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The Armourers Guild is glad to welcome all 

the heartland nations and guilds to the Great 

Edrejan Fayre of 1109 to be held in the nation 

of Graecia - part of the Jackals Empire.

The Graecian Senate has agreed with The 

Armourers Guild to host the fayre in the 

province of Korinthia at the new temple 

to the Graecian ancestor Cerberus. Indeed 
the games will be to 

celebrate the final 

consecration and opening of this temple.

Friday night will see the opening 

ceremony begin in the tavern at 

9pm. Songs will be sung and flagons 

raised in praise of the ancestors. 
More information on all the games 

will be announced and those wishing to 

compete will be able to sign up to the 

games. Volunteers to be magistrates of the games will be sworn 

in and finally the holy flames of the Graecian smithing ancestor 

Hephaestus will be lit to mark the fayre started.

Saturday the games will begin in earnest on the playing fields 

and in the temple. On the evening the games will continue within 

the tavern, followed by the prizes awarded to the winners of 

Saturdays games.

Sunday the games will continue. On the evening there will be a 

grand Graecian party held in the tavern to award the remaining 

prizes and mark the end of the games.

Monday we hope to relax and enjoy the closing ceremony and final 

consecration of the temple.



Since the time of Orcus and Spittle is long gone there is no 

unbalancing magic left in the games, so those wishing to enter 

into competitions must be able to use the weapons and abilities 

required for the game be it large weapons, shields, bows or 

specific kinds of magic etc.

Prizes to the games will either be items forged by the Armourers 

Guild or items provided by the churches of the Graecian pantheon 

of ancestors to honour those who are champions of the games 

celebrating the opening the temple.

The following is a list of games we are hoping to run with 

information about them. Although we do not anticipate or intend 

the list of games to change simple factors like preparation time 

the weather and number of games magistrates  may affect this. 
We advise anyone interested to come to the opening ceremony 

in the tavern on Friday evening of the fayre. Throughout the 

fayre additional information will also be available from the Games 

Information Desk being run by the Armourers guild.

The Jugga Tournament

There could not be a great Edrejan fayre without the jugga 

tournament and this year is no exception. however here are some 

changes.

There will be 16 teams competing. One team from each faction. 
One from each of the groups of guilds ie knowledge, martial and 

magical. Then there will be three spaces for independent teams 

which will be picked out of a hat at the opening ceremony.

Much of what makes Jugga so popular is the involvement of those 

not in the team, so prizes will be awarded not just for the winning 

team but also for the best team kit and best supporters group.



The Trials of The Hero
tests of physical and martial ability.

Tournament of Ares - Single Weapon

Tournament of Athena - Single Weapon and Shield

Tournament of Poseidon - Polearm

Tournament of Hermes - Dagger fighting

In these tournaments no magic, special items or abilities will 

be allowed. Blows must be pulled and no damage dealt. Each 

contestant will be allowed to take two hits on each location 

before it is considered useless. The winner is the one left standing 

(ie has hit opponent twice on the head or torso). Each round 

will be marked on the best of three bouts. The winners of each 

tournament will be invited to join the Grand Melee. 

Tournament of Artemis - Archery
Tournament of Zeus - Thrown weapons

These tournaments will use the archery range 

and involve no magic or special abilities (just 
aim). The winners of each tournament will be 

invited to join the Grand Melee. Run by the 
archers and scouts guilds.

Circle of Treachery

As in the fighting tournaments no magic, special 
items or abilities will be allowed. Blows must be pulled and no 

damage dealt. Each contestant will be allowed to take two hits 

on each location before it is considered useless. The winner is 

the one left standing. There will be one circle of treachery for 

each faction in their camp and one for the guilds. The winners of 

each will be given a place in the Circle of Treachery final in the 

marketplace. Winner of the final will be invited to join the Grand 

Melee.
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Circle of Death

A circle fight with a difference - there 
are no holes barred. You can use 

whatever normal or special abilities you 

have, including magics, special abiliities and 
magic items. Your aim is to make your 

opponents unconscious not to kill them 

however blows that would kill someone 

are allowed (eg a blow rending a pattern 

in twain is allowed, wasting them or 

preventing them being healed is not). The 

guild will not provide healing for those 

injured so contestants are advised to 

bring their own. The winner is the last 

person standing.

