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(Always get the RAW DEAL)
I don't got a problem with PvP if it's justified. I do have a problem with all the two-face horse crap and playing favorites.
(Aisling)
… Being a newbie, I don't know too much about the game, but from the arguments I've heard I would agree with the Pro-PVP side. It appears as though it is (although not a large part of the game) an important part nonetheless. It DOES make it more realistic, seeing as how in life there is not really a defined good and evil...only grey…
Allan/(Max_Von_Phoenix)
The one thing that I will say, is that when I was on plot long ago we tried to make some NPC's like this but we was a lot of crying from the PC's that they did not want this type of Plot so we had to scratch the whole plot line. 


Matt Armstrong

The game has turned into a kinder, friendlier, and more boring game than it used to be. People only worry about monsters, and don’t get the fun of PvP. When I say PvP, I don’t mean killing people for stuff or just because I hate someone OOG. I mean having blood feuds between people, between houses. 

I remember at PRO when the various noble houses were trying to kill other noble houses there. It made for excitement as when you chose sides, you had to worry about someone on the other side taking some action against you. 

That adds to the fear factor. That isn’t around anymore. If you can sleep the whole weekend away and only go on one mod, then you might as well stay home and play some online game, for there isn’t any fear or challenge to that.

Brian Ball

I think the reason a lot of people do not like PVP is for one of two reasons. Either they take it personally, or they love their character too much and don't want to run the risk of having him resurrect. 

As far as taking it personally goes, its just going to have to be something people need to learn to get over, now as Dave said, if you're being killed for OOG reasons or the reason someone kills is you something they learned OOP, then that would be a different story. 

As far as the fear of losing your character goes, well its something I've put a lot of thought into. I have actually heard people say things to the effect of "If my character ever perms, I'm going to quit playing". All I can say to that is I hope they were just kidding. Sure we all get attached to our characters, especially if we're been playing them for a while, but I would look at it as a chance to start over, with a completely different character concept, you'd be surprised how it changes you're entire perspective on the game. And if you don't like the idea of starting around level 3, then go ahead and start a new character, earn some goblin (there are plenty of ways to do so both during and between events), and start blanketing him/her.

David Bliss

Speaking as one who has been on both sides of the fence on this issue. I am currently opposed to PvP. I believe it does have its place within the game however. For the most part PvP in which a player looses all of their stuff and goes to the resurrection circle is bad. With exceptions, Dark elves for instance love the thrill of the possibility, its built into the society in which they play. For the most part they were outraged at the Mind effects play test and it took away a dynamic of their roleplay. However when its against another person mainly for profit it generally ends up in a big hassle. No one can roleplay correctly that they don't know what happened, and OOG friends have gone their separate ways over the issue. 

However it is also a benefit. I have seen players who were doing nothing but dragging a game down get run out of said game by other players this way, to the benefit of the chapter. It does appear to be one way PCs can police their own population. As a Character may not exactly be breaking the IG law all the time, but may be making the game un-fun for others. PvP provides those players an option for expressing their displeasure with no grey area. Its the last option of correcting a person attitude that doesn't fit with the rest of the NERO players. Now that’s not to say if you don't like someone kill them. I am not saying that at all, though that happens also. What I am saying is that if the majority of PCs dislike a person / PC / Char, then this would eventually become a very real option for dealing with that situation. 

…NERO has for years now been making it more difficult for PvP to occur in some ways. For instance memory stones no longer exist during resurrection. Now we have the mind effects play test. Its always done as just one more measure, but it is a slow progression. Yes I fully believe NERO PvP is still entirely possible. I further believe anyone who says it isn't lacks imagination and they are the ones who needed stopping in the first place. If you were only killing someone because they couldn't remember it, what’s the point. Instead I say try and find a way they really don't know who killed them. Those options aren't even touched in NERO by most PvP’ers. 

