Alliance XR Rules

Age
You must be 18 years or older to attend an Alliance Crossroads event. Proof of age will be
required in person to receive membership. This policy will be enforced without exception.

Membership

Membership fees are required by everyone who wishes to attend an Alliance Crossroads event,
be it to PC or NPC. (Rates for membership on the registration page)

Year Membership $20

No membership will extend beyond December 31st of the year it was purchased in. (This means
you do not want to purchase a year membership in November, as it will expire at the beginning
of the new year.)

Membership fees can be paid at any time, but are required to be paid before or on the date of
the your first event to participate. Membership fees are non-refundable and non-transferable.
We will not accept checks.

Alliance Crossroads reserves the right to revoke or deny membership to any person for any
reason at any time.

Fees:
e Event membership: $5

OR
e Year membership: $20

Weekend : $70 Pre-register ($80 at the door)

Transfer Policy
Players wishing to transfer characters and/or items from other Alliance LARP Chapters may do
so in accordance with the following transfer policy.

1. Player must be 18 or older. See Age Policy for further details.

2. Items not normally produced under the Production Point system, but that do not contain
magical properties (such as livestock, slaves, or miscellaneous treasure), will be accepted on
a case by case basis. Potion, scroll, and alchemy labs, as well as weapon/armor forges are
not transferable between campaigns.

3. All items or ritual effects marked LCO are non-transferable unless given special permission
from both the items home chapter, and Alliance Crossroads. The head of plot, GM and owner
are the only authorized people in Alliance Crossroads that can give this permission.



4. All other items and rituals created or distributed under the Alliance LARP ritual policy, or
treasure policy are permitted for transfer.

5. Note that ritual scrolls and catalysts are LCO, and are not transferrable.

6. The Alliance Crossroads staff reserves the right to restrict any magic item, ritual, ritual effect,
etc. at any time. Rules/Martials Alliance Crossroads uses the latest Alliance LARP rules set.
Rule books are available online, as well as through us. All players are responsible for a
working knowledge of the rules; after all you can’t play if you don’t know how things work.
Alliance Crossroads maintains rules marshals, who are more than happy to answer any
questions. Any and all rules questions, or concerns can be brought to our head of rules for
clarification, or resolution of rules disputes. Rules Martials will be clearly identified in game.
Infractions/Accidents happen and occasionally a person will get a rule wrong that would have
consequences that could extend out of game and affect the fun of others. If a player is found
to be breaking the rules they will be given a warning. They will be instructed where they were
wrong and could receive a yellow card from the GM or owner. Sometimes the infraction may
only warrant a “time out” with no card to be issued. If you receive a yellow card that is your
official warning to learn your lesson and never do it again (this event or any other). If you
suffer a second infraction for the same reason you will be asked to leave the event. This is
referred to as a red card. If you receive a red card you will not receive a refund for your event
fee. People who are found to be maliciously breaking rules for any reason will be asked to
leave immediately. There does not need to be any warning for serious infractions of the
Alliance Rules. (Don’t do it!) This is an immediate red card offense. Continued problems will
see that person banned from Alliance Crossroads events. This is at the discretion of the GM
or owner of the chapter.

Metagaming

Alliance is a game for all players and their characters. At times it can be blurry as to where you
may have heard a specific piece of information about a character. At times it can be difficult to
allow your character to forget things that you as a person hear or saw out of game. If you are
found to bring information into game that could seriously affect another person’s ability to play
along the edges and be sneaky or even evil, when you have no “in game” reason for having that
knowledge, you will be warned and immediate corrective action will take place. This may result
in “in game revisions of memories of all involved” by Plot to remember it differently. Understand,
not every character is a good guy or a bad guy. If someone commits a crime in the game and
does it by the rules and was not witnessed by fact of the marshal involved in witnessing the
action, then it better not show up in the discourse of the game. If you get rolled in the woods
and it is supervised by a marshal, and you resurrect by the rules; then play by the rules and
accept the consequences of being in the wrong place at the wrong time. Have your PC learn
their lesson and move on, don’t try to find a way of getting revenge from out of game
knowledge. If you are not sure where that information may have been learned then you should
default that you learned of it “out of game” and should not bring it up. If it can be proven that you



cheated to get that information into game to get revenge you will be yellow carded at the
minimum. (Don’t cheat, 'nuff said)

