share. 10   18+ 

1 p.m. 
2 
p.m. 

RV - 
Apothecary 
Pavilion 

Test Your 
Temperament 

Intro to humoral theory with a self 
graded quiz, how it affects daily 
life and diet, and remedies for 
humoral balance.       

1 p.m. 
3 
p.m. 

Last 
Bastion 
Camp 

Fingerloop 
Braiding for 
Beginner's - 
Making Period 
Laces 

In this class you will learn to make 
braided period lacing that can be 
used for garb, armor, jewelry, etc. 
We will be learning 2-3 basic 
patterns, time permitting. No prior 
experience needed.        

1 p.m. 
4 
p.m. AR - Wood Open Shop 

Bring your projects or just come 
hang out in the shop       

1 p.m. 
3 
p.m. 

AR - 
Textiles 
Fine  

Beginning 
Embroidery: split, 
stem, & chain 
stitches 

Learn how to prepare to do 
embroidery, about using 
embroidery tools, and how to do 3 
of the basic embroidery stitches: 
stem stitch, split stitch, and chain 
stitch. Fee covers the kit and the 
handout. 

8, 
observers 
welcome $5 12+ 

1 p.m. 
3 
p.m. 

AR - 
Culinary Brewing 100 

Have you ever wanted to learn to 
brew but didn't know where to 
start? This is the most basic of 
brewing classes to get you started 
on the path to brewing your own 
Mead, Wine, and/or Beer.     18+ 

1 p.m. 
3 
p.m. AR - Glass Twisted Dots 

Placing dots has never gotten 
crazier! Design elements are 
unlocked when you learn how to 
get twisted! 5 $10 16+ 

1   
p.m. 

3   
p.m. 

EPL-Fiber 
Building 

Beginning 
Naalbinding A Hat 
Part 1 

Introduction to the basics of 
naalbinding through learning the 
Oslo stitch while making a hat. 
Part 1 includes learning the stitch 
mechanics and joining in new 
yarn. Purchase the $10 kit or 
bring your own yarn and needle 
and the handout is $5 (printing 
costs).   8 $10 12+ 

1   
p.m. 

3   
p.m. 

EPL-Class 
Area A 

European amber 
Highlights: Pre-
History to Viking 
Age  

Get kit inspiration for your a.m.ber 
baubles. This class is a brief 
overview for inspiration, 
focusing on Britain and Ireland, 
Greece, Celtic Continental 
Europe, and the Viking Age.       

1   
p.m. 

3   
p.m. 

EPL-Clan 
Gambit 
Foundry 

Bayeux Tapestry 
Stitch 

(Wolfhaven Cottage) Class is 
learning the stitches used in the 
Bayeux tapestry using a margin 
critter as an example. Supplies 
provided. 6   18+ 
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1   
p.m. 

3   
p.m. 

EPL-Clan 
Gambit 
Foundry 

Hands-on Open 
Weave 
Onion/Garlic 
Basket 

Come and make a small basket 
used for letting small onions or 
garlic dry in your kitchen or any 
dang thing else you want to put in 
it. You will learn some over and 
under weaving, twining weave, 
and how to finish the top of a 
basket using a scallop border and 
adding a small handle. The class 
is 2 to 3 hours, as students can 
work at their own pace. You can 
bring the following tools if you 
have them. I have some to share, 
but you may have to take turns 
with some tools. Reed cutter, 
measuring tape, cloth bath towel, 
container to soak reed in, thin 
string, scissors, small spray 
bottle, pencil, and scuba gear. 15 $5 13+ 

1   
p.m. 

4   
p.m. 

EPL-
Woodshed 

Open Woodshop 
Time 

With Woodshop helper present, 
work on your project or repair, ask 
questions, etc.     

Any (under 15 
w/parent) 

1:30  
p.m. 

5   
p.m. 

EPL-
Smithy 

Open Forge (HOT 
forge)  

This is work on your own time.  
Instruction/assistance MAY be 
available. A smith will be around 
to oversee open forge time, but 
it’s recommended you talk to an 
instructor ahead of time to confirm 
you can get the type of help you 
want/need.  Safety restriction- NO 
synthetic clothing or open toed 
footwear.  Prerequisite 
Blacksmithing 101 or prior 
experience      

15+, 15-17 
must bring 
parent 

                

2 p.m. 
3 
p.m. Al-Mahala 

Intro to Drumming 
and Rhythms 

Intro to Drumming and Rhythms- 
so you got your first drum and 
wish to know more, or are you still 
learning please come for family 
fun music classes.        

2 p.m. 
3 
p.m. 

AR - 
Lecture 

Norse Cosmology 
with LEGOS 

See how it all began and how it 
will all end in the nine realms. And 
there will be LEGOs, DUPLOs, 
and a cow.       

2 p.m. 
4 
p.m. 

RV - 
Apothecary 
Pavilion 

The Caffine 
Addicts Workshop         

2 p.m. 
4 
p.m. 

AR - 
Textile Wet 

Fiber Preparation: 
Mordanting 

Learn the basics of dyeing fibers, 
explore the different effects of 
mordants on dyes and fibers, 
and/or prepare samples for the 
week. Bring your own fiber, or use 
ours.   $5 

12+ (12-17 
w/parent) 
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3 p.m. 
4 
p.m. Al-Mahala 

Currying Favor 
with the Mughals 

What spices were available and in 
use in kitchens during the early 
Mughal era (1530-1603)? How 
did they change the flavor of a 
dish, and how were they used? 
We'll play around with some of 
the spices that made Mughal 
cuisine renown far and wide. 
Students will take home a sample 
of an array of Mughal spices. 

10, 
observers 
welcome   12+ 

3 p.m. 
4 
p.m. 

AR - 
Lecture 

Huzzah the 
Newcomer - 
Making New 
Members Feel 
Welcome 

Drawing interest isn't hard, 
because the SCA is awesome! 
But how do we keep members 
engaged and build community? 
Join us in going over engagement 
tactics to help envelop new 
gentlefolk in our community. 
While there will be a short 
presentation with an academic 
and scholarly source reference 
and reading list, this will primarily 
be a discussion group.     12+ 

3 p.m. 
4 
p.m. 

AR - 
Culinary 

Practical Brewing; 
Packaging and 
Serving 

The booze is done, what next? 
Bottling still products 
(uncarbonated beverages). 
Bottling and kegging sparkling 
products (carbonated beverages). 
Portability (Taking it with you). 
Samples will be provided. Any 
adult may attend. Must be 21 or 
older to sample products.     18+ 

3 p.m. 
5 
p.m. AR - Glass Open Torch 

Come and practice or 
experament. Must have taken a 
beginner class or have previous 
experiance on the torch to attend. 5 $10 16+ 

3 p.m. 
4 
p.m. 

AR - 
Metals 

The Evolution of 
The Rosary: A 
Catholic 
Perspective 

We will cover the growth of the 
Marian Devotions during the 
Medieval Period and make our 
own period style rosary 

10, 
observers 
welcome $10 18+ 

3   
p.m. 

5   
p.m. 

EPL-Fiber 
Building 

Nallbinding Socks 
Part 1 

Come learn to make socks using 
the York/Coppergate stitch. Part 1 
covers starting at toe and working 
foot. Kit provides needle, booklet, 
stitch markers, and yarn. Don't 
want the whole kit?  Bring your 
own yarn and needle and 
purchase the handbook for $5 
(printing costs)   Allergy warning:  
This class uses wool.  Class is 
limited to eight (8) participates 
(due to instructor brainpower).  
Observers welcome. 8 $10 12+ 

3   
p.m. 

5   
p.m. 

EPL-Class 
Area A 

Basket Weaving: 
Coiled Baskets 

Make a drink coaster using three            
different variations of coiling, then 
use your method of choice up the 
sides to        create a basket to 
cover your drink bottle. BRING 
YOUR OWN BOTTLE (Stanley, 
Contigo, TAL, whatever, 20 oz or 
smaller.)  6 $15   
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3   
p.m. 

5   
p.m. 

EPL-
Kitchen 

Primitive Cooking 
Skills 

This class will cover basic fire 
building and how to cook over fire 
with multiple simple techniques. none   12+ 

4 p.m. 
5 
p.m. Al-Mahala 

Middle Eastern 
Head Gear         

4   
p.m. 

5   
p.m. 

EPL-Clan 
Gambit 
Foundry 

History of the Irish 
Wolfhound 

Come learn historical tidbits 
concerning the breed known as 
the ‘Gentle Giants’ and find out 
about the modern considerations 
of being owned by one. An Actual 
Irish Wolfhound will be present to 
Meet & Greet and step on your 
toes.       

4 p.m. 
7 
p.m. 

AR - 
Metals  

Antisemitism 
Through the Ages 

This three hour class will cover 
over two millennia of history as 
we examine the patterns of 
thought behind antisemitism, why 
it is so persistent, and how these 
patterns of thought about the 
Jews continued to resurface, 
again and again. The point isn't to 
justify bigotry so much as tackle 
why society finds this specific 
bigotry a compelling tool to reach 
for throughout period.     18+ 

4 p.m. 
5 
p.m. 

AR - 
Culinary 

Honey tastings of 
the world! 

