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Preface

 

Greetings Perspective Players,

If you’re anything like I was when I first learned about LARP, my initial question was, ‘What’s that?’.

I was a freshman in high school, just a kid, still learning who I wanted to be. So when my friend, Alan, invited me to this little gathering at the park on Sundays, I was both amazed and a little nervous when I arrived to find thirty plus people gathered with swords, shields, and other various weaponry in hand. Many had armors of all types. And every face had a smile on it.

My anticipation rapidly eased as I was introduced to most everyone, something that wouldn’t have set me at ease in any other group. Within a few minutes I was going through weapon training. They had loaner short swords available for me to use and it didn’t take long to get a feel for it. Afterall, I was that kid who pulled wooden meter markers from the ground and pretended they were swords.

It took all of thirty minutes for me to gather the basic motions and learn the safety procedures for fighting with a short sword. Once I had the basics down, I got to spar with my trainer, and then—I was released into the wild to fight with other people.

I fell in love with the sport that day. Much of my family didn’t understand. I was constantly belittled by my father because I enjoyed something that wasn’t within his definition of ‘manly’. What he couldn’t understand was that I’d found MY people.

They were normal enough to the outside world. But within the confines of the game, they became heroes, each seeking adventure and excitement. They got to explore aspects of themselves through the actions of their characters. They got to relieve the stress of the work week by beating on other consenting people.

Understand, these people weren’t just other teens like me—some were. But most were adults, young and old alike. There were children too. It was a community of likeminded people who came together every week to share in something amazing.

I begged my mom to bring be again the following week—and the week after that. Before long I was attending every fighter practice, every week. And then I got to experience my first event.

Up to that point I’d only ever seen fighter practices. They were full of combat games, training scenarios, and weapon or armor making. Fighter practices were active and chaotic, yet organized. When I arrived at the farm for my first event, I discovered it was so much more than what I’d expected.

First off, events were so much bigger. The farm on which our events took place was divided into several sections, each bordered by a flowing stream with wooden bridges to cross, or be force to pay a toll, tree lines, that blocked access to all but a few crossways, or natural terrain barriers that took skill to navigate. There were fields, and forests, and hills, and alcoves—everything a young adventurer needs to explore the world and fight off bandits, monsters, or bond with allies.

Hundreds of people from all over the state had shown up. There were multiple factions from places I’d never heard of. And despite the wide array of people, they were all the same—Just like I’d found at the park—Just like me.

Trails snaked through the forest paths, joining camp sites. Wooden signs were carved with elegant writings, pointing the way to the next ‘town’ or tavern. Everyone was dressed in renaissance style clothing, or wearing armor, weapons always at the ready, either in hand or strapped to their hip. There were modern tents for those of us who hadn’t had the resources to bring anything different but most of the veteran players had log wall fortified campsites with working gates and watch towers. They had towering canvas tents that may as well have been castles. There were furs laid out for carpet, drinking horns for both decoration and revelry, and so much more. 

I don’t remember many of the details of my first event but I remember I had a blast. I was inducted into a fighting company. Those guys remain some of my best and closest friends to this day. We’ve shared our lives for the past twenty something years, gone through trials and tribulations together. They’re as close to family as you can get without being blood.

This was my experience in finding and joining a LARP. It’s my hope this little creation of mine is even a shadow to what I’d stumbled upon those many years ago. If I can bring even a semblance of the joy I received to new members of this game, I’ll consider this endeavor a success.

There are numerous LARP groups out there. A great many of them share similar concepts, rules, and people. I cannot advise you to try my game above any other. I spent decades with my group. Unfortunately, we all grew up and got too busy to LARP. Since then, I’ve participated in numerous LARP groups, but none compared to my first.

This game, while unlike my previous in many ways, follows many of the same mechanics. But it’s not the game that makes the difference. It’s the people involved. With luck you’ll find your people.

 

Levi Samuel
April 2022

 

 


Introduction

 

You may be asking yourself, what is LARP?

LARP is an abbreviation for Live-Action Role-Play. Eldarlands LARP is a game. But more than that, it’s a place where players are able to embody fantastical characters of their own design and escape the pressures of mundane life. It’s our goal is to provide a safe and fun environment for all players, while learning archaic skills commonly found in survival or medieval situations. The friends you make while playing this game can last a lifetime.

There are numerous LARP games all over the world, some published by major game companies and a great many more created by the people who enjoy playing such games. Eldarlands LARP is the latter.

Live-Action Role-Playing games come in almost every genre imaginable, though the vast majority are medieval era fantasy based. Basically, a bunch of us nerds get together, play dress up in period style clothing and armor, and proceed to beat the crap out of each other with padded weapons.

If you’re thinking that sound dangerous, don’t worry. Personal safety is our highest priority. We implement a strict, yet simple set of rules which all players are expected to memorize and employ. Safety and Combat Marshals will be present at all functions and events to ensure a fun and save environment for all. Most LARP games, especially Eldarlands LARP, are often a much safer sport than playing football at the local school.

