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What is the Design Document?

The design document is intended to give everyone an overview of what
happens when you enrol at Bothwell School of Witchcraft, how to play
your characters, practical information and other useful tips. It is not essential to read the full document, however, if you decide to join us it’s
definitely worth giving it a look over. Large sections of this design document are inspired by or directly taken from our partners at the College
of Wizardry [pg. 36]. This is primarily because we’re using the same system.
However, the Bothwell School of Witchcraft is a school of magic in its
own right and much of the experience will have its own flavour, speciality
classes and plenty of new ideas.
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1. INTRODUCTION

Welcome
Welcome! To the Bothwell School of Witchcraft - A world where magic
exists, completely undetected by the mundane (non-magic) world.
Bothwell School of Witchcraft is a live action magical experience which
takes place at Herstmonceux Castle in East Sussex in the U.K. The
purpose of this document is to give players an idea of what to expect
and guidance on playing their characters.
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The Setting
The Bothwell School of Witchcraft was founded long before the concept
of “primary schools” and “high schools” and operates much like a
university. It is a place of learning, study and research of the magical arts.
The terms “witches” applies to all genders at Bothwell, as was the case
at the school’s founding in the early 17th century.
There are three years of education at Bothwell. Typically witches enter
the school on turning 18, however, for some their talents are not
discovered until a later age and their education is just as important.
Some have had previous magical education, some haven’t. Secluded and
selective, the Bothwell School of Witchcraft identifies talent using the
“seeing stones”, an artefact created by the founder himself, Sir Frances
Stuart, to locate those with an aptitude for magic.
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The Players
Much like a video game each participant will be given a character to play
throughout the experience. How you interact with others will determine the outcome! Participants are given a questionnaire upon booking
their spot which will help to determine what character they play. You
may play a student, a professor or a position of your own choosing. Students will be sorted into one of the four Bothwell houses.
As a student, you may play a character between years one to three,
and you may even be selected to become your house prefect. Professors will be selected to teach one of the subjects at Bothwell School of
Witchcraft (Falconry will be taught by the castle’s resident expert and
is not a playable position). One lucky player will also get to play the role
of headmaster. The headmaster will work closely with the organisers to
bring life and story to the experience and will also have a large say in
which direction to take the school.
You can get involved as much or as little as you want. This is what the
questionnaire will help us determine in terms of character allocation.
While parts of your character will be pre-written, you will be able to add
more history and background and develop your character’s personality.
You might want to sit back and just participate in the school, or perhaps
you’d like to be prefect and lead your house to greatness. Everything is
in the hands of the player, and how you choose to play is entirely up to
you! [more on characters pgs. 18-24]
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2. WHAT CAN I EXPECT?

Schedule
Below is the schedule for Bothwell School of Witchcraft. This may
be subject to small changes before the event as we may have a few more
surprises in store. Don’t forget, how you choose to play determines
what happens. As a player, you’re welcome to skip classes and explore
the castle (but remember, if you get caught by a professor you may lose
house points). There will also be plenty of “extra-curricular” activities
and scenes you can take part in. Perhaps talking to a castle ghost will reveal a task that needs to be done or a teacher needs assistance catching
a loose creature in the forest, it’s up to you to explore and find out.
Each lesson block will be 45 minutes and there will be 15 minutes to
get between classes, meet fellow students and perhaps bump into a
creature or two.

7

Time
07:30
08:00
08:30
09:00
09:30
10:00
10:30
11:00
11:30
12:00
12:30
13:00
13:30
14:00
14:30
15:00
15:30
16:00
16:30
17:00
17:30
18:00
18:30
19:00
19:30
20:00
20:30
21:00
21:30
22:00
22:30
23:00
23:30
00:00