Now Jeremy made a point and I do agree with him somewhat, but he forgot one thing. Lets assume he kills me and then 5 years later a bunch of us are sitting around reminiscing. Now your counting on my memory of what I don't remember to kick in before I tell one of my favorite stories. Then it becomes a huge can of worms. Initially I believe a lot of people do play it correctly, However we have all heard the guy who was asked what happened to him say "I was in the woods and trolls attacked me" And of course that’s all he repeats because either 1) he doesn't know the rules of the game, or 2) He is so pissed off he doesn't care to roleplay effectively and wants the guy who stole his gold and magic bunny slippers caught. Now the first guy will correct immediately when informed of the rule, and will probably be loving the game and roleplay. The second guy still won't care and may eventually quit playing (to whit I say bye bye cause he wasn't roleplaying anyway and we have enough I wanna be the hero all the time peeps).

Brooks

I played another system for 8 years before NERO, and eventually it became thug gangs slaughering folks for fun because nothing was done about it in play. Drove many players away. Certainly not fun, except for those assuaging their egos. Most of those were brutes oop as well. 

It is a part of the game, although on a "background" level. If someone does go around on a spree, eventually the authorities would notice and start looking.

Mike Craft

Ok, as someone who has PK'ed in many other games I will step up and offer some detail as to why I PvP. 

I will go for some examples then theory. What about the guy who is directly opposite of me. If there is a guy who advertises he is a death knight and I am a life knight then there are going to be spells/swords flying. That because we chose paths that are directly in opposition of each other. 

Another, when someone is withholding information to get you killed. 

I have been in a game where there were people who walked around all day bad mouthing me and my team just because we were better. we had more magic items and more plot than anyone because we were a large group of pro-active, well trained players who learned to work darn well together. But all there were some that just complained. 

They bad mouthed us in public and then hid behind plot every time we tried to do something to shut them up. This is not only an example of a time I approve of PvP but of a time when plot getting in the way is wrong in my opinion. 

I wont say I am ultimate player killer 001, but I am pretty good at it. But there has to be rules. More sportsmanship than anything else. Its easy: don’t kill newbies. I have before killed someone on my own team because they killed a newbie because it was an 'easy target' that’s just wrong. That is what drives business away. 

If taken to the extreme then 'driving the business down' could also be used as a shield to hide behind me forcing plot to not let people make fun of me. there comes a point when plot needs to step back and let nature take its course, weasels get killed by people with guns that’s the way things work. 


Either way I approve of PvP so long as it doesn’t get out of hand. Dallas is a good example as both Andy and Dusty were killing nobles and made it other PCs choice to engage them. When they did they went after only the ones who engaged them previously. this is perfectly fine in my humble opinion.

Michael Champion

Len summed it up best I think when we were plotting together at another chapter; he said people play this game to be heroes, not to be victimized by others. That was one of the cornerstones of this chapter's foundation.
(Chey Grimhold)

I can see what you are saying but face it this is a "Kill what opposes you" world that applies from bandit to other countries. That is what we are "brought up on" granted that is mainly because we simply don't have the Time or resources to not kill what has offended us. 
As much as I hate it the same should apply to everyone .. if PC (A) does something that in the area that offends they would and should be killed for it. 
Now I do appose the go rolling and killing everyone in town mentality. But I think that sucks no matter if it is from MT or PC. 


David Clouston
As a person who has been murdered many times by various characters while playing various characters I'm a little torn both ways. 

It certainly does add fear to the game. Going to a event knowing you have to watch your back for monsters and some PC's adds a whole other angle to things. There is a certain paranoia that forms which in some regards is good and fun in my eyes.

As a new player when most of these murders happens, as a newbie mind you with little but how fast I could run to defend myself it really, really sucked. I knew there was roleplaying reasons behind it, but still.

As a older players now with many years under my belt I don't think PVP would bother me as much. If there is a good reason that is. If a person just walks into game with a new evil character and decides to go around randomly murdering and stealing.   Maybe more so. If you truly want to play a vile bastard go and NPC something of if you must play a evil jag then put some roleplay reasons behind it. Get to know the town first for a few events, scout out things, "make" friends and then if you still want to, backstab them.


Another side of me thinks NERO is a little unfit for PVP - or to well fit for it rather. There are just to many ways to kill someone - 95% of skills revolve around combat for one thing. Most people are two shot-able, newbies usually one shot-able... I don't know where you people get all your protectives that seem constantly up but I'm lucky to have a shield magic or poison shield active on my character.

