
[image: image1.png]MR e v




Player's Handbook

http://eunhathes.proboards30.com

Table of Contents

0.0 Introduction


2 
Table of Contents


3
 Version


4
 Foreword


6
 Introduction
1.0 Locations


8
The Worldcage


8
Temple of the Heavens


8
Crossmind System

2.0 Generalized Rule


9
Major vs. Minor


9
Regulated vs. Unregulated


9
Offenses Defined


10
Repercussion Hierarchy

10
Clauses


10
Roles and Positions

3.0 Role-playing

13
Definition


13
Generalized Out-of-Character

13
The Game from Four Perspectives


14
Reasons to Play the Game


16
Role-Playing in the Temple


17
Generalized in Character


19
Post Types


19
Gaming Boards


20
Bringing it All Together
4.0 The Worldcage Role-playing Game


22
Premise


22
Characters


22
Locations


23
Movement and Actions


23
Combat


23
NPCs

5.0 Appendices


24
Glossary


30
References


30
Index

Version Information

The Worldcage v2.2

Worldcage RPG v2.0

The Temple of the Heavens v3.1

Copyright Flattao/Worldcage Project, 1999-2006
All intellectual property contained herein and on the Temple of the Heavens Forum owned by the collective Temple of the Heavens community unless expressly stated. Unauthorized distribution of these materials and said property is strictly prohibited.
Foreword: A Dream and a Contention
The Dream
Back in 1999, I founded Flattao with the express goal of producing animation on par with the Japanese medium of anime. However, six years and several dozen meetings with people later, and that dream has changed, grown and evolved further than I ever had believed it would.

Here I am now, with the first release of the Temple of the Heavens PHB in my hands. It has come from over fifteen years of role-playing experience and the will and ambition I have spent getting this project in motion.

This source is a testament to a new generation of role-players. As the interNet has grown, so has the role-playing community. Once we used to meet in houses and basements to throw dice and share pop and pizza, we now meet in chat rooms and forums and share PMs and cookies. This is a cumulative knowledge PHB, designed to work specifically with the Temple forum, but also useful in any other site's RPG as a guide for good posting and even better role-playing experiences.

The Contention
This document is written with the belief that all role-playing games, regardless of system, are simply interpretations of a core role-playing Game. It is a simple Game, with few rules and even less need for them. This Game, universally adaptable and infinitely expandable, is defined by two separate parts: Function and Execution.

The Function of this Game is the interaction between Players and Game Masters. This interaction, at its most basic, is as simple as the Players declaring actions and the Game Master declaring what has happened as a result of those actions. This means that all systems, regardless of maker, date, and dice, follow a cause-and-effect style of play. The idea of a Game Master, which comes with rulebooks to know and actions to referee, comes from the function of the Game.

Execution of the Game means how it is performed. This is how actions become part of the story. Most usually, this involves dice, as in a pencil-and-paper RPG. However, it can be as involved as players each dictating the end result of another's actions, as in a "spar". It is the idea that action demands chances to succeed or fail that brought the die into the Game. It is the idea of those dice rolls needing numbers to meet or beat that gave the Game stats. The idea of a "character", which requires stats and complex numbers, comes from the execution of the Game.

These two parts, Function and Execution, make up the most essential spirit of the role-playing game. Without Function, chaos ensues as the rules go without balance and direction. Without Execution, the Game goes without play and becomes a story written by a single person. In neither example is the Game rewarding or beneficial to anyone. So then, to find the balance of the two is the purpose of a System.

Systems, as previously stated, are simply interpretations of the Game. Each interpretation has its own purpose, but remains a balance of the two parts of the Game. This yields different designs with different stats and different dice rolls. There is not a single system that can stand being unbalanced. The need for different dice is less of a statement on the designer's part, but more on the stresses of representing the interpretation to the best of their abilities. 

In the end, the differences between systems are less of a barrier, meant to impede and confuse. Instead, it is an opportunity to glimpse into the process of understanding the Game. Without those interpretations, one perspective is all anyone would ever see, regardless of what that one it would be.

Personally, this work represents the union of almost every role-playing system I have ever read, played, and game-mastered. Without a doubt, this may be the most extensive, yet most concise interpretations of all those rules system available to date.

So, without further delay, I present the Temple of the Heavens Player's Handbook. I hope it helps you to read as much as it has helped me to write.

-eunhathes, Guardian-Curator
Temple of the Heavens
01Dec 2005

Introduction: A Question

Why?

Most commonly, people join a Bulletin Board System for an expressed purpose. They join anime BBS to talk about anime and a video game BBS to talk about video games. Hundreds of examples could be provided, obviously. The question is "Why?"

Generally, people join communities they find interesting. If there isn't interest, then they won't be active in the community. Most BBS are communities of like-minded people bound by the same interests. The average member of a board is also a member of another, similar board, and at least one more different board. And all three still maintain a good posting schedule in those boards!

So then, the next logical question: "Why join the Temple of the Heavens?" It's really quite simple. You enjoy role-playing. We focus with heavy intent on that specific reason. The Temple exists with the sole purpose of expanding the horizons of role-players everywhere. We offer the ability to play with people in locations you may never have been able to play otherwise. You can play as many games as you feel willing to participate in. The Temple supports a wide range RPG sourcebooks, so players can play the games they want without being restricted by having the hard copy rulebooks. Simply put, the Temple eliminates the boundaries that otherwise prevent people from role-playing with quality, style, and inspiration. We're so dedicated to this goal that the Temple a separate section for our role-playing, just to keep it from merging with the out of character world.