Day 1

Day 2

Day 3

Breakfast

Breakfast

Morning Adress Morning Address
Lesson Block 1

Lesson Block 8

Day 4
Lie In & Checko
Breakfast
Final Speech
Hand In

Lesson Block 2

Lesson Block 9

Free Time

Free Time

Lesson Block 3

Lesson Block 10

Lunch and Intro

Lunch &
Free Time

Lunch &
Free Time

Workshop #1

Lesson Block 4

Check In
Arrival

Workshop #2

Lesson Block 5

Prepare for
Game

Afternoon Break

Game Start

Lesson Block 6

Headmasters
Speech &
Sorting

Lesson Block 7

Dinner

Dinner

House
Tournament

Prep for Banquet

Final Speeches

Free Time

House
Inductions

Banquet &
Dance
Tavern Time

Tavern Time

Curfew

Curfew
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Curfew

Debrief
Goodbyes
Departure

Classes
The classes taught at Bothwell School of Witchcraft are listed below.
There are a few specialty subjects at Bothwell, including falconry, and
the controversial subject of Demonology.
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ALCHEMY
In Alchemy, students learn how to mix potions and learn about the magical properties
of objects. These range from disease-removing liquids and concentration-boosters to
poisonous concoctions and bizarre tonics that enhance the brewer.

BEASTOLOGY
In Beastology, students learn how to deal with magical creatures and humanoids. This
can be anything from hands-on-training in how to calm down enraged minotaurs to learning how to seduce merfolk in the water.

DEMONOLOGY
A controversial subject, which plunges into the depths of other worlds to summon infernal creatures. Technically banned by the Treaty of Avalon, Demonology has been a subject
at Bothwell since its conception due to the intensive works done by the founder, Sir
Frances Stuart. It operates on the premise that you can’t defend yourself from what you
don’t know.

FALCONRY
The ancient art of falconry is a tradition also followed by the mundanes. However,
harnessing these bird’s magical properties is a useful skill for any witch.

HERBOLOGY
In Herbology, students learn how to identify and use magical plants for arcane purposes. Some of these are extremely powerful and dangerous, and the field trips into the
Dark Forest are seldom uneventful.

MAGICAL DEFENCE
In Magical Defence, students learn how to defend against magical attacks, sharpening their skills in magic duels. The idea is to train in a safe environment, but often the
word “safe” is put in quotation marks for these classes.

MAGICAL HISTORY
Magical History is not just history, its filled with vital knowledge on the geography, politics,
economics, sociology and ethics behind the magical world. Of course, there is always the
odd exciting lesson on mummies and druids.

RUNIC MAGIC
In Runic Magic, students learn to use the power of runes to produce a variety of different
magical results. Education in Runic Magic often focus both on the practical application of
runes and the theory of their use.