Great Race

A traditional running race open to all who register. The start 

line, waypoints and finish line will be decided on the day of the 

race. The winner will be invited to join the Grand Melee.

Grand Melee

A circle fight to end all fights. Winners of all 

the martial competitions are allowed a place in 

the grand melee. The following rules apply to 

the Grand Melee.
i, you may use your normal or learned abilities, 
such as wearing armour well or using polearms 

to strike people off their feet.
ii, you may not use magic, magic abilities or 

special items.
iii, last man standing wins and is declared supreme 

champion of the games.
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The Trials of the Oracle
tests of mental and magical abilities

Challenge of Pallas Athene

Followers of Pallas Athene, the Graecian ancestor of knowledge, 
will test those who believe they are knowledgeable about the 

world, on Saturday evening in the tavern.

Champions of pan

A bardic competition to be run by 

the bards guild.

Challenge of Dionysus

A test of alchemy, luck and 
endurance to be run by the 

alchemists guild.

Challenge of Hermes

A treasure hunt to be run by the 

Guild of Commerce.

Challenge of Hephaestus

A test of smithing originality. A 
prize will be given to the most 

original and entertaining spell-
tempered item, run by the Guild of Armourers.

Challenge of the Muses

Whether its to speak with their ancestor or simply to transport 

in a circle, many people must now perform magical rites with their 

spells. Each contestant may perform one rite that they can cast 

and the most entertaining and original rite wins the competition, as 
judged by the Incantors guild.
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Challenge of Asclepius

A test of your triage abilities for healers and those very skilled 

with the use of bandages, being run by the Guild of Healers. How 

many people can you save in a short time?

Riddles of the Sphinx

The sphinx is a powerful demon of great knowledge and mental 

trickery. One has been captured and kept in the temple for the 

games. As arranged by the mages guild you can gain access to the 

sphinx and it will test you with its riddles. It may even grant a 

boon to the best chellenger if you impress it enough.

The Ferrymans Price (aka The Death List)
The Guild of Scouts will hold a competition on behalf of Charon, 
servant of the ancestors of death and ferryman of patterns 

across to the realm of his master Hades. A mere two silver is 

his price for which you can anonymously give the 

guild the name of someone you wish sent to 

Hades. The guild have promised to count 

the names and make sure this money 

is used to fulfil Charons wishes 

against the most unpopular person.

Save The World

The watchers of our  circles have 

agreed to judge those who wish to 

practice performing rituals. Teams 

will be randomly given one of a 

selection of scenarios and have half 

an hour in which to discuss, practice 
and perform the ritual. Singularly 
for this competition teams do not 

require ritual magic nor the ability 

to contribute.
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Other Competitions of Note

Trials of Aphrodite

Believe yourself to be fashionable, witty or just good looking? The 

followers of the ancestor Aphrodite with the aid of Wilhelmina 

von Beck (Former Miss Teutonia and Mistress of the Bank and Guild 

of Commerce, former Miss Teutonia) will be holding competitions 

at the party in the tavern on Sunday evening, such as best dressed 
togas, blind dates, Mr and Ms Heartlands. Remember that decency 

is the watchword here. Unruly or lude behaviour will not be 

tolerated.

Hades Pit Fight

Monstrous creatures come out of the hole in the realm of Hades 

every day. Teams of 5 comprising of a mage, an incantor, a healer, a 
fighter and a scout may book times to enter the pit to fight them. 
The winners are those who defeat 

the monsters in the quickest time. 
All abilities, magic or items will be 

allowed. All will start by fighting the 

lowest level of monsters however 

teams may progress to harder 

monsters for a chance at a bigger 

prize, giving up the chance for prizes at 

the lower level. The guild accepts no 

responsibility for any deaths in the pit 

fights. Further details will be available 

at the opening ceremony.

Minotaurs Maze

If time, money and weather allows, 
the Armourers and Graecians will be 

building a maze. This test is open to 

all and the fastest person to find the exit will win.
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