Technical advice:

This LARP is designed for 10 characters (2 of them -Béranger and Cauvin- may be played by either a male or a female) and 2 organizers. It was designed to be an indoor party of 4 to 5 hours. We recommend the use of a large room, the common room, with a map of the castle hanging somewhere inside. We also recommend you to use candles and no other light: it will help to have a more medieval ambiance. A few smaller extra-rooms are nice to start the game with and to let split up people who are exploring the castle.

Material:

You should print out:

· The map of the castle (this map should be displayed in the common room).

· The poetic song. Give this poem to the first player who will search Bongart's secret drawer (it will represent the hidden scroll). Moreover, give a copy to Cauvin and Béranger who are supposed to know it (it cannot be stolen from them).

· All clues that you will give to players.

· The letter of the Earl of Artois addressed to Flore (give it to her).

· Some pickpocket icons.

You should also provide:

· A bloody bandage for Béranger.

· Food and drinks (since the banquet has been cancelled, it represents a small dinner). 

· Vinegar to fill Gregorius’ flask and the glass Bongart was drinking from.

· Glasses for everyone (more or less filled depending on the time they spent in the common room).

· Blackcurrant syrup (or any other red syrup) for Aymeri’s flask.

Beginning of the game:

· Be sure that everyone has understood the rules.

· Lead Cauvin and Béranger in the kitchen.

· Lead Garin and Roger-Bernard in another room and put them in position as Roger-Bernard enters the room.

· Lead everyone else into the common room.

· Freeze everyone in a certain position.

· Whistle (or make another signal) for the beginning of the game.

During the game, some short advice

· Cauvin has to recognize Ameyri before the game starts. Blanche has to recognize him during the game, and the Earl of Foix might remember him if someone helps him.

· The castle is full of guards, servants and all the people from the Toulouse family. These persons cannot interact with the characters (they are working in the kitchen, in other rooms, are guarding the entrance of the castle, etc). However Bohemond, Jeanne's dedicated page, may carry out some actions for her (like searching in the moats), but he will not inquire alone.

· If a character plans to search a room, describe to him the general arrangement of the room. Then, if the character looks more carefully, give more details (and give him the description on paper). We recommend you write down what happens to all clues (if they are moved, destroyed or else by any character?).

· You should estimate the amount of information a player can get from a room search depending on what he is exactly doing, on his character and on his role-play.

· If all religious and political interactions seem not to work anymore, you should remind Flore, Aymeri and Gregorius that they should argue for their interests. Also remind Raymond VII about his decision; the wedding announcement might be a good end to the game.

· Remember Roger-Bernard of Foix that since there is a murder, he must find a murderer. Thus, unless it appears to be a suicide or an accident, he must accuse someone and trial him. It also might be a good ending event.

Miscellaneous

· You might choose a costume of page, a servant or anything else.

· If you have time enough, you can choose to dress a room as Bongart’s room, including the body and all indices.

· Pay attention to who will play Cauvin’s character. This character is almost only role-play but knows a lot of information. Before the game, you can describe it as Salvatore in The Name of the Rose (the monk always saying “stupido”). Take a particular attention that he does not stay alone during the game.
· When you give the character sheet, you can join a casting of all players known by each character (few words, a picture and maybe their address and phone number). If you do so, don’t forget to invent someone for Bongart.