GAMES
Games focuses on the sporting element of the witching world. A keen body as well as
keen mind is essential for any witch.
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Characters
CHARACTER WRITING
Characters are pre-written by the organisers. This doesn’t mean that
you will have to stick with what’s written. All players will receive
a basic skeleton of information that they can build their character
from. Characters are written similarly to those from the College of
Wizardry, the main elements are listed below.
1. THE BASICS
Your character will be given an initial and surname, a house and a year. It
will also include a short description of what the character is like.
2. LIGHT VS. DARK
Here your character will have a “light” and “dark” side written. These will
give your character both positive and negative traits. This gives you, as
the player, an option for how you wish to play your character. You may
decide that for your character you want to explore their “dark” side or
perhaps use elements of both to give your character some meaningful
inner conflicts.
3. QUESTIONS
We will give you five interesting questions for you to ponder about your
character. These are designed to help you think deeper about your
character, or think about interesting story lines to pursue/follow.
4. WHAT TO DO
This section will give you some ideas on what to do with your character
during the game.
5. IDEAS FOR RELATIONS
Relations between characters are created by the players. These will just
be a few ideas of some interesting relationships your character could
take advantage of.
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Ultimately how you decide to play your character is entirely up to you.
The basics of the character are fixed but these can be interpreted in
many different ways. If you’ve got a great idea and would like to change
some of the basics, we’re open to suggestions, and you’ll be able to
agree any changes with the organisers.
RELATIONS
Relations are created by the players. Each player is connected through a
number of elements, whether it be house, year or perhaps even shared
family ties! Relations can be formed between players before the game,
during the workshops, or during the game. Before the game, groups will
be set up online where players will be able to discuss their relationships
with other characters. These groups may be things like “First Years” or
“House Boyeswick”.
CASTING
As stated in the introduction, there are many types of characters to play.
These characters will be cast by the organisers. This will be done using
a questionnaire you’ll receive along with your ticket. There are a limited
number of cast positions and it is unlikely we will be able to fulfil every
request but we will do our best to meet as many wishes as possible.
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Costumes
STUDENTS
At Bothwell School of Witchcraft there is a uniform policy for students. Students will wear a robe and tie (provided by us) as well as a
shirt and trousers/skirt. Bothwell School of Witchcraft does not have
the same hang ups about gender as the mundane world and therefore while a uniform exists, it is non-gender specific. If, for example, a
female student feels more comfortable in trousers this is permitted,
likewise if a male student feels much more comfortable in a skirt this
is also allowed.
As a character, you may wish to accessorise your uniform with
waistcoats, hats (hats are very fashionable in the witching world),
jewellery, magical items and anything else you think would bring your
character to life. Your character may have exemption from uniform
standards as they may require specialist gear for a specialist subject they are studying. This is acceptable but robes and ties must be
worn during teaching periods to identify students. House points may
be lost if a professor deems a student’s clothes to be inappropriate.
There will also be a banquet on the Saturday evening. Formal attire
is required for this. You may also wear what you wish during free
periods and the tavern, however if you wish to remain in uniform
this is fine.
PROFESSORS AND STAFF
Staff members wear whatever they please. This can be anything you
want to bring your character to life. Perhaps you’re a scruffy bumbling
alchemy professor, or a strict professor of magical history or an outlandish
demonology professor. They may also wish to wear more formal attire
at the banquet.
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3. HOW WILL THE GAME WORK?

