The Guidelines Pack
Including Safety, Security, Site Preservation, Archery and Conduct.
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Introduction

On November 25th, 2000 a group of re-enactors from all over Ireland and from many 

different type of living history and re-enactment groups met in Miltown College, Dublin. This meeting grew from a discussion between re-enactors on the “Spirit of Past” discussion 

board web-site ( pub14.ezboard.com/birishreenactment ) but was not restricted to its members.  The final out-come of the meeting was this Guideline Pack covering many of the areas of       re-enactment that had never formally been dealt with and some that had.

There has always been a consensus on some issues of safety but not on others and there has not been any general living history safety guidelines or guidelines for the preservation of     sites before the meeting and this pack.  The guidelines contained herein are the result of fair 

and open discussion and a realization among re-enactors and living historians that within the Irish re-enactment community that a common high standard of safety and organization is not only attainable but necessary. They were agreed by consensus and with honest 

compromise on all sides of the debate.

 Many of these guidelines are a minimum standard of safety and common sense. They do not pretend to cover every possibility, nor is this pack a legal document.  Some groups and individuals may have more stringent methods and rules for their own training and events.  A list of those groups and individuals that discussed and agreed this pack’s contents is included.  The pack is not the rules of a country-wide group nor does it represent the views of every re-enactor or living historian in Ireland and is issued without prejudice. 

31st January 2001  

Combat Safety Charter 

    The aim of the Combat Safety Charter is to protect everyone, regardless of their role as member or spectator, who takes part in our events.  

    These guidelines are recommendations, however some groups/event organizers may insist, with prior notification, on some or all of the guidelines being followed at their own events. There are several sub-sections below (1.4, 4.6, 5.2, 5.3, 6.3 and 7.2) in bold print.  These sub-sections are not discretionary; they are rules and relate to serious topics.  They are designed to provide a certain level of safety and must be followed by everybody without exception. 

1 Shots and Protection

1.1 All combatants and field flag bearers should wear battle worthy head, hand and arm   protection.  Archers should wear head protection.  Torso and groin protection.

1.2  Shots should be pulled at all times during combat.

1.3  Unprotected areas of an opponent’s body should be avoided where possible.
1.4  Head shots, groin shots, and shots below the knee are dangerous and there for illegal.  NB Authenticity should be maintained but with a greater emphasis on safety, particularly with regard to head, hand/arm protection (and footwear in adverse weather / field conditions).                                                    
2 Training and Combat Eligibility

2.1 Combatants must be properly trained in whatever weapon(s) they field with. It is the responsibility of the individual, the group training-officer and ultimately the group leader (where applicable) to decide on a combatant’s readiness for battle.  

2.2 Novices may wear coloured armbands. If this is so combatants will be notified before combat begins.

2.3 Individuals should train with a nearby group at least twice a month to qualify for combat. If you cannot prove to an organizing group that you are trained in the use of given weapons you may be refused entrance to the battlefield

2.4 New members, or those new to combat, may be tested by the organizers using the weapon they intend to field with.  If they are deemed unsafe they will not be allowed to field.  

3 Responsibility

3.1 Each group should have an internal safety officer. 

3.2 It will be the role of the group leader to see that any members of their group who intend to field are properly competent in weapons and battlefield safety.

3.3 It will be the responsibility of the event organizers to ensure that those fielding are competent.

3.4 It is the responsibility of each Re-enactor to ensure s/he is competent and to act accordingly.

3.5 Accountability means those acting irresponsibly and/or unsafely are open to being banned from future events.

4 Weapons and Equipment

4.1 All weapons and equipment inc. archery equipment should be checked by an appointed member of the organizing group prior to battle.

4.2 Any weapons or equipment deemed unfit or dangerous will not be permitted on the battlefield.  Pole arm heads must be suitably rounded including axes that may be used to jab.  All weapons should be clean and burrs must be removed. Over weighted weapons or those with dangerous furniture will not be permitted onto the field. (See Additional Safety etc.)
4.3 Weapons should not be handled by members of the public unless under strict               supervision. All weapons should be accounted for and not left unattended during battles, warrior games etc.