Come try the best honeys of the 
world, from Crete to Florida, 
Yemen to Texas. The best honey 
mentioned by Pliny the Elder. And 
the most expensive honey in the 
world. 20 $10 

12+ (12-17 
w/parent) 

5 p.m. 
6 
p.m. Al-Mahala Muslim Armor         

6 p.m. 
7 
p.m. AR - Fiber 

Avoiding 
"Purkish": 
Difierentiating 
Between 16th C 
Ottoman and 
Safavid Persian 
Garb 

16th C Safavid Persian garb and 
Ottoman Turkish garb look similar 
at first glance, but they're actually 
different! We are going to briefly 
examine what commonalities they 
share and what makes each 
culture's garb unique, so you do 
not mix-n-match anachronistically 
- unless you want to!       

6 p.m. 
7 
p.m. 

AR - 
Culinary 

Introduction to 
Whisky - A 
Beginners journey 
into all things 
Whisky 

The class covers all the basics, 
such as the origins of whisky, key 
ingredients, types, distillation, and 
production. At the end of the 
class, we learn how to get the 
most out of whisky with a lesson 
on tasting...so bring a clear glass.     21+ 

7 p.m. 
8 
p.m. 

AR - 
Lecture 

Christianity and 
Astronomy 

Pop-history often teaches that the 
Christian Church was antagonistic 
to astronomy. In contrast, many 
Christian apologists claim that 
religion inspired astronomers. 
This class explores the 
relationship between astronomy 
and the Church in depth.       
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9 a.m. 
5 
p.m. RV Moneyer's Day 

The Meridian Moneyers Guild is 
hosting an open shop day to learn 
about the history and techniques 
used in making coins. There will 
be hands-on classes, demos, 
informal classes, and time to 
learn and work on current 
projects.       

9 a.m. 
12 
p.m. 

RV - 
Cooking 
Pavilion 

Bread Making 
Demo 

Join me for a 3 hour 
demonstration of bread making. I 
will show you how I mix the 
dough, shape it and bake it.       

9 a.m. 
10 
a.m. Al-Mahala Henna Party! 

Henna is a fun and traditional way 
to enliven celebrations, so bring 
your friends and practice 
decorating each other. Attendees 
will receive one small cone of 
henna, and guidance from a 30 
year henna veteran.   $5 

 8 + (8-11 
w/parent) 

9 a.m. 
11 
a.m. AR - Glass 

Beyond the 
Basics - Stringers 

Introduction of Stringers. A 
fundamental skill to build the 
toolbox for creating beautiful 
beads 5 $10 16+ 

9 a.m. 
10 
a.m. 

AR - 
Metals 

Building and using 
a quern to grind 
your own grain 

How do you turn wheat into flour? 
It was often done in the home 
using a quern--a small set of 
grindstones. This class will show 
you what tools you need and 
where to get them so you can 
build a quern, and you'll get to 
hand-grind some wheat in class 

10, 
observers 
welcome $1 

12+ (12-17 
w/parent) 

9 a.m. 
10 
a.m. AR - Fiber 

Backstrap 101 - 
Warping & 
Weaving 

Can't afford a loom, or don't have 
space to store one, but want to 
learn to weave? Come learn a bit 
about the history of weaving and 
make fabric out of long pieces of 
string (yarn). We will be weaving 
handbreadth strips and talking 
about how to scale up to wider 
pieces. Please wear a belt to 
class! 

10, 
observers 
welcome $5 

12+ (12-17 
w/parent) 

9 a.m. 
10 
a.m. 

AR - 
Lecture 

Rus Headwear 
10-14th Century 

Rus Headwear construction using 
silk, birch bark, copper, bronze 
and linen.     18+ 

9   
a.m. 

11   
a.m. 

EPL-Class 
Area A 

The Bronze Age 
Peplos 

This class will focus on where and 
how peplos were worn in the 
Bronze Age.  Emphasis will be 
given on evidence from grave 
finds, statuary, and pottery for 
Central and Western Europe, with 
a small discussion on the better 
known Greek and Roman forms.  
We will talk fabrics, colors, 
ornamentation and accessories 
that were prevalent during this 
period and how they differed from 
culture to culture.  No fee and 
there will be a handout.       

Tuesday 
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9   
a.m. 

10   
a.m. 

EPL-
Smithy 

Blacksmithing 101 
(COLD forge)  

The absolute minimum you need 
to know.Safety, basic techniques, 
which tools for which processes, 
basic heat levels and the impact 
of quenching.      

15+, under 
must bring 
parent 

9:30 
a.m. 

12:30 
p.m. 

AR - 
Textile Wet 

Indigo Vat 
Preparation and 
Dyeing Pt. 1 

Techniques for preparing different 
types of indigo vats. This is a 
'rolling' class where participants 
can come and go throughout the 
day and between scheduled 
classes. NOTE: Class will pause 
for Opening Ceremony.   $5 

12+ (12-17 
w/parent) 

10 
a.m. 

11 
a.m. Al-Mahala 

Middle Eastern 
Flatbreads 

Hands on cooking of traditional 
middle eastern flatbreads using 
period ingredients and 
accompaniments. 

10, 
observers 
welcome $5 

 12+ (12-17 
w/parent) 

10 
a.m. 

11 
a.m. 

AR - 
Metals 

The Medieval 
Invention of the 
Post Windmill 

The roots and evolution of the 
medieval windmill from hand 
querns to hundred foot tall giants. 
Includes the internal features, 
where they were built, and what 
they were used for. Includes 
grinding wheat in a quern. Fee 
covers the handout. 

10, 
observers 
welcome $1   

10 
a.m. 

11 
a.m. 

AR - 
Textiles 
Fine 

Bottlecap 
Pincushions 

Participants will make a bottlecap 
pincushion, suitable for pins, 
needles or safety pins in your 
travel sewing kit, or for your lacing 
needle & veil/clothing pins in your 
garb accessories kit. Participants 
should know simple handsewing 
& can learn a little embroidery.    $1   

10 
a.m. 

5 
p.m. 

AR - 
Workshop  

Open Workshop 
with Meistari 
Haraldr 

Instructor will have materials and 
tools available to create the 
following projects: 
Stamping/Chasing metal tools, 
Viking stamped arm bands, Glass 
on copper enameling,  Pewter 
casting, Soapstone mold carving, 
Upright Narrow Band weaving 
loom.   

$2-
$40  

12+ (12-17 
w/parent) 

10   
a.m. 

12:30  
p.m. 

EPL-
Smithy 

Intro to Forging 
(HOT forge)  

Lighting, tending, and using the 
forge-choose from a selection of 
projects that introduce you to 
using a forge, ha.m.mers, anvil, 
and working hot metal.   Safety 
restriction-NO synthetic clothing 
or open toed footwear.  
Prerequisite Blacksmithing 101 or 
prior experience. Forge space 
preference will be given to 
individuals that complete the 
Blacksmithing 101 immediately 
prior.      

15+, under 
must bring 
parent 

10   
a.m. 

12   
p.m. 

EPL-
Woodshed 

Lund Three-Leg 
Stool 

Make/take class assembling a 
early period three-legged stool.  10   

(Under 15, 
w/parent) 

11 
a.m. 

12 
p.m. Al-Mahala 

Wood-Fired Oven 
Bread Baking 

Learn how to mix , rise and bake 
leavend bread in a medieval style 
wood fired oven. 10   

Ages 8 + (8-
11 w/parent ) 
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11 
a.m. 

12 
p.m. 

AR - 
Lecture 

Divination 
Through the Ages 

Learn about Fortune telling from 
different time periods. What's the 
origin of newer divination styles? 
Come see what the cards have to 
say.     12+ 

11 
a.m. 

12 
p.m. 

AR - 
Textiles 
Fine  Silk Fan Painting 

Have you ever wanted to learn to 
paint silk banners? In this class, 
you will learn all the skills needed 
to paint your own banner, by 
painting on a silk fan. Participants 
will end the class with a silk fan 
they painted themselves. Bring a 
line drawing of your own device 
no bigger than 8"x8" for a 
personalized touch. 

10, 
observers 
welcome   18+ 

11 
a.m. 

12 
p.m. AR - Fiber 

Raising an 
addiction. Things 
I've learned about 
Angora Rabbits 

Yes I did adopt a Giant Angora 
because I love to spin. Through 
this journey I have learned a lot 
that I didn't know. We will cover 
some things I wish I had known 
before I got her, and why I am so 
happy I did.       

11 
a.m. 

12 
p.m. 

AR - 
Culinary 

Honey tastings of 
the world! 

Come try the best honeys of the 
world, from Crete to Florida, 
Yemen to Texas. The best honey 
mentioned by Pliny the Elder. And 
the most expensive honey in the 
world. 20 $10 

12+ (12-17 
w/parent) 

11 
a.m. 

1 
p.m. AR - Glass 

Glass and Fire 
101 - Intro to 
Lampworking 

This class is an introduction to 
lampworking. This hands-on class 
will have you creating your own 
beads to take home! 5 $10 16+ 

11   
a.m. 

1   
p.m. 

EPL-Fiber 
Building 

Early Seam 
Conservation 

Instruction will entail seam 
finishing and embellishment with 
emphasis on conservation of the 
fabric. 

8, 
observers 
welcome  12+ 

11   
a.m. 