I'd be okay with a game where PVP actually took skill, not just one packet or sword swing to drop a character. A prolonged battle or chase = awesome. Even a character that took the time and planning to set up a carefully laid trap (be it explosive, or by jumping me with a group of friends).

Touchy subject I guess - I don't look up to people who just do it without any roleplaying reason and just back it with "It's in my character history". Circle rezzing and Obliterates are just dumb. Get a character to leave the game, scare him off, take advantage of him every chance you get but leave resurrection for the monsters. It's to easy to rezz someone.

Steph Conley

First we have to agree on the definition of PvP as I have seen several. To me PvP is any situation where one characters takes action against another. This can be executing criminals, stealing, letting someone die, selling someone out to the NPC’s, and everyone’s favorite murder. Now the one that most people seem to refer to most often is killing characters. 

The one thing that has impacted PvP more than anything else is adjudication. When I started playing 12 years ago in PRO there was no such thing. Don't get me wrong, if something was wrong then plot would take care of it although it was tough. But, there existed no process to lodge a complaint to change something. After adjudication started becoming more common knowledge because players started traveling ALOT the process was adopted by more and more chapters. I have seen adjudications go from none to people deliberately abusing the system. The pinnacle for me was when a pc was killed by NPC’s, the player stated he knew everything was fine and there was no cheating but was going to adjudicate anyway. His death was adjudicated. Now it seems that people adjudicate for just about anything. Kind of like the lady who called the cops because her burger was made wrong. We all laugh at it, but I have seen NERO equivalents to that situation. 

The next problem was the lack of sportsmanship on both sides. Players who have killed pc's have treated the killed pc very poorly. As an example I know of a situation where the killer was talking out of game about how stupid the other player was. Since the separation between IG and OOG is less because we are there as our characters(as opposed to table top where the closest we get are miniatures) this becomes more personal. And on the other side of it we have the killed pc complaining about cheating that turned out not to be true. It seems there is a strong attachment to the characters that people are playing. While I encourage everyone to have a good time this attachment can be unhealthy. This is just a game and people should not take it so seriously. 

Another big issue that comes to my mind is the acknowledgement by staff members and even owners of chapters that NERO is a sport. This created a competitive atmosphere. There are people who think and have stated that NERO can be won. This is done by getting all the magic items, components, gold, and dominating other players. I can't really see how anyone can really have any fun in that type of game. And I can tell you that a majority of the people I talk to don't. 

Forgets, the big baddies. I have weighed all the arguments against them and find them flawed and some even down right insulting. The arguments against them boil down to a few things. One, how can anyone really tell what is an hour before. Out of all of these this argument is the most legitimate. What I say is estimate and when in doubt, play nice. If you are not sure the people involved should get a marshal and hash it out. That's why we have marshal's to arbitrate these kinds of situations. Two, players will just cheat the forget. I personally don't understand the change the rules for the cheaters mentality, but it seems to be more prominent than the change the cheaters to the rules. Doesn't make it right though. My personal favorite, the average player cannot roleplay or is too stupid(and yes I heard those words used) to properly roleplay a forget it elixir. To anyone who says this I say kiss my butt. I am not stupid and I can roleplay. I think everyone is the can too. I have personally seen situations where forgets weren't enough and people still got punished. The reasons a forget is not an end all to a PvP situation is that there are many ways the truth can be ascertained. Maybe not immediately, but it always seems to come out somehow. 

I have always enjoyed the situations that crop up where tensions are high because of something that has occurred between pc's. When groups are at odds and you got to watch out because they might come after you. But, for this to work we have to cooperate and respect each other OOG. And that is what I really think has disappeared. Too many chapters and situations driven by lack of respect for each other. To many players who hate other players. To me this is just a game where I have the opportunity to meet a lot of new people and hang out with friends. I don't see what there is to be so mad about. Hey, that's just me though.

Daniel

Every now and then you have to assassinate someone. whether you get paid to do it, or you just need to teach that person lesson.  Distinguishing between NPC’s and PC's in game is metagaming. And I fail to see how PC's should be different from NPC’s. If your character would kill someone for their treasure. It doesn’t matter if they are NPC or PC. most people get OOG crybaby about being PC bashed. I've been PC bashed. I've PC bashed people myself. But from a business standpoint. chapter owners try to stay away from that subject because it drives bad business. However, if everyone kept everything IN GAME, no problems would arise. 

