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 ORGANIZATION

The Society, Yesterday and Today

The Society for Creative Anachronism traces its origins to a May Day Celebration held in Berkley, California in 1966.  Several friends planned and organized a medieval tournament complete with mock battles and appropriate costumes.  The day ended with a court and the crowing of the champion’s lady.  The event was so successful that another such event was planned.

Currently the members of the Society are as far ranging as the spectrum of their activities.  There are groups in Europe, Japan, Australia, Canada and throughout the United States.  The Known World, as it is called, is divided into sixteen Kingdoms and over 500 local groups.

What Is The Society For Creative Anachronism?
The Society for Creative Anachronism, or the SCA, is a non-profit, educational organization dedicated to re-creating the best of the Middle Ages and Renaissance eras (c600-1600).  Members try to re-create life not as it was, but as it should have been during those times.  We attempt to embody those ideals found in Medieval romance literature: of Chivalry, Honor, Courtesy, Graciousness and Consideration of others.  This is known as The Dream.

While most members study mainly middle to upper class European cultures, everyone is free to study any culture know to Europe during this time frame.  The members put their study to practice by learning and practicing period activities and crafts.  An alter ego, or Persona, is developed and members thus become noble lords and ladies for Society events.

Members of the SCA come from all walks of life and educational backgrounds.  There are families and single adults, the young and the young at heart.  Everyone is brought together by a common interest in the Middle Ages.  Members meet regularly to learn and/or practice “period” subjects.

There are as many different facets of the SCA as there are members.  While the combat activities and the clothing are the most visible aspects of the Society, there are activities for every interest and skill level.  Members are always ready to share their knowledge with an interested newcomer.

Who Can Join The Society?

Anyone who shares in the SCA’s interest in historical re-creation and who abides by its laws and customs can participate in most of the Society’s activities. However, in the Kingdom of Atlantia, to participate in any of the martial (fighting) activities or to hold an office, you must be a paid member of the Society.

The dues are modest and include a subscription to the Acorn (the monthly newsletter for the Kingdom of Atlantia), which has the list of upcoming local events and contact information for the Kingdom Officers.  The membership fee also includes a subscription to Tournaments Illuminated, which comes bi-monthly and has articles on period subjects and crafts.  The Creative Anachronist, another bi-monthly publication is available for an additional fee.  It also is a very useful tool for the Newcomer. To become a paid member, fill out the form located at the end of this booklet and mail to the address listed.

WHAT’S THAT?

The following is a list of words and their meanings to help you understand and participate in the conversations you will hear at SCA events and/or meetings:

Anno Societatis (A.S.) – The numbering of the years of the SCA.  The first SCA event was May 1, 1966 (C.E.), and all Society years are numbered from this.  A.S. XXXV started on May 1, 2000(C.E.).

Apprentice – One who is in Fealty to a Companion of the Laurel in exchange for training in the Arts and Sciences.  The Apprentice often wears a green belt.

Arms – The heraldic representation or emblem of the individual who has received an Award of Arms (AoA) or higher honor. Also known as a device, if the individual has not received an AoA, it can be displayed on a shield, banner, on an article of clothing or just about any object to show the bearer’s ownership.

Arts and Sciences (A & S) – Any of the historically accurate crafts, practices or activities researched and learned by members of the SCA in their attempt to recreate the Middle Ages.

Authorize – The process a fighter goes through to demonstrate, to the Marshals, that he/she understands the Rules of the List and has sufficient knowledge and skill to be safe in a specific form of combat.  The fighter must authorize in each specific form of combat he wishes to participate in. 

Autocrat – The person responsible for organizing and running an Event.

Award of Arms (AoA) – An award given by the Monarchs to one they deem worthy of recognition.  The recipient is elevated to the Nobility and then has the right to be known as Lord (name)/Lady (name).

Badge – The emblem or heraldic representation used by a group, such as Guilds, Households, Barony or Kingdom, or an individual to mark one’s possessions or to show allegiance to the group.

Banner – A fabric representation of the bearer’s arms or device.  Can be displayed on the field or in the Feast Hall.

Bardic Circle – An informal gathering for storytelling, singing, and playing music.  Everyone who attends is welcome to either participate, or just to listen and enjoy.

Barony – A geographical area within a Kingdom headed by a Baron/Baroness.  A group must have at least 25 members and meet other specific requirements to become a Barony.

Canton – A geographical area within a Kingdom that falls within the boundaries and under the jurisdiction of a Barony.

Chatelaine – The officer who welcomes and helps acclimate the newcomers to the Society.  They will lend garb and feast gear as needed to the new people.

Chirurgeon – A person trained in First Aid or other emergency medical techniques and handles any medical situation that arises at an SCA event.

Chivalry – Used to refer to members of the Order of Knighthood (Knight).

Chronicler – The officer who publishes a local or Kingdom newsletter.

Clerk of the Signet – The officer who oversees the production of scrolls that are presented to recipients of awards.

Coronation – The ceremony where the King and Queen relinquish their Crowns and the Crown Prince and Princess ascend to the Thrones as the new Monarchs. This event occurs twice a year.

Court – A ceremony held at an Event.  It is presided over by the Crowns (or the Baron and Baroness) in which Kingdom (or Baronial) awards are presented, announcements made or other business attended to.

Crash Space – Where people stay when traveling to events – usually a local member’s residence.

Crown – 1. The decorative circlet worn by the King or Queen.   2. The Tournament held to choose the successor or heir to the Thrones (Crown Tourney).  3.  The Crowns – the King and Queen.

Curia - A business meeting held once per reign and presided over by the Crowns, the Crown Prince and Princess, the Great Officers (Kingdom Officers), Territorial Barons and Baronesses, and group Seneschals, to discuss the laws and needs of the Kingdom.  

Current Era (C.E.) – The modern numbering of the years according to the Gregorian calendar.

Day Trip – To attend an Event but not stay for the night.

Dry Site – This means, for whatever reason, drinking of alcohol is prohibited. 

Event – A gathering of SCA folk usually held on a weekend, to participate in Period activities.  An Event is announced in the Kingdom newsletter, and may contain a Tourney, Feast, Court, and /or Revel.  

Fealty – An oath to swear allegiance and/or service to a Monarch or Peer.  For example, a Knight swears Fealty to the Crown, and a Squire swears Fealty to his/her Knight.