1   
p.m. 

EPL-Class 
Area A 

Basket Weaving: 
Coiled Baskets 

Make a drink coaster using three  
different variations of coiling, then 
use your method of choice up the 
sides to  create a basket to cover 
your drink bottle. BRING YOUR 
OWN BOTTLE (Stanley, Contigo, 
TAL, whatever, 20 oz or smaller.)  6 $15   

12 
p.m. 

1 
p.m. 

Scribes 
Point Calligraphy Basics 

Hand movement, strong and 
accurate strokes, basic terms, 
exercises for beginners.       

12 
p.m. 

1 
p.m. 

AR - 
Textiles 
Fine 

Fit, Pattern and 
Culture: A Crash 
Course in Bara 
tapes using a 
period bodice 
pattern 

This class will teach you the 
basics of creating bara tapes, 
using them to create the pattern 
for "A low cut bodice of silk" and 
how to fit the bodice once you 
have a draft version. We will also 
be talking about where this style 
was popular and different ways to 
put this style of bodice into use in 
your own garb. 

10, 
observers 
welcome $1 12+ 

12 
p.m. 

1 
p.m. 

AR - 
Lecture Sca-minaturists! 

Did you know that the SCA has a 
thriving community of 
Miniaturists? Curious? Come and 
mingle with like minded crafters.    12+ 
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12 
p.m. 

4 
p.m. AR - Fiber 

Goldwork 
Embroidery with 
bullion: learn how 
to use various bits 
of gold hardware 
in embroidery 

A simple yet stunning technique 
to use gold bullion for embroidery. 
Fee covers all the embroidery 
supplies and real gold thread and 
bullion. 10 $30 12+ 

12   
p.m. 

4   
p.m. 

EPL-
Woodshed 

Open Woodshop 
Time 

With Woodshop helper present, 
work on your project or repair, ask 
questions, etc.     

(Under 15 
w/parent) 

1 p.m. 
2 
p.m. Al-Mahala 

History of 
Assassins in the 
Middle East and 
History of 
Divisions in Islam 

The history of assassins in the 
Middle East follows closely the 
divisions and sects within Islam 
and Arabic history.  I'll even cover 
the Third Crusade of the Infidels 
lead by Richard the Lionhearted, 
when assassins were very active.     12+ 

1 p.m. 
4 
p.m. AR - Wood Open Shop 

Bring your projects or just come 
hang out in the shop       

1   
p.m. 

2   
p.m. 

EPL-Class 
Area A Viking Sling Braid 

Viking sling braid is known by 
several na.m.es.  Called 
Interlocking in Norway, most 
people know this art as whipcord.  
This textile can be used for ties, 
trim, straps, lacings, and 
drawstrings.  Handouts and 
supplies provided. none $2 

8+ minors with 
adult 

1   
p.m. 

2   
p.m. 

EPL-Clan 
Gambit 
Foundry 

Heraldic Armory 
for Beginners 

Learn the basic rules for 
constructing a coat of arms. 10 $2   

1 p.m. 
3 
p.m. 

RV - 
Cooking 
Pavilion 

Herbs as 
Medicine: What 
Tea Should I 
Drink for That? 

Over the years I have heard folks 
say that teas can heal what is 
ailing you. I am not a medical 
professional but I do like a cup of 
hot tea in the afternoon as I'm 
relaxing so I might as well drink 
one that can benefit me. Taste 
tests and handouts provided.       

1 p.m. 
3 
p.m. AR - Glass  Scale Beads 

Visual effect that opens the door 
to what can be done with simple 
dots. Don't be fooled - this takes 
practice and skill but the results 
are amazing 5 $10 16+ 

1 p.m. 
2 
p.m. 

AR - 
Lecture 

A History and 
Analysis of Woad 
Throughout the 
Ages 

A lecture class on the importance 
of woad in history. We will talk 
about provenance, cultural 
impact, production and how 
chemical analysis can be used to 
determine dye composition in 
ancient textiles.     12+ 

1 p.m. 
2 
p.m. 

AR - 
Metals 

A history of 
stained glass 

We will explore the history of 
stained glass from the earliest 
known pieces up to 1600. 
Students will get to handle 
samples while listening to a 
lecture.       

1 p.m. 
2 
p.m. 

AR - 
Textiles 
Fine 

Embroidery: 
couching and 
Bayeux Tapestry 
stitches 

Learn how to do the couching 
stitch and the laid work stitch 
known as the Bayeux Tapestry 
stitch. This is a 1 hour class. Fee 
covers the kit and the handout. 

8, 
observers 
welcome $5 12+ 



65 
 

1 p.m. 
2 
p.m. 

AR - 
Culinary 

Japanese 
Kneaded Incense 

Learn to make and use Japanese 
Kneaded Incense balls from 
scratch. Class will include a brief 
lecture on incense and then 
students will get to make their 
own incense to take home with 
them. Fee covers ingredients and 
a take home incense jar. 

5, 
observers 
welcome $10 12+ 

1:30  
p.m. 

5   
p.m. 

EPL-
Smithy 

Open Forge (HOT 
forge)  

This is work on your own time.  
Instruction/assistance MAY be 
available. A smith will be around 
to oversee open forge time, but 
it’s recommended you talk to an 
instructor ahead of time to confirm 
you can get the type of help you 
want/need.  Safety restriction- NO 
synthetic clothing or open toed 
footwear.  Prerequisite 
Blacksmithing 101 or prior 
experience      

15+, under 
must bring 
parent 

2   
p.m. 

3   
p.m. 

EPL-Clan 
Gambit 
Foundry Sean Nos Traditional Irish solo singing.       

2 p.m. 
3 
p.m. 

AR - 
Lecture 

Are You Breaking 
Even? Pricing 
Your Event Like a 
Business 

Are you throwing spaghetti at the 
wall when you price your event or 
feast? Did you know there are 
formulas business owners use to 
set pricing so they can turn a 
profit? Onesta Signora Marina will 
bring modern experience to bear 
to help you identify fixed costs, 
variable costs, gross profit, and 
your break-event point for any 
event or feast. Stop guessing and 
start growing!       

2 p.m. 
3 
p.m. 

RV - Italian 
Salon  

Academie de 
Demoiselles et 
Courtiers 

A class in European Renaissance 
comportment for the10 gentles of 
our Kingdom who wish to hone 
their talents as the finest 
examples of the Dream. Topics 
covered include flattery, the 
language of the fan, proper 
addresses, and how to 
curtsey/bow like a true courtier or 
demoiselle. A must for squires, 
retainers, and anyone dealing 
with nobility/royalty, or people 
who wish to bring the Dream to 
any many people as possible 10   

12+ (12-17 
w/parent) 

2 p.m. 
4 
p.m. 

AR - 
Textile Wet  

Indigo Vat 
Preparation and 
Dyeing Pt. 2 

Techniques for preparing different 
types of indigo vats. This is a 
'rolling' class where participants 
can come and go throughout the 
day and between scheduled 
classes. NOTE: Class will pause 
for Opening Ceremony.   $5 

12+ (12-17 
w/parent) 
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3 p.m. 
4 
p.m. 

AR - 
Metals 

Pyrography - Craft 
of Creating Art 
with Fire 

A class for all levels. Introducing 
both modern and period 
pyrography. A hands on 
opportunity. Intermediate artisans 
will learn how to take their craft to 
the next level. Come and see how 
to use shading and paint to make 
your work pop! All are welcome. 
Invited to bring wood for the craft, 
but not required.     

12+ (12-17 
w/parents) 

3 p.m. 
4 
p.m. 

AR - 
Culinary 

Making Wine: 
Then and Now 

A brief review of wine making in 
the late medieval time frame. A 
discussion of practical wine 
making in the current middle 
ages. Samples will be provided. 
Any adult may attend. Must be 21 
or older to sample products.     18+ 

3 p.m. 
4 
p.m. 

RV - Fine 
Arts Area 

DIY - Japanese 
Limp Bound 
Bookbinding! 

In this class you will learn some of 
the traditional binding cord 
patterns and how to create these 
beautiful patterns to make your 
own small limp bound Japanese 
booklet.       

3 p.m. 
4 
p.m. 

RV - 
Cooking 
Pavilion Leavening Agents 

This is an overview of period 
leavening agents, from the 
common to the obscure.       

3 p.m. 
5 
p.m. AR - Glass Open Torch 

Come and practice or experiment. 
Must have taken a beginner class 
or have previous experience on 
the torch to attend. 5 $10 16+ 

3 p.m. 
5 
p.m. 

AR - 
Textile Wet  

Give in the Log - 
Dye whole cloth 

however, it is a physical activity- 
be prepared to get wet! 6 yards 
maximum! Two-part class: 
Mordant/Blue on Tuesday, dye 
color on Thursday. Come dressed 
to get messy.  You may bring up 
to 6 yards (washed/scoured) 
natural fiber cloth, or purchase 
from me. Limit of 6 cloths.   $5 

5+ (5-11 
w/parent) 

3   
p.m. 

5   
p.m. 

EPL-Fiber 
Building 

How to Spruce Up 
Your Plain Tunic 

Bring a plain tunic to class and I'll 
show you ways to decorate it 
(Needles, yarn, scissors and wax 
provided, limited fabric also 
available if you don't have a tunic) 

10, 
observers 
welcome  10+ 

3   
p.m. 