4.4 No sharp weapons or metal/wood tipped arrows may be carried onto the field at any time.  Nor should any arrow be cracked or broken.

4.5 Sharps must be kept under constant peace knot or in a safe sealed bag at all times and only carried if necessary.  This takes into account the need for sharps in the living history area.

4.6 During  the evening social sessions weapons should under no circumstances be used.  Weapons may never be brought to the pub/local town during social sessions. If they must be carried on site, they should be sheathed, belted and secured, i.e., peace knots etc. No sharps may be carried at the evening sessions.  Weapons can cause problems at social sessions, be they at the fire or in the pub.  Please think about what you are carrying as past experience has shown that swords and the like hit people, knock drinks & food and can knock burning fuel from fires.  

5 Archery & Slings

5.1 Please see the adjoined archery section; it is the Traditional Archery Society of Ireland rule book (TASI).

5.2 Arrows used must have a standard rubber tip, manufactured not homemade.  Please recognize the difference between home made replicas and home made safety equipment

5.3 Arrows, sharp or blunt, must never be fired in the direction of the public.

5.4 Slings should be used by prior arrangement only.  They should be used alongside archery barrages unless by strict arrangement.  The softest grade of squash ball should be used.  They have the required weight and are unlikely to cause harm. 

6 First-Aid and Medical

6.1 All groups should have a reasonably extensive medical kit and at least one member of the group should be trained in basic first aid by a recognized group such as the Red Cross or St. John’s Ambulance.

6.2 All medical problems should be documented within each group and kept with the medical kit (e.g., allergic reactions to penicillin, asthma, epilepsy and any long term injuries or illnesses or medication).

6.3 Eight hour bottle to battle rule. It is strictly forbidden to take part in any form of combat or field activity  while under the influence of alcohol or drugs. This includes certain prescribed and unprescribed legal drugs that may affect judgement or perceptions. If it says not to operate machinery and/or drive while using a particular medication do not field while using it.  Examples include certain hay fever, sinus, cold and ‘flu treatments.  This is not a recommendation; this is an absolute rule.

7 Conduct

7.1 Re-enactors are always on display to the public and must accept that they are role-models of Irish Re-enactment. Obscene and abusive language offends many people and reflects badly on Re-enactors  in general. All Re-enactors should strive to behave in a manner that will project a positive image.

7.2 Every person taking part in any Re enactment event will be expected to have full control of him/herself at all times. Any  Re-enactor who threatens, endangers, abuses the rights of, attacks or injures another participant/spectator  through overindulgence of alcohol or narcotics or any other reason may be  immediately removed and barred from the battlefield, campgrounds and all other event facilities by the event organizer.

                                                       * * * * *

Living History Safety Charter


The aim of the Living History Safety Charter is to protect everyone who attends our events regardless of their role as participant or spectator.   
           

1. Site and Display Layout


1.1
It is the responsibility of an event organizer to survey any potential living history site in advance of the event. When reviewing the grounds and surroundings, one should verify that the ground is sound and level and that the chosen site will not be prone to flooding or exposed to harsh elements. Look for hazards that may need to be roped off, such as broken walls or cliff edges/footpaths etc


1.2
Examine any stone walls or trees in proximity to your intended 'Living History zone' and check they are safe. Make sure that displays are kept away from any possible falling objects (Branches, Rocks etc.) 

1.3
Never permit anyone to use stonewalls as a support for their tent, lean to, trading stall, loom or any other framed structure.

1.4
Keep your display area layout simple and roomy. 

1.5
Avoid bunching up on other equipment and displays. This reduces trip and stumble factors.

1.6 Keep equipment out of immediate reach of the public and especially children.

1.7 If you have a tent, lean to, chests, boxes or wattle use them as your backdrop but in such a way that it reduces the angles which the public can approach from i.e. subtly box off your display area and give yourself a more secure environment to work in.