Feast – The evening meal served at an Event, prepared by members of the hosting group.  Usually a feast is presented in several courses or removes.

Feastocrat – The person who oversees the cooking and serving of the Feast at the Event.

Feast Gear – Eating utensils an individual brings to the Feast to eat with, and help create the atmosphere of the Middle Ages.  Includes a drinking utensil, plate, bowl, spoon, and knife, but may also include a fork, tablecloth, napkins, candles, or salt seller.

Forsoothly – To speak “Forsoothly” is to attempt to talk using only Period words and phrases.

Garb – Period-style clothes worn at an Event.  SCA members must make an attempt to appear in a period garment. Not to be called a “costume”.
Gentle – Anyone in the Society.

Heavy Weapons – A style of fighting in the SCA which involves a metal helm, leather or metal body armor, shield and rattan weapons.

Herald – The officer responsible for making announcements at Events and for helping people design and register their names and Devices with the College of Heralds.

High Table – The table at a Feast where the Monarchs, Crown Prince and Princess, Local Baron and Baroness, and any other invited nobles sit.  Usually located at one end of the feast hall, facing the other tables.

HOLD! – A cry indicating that an unsafe condition exists – this is heard both on and off the fighting field.  At this cry – all movement stops!!  This is one of the most important things a newcomer or child can learn!

Household – A collection of individuals who join together in a relationship for friendship and/or shared interests.

Investiture – The ceremony in which the Crowns make a new Territorial Baron and/or Baroness.

Kingdom – A geographical division of the Society headed by a King and Queen.  The Kingdom of Atlantia stretches from Maryland through South Carolina (with a small part of Georgia) along the East Coast.

List – 1.  An area laid out for fighting usually bounded by a rope.  2.  The roster of fighters signed up to participate in a Tourney.

Lord / Lady – The title of one who has received an Award of Arms or a Grant of Arms.

M’lord / M’lady – A courteous and proper way to greet anyone in the SCA, whether the Gentle has a title or not.  Example:  Greetings, m’Lady.

Melee – A type of fighting where the fighters compete as a team.  Three-man Melee teams are the most common, but any number of fighters may be on a side.

Minister of the Lists (MoL) - The officer responsible for keeping track of the authorized fighters, which fighters authorize at an event, and note the winners and loser of the Tournaments at events.

Mundane – Concerning anything modern.  Sometimes is used to refer to non-SCAdians, but as this can also be considered an insult, so this use is discouraged.

Off-Board – Attending an Event, but not eating the Feast.

On-Board – Attending an Event and eating the Feast.

OYEZ – (pronounced OY-yea) A cry made by a Herald to call for quiet and attention in a hall or on the field.  The herald speaks with the King’s voice, so attention is to be paid to what is being said.

Peer – The highest ranking of nobles in the Society.

Pennsic – Short for the “Pennsic War”.  Also known as “The War”.  The annual gathering of SCAdians in the first part of August each year in northwestern Pennsylvania.  Over 10,000 people camp together for classes, battles, shopping, revels and fun.

Period – The time of the Middle Ages and Renaissance – from the fall of Rome to 1600, the time the members of the SCA try to recreate.

Persona – The alter-ego members of the SCA devise for themselves, a different personality of someone who could have lived during the Middle Ages.  The persona may be as simple as just a name or may be an intricate story.

Populace – The members of a Kingdom.

Porta-Castle – Chemical toilets seen at camping events.

Post-Revel – The party given after the Event is over, usually at an individual’s residence where people gather to relax and socialize.  Everyone is welcome to attend.

Principality - A geographical sub-division within a Kingdom, headed by a Royal Prince and Princess, which may contain Baronies, Shires and Cantons.

Protégé – An individual who is in Fealty to a Companion of the Pelican in exchange for training in the methods of service.

Rapier – Another name for Fencing, involves a fencing mask, leather or heavy fabric armor, and a fencing foil.

Reign – The length of time a set of Monarchs rule: in Atlantia, typically six months.

Revel – The time during an Event, usually after the feast, set aside for dancing, gaming or other entertainment.

SCAdian – Anyone in the Society for Creative Anachronism, but does not need to be a paid member – or anything pertaining to the SCA.

SCA Time – Refers to the fact that things in the SCA are rarely on time.  Most things run about 20 minutes late.

Shire – A geographical division within a Kingdom. A Shire is an independent entity, not associated with a Barony.

Squire - An individual who is in Fealty to a Knight in exchange for training in the Fighting Arts.  A squire wears a red belt.

Tourney or Tournament – The time of an Event set aside for the Fighting Arts.

Troll – The person, who checks in everyone who arrives at the event, keeping a list of all whom attend, and maintains the money paid for attendance.  Works at the “Troll Booth”.

University of Atlantia – An Event held two to four times a year, at various sites throughout the Kingdom, where individuals teach classes in topics they have researched or have expertise in.

Vivant! – A congratulatory cry or exclamation usually heard in court, to acknowledge the presentation of an award.

Wet Site – An Event site that allows all types of alcohol. Even though drinking alcohol is allowed no original containers (beer cans, etc) are allowed to be seen.

WHO’S THAT?

The Social Order

Since the SCA is based on feudal society, it has a similar system of hierarchy and rank.  All titles and rank in the SCA are earned by knowledge, skill and/or performance.  The following is a list:

The MONARCH and CONSORT or King and Queen in most Kingdoms are the absolute rulers of the Kingdom, and are collectively known as the CROWN.  The SOVEREIGN is chosen by combat at a Crown List, which is held twice each year, in the Spring, and again in the Fall.  The CONSORT is a person of the opposite sex for whose honor and favor the Sovereign fights.  Their reign lasts for six months and they have the power to make Society laws and give awards.  The crowns of the Monarchs differ from Kingdom to Kingdom.  In Atlantia, the crowns are silver with alternating pearls and shells. They are addressed as “Your Majesty”, “Your Grace”, or “My Lord King/Queen”.  It is courteous to bow or curtsy when addressing them or passing nearby.

The CROWN PRINCE and PRINCESS are successors to the Crown.  They are the most recent winners of the Crown List.  They are representative of the Crown for 6 months before starting their reign.  These crowns are similar to the crowns of the Monarchs, only on a smaller scale.  They are addressed as “Your Highness” or “My Lord Prince/Lady Princess”.