4   
p.m. 

EPL-Clan 
Gambit 
Foundry 

Finding Your Path 
in the SCA 

Perfect for newbies or those 
returning to the SCA, this class 
discusses the paths of Chivalry, 
Art, and Service. We will also talk 
about obstacles you may face, 
and how to find your joy while 
playing in the Modern Middle 
Ages. No charge, lecture class 
with Q&A.       

4 p.m. 
5 
p.m. Al-Mahala 

Cooking with a 
Tagine         
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4 p.m. 
5 
p.m. 

AR - 
Lecture 

Anthropology of 
Alcohol Pt 1: 
Neolithic thru 
Middle Ages 

A guided roundtable discussion of 
how alcohol affected the 
advancement of human societies. 
We'll cover everything from 
Einkorn to Valhalla so bring a 
mug and come ready to share 
knowledge from your own area of 
expertise as we explore our 
shared social evolutionary leaps.     21+ 

4 p.m. 
5 
p.m. 

RV - 
Cooking 
Pavilion  

Milling through the 
ages 

A discussion of milling grain from 
antiquity to modern day, taking a 
look at the tools, method and how 
these things differed for milling 
different grains.       

5 p.m. 
6 
p.m. 

AR - 
Culinary 

Introduction to 
Wine - “Wine can 
of their wits the 
wise beguile, 
make the sage 
frolic, and the 
serious smile.” – 
Homer. 

Join me as I demystify the wine 
experience. This foundational 
course introduces the student to 
the intricacies of wine. We'll cover 
its history, methods of viticulture 
and vinication, wine styles, 
pairing, and tasting techniques. 
Bring a clear glass! 20   21+ 

6 p.m. 
7 
p.m. Al-Mahala 

Bazmaward 
(Rolled 
Sandwiches)Bagh
dadi Style 

(Lecture) Bazmaward is 
seasoned ground meat spread on 
dough with boiled eggs, rolled, 
baked and sliced, served with 
mustard sauce or fermented 
sauces like soy or fish sauce.     12+ 

6 p.m. 
7 
p.m. 

AR - 
Lecture 

Introduction to the 
Hebrew Calendar 

This course is an introduction to a 
millenia old calendar that is still in 
use today! With its roots in the 
Bronze Age and continued 
development through the Middle 
Ages, we will examine the 
rhythms of the calendar in its 
cultural context and acquaint you 
with some of its month-names, 
holidays, etc.       

7 p.m. 
10 
p..m. RV 

Gambling Night at 
the Village 

Renaissance card party! We will 
be playing Primero, Laugh and 
Lie Down, and Thirty and one. I 
will have tokens to play with or 
you can bring your own. Cheat 
sheets will be provided.       
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7 p.m. 
8:30 
p.m 

AR - 
Lecture 

On the Motions of 
the Heavens 

This class explores the motions of 
the sun, moon, and planets that 
mathematical models of the 
heavens would need to explain 
and develops the framework for 
discussing these motions.       

                

9   
a.m. 

5   
p.m. EPL 

Demonstration 
Day 

Various artisans will be 
demonstrating their skills 
throughout the day.  At 4p.m., the 
Silent Auction winners will be 
announced.       

9 a.m. 
12 
p.m. AR - Fiber 

Beginning Tablet 
Weaving 
Workshop 

This is a hands on class where 
you will learn how to speed warp 
for tablet weaving. You will learn 
how to set up the warp for 
weaving and how to read basic 
patterns. You will learn how to 
weave and a number of tricks I 
have picked up over the years to 
make your weaving better. 6   

12+ (12-17 
w/parent) 

9   
a.m. 

10   
a.m. 

EPL-Clan 
Gambit 
Foundry 

The Conditioning 
of Greyhounds for 
Medieval Hunting 
(with a display)  

Class Objective: To teach 
individuals how the greyhounds 
used in Medieval Hunting were 
conditioned.  It is my hope, this 
class illuminates how greyhounds 
were conditioned in preparation 
for Hunts. The display session of 
the class is open to any other 
canines present at Gulf Wars 
whose owners attend the class 
and possess valid vaccination 
documents (Current unexpired 
Rabies) and are willing to 
complete a waiver (liability from 
injury).  (Vaccination documents 
will be reviewed and interested 
owners can complete the waiver 
at start of class.)       

9 a.m. 
10 
a.m. Al-Mahala 

Warrior Warmup, 
Stretching, 
Strengthening & 
Balance 

Yoga was created several 
millennia ago in Northern India as 
a way to focus the body and mind 
on the journey to enlightenment. 
Practice standing activities that 
may be useful for fighter 
warmups, regular movement, and 
meditation. 

10, 
observers 
welcome   

12+ (12-17 
w/parent) 

9 a.m. 
10 
a.m. 

AR - 
Lecture  Heretic! 

In movies, people are always 
pointing at each other and yelling 
"Heretic!" But most people 
(especially screenwriters) have no 
idea what a heresy was in period 
or how to spot one. Come learn 
about the different kinds of heresy 
and some of history's most 
colorful heretics!     

12+ (12-17 
w/parent) 

9 a.m. 
11 
a.m. AR - Glass 

Glass and Fire 
101 - Intro to 
Lampworking 

This class is an introduction to 
lampworking. This hands-on class 
will have you creating your own 
beads to take home! 5 $10 16+ 

Wednesday 
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9   
a.m. 

11   
a.m. 

EPL-Class 
Area A 

Iron Age Baltic 
Clothing for 
Women 

This class will differentiate 
between the primary Baltic 
cultures of the Iron Age through 
their styles of clothing, 
orna.m.entation and accessories.  
No fee and there will be a 
handout.       

9   
a.m. 

5   
p.m. 

EPL-
Smithy Demo Day 

Anyone is welcome to come 
watch the smiths at work!  This is 
a time for work and observation, 
no formal instruction will be 
undertaken.       

10 
a.m. 

11 
a.m. 

AR - 
Lecture 

Backstrap 101 - 
Warping & 
Weaving 

Can't afford a loom, or don't have 
space to store one, but want to 
learn to weave? Come learn a bit 
about the history of weaving and 
make fabric out of long pieces of 
string (yarn). We will be weaving 
handbreadth strips and talking 
about how to scale up to wider 
pieces.   $5 12+ 

10 
a.m. 

11 
a.m. Al-Mahala 

Maghribi (North 
African) Wrapped 
Dresses         

10 
a.m. 

11 
a.m. 

AR - 
Textiles 
Fine 

Opus Anglicanum, 
Beyond the Shiny 
Stitches 

A fascinating look into some of 
the factors behind Opus 
Anglicanum embroidery, beyond 
the shiny embroidered stitches 
into a web of economics, imports, 
various regulations, and history. 
Leave with an increased 
knowledge and appreciation of 
the grand scope of this 
magnificent style of embroidery.       

10 
a.m. 

11 
a.m. AR - Wood 

Workbenches & 
Workholding 

Almost all hand-tool accidents 
and a whole lot of imprecision 
come from trying to do work with 
one hand while the other hand 
tries to steady and hold the work. 
Learn how to improve your work 
and increase your safety with a 
workbench.      12+ 

10 
a.m. 

12 
p.m. 

EPL-
Woodshed 

Traditional Hand 
Tool Usage 

Hands-on class learning to use 
traditional hand tools such as 
planes, saws and chisels. 10   

(Under 15 
w/parent) 

10 
a.m. 

12 
p.m. 

RV - 
Apothecary 
Pavilion 

Multi-Kingdom 
Herbal Guild 
Social 

Come meet other herbal 
enthusiasts from the Known 
World! There will be fellowship, 
discussions and refreshments for 
all.       
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10   
a.m. 

3   
p.m. 

EPL-Clan 
Gambit 
Foundry 

Hands-on Basic 
Market Basket 

Bring snacks with you, as this is a 
long class. You will learn over and 
under weaving, putting on a 
locker, upsetting a basket, the 
great octopus struggle in basket 
making, packing reed, putting a 
rim on a basket, and lashing it in 
place. Going to the market with it 
is on your own time. You can 
bring the following tools if you 
have them. I have some to share, 
but you may have to take turns 
with some tools. Clothes pins or 
something similar, reed cutter, 
measuring tape, cloth bath towel, 
container to soak reed in, thin 
string, scissors, small spray 
bottle, pencil, and scuba gear. 
Approx. Size: 15” long, 8-1/2 
wide, 12” tall (includes handle) - 
Class fees for supplies and 
handout listing supply list. 10 $30 13+ 

11 
a.m. 

12 
p.m. Al-Mahala 

Bazlama - Turkish 
Flat Bread and 
Labneh – Yogurt 
Cheese 

Bazlama is thin dough cooked on 
a metal dome over a fire.  Labneh 
is yogurt squeezed into a ball in 
cheesecloth and drained 
overnight to make a soft cheese.  
We will have a selection of herbs 
and spices to flavor the cheese.  
Students can pick up their cheese 
Thursday.     12+ 

11 
a.m. 

12 
p.m. AR - Wood 

I Came, I Sawed, I 
Conquered 

Learning to make clean accurate 
cuts with a handsaw and achieve 
picture frame precision with a 
shooting board.      12+ 

11 
a.m. 