How to take part
The Characters pages [pgs. 18-22] list the types of characters at
Bothwell School of Witchcraft. As stated throughout the document, how
you play your character, the interactions you make and relationships
you form are all entirely up to you.
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PLAY AS YOU CHOOSE
Bothwell School of Witchcraft is a game for around 150 players, plus
the support cast (Non-Playable-Characters). There will not be one
playing style, but many. We see this as an advantage, and we hope
you will too. That being said, remember that inside the other characters
are other players. So, don’t do things that they won’t like. Stealing
wands, chaining people in the dungeon and leaving, and things like
that may seem fair to the characters, but for the players inside them
it’s almost never interesting. So please remember that styles differ,
and it’ll all work out!
PLAYING STYLE
At Bothwell, it’s possible to meet silly Professors with absurd teaching
methods, have heart-wrenching moments where betrayals seem almost
real and enjoy quiet scenes doing homework and talking about who to
bring as a date for the banquet. But there’s also room for deadly duels
with strange beasts in the forest, secret rituals in the forbidden basements and going to bizarre student poetry readings.
Life at Bothwell is a blend of teenage romance, deadly monsters,
political intrigue and personal rivalries, all set against the background of
classes, competition for the house shield and normal school life. We’re
aiming to make Bothwell feel alive and meaningful, while still having
room for some exploding magical beans, miscast spells that turn out
silly and touches of the absurd.
PERSONAL STUFF MATTERS
It’s a time of growing up - which means finding out who you are and
what you believe in. It also means finding out what you like and what
you don’t. Experimenting with identity, sexuality, friendships and
beliefs is something most of the students do during their time at school
- especially those who come directly from other schools of wizardry.
This doesn’t mean that you need to do any of this if you don’t want that
kind of experience, but it means that if you want that sort of play, it’ll fit
the setting very well. This also means that if you’ve found that the way
your character is progressing seems like a dead end, change it!
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PLAYING TIPS
In our daily lives, we all know how to interact with one another (to a
certain degree, at least!). We know what it feels like to be in conflict
with someone, we know how friendships work and we probably have
some experience with romance as well. That doesn’t easily transfer 100%
to a fully immersive experience like this, since it’s a much more
compressed and “heightened” reality. Everything happens faster,
reactions and counter-reactions are more over-the-top and everything is much simpler than in our normal reality. For this reason, we
have made a couple of playing tips for you. They’re meant to give
you some ideas and inspiration. And if you feel you don’t need them,
that’s ok!
1. FRIENDSHIP
Friends talk about things small and large. Tell your friends what’s going
on in your life, and ask about theirs. Overshare! Get involved in what
they’re doing. Do your friends favours. Say good things about them to
others. Help them out when they’re in trouble, and ask them for help
when you need it. Their problems are your problems and you can always
try to make your problems become their problems! Be loyal. Be supportive. Unless you’re going to screw them over, of course, which is also
interesting and part of friendship. After all, the worst of enemies can
have started out as the best of friends - and exactly the same the other
way around.
2. CONFLICT
Enemies come in all shapes and sizes, but they have one thing in common;
they will go out of their way to make your life worse, and you’ll definitely
do the same for them. Share their dirty secrets if you know them. Make
them up if you don’t! Say bad stuff about them behind their back. Make
it known that you’re not on good terms when you see each other. Fake
smiles, nasty “compliments” or outright verbal attacks are all part of the
package - whatever fits the situation. Get involved in the lives of your
enemies, so you can make them worse. But most importantly of all, be
prepared to change your views. Enemies today can be friends tomorrow,
and vice versa. (remember you’re in conflict with the character not the
player).
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3. ROMANCE
Romance is a tricky thing. Sometimes it’s easy and light-hearted, and
makes everyone happy. Sometimes it’s complicated and dark, and
is the glue that keeps two (or more!) people together even though
it’s unhealthy. It can also be one-sided and exist only in someone’s
head. There are many ways to be romantic. Take walks and share
inner desires and dreams. Hold hands in the hallways. Stand up for
each other. Send love letters. Recite poems. Go on interesting dates
in the castle gardens. Promise each other the world. And remember
that sometimes love fails, and that is also a part of romance. Rather
something fast and furious than slow and safe.
4. HOUSEMATES
The Houses of Bothwell have co-existed for centuries and the competition between them is fierce. For some students, having friends outside
of the House feels like betraying it, while others effortlessly maintain
and create friendships with students from other Houses. No matter how
you feel about your House, remember that its fate is bound to you, and
everything you do reflects upon it. Working hard for house points will
make you popular amongst your own, and costing your house points
will get you into trouble. The Houses of Bothwell are the closest there
are to families at school - you may not always like them, but you always
know you belong.
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Briefings and Workshops

Before the game starts we’ll brief everyone on all they need to know to
participate in the game and will cover in more depth playing style, NPCs,
Combat magic, Safety Rules, Physical Safety and Non-Combat Magic.
The workshops are designed to allow players to discuss with each other
how they’d like to play and develop some of their in-game relationships
before starting the game. We’ll split everyone in to groups and then re-arrange
the groups a second time for everyone to meet new people. Once the
workshops are complete participants will exit the castle to get into costume
and re-enter as their character ready for the sorting ceremony.

Performing Magic

Casting spells is simple. Performing gestures and saying a magical-sounding
word does it. Magical combat uses the Liveform system of magical combat,
which is demonstrated on location in workshops. Combat spells outside
the classroom are of course forbidden to students, but most certainly not
to players! Illegal spellcasting is something everyone knows is going on,
even though the penalties are severe. However, it is 100% up to the target of
the spell to interpret it (and possible effects). So a “Silencio” might silence
someone, but then again, it might not - that depends on the player whose
character is the target. After all, spells fail students often!
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4. BECOMING YOUR CHARACTER