The title of DUKE and DUCHESS is a permanent rank and indicates a Lord or Lady has reigned two or more times as King and Queen.  They wear a coronet with strawberry leaves on it.  They are addressed as “Your Grace” or “My Lord Duke/Duchess”.

A COUNT (also called EARL) and COUNTESS are also permanent titles, and indicates that the Lord or Lady has reigned once.  Their coronets are embattled.  The are addressed as “Your Excellency” or “My Lord Count/Earl or Lady Countess”.

A VICOUNT/VICOUNTESS are permanent titles, for someone who has been the Prince/Princess of a Principality.  The crowns are of the wearer’s choice.

Peerage

The following three orders represent the Society’s highest awards:

ORDER OF THE PELICAN:

Masters & Mistresses of the Pelican are individuals who have provided long-standing service in an administrative capacity to keep the Society functioning.  Members wear a “pelican in her piety”, which is a pelican on her nest, striking her breast to feed her young with the blood from the wound, on a medallion around the neck and are addressed as “Master/Mistress (name)”.

ORDER OF CHIVALRY:

There are two categories: Knights and Masters at Arms.  Both are outstanding fighters who have received recognition for their fighting skills and their achievements off the fighting field.  They are models of courtesy and chivalry.  The Knights alone are permitted to wear a white belt, plain gold chain and gold spurs. They are addressed as “Sir (name)”.  The Master at Arms wears a white sash and is called “Master/Mistress (name)”.

ORDER OF THE LAUREL:

Masters & Mistresses of the Laurel are honored for their quality and excellence in a craft or trade, be it an ART or a SCIENCE, and who share their knowledge by teaching their skill to others.  They wear a laurel wreath medallion around their neck, and are addressed as “Master/Mistress (name)”.

ORDER OF THE ROSE

An individual who has been the Consort to a Monarch.

ADMINISTRATION IN THE SCA

The Society is incorporated under California law and operates under a set of By-Laws interpreted and added to by the Board of Directors, known as the BoD.  These interpretations are collected and published as Corpora.  

The Crown rules the Kingdom with the assistance of numerous ministers and advisors.  To maintain the feudal tradition, Officers are appointed, not elected.  Within the scope of his/her office, each officer has virtually unlimited authority and is answerable only to his superiors.  A kingdom office is generally warranted to hold the office for two years.

Kingdom Officers

These Great Officers of Atlantia include: the Kingdom Seneschal, the Triton Principal Herald, the Earl Marshal, the Minister of Arts & Sciences, the Kingdom Chancellor of the Exchequer, the Clerk Signet, the Kingdom Chatelain/e, and the Kingdom Chirurgeon.  All Great Officers of the State report to the Crown and to their Corporate counterpart.

Local Officer Structure

The SENESCHAL is the chief administrative office.  He/she is responsible for overseeing the other officers and coordinating the activities of the local group.  The local Seneschal reports to the Kingdom Seneschal.  Each local Officer reports directly to the local Seneschal as well as reporting to their corresponding Kingdom officer.  

The HERALD is responsible for all heraldic matters such as name and device submissions, public announcements, and court protocol.  The Herald maintains the records of any awards or titles received by the members of his group. 

The KNIGHT MARSHAL is in charge of fighter training, safety on the combat field and enforcing armor regulations.  This officer is responsible for armor inspections prior to tournaments and practices to ensure each fighter meets all safety requirements.  This is an administrative office and the holder is not required to be a Knight. 

The CHANCELLOR of the EXCHEQUER maintains the financial records and manages the money.  He/she maintains the bank account and issues checks for payment of services or supplies. 

The CLERK SIGNET  is responsible for keeping track of who has received scrolls for the awards they have received and co-ordinates the effort of the scriveners in the production of these scrolls

The CHRONICLER publishes the newsletter, maintains and updates the mailing & phone lists.

The MINISTER OF ARTS & SCIENCES encourages members to research, teach, and practice historically accurate arts and crafts.

The CHIRURGEON is the medic for the group and is responsible for administering first aid when needed.

The CHATALAIN/E is the officer who welcomes new members and introduces them to the Society’s activities and customs.  This officer also keeps loaner garb or feast ware for the newcomers.

The DEPUTY to an Officer is an apprentice who learns the functions and responsibilities of that position while working under the officer.  The Deputy may or may not become the successor to the Office when the existing Officer steps down.

A BARON & BARONESS are Their Majesties’ Presence on a local level.  They represent the authority of the Crown and oversee the Barony.  They hold courts, make pronouncements, and can even send the group to war!  The Baron/Baroness is recognized by their cornet of pearls, either 6 or 8.  They are addressed as “Your Excellency” or “My Lord Baron/Lady Baroness.”

A COURT BARON or BARONESS is a title often given as a reward for exceptional service.  Unlike their counterparts, they are not the head of a territory.  They are addressed as “Your Excellency” or “My Lord Baron/Lady Baroness”.

AWARDS AND ORDERS IN ATLANTIA

In Atlantia, Patents of Arms accompany royal peerages if the person does not already have one. Those who have reigned as queen are inducted into the Order of the Rose upon completion of their reign. 

Territorial Barons and Baronesses receive Grants of Arms at their investiture. The Crown may also award Grants of Arms at their discretion, showing a higher degree of favor and recognition than an Award of Arms or may also be given in conjunction with the six  Kingdom Orders of High Merit (if the recipient is not already armigerous – having an Award of Arms) or . 

The positions of Court Baron and Baroness, given at the discretion of the Crown, convey an Award of Arms. Grant of Arms may also be given as separate awards, or in conjunction with the four Kingdom Orders of Merit (if the recipient is not already armigerous – having an Award of Arms). 
ORDERS OF HIGH MERIT

The Crown consults with the members of an Order of High Merit before admitting a candidate. (If the individual does not already have a Grant of Arms they will receive one in conjunction with these awards.)
THE ORDER OF THE GOLDEN DOLPHIN (CGD) is awarded to those people in Atlantia who have distinguished themselves through long-term, extraordinary service to the Kingdom.  It is received only once by the recipient and is bestowed by the Crown, either individually or jointly.

THE ORDER OF THE PEARL (CP) is given in recognition to those people in Atlantia who have achieved excellence in a specific, period art or science who have demonstrated their willingness and ability to teach these arts and sciences to others in the Kingdom.  It is received only once and is bestowed by the Crown.