Our selection of RPG books is extensive, and always increasing. PM any staff member if you want to see something in our library. In addition to this extensive collection of books in digital, we support "homebrewed" systems that haven't hit the big time yet. This enables us to have an edge on other RPG forums, where they play only the systems established in the past, without being able to keep up with the modern trends. We in the Temple scour the interNet regularly to find new systems to be played, and many of our affiliated sites are the primary authorities on the game systems.

We also carry a wide variety of utilities for role-playing. Most important of which is the Dice Roller, provided by DED. We hold affiliations with the RPGA, the Wizards of the Coast, and several other gaming companies. The Temple also keeps up to date with role-playing editions as well as finding older, "antiquated" editions. After all, how can you know where you are going without knowing where you have been?

Most importantly is our dedication to the game and our members. We offer a wide variety of "side attractions" in the rest of the Temple so as to provide a further community. Even if you don't know anyone else here, you know you are all united by a love of RPGs. We maintain an extensive creative arts section, where there are regular graphics competitions and poetry exercises. Also, there is a solid entertainment section, where you can discuss the latest and greatest movies, video games, music, and non-role-playing games.

Finally, the Temple has very qualified staff and certainly is amongst the most creative you can find without going to a game company itself. We have members who have dissected each incarnation of TSR's Dungeons and Dragons, Wizard's d20 System, the Roll and Keep System of Alderac Entertainment, the Dice Pool System of White Wolf, and even the freestyle sparring system of Instant Messenger fame. If there is a system out there, we have an expert versed in playing it.

Now that you know why, the rest is simple. Though it is impossible to point out all the things to do here, in the Temple, it is most obvious that there is room to grow in it. Undoubtedly, you will grow here, too. Welcome. Come inside and see what there is to play.

15Nov 2005

1.0: Locations

The Worldcage

The Worldcage was founded as a way to bring the best role-players to one location, and create a level area for playing, creating, and inspiring great epic stories on down to simple dungeon crawls. In order to accomplish this, we have a dedicated forum. But no forum is complete with a resource site to supplement it with information, resources, and a stable home-base for its operation. This is where the Worldcage comes into effect. It is the definitive source for all materials necessary to play on the forums.

The Temple of the Heavens

Where it all takes place is a forum called the Temple of the Heavens. The Temple of the Heavens is very much akin to a large, forum wide RPG, where people in the real world assume aliases and masquerade around as another person. This "other person" plays role-playing games (RPGs) and makes Out of Character (OOC) posts. This lends itself to our forum-wide RPG, The Worldcage. The Worldcage is exactly what the Temple is; a large scale RPG involving as many members of the Temple as we possibly can. Open ended with nearly infinite variation, the Worldcage is set up to handle as many players as the forum can. The significant difference is that the Temple has no profiles or rules and the Worldcage requires them. This will be gone over later, however.

Crossmind System

Dedicated to the advancement of the Game, the Crossmind is an Instant Messager/Chatroom service that enables games to be played similar to traditional games by gathering the members in a singular chat-room and commencing the game. This feature, as of this release, is in limited form only. Game-masters (GMs) who desire to use this feature must PM eunhathes (admin) with a time request to use it.

2.0: Generalized Rules

Offenses are divided into two primary divisions: Severity and Observance. Severity determines how much impact was caused by the action, while Observation determines how much the staff pays attention to an action.

Major vs. Minor

A Major offense is one that shakes the very fundaments of the Temple. It takes place in more than one thread/board/category or multiple members. These offenses typically include multi-membership and flooding. Major Offenses are met with serious Repercussions.

A Minor Offense is one that only affects a small section of the Temple or a single individual. These offenses are lesser in extent and are treated with less regard than Major ones. This does not, however, mean that they are less important. An example of a Minor Offense would be flaming an individual.

Regulated vs. Unregulated

Regulated Offenses are ones that the staff monitors very closely. Typically, Regulated Offenses follow "Zero Tolerance" policy. A Regulated Offense would be Flaming and Flooding. Regulated offenses tend to carry heavy repercussions.

Though not as serious, Unregulated Offenses fall no further down from their severity. Most Unregulated Offenses have a "Three-Strike" policy. Examples of Unregulated Offenses are one-lining and multi-posting.

Offenses Defined

All offenses fall into three basic sections: Spamming, Flaming, and Hacking.

Spamming is the offense of posting something unnecessarily. This could be as simple as a One Line Post or as complex as Flooding a board. Spamming is easily the largest and most encompassing offense in the Temple. However, it is also the easiest to avoid, and the lightest enforced. Most spamming offenses are Minor, Unregulated, or both. The list includes, but is not limited to: Double Posting, Flooding, Trolling, One-Lining, OOC Posting, Excessive Characters, and Multiple Accounts.

Flaming is the offense of accosting another member with little regards to emotions, situation, understanding, facts, and thought. Usually posted in ignorance or out of misconception, Flaming is heavily monitored for, and therefore is normally Major or Regulated, though most usually both. In the Temple, we appreciate forethought and civility, and expect it out of our members. The list of Flaming Offenses includes, but is not limited to: Flaming, Flame-Baiting, and Cyber stalking.

Hacking is the offense of purposefully trying to gain access to areas not meant to be gotten. Also, it is considered the malicious distribution of viruses and material with destructive content. Hacking is always a Major Regulated Offense, and always results in real-world intervention. We will not comment on any example of Hacking.

Repercussion Hierarchy
The Repercussions for Offenses is a simple, progressive hierarchy. Most commonly, the Adjudicator of the section the offense came from will notify you of lower level infractions, and the Temple Gatekeeper of the Section will for higher levels.

First - Private Warning

Second - Public Warning

Third - One Week Disability
Fourth - Two Week Disability
Fifth - Banning


There is little leniency on this progression. However, eunhathes, the Guardian-Curator, is always willing to hear pleas if they are eMailed to him. 

