MARSHAL NOTES
WARNING: This information is for use ONLY by the listed occupants of the cabin and Shadowmoor staff. Any individual reading this form, other than a Rogue Marshal or registered occupant of the cabin, is in violation of Shadowmoor’s Code of Conduct.
	Occupant’s List
Please print the REAL NAME of each Player occupying this cabin.

_________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________
	Marshal List
Marshals viewing this form for any reason must enter their name, time, and reason for accessing the information.
___________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________



	Marshal Provisions
Any special considerations mandated by Shadowmoor staff will be noted here, including medical provisions.
____________________________________________________________________________________________________________________________________________________________________________



	Out-of-Play
List all Out-of-Play items and their location within the cabin. Anything NOT listed here is considered In-Play.
Note: Items with In-Play value may never be stored in an Out-Of-Play area.
______________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________



	Rules Reminders
Barriers - Ward and Wizard Lock Placement: Requires three physical walls to support it. Cannot act as a physical wall for another barrier. MUST have a "Lock" physrep that is placed inside/touching the protected area at the time of casting. Once placed, the Lock may not be moved while the Barrier is in-play. The Barrier is raised when the Key is not in the Lock. It is lowered by inserting the Key into its matching Lock. This is the only way a Barrier may be lowered (a Barrier may not be lowered simply by touching the “plane of the lock” with the Key). Cabin guardians may raise and lower Barriers on command by performing this action on behalf of their Controller. The guardian must be physrepped near the Lock, and the Key must be within arm’s reach of the creature. Maximum of one (1) Ward and two (2) Wizards Locks may best cast on a single cabin.
Lock Physreps: A Lock is a purpose-build physrep that consists of a "Lock" portion, and a "Key" portion. This must be made in a manner that only the specified key should fit into the lock portion. Impromptu Locks (water bottles, torn paper, broken sticks) may not be used. Keys are unique and may not be duplicated through any in-play means.
Proscribe Creature: This spell may be thrown on only one room, not a building with multiple rooms. The spell must be noted on the Marshal Notes.
Creatures/Cabin Guardians: A Master Controller may give a list of commands for which the creature is to follow to the best of its ability and these commands may be simple (typically used for Automatons) or complex (Fully Intelligent Creatures only). A Secondary and Tertiary controller may only give orders to the creature while in its presence and these orders likewise only last until that Character leaves the creature’s presence. The following are the only commands these Characters may give the creature: Attack, Defend, Raise/Lower Ward, Stand Down, Come/Go.  Regular cabins may have a maximum of three creatures inside the marshaled area. Lodges and Guild Buildings may have a maximum of four creatures. A marshaled area is defined as inside the Building, on any covered area (porches, patios, etc), or within ten feet of the exterior of the Building. Players must provide someone to play creatures in order to use them – in a marshaled situation, which is almost exclusively where this would apply, that will be overseen by the Rogue Marshal, or be addressed by calling a Hold and going out-of-play to find a Plot member to play the creature before an encounter occurs. A Player may not step out-of-play to play one of their cabin's creatures themself, regardless of where it is stationed inside or near their cabin. If a Rogue Marshal or Staff discovers that any Character is using an expired creature card, the creature will immediately be pulled permanently from play.





	Cabin Enchantments & Protections
List the protections (Wards, Wizard Locks, Proscribes, cabin guardians, other) on this building and any creature commands. Describe in detail where the protections are and diagram them in the space provided. Warning: If creatures, commands, protection details, etc. are not listed here, then protections will not exist in-play and cabin guardians will cease to function.
________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________
Signatures (In-play Caster and event date)
Ward: ____________________________________ Wizard Locks: ________________________________
Proscribes: ____________________________________________________________________________



	Use this area to draw your cabin & protections