THE ORDER OF THE SEA STAG (CSS) recognizes those people who have distinguished themselves by their teaching of combat.  It is received only once and given by the Crown.

THE KRACKEN (CK) is given to those non-belted fighters who have distinguished themselves by consistent achievement on the field of combat.  It is received only once and given by the Crown.

THE YEW BOW (CYB) recognizes those individuals who have distinguished themselves in both target archery and combat archery.  An additional component of this award is the furthering of archery education and the advancement of technique.  It is received only once, and may be given by the Crown jointly or individually. 

THE ACADEMIE D’ESPEE (CWS) is given in recognition of those people who have distinguished themselves through excellence in and the advancement of the art of fence in Atlantia.

ORDERS OF MERIT

The Crown consults with the members of an Order of Merit before admitting a candidate. (If the individual does not already have a Award of Arms they will receive one in conjunction with these awards.) These are non-polling orders.
THE ORDER OF THE OPAL is to honor and recognizes those subjects of the Kingdom who have distinguished themselves by their service to Atlantia. 

THE ORDER OF THE CORAL BRANCH honors and recognizes those subjects of the Kingdom who have distinguished themselves in their effort in arts and sciences of the period. 

THE ORDER OF THE SILVER OSPREY honors and recognizes those non-belted fighters who have distinguished themselves by consistent effort on the field. 

THE ORDER OF KING’S MISSILIERS Honors and recognizes those subjects who have distinguished themselves by their effort with bow and arrow (both target and combat), thrown weapons, and siege craft. This, as with the rest of the Orders of Merit, is a non-polling, Award of Arms level order. T
THE ORDER OF SEA DRAGON honors and recognizes those subjects who have excelled in Rapier fighting in the kingdom

THE ORDER OF QUINTAIN honors and recognizes those who have distinguished themselves and shown excellence in the pursuit of equestrian activities, in service or valor.
KINGDOM ORDERS (bearing no precedence)
THE QUEEN’S ORDER OF COURTESY (QOC) is conferred by the Queen of Atlantia upon those subjects whom She deems worthy by reason of their consistent, exemplary courtesy.  It is given by the Queen personally and is received only once by a recipient.

THE ORDER OF NONPAREIL recognizes those individuals who, in the opinion of the Crown have shown excellence, honor, courtesy or chivalry beyond the expectations of even Society standards.  It may only be given once per reign, by either Monarch.
KINGDOM AWARDS (bearing no precedence)

The following awards are specific to the Kingdom of Atlantia. These awards carry no precedence, however that does not lessen their significance. These awards are given as the Monarchs desire and recipients may receive each of these more than once. These are awards that may be given by either Monarch or Consort.

THE SHARK’S TOOTH is awarded to those people who have performed acts of Valor on the field of combat for the Kingdom of Atlantia.  
THE SILVER NAUTILUS recognizes those who have distinguished themselves by a singular, extraordinary achievement in the arts and sciences.  
THE FOUNTAIN recognizes and honors those who have performed acts of service for the Kingdom of Atlantia. 
THE KING’S AWARD OF EXCELLENCE (KAE) is an honor given to those people who have distinguished themselves in the eyes of the King by their excellent contributions to the Kingdom.  The King may bestow it upon anyone he deems worthy of the honor on more than one occasion.

THE UNDINE is an Order bestowed by the Queen upon those who have distinguished themselves through their exceptional; personal service either to Her or the Kingdom during her reign.
THE HERRING honors and recognizes those who have distinguished themselves by extraordinary achievement as autocrats. 

THE SEA URCHIN recognizes and honors those children 12 years of age or under, who have distinguished themselves by their special contributions to the Kingdom of Atlantia.  It is bestowed once by the Crown, individually or jointly.

THE HIPPOCAMPUS recognizes and honors those individuals ages ten to sixteen that have distinguished themselves by their unique contributions to the Kingdom of Atlantia.  The Crown bestows it only once, either jointly or individually.

THE SEA TYGER honors and recognizes those young people (up to and including the age of 17) who have distinguished themselves by acts of valor and chivalry on the Youth Combat field. In February 2009, this award was elevated to an order..

THE AWARD OF ARIELLE: Honors and recognizes those young people (up to and including the age of 17) who have distinguished themselves by acts of courtesy. This award was established by TRM Logan and Isabel in August, 2003. They gave the first, and only, Golden Gazelle to Katerina Sina Samovicha during Their Last Court on September 6, 2003. The Golden Gazelle was closed in September 2006. The award was reestablished as the Award of Arielle by TRM Jason and Gerhild in February 2009.
ROYAL AUGMENTATION OF ARMS: In Atlantia, children under the age of 18 of the reigning King and Queen may be referred to as Prince(ss) Royale. This status is limited to the duration of the reign and conveys no precedence beyond the reign. At the conclusion of the reign, the Crown may gift these children with a Royal Augmentation of Arms, an escallop purpure. This award was established by TRM Sinclair and Kari in June 2008 and awarded to all qualifying children of Their Majesties and Their predecessors at that time.
KINGDOM NOTABLES

Atlantia also has Kingdom Notables, which are positions held in service to the Kingdom for one year.  These positions are awarded at competitions.

THE ROYAL ARMOURER is chosen at the Fall Crown Tournament for excellence in making armor with a reasonable attempt at period design and methods.
THE ROYAL BREWER is selected at a winter Kingdom event, usually Twelfth Night, for excellence in making beer, ale, mead, wine, or other period alcoholic beverages with a reasonable attempt at authentic ingredients and recipes.

THE POETA ATLANTIAE (Royal Poet) is selected during the Spring University or Spring Crown Tournament for excellence in composition of poetry in at least two period forms.  As well as being proficient in these fields, the Poeta Atlantiae should compose all works in a reasonable attempt at authentic, period styles, both in material and presentation.  The Poeta Atlantiae should also encourage the art of poetry in the Kingdom through writing for or about the Crown, displaying work at events, sponsoring poetry competitions, and teaching.

THE ROYAL BARD is selected at Twelfth Night for excellence in the individual performance of: singing, instrumental music, poetic recitation, or storytelling.  The Royal Bard is encouraged to be proficient in at least two of these fields, with a reasonable attempt at authentic period styles and to encourage the performing arts in the Kingdom through performing at events, sponsoring Bardic competitions and teaching the Bardic arts.