00G

All players on site during game hours will be considered “In-Game” unless they are CLEARLY
wearing a white headband or hand on head (per rule book). Exceptions are made for specifically
designated areas, such as bathrooms and logistics. All items stored under a bed, or in
containers marked OOG are considered personal possessions. Putting in-game items into an
OOG marked area to hide/protect them is against the rules (and would be a yellow card
infraction). Any questions should be directed to a rules marshal/logistics staff who can help you
find out. All “O0G” items that you need to keep on your person (medicine, player card, tag ring,
etc), needs to be kept in a pocket away from “in game” items. As a character, all pouches, belts,
bags, etc you carry can be stolen if done in accordance to the rule book. if you need to keep
medicine or something important in a pouch on you for real world heath reasons please make
sure it is appropriately marked OOG so people leave it alone.

Adjudication

When a player has a problem with a rules call, a death taken, or has an out of game conflict with
another player, that player has the right to ask for adjudication. This is a procedure where the
player can present their case to the adjudication committee and ask that changes be made. The
decision of the committee is final and all conflicts will be seen as resolved after the committee
makes its decision. The adjudication committee is created to preserve the integrity of the
Alliance LARP rules system and to lessen conflict amongst players. It is the hope that all
disputes can be resolved without the need to for a formal adjudication. However this system is
in place in case of an emergency. It is important for all players to understand that the
adjudication process is in place to protect the players and not the staff of Alliance Crossroads.
The adjudication committee will always act in the spirit of the rules of the game and the
traditions of fairness and good sportsmanship that are so important to Alliance Crossroads, and
the Alliance LARP. The adjudication committee is made up of three people at all times. The
general manager or assistant general manager, one plot committee member, and the Head of
rules or one marshal. The GM will have the final decision on which members make up the
committee for any specific issue. There will always be three members of the committee to
remove the possibility of a tie vote. If one committee member is unavailable a suitable
replacement will be found, or the adjudication will be postponed. The player requesting the
adjudication will have the option of postponing the adjudication if one of the committee
members is not available. Adjudications may only be requested when a player feels that a rules
violation has occurred. When a player sees a rules violation they are to first reportit to a
marshal. If they do not feel that the marshal has properly resolved the conflict, the player can
then approach the GM or AGM and request adjudication. The player will be asked to explain the
situation and the GM or AGM will decide whether adjudication is needed. The GM or AGM may
confer with the other parties in question and other marshals before making a decision. After the
GM or AGM decides to go ahead with adjudication, the player in question can request to have a



player representative to help them with presenting their case to the committee. The player can
ask another player they know to be their representative, or the chapter will have players that
have volunteered to be player reps. After that the adjudication committee will convene. The
player will be allowed to present their grievance and request an outcome. If other parties are
involved, they will then be allowed to present their story. The committee members will take turns
asking any pertinent questions that will help them make a decision. After all parties have said
everything they wish to say, the committee will meet in private and make a decision. The
decision of the committee will be final and all parties involved should consider the matter closed.
If the player wishes to have further explanation of the committees decision, he or she may ask
the head of the committee when it is convenient. Minutes will be kept of every adjudication that
will be accessible by the player who called for the adjudication. Any in game ramifications of an
adjudication committee decision will be left to the plot committee to repair. Normally, game
events will not simply be undone and players expected to forget game events, rather, the plot
committee will develop an in game means to implement decisions made as the result of an
adjudication. In extreme cases it may be required for something to be undone, if this is the case
the reason for the “game change” would be approved by the adjudication committee and
implemented. This “game change” would only be for extreme circumstances and needs final
approval by the owner to be implemented.