1 
p.m. AR - Glass  

Beyond the 
Basics - Dots 

Introduction of Dots. A 
fundamental skill to build the 
toolbox for creating beautiful 
beads 5 $10 16+ 

11 
a.m. 

1 
p.m. 

AR - 
Textiles 
Fine 

Reticella Needle 
Lace 

In this class you will learn all the 
basic stitches you will need to 
know to create Reticella, which 
was one of the first needle laces 
and which still relies on a fabric 
ground as the underlying 
structure of the lace. Monday 
class, getting started (1hr), 
Wednesday & Friday (2hrs). 

10, 
observers 
welcome $5 18+ 

11   
a.m. 

1   
p.m. 

EPL-
Kitchen Clay Pot Cooking 

Hands on introduction to cooking 
with pottery. Prepare recipes for 
cooking in open fire/coals 
covering preparation of the pots, 
introducing to the coals, as well 
as cleaning different types of 
pottery. There will be exa.m.ples 
of what can go wrong, and 
discuss what can be done to 
avoid these issues yourself. 
There will be a number of 
different pot types and sizes to 
cook in and discuss, and the 
opportunity to prepare a pottage. 15     
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11 
a.m. 

1 
p.m. 

RV - Fine 
Arts Area 

Intro to Bobbin 
Lace         

12 
p.m. 

1 
p.m. 

Scribes 
Point 

Blackletter: Make 
It Better 

Principles of blackletter, common 
mistakes, and points of interest in 
various kinds of blackletter used 
in manuscripts. If you tried 
blackletter but have not enjoyed 
the result, please join us at this 
class. If you have not tried it but 
want to start it right way, come 
and get some experience.       

12 
p.m. 

1 
p.m. 

AR - 
Culinary  

Feast Planning 
Salon 

Are you planning a feast, have a 
wealth of knowledge about them, 
or just have some questions? 
Well, come on out to a round 
table discussion to get ideas and 
feedback in a constructive space.     

12+ (12-17 
w/parent) 

12 
p.m. 

1 
p.m. 

AR - 
Courtyard 

Training juggle 
balls to stop on 
command! 

Have you ever wanted to learn 
Contact Juggling? The art of 
making a sphere seem to float in 
the air. Its easy to learn, no 
experience needed.       

12 
p.m. 

1 
p.m. 

RV - 
Apothecary 
Pavilion Soporifics 

Join me as we get carried away in 
the arms of Morpheus as we 
explore the Medieval world of 
herbs that were used as sleep 
aids...or were they?       

1 p.m. 
2 
p.m. 

AR - 
Culinary 

Beginner Mead & 
Wine 

Designed to be attended after 
"Brewing 100" For the 1st time 
brewer, everything to get you 
started making your own Mead 
and Wine     18+ 

1 p.m. 
2 
p.m. 

RV - 
Apothecary 
Pavilion 

Herb and Flower 
Drying Station 

Do you have too many herbs and 
not enough space to dry them? 
How to make a simple herb and 
flower drying station using a 
wooden hoop, cheesecloth and 
twine.       

1 p.m. 
2 
p.m. 

AR - 
Textiles 
Fine  

Embroidery: 
herringbone 
stitches 

Learn how to do a variety of 
Herringbone stitches. This is a 1 
hour class. Fee covers the kit and 
the handout. 

8, 
observers 
welcome $5 12+ 

1 p.m. 
2 
p.m. 

RV - Main 
Hall 

Decorating Your 
Garb Without 
Breaking the Bank 

Students will learn alternate ways 
to embellish their garb using 
period and more modern 
materials. This is a lecture class 
with pictures and flash cards. 
Student input is encouraged.       

1 p.m. 
2 
p.m. 

AR - 
Lecture 

Celestial 
Navigation 

This class explores how the 
concepts from the celestial 
sphere were used in period for 
navigation. It is based on the 16th 
century Arte of Navigation by 
Martin Cortes and includes a 
hands-on use of instruments       

1   
p.m. 

3   
p.m. 

EPL-Fiber 
Building 

Beginning 
Naalbinding A Hat 
Part 2 

 
Introduction to the basics of 
naalbinding through learning the 
Oslo stitch while making a hat. 
Part 2 includes learning the 
joining to make rows and rounds, 

8, 
observers 
welcome   12+ 
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increasing, and decreasing. Must 
take Part1 to participate in Part 2.   

1 p.m. 
3 
p.m. 

Last 
Bastion 
Camp 

Fingerloop 
Braiding for 
Beginner's - 
Making Period 
Laces 

In this class you will learn to make 
braided period lacing that can be 
used for garb, armor, jewelry, etc. 
We will be learning 2-3 basic 
patterns, time permitting. No prior 
experience needed.       

1   
p.m. 

3   
p.m. 

EPL-
Kitchen Viking Flat Bread 

Hands on class, we will discuss 
bread in general, with specific 
emphasis on flat breads.  We will 
be preparing and cooking flat 
bread from various flours and 
pulses available during the Viking 
era. 15     

1 p.m. 
4 
p.m. AR - Wood Open Shop 

Bring your projects or just come 
hang out in the shop       

1 p.m. 
5 
p.m. RV 

Mead Making 
Class 

Join us for a 4 hour hands on 
demonstration of making a period 
style mead. We will supply the 
materials and equipment and you 
will take home a gallon of 
fermenting mead. 

6, 
observers 
welcome $30 21+ 

1   
p.m. 

5   
p.m. 

EPL-
Woodshed Six Board Box 

 Make/take class building a 
simple six board box. 4 $10 

(Under 15 
w/parent) 

2 p.m.. 
3 
p.m. 

AR - 
Textile Wet 

Intro to Practical 
Dyeing 

The basics for getting started 
naturally mordanting & dyeing 
fibers, using local & kitchen dyes, 
based on the latest research. This 
is a hands-on class - plan to get 
wet/colored. Samples provided. 
Participant may bring up to 2oz of 
their own fiber to dye.     

5+ (5-11 
w/parent) 

2 p.m.. 
3 
p.m. 

AR - 
Lecture 

Irish Garb: The 
History & Clothing 
of the Irish prior to 
1300 CE 

Join Ariana on the quest to 
answer the burning question: Is 
there such a thing as "Irish garb"? 
With a deep-dive into the 
archaeological record & an 
exploration through the 
enlightening recent genetic 
evidence, Ariana's class turns the 
tables on the "safron léine" & Irish 
"short jacket". Come learn the 
vibrant, unexpected possibilities 
of Irish clothing prior to 1300 CE! 
Bring paper and pencil to take 
notes and draw.     

12+ (12-17 
w/parent) 

2 p.m.. 
3 
p.m. 

RV - 
Apothecary 
Pavilion 

Intro to Herbs in 
the Middle Ages 

Brief overview of usage of herbs 
and spices in the Middle Ages       

2 p.m.. 
4 
p.m. AR - Glass  

Beyond the 
Basics - Stringers 

Introduction of Stringers. A 
fundamental skill to build the 
toolbox for creating beautiful 
beads 5 $10 16+ 
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3 p.m. 
4 
p.m. 

AR - 
Culinary 

Making Beer: 
Then and Now 

A brief review of ale and beer 
making in the late medieval time 
frame. A discussion of practical 
ale and beer making in the 
current middle ages. Samples will 
be provided. Any adult may 
attend. Must be 21 or older to 
sample products.     18+ 

3 p.m. 
4 
p.m. 

RV - Fine 
Arts Area  

Academie de 
Demoiselles et 
Courtiers 

A class in European Renaissance 
comportment for the gentles of 
our Kingdom who wish to hone 
their talents as the finest 
examples of the Dream. Topics 
covered include flattery, the 
language of the fan, proper 
addresses, and how to 
curtsey/bow like a true courtier or 
demoiselle. A must for squires, 
retainers, and anyone else 
dealing with nobility/royalty, or 
people who wish to bring the 
dream to as many people as 
possible. Bring a folding fan if you 
wish to participant in the 
Language of the fan.     12+ 

3 p.m. 
4 
p.m. 

AR - 
Lecture 

Speaking with the 
Dead: First Steps 
to Learning and 
Using a New 
Language in the 
SCA 

We will discuss simple and 
productive ways to strengthen 
proficiency with a modern or SCA 
period language. We will use 
Latin for learning examples in 
class, but there will be resources 
available in Old Norse, Old 
English, Italian and other 
languages as well. Handouts for 
up to 20 people, no limit on 
attendance.     12+ 

3   
p.m. 

5   
p.m. 

EPL-Fiber 
Building 

Nallbinding Socks 
Part 2 

Come learn to make socks using 
the York/Coppergate stitch. In 
part 1 we started with the toe and 
worked up. Part 2works the foot 
and heel loop around the back of 
the foot.  Must take Part1 to take 
this class.  Fees paid in part 1. 

8, 
observers 
welcome   12+ 

3:30  
p.m. 

5   
p.m. 

EPL-Clan 
Gambit 
Foundry 

Society 
Exchequer Meet 
and Greet 

Come spend time with Our 
Society Exchequer and meet 
other like-minded folks from 
around the Knowne World       

4 p.m. 
5 
p.m. 