THE SCRIVENER ROYAL is selected at the Spring Crown Tournament, for excellence in calligraphy and illumination.  The Scrivener acts as the personal scribe of the Crown, holding office under the Clerk Signet and dealing with promissory/scroll production and special needs at events the Royalty attends.  The Scrivener should encourage calligraphy and illumination in the Kingdom by sponsoring calligraphy and illumination competitions, and teaching.

THE ROYAL BAKER is chosen during the Arts & Sciences Festival for talent in baking.

THE ROYAL ARCHER

BARONIAL AWARDS
The Baronial awards are similar to the Kingdom awards, given to individuals for recognition of their service to the Barony and given at the discretion of the Baron and/or Baroness.  With the exception of the Baronial Award of Excellence, an individual may receive these only once.

COURTESY AND ETIQUETTE
One of the goals of the SCA is to recreate the finer parts of the Middle Ages.  Honor, Courtesy and Chivalry are three of the ideals we as SCAdians try to uphold.  Courteous and honorable behavior is expected at all times.  Usually simple good manners and common sense is enough, but here are a few special considerations.  The following suggestions will help make you time in the Current Middle Ages more enjoyable.

Be willing to help others, Gentlemen, if you see a lady carrying something; offer to help her with it.  You liberated women, remember that you are back in the Middle Ages, AND LET HIM!

Use the proper form or correct title when addressing others – if you don’t know it, “M’lord / M’lady” will do.

Pay attention to the Herald when he/she is making announcements.   In Court, pay attention and be quiet, allowing all to hear what is said.

As stated previously, a white belt, spurs and plain gold chain are signs of a Knight, and the white sash is the designation of a Master at Arms, do not wear these items.

Be courteous and ask permission before handling weapons, armor, equipment or crafts – most SCAdians love to show off their possessions, just please ask first.

Always ask permission before entering a pavilion or private meeting.  Most people will ask you to join in, once you introduce yourself.

Some SCAdians wear swords or knives as part of their garb accessories.  NEVER DRAW A WEAPON IN AN OFFENSIVE MANNER!  It is customary to loudly state “CLEAR” before drawing forth a weapon to show someone.

Remember the SCA is trying to keep the appearance of the Middle Ages as much as possible.  Keep coolers, radio, tape players, and the original cans & bottles of drinks out of sight.  Cover with cloth; pour drinks into “Period-looking” drinking vessels as much as possible.  Try to eat with “period-looking” utensils.

Light physical contact (hand-kissing, hugging and neck massages), flirting, flattery, and romance are very much the norm in the SCA and all part of the fun.   Just remember that “YES” is yes and “NO” is NO!  Also, under 18 looks very much like over 18 years of age! Know whom you are dealing with.  However, if you experience any unwanted attentions, please talk with the Autocrat, Seneschal, or Chatelaine.

Some individuals like to present others with “Cloved fruit”.  This is a fun way to say Hello.  It does not mean anything other than that, no matter what you may have heard!  You may accept it or decline it as you wish.  If you are in a fun mood, you the receiver, may grant the giver a kiss, on the cheek, hand or mouth – you determine where. You are then free to pass it on if you wish.  You as the receiver determine what is done if you accept the fruit.

This is NOT “D&D” or “MAGIC”, do not behave as if it were.

Religious and lifestyle tolerance are Virtues.  All are welcome in the SCA.

Always leave the site cleaner when you leave than it was when you arrived.  This reflects your honor and allows the SCA to repeatedly use the site.

Remember; use common sense and politeness.  When in doubt, ask.  Most of all, Learn a Lot and Have Fun.

What is an EVENT?

An EVENT is a gathering of SCAdians to learn, compete in tourneys or Arts & Sciences competitions, and try to find a small corner of the Middle Ages pageantry and lifestyle.  There are DAY TRIPS – arriving in the morning, participating in the activities, then leaving that evening.  WEEKEND TRIPS usually involve arriving on a Friday evening and staying (either camping, in a hotel or at Crash Space) until Sunday morning.  CAMPING TRIPS usually last three days or longer, are held at or very near the camping site.

To find out about the Events close to you, you can look in the ACORN (Atlantia’s monthly newsletter), which you must be a paid member to receive, on the Internet under: www.sca.org, or attend a local meeting where upcoming Events are announced.  An Event may be either a fighting or non-fighting Event. Both types may have Arts and Sciences competitions.

For admittance to an Event, a fee is usually charged to help cover the cost of putting on the Event.  OFF-BOARD  is the cost of coming to the Event but you do not wish to participate in the Feast that evening.  Lunch is usually left up to the individual to provide for himself, unless stated that it will be provided at a separate cost.  ON-BOARD charges are higher because you pay to come to the Event and to eat the Feast.  It is a good idea to make reservations in advance if you wish to be On-Board, as many Feasts have limited seating and sell-out.  ON-SITE, ON-BOARD means you will participate in the Feast and will then be spending the night at the site in whatever accommodations are available – either cabins or tent camping.

To make reservations for an Event:

1.
DO Send Money. Use either a check or money order DO NOT SEND CASH as this is the only way to guarantee a reservation.  Remember that the only reservation is a PAID reservation.

2.
Use your Modern Name!  Autocrats usually make reservation lists with modern names – if in doubt, use both.  Also include your phone number.

3.
Send the Name of EACH and EVERY member of your group if making multiple reservations along with the money. This prevents any confusion especially if the people arrive at different times.

4.
When sending reservations, make sure to indicate if any are children.  Feast spots are sold by the seat, not the size of the participant.  Also this will help if a feast is planned for the children.

5.
Do Not send a wax sealed envelope or homemade bulky envelope to look period.  It will just get stuck at the Post Office and never make it to where it needs to be.  

6.
Do not address the envelope if fancy calligraphy, for the same reason as above.
Do not assume! Just because the local group is putting on the Event, that does not mean you have a spot unless you have reserved one.  The only reservation is a paid one.

Once you have decided on an Event to attend, decide what you want to do while there.  In Atlantia, only paid members who have authorized may participate in the fighting, but here may be classes, games, dancing or other competitions open to everyone.  You will need to bring at least one set of Garb to wear, (some individuals change for Court but others do not) to help set the atmosphere of the Middle Ages.  You will need to bring a set of Feast Gear, along with a garbage bag to store your dirty dishes to take home. Try to bring either a period project or craft, period game (chest, backgammon, pente, etc – NO Dungeons & Dragons) or a period-style musical instrument. These things no only help set the atmosphere, but give you something to do if you tire of the other activities.  A chair or blanket to sit on is also a good idea. 