2. Fires 


2.1
When laying a fire or building a stove, oven or kiln, think about it's positioning carefully and its proximity to tents, bushes, plants, trees or any other flammable materials. 

2.2
Consider the path the public may take through the site. Give good clearance on all sides of the fire. Do not place a fire where it is obvious the public will stand, such as just inside site entrances or next to or to close to a path or other access.

2.3
It is advisable to keep a bucket of sand close to the fire to use as a fire extinguisher (authentic by day) and if possible a modern kitchen extinguisher or fire blanket hidden near by.


2.4
Keep a clearance between the fire and the edge the fire pit. It is advisable to line the edges of a fire to protect the grass around the fire. Exercise extreme caution if lining a fire with stone! (Damp wood is best)

2.5
Never use porous rock such as sand stone and never take rock from a river as
they can explode.

2.6
Fires should not be lit on archaeological sites. A firebox should be used instead. Keep the fire about 200mm above the ground.  Many private grounds (Sports grounds, etc.) will require this also. 

2.7
If lighting a fire on grass on non-archaeological sites it is advisable to dig a fire pit (This should also be applied to Ovens, Kilns & Ground Forges). 

2.8
Sod should be removed in cuts 10cm deep minimum to protect the root system. Store the sod flat and upside down in a cool damp place to prevent the grass drying out. If no cool or damp place is available or if weather is extremely hot, sod should be lightly watered regularly.

2.9
Sod should be replaced only when the fire is completely extinguished.  

2.10
Remember to always put fires out with water after the event! Embers that are covered with sod can burn for days and ignite dry turf or vegetation.

2.11
At night time: If a fire becomes the 'Camp Fire' for the evening be sure to remove all fire irons, chains, cooking utensils, unnecessary clutter, any trip hazards and anything flammable from around the fireside. Metal objects get very hot and hold heat for quite a while and therefore can be quite deceptive.

2.12 Keep seating and fuel stocks a safe distance from the fireside.

3. Stoves, Ovens, Kilns & Forges

3.1
Be aware of hot materials and products such as hot pottery, forged or cast work and baked items. Keep such things out of reach of public and unwitting re-enactors until completely cool.

3.2
Keep hot metal surrounded by something and well out of reach or quench it.

3.3
Keep Quenching buckets out of reach also as the water can reach near boiling point if used a lot. 

3.4
In a situation where you may have been commissioned to allow the public to try out forging or have a closer view, ensure they wear Safety glasses, gloves and apron.

3.5
When cooling the forge, stay with it until it is completely cold. Coals cool on surface but stay hot underneath.  Use water to extinguish if forge is to be left unattended at end of display.


3.6
Consider also the positioning of Anvils (recommended 5-6 feet from public and flammables) as hot flying ‘Scale’ (particularly dangerous to the eyes) from the hammering can pose a burn and/or fire hazard.

4. Tools and Utensils

4.1
Utensils and tools and any other sharp or pointed objects should be kept out of the reach of the public completely. Equipment should only ever be handed to a member of the public after they having been shown it's correct use and advised how to hold it and which bit is sharp. 

4.2 It is Preferable not to have the public using craft tools.  If you feel they should never let any member of the public try out any tool without supervision.  No child should be allowed to use any craft tools unless their parent or guardian is present and has given permission.
4.3 Tools should be laid out, not only for display purposes, but also for safety reasons. Never keep tools thrown into an open box or chest as this increases the chance of accidental injury to the re-enactor or enquiring hands. Ensure to use a chest/box that has a lid that can be locked, latched or pinned shut!

4.4
Always ensure that no person is in close proximity when making any swinging or chopping actions, especially children. 

4.5
Keep children at a safe distance from all wood and metal work, even if they are your own children.


4.6
Never, ever keep tools and blunt re-enactment weapons together! 

5. Injury
5.1
The possibility of accidental injury around tools and fires is always
present. Be vigilant!

5.2
If you or another re-enactor should receive a minor cut or burn while on display you should remove yourself/them immediately from public view. 