Now some people are buttheads. And they kill PC's to make themselves feel better. Others have a reason. Staff should be able to determine whether a player is trying to ruin the game, or is jut trying to seek revenge. Or maybe the player is just trying to stay alive the best way they can, by killing all opposition. I’ve been in that situation before.

Dave/(DglasBluewater)
The mechanics of the game would be totally unbelievable if Players could not affect/damage/kill other players. While having neither thugged another player, or been thugged by one, I am a total advocate of PvP. The only caveat, would be that Chapters need to make sure that if there are characters there who only are there to jump newbies and lower level characters, they need to be dealt with. To me, that's a sportsmanship issue and metagaming. Otherwise, players should have just as much right to do to other players the same thing they are able to do to NPC’s.

That's where you hope the Chapter you're playing in is a good one. There are so many ways that a Chapter can deal with this type of situation that it's not even funny. And it's all IP. Some high levels come in and roll your players. Fine, it's all good. You pull out every uber NPC who has any desire for the townspeople to survive, even the evil NPC’s who need minions etc..., and you deal. Staff has the "Yes I can" card. Game over. 

Not only do you, hopefully, chase off the scumbags who think this is fun, but you have also shown your Players OOP, and your Characters IP, that *someone* has their backs. Now of course, they may eventually stab that back, but it could potentially turn a crapfest into a cool Plot point.

There's targeting and then there's targeting. By threatening the local nobility, they open a huge can or worms. Even if that noble were a PC, there should still be sufficient reason to bring in a garrison of local guards or what have you. As long as everything is done within the context and is plausible reaction to the action that has occurred, there really shouldn't be justification to adjudicate it. And you don't even have to kill the offenders, killing them is actually the easiest way. You capture and hold trial. The whole time putting them on display as criminals yaddah yaddah yaddah.

Dave/(Myth)
I have not actively sought to kill any PC myself for a very long time. Barring the seeking to apprehend and bring to noble justice or in self defense my character is just not that sort of person. However my first character was, he actively sought to kill humans, especially noble humans. That was 6 years ago, now I have a different point of view. 

I do like PVP still don't get me wrong, it adds an element of risk to the game that I find enjoyable. Forget me nots make it to easy I believe however, but then again resurrecting with you memory 100% time makes it very difficult not to get caught, almost impossible. I've always wanted to see a happy medium between the two. 

At the same time before I enter into a PVP situation I look at the player I am going against. If they seem like a person who would be ok with PVP and possibly resurrecting I'll go through with it. If they don't however I'll just bite the bullet and not do it. But once a person has taken a PVP action I consider them to be ok with PVP. 

If people take that into consideration I believe a lot of unfortunate situations where to players start hating each other on an OOG level would not happen. It's also my opinion that robbing someone and not resurrecting them can go a long way in keeping some people happy. I'll admit that when I resurrect I feel jaded for a few minutes then get on with my life and continue to play the game, but if someone merely robbed me I don't think I'd care at all on an OOG level.

Dave/(Nahbdee)
From a purely mechanics point of view, you cannot remove PvP from a game without a big "Huh?". Think about it, you can cast spells, swing a weapon, throw alchemy against some creatures who have 100's of body points, a crap-ton of defenses and eventually kill it. But your weapons bounce off a 12th level fighter doing no damage? It just wouldn't make sense. 

And while I have heard third-handedly of PvP being a point of grief to some players, the only restriction I would ever place on PvP would be if an established character is repeatedly rolling the same new character or any new character that comes around. That to me would be a sportsmanship issue, and can be resolved in that manner. 

And as Mel said, it's a very difficult thing to do, and depending on whom your target is, there is also the issue of metagaming which always seems to rear its head. In the few instances of PvP that I've been aware of, several of the victims seemed to miraculously know who or what had been done to them. I believe we had a situation like that last season, as a matter of fact.

David/(Sholto)
OK, lets be realistic, if we wanted a truly real experience we either would 
not play a silly role playing game and just go stab a bunch of people 
screaming about lizard men and the gold they drop or we would all be 
playing poor dieing farmers and one poor dieing blacksmith. 