Our weapons are constructed with safety in mind. Unsafe weapons, armor, and other potentially dangerous items are not allowed on the field. Combat training and practice teaches players how to control their strength and minimizes the risk of injury. That’s not so say injuries don’t happen. They do. This is a sport, athletics are involved. But, most of the injuries are as minor as a bruise here or a minor whelp there. Speaking personally, in my more than twenty years of LARPing, I’ve only ever seen three major injuries which required medical attention. Only one of those happened during combat, and all were the result of the recipient doing something they shouldn’t have.

While the risk of injury is slim, we do require a liability waiver be kept on file for all members. Eldarlands LARP is a combat sport. We encourage all participants to maintain health insurance. Neither Eldarlands LARP, its officials, nor the owner of any meeting location will be held accountable for personal injury and/or death in the unlikely event such a thing occurs.

Simply put, Eldarlands LARP is a safe place for people of all ages to come together to work out their frustrations in a contained environment and have a lot of fun doing it.

 

 


The World of Eldarlands

 

At the dawn of the 4th Age, in a time which will come to be known as The Wild Age, the remaining gods are young and weak, still recovering from the war that devastated their rank and ended the 3rd Age. In the dust of a desolate terrain, the aftermath of the godly war has left the world all but sundered.

Strange and magnificent creatures wander freely discovering their independence and evolving into this new world which they don’t quite remember.

As the oceans recede and the continents begin to settled, new and unexplored lands are being discovered all the time. Such places have become battlegrounds as each race fights for control in a world still recovering from the calamity.

Recently, a new landmass has surfaced from the Reinir Sea.

A vast and unexplored wildland, deemed Taldora, has become a major destination since its discovery. Adventures near and far come in search of ancient ruins, hidden treasure, or seeking fame. More though come for the strange and mysterious power that radiates this unique land and all it produces.

This strange power seeps into the earth, it saturates the food, permeates the air, and has caused the flora and fauna to grow rapid and wild, making it seem almost sentient and more intelligent than is found in other places. But the most mysterious aspect of this power, more mysterious than its effect on the world around it, is the healing properties it bestows upon those in its presence.

Fatally wounded explorers find themselves fully healed. Broken armor is restored and what was damaged mends over time. Thus far, no one has been able to locate the source, though many have tried.

At the edge of the wildlands, a small outpost has been constructed, serving as a staging and training ground for would-be adventurers. 

As one of these newly arrived adventures, do you have what it takes to tame the wildlands and make a name for yourself, or will you fall to the unknown, never finding fame or fortune?

Join Eldarlands LARP and experience the answers for yourself!

 

 

The world of Eldarlands LARP is based on the written works of the Eldarlands Saga. Though nothing which happens within the Eldarlands LARP game is scripted or influenced in anyway by the written works. The two are entirely separate, though in time the events of the game may provide material for future written works.

 

 


How to Play

 

Playing Eldarlands LARP is a near natural process. There are just a few things needed to begin; show up, pick up a sword, try to hit the opponent, and don’t get hit yourself. That’s it. A player that can manage that is a player who will have no difficulty playing the game. Those are the literal steps almost all players go through when they first arrive.

Beyond that point, it gets a little more detailed, but far from complicated.

Eldarlands LARP is a choose your own adventure style of game. Instead of reading about fictional characters or watching them on TV, or even playing a pre scripted video game, Live-Action Role-Play gives you the chance to fully become the character you want to be. You can face brigands and bandits. You can slay dragons, or fight wars. You can rob unwary travelers if such suits your desire. You aren’t restricted as to what you can and can’t do, though it’s worth mentioning that real-world crime, even committed in a game is still a crime. Just because a character may be unlawful doesn’t mean the player is unlawful. Every player should identify and understand the divide between fiction and the real-world.

Eldarlands LARP isn’t a cult or a religion, though such aspects can exist in the game, ALL members understand that this is just a game and nothing more.

To build a character, a player must first decide on a name and background. It’s helpful to understand where your character comes from and what they were doing before moving into active play. Every character will have a race and class which determines their abilities and what type of weapons or armor they’re able to use. This is done to balance the game.

Once a character is made, attendance and participation are key. Combat is a major aspect of this game but it can function just fine without it. There are plenty of players who build fully detailed characters without the need to ever swing a sword. The intent of the game is to have fun, exercise, and explore a fantasy world through the eyes of your character, whoever they may be.

Every player should strive to memorize the combat rules at the very least. They’re designed to provide a safe and fun environment for all involved. Nobody wants to get hurt or be responsible for hurting someone else. By learning and adhering to the rules, we can minimize such a risk.

After that, it’s really just a learn as you go sort of thing. Every player creates a character which populates the game world. There are monsters and creatures which are not player characters, but are rather portrayed by the game officials and volunteers. This gives the players something other than each other to fight and gain reward from.

Eldarlands LARP is a character driven game. The stories and game cannot exist without players. Using the framework of the Eldarlands
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