5.3
Go and get first aid treatment.

5.4
Ensure you leave your display with someone you know.

5.5
Catering standards on wound dressing should still apply at 'Living history' kitchen fires and coloured plasters will have to be used. Especially when cooking Broths, Soups, Stews or Porridge etc. Authenticity will have to be sacrificed in that instance. . If one of the food prep team has an obvious cut or wound they should not serve or prepare food.


6. Catering

6.1
Unless you are employed to do so and have suitable insurance you should never give or allow public to take food from your display, regardless how persistent they are. 

6.2
Re-enactors should be advised that they take food at their own risk.

6.3
All persons preparing food should bear in mind basic hygiene, irrespective of laws. 

6.4
The Organiser should ensure that the food prep team have access to clean water at all times.

6.5
Dairy products, meat & fish which are to be consumed should not be left uncovered for long periods of time especially in hot weather.

6.6 
All meat, fish and dairy products should be kept refrigerated when not being cooked or on display. The event organiser should try and arrange for foods to be stored in a cool room or fridge (Ice Box/Ice Bag may also be suitable)  overnight or at least submerged in water to keep fresh. Think ahead do not put Sundays meat on display on Saturday. Leave it in a cool store until required. All food should be stored properly overnight out of reach of animals and vermin.

6.7
Do not leave dairy products, uncooked meat & fish close to a fire.

6.8
Cooked meat, which is to be re-heated, must be well covered from the night before.

6.9
DO NOT reheat cooked meat that has been frozen. 

6.10
If cooked meat is to be refrigerated, cover it well & keep separate from uncooked meats.

6.11
Use different utensils for meat & vegetables.

6.12
Only the food prep team should handle & carve meat for other re-enactors.

6.13
Only the Living History Kitchen Knife should be used on meat!

 
(Some re-enactors use their knives for picking their nails, whittling wood etc.)

6.14
Only the Living History Kitchen utensils should be used on food!

6.15
Only the Living History Prep Team should serve foods!

(Re-enactors & other LH people have been handling animals, rusty/oily weapons, working with wood, going to the toilet etc.)

6.16
Remember that there is a large vegetarian group within the re-enactment community.

6.17
Events organisers should always prepare vegetarian friendly foods regardless of their personal tastes.

6.18
Always have a cloth & water handy in case of fire (See also section 2. Fires)

6.19
Always have a dry cloth & water handy for washing of hands

6.20
Always use an Anti-bacterial ‘Squirty’ soap (hidden from public).

6.21
The food prep team should ensure that all utensils are washed and dried carefully before & after use

6.22
Any utensils with rust on them should not be used

6.23.1 It is not the food prep teams responsibility to wash or provide eating & drinking utensils for other re-enactors.

6.24
The food prep team must ensure that their work area is left clean.

7.  LITTER

7.1
All re-enactors are responsible for their litter and should pick it up using their own rubbish bags.

7.2
The Event Organiser should supply rubbish bags and confirm rubbish collection. Where rubbish collection is not possible, re-enactors should bring their rubbish home or to the nearest bin.

7.3
Do not try and burn cans on the campfire, especially if it is the kitchen fire.

8.  Behaviour


Never brandish a 'live' tool or utensil at anyone, even in jest. Warriors are known for disarming each other in such situations and may not stop to ask if the Axe or Knife is real or a prop.

Other site issues

It should be noted when hosting an event at/on an archaeological site (a rarity in Ireland) that these grounds should be treated with the utmost respect. 

Apart from the fire rules, all and any impact on the ground surface and especially monuments should be kept to a minimum.

Deep penetration from pegs and fire irons should be avoided at all costs. Do not use large pegs as they can disturb the ground and distort geophysical and site excavation surveys. Only use very small short pegs and keep the angle shallow. Avoid using posts for any reason.  Always confirm that pegs or any other form of ground disturbance is permitted before you begin.