The whole point of the game is to escape reality, it's to go to the site has 
a bank teller or a cashier, then get checked in and emerge a 6'3" black 
cat person and rule over all you see with an iron {all be it cute and fuzzy} 
fist. 

It's all escapism. that’s why we all read the books we read and watch the 
same shows. We are all looking for something more than just this life. We 
all want to glory of saving the hideous monster and kill the beautiful 
maiden and keep all the gold. 

All that withstanding I think some PVP is health has long has in is kept in 
check. Bob should not get to be sheriff just because he rode down with 
plot. There should be some player drive PVP. I think if there is animosity it 
should be role played out as long has it is not stuff from outside the 
game. 

If you character doesn’t like someone either ignore them or challenge 
them to a duel outside the tavern for every one to see. Then problems get 
resolved, plot gets a break, and I get to see some dying. 

This is just my opinion and bad spelling and grammar. I am new and am 
probably speaking out of hand.

(Dukratha)
PVP is an essential part of the game. In Game there is no such thing as PC or NPC. There is no way of telling that automatically, and there should never be the assumption that such is the case. If I get killed and looted by a PC it is just the same as if an NPC did it. It sucks, but it doesn't ruin my weekend. I wouldn't have come out to play if I didn't think it was possible for me to die. 

PVP also inspires roleplay. How many people call Du'Kratha a Drae. Not many. The reason is that the repercussions would be severe. So without PVP PCs could do whatever they wanted to piss off another PC and nothing could be done about it. That is BS. Du'Kratha wouldn't stand for it and neither would Z. 

I haven't killed any PCs in a while. I haven't killed any at an SC or a Piedmont event. But I have killed PCs and would do it again, if the reasons were right. Actually for some characters there doesn't really have to be a reason. If they killed too many people, too often, I am sure staff would say something to them, but it is their right as a PC.

Just to clarify IG means "In game," or situations that are affected by or affect the character or game atmosphere. OOG means "Out of Game," or situations that are affected by or affect the player or real world atmosphere. 

First of all PVP is not illegal IG or OOG. Killing the innocent (murder) is illegal IG. But there are ample situations where one PC can kill another without it being against the IG law. If one PCs catches another in the act of criminal behavior and attempts to bring him in, he may end up with no choice than to kill the other character. In fact there are several PCs that are wanted Dead or alive. 

I won't impose any of my OOG views upon you, it is not my style. During roleplay, my character may try to impose IG views upon you, but your character can take that however she wants. 
However, you do not have the option to not PVP if another player attacks you. Even with an orange headband you are not immune to PVP. ("Die Page"). 

Example: 
Let's say I have a human character named Bruno. Kaeleigh perhaps did something to piss Bruno off. Perhaps she has something that he wants. Perhaps Bruno is just a butt and wants to kill someone. Whatever the reason, or lack thereof, he attacks and kills Kaeleigh. As long as I, the player follow the rules of the Game, your character is dead, wait the 5 minutes, go to the earth circle. No adjudication, a death goes on your sheet. All ramifications must be taken care of IG. If I use a Forget-it, it is up to you the player to avoid using the information IG. 

Sorry if this sounds a little too blunt, or a little too cold. If one PC kills another, he may or may not be out to destroy someone's fun. He may or may not have reasons. One thing is for certain; he is playing NERO.

Let me further state that I have killed other player characters. Every PC I've killed, was killed with reason. However, it is not necessary to have a reason, my character just prefers it. I don't do it to ruin their weekend, I do it because roleplaying my character properly demands it. The same goes for NPC’s. If some random NPC comes up to me (if costuming is not the greatest I ask what I see). If they are a race we are at war with, I choose to attack, run or call for help. 

I can differentiate quite a bit. It takes a stretch of the imagination to not do so as your character. ie I know Lewis is NPC’ing right now. Chances are the character is an NPC. However my character has no way of distinguishing the difference. 
Another example: I would treat a newbie Sarr character and an NPC Sarr character exactly the same. I don't know either one of them, so I probably wouldn't attack right away. 



Jenn Flentge
I am mostly against PVP because in a way, it isn't fair. If somebody popular says "hey, I'm going to be evil" and finds folks to join him/her, you've just created a mob. Or even if they find no followers and have been blanketing a character for a little while, you've still got a force to deal with, and when a single PC distracts other PC's from dealing with plot issues, it gets messy and downs the spirits of most involved.

