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Present the players with the layout of the camp and introduce the various characters spending their time within.
· Include players introducing their characters, focusing on:
· What’s the first thing people note about you?
· What sort of clothes are you wearing that others would notice?
· Anything standing out about your appearance? (hair, eyes, facial features, body size etc)
· Anything noteworthy about your gear that others would notice?

The team with the best marching/ride result from returning from their hunt shall have first pick at the next hunting area:

· Deepwood: Prey -1d10, Hunt +2d10, Preparation +1d10
One of the farthest areas reachable from the camp. While rare beasts are plentiful the sheer distance and dense forest make it a difficult place to hunt successfully.

· Eastridge: Hunt +2d10, Preparation +1d10
The easternmost mountain ridge of the Garatu mountains and furthest from the camp. The distance and difficult terrain make any hunting expedition quite difficult. 

· Icewood: Hunt +1d10
Woods to the west of the camp, facing the coast. It gets its name from the chilly sea winds blowing vapour from the north, covering the northern-facing branches of the trees in ice or frost. It’s a decent place for a hunt, but the dense forest is hard to traverse.

· Riverbend: Prey +1d10, Preparation -1d10
Plains with wooden patches following the Clearwater river. While many animals come here to drink they are rarely of the type sought after in the Great Hunt. The terrain does provide plenty of cover and good vantage points.

· Rocky woods: Prey +1d10
Located between the Clearwater river and the Garatu mountains. The forest is gradually rising towards the mountains to the east and as the name suggests the terrain is quite rocky. 

· Rushwater: Prey -1d10, Hunt +1d10
The small, rapid river east of camp flows from the Garatu mountains. Many animals come here to sater their thirst, even such rare beasts which are seldom seen by the Clearwater river. 

· Westridge: Hunt +1d10, Preparation +1d10
The westernmost mountain ridge of the Garatu mountains. The distance and difficult terrain make any hunting expedition quite difficult. 
A team is allowed to pass their turn on choosing a hunting area in order to take camp actions first. If both teams choose to do so, then roll Initiative as to who gets first pick.

As camp action each player/character is allowed to do the following:
· Barter (Barter) - purchase items/gain repairs
· Critical Success: purchase 2 + [1 per 5 effect] number of items from any number of vendors.
· Success: purchase 1 + [1 per 5 effect] number of items from a single vendor.
· Failure: purchase 1 item from a single vendor for + [1£ per 5 effect].
· Critical Failure: conflict with the merchant!
· Craft/Repair item (Craft/Survival) - craft/repair an item of their own
· Critical Success: Gain 2 elixirs / Item repaired & ignore 1 Critical Failure
· Success: Gain 1 elixir / Item repaired
· Failure: Nothing happens
· Critical Failure: Laboratory ruined / Item further damaged
· Investigate - attempt to learn something about the camp, an NPC or a character. 
GM rolls Test secretly!
· Critical Success: Learn information + rumour about a camp secret.
· Success: Learn information
· Failure: Nothing happens
· Critical Failure: Character learns erroneous information
· Gain favour - attempt to gain a favour from an NPC (or character?)
· Roleplaying event.
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INVESTIGATIONS
- Gunner has a relationship with Brewer (Tracking)
- Crank is not the real son of Brewer and Tinkerbell (Blather/Carouse)
- Calc is interested in phoenix feathers (Blather/Inquiry)
- Dwarves interested in durzurch materials (Lore(Monsters))
- Khandar is an experienced warrior (Inquiry)
- Elsa desires to work the forge (Blather).
- Adolf is researching trolls (Inquiry).
- Evelyn is a spy (Carouse/Tracking).
- The reclusive mage is called Xandra (Etiquette/Heraldry).
- The mages seek rare items (Commerce/Lore(Magic))
- The Nogima siblings' tribe has hit hard times (Charm)
- Nerina stand to gain political favor from a good hunt (Blather)
- Antaria used to be a soldier, fighting centaurs to the south (Inquiry)
- Lutetia has experience from many previous Great Hunts (Lore(Animals))

FAVOURS
- Gunner & Brewer (Intimidate): Free services
- Brewer & Tinkerbell (Intimidate): Steam whistle that will attract a drake.
- Crank (Charm): Gain a favour with someone else.
- Calc (Phoenix feathers): Double points from phoenix.
- Vorzor (Durzurch bones/scales): Double points from durzurch.
- Khandur (Carouse): -1d10 to preparation in Mountain region. 
- Elsa (Deceive): Free repair/improvement.
- Adolf (Troll bones): Double points from troll.
- Evelyn (Intimidate): Bribe
- Lamara (Barter): Detect magic potion
- Xandra (Unique trophy): £100 & restore 1 Fate point.
- Nogima (£): -1d10 to Survival.
- Nerina (Etiquette): will grant +1 point for a common or scarce trophy.
- Antaria (Centaur trophy): Double points from centaur.
- Lutetia (Wrangling): -1d10 to Hunt test. 
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THE MERRY MUSKETEERS
"Gunner" 
- repairs 		£1 restore a firearm
- weapon care		£1 ignore 1 critical failure
"Brewer"
- Fresh bread		£1 reroll 1 Toughness test
- Gnomish ale		£1 reroll 1 Willpower test

THE SMITHING COLLECTIVE
- Dwarven bullet	£1 +1d10 Damage
- Fire grenade		£3
- Smoke grenade	£2
- Telescope		£8 -2d10 to Long Range
- Weapon repair	£1 restore a weapon
- Weapon care		£1 ignore 1 critical failure

THE MERCHANTS GUILD
- Healing elixir	£2
- Rejuvenation elixir	£1
- Relief elixir		£1
- Night elixir		£2
- Lucky charm		£1 Test luck to keep 1 Fate point after using it
- Lined mantle		£1 ignore rain
- Local map		£1 -1d10 to Preparation test