Item picks
must be sent into logistics two weeks prior to the event you want to get them. Item requests

must have a rep description (picture is fine), and once the item is calculated, approved, and
deducted you will receive an item number that is required to be placed on the rep in a
permanent fashion. It will be checked before you receive your tag in logistics. All items are LCO,
and have a goblin stamp cost equal to the production point value of that item being created
through the treasure policy (Or the closest approximation). Picks are a generic term for “pick off
of the list”. Some items you wish to make may require multiple “picks” to make it. You can earn
“picks” in the following methods: 8 or more hours you will gain an additional pick above and
beyond any other awards. (2 picks) NPC for a full weekend event. (Fri-Sun)(+1 pick) for named
staff positions and exemplary work above and beyond the call of a weekend(+ picks) for special
promotions (like our kick-off promotion, etc.) To purchase a basic LCO magic item you must
have at least 1 pick credited to your account. If you stack multiple effects on the same item, all
effects must have the same expiration date. That means if you want an item to have 3 effects on
it and you want the item to last 3 years, then you must pay the 3 year cost for each effect. The
expiration date on the tag for the item will be calculated by the shortest expiration date.

Plot

The Plot Committee for the Crossroads campaign is dedicated to running a dynamic storyline

that is highly influenced by player actions. Players should expect their actions to directly affect

the plot, both positively and negatively. Players who wish to get the most out of the Crossroads
campaign are encouraged to write and submit comprehensive character histories.



Role Playing
It is our goal at Alliance Crossroads to provide you with a colorful, rich and immersive

environment. We ask that you refrain from dropping out of character as much as possible! Every
time you drop out of character you remove an element of the world from everyone around you.
The reason most come to play is to forget about the outside world and to get away from
themselves for a weekend. Every time you begin talking about the “football game” or “US
politics” you can ruin another’s experience. Nothing is worse than when you are in a deep RP
moment and someone wanders by talking about car trouble or what not. please be respectful of
others who have also paid money to be there. Marshals have the right to ask you to refrain from
real world conversations while in game, please understand why they are doing it.

Character Histories

Perhaps the best thing any Alliance LARP player can do in the development of their PC is to
write a character history. Players who write comprehensive character histories experience a
greater depth in their role play, as well as allow the plot committee the opportunity to write
custom tailored plot specifically designed for you! Advice on how to write a character history is
contained in the Alliance LARP rule book. The plot committee of Alliance Crossroads reserves
the right to deny in whole, or in part, any character history that contains material deemed to be
outside of the Alliance LARP universe, or the design of the Wyldes campaign. Players should
submit character histories to plot at least two weeks in advance of their first event in order to
ensure it is approved before play. If a history, or part of one, is denied, a member of plot will
work with the submitting player to develop an alternative that is acceptable to all involved
parties. In general, the material that could cause a character history not to be accepted involves
writing in an unfair advantage to a character’s history that would directly contribute to that
character having plot advantages not earned through game play. Therefore no character in the
Wyldes campaign may be directly related to any of the Noble Households nor may they possess
any Military rank above soldier or other political title in their history. In addition, players may not
write into their histories any followers, minions, or subordinates unless these characters will be
played by other willing PCs. Remember, all rewards in The Alliance LARP need to be earned!
Drawing too heavily on religion or religious themes is also a quick way to have a character
history disapproved. Many people decide to name their characters after obscure pagan gods or
lightly guild a myth for their character histories. This is not only against The Alliance LARP rules,
but sometimes it can be offensive. We as a plot committee come from very diverse backgrounds
both educationally and religiously...and we probably have read every myth you ever did. Please
remember that The Alliance LARP rules strictly forbid any religion to be a part of the game. In
addition, no character history involving rape or any form of sexual assault will be permitted in
any way. In terms of conceptualization of the game world, rape simply does not exist in the
world of The Wyldes; it never even enters into the mind of the evil of characters. The staff of
Alliance Crossroads is quite aware of the painful psychological effects of sexual assault; we do
not want this issue ever to enter into our game"lG or OOG", even in a character’s background.
Characters often desire to be born of parents of different races. Your parents may each be from
a different race, and you may be one or the other of their races. In essence and in name you



may be a half-breed, but in actuality and physically you are representative of one race
completely. You must play one race as listed in our Rule Book, and you cannot split or add racial
advantages based on the character history you create.

Plot Submissions

Players are encouraged to make plot submissions concerning their intended actions between
events. A plot submission is a description of what a character wishes to do during the
“down-time” between Alliance LARP events. This can include research, communication, travel,
and various other activities that can be time intensive or otherwise impractical for a character to
perform during an event. Performing such activities gives your character a “history” outside of
actually attending Alliance LARP events and is a great way to promote your character’s
development. While you will not gain experience for doing plot submissions, you may gain
information that can prove helpful or even vital in-game. Players Characters that are proactive
both in-game and out-of-game (by making plot submissions) tend to be the most well informed
characters, and therefore, the most involved in plot.

