Setting

The planet had no official designation. The Federation of man referred to it simply as Sigma-Sigma-6. The Coalition of Shadows called it 'Nerava' which loosely translated to 'empty'. The Orks called it 'blue-green rock'.

The planet itself had little to no mineral wealth, no natural resources to extract, what it did have was strategic significance. All three factions could use it as a staging post or jump point to numerous other worlds and systems ripe for conquering. The Federation of man sent their legionaries, well-equipped and well-motivated. The Coalition sent they best agents to operate behind the scenes to try and take over the planet through stealth and subterfuge. The Orks..well..the Orks crashed a derelict starship filled with their brethren into the centre of the largest land mass.

The Orks spread like a cancer across the surface of the world, burning and looting their way through settlements and outposts. The Federation lost millions of men to their bloodthirsty advance. The Coalition, whilst they would never admit it, lost a large quantity of their best agents as the Ork horde rampaged through the larger settlements. As the Orks spread they formed an ever expanding circle of roving war bands but left a void in the centre as they advanced. The Federation took advantage of this and landed their biggest drop-ships and war machines into that gap, in a desperate last attempt to rid the planet of the green menace, hitting the Orks in the rear as they advanced. The fighting was brutal and desperate, the Federation fighting to reclaim its besieged world. The Orks fighting...because that’s all they know.

The Federation broke through the Ork lines in many places, fracturing and splintering the Ork forces into separate roving war bands. They turned one distinct fighting force into hundreds of independent savage bands, without clear leadership or command structure (such as they had) the Federation expected the Orks to fall into disarray and in-fighting. The Federation was wrong. The Orks just...continued doing exactly what it was they were best at. 

Our story surrounds a small war band of Orks, cut off from their brethren for many days. Running low on ammo and supplies, they search the wilderness for a settlement in which to resupply. A slight glow on the horizon and the reports from their scout Grotz tell them there is what looks like the remains of a Federation outpost only a day away. Its looks in pretty bad shape, but there is signs of life, and signs on conflict.
The Galactic factions

The Federation of Man

The human race has spread far and wide throughout the universe. A versatile and hardy race, they can adapt to almost any planet and have mastered science and technology to create very efficient mining machines to strip a planet completely bare before moving to the next planet. Their space fleets are vast comprising hundreds of ships of various sizes.  They are protected by their vast armies, the Legionaries, whilst they lack the sophisticated weapons of the Shadow Coalition they make up in numbers.

The Shadow Coalition

The Shadow Coalition are a collection of alien races that have banded together to combat the unstoppable tide of humanity from taking over the entire universe. The Shadow Coalition lacks the numerical troop for a stand up fight; instead they rely on subterfuge and covert operations. Advanced technology allows them to bred vat grown warriors to embark on missions designed to destabilise enemy positions and command structures.
The Orks

Some believe them to be born from a form of fungus, some believe them to be genetically created creatures that escaped from a lab, and some think they are the result of the universe having some kind of weird sense of humour. Whatever they are and wherever they came from, the Orks are here to stay. Orks are extremely tough, capable of sustaining incredible amounts of damage before falling in battle, they technology is both very basic and extremely unreliable, an Orks gun is just as likely to explode in their face as it is to cut an enemy in half. Orks are tribal in nature, with the strong rising through the ranks and weak falling to the bottom. Some Orks show unusual intelligence in different fields of war and are allowed to develop their talents and bring the fruits of their twisted labours to the battlefield.

Players – You are an Ork. You have been away from your tribe for over a month, you are travelling looking for a resupply location. We don’t want to restrict your imagination and enthusiasm in creating your characters. When you have an idea please pass it to the ref team at ref@vault57.org and we can sort out the details, including starting loadouts.

Site details

Location – Gunman Airsoft - Tuddenham 

There is no electricity or running water at the site.
Portaloos will be provided.
The event is self-catered.
The village is in character from time in to time out.

Players are welcome to camp IC in the buildings in the village. Crew should bring tents to camp near the crew shed.

