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Introduction
Welcome to the Page Fellowship!
This waybook will tell you how to start in Ealdormere’s Page Fellowship.

Youth and parents are welcome to read through this document. If you
have any questions, ask your Kingdom Youth Minister at
youthministerealdormere@gmail.com.

The purpose of the Page Fellowship is:

@ To promote the involvement of youth ages 17 and under in the SCA
@ Encourage study of pre-17th century history

@ Encourage pursuit of arts and crafts

@ Provide recognition for youth who are involved in the kingdom.

The Page Fellowship is an unofficial guild, but it’s supported by the
Crown and the people in the kingdom. The Fellowship itself does not run
classes or activities. It is a tracking and recognition system for what
youth do within the Society.

Joining the Fellowship

To be part of this youth activity group, prospective Pages just have to log
their first activity in the Google Form (https://bit.ly/EaldPageFellowship).
Parents or guardians can help. Once a Page has their first activity
logged, you are automatically considered part of the Fellowship, and can
continue to log subsequent activities, without waiting for the Belting
Ceremony.

Belting Ceremony

We encourage every Page to celebrate their joining the Fellowship with a
Belting Ceremony, coordinated between the Page, their parent(s), and
the Kingdom Youth Minister. Belting ceremonies typically will occur at
SCA events in court, shortly after their first activity is logged, but

can be done privately. At the ceremony, the new Page will receive a
purple belt. The youth are then welcomed into the Page Fellowship.
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Groups & Households

A local group might be a canton, shire, stronghold, or college. It’s a local
community of people who live near each other and play in the SCA
together.

A household is an informal group of people in the SCA who have come
together for acommon purpose. They might fight together on the
battlefield, camp together at events, eat dinner together at feasts, do a
shared art or craft, or just be good friends.

Find 5 different people who are part of a Group or Household and have
them print their names and the name of their household below:

Name Group or Household

This Waybook

Every new Page will also receive a Way Book to explain the Page
Fellowship. You can track your activities here, until you have a chance to
log it on the kingdom web form.

If a Way Book gets misplaced don't worry, just ask the Kingdom Youth
Minister for another one. Way Books can be given to youth with their
parent as an invitation to join the Fellowship.

What Can I Log?

All activities are logged through the Google Form
(https://bit.ly/EaldPageFellowship). Log your activity with a full SCA
name if you can (Nathan might be confusing if there are multiple
Nathans in the Kingdom, Nathan of Trinovantia Nova or Nathan the
Archer, or Nathan Ericksson helps us keep records for the right youth).

For each activity, parent(s), officers or the Page themselves report:
@ Page’s SCA Name

@ Youth’s Local Group or Household

@ Brief description of activity

@ Location: Home or event/meeting/practice

@ Date of Activity (estimate if necessary)

@ Hours Spent On Activity

Reported activities should be no shorter than 30 minutes in length. (It is
perfectly okay to try something and discover that you do not like doing
it!). This activity can be ANYTHING that shows involvement in the SCA:

@ Participation in minor combat or rapier activities
@ Shooting archery

@ Attending a class at an event or meeting

@ Doing research for something in the SCA

@ Working on a project

@ Helping at events

Anything!



Advancing In The Fellowship

To advance in the Fellowship, Pages are required to log a certain number
of activity hours. When a Page completes enough hours, they will be
invited to receive a scroll of achievement at the next convenient court.

Page Titles & Requirements
There are three levels that can be achieved in the page fellowship:

Messenger: After 40 hours of activity hours are logged.
Warden: After 80 hours of activity hours are logged
Reeve: After 120 hours of activity hours are logged

@ A messenger would pass word to others. Youth at events might
choose to help run to let kids know when youth activities are to begin, or
try event heralding.

@ A Warden would historically protect something (like a forest, a herd of
animals, or avillage). Youth at events might choose to help attend
royalty or baronial nobles, or offer to hold a spear in court.

@ Reeves were responsible for governing villages, and taking a
leadership role. Youth at events might choose to take on volunteer roles
and lead activities, such as classes, help marshals with youth marshal
activities, or coordinate groups of youth volunteering.

If you turn 18 but haven’t advanced to the Reeve level and you wish to
continue, by all means you are welcome to do so!

On completion of the Reeve level, if you want to return their purple belt
to be passed on to the next new Page, or keep it and continue to proudly
wear it, it's completely up toyou ...

Trying All The Things!

There are so many different things to try in the SCA; many not even
mentioned within this book. Talk to different people about different
activities you can try, and list some below that you found out about that
you would like to try:




What Is A&S? What Is The SCA?

You will hear people talk about A&S, or Arts & Sciences - this is the study and The SCA stands for the Society for Creative Anachronisms, which is

practice of various skills from the time period and cultures that the SCA covers. just a fancy way to say that we like to learn about the Medieval Ages.
Participants research, study, and practice these skills and then share their

results with others. The SCA has groups located all around the world.

Some examples of different A & S activities are: We like to learn about all kinds of things from the Medieval time periods
like how they lived, what kind of art they created, how they cooked their

Alchemy
food, what they wore and so much more!
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Heraldry

A heraldic device is a symbol of who you are. You can use your heraldic
device on your shield, sew it on your garb or display it on a banner

The Field
The background layer of a heraldic device is called the field. This can be
plain, patterned or divided.

Tinctures
Colours in heraldry are known as tinctures. These are divided into two
groups: the colours and the metals

Design Your Own Heraldry

Gules Azure Sable Vert Purpure Or Argent

Or and argent are the metals, representing gold and silver

Simple field divisions:

NV R

Per pale Per fess Per bend Per bend sinister  Per chevron
Per chevron Quarterly Per saltire Per pall Per pallinverted
inverted

Anything that goes on top of the field is known as a charge. These can be
animals, people, plants, objects or geometric shapes and symbols.

Posture
Animals on heraldry have postures, which is the position they are in.