Clauses
In addition to the standard Hierarchy, there are two additional clauses members should be aware of.

Severe Clause: If the infraction is too great to ignore, than Severe Clause enables an Executive Staff member to jump to any level higher repercussion, as long as justifiable cause is given.

Heinous Clause: From time to time, there is a need for a new Offense to be listed because the actions of an individual/group makes need for it. Heinous Clause enables an Executive Staff member to propose modifications to the PHB to compensate for such infractions. This Clause also enables the rules to be modified instantaneously, and without immediate warning. Due warning of changes to the PHB will always be given within seven days after the changes take effect.

Roles and Positions

There is an article on attaining a position in the Temple. Here, we will discuss and explain the roles each group has in the Temple.

Darkenheart (Sub-Member)

A Darkenheart has failed to post in the Temple for some time. Fourteen days have passed since they last posted. The exact opposite of a Spammer, a Darkenheart is a Lurker. If you have a distinct amount of time you know you will be out of commission and unable to post, notify an Executive Staff member and let them know. Regretfully, there is no limit to the number of Darkenhearts there may be. Though it is an automatic position, you may be removed from Darkenheart status by simply posting.

Loreweaver (Sub-Staff)

Anyone can GM in the Temple. A Loreweaver tells a story with the Game. A darned good story, too. The Loreweaver is an identifier used to locate worthwhile GMs. Each Game is counted towards Loreweaver status, but only if it has 50+ posts in it. This is a measure of the dedication you and you PCs have put towards making the game work. There may be any number of Loreweavers active at any given time. Though it is an automatic position, you may notify and Executive Staff member and have your icon removed from your profile.

Archivist (Sub-Staff)

Articles are the meat and bread of the Worldcage, the Temple's parent site. When a person writes an article that is good enough to make it onto the Worldcage, it counts towards Archivist status. The Archivist is an authority on whatever they may write about. It serves to provide credibility to your posts. There may be any number of Loreweavers active at any given time. Though it is an automatic position, you may notify and Executive Staff member and have your icon removed from your profile.

Servitor (Sub-Staff)

Archivists and Servitors work very closely together. The Archivist, or anyone for that matter, writes an article, they give it to one of the Servitors and they will put it up on the Worldcage. Servitors are entrusted with the maintenance and updating of the Worldcage. The responsibility, however, is shared amongst the Executive Staff members. At most, there are only three Servitors active at any one time. There is one focused on all articles, imagery, and general site maintenance. Interested members must apply with the necessary information from the article above.

Adjudicator (Staff)

Moderators long have been a security mainstay in bulletin boards. Adjudicators are no different. Through preventative measures, the Adjudicators keep the boards they moderate in check and from flowing over with chaos. They have the ability to control the rate and quality at which posting occurs by locking threads and warning members if they step "out of bounds". They report once a week to the Temple Gatekeeper of their section with a generalized report of activity and infractions. There are only seven Adjudicators active at any one time. Each one moderates two boards of their interest. This is only limited by availability. Interested members must apply with the necessary information from the article above.

Temple Gatekeeper (Executive Staff)

In the Temple, the moderators have a limited ability to punish. This responsibility, and several others, falls upon the Temple Gatekeepers. Allowed to delete threads, modify profiles, and restrict accounts as necessary, the Temple Gatekeeper is a foremost expert on the section of the Temple they moderate. Charged with the task of growing the Temples membership, both in the real world and the interNet, the Temple Gatekeeper provides inspiration in their section and ideas to promote the general welfare of the Temple. There are only three Temple Gatekeepers active at a time, one for each major section of the Temple: Role-playing, Creativity, and Entertainment. Interested members must apply with the necessary information from the article above.

Guardian-Curator (Administrator)

Every BBS has a "man in charge", a big cheese, the head honcho. That person calls all the shots, makes the decisions on important matters, and hands down the serious punishments. In the Temple, that would be the Guardian-Curator. Founding the boards, the Guardian-Curator is responsible for maintaining the entire board, providing new ideas, and doing every other job in the Temple. They are the only person allowed to ban a member permanently and erase whole sections. By the same token, the Curator creates every board and section for the general welfare. They manage the Temple account and communicate directly with every rank of member to make their stay more enjoyable. There is only one Guardian-Curator at a time, and they are appointed by an abdicating Guardian-Curator from the ranks of the Temple Gatekeepers.

3.0: Role-playing
As the Temple is dedicated to Role-playing, it is essential to identify the major points of an RPG as well as the purpose for the Games to be played on the Temple.

Definition

A role-playing Game is what occurs when more than one person decide to pretend to be another person or group of people. Sometimes these games have rules, like many traditional RPGs do. Other times, they do not, much like Cops and Robbers, or Cowboys and Indians, and even House. These games require imagining that we are something more than we really are. Without the imagining and the inspiration for a character, the role-play fails.

Another prime example of role-playing is a dramatic production. Being an actor or actress in Hamlet or on TV is a role-play. And who hasn't seen the hottest blockbuster film of the summer, only to leave the movie theatre to swordfight their buddies in the same swashbuckling manner as the climactic fight scene in the movie?

Both of these examples show basic role-playing. Here in the Temple, we thrive on a more concise, rules driven version of these live action games. We play games that were established in print with rules and randomized chances of performing the tasks we wish to try to accomplish. Regardless of how different the games are, the essence of role-playing remains the same.

Generalized Out of Character

Most of the Maproom is used for gaming. However, there are some instances in which OOC is allowed in the Maproom. You are allowed post in an Interest thread, in the Book of Names, and in the Central Foyer.


The Game from Four Perspectives
There are many perspectives from which you can perceive a Game. Let's investigate a few.