The descriptions below will give you an idea of what it’s like to play
each character. If you purchase a ticket and are assigned one of these
roles we will supply you with a pack including a full-list of your duties
and responsibilities.
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Becoming a First Year (Fresher)
As a first year, you will not have been sorted into a house yet. This is done
upon arrival at the school. You will be sorted into your house by the “seeing
stones”, a magical artefact crafted by the founder himself to seek out those
with magical abilities and determine their strengths and weaknesses.
The seeing stones know all and may place you in other houses from your
friends. It is up to you to decide how you manage these relationships in-game.
Having friends in other houses may be useful when taking on some of the
castle’s secrets. Perhaps it’s important to make friends with the third years
to get that position on the house fireball dragon team! Or perhaps your character doesn’t like how things are done and rebels against the prefects. It’s
all up to you.
First years are finding their place and their role in the school and becoming
a first year is all about defining who they want to be. If first years wish to
leave the castle they must be escorted by a more senior student or
a professor. (Reminder; as with all the in-game rules, your character may
wish to not follow them.)

Becoming a Second Year
Becoming a second year means no-longer having to be escorted around
the castle grounds! However, with great power comes great responsibility
and second years are tasked with mentoring the first-year students in their
house. Mentoring first years may mean making sure they live up to the
codes and standards of the house or it may mean luring them astray into
trouble.
As a second year, there is also the prospect of becoming prefect at the
school the following year. This may mean it’s necessary to become chummy
with the professors, or gain support amongst the first years to help you vie
for power.
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Becoming a Third Year
As a third year, you will be the most senior students in the school. First
years want your favour and second years want to be you. They will plan
any initiations for the new first years along with the house prefects. They
will oversee the second years in their mentorship of the first years. They
will also decide how they will spend their final year at Bothwell School of
Witchcraft and leave their mark; create a secret club, gain fame at any cost
or perhaps they just want to keep their head down and prepare for those
final exams!

Becoming a Prefect
Two prefects will lead each house and you have a huge role in defining
what your house will be like. You will attend class like other 3rd years, but
you are gifted the free-time you need to skip class in order to perform your
duties. It will also be your responsibility to give a speech at the Bothwell
School Shield ceremony. Either a losing speech or hopefully, a winning one.
It’s important to make sure that as a prefect you are inclusive, decisive and
be memorable. It is one of your central functions to be a playmaker, keeping
fellow students engaged and active is one of your tasks. You should also do
whatever it takes to inspire students to win the School Shield at all costs.
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Becoming a Professor
Professors will start the game with a staff meeting. This will help determine
the relationships going forward. They will teach classes and keep students
out of trouble. There are however, some more “rogue” teachers who will
take their students on daring excursions. Professors may turn a blind eye
to the high-jinx of the third years, or they may come down hard on any
student breaking the rules. Don’t forget, there will be rivalries between
professors and their least favoured students but there will also be intense
rivalry between teachers. They also have the ability to award house points.
As teacher, you will teach 6 classes of 45 minutes to students from different
years. We will assist you in coming up with your lesson plan, but how you
teach the lesson is up to you. There’s also nothing to stop you from teaching additional classes after hours too, perhaps on some more controversial subjects!