Apart from making the area unsightly litter can also contaminate and distort future surveys. All items of equipment and all litter must be accounted for, especially metallic objects. Continually collect all litter! 

        Additional Safety and Security Points
1. Combat and Weapons
1.1 Weapons Checks
A full weapons’ check should be carried out before each battle/skirmish.  All weapons should be clean (i.e., free of rust, mud etc.) and should be free of burrs, jagged edges, square edges and splintered shafts or handles.  Over weighted, over top heavy weapons and weapons with dangerous furniture should also be watched for.

The owner of the weapon should run his/her hand down the blade or shaft first, then the checker should do the same.  This reduces the risk of injury to the checker.  The checker should carry a file during checks so that burrs, etc. can be removed on the spot and not missed later. All weapons, primary and secondary, should be checked as should shield, helms and armour.

No sharps of any kind should ever be allowed on the field, whether sheathed or pouched!

All arrows should be checked for cracks or splinters and sharp heads.  All arrows should have the standard safety rubber tips; red heads are particularly recommended.  Sling projectiles should also be checked.  Remind everybody on the day that only declared and checked weapons are allowed onto the field even if the owner does not intend to use it.

1.2 Materials
Swords and knives should be made of a good combat quality steel.  A spring steel, EN45 is very commonly used by many good armourers (see Appendix A).  Materials not to be used are wood (unless for handles) aluminium, mild steel, iron, stainless steel or foam rubber.

Axes, spears and fixed head flanged maces may be made from mild steel but hard-facing (hard edge welding) is recommended.

1.3 Dimensions
Points should be roughly as round as a penny and should be as thick as possible without compromising the look of the weapon. Many British groups use a sterling pound coin as a rough rule for points, round and thick.   Points should be at least 4mm thick.  Edges should be at least 3mm thick and radiused ( 180 degree round edge ).  They should never be thin, triangular or square.

1.4 Injuries Protocol
 If somebody is injured and falls ONE person should go to one knee over him/her and loudly shout “MAN DOWN - FALL BACK” until the immediate area is clear and those on the field are aware of the situation.  On the call everybody else should move away safely, leaving one person and/or a trained first-aider to deal with the injured person.  If necessary a call of “MEDIC” will be raised by the re-enactor attending the injured person and upon which the ambulance or its crew will be called onto the field from the sideline.  Do not crowd around an injured re-enactor.  This only draws public attention to the injury, upsets the injured person and hinders medics and first-aiders in doing their job. 

These two calls and this procedure should be part of any re-enactors basic training and drilled into every new member so they will recognize a situation and respond appropriately in a combat situation.  These calls are standard and should not be modified.
The “Good Will Act” states that you must seek permission of an inured person before helping in any way, if you are a trained and currently certified medic or first-aider you must state this to the injured person.  If you do not do these things you can be open to legal action later.  If a person is unconscious you can act with no permission.

If you are not a trained and certified medic or first-aider do not move the injured person and do not remove any clothing, weapons, armour or helm from the injured person.  This can cause serious complications with spinal, head and internal injuries.  If the injury is or even may be serious, call the ambulance/ambulance crew.

1.5 Shields and Armour
Shields should be in good condition.  If they are damaged, the damage should be clean and free of sharp, jagged and splintered edges.  This also applies to shields in general.  They should be trimmed with leather, rawhide or metal.  Trimmings should also be free of sharp, burred and jagged edges.  Shields made of metal or with metal components should be as above and free of rust.  Shields should not have large, protruding bolts on either face, nor should they have loose or sharp headed nails, studs, tacks, bolts or rivets.  Only good plywood or plank should be used to make shields.  Other materials such as chipboard, beauty-board or MDF should never be used as they are extremely deceptive and therefore dangerous.  

Armour, chain or plate, including helms and vambraces/gauntlets should be of combat standard, not display or decorative pieces.  Display and decorative armour   can lead to worse injuries than no armour at all, if used in combat. There are a number of reputable armourers in Appendix A.