Most Events do not provide breakfast or lunch unless stated in the Event Flyer information.  Each person is responsible for providing his/her own food, drinks (also water) and snacks.  Some people arrange before the event to travel together and eat at a nearby place.  Others arrange to have everyone bring something to share together.  Make sure you know how you plan to eat.  It is always a good thing to bring your own food.  Remember to bring a cooler and something to cover it with.  Bread, cheese, hard-boiled eggs, fruits and sausages are good, easy items to bring.

Remember to bring all items to keep you comfortable whatever the weather, blankets and pillows if camping, cloak or blanket to keep warm during the day.  Some sites do not have adequate “facilities” so Lords and Ladies may have to share the restroom and/or the showers.  Please be courteous, knock and ask, “be there anyone within?” before you enter.  With a little time and patience you will adapt as all the rest of us have.  Most sites provide toilet paper, but it is always a good thing to bring “just in case”.  A flashlight or lantern is ESSENTIAL if staying after dark.

The following is a SAMPLE Packing List – you will want to customize it over time for your specific needs.

TAKE TO EVERY EVENT:

___ CASH (for gas, food, reservations and emergencies!)

___ SCA membership card

___ Small first aid kit

___ Directions and map to get there

ONE DAY EVENTS:

___ Day Garb (Court garb is at your discretion)

___ Cloak (for the weather or just to sit on)

___ Accessories (pouches, jewelry, belts, hats, fans etc)

___ FOOD (for lunch, snacks and if off board):


___ WATER


___ Small ice chest


___ WATER


___ Cheese


___ WATER


___ Smoked sausages/lunch meats


___ WATER


___ Loaf bread


___ WATER (can’t stress enough!)


___ Dessert (fruit etc)

___ FEAST GEAR:


___ Picnic basket or small trunk


___ Plate, bowel, knife, spoon and fork


___ Goblet, drinking horn or mug


___ Candles, candlesticks, matches 


___ Spices – salt, pepper, etc.


___ Napkins, table cloth, table runner


___ Garbage bag   (for dirty feast gear)

___ OTHER ITEMS (OPTIONAL)

___ Folding chairs

___ Tent awning (day pavilion)

___ Basket/wooden box for storage

___ Fan & hat for hot sunny weather

___ Sunscreen

___ Insect repellent

___ Banners or other heraldic displays

___ Entries for displays or competitions 

___ Authorization Card, if fighting

___ Armor/weapons 

___ Sewing kit or safety pins for repairs

___ Bike Shorts

HOTEL EVENTS:

___ Money to pay for Hotel

___ Garb:


___ Day Garb (2-3 outfits)


___ Court Garb (1-2 outfits)


___ Sleep wear/swim wear

___ Cloak and/or rain gear


___ Accessories (jewelry, pouches, belts etc.)

CAMPING EVENT:

___ Take everything on the One-Day List

___ Take everything on the Hotel Event List

PLUS:

___ WATER

___ Tent or pavilion

___ Sleeping bag (or blankets) and pillow

___ Air mattress and pump or bed pad

___ Rug to put on floor of tent

___ Ground cloth for under tent

___ Hammer to pound in tent stakes
___ Flashlight w/batteries or lantern w/fuel

___ Matches in zip-lock bag to keep dry

___ Folding chair and table (cloth to cover)

___ Rug to put in front of tent to wipe feet on

___ towels, sandals, soap, shampoo, toiletries

___ CAMP KITCHEN:


___ Charcoal/lighter/grill or camp stove

___ Extra fuel (propane, charcoal)


___ Pots, pans, pot holders, feast gear


___ Can opener, cooking utensils


___ Dishpan, dish soap, towels


___ Water container


___ Drinking water 


___ Ice chest, food, spices


___ Fire extinguisher


___ Toilet paper, facial tissues, baby wipes and powder 

___ OTHER:

___ Dry Clothes (keep set in car)

___ Spare key (in holder under car)

___ Any medications needed 
REMEMBER TO PACK LAST WHAT YOU NEED TO BE ABLE TO REMOVE FIRST!
WHERE TO SHOP FOR SCA WARES

Flea Markets

Excellent source of feast gear, jewelry, trim and other useful items.

Antique Shops

Not the fancy ones – but the JUNQUE ones.  A great place for feast gear, encampment things, pots and pans, old tools etc.

Goodwill, Salvation Army, etc.

A good place for feast gear, rugs, material, leather belts, and camping gear.

Garage Sales

Material, belts, games, historical books, just about anything can be found at these sales at great prices.

WHAT TO WEAR

A lot has been said about garb, the information listed here are just some simple ideas to help for your first few events, until you get comfortable and decide exactly what you want to wear.  There are a few clothing restrictions to remember.  Do not wear PLAIN (with or without studs or jewels) white, red, green or yellow belts, as these all have specific meaning in the SCA.  The white belt is reserved for KNIGHTS, and white sash for MASTERS at ARMS.  Also a plain white scarf worn over one shoulder is reserved for PROVOST, a yellow scarf is for a FREE SCHOLAR, a blue scarf is for a SCHOLAR.  Crowns, tiaras, and metallic headbands are reserved for nobility and only a very simple metal circlet should be worn by the general populace.

Also a PLAIN GOLD CHAIN (one without any type of cross or pendant suspended from it) is reserved for KNIGHTS.

For accessories, use a chain with a stylized cross, a belt with drawstring bag or pouch and a small dagger.  As for shoes, choose boots (not cowboy), or simple slippers (the Chinese style works fine), moccasins without fringe or, for summer, leather sandals.

The tunic is a simple period style garment and very easy to make.  The tunic is appropriate for both male and females, spans a good portion of the time covered by the SCA and with simple adjustments can be styled to your personal tastes.  Choose a natural, woven-look material in primary colors.  Just a reminder: buttons, hooks and ties are period, but zippers and Velcro are not. 

Simple “T” Tunic



This diagram gives a simple and reasonably authentic pattern for a variety of clothing.