Becoming Headmaster
As headmaster, you will have significant control over how the game will
run. You will work closely with the organisers in the lead up to the event
in helping to create the look and feel of the school under your charge. It’s
worth bearing in mind that it is better to NOT resolve too many conflicts as
its more fun to let the characters (students and staff) fight it out internally.
You will give the school speeches which should be memorable, interesting
and powerful. As headmaster, you will have a lot of “unscheduled” time to
use how you want, you may decide to teach an extra class or roam the
corridors, recruit students to spy on each other. But if in doubt, you can
always co-ordinate something with our organisers.
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Non-playable Characters
A non-playable character is a character played by volunteers who are not
participants in the game. They will play a variety of different characters
when called upon. Be this a lowly server at the banquet, a teaching assistant or
even a ghost or werewolf loose in the castle. They’re here to improve the
player experience. At Bothwell, we use a game design that lets the players
have the power to influence the story. This means that instead of us planning
a werewolf attack on Saturday night, we give some player characters the
power to summon werewolf allies. Maybe this will result in an attack on
the college - maybe not. This means that instead of having a clear time table
for when certain events happen, we try keep things dynamic.
This means that the game will be full of opportunities, but it also means
that things may not work as expected. Perhaps a runic ritual will fail or a
trip to the castle dungeons may prove more exciting than anticipated!
OPT-IN INSTEAD OF OPT-OUT
One of the guidelines we have for our NPCs is that they are supposed to
give players opportunities for interesting play, not force them to have play
experiences they aren’t interested in. For this reason, very few NPCs will
enter the Castle itself - and those who do will mostly be easily ignorable
characters like travelling salesmen, visiting researchers or such like. There
will however be some events which affect all students.
You can still meet Vampire Hunters in the tavern, enraged Minotaurs in
the castle grounds or mischievous Pixies in the gardens. It just means that
you’ll have to actively seek them out, and if you’re not interested, they
won’t bother you. An obvious place to go to opt in, is the tavern in
the castle, where weary travelers and strange individuals come to rest
their legs - some looking for refuge, others on their way to adventures and
looking for companions. The tavern-master is also a good source for
information on strange “goings on” at the school.
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5. THE SCHOOL

Below is a series of maps that show different areas of the school. The interior of the castle is where most of the classes will take place but the whole
castle and grounds are free to explore. We encourage you to use it all!
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“Extra-Curricular” Activities
There will be many “Extra-Curricular” activities at Bothwell. Some of these
may be created by the players themselves, exploring the forest in search of
a rare creature sighting or assisting a teacher with their research. Some may
be added in by the organisers and talking to a ghost or the tavern-master
may reveal a hint or task to perform. Therefore, it is important to make sure
you explore the castle and speak to everyone. Successful missions may result
house points but some may just provide an unforgettable experience.

The Bothwell Shield
The four houses compete for the Bothwell shield through accruing house
points. House points are gained in a number of ways, such as academic/
sporting excellence, bravery, volunteering, compassion and team work.
Points can also be deducted for things like breaking the rules, poor work
and bullying. Prefects and rising stars that lead their house to victory are
held in high regard.
The competition is taken very seriously. Not by all, of course, but by enough
that sometimes lines are crossed that perhaps shouldn’t have been. Pranks
are commonplace, intrigues are rife, and doing something to get one of
the other Houses in trouble is considered perfectly alright. Since the Staff
are perfectly aware of what’s going on, it’s very seldom that students are
actually expelled for doing things that are out of line - as long as it’s “only”
other students who suffer, and no-one dies.
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Fireball Dragon
Fireball Dragon is the sport played by magical communities across the
globe. It is most synonymous with the mundane sport of “dodgeball”. Fireball dragon is basically an advanced form of the classic dodgeball game with
a firey twist. Bothwell takes fireball dragon seriously and is played during
games lessons, to develop and identify talent. After-all there are pro-leagues throughout Europe and many Bothwell alumni are among some of the
star players. For the full set of rules on Fireball Dragon, please see the Lore
Document.
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6. THE RULES