The Players
People who are involved with a Game get their thrill out of the sense of discovery that comes from slowly having the plot of a story revealed to them. The best part comes, often times, in not knowing what part you will play in that world's history. Players are privileged in the fact that they do not have to worry about portraying other characters. They get to have a singularly focused character that is their pride and joy. Their back-story comes from the campaigns and scars their character sheet has.

The Game Master
These people take pleasure in the great manipulations they get to perform on their world. Whether they are stingy or monty-hallish, all Game Masters are in charge, and so must enjoy the thrill and challenge of coordinating ordinary chaos. They seem to hold themselves to a higher degree, as there are books and documents that are "for their eyes only". This sense of esteem binds them together, and at time makes for an "us and them" mentality. Their back-story comes from their head as they forged the world that the Game is being played in.

The Hopeful
Really wanting to be in the game yet unsure how to get in, the Hopeful is in pursuit of the Game of their dreams. They are willing to wait an indefinite amount of time for either someone to make that game or to do it themselves. Decidedly neutral, these are the people the GM strives to get into his game. They will take their time researching dates and history, scour authentic sources for accurate information, search through hundreds of images, and then proceed to write eight pages of back-story. The trick is getting them into the game.

The Outsider
Outsiders have nothing and want nothing to do with the Game. They find it either childish and petty, or mundane and useless. These people are the ones who do not want, nor will ever accept, an invitation to a game. They cannot live in the imaginary world, or do not have the time to do so. Their back-story is on the last page of the newspaper.

As can be seen, these would be the four most basic forms of role-players. Obviously, a person could be any of these, even all, at once. Also, in the course of a game, it is possible to be almost all of them. Even if there is reason, it is unlikely that players would enjoy bouncing back and forth amongst all those different types. Whether they do it intentionally, consciously, and willingly, each Player falls into one category or another. Helping them find and understand the best one for their talents is the true task of being a Game Master.
Reasons to Play the Game
At one time, everyone has gamed for each of these reasons in turn. There are few, if any, people in the world who can claim that they have never been any more than one of the types. Quite honestly, only by having been a player or Game Master who has played for each of these reasons can understanding be gleaned.

Player Oriented
The most common type of gaming is for the Players. This applies to console video games and tabletop role-playing equally. If the game isn't made for the players, it probably won't attract too many of them. Only truly hardcore role-players will even attempt a campaign that's not for the Players.

When designing a game for Players, make sure the system is a simple to understand as possible. This enables even the newest of players to pick up and go with the game. Character generation should be simplified and have little stipulations. Make sure to allow the characters to gain experience at a regular basis; not slowly but not insanely fast, either.

When done right, a player-based game can be rewarding. Most often, though, this kind of game is designed to leave the players wanting more. This style of play is best recommended for relatively new or aspiring Game Masters so that they can get to know the ropes.

Plot Driven
When gaming for the Plot, everyone involved is seeking a deeper meaning in the game than a simple "dungeon crawl". This kind of game has twists, turns, loops, spills, and a few dead main characters. Whether or not it is intentional or not, the plot driven game is one of the most appealing. It gives the players a sense of purpose. The Game Master gets to flex his mind trying to tie everything together. This is easily the most rewarding game possible.

When designing a game for Plot, remember that everything you let happen in the Game will come back to haunt you. Nothing will escape the studious and serious-minded in this Game. If you mess up even a symbol in the plot, the illusion will be lessened. The rewards, however, far outstrip the consequences. Your game will be talked about for decades to come. Your players will tell other players about "this one time..." or "we were outnumbered six to one, when...” 

When done right, gaming for Plot will be better for everyone in the long run. Indisputably, players remember these games better and for longer. They will return to play games for a Game Master who plays for Plot. Eventually, they will be willing to play outside their "comfort zone" and venture into new systems to play for Plot.

For the Fun of It
A variant of playing for Players, playing for fun is simple, messy, and most of all entertaining. Watching characters interact with each other for an hour and a half at a time is rewarding not just to the players, but to the Game Master as well. Getting your kicks out at the table is as entertaining as bashing up the demon lord who kidnapped the heir to the throne.

Designing a game for Fun can be tricky. It will invariably fall upon the Game Master to decide whether or not the players will have the reign to make light of their situation. Fun gaming is exactly what it sounds like: it will be a load of entertaining moments, strung together with a few vagrant ideas about plot.

Most importantly in a Fun Game, do not adhere to closely to the rules. If you stick to the rules and the best suggestions, you will lose the funny, instead. Don't try to force the Fun on your players, either. This is one of the game styles that they can control.

Ego-Trip Gaming
There are few words to describe gaming for Ego. Deplorable is one. Ego Gaming is for those who must win, who must be the best. They are the worst players who think that they need the best items, the most money, more levels, higher hit points, and more kills than anyone else. Game Masters who are gaming for Ego allow these games to persist. They throw the most powerful enemies they can at their players, give them hordes of treasure in easy-to-find locations, and grant them capabilities far exceeding what they should have.

There is no call for designing a game for Ego, but it can be done. The downfall of this kind of game is that there really is no "reward" besides a lot of bragging rights. Simply making an Ego game does nothing let bad role-players think they are better than they really are. This squanders any talent they may have brought to your game on a petty power grab.

The best part of this game is the attention you grab early on. Eventually, unless the players are exceptionally simple minded, there will come a time where the players will lose interest with this kind of game and become bored with it. Finally, they will quit playing altogether.

Gaming for the Sake of Gaming
This is an interesting take on gaming. It allows the Players and Game Master to play with a new system or tinker with an interesting concept. Very experimental, Game gaming is profoundly rewarding, providing a depth and degree of understanding into the role-playing process that isn't attainable any other way.