Game calls

Time in – The game has started, everything that happens is now IC (In character), if you wish to drop out of character please leave the play area.

Time freeze – A temporary pause in the gameplay to either set something up or deal with on OC issue, when time freeze is called by a ref the players should close their eyes and hums something tunelessly. Time freeze is cancelled by a call of Time In. 

Time Out – The game has ended, well done.
MAN DOWN – A real injury has occurred, ANYONE can call this and anyone who hears it should repeat it to ensure everyone knows. When the call is made the game is stopped whilst the refs deal with the situation. ANYONE can call this if they think someone has been injured, we would rather 10 false alarms rather than miss 1 real injury.
There are NO COMBAT or WEAPON CALLS

Combat rules
Mainly the combat will be of a heroic style with all blows and hits reacted to accordingly from both the crew and players giving a much more realistic and rewarding game. now to the actual guidelines of the combat

Taking damage - you will take damage, a lot of it, some from being hit, some from being shot, but mostly from the other Orks. This is done by two different damage types. Hostile damage, and friendly damage. 

Hostile damage will deplete your hits (5) and when you reach 0 you have been taken down and are incapable of fighting any more, you have a count of 100 for someone to come and sort you out in some Orky manner. No help, your dead.

Friendly damage will deplete temporary hits (5) and when you reach 0 you have been knocked out for a count of 30 unless someone slaps you awake. Friendly damage is any damage done to you by another Ork, melee, bullets, fire, run over by a war buggy, etc etc. The Ork gods smile upon their more boisterous followers and will not see them fall to simple squabbling.

Hostile Hits - unless skilled or briefed differently all folks have 5 hits. a standard hit can either be a flurry of melee weapon blows (rule of thumb is 1 hit = 1seconds worth of hits or a flurry) or a single or burst of bullets. again these are geared towards being a guideline and we stress that roleplaying damage appropriately will be the most rewarding. The hits break down to -

1st, 2nd, 3rd hit = wounded and bleeding this means you have been cut/shot/mauled/etc but can soldier on and do actions normally within reason (remember to roleplay the appropriate wound, i.e. shot to the shoulder will be painful to use that limb or a couple of knife wounds to the stomach will be very painful to move about) at combats end these will need to be tended within 5 minute count or will progress to next wound conditions.

4th hit = seriously wounded This is when limbs are incapacitated and useless, in the case of body or head you are in a great deal of pain and bleeding out. At this stage you can still act but with great difficulty (wound specific damage roleplayed out, i.e. leg wound would mean crawling or limping, arms would be unusable for the most part and body would be very painful. roleplay out the injuries as you feel is appropriate)  for the sake of rules there is a bleed out count of 5mins from the point the combat ends and the adrenaline settles till it counts as a 5th hit and you fall over unconscious from blood loss and shock. 

5th hit unconscious at this stage you fall over and are unconscious from your wounds. you are in trouble at this point and from the point of unconscious you have a 5 minute count until death claims you. 

Guns and ammo - Nerf or equivalent only (and must be painted to a more realistic look for the immersion of the game world) As you have seen from the above combat is very dangerous and the same is true for firearms. The weapons either fire big single shots or bursts. each salvo strike on the target counts as one hit regardless of however many rounds strike the target, again rule of thumb is 1hit per 1 second of shots hit. this represents loosely the difference in calibre of round fired.

ammo is not reusable in the game - one shot=1 round of ammunition.
Melee weapons – LRP safe melee weapons.

Thrown weapons – Coreless LRP safe melee weapons

No explosive pyro please.

A note about large creatures that may turn up - there may be situations where a large something or other will cross your path and hand you your bottom on a silver tray. We run a what you see is what you get policy. if it looks big and nasty, chances are it is. there will be refs telling you in game effects in appropriate but otherwise react as you feel is appropriate. feel free if a giant bats you away to fling yourself bodily to the ground winded and dazed. it will add to your roleplay and to everyone else's.