Off-game Rules
The descriptions below will give you an idea of what it’s like to play
each character. If you purchase a ticket and are assigned one of these
roles we will supply you with a pack including a full-list of your duties
and responsibilities.
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SAFETY RULES
There are a lot of things we can do at Herstmonceux Castle, our location.
There are also things we CANNOT do.
•
Safety and concern for the castle always comes first. Even if it means
being shut out of something interesting.
•
The interior of the castle is full of expensive things. No crazy stunts
can be tried in places where they are.
•
We’re at a castle! This means narrow corridors, steep stairs and the
like. Don’t run, fall or damage yourselves!
•
If something is moved, it must be put back. Remember this, if you
move things (like beds) around.
•
There are places we cannot go, and these must be respected.
•
No things that can ruin floors, walls, etc. No ink!
•
No naked flames in the castle at any time.
MOBILE PHONES
Mobile phones are still treated with a high degree of mistrust by the school.
Their potential to reveal the magical world means the dangers are great.
Students are advised not to carry mobile phones in the castle. This also
makes the game more fun and forces players to interact with each other.
If, however, you’re expecting an important call, you’re of course allowed to
carry your phone on your person, but it is recommended you limit its use
and try to keep any phone use to the off-game room.
THE OFF-GAME ROOM
There will be a room dedicated to those needing a break from the action
when it all gets a bit too much. Fully immersive experiences such as this
one can bring strong emotions. Some have travelled far to this event and
may get homesick, some may just need to take a break from it all. This is
perfectly okay and nothing to be ashamed of. If you need someone to talk
to, there will be plenty of people on hand to provide support in the off-game
room. If you have any questions or need help with something, this is also
the place to come and clear up any queries.
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BREAKING CHARACTER
If for any reason there is a need to break from the game players are to
simply put their hand up and say “cut” clearly. The reasons for this may be
an off-game injury that needs medical attention or simply that things have
gotten too much and you’d like to remove yourself from the game. To keep
the experience immersive, where possible you should try and remove yourself without saying cut and make your way to the off-game room where
you can break character.

In-game Rules
INJURY AND DEATH
You cannot kill others – but you may choose to die.
Being killed in a game is very seldom fun. Dying at one can happen, but
usually only if it’s something chosen by the player for dramatic impact.
This means that at Bothwell School of Witchcraft, it’s impossible to kill
other player characters; students, staff members, etc. It simply cannot
be done without their explicit off-game consent. The same goes for
injuries that will ruin a large part of their play. So, while it’s possible to
drag off a Junior to a secret club meeting and give that Junior a runic
scar on the arm (using make-up, not a real scar!), it’s not possible to cut
off players’ arms, blind them permanently or that sort of thing. This is
reinforced by our potion and spell rules, where the “victim” is always
the one deciding what the effect is.
This means that while conflicts will happen and fights can become quite
serious, nobody gets killed during fights unless they choose to on their
own. And since dying means missing out on the rest of the game (or
becoming a ghost, at the least), it’s not something that’s going to be
happening left, right and centre. If you choose to have your character
die, make sure it’s in an interesting way, and that someone takes care
of getting the body to the off-game room at the castle. After all, dead
bodies aren’t supposed to walk around. It must be said quite clearly,
though, that we do not expect character death to be a central part of
the game. It may happen in extreme cases if the players so choose, but
this is not a game where we expect a high death toll!
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HEALING HAPPENS QUICKLY
Healing magic is very powerful at Bothwell School of Witchcraft. Noone wants to spend their entire experience in a sick bed, especially
since we don’t have a room that can be used as a sick bay. So, if you’ve
been injured during the game (in-game, not off-game - if you get injured
off-game, we’ll deal with that immediately), don’t lie around playing
injured for any longer than you want to. Find a Staff member or a Healer
student, and get it taken care of. Make it interesting instead of boring.
WANDS ARE NEVER STOLEN
A witch without a wand is a boring character to play - unless it’s been
lost on purpose. It is forbidden (off-game, as well as in the fiction) to
steal another player’s wand. Should a wand be found somewhere, it can
of course be picked up, but it should quickly be brought it to the
attention of a Staff member or a Prefect, so they can let the player who’s
missing it get it somehow.
NO PHYSICAL COMBAT
No matter how large the conflict, no student or teacher at Bothwell
would dream of solving a problem with mere violence. Monsters may be
physical, but defeating them is never a matter of just piling bodies on top
of them!
The first reason is because we’re at a castle, and physical fights tend to
get rough - even when they’re just stage fights for fun. The second reason
is because we’re many players from many different playing cultures.
One person’s “This is an ok level of physical violence” may be another
player’s “I’m going to call to the police!” level. So even though physical
interaction is of course allowed, no conflicts are solved physically.
STAFF REIGN SUPREME
Not even the most fool-hearted would consider incantations against a
member of the Staff. Well, not unless something really bad was about
to happen otherwise. Especially since Staff members automatically win
any magical fights against students.
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ITEMS FROM THE MUNDANE WORLD
While the societies of the magical world and the mundane world are segregated, many witches come from a mundane upbringing. This means
that items from the mundane world, while still treated with a certain
amount of distrust, are obviously useful for witches. This can be things
like comfy chairs all the way to some of the latest technology. It is
therefore not uncommon to see mundane items in the castle.
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7. PRACTICAL DETAILS
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Meals and Sleeping