To game for the sake of the Game is simple enough. Merely picking up a new system and looking through the book will cause your head to form ideas. Rolling up a character in the system will give you even more glimpses. Finally, playing with people and digging through the book for the answers will make it all understood. It is in bringing all the knowledge together that we find our understanding of role-playing improved.

There is very little downside to gaming for the sake of the Game. You will lose the people who are really not ready for it yet. The people who understand will flock to you quickly. Those who are around are the people who want to understand the Game. They seek to know how and why the system works, and will try to make sure they understand.
Role-Playing on the Temple
With all the studying of role-playing, it would be time to study how best to use it. In playing online, in a forum specifically, the way the Game is played is changed radically. Instead of being face-to-face with the Game Master, the Players are instead scattered about the world, making posts in response to each other. This carries with it an inherent amount of disjointed impersonality. However, this is a minimal drawback, and many players across the interNet have managed to get beyond that feeling, and post in regular games, some that have even been going on for almost a decade! 

The Temple of the Heavens is one of the few places on the interNet designed to focus exclusively on the role-playing aspect of role-playing. Some sites hone in on one game or one system. The Temple does not differentiate between these, and a lot of disjointed systems have chaotically been thrown together. This is why there is such an emphasis on a Game that is interpreted by all systems. If there weren't, there would be a dissonant note in the Temple between the threads and boards that could never be reduced.

Generalized in Character

In Character (IC) posting is the most common form of post in the Maproom. This almost exclusively makes up the entirety of the posts therein. All posts in the System-based Boards should be IC. This means simply that there should be no OOC posts in Game threads. The reason for this is because the rest of the Temple is used as though it were an OOC section for the games being played.


Parts of the Post
Any action, reaction, description, and situation in a table-top game can be adequately summed up in a post. For each action each character would take, that player gets a single post to describe it. Each post contains parts that should be understood fully before continuing.

The Subject: Most obviously, this is what the post is about. So it should be about the character. Preferably, the character's name goes here to let everyone know who is doing the posted action. If there are multiple characters whose actions are getting posted, then each one should receive an equal share of the Subject line.
	Ofelia, Guardian-Curator



	



The Header: Though not an identifiable line or box in the post, it is the first line of text. Headers are a brief summation of the contents. This is true of role-playing posts, too. In parenthesis, so as to denote that it is not in character, and thus not part of the Game but the System, there should appear a brief description of what is happening in the Post. Most often, it will appear in two pairs of parenthesis to make it stand out better.

	((Fighting in midair))



	



The Body: Like in a paper or web page, the Body is where all the action happens. It should contain the meat of the post, and be the most interesting part. Properly enough, it describes in beautiful, understandable detail exactly what the character has done with this action.


	Ofelia hovered in midair, bringing her sword to defend herself. She looked down at the terrified people who were relying on her to get them out alive. She wondered if she would have the ability to do so, or if she would let even more people down, again. Her wings were tired and her heart heavy with sorrow.



	



There are many stringent rules governing the Body of a post, most notable of which is to action only for your character(s). There is, however, one very important exception: When using another character's post to clarify what is occurring in the current post.
	Looking back into the sky, she saw Servaussus grinning maniacally. "You will perish, Guardian-Curator!" Her opponent shouted at the top of his lungs. The Archmage charged Ofelia, his sword drawn and prepared to strike. Ofelia brought the Archon's Tear up to defend herself yet again.



	



The Footer: In the footer, there is another summary of the Body. However, this time around, there are explanations contained in the summary. For example, if there are dice that need to or have been rolled, those results should be placed here. Like in the header, it should be separated by parenthesis to denote it is part of the System, not the Game.


	((Ofelia defends (2d6 defense): Roll of 11))



	



Out of Character: Appearing after the Footer, the OOC is the location for anything not of dire import to the game. This would be for witty comments, requests for stats, requests for rolls, and the like. This should have a more defined separation from the Post. An hr tag is suggested, as it is clearly defined where the In-Character is separated from the Out-of-Character areas.


	


Guys, one of you needs to help me out some. I don't know how much more luck I can muster. >.<



	



A Post Unified: A finished post is a well thought out (maybe) section, explaining the actions being taken in almost any imaginable way.

	Ofelia, Guardian-Curator

((Fighting in midair))

Ofelia hovered in midair, bringing her sword to defend herself. She looked down at the terrified people who were relying on her to get them out alive. She wondered if she would have the ability to do so, or if she would let even more people down, again. Her wings were tired and her heart heavy with sorrow.

((Ofelia defends (2d6 defense): Roll of 11.))




Guys, one of you needs to help me out some. I don't know how much more luck I can muster. >.<



	


Post Types
There are several key post types in the Temple. Each one has a specific use and should be used only for that specific use.

Informative: The longest type of post there is, the Informative post explains exactly what is occurring. Used almost exclusively by the Game Master, it goes into great detail and length to provide an accurate portrayal of the environment and location that Players are in. The only time a player might be able to post an informative post is when another character is meeting that character for the first time.

Action: An Action Post is exactly how it sounds; it describes an action that a character in the Game is taking. It is an action, standing all on its own, unsupported by any other posts. Again, the Game Master will almost exclusively use this type of post. Chock full of events, the Action post is like the Informative post in that it describes a scene involving the characters. It differs in that the Action post is in motion.

Reaction: The majority of posts in a game are Reaction posts. A player most commonly uses Reaction posts to respond to the other three types of posts. Reaction posts happen to often be the shortest Posts in a Game. The most common uses of Reaction posts is combat situations, conversations, and anything else where the player is interacting with the environment and location.