AR - 
Lecture 

Anthropology of 
Alcohol Pt 2: 
Middle Ages thru 
Modern Era 

A guided roundtable discussion of 
how alcohol affected the 
advancement of human societies. 
We'll cover everything from Hops 
to Bubble Tax so bring a mug and 
come ready to share knowledge 
from your own area of expertise 
as we explore our shared social 
evolutionary leaps.     21+ 

4 p.m. 
5 
p.m. Al-Mahala 

Archery with a 
Thumb Ring         

4 p.m. 
5 
p.m. 

RV - Fine 
Arts Area 

Sewing and Arts 
Hangout with 
Daisy Viktoria 

Bring your current project or just 
come hang out! This is a time to 
chat and have a good time with 
fellow artisans!       
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4 p.m. 
6 
p.m. AR - Glass  Open Torch 

Come and practice or experiment. 
Must have taken a beginner class 
or have previous experience on 
the torch to attend. 5 $10 16+ 

5 p.m. 
6 
p.m. 

AR - 
Textiles 
Fine  

Dog Barding 
Heraldry 

Overview of difference sources 
found of dog barding, best 
practices in construction, and 
uses for heraldry or service dog 
identification.       

7 p.m. 
8 
p.m. 

AR - 
Lecture 

Mathematics of 
the Almagest 

This class explores the 
mathematical techniques 
necessary to understand 
Ptolemy's Almagest - the second 
century book that defined the 
geocentric cosmos for nearly 
1500 years.       

  
  

            

9 a.m. 
10 
a.m. Al-Mahala 

Henna Mixology 
and Application 

It's easy, safer, and way less 
expensive to mix your own than to 
try and find good premixed henna 
paste. Learn a simple recipe and 
method of application, and 
compare it to what we think they 
might have used in period.   

$ 
.50 

8+ (8-11 
w/parent) 

9 a.m. 
11 
a.m. AR - Glass  Bubble Dot Beads 

Learn a simple technique that has 
an amazing result. Small bubbles 
float within the bead creating a 
depth and beauty that can be 
used in multiple ways to bring an 
interesting appearance 5 $10 16+ 

9   
a.m. 

11   
a.m. 

EPL-Class 
Area A 

Minoan Dress for 
Women 

This class looks at the "typical" 
Minoan dress through the eye of 
an early textile person.  Let me 
take you on a speculative journey 
about how I think Minoan dresses 
were patterned, how that 
disagrees with the current books 
and why I think what I do.  We will 
look at the orna.m.entation, 
fabrics and patterns based on 
murals and pottery and how to 
measure yourself to make a dress 
and skirt that fit.  There is no fee 
and there will be a handout.       

9   
a.m. 

10   
a.m. 

EPL-
Smithy 

Ladies 
Blacksmithing 101 
(COLD forge)  

The absolute minimum you need 
to know.Safety, basic techniques, 
which tools for which processes, 
basic heat levels and the impact 
of quenching.      

15+ (15-17 
w/parent) 

9 a.m. 
12 
p.m. RV 

Pasta Project 
Class 

This is a hands on class where 
students will make period pasta 
from Scappi and Martino. We will 
make the dough, shape it, cook it 
and eat it. We will be making a 
formed pasta sciutta, a filled 
pasta ripieni.       

9 a.m. 
10 
a.m. RV 

Late Period 
Salads 

Crisp, bright, glorious lettuces and 
herbs. Join me in an exploration 
of period salad recipes you can 
serve anywhere.       

Thursday 
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10 
a.m. 

11 
a.m. AR-TBD 

A Survey of Basic 
Woodworking 
Joints 

Sure, you can just bang a few 
nails in or drive a bunch of screws 
in and call it good, but there are 
almost always better ways.  Let's 
look at some of those.     12+ 

10 
a.m. 

11 
a.m. AR-Wood 

Sharpening 101 - 
Planes and 
Chisels 

Sharpening is one of the 
fundamental skills of 
woodworking. In this class we'll 
review a number of methods and 
demonstrate a basic sharpening 
system.      12+ 

10 
a.m. 

11 
a.m. Al-Mahala 

Egyptian Barley 
Bread with Dates 

We will make a 100% barley 
bread that has honey and dates in 
it.  We will bake it in our clay 
oven.     12+ 

10 
a.m. 

11 
a.m. RV 

Origins of Herbs 
and Spices 

Following ancient trade routes 
and where many medieval herbs 
and spices originated.       

10 
a.m. 

5 
p.m. 

AR - 
Workshop  

Open Workshop 
with Meistari 
Haraldr 

Instructor will have materials and 
tools available to create the 
following projects: 
Stamping/Chasing metal tools, 
Viking stamped arm bands, Glass 
on copper enameling,  Pewter 
casting, Soapstone mold carving, 
Upright Narrow Band weaving 
loom.   

$2-
$40  

12+ (12-17 
w/parent) 

10   
a.m. 

12:30  
p.m. 

EPL-
Smithy 

Ladies Intro to 
Forging (HOT 
forge)  

Lighting, tending, and using the 
forge-choose from a selection of 
projects that introduce you to 
using a forge, ha.m.mers, anvil, 
and working hot metal.   Safety 
restriction-NO synthetic clothing 
or open toed footwear.  
Prerequisite Blacksmithing 101 or 
prior experience. Forge space 
preference will be given to 
individuals that complete the 
Blacksmithing 101 immediately 
prior.      

15+ (under w/ 
parent) 

10   
a.m. 

11   
a.m. 

EPL-
Woodshed 

Intro to Chip 
Carving 

Hands-on explanation and 
practice of basic chip carving. 8   

(Under 15 
w/parent) 

10   
a.m. 

11   
a.m. 

EPL-Clan 
Gambit 
Foundry Schipperke 101 

Origins and history of the 
Schipperke dog breed.  Grooming 
needs, temperament, colors, doc 
the tail yes or no?  Basic breed 
standards. Should your first dog 
be a Schipperke?   Q&A       

11 
a.m. 

12 
p.m. Al-Mahala 

Intro to Drumming 
and Rhythms 

So you got your first drum and 
wish to know more, or are you still 
learning please come for family 
fun music classes.       

11 
a.m. 

1 
p.m. AR -Glass Birka Beads 

Dive into recreating history with 
Birka Beads 5 $10 16+ 

11 
a.m. 

12 
p.m. 

Scribes 
Point 

Personalizing 
scrolls 

After receiving an assignment 
then what? How to personalize a 
design for the recipient. Where to 
look for ideas and how to use 
them. 

10, 
observers 
welcome   18+ 
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11 
a.m. 

12 
p.m. AR- TBD A Close Scrape 

Scrapers are like what if 
sandpaper was really really 
effective and lasted forever.  A 
demonstration of scraper usage 
and sharpening.       

11 
a.m. 

12 
p.m. AR - Wood  

Are You There 
God, It's More 
Woodworking 
Tools 

(AKA How did they do this before 
they had routers?) So, you've got 
your basic kit put together and 
have a few projects under your 
belt and you want to expand your 
tool kit. What tools will make your 
shop time easier and more 
productive?     12+ 

11 
a.m. 

12 
p.m. 

AR - 
Culinary 

Honey tastings of 
the world! 

Come try the best honeys of the 
world, from Crete to Florida, 
Yemen to Texas. The best honey 
mentioned by Pliny the Elder. And 
the most expensive honey in the 
world. $20  $10 

12+ (12-17 
w/parent) 

11 
a.m. 

12 
p.m. AR - Fiber 

Backstrap 101 - 
Warping & 
Weaving 

Can't afford a loom, or don't have 
space to store one, but want to 
learn to weave? Come learn a bit 
about the history of weaving and 
make fabric out of long pieces of 
string (yarn). We will be weaving 
handbreadth strips and talking 
about how to scale up to wider 
pieces. Please wear a belt to 
class! 

10, 
observers 
welcome $5 

12+ (12-17 
w/parent) 

11 
a.m. 

12 
p.m. 

RV - 
Apothecary 
Pavilion  

Harvesting, 
Saving and Using 
your Herbs 

When to Harvest, How to 
preserve and use your harvest. 
Both Medieval and modern 
methods.       

11   
a.m. 

1   
p.m. 

EPL-Fiber 
Building 

Rigid Heddle 
Weaving 

 Class to include hands on 
instructions for weaving with rigid 
heddles.  Students should bring 
their own looms; some rigid 
heddles available for purchase 
after class. (Some looms 
available for use during class and 
purchase after Thurs. 3p.m.) 

6, 
unlimited 
observers $30  13+ 

11   
a.m. 

1   
p.m. 

EPL-
Kitchen Viking Flat Bread 

Hands on class, we will discuss 
bread in general, with specific 
emphasis on flat breads.  We will 
be preparing and cooking flat 
bread from various flours and 
pulses available during the Viking 
era. 15     

11   
a.m. 

12   
p.m. 

EPL-Clan 
Gambit 
Foundry Intro to Quilling 

Come learn the basics of quilling, 
a form of paper art! Everything 
starts with a coil, but the 
possibilities are endless. I will 
teach the basic shapes, then if 
time, we will quill an initial letter, 
which will be suitable for fra.m.ing 
in a shadow box. No charge, all 
materials provided. 10     

12 
p.m. 

1 
p.m. 

AR - 
Metals 

Archery Artillation, 
What is it Exactly? 