Here are a few basic guidelines on making plot submissions:

1. Plot submission deadline. In order to ensure that the plot committee has sufficient time to
review your submission, we are instituting a submission deadline of two weeks prior to the
next Alliance LARP event. Exceptions to this policy will only be made when events are to
close together to allow for that time. All Plot submission deadlines are listed with the event
descriptions. Submissions received after the cut off date will not be accepted, no exceptions
will be made.

2. Submissions not sent to the plot e-mail address will not be accepted. No exceptions.

3. Include what you intend to do. Do not assume that anything succeeds. The plot committee
will do its best to go over your submission in a timely manner and inform you of what happens
as a result by the next event. We will either contact you directly or provide the information in
written form at check-in.

4. Only one plot submission per PC. With the number of plots running and the volume of PCs, it
eases the burden on the plot committee if they only have to worry about one plot submission
per PC per month. If you choose to change your plot submission you may do so up until the
submission deadline.

5. No combat or spell-casting. Because of the complexities involved in the Alliance LARP
combat environment, combat and spell-casting need to be handled entirely in-game and thus
are prohibited from plot submissions. You can research spell-casting and practice
sword-fighting—that is perfectly acceptable—but you cannot declare that you wish to cast a
formal magic ritual or kill a dragon, and then expect it to be completed by the next event. If



you wish to perform those actions, you must do it in-game at a Alliance LARP event. Using
role-playing skills is somewhat different. For example, if you have Craftsman: Tracking and
wish to search for tracks between events, which is generally acceptable.

6. No production skill benefits. While within a plot submission you can say that you wish to make
use of a production skill, you can only earn the benefits of using production skills, such as
receiving armor/weapons tags, elixirs, potions or scrolls, at logistics during an event.

7. Goblin stamps may be used for influence during a plot write-up. It is possible for a player who
has donated time and money to utilize goblin stamps in a write-up in a similar fashion to what
they can get with goblin stamps as production on the night before an event.

There are a few rules to this:

a Goblin stamps may be used to purchase services or enact bribes during a plot write-up to
help the player spend money to achieve influence with an NPC or faction. Examples of what
could be done would be: paying for expedient passage (travel that is faster than you
normally could cover during a plot write-up); bribes to officials to let you by or to get a
message through to someone, etc.

b Goblin stamps could be used to buy “orange” tag goods that only have RP value. Such as
homes, farm animals, property, boats, artwork, etc. [Horses are an exception and will need
to be purchased with in game coin only]; any green tag item that has use in game must be
purchased with in game coin. Orange tag items can be utilized in RP but may never be sold
using the merchant skill for in game coin as they are not purchased with the treasure policy
rules outlined by the Alliance bylaws. If a player wished to trade or give an orange tag item
to an NPC to get influence with that person/organization that is acceptable.

¢ This would be accomplished on a 1gs = 1cp standard. So if you wanted to bribe a guard a
gold piece to look the other way, you will be spending 100 goblin stamps to do so. If you
wanted to buy a homestead for 15 gold it would cost you 1500 gobbies. Depending on
whose influence you wish to purchase you can spend up to your full balance of gobbies to
do so. You may not spend more goblin stamps than you currently have in your balance.

d Goblin Stamps are spent as soon as plot for the action is attempted. If you submit that you
are going to dockside and purchase passage on a ship and you spend 5 silver on remaining
anonymous, the 50 gobbies are immediately spent as soon as it was resolved by plot that
you got to dockside and hopped onto a ship. Logisitcs will be notified and the gobbies will be
removed from your total.

e “Influence” spent in this fashion does not guarantee it will be successful. Plot will decide the
outcome and will notify you of the actions effects. If it is a risky endeavor and you wish to
improve your chances on gaining a key contact in a secret organization, your influence can
get you there but it will not guarantee the anticipated result, just like real life. If the situation
is too complicated it may require you playing out a special module prior to the beginning of
the weekend. Plot will let you know this prior to showing up for the weekend.



f Characters doing joint submissions (which are a good idea, as the more people involved
generally the more time can be spent on that submission) should e-mail plot even if they are
not the ones sending the final version of the group submission. One person should send in
the group submission, with any actions they intend to take seperately listed afterwards.
People not sending in the final submission, should e-mail plot to indicate their characters
involvement, and add any actions they wish to take separately. You WILL NOT be included
in a group submission if plot does not receive an e-mail stating that you are going long.