Situational: This is a kind of specific reaction post used by a Game Master to explain what has changed in response to the action and reactions taken by the players. These posts are used only by a Game Master. The most common usage of Situational posts is for combat situations, puzzles, and anything else that requires rapid changes in the immediate play location.
Gaming Boards 
In the Temple, there is a Section called the Celestial Maproom. Under this Section, there are eight boards to post in. Each board is for a specific express purpose. When playing a Game, posts should go into the section set aside for the System being used.

Book of Names: The two most basic things to play an RPG in the Temple is the rules for the system being played and a character created for use in that system. The Book of Names is a location where the information and statistics that make up a character can be kept. Each player receives a portfolio specifically for their use.

To get your Portfolio, simply place a post in the Portfolio Request thread in the Book of Names. An Executive Staff member should create you one within twenty-four hours of the post.  When you post a character there, remember to follow the rules under that particular thread in the Book of Names.

Your portfolio is yours alone. Remember, that other people are not allowed to post in your portfolio and you are not allowed to post in theirs. Also, remember that you should not post your character profile in the game, interest, recruiting threads.


Homeland Planes: This is the Second Edition and prior Dungeons and Dragons Game board. You may play 1st Edition and Basic D&D here as well as any other TSR printed product, prior to 1998.

Epic Worlds: Play the d20 Open Game License products here. This includes, but is not limited to, D&D 3rd Edition, BESM d20, Eberron, and other such d20 games.

Worlds of Grand Potential: The location of simplistic, few stat games, this board is for such games as Tri-Stat dX, BattleTech, and BESM 2nd Edition.

Planes Enveloped in Shadow: For the systems with a slightly skewed look on reality, this board is where to play Legend of the Five Rings, Vampire: The Masquerade, and Exalted.

Downtrodden Planes: Freestyle and dice-less games abound here. With them, are games that are not covered elsewhere in the Maproom.
Bringing it All Together
It is no wonder that the best RPGs in the world involve coherent conversation between the Game Master and the Players. The more dialogue between the two groups of Players, the better the Game will invariably be. Without any sense of purpose, however, the Game will fail to maintain the interest of the players and lose them eventually.

The ultimate goal of the Game is to provide the best experience for the Players, and this is only accomplished by understanding the Game and the perspectives from which it can be viewed. This very reason is the founding stones of the Temple of the Heavens and the Worldcage. Without the essence of Role-Playing being explored, we would still be blindly playing our Games without knowing why they were so good. Those who know where the Game has been will be able to help direct where it goes.
The Game Master’s Prerogative
Game Masters are the driving force behind the Game. Without their interpretations of the System, the game goes no where. Without their determination, the Game falters and falls. Looking into the Game Master's responsibilities to the Game will explain the reasons why they are so choosey about their rules and what may or may not be allowed to be used in their Game.

Without a doubt, there is a kind of mentality behind the decision to be a Game Master. It has one part control-freak, one part passion for the System, and two parts determination and drive. This mixed part fuel is what propels the Game forward. Game Masters provide this fuel to the vessel: The Players.

Game Masters are the final definitive authority on the world they are playing in. They usually have researched their world, built every city from the stones up, and every villain stats-first. When finished, the finely polished work shines beautifully.

If a Game Master were deny something to someone in their Game, there is a reason for it. The Game Master is responsible for maintain the balance between Characters and other Characters, the enemies, the world, and themselves. This balance can be a difficult thing to keep at times, but when it is kept, the game runs quite smoothly.

Finally, the Game Master has the responsibility to equally reward the players. Be it with experience, new weapons, or a higher rank, the Game Master is the one charged with keeping the players interested. Also important is punishing the Characters when something goes wrong or bad. This may be as simple as having them run into a terrifying monster or as horrible as killing the entire party. However, this edge is necessary to maintain the risk of game play and air of reality and mystery for the Players. Everything else is extraneous and secondary for the Game Master.
The Player’s Duty
Players are the meat of the Game. They form the actions that define where and how the game will play out. Without them, the Game simply is a book written by the Game Master. The Players' Characters give depth and drive to an otherwise tapped out world. On their own, Game Masters build an entire world. Players, on their own, build a perception of that world. This single perception is so involved that a Game Master could never duplicate it many times over to create the party. Even in the finest works of fiction, the heroes are never explored quite as in depth as they are in a Role-Playing Game.

For this reason alone, it is a duty and a necessity to play in the Games. The Character complements the Game as much as the Game Master lays the foundations. This duality allows the Role-Playing Game to be as complex as it is. It also divides the work, and allows the Game Master and Players to focus different aspects of the same idea. This cooperation enables the Game Master to provide the best gaming experience for the players. 

The Worldcage Role-playing Game

This is the official, all inclusive RPG, signature to the Temple forum. This game is meant to include everyone in the Temple. 

Premise

On every plane in existence, there is a Temple of the Heavens. Each one links through a Gate together. This Gate eventually leads everyone back to the original Temple.

In some location, your character stumbled across the Gate for that world, and has been deposited on the Worldcage. A normal world in every aspect except for one: Far overhead, looming terrible and arcane is a mesh metal cage. It casts an unnerving shadow over the land, disrupts the star shine at night, and breaks up the image of the moon. Far off, in the middle of a vast forest, is a clearing with a massive, squat temple placed in it. This is where your journey will begin.

Characters
The characters in the Worldcage are a bit different from traditional RPGs. There are no limitations to the character design. The only limitation in the Game is your ability to post and role-play. Thus, your profile can have anything you desire your character to have. There are some limitations, however. You cannot have an ability that destroys the Worldcage or large tracts of its lands. Characters should be posted in your Portfolio. If that character seems too unbalanced (an unlikely event indeed!), Ofelia will PM you with a request to change your profile.

Characters in the Worldcage RPG may come from any fictitious source you want it to. A good rule of thumb is to have your character come from a world which you are extremely familiar with. Another good suggestion is to have your character be similar to you in personality as well as hold values similar to yours.

