Twilight Dreams
Information Sheet #1
Out of Character Stuff
Behind the Character there is a person with emotions, a life and all the baggage that goes along with that. In everything we do here we have to remember and respect that. 

This information pack will try to set out all the rules applying to the people behind the characters. 

The Basics
1. Everything that is illegal in Canberra is also (strangely enough) illegal for people who play this game. This means you don’t use illicit drugs, no violent behaviour and things like that.
2. In running this game the voluntary GMs, coordinators and others that voluntarily help with running the game (have you got the point yet that we ain’t being paid to do this?) expect a certain level of maturity, responsibility and cooperation from the players. 

3. As bits of the game can get quite exciting, we have to run with the no touching without permission rule. This especially goes for the younger players.
4. All props need to be cleared by the Game Coordinator and must conform with the rules under ‘The Props” section below.
5. Occasionally games are run in an alternate venue, during these times all these rules still apply, in addition to any “House Rules” imposed by the owner of the venue. See notes under “The Venue” for Daramalan’s House Rules.

These rules are not fully detailed. They will undoubtedly get more detailed over time as experience makes us shudder, but for now, if you have any questions about specific circumstances relating to Out of Character Rules, contact David <insert email link here>.
The Venue
Daramalan College kindly donates community space to Twilight Dreams, but otherwise has no connection, control or liability in relation to the game.
Campus Rules, such as no smoking, no alcohol and appropriate use of equipment apply. (ie be nice to the equipment and walk out to the front gates to smoke).

The Props
As mentioned above, all props nee3d to be cleared by the Game Coordinator. What this means is that:

a) if you’re pretty sure that it will be approved, simply bring your prop along to the game and make sure you get David’s ok before the game starts; or
b) if you’re not sure if something is allowed, email David to check before bringing it along to the game.

If anyone is found during a game with an unapproved prop of any type, the player may be asked to leave that game.

Special note relating to weapons props:

· No matter how safe you might think you’ve made that weapon, or how trained you think you are, there will be NO mock battles using props.

· Remember, it’s all fun and games until someone loses an eye….or kidney.
The Younger Players
The previous incarnation of this game was limited to players over 18 due to club rules. While this is still a good guideline, Twilight Dreams will accept mature players under the age of 18 on a case by case basis. All players need to be aware of their responsibilities when dealing with younger players.
· If you’re aged between 16 and 18 years, all you need to do is get a parent/guardian to fill out this form <insert link here> and pass a simple 36 hour test…um…no…I mean just bring it along when you turn up for the next game.
· If you’re aged under 16, you need to be aware that most of the players of this game are adults and it will be a rare thing for you to be accepted as a player. If you are accepted as a player, your parents will need to be present at your first game and the coordinators and GM will talk to them personally about the game concepts and any potential inappropriate game content you may become involved in.
In general this game is rated as MA+, although some games may go higher due to plot or player involvement. 

The Complaint Process

In return if any player has any problem with the game, another player, a GM or a coordinator they should feel free to talk to David, Brian or Felicity <insert email links>. Generally if the problem is purely related to storyline, plot or characters, it is best to talk first to Marissa <insert email link> or one of the other GMs. 

They will do their best to resolve the problem, bringing others into it as appropriate.
Keep in mind that in all things plot-wise, Marissa reserves the right to make a final decision and players need to respect this.