1.6 New & Untrained Re-enactors
If you are a new or untrained re-enactor, please do not attempt to field.  While you are more than welcome to attend any event to which you are invited you must sit out any combat until you are properly trained.  Please do not take this personally; safety is the primary concern of every re-enactor and event organizer.  Any re-enactor you ask will be able to help you to find training with any number of groups or to find a group to join. Use this time to prepare yourself properly, ask a lot of questions of a lot of different people.  You (and the rest of us) will enjoy events a lot more if you are trained and prepared.  The time will be well spent and well worth it.

1.7 The Combat Arena
There are some basic rules to laying out a safe battle arena, regardless of shape. 

· Always have double roping to keep the public a good distance from the combat. This safety zone should be about ten feet wide and patrolled by non-combatant marshals.

· Make sure the stakes supporting the ropes are sturdy and well planted to avoid drooping ropes that will invite the public to cross.

· Have one or two entrances to the battlefield only, depending on how you want your combatants to enter.  These entrances should be watched by marshals and be wide enough to allow access to an ambulance if necessary.

· Make sure your field is long enough to accommodate safe archery and consider keeping the public to the sides only to avoid any chance of public harm.  If there is a strong wind consider leaving archery out altogether.
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2.  Preservation of Sites and the Country Code

2.1 Fires 

Fires should not be lit on archaeological sites.  Instead a fire-box should be used.  Keep the fire about 200mm above the ground.  Many private grounds (sports grounds, etc.) will require this also. If lighting a fire on grass on non-archaeological sites it is advisable to dig a fire pit.  Around 30-40mm of sod should be removed and replaced when the fire is completely extinguished.  Remember to always put fires out with water.  Embers that are covered with sod can burn for days and ignite dry turf or vegetation.

2.2 Gates, Livestock and Permission to Enter
It is imperative to close and keep closed all gates, even if you cannot see livestock near-by.  Crops, heritage sites and gardens can be easily destroyed by wandering animals, not to mention the danger to livestock and road-users. Be careful when walking around the country-side.  Many farmers will not appreciate re-enactors wandering around their land without permission, especially if you are collecting firewood, berries or mushrooms (this can easily be viewed as theft).  Also many fields will have poison laid.  We should respect the communities within which we hold events: Seek permission.

2.3 Old Stone Walls & Historical Structures
Never climb on old stone walls or historical structures; these are part of our heritage and every year walkers unwittingly begin or continue their gradual destruction through simple carelessness.  Low points or breaks in walls can allow livestock to wander. 

2.4 Litter
We should always keep sites and their surrounds, including towns, free of litter.  Event organizers should provide the re-enactors and living historians with bins.  Groups attending should consider bringing a roll of black bags for their own use.  Avoid using hay or straw in the living history or else where as it is unsightly and difficult to clean up and will also increase the risk of fire.  Litter, aside from being bad for the environment, will quickly give re-enactment a bad name.

3.  Security
· If the event is being held in a town it should be properly fenced off from the public.  Secure parking should be made available and a proper security company employed to guard the gate and site in general.

· The camping area should be well away from the event area and should be secured while the events are in progress.

· If the event shares the same space as the camping, the area should be cleared of public immediately after the events are finished and by 7.00pm at the latest.

· If there are public events in the evening they should not be held in the same space as the camping.

· It is recommended not to use a security company from the immediate locale as, particularly in small towns, they often find it difficult to deal with locals that they have to live with when we go home.

· Do not bring members of the public back to the campsite at night, particularly from the pub.  Also remind others who may be considering it.  It is everybody’s responsibility and in everybody’s interest to keep the chance of trouble on site to a minimum.

· If you chose to bring a non-re-enactor as a staying guest, you should ask the event organizer in advance and that guest and his/her actions will remain your responsibility for the duration of the event.  

            NB Please be careful with the last two points here; non-re-enactors have caused havoc on campsites a number of times before.