By adjusting the angles of the side seams and sleeves and adding gores of various sizes to the sides or back, you can approximate anything from a Roman tunic to a Burgundian houppelande. If this will be your first piece of "garb", consider a washable fabric in cotton or a cotton and polyester blend, or a wool and polyester blend. Although an all polyester fabric is easy to care for, it may look too "modern". The color can range from earth tones to vivid, bright colors, but be careful to avoid the "shrieking", fluorescent, modern hues. Use 60" wide (150cm) fabric, or sew two widths of 45" or 36" together. (If you have to piece it, it is no more work to use a different color for each piece!) Fold the fabric in quarters, with one set of folds at the top and one fold running the long way down the middle of what will become the front (see diagram). Take the following measurements, being sure to add an additional 1/2" for seams. 

1. Neck to floor, or wherever you plan to stop (plus 2" for hem) 

2. Neck to waist 

3. Neck to widest part of chest 

4. 1/4 waist plus 1" ease or more, depending on style (plus 1/2" seam allowance) 

5. 1/4 chest plus 1" ease or more depending on style (plus 1/2" seam allowance) 

6. 2" for an armpit gusset 

7. As wide as your most comfortable shirt sleeves (plus 1/2" seam allowance) 

The dotted lines suggest neck and sleeve lines. Pick whichever seems closest to the period you are trying for. Cut out the tunic. When cutting out the neck opening, it is best to underestimate your head size and cut too small at first. Enlarge the opening little by little until it is the size you want. Remember that a little cutting can make a big difference.

With the right sides (the outside of the fabric) together, sew up the side seams. Put commercial bias tape around the neck opening so the fabric does not unravel when you put in on and take it off. Hem the bottom. Put on any trim that you want. Wear it over a turtleneck, pants and boots, or over a lighter-weight version of the same tunic with narrower sleeves.

For most periods, the more cloth you use, the more upper-class the effect. Also, very long floor-length skirts are easier to wear when very full. Add gores at seam "A" and perhaps also at center back. The closer you come to a full circle, the better. At that point, you can walk in a skirt four to five inches longer than your neck-to-floor measurement without picking up your skirt.

For men, the length can be anywhere from hip to ankle, depending on the period. The dotted line with start could be a side seam for men, and also for very early women's dress.
You’ve just finished your first piece of GARB!
Here are a few link other T-Tunic pattern:

http://thescholarsgarret.com/northernshores/tunic1.html http://rosaliegilbert.com/stalldiypatterns.html 
Court

Court can be held at anytime during an event, some events even have multiple courts, but it is usually held just before or just after the feast.  Court is a proceeding held by the ruling noble.  A Baronial Court is held by the ruling Baron/Baroness. Baronial business is conducted and Baronial Awards are presented.  The King and/or Queen or their representatives (Crown Prince/Princess) hold a Royal Court with Royal business and awards being presented.

Virtually all courts begin with a processional.  The Crown will gather behind their local representatives and attendants and the Court Herald.  When all are arranged, the Herald will call for the populace to “ALL RISE”.  Everyone should stand.  The Crown will then begin walking toward the thrones.  As they pass, if you feel it appropriate, you should bow/curtsey to the Crowns and/or their representatives. When the Crowns reach their thrones and the attendants take their positions, the Crown will instruct the Herald to officially open the court and bid the populace to be seated.

The business of the Court is whatever the Crown feels need to be done.  The Winners of the days competitions may be called in, the Autocrat may make any announcements needed.  The Crown also bestows any Awards they feel are needed.

If called into Court, follow these steps:

1.
Rise immediately to let the Crown know you are present.

2.
Move towards the center aisle (or most convenient way to enter the Crown’s presence) and walk towards the thrones.  If a lady has been called who is unattended, gentlemen feel free to offer your escort!

3.
When you are about ten feet from the thrones, stop and bow/curtsy.  Take three more steps, bow/curtsy and kneel on the cushions traditionally placed before the thrones.  (If you cannot kneel for whatever reason, simply bow and ask permission to remain standing.)

4.
The Herald will announce why you have been called or read a scroll in your honor.  Then Crown may then have some personal words to say.  YOU DO NOT MAKE AN ACCEPTANCE SPEECH!  Smile and take it all in.  When they have finished, rise; thank the Crown and Bow. 

5.
Never turn your back directly on the Crown.  Instead, after you rise and bow, take three steps carefully backward, bow one more time, then turn and go back to your seat.

Sometimes people have a reason to make a presentation to the Crown.  Whether it’s a gift or personal business: Court serves as an opportunity for you to interact with the Crown.  Please keep in mind, it is their Court, not yours.  They set the agenda based on the needs of the Kingdom and the time constraints of the event.  There may not be time for your specific business, don’t be upset.  Sometimes, the Crown will “sit in State” during the event providing a less formal time for you to conduct your business.  Always check with the Crown’s Herald before doing this to check protocol or the appropriateness of your presentation.  The Crown should never have any surprises or potentially embarrassing moments.  While you don’t have to divulge the nature of your business to the Crown directly, you MUST always consult with the Herald.

JUST A NOTE: Policies on smoking vary from kingdom to kingdom, but in Atlantia, it is forbidden to smoke in the main areas of the event.  This includes the in feast hall, and in Court.  In general, flash photography is also forbidden in Court without the prior approval of the Crown.

WHO DO YOU WANT TO BE?

Developing a persona is one of the first things most people do when they get involved with the SCA.  Your persona can be a statement of your interests and serve as a bridge between your twentieth-century pursuits and your behavior and appearance in the Current Middle Ages.

Your SCA persona is, literally, who you are in the Society.  It can be as simple as a Period sounding name and garb appropriate to some time and place within our guidelines to a projection into another time and culture; not just who you are but who you were.

You can be Bubba the Short, from Windmasters’ Hill and wear a type of period clothing or you can be Bubba the Short, an 11th century Welshman who is traveling with Richard the Lion Heart to the Crusades.  This is not only a great conversation starter, but also inspires your wardrobe and activities within the SCA.  Some people enjoy learning and researching the tiniest details in the persona, others feel a period “sounding” name is enough.  With time you will find where you feel most comfortable with your new “self”.

When developing your persona, don’t worry if you don’t have a clear-cut idea of what you want.  Start off with a basic name and comfortable garb.  The level of detail you decide upon for your persona is up to you.

You can start by looking at your family tree, your favorite activities, or a favorite time in history.  For example someone interested in woodworking and fond of the Vikings may decide to be a 9th century boat-maker from Denmark.  Keep your story believable.  In the long run, realism is much more interesting then a cliché story.  DON’T take the name of a historical figure or fictional character.