All meals at Bothwell are taken together as a group at set meal times.
There will be three meals per day including coffee and juices. We cater
for vegetarian and vegan diets however please do make us aware of any
dietary requirements.
Alcohol will only be served in the Tavern and during the banquet dinner.
Most students will share a twin room in the more modern accommodation
building adjacent to the main Castle building. There are options for
double rooms with en-suites.
The castle is a university when not transformed to the Bothwell School
of Witchcraft and the accommodation block reflects this, so expect a
modern university hall style accommodation.

How to get here

Adress:
Herstmonceux Castle, Gardens & Grounds
Herstmonceux Castle
Wartling Road Entrance
Hailsham
East Sussex
BN27 1RN
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We intend to put on transportation for a small cost from Heathrow,
Gatwick and Brighton. We also hope to run transportation from the
nearest train station in Polegate.
BY ROAD:
If you are coming by car there is plenty of parking available. Satellite
Navigation may direct you to the wrong entrance. Please enter the castle
via Wartling Road and follow directional signage.
BY RAIL:
The nearest train station is Polegate where a local taxi (costing approximately £13-£20) can drive you to Herstmonceux Castle or you could
book a taxi in advance by calling Harbourside Taxis on freephone 0800
1699 532 or mobile 07834 714751.
Please note that Herstmonceux Castle’s main entrance is over 3 miles
from Herstmonceux village along roads without paths. Therefore, we
suggest that if travelling by public transport, particularly bus, that
visitors consider how they will complete their journey. Taxis can be
arranged for collection/return from the village using the Harbourside
Taxis freephone/mobile as above.
BY AIR:
The nearest airport is Gatwick Airport. Gatwick airport is also accessible to London within 30 minutes of Victoria Station.
Heathrow Airport is the second closest airport from which you can get
the London Underground into central London.
BY COACH:
We hope to put a coach on from both airports on the morning of Friday
11th August for a small fee, subject to interest.
EXTRA NIGHTS:
There may be the possibility to stay either the night before or the night
after for an extra fee. We send out information closer to the event on
how to book these.
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What we provide
Most of the items you will need to participate in the event will be
provided to you upon arrival. We will loan you your robes and tie and all
other props and objects needed to bring the experience to life.
We will also provide all your meals and accommodation whilst you are
here including towels.

What to bring
We’ve included the list below to help you decide what to bring. It is
by no means exhaustive, but we do encourage you to pack reasonably
light.
• Outfit for under robes (shirt & trousers/skirt) for 3 days plus
accessories
• Outfit for the ball
• Sports kit and suitable footwear (try keep it in-character
sports kit)
• Your wand (and someway of keeping it safe)
• A water bottle!
• A wash kit (inc. suncream)
• Any medication you may require
• Sweets and snacks
• A ‘Day Bag’ is typically a good idea for walking around classes
as the accommodation is a walk away, as well as a good accompaniment to your costume
• Some Pound Sterling for the Tavern and travelling (the Tavern
has a card machine)
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SPECIAL THANKS TO OUR COLLEAGUES AT THE
COLLEGE OF WIZARDRY! WITHOUT WHOM THIS
DESIGN DOCUMENT WOULD’ VE TAKEN 10 TIMES
LONGER TO WRITE.
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