4. Training
If you are starting a new group and have little or no experience of re-enactment combat and general safety please don’t go it alone.  Bad habits are hard to break.  Martial arts training does not qualify you to train re-enactment combat.  It is important to get the basics right so go to one of the many groups around the country.  We are all willing to help out; we won’t try to take over and we all had to start in the same way.  Likewise there are experienced living historians and people who know clothing who can help you getting started.  

Make sure your training includes loud orders and the injury protocol calls to help keep everyone safe.  You will be shouted at in battle; don’t take it personally it is part of the show and is an important part of keeping everyone safe during combat.

Apendix A
Armourers
Key
A = Armour, H = Helms, G = Gauntlets & Vambraces, S = Swords, P = Pole-arms, K = Knives, X = Axes, B = Archery Equipment

Irish Arms, Boyd Rankin & Lynn Williams; dealers and makers of weapons, clothing & accessories and archery equipment.  Swords are Paul Bins blades dressed by Boyd.  Highest standards of research and production are observed. Buying through Irish Arms helps the development of Irish Living History and Re-enactment by promoting a home-grown trading culture.

The Red House

Ardee,

Co. Louth 

041-6857710

077 1172 5652

irisharms@eircom.net 

Armour Class, S,K,X.

Allen Clarke

0141-951-2262 (from North)

(Scotland & Glasgow prefixes)-141-951-2262(from South)

Lancaster Armouries, A,G,H,S,K.

0044-1246-270090 (from South)

01246-270090 (from North)

  Jelling Dragon, H,S,K (blades by Paul Binns),P,X and more

0044-1923-448226

01923-448226

Saemarr (Pete Seymour), All inc. leather armour.

0044-136-6384316(from South)

0136-6383416(from North)

Roo the Leather Carver, G in heavy leather.

0044-1772-499927

Roy King Historical Reproductions, S,K,H,G,AX,P.

0044-1435-813733 (from South)

01435-813733 (from North)

For long ash poles turned to your specifications, McMahon’s, Dock Road, Limerick.                      

Call to Arms is an English re-enactment directory that has a huge section on traders and manufacturers.  It is advised to check around with other re-enactors before you order from it so you have some idea of standards of merchandise.

Contact the Editor, Duke Henry, for a copy at:

0044-1953-681676 (South)

01953-681676 (North)

www.calltoarms.com
email: cta@calltoarms.com
The Spirit of Past is a discussion board web site on which you can ask for advice or give suggestions, as well as find re-enactors from all over Ireland. It is a great service and provides the catalyst for the debate that led to the compilation of this        pack.  It can be found at:                                    

pub14.ezboard.com/birishreenactment

Slua Ghairm is the Irish re-enactment newsletter/magazine.  It includes, among other things, articles, patterns, directory information and event guides.  It deals with both combat and living history.  Contact Dave Mooney at neophte@eircom.net
Appendix B
This is an alphabetical list of all the groups and individuals & contact information that agreed to the spirit of safety represented by the meeting of November 2000 and the guidelines in this pack.  Underlined names of individuals indicate those who agreed on the pack outside the framework of a group.  

If you wish to be added to this list please email or phone around.

Chris Grant-Stevenson
046-46999

chris_stevenson@dmr.com
Cú Glas
Martyn Merlehan

088-2628509

Ciarán MacAoidh

087-9919743

ciaran_macaoidh@yahoo.co.uk
Edward English
087-6421795

Fergus Grant-Stevenson
ROI 046-46999

NI 028 91 454060 (prefix is 048 if calling from the South)

Malachtáin Toirc
Barry Gaynor

01-8400603

Mogh Rioth
Dave Mooney

087-6704650 

061-400973 

neophyte@eircom.net
Montague Heritage Services
Alan Montague & Jessica de Búrca

055-80318

086-8730463

montague@indigo.ie
Shields of the Shattered Isle
Gordon MacGregor

028 90 31974 (048 from South)

mountie70@hotmail.com
Angela Brunt

028 91 270637 (048 from South)

brunt_angela@hotmail.com
_1040656975.unknown