Don’t rush your persona or you may find your self stuck with a name or persona you may later regret.  Don’t give your self a title, either SCA or non-SCA.  Only the Crown can grant you the right to use “Sir”, “Lord”, or “Lady”.  You can not have the exact name or persona as another individual.  Take your time and find a name and history that is specifically yours. After a person is picked, most people then decide on their “device”.  

The following is just a general overview on Heraldry, to give you some guidelines on how to start before you have your heart set on a “device” that is not appropriate to the SCA.

Heraldry

People have tried to distinguish themselves from one another for as long as they have been around.  This was accomplished by deed, by signs, by symbols and badges, and by appearance.  Around the beginning of the twelfth century, the shield, probably because it was a convenient flat surface and the field of battle was where it was most important to be able to identify the people near, was painted with the owner’s device.   This personal identification, “the Arms”, spread to the banner and the lance pennon, to the horses’ trappings, and to the riders’ surcoat, hence the name, Coat of Arms.  Heraldry developed with remarkable rapidity, perhaps due to practical necessities of the Crusades.  After all, one armored knight with a closed visor would be indistinguishable from another.

In the SCA, the Lord or Lady who is to wear them personally selects armorial bearings.  A number of factors might influence you design, such as a pun on your name or a reference to a town or other locale.  Perhaps you might choose an animal renowned for its strength, courage or ferocity, or an object which represents your trade or craft.  A great majority of arms have no discernible “meaning”.  The likelihood is that a coat of arms was devised for the best of all heraldic reason: to distinguish its bearer, at a distance or in the fog of war, from all others.  No matter what your choice is, your design will add color and atmosphere and shall become your permanent “identification”.

The Language of Heraldry

At first glance, heraldic terminology may appear difficult and incomprehensible.  Mastering a few words and a few rules will soon have you proficient and versed.  A herald’s description of a coat of arms is called a blazon.  The Arms are distinguished by certain colors, metals, and furs and are collectively known as the tinctures.  The tincture of the field, or surface of the shield, is the first item in the blazon.  The five colors and two metals are being presented her should you wish to begin planning your own personal device.
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In order to discuss a blazon, the ordinaries and charges must also be introduced. An Ordinary helps divide the field.  A few examples might include the Pale, Chevron, Bend or Fess.  A Charge is an object or animal, real or fictitious, which is portrayed in the design.  Examples would include a castle, gauntlet, dragon, tree, horse or lion.  Nearly all arms include either an ordinary or a charge and many have both.  Additional information concerning Heraldry can be obtained by consulting with your local herald.  He/she will also have the forms needed to register your device with the Society.

Rules of Heraldry

The Rule of Tincture prohibits a color upon a color or a metal upon a metal.  This was devised to prevent a dark colored charge from being placed upon a dark colored field.  The idea is to be able to recognize your device from across a fighting field.

The Rules of SCA Heraldry also prohibit the use of well-known arms (Arthur Pendragon, etc.).  Additionally, your design must contain two points of difference from a design already submitted to, and approved by the Herald’s Office.  Any one may register a device (a design).  A passed Device becomes your Arms upon receiving your Award of Arms (AoA) from the Crown.

A coat of arms is always described as if one were wearing it.  The right side or dexter, is on the viewer’s left.  The sinister or left is on the viewer’s right. To blazon a device is to describe it in an accepted sequence.  First, name the field, then the principal charge, then the lesser charges, then any objects on the principle charge.  Shown below is how a Herald would blazon a shield.

What Do You Want To Do?

There are many skills and crafts one can learn in our Society.  Do not become overwhelmed by the subjects taught, discussed or researched.  If you have a special area of interest, talk with the local Minister of Arts & Sciences to inquire about instruction on that topic and/or to be introduced to the local person or persons who are doing it.

If you don’t have a specific interest, the partial list which follows may assist you in developing one:

Archery
Vinting
Leatherwork
Gaming
Dyeing

Embroidery
Cooking
Armoring
Weaving
Music

Heraldry
Herbology
Costuming
Brewing
Woodworking

Scribing
Spinning
Fighting
Jewelry
Dancing

Calligraphy
Candle Making
Stained Glass

This list is far from a complete one.  There are many, many areas of study, research and practice.  Remember, just about nay activity known during the Middle Ages can be learned and performed.

More information on the Arts & Sciences, go to: www.sca.org and then click on the Arts & Sciences page.

One of the most visible activities of the SCA is the fighting.  There are several different types of fighting or “martial activity”, and the list is rapidly growing. Now, we have not only Heavy Fighting such as Sword & Shield, Spear, Two-Sword, there is also Fencing, Target Archery, Combat Archery, Thrown Weapon , Siege Weapon, Hound Coursing, and Equestrian Activities.

The Martial Activities all require special instruction and authorization.  If you are interested in this area, contact the local Knight Marshal or go to the “Arts of Combat” page at www.sca.org.

Service is the activity that keeps the Society running.  Without the people in the kitchen, or the ones that set the site up before, the Event wouldn’t happen.  The people that clean the site after the Event, are the ones that allow us to keep using that site in the future.

If you ever find yourself at an Event with nothing to do, go volunteer in the Kitchen, you will meet some wonderful people, be REALLY appreciated, and get the best gossip of the day!!!


Questions??

If you have any doubts about the time period of the name you have chosen, or how to set up your “device”, ask a Herald.  Every local group has one.  

I hope you have found this book to be helpful as you start to live “Happily Ever After, in the Current Middle Ages”.  Please, make use of your Officers, which is what we are here for.  For additional reading, you may find the following books a good resource.  The Known World Handbook, is an SCA publication which has articles on just about all aspects of life in the SCA.  The Marshal’s Handbook, contains information on combat in the SCA, a must read if you intend to participate in the fighting.  Also available are back issues of Complete Anachronist, which are individual booklets on a specific subject or aspect of the Middle Ages and Tournaments Illuminated, which contain shorter articles. These periodicals contain articles on useful period subjects not usually available through other sources. All of these can be ordered by contacting: 

The Society for Creative Anachronism

Office of the Stock Clerk

P.O. Box 360743

Milpitas, CA 95036-0743

or 

on the Web:

The Society for Creative Anachronism:

www.sca.org
The Kingdom of Atlantia:

http://atlantia.sca.org
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