This class covers the science 
behind arrow making for hunting 
versus arrow making for warfare. 
It will also cover what the job of a 
medieval artillator was. 10     



77 
 

12 
p.m. 

1 
p.m. 

AR - 
Culinary 

Making Mead: 
Then and Now 

A brief review of mead making in 
the late medieval time frame. A 
discussion of practical mead 
making in the current middle 
ages. Samples will be provided. 
Any adult may attend. Must be 21 
or older to sample products.     18+ 

12 
p.m. 

1 
p.m. RV 

Test Your 
Temperament 

Intro to humoral theory with a self 
graded quiz, how it affects daily 
life and diet, and remedies for 
humoral balance.       

12 
p.m. 

2 
p.m. 

RV - 
Cooking 
Pavilion 

Eat the Four 
Humours         

1 p.m. 
2 
p.m. Al-Mahala 

Intro to Drumming 
and Rhythms 

So you got your first drum and 
wish to know more, or are you still 
learning please come for family 
fun music classes.       

1   
p.m. 

3   
p.m. 

EPL-Class 
Area A 

Roman 
Handwriting 

An overview of Rustic capitals, 
and Old and New Roman Cursive 
- the period appropriate 
applications the styles of writing, 
basics of each hand, and 
discussion of the tools and 
materials used in the Roman 
world.       

1   
p.m. 

3   
p.m. 

EPL-
Woodshed Basic Tool Tote 

Make/take traditional tote (tool 
box). 5   

(Under 15 
w/parent) 

1   
p.m. 

2   
p.m. 

EPL-Clan 
Gambit 
Foundry 

Everyday Heraldic 
Display 

Heraldic display need not be for 
Crown Lyst only. This class will 
give you some ideas for using 
heraldic display in your everyday 
SCA life.       

1 p.m. 
2 
p.m. RV 

Syrian 
Handwashing 
Powders 

A hands on class exploring the 
hand washing powders of 13th 
century Syria.       

1 p.m. 
3 
p.m. 

AR - 
Textiles 
Fine Appliqué 

Learn how to do 2 embroidery 
stitches that can be used for 
appliqué, and how to 
sew/appliqué pieces onto another 
piece of fabric. This is a 2 hour 
class. Fee covers the kit and the 
handout. 

8, 
observers 
welcome $5 12+ 

1 p.m. 
3 
p.m. AR - Glass 

Glass and Fire 
101 - Intro to 
Lampworking 

This hands-on class will have you 
creating your own beads to take 
home! 5 $5 16+ 

1 p.m. 
3 
p.m. 

AR - 
Culinary 

Inter-Kingdom 
Brewer's Guild 
Competition - 
IKBG         

1 p.m. 
2 
p.m. 

AR - 
Lecture 

Symbology of 
Color in Religious 
Art 

Will focus on the development of 
color, symbols, archetypes and 
the choice of pigments in both 
Byzantine and Roman Christian 
Art in the SCA period.  Will have 
some lecture for background but 
will be heavily based on examples 
from period art using color 
printouts and/or laptop images.       

12+ (12-17 
w/parent) 
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1 p.m. 
4 
p.m. AR - TBD 

Viking Necklace 
Make and Take 

Make a 2 strand SCA Viking 
necklace, or a single strand 
treasure necklace. Bring any bits, 
beads or baubles you may want 
to add. All materials will be 
provided. 15 $20 

12+ (12-17 
w/parent) 

1:30  
p.m. 

5   
p.m. 

EPL-
Smithy 

Ladies Open 
Forge (HOT forge)  

This is work on your own time.  
Instruction/assistance MAY be 
available. A smith will be around 
to oversee open forge time, but 
it’s recommended you talk to an 
instructor ahead of time to confirm 
you can get the type of help you 
want/need.  Safety restriction- NO 
synthetic clothing or open toed 
footwear.  Prerequisite 
Blacksmithing 101 or prior 
experience      

15+ (under 
w/parent) 

2   
p.m. 

3   
p.m. 

EPL-Clan 
Gambit 
Foundry 

Fine Words on a 
Rough Tongue 

A look at poetry from early Irish 
and Norse culture.       

2 p.m. 
3 
p.m. Al-Mahala 

Drumming for 
Performances 

Drumming for Performances- 
discuss and learn technics for 
working with a partner in 
performance type setting.        

2 p.m. 
3 
p.m. RV 

Shakespeare's 
Flowers         

2 p.m. 
3 
p.m. RV Turkish Kahve         

2 p.m. 
4 
p.m. 

Last 
Bastion 
Camp 

Fingerloop 
Braiding for 
Beginner's - Part 2 

In this class you will build on what 
you learned in Fingerloop braiding 
for Beginners to make more 
complex braided period 
lacing.You will be learning 2-3 two 
and three color braids, time 
permitting.       

3 p.m. 
5 
p.m. AR - Glass 

Making Glass 
Vessels 

An overview of a few ways to 
make small glass vessels similar 
to those used in early period. 5 $10 16+ 

3 p.m. 
4 
p.m. 

AR - 
Culinary 

The Magic Stick: 
All about Yeast! 

Managing the microscopic magic 
of mycology letting Brewers brew 
better beer since before 
alliteration. We'll discuss 
everything yeast, from it's life 
cycle to how to choose a specific 
strain for your brewing project.     21+ 

3   
p.m. 

4   
p.m. 

EPL-
Woodshed 

Open Woodshop 
Time 

With Woodshop helper present, 
work on your project or repair, ask 
questions, etc.     

(Under 15 
w/parent) 

3   
p.m. 

4   
p.m. 

EPL-Clan 
Gambit 
Foundry 

Tablet Weaving 
for Beginners 

A Hands-on beginning tablet 
weaving class. Students will learn 
the basics of Table weaving. No 
Loom required for class. 15     

3 p.m. 
4 
p.m. RV  

Cacahuatl - Food 
of the Gods         

3 p.m. 
4 
p.m. Al-Mahala 

Period Middle 
Eastern Cloth 

Basic descriptions of the fibers, 
the cloth made from them and 
dyes that were used.     12+ 

3 p.m. 
4 
p.m. RV 

The 9 Herbs of 
Odin         

4 p.m. 
5 
p.m. Al-Mahala 

Middle Eastern 
Head Gear         
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4 p.m. 
5 
p.m. 

AR - 
Lecture 

Anthropology of 
Alcohol Pt 1: 
Neolithic thru 
Middle Ages 

A guided roundtable discussion of 
how alcohol affected the 
advancement of human societies. 
We'll cover everything from 
Einkorn to Valhalla so bring a 
mug and come ready to share 
knowledge from your own area of 
expertise as we explore our 
shared social evolutionary leaps.     21+ 

4 p.m. 
5 
p.m. 

RV - 
Apothecary 
Pavilion 

Surgical Tool 
Workshop 

Interactive demonstration of 
period surgical techniques 
treating arrow wounds using 
reproduction surgical tools.     10+ 

4 p.m. 
5 
p.m. 

AR - 
Metals 

Japanese 
Kneaded Incense 

Learn to make and use Japanese 
Kneaded Incense balls from 
scratch. Class will include a brief 
lecture on incense and then 
students will get to make their 
own incense to take home with 
them. Fee covers ingredients and 
a take home incense jar. 

5, 
observers 
welcome $10 12+ 

7 p.m. 
8 
p.m. 

AR - 
Lecture  

Here Comes the 
Sun 

This class gives a qualitative 
understanding of how the 
geocentric model of the sun 
functions and then explores how it 
may be used to quantitatively 
predict the position of the sun on 
a given date using a solar model 
updated for present day.       

  
  

            

9   
a.m. 

10   
a.m. 

EPL-
Smithy 

Blacksmithing 101 
(COLD forge)  

The absolute minimum you need 
to know.Safety, basic techniques, 
which tools for which processes, 
basic heat levels and the impact 
of quenching.      

15+ (under 
w/parent) 

9 a.m. 
11 
a.m. AR - Glass Raked Beads 

This is an intermediate class on 
making raked beads. You must 
have taken the beginner's class to 
attend. 5 $10 16+ 

9 a.m. 
11 
a.m. 

AR - 
Textiles 
Fine 

Reticella Needle 
Lace 

In this class you will learn all the 
basic stitches you will need to 
know to create Reticella, which 
was one of the first needle laces 
and which still relies on a fabric 
ground as the underlying 
structure of the lace. Monday 
class, getting started (1hr), 
Wednesday & Friday (2hrs). 

10, 
observers 
welcom $5 18+ 

9 a.m. 
12 
p.m. RV 

16th Century 
Italian Pastry 

Join me for a look at how pastry 
was made and used in the 16th 
century. I will be using recipes by 
Scappi and Messisbugo. This will 
be a hands on class and we will 
be eating the results. 

8, 
observers 
welcome $5 15+ 

10 
a.m. 

5 
p.m. 

AR - 
Workshop  

Open Workshop 
with Meistari 
Haraldr 

Instructor will have materials and 
tools available to create the 
following projects: 
Stamping/Chasing metal tools, 
Viking stamped arm bands, Glass 
on copper enameling,  Pewter 
casting, Soapstone mold carving,   

$2-
$40 
dep
end
ing 
on 
proj
ect 

12+ (12-17 
w/parent) 

Friday 
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Upright Narrow Band weaving 
loom. 