Locations
A quick look through the Balcony on the World, where the Worldcage is played, will show you the extent to which the game is played. Each location has its own thread to post actions in. Each Location is separated from any other location, and so posts in one do not affect unless they otherwise say so.

If you wish to communicate with someone in one location, you must either be there, to speak with them directly, or find another way of communicating with them.

Locations all have a list of other locations that you may move into from that location. Some larger locations have a listed amount of game time that it takes to leave that location. Eventually, Ofelia will make an announcement in the Time Stream thread that the game time is now caught up to a certain point so that people stay mostly in the same time frame.

Actions and Movement
Each post is most obviously one action. An action is defined as a move, volley in conversation, or an Attack/Defense. Typically speaking, you may post as many actions as you want as long as someone else has posted since you last did. If there is no one in your location, you may put as many actions as you wish in one post.

A move is necessary to enter or leave a location. Whenever you move into a location, you have given at least twenty-four hours for other players in the entered location to respond. If there are no players in the new location, you may enter and leave freely; posting one post in every location you enter.

Combat
-=[Sparring Article]=-

Non-Player Characters

A Non-Player Character (NPC) is a unique screen name that allows you to play as another character. This privilege is extended only to Benefactor or Procurator level supporters or higher.
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A

Account Disabling 
One of the Repercussions in which you cannot access your account for a given period of time.

Action Post

An In-Character post by a GM describing a change in the situation of the PCs that is beyond their control.

Adjudicator
A Staff Member position that uses preventative means to enforce the PHB rules. Adjudicators monitor a pair of Boards, usually of their choice. They report to their Temple Gatekeeper(s) every week. An Adjudicator is the lowest level of Staff.

An Open Skyline
The Boards devoted to Anime Discussion. Also, in the Worldcage RPG, the area of the Worldcage where the cage opens to the sky.

Archivist
A Sub-Staff Position that is automatically bestowed when a Member has had five articles published on the Worldcage

B

Balcony on the World

The Board where the Worldcage RPG is located for open playing. Also, in the Worldcage RPG, the area where the Guardian-Curator can look out over the Garden of Severant Idea and Lyddes.

Ban
One of the Repercussions in which your account is no longer allowed to post, and will be subsequently deleted.

Benefactor
A Member who contributed funding to the Temple or Worldcage. This is the third available increment.

Book of Names
The Board where Character Profiles for Members are kept. Also, in the Worldcage RPG, the mystical book in which the Guardian-Curator records the names of each of the people who have visited a Temple of the Heavens.

C

Catacombs Beneath

The Board where proprietary information and games are playtested and discussed. Also, in the Worldcage RPG, the area underneath a Temple where Members may explore the foundations of that Temple.

Celestial Maproom

The Section of the Temple where Role-Playing Games are held. Also, in the Worldcage RPG, the area where all the planes of existence are displayed.

Central Foyer
The Board where role-playing games are discussed and interest threads may be posted. Also, in the Worldcage RPG, the location where the Guardian-Curator usually stands guard.

Character

The creation of a Member for use in and with a specific role-playing system. Character usually numerated stats keyed to the system and representing a random chance for success. Characters come in two varieties: Player and Non-Player.

Chronicler
A Member who has been assigned by the GM to record the events in a Game and give a summary when asked to.

Combat

The point in time in a Game where Characters perform actions that may or may not result in the injury or death of another.

Conservator
A Member who contributed funding to the Temple or Worldcage. This is the second available increment.

Crossmind System
The chat service, provided by the Worldcage, for use in Temple Games. A request to use must be sent to the Guardian-Curator (admin) with times needed, dates, and number of players.

Cyberstalking

-=[Atreides Conscript definition]=-

D

Darkenheart
A Sub-Member position. These Members have not posted in fourteen days, and are not entitled to any benefits they may have had. A Staff or Sub-Staff Member who has failed to post for fourteen days will not be Darkenheart, but instead removed from their position.

Downtrodden Planes
The Board where freestyle, diceless, and other games that do not have another Board to play in, are played.

E

Epic Worlds

The Board where games that use the d20 Open Game License are played.

F

Flaming

The Major Regulated Offense where one Member accosts another Member with little regards to emotions, situation, understanding, facts, and thought.

Flooding
A kind of Spamming where a Member repeatedly posts in a short period of time, usually in the same board or thread. 

G

Gardens of Severent Idea

The Board where video games are discussed. Also, in the Worldcage RPG, the area of the Worldcage, just outside the Temple of the Heavens, that is replete with luscious vegetation and beautiful architecture.

Guardian-Curator

The administrator of the Temple of the Heavens and the Worldcage sites. The Guardian-Curator is the highest level of Staff. Also, in the Worldcage RPG, the chosen leader of a Temple.

Grand Foyers

The Section of the Temple where general, unrelated conversations, debates, and questions and requests are posted. Also, in the Worldcage RPG, any of the three halls used to enter a Temple.

H

Hacking

The Major Regulated Offense where a Member purposefully trying to gain access to areas not meant to be gotten in the Temple or the Worldcage. This offense is regarded Severe (see also Severe Clause).

Hall of Prayers

The Board where requests and questions are posted. Also, in the Worldcage RPG, the southernmost entrance way in a Temple.

Hall of Screams
The Board where debates are posted. Also, in the Worldcage RPG, the northernmost entrance way in a Temple.

Hall of Whispers
The Board where everyday discussions and random miscellany are posted. Also, in the Worldcage RPG, the easternmost entrance way in a Temple.

Heinous Clause
Injunction to the PHB that allows for new rules to be enacted in response to a previously unpredicted offense.