NPCing at Alliance Crossroads
Certainly the Alliance LARP rule book provides great advice on how to be an NPC, but the staff

of Alliance Crossroads feels that this is such an important part of the game that it merits our own
thoughts and advice as well. NPCs are the hardest working players in all of The Alliance LARP.
They are goblins one minute and the next are fierce warriors, damsels in distress, cunning
Death Knights, and lowly farmers. NPCs are asked to perform a tremendous range of in game
roles and tasks to interact and entertain the player characters. Playing an NPC is perhaps the
best way for any new player to learn how to play Alliance LARP because it gives you a wide
range of exposure to different roles and the combat system without the fear of losing your
character. NPCs are vital to moving the plot of the game forward. The old Alliance LARP
wisdom is that ninety percent of all the problems with The Alliance LARP could be solved with
more NPCs and the staff truly hopes all of the players will incorporate NPCing into their Alliance
LARP experience. The NPC philosophy is a simple one: make the game fun. (Don’t be a dick!)
You as an NPC have been gracious enough to donate your time to helping the paying players to
enjoy their game even more. We as the NPC crew provide the extra bit of atmosphere that
makes The Alliance LARP really exciting. Whether we are playing evil monsters or a local
farmer, we give the players more characters to interact with and grow from. Quite simply, we are
there to entertain the PCs. What this means is that we need to be somewhat selfless and play
our NPC parts not as our own characters, but as characters that belong to the game collective.
This makes NPCing somewhat more restrictive because you do not have free will with your
characters, but rather need to play them within the boundaries set by the staff. Often the NPCs
begin to develop a competitive mentality towards the player characters; this is the worst attitude
a NPC can have! Remember that we as NPCs are there to entertain the PCs and not to
compete against them. Yes, in combats we want to make things difficult and perhaps even
deadly, but we are never doing so for our own ends. We are doing so to further the enjoyment of
the game by creating the atmosphere. We want all of our NPCs to have the correct attitude to
make the game fun for everyone. Like all players, NPCs need to know the rules! This is
particularly important for you as an NPC that will be involved in a lot of combat situations, where
knowing the rules are most important. The staff expects all of the players to have a copy of the
rulebook that you can learn from (these can be purchased at logistics or online). Now, we know
that there are a lot of rules to this game and we don’t expect a first-time player to memorize
everything, but you are expected to have a working knowledge of our game system. Remember,
we have a new player training session at the beginning of every event that you should attend if
you are unsure about any of the rules. Furthermore, you can always feel free to ask the staff