10 
a.m. 

11 
a.m. 

RV - 
Apothecary 
Pavilion 

Treating Arrow 
Wounds 
Surgically 

Exploration of how arrow wounds 
were treated surgically in period. 
We will explore the 12th century 
techniques from the writings of 
Roger Frugard and compare them 
with the 16th century techniques 
of Ambrose Pare. There will be 
examples of reproduction surgical 
tools on display for discussion 
during the class. 10   18+ 

10   
a.m. 

12:30  
p.m. 

EPL-
Smithy 

Intro to Forging 
(HOT forge)  

Lighting, tending, and using the 
forge-choose from a selection of 
projects that introduce you to 
using a forge, ha.m.mers, anvil, 
and working hot metal.   Safety 
restriction-NO synthetic clothing 
or open toed footwear.  
Prerequisite Blacksmithing 101 or 
prior experience. Forge space 
preference will be given to 
individuals that complete the 
Blacksmithing 101 immediately 
prior.      

15+ (under 
w/parent) 

10  
a.m. 

12   
p.m. 

EPL-
Woodshed 

Hand Cut 
Dovetails 

Hand cut dovetails, Hands-On 
class on using traditional tools to 
make dovetails for box joinery. 10   

(Under 15 
w/parent)  

10  
a.m. 

11   
a.m. 

EPL-Clan 
Gambit 
Foundry 

Intro to Banner 
Making 

Join this class and make your 
own banner! Choose your own 
device, or make a banner of your 
choice. Topics include choice of 
material, elements of design, and 
sources. All materials provided. 10     

11 
a.m. 

12 
p.m. 

AR - 
Textiles 
Fine 

Bottlecap 
Pincushions 

Participants will make a bottlecap 
pincushion, suitable for pins, 
needles or safety pins in your 
travel sewing kit, or for your lacing 
needle & veil/clothing pins in your 
garb accessories kit. Participants 
should know simple handsewing 
& can learn a little embroidery.    $1   

11 
a.m. 

1 
p.m. AR - Glass 

Geometric Tile 
Beads 

Design geometric patterns in your 
bead. 5 $10 16+ 

11 
a.m. 

12 
p.m. AR-Lecture 

Caritas Abundat; 
The music, 
meaning, and 
mysticism of 
Hildegard von 
Bingen's liturgical 
work. 

Join HL Giovanna on a brief 
exploration of Hildegard von 
Bingen's life and music. Focusing 
on "Caritas Abundat", we'll look at 
the process of interpreting a song 
from neumes to notes.     12+ 

11 
a.m. 

12 
p.m. RV 

Herbs of the Four 
Humors         
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11   
a.m. 

1   
p.m. 

EPL-Class 
Area A 

Basket Weaving: 
Coiled Baskets 

Make a drink coaster using three  
different variations of coiling, then 
use your method of choice up the 
sides to create a basket to cover 
your drink bottle. BRING YOUR 
OWN BOTTLE (Stanley, Contigo, 
TAL, whatever, 20 oz or smaller.)  6 $15   

12 
p.m. 

1 
p.m. 

AR - 
Lecture 

Artisans Row 
Meeting 

Open to teachers, students and 
the populace. Join The Artisan's 
Row crew for an roundtable 
discussion of the Row, what we 
liked and didn't like and what we 
would want to see in the future. 
Snacks provided or bring lunch.       

12 
p.m. 

1 
p.m. 

AR - 
Culinary 

Honey tastings of 
the world! 

Come try the best honeys of the 
world, from Crete to Florida, 
Yemen to Texas. The best honey 
mentioned by Pliny the Elder. And 
the most expensive honey in the 
world. 20 $10 

12+ (12-17 
w/parent) 

12 
p.m. 

1 
p.m. RV 

A Walking 
Identification of 
Useful Plants 

We will walk a path around King's 
Arrow Ranch and identify plants 
and discuss uses and preparation 
methods of foraged friends       

12 
p.m. 

1 
p.m. 

RV - Fine 
Arts Area  

Japanese Limp 
Book Binding 

In this class you will learn some of 
the traditional binding cord 
patterns and how to create these 
beautiful patterns to make your 
ownsmall limp bound Japanese 
booklet       

1 p.m. 2 p.m 
AR - 
Culinary Beginner Beer 

Designed to be attended after 
"Brewing 100" For the 1st time 
brewer, everything to get you 
started making your own Beer or 
Ale.     18+ 

1 p.m. 2 p.m 

RV - 
Apothecary 
Pavilion  

Origins of Herbs 
and Spices 

Following ancient trade routes 
and where many medieval spices 
and herbs originated.       

1   
p.m. 

4   
p.m. 

EPL-
Woodshed 

Open Woodshop 
Time 

With Woodshop helper present, 
work on your project or repair, ask 
questions, etc.     

(Under 15 
w/parent)  

1 p.m. 2 p.m Al-Mahala 

EMBROIDERY: 
writing with a 
stylized chain 
stitch         

1   
p.m. 

2   
p.m. 

EPL-Clan 
Gambit 
Foundry 

Form and 
Function of the 
Period Herald 

This class discusses what made 
someone a herald, the duties, 
privileges of the period herald.       

1 p.m. 
4 
p.m. AR - Wood  Open Shop 

Bring your projects or just come 
hang out in the shop       

1 p.m. 
3 
p.m. AR - Glass Hollow Beads 

How to build a bead around air. 
This is an interrmediate class so 
you must be familliar with basic 
techniques to take this class. 5 $10 16+ 
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1:30  
p.m. 

5   
p.m. 

EPL-
Smithy 

Open Forge (HOT 
forge)  

This is work on your own time.  
Instruction/assistance MAY be 
available. A smith will be around 
to oversee open forge time, but 
it’s recommended you talk to an 
instructor ahead of time to confirm 
you can get the type of help you 
want/need.  Safety restriction- NO 
synthetic clothing or open toed 
footwear.  Prerequisite 
Blacksmithing 101 or prior 
experience      

15+,(Under 15 
w/parent)  

2 p.m. 
3 
p.m. Al-Mahala 

Olive Loaf Bread 
and Easy Dutch 
Oven Bread 

Both breads have a couple of 
risings, so I will have batches 
timed out so we can have finished 
products at the end of class.  I will 
make some labneh cheese to go 
with it.     12+ 

2 p.m. 
3 
p.m. RV 

Harvesting, 
Saving and Using 
your Herbs 

When to harvest, how to preserve 
and use your harvest. Both 
medieval and modern methods.       

2   
p.m. 

4   
p.m. 

EPL-
Woodshed 

Building a 
Portable Bag 
Stool 

Make/take class building a small 
stool that fits in a bag for easy 
carry. 10   

(Under 15 
w/parent)  

3 p.m. 
4 
p.m. 

AR - 
Culinary 

The Feast Cook's 
Guide to Kitchen 
Management 

Don't Panic!  Learn the inns and 
outs of planning, organizing, and 
running a successful, and safe,  
feast or luncheon.        

3 p.m. 
4 
p.m. AR - Glass Veil Pins 

Veil pins are needed to wear 
veils. Create this lovely accessory 
with glass! 5 $10 16+ 

3   
p.m. 

5   
p.m. 

EPL-Fiber 
Building 

Nallbinding Socks 
Part 3 

Come learn to make socks using 
the York/Coppergate stitch. Parts 
1and 2 covered starting at the toe 
and building the foot and heel 
loop. Part 3covers an afterthought 
heel and finishing.  Must take Part 
1 and Part2 to take this class.  
Fees paid in part 1. 

8, 
observers 
welcome   12+ 

3   
p.m. 

5   
p.m. 

EPL-Class 
Area A 

Award "Scrolls" 
for Ancient World 
Personas 

An chronological overview of the 
forms of writing and types of 
documents available in the 
ancient world, and how they can 
be used to create persona 
appropriate awards for individuals 
with ancient world personas. 
Beginning with cuneiform writing 
on clay tablets in 3200 BCE and 
progressing to late Roman 
parchment codices c. 4 CE., we 
will look at what was used when, 
where, by whom, and for what.        

4 p.m. 
5 
p.m. 

AR - 
Lecture 

Anthropology of 
Alcohol Pt 2: 
Middle Ages thru 
Modern Era 

A guided roundtable discussion of 
how alcohol affected the 
advancement of human societies. 
We'll cover everything from Hops 
to Bubble Tax so bring a mug and 
come ready to share knowledge 
from your own area of expertise 
as we explore our shared social 
evolutionary leaps.     21+ 
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7 p.m. 8 
p.m. 

AR-Lecture Ptolemy's Star 
Catalog - A Stolen 

Masterwork? 

Ptolemy’s star catalog contains 
descriptions, coordinates, and 
brightnesses for 1025 stars. But 
did Ptolemy create this data 
himself? Or was it stolen from the 
astronomer Hipparchus ~300 
years earlier? This debate has 
divided the historical astronomical 
community for over 400 years. 
This class lays out the evidence. 

      

                

10 
a.m. 

1 
p.m. 

AR - 
Courtyard 

Journeyman 
Project Display 

The projects of the Artisan Row 
journeymen will be on display for 
all to see. 

      

                

 