Homeland Planes
The Board where systems that use the TSR rules are played.

I

In-Character

A mindset where a Member posts as though they were portraying the Character they have made for the Game they are posting in.

Informative Post
An In-Character Post by a GM describing the setting the PCs have just entered. It details the situation, the location, and any important information the GM feels is pertinent and noticable to all the Players.

Inquiry
A Repercussion enforced when a Staff Member violates the PHB rules.

J

Jounals of the Wandering

The Board where Character Journals may be posted. Also, in the Worldcage RPG, the book of transcribed journals the Guardian-Curator keeps in the Antichambers.

K

L

Loreweaver

A Sub-Staff position bestowed automatically when a Member has GMed three Games that have 40 posts each, minimum.

Lyddes, the Illusionary Forest
The Board where movies, music, and television discussions are posted. Also, in the Worldcage RPG, the area where an expansive, ancient forest sprawls beside the Temple of the Heavens.

M

Major Offense

An offense that affects multiple people and/or multiple locations in the Temple. Major Offenses tend to have a zero tolerance policy.

Minor Offense

An offense that affects only a single person and/or single location in the Temple. Minor Offenses tend to follow a "Three-Strikes" policy.

Multiple Posting
A Minor Regulated Offense where a Member makes multiple posts in the same thread.

N

Non-Player Character

A Character that is controlled by the GM in a Game. Also, a profile created for use in a Game that is being GMed by a Member of Benefactor Level or Proconsul Level Sponsorship.

Notice

A Repercussion in which a Member is contacted by a Staff Member. Notices may either be Private or Public.

O

Observance Offense

An classification of Offenses that determines how closely the Staff monitors the Temple for instances of it (see also Regulated Offense, Unregulated Offense)

One-Lining
A Regulated Minor Offense where a single line of text is used In-Character to describe an action, reaction, or situation.

Out-of-Character
Any post that is not In-Character. Also, an aside at the end of an In-Character post where the mindset of the Character is temporarily broken (see also, In-Character).

P

Planes Enveloped in Shadows

The Board where Games that use the Roll-and-Keep or Dice Pool systems, or other d10 based system are played.

Post

A message entered by a Member of the Temple in a thread.
Proconsul
A Member who has contributed funding to the Temple or the Worldcage. This is the fourth available increment.

Promenade of Masters
The Board where images produced by Members may be posted. Also, in the Worldcage RPG, the corridor-like area where the Guardian-Curator displays artwork from across the planes.

Q

Quartermaster
A Member who has been assigned by the GM to keep track of the materials required for running a Game.

R

Reaction Post

An In-Character post made by a Member that details a response to an Action Post or a Descriptive Post.

Regulated Offense

A Class of Offense that is heavily monitored for by the Staff of the Temple. Regulated Offenses typically follow a Zero Tolerance Policy.

Repercussion

A disciplinary action handed down by the Staff due to an infraction of the PHB rules.

Report
The regular report from the Staff Members to their superiors. A Report contains details of the posting activities and planned events in the Staff Member's Boards and Sections.

Role-Playing
The act of portraying the identity of another for the purpose of recreation and entertainment.

S

Servitor

A Sub-Staff position where the Members do detailed work on the Worldcage creating pages and maintaining the site.

Severe Clause
Injunction to the PHB that allows for a heightened Repercussion due to a heightened instance of the Offense.

Severity Offense
A classification of Offense that determines how severely the Staff will respond with the Repercussions (see also Major Offense, Minor Offense).

Shrine of Servaussus

The Board where Members may post discussions on Collectable, Customizable, and Trading Card Games. Also, in the Worldcage, an area where there is a shrine dedicated to a famous Archmage.

Spamming
The Minor Regulated Offense where a Member posts without purpose, support, or need. 

Storyteller's Book
The Board where Members may post their works of fiction. Also, in the Worldcage RPG, the book in which the Guardian-Curator keeps the gathered stories from across the planes.

Surveyor
A Member who has contributed funding to the Temple or the Worldcage. This is the first available increment.

T

Temple Gatekeeper
A Staff Member position that uses reactive means to enforce the PHB rules. Temple Gatekeepers monitor a Section of the Temple and a Board in the Grand Foyers, usually of their choice. They report to the Guardian-Curator twice a month. A Temple Gatekeeper is the middle level of Staff.

Temple of the Heavens
The Bulletin Board System of the Worldcage where Role-Playing Games are played. Also, in the Worldcage RPG, the Temple that the Character enter upon arrival on the Worldcage. It's Guardian-Curator is Ofelia.

TUSS
An acronym for Temple Universalized Standards System. TUSS is the official time, date, and officializing records and announcements from the Staff.

Tome of Bards
The Board where Members may post poetry and partiake in poetry exercises. Also, in the Worldcage RPG, the book in which the Guardian-Curator keeps poetry gathered from across the planes.

Trolling

-=[AnimeLeague Definition]=-

U

Unending Eye
The Section of the Temple where entertainment based discussions are posted. Also, in the Worldcage RPG, the area of the Worldcage where the openning of the Cage hovers over the planet.

Unregulated Offense
A class of Offense that is not heavily monitored for by the Temple Staff. Regulated Offenses tend to follow a "Three-Strikes" policy.

V

W

Warroom
The Section of the Temple in which Staff Members may discuss situations on the Temple in an open air forum. Some Sub-Staff Members and all Staff Members have access to the Warroom.

Worldcage
The webSite where articles are posted for the Temple to enjoy. The Worldcage is also a portal to the Temple. Also, in the Worldcage RPG, it is the planet that the Temple of the Heavens is on.

Worlds of Grand Potential
The Board where Tri-Stat System, Bi-Stat System, and other two-dice system Games may be played.
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