about any questions that you have regarding the rules. When the NPCs know and follow the
rules, there are about eighty percent fewer holds to interrupt the flow of the game. NPCing for
the weekend means that you will have a chain of command to follow for what parts you will be
given and how they are to be played. Following the chain of command allows for the plot to get
accomplished in the most efficient manner possible. It also allows for newer players to get
experience in the game with a more experienced player there to give advice and a good
example. The chain begins with the plot committee who writes the events and plans out the
encounters for each day. It continues on to the monster marshal (often a member of plot as well)
who is responsible for getting NPCs for parts and explaining the encounter, statistics, and
treasure. Finally, each group of NPCs is given an ‘encounter leader’ who is a more experienced
player to help make sure things run smoothly on the field. It is a major violation of the rules to
play any NPC role that is not given to you by the monster marshal or a member of the plot
committee. However, if you have an idea for a part that you would like to play, please ask! The
staff are all reasonably nice people and we are always willing to hear new ideas or answer any
qguestions you have. When you are given a role, the monster marshal will let you know what
costume and makeup requirements that your role has. Looking the part is always the first step in
creating a good character whether you are PCing or NPCing. When putting on makeup, make
sure to cover everything that should be. Nothing looks worse than a NPC who has done a poor
makeup job. The monster marshal or encounter leaders will be able to give you makeup tips if
you are new to this. To note, a monster marshal has the right to not send you out if he/she
believes that your costume is not appropriate. Costume is very important to add a sense of
realism and believability to your character. It’s also always fun to try and look your best for the
part. Also, when getting a role you will be given a monster card that has your abilities printed on
it. You have only those abilities listed on the card and may not ever add abilities without express
permission from the monster marshal. The cards are fairly easy to read once you get the hang
of them, but can be confusing for your first few weekends. The monster marshal or encounter
leader will be happy to help you understand the monster cards and answer any questions that
you have. You will also notice three boxes at the bottom of the cards labeled search, steal, and
kill. You may not take items, search buildings, or deliver a killing blow as any NPC you play
unless a signature from a member of the plot committee is under the appropriate box. Once you
have your NPC part think about how you are to come into game and from where. Don’t step out
of the door of NPC Camp and just appear into game, rather try to come in down one of the
paths, or in the woods. Remember that when not in game you need to be wearing a white
headband. Coming into game should never happen right in front of the players. After all, you are
not likely to be just teleporting into town. Rather, go off into the woods out of sight of the players
before coming into game. This is very important. Once you have your role and are ready to
come into game, you need to make sure you understand the purpose that your role is designed
to fill. You should try your very best, within the boundaries of your role, to accomplish this task
as soon as possible so that you can return to get another role and keep the game moving. You
should never be acting outside of your assigned boundaries. For example, an NPC should
never get involved in the plot, combat, or hang out ‘just because’. Every action you take as an
NPC should be with purpose and based upon the role you are playing. If you are not too sure



what these limits are, please don’t hesitate to ask the monster marshal or your encounter
leader. Also, often times you will be asked ‘what do | see’ by players who are trying to figure out
what you might be. Every monster card has a description box that you may use to reply to this
question; please don’t tell them the actual name of the monster that you are playing because
this might give away your monster abilities. One of the greatest things about being an NPC is
that you get to play roles you would never be able to play as a PC. This requires a lot of acting
range from the NPCs. Costume, makeup, and motivation are great starting points, but once you
step into game, you now have to make that character come alive. If you are supposed to be
fierce you have to act fierce. If you are supposed to be scared, you have to act scared. The
emotions that come along with acting the role are sometimes hard to generate in a believable
way. Most people tend to over act and then just become caricatures of the role. Others tend to
not act and slip into themselves in funny cloths and makeup. It is hard to find the balance. Many
times it helps people to just think of natural reactions to what is happening in the game. If your
house was being attacked by monsters in the real world, how would you react, and how would
you go to get help? If a bunch of heroes just saved your life and the lives of your family in the
real world, how would you react, and how would you thank them? This gets harder when most
of the things you do as an NPC can’t happen in the real world, but the emotions of the moment
is the same. Use what you already know about life to create believable lives for your NPC
characters. Whenever you are given a part to play the monster marshal should be giving you a
time limit for you to be in game, even if you are playing combat parts. Sticking as close as
possible to this time limit is essential for monster camp and the plot of the weekend to run
smoothly. You might not know what other encounters are planned for the day so it might not
seem to you that time limits are important, however, the plot committee has a schedule for the
day that they need to stick to. Staying on schedule makes sure that the entire plot for the
weekend that was written can be run on time. So when you are given a time limit please stick to
it. This is particularly important for parts that are not intended for combat. Remember to ask
yourself if your assignment for your part has been filled and then leave game as soon as it has.
One of the big risks when it comes to NPCing is getting a sense of attachment to an NPC role
that you are given. Now, this can be very easy to do because from time to time we all find NPC
parts that we just fall in love with (particularly if we are the one who wrote the part in the first
place). The problem with becoming personally attached to an NPC part is that you begin to think
about how you want the character to work and tend to lose sight of the reason the character
was created in the first place. Remember the NPC philosophy? Once you play a part for
yourself and not for the entertainment of the players bad things tend to happen. You need to
always remember that an NPC part is for the rest of the game and not yourself (that's what PCs
are for). Always remember that as a NPC you are there to entertain the player characters.
Always act with the greatest respect for the Alliance LARP rules on sportsmanship. Most of all
have fun! NPCing can be the most enjoyable part of the Alliance LARP experience.