We all pay the same $50, which is harder for some of us to acquire than others. This brings up the argument of "well, I don't want to be a wishy washy goody two shoes." Fine. Then find another system to play. What gives one person the right to purposefully seek out and destroy another person's fun? Then again, what gives us the right to say "no, don't hurt us"?

Then there's the issue of "I'm an elf and I hate humans, and he's a human... so I must kill him." Why? You just created a character that solely seeks out humans and ruins the weekend for anyone without makeup, prosthetics, or a funny accent.

PVP is good in the respect that NPC's should not be treated any different from PC's. Saying "Oh, he's just an NPC... let's kill him" ... why do people do this? In your character's life, there are no PC's and NPC's. Everybody is on the same playing field. 

In the end, I see both sides of the spectrum, but I still tilt towards a non-PVP atmosphere. It drives away business and it's never fun when you're the little guy getting picked on.

Gina/(Sakura)
I think that the conflicts among players is cool and just adds a certain level of realism to it all. Even the people that are on the same side in any story have conflicts. If you want to use Lord of the Rings as an example than here is one, Frodo is constantly looking over his back because the ring starts to affect him and he thinks that everyone is trying to take it from him. Without some of that conflict then it would be a lot less interesting. And sometimes the good guys are bad guys too, but they are fighting the worse evil. I could rant on and on about how the fear aspect add excitement and everything else is cool…
Kenneth Haun:
Unfortunately I cannot help you in this article as I do not support PVP in any way shape or form. 


In my opinion it is NOT family oriented. 


It is in no way associated with good sportsmanship. 


It does NOT support any good attribute that I as a father or a player would want fostered in my daughter or any minor playing/experiencing the game. 


Bill Hoffman

Well this was a simple question that escalated into something bigger. 
My opinion is yes I like PvP. Some people may not like it, but its part of the entertainment supplied. Nero is not a sport or anything close to it. Half the time I don’t even consider it a game. Myself and 2 other friends bought into NERO to entertain people for a small amount of money. We have fun just watching the expressions on peoples faces while we are entertaining them. It is a getaway for some, and a place to meet new people for others. Whether its roleplay or bashing mobs with weapons, we all just come out to have a good time. As for the rules end of it, rules are like life itself, there is always change and we just have to make the best of it. Myself, Matt Armstrong and Tim Ramsey (OWNERS) always listen to everyone’s opinion, and think its great everyone has a voice on matters concerning Nero.

Logan Horsford

In short, I feel that PVP is a way of imposing your fun over someone else’s.  It is great to say 'I respect that he doesn't like to PVP' but that doesn't really mean you won't PVP with him.  Hence, it is empty words.  

I'm pretty close to Derek's opinions on PVP.  I don't think NERO is set up very well for PVP, I think it drives business away and I think it is a sign of encroaching burn out in players.  They sadly drive others away from the game before quitting themselves.  I think people who want to game in order to PVP should seek a game better set up for it.  Also, note that I am talking about people who actively do it as opposed to say withholding aid - that's fine.  You don't like Lord Wolfgang?  Don't life him.  Fair enough.  I don't consider that PVP - just ignoring people.  I'm fine with that.

That being said, there are two good kinds of PVP I can think of - killing the killers and killing the robbers.  PC's who like to kill and rob from other PC's should be killed and robbed as well.  Fortunately, we don't yet have any players who have gone down that road.

That's the best brief summation I can give.  I've read your ideas on realism and whatnot but I just don't feel they justify ruining someone else’s event or driving them from the game.

Kevin

PvP does add a LOT to a game, if you’ve ever had a town battle where you’ve been forced to hide and you really felt terror like I have then you’ll know what I’m talking about. If you know that your being hunted you start to not trust people which forces you in to good RP, therefore it adds depth to the game. In this sense it is good, but some people cant handle it at all. I played my first celestial caster named Johnathan, he was an ass, he lied stole and killed if it was necessary. Once I was playing and he saw Becky’s dark elf character get knocked out by kobolds, so Johnathon rolled the kobolds and then robbed her of all her money. Shortly after that Mike’s character was all over Johnathon like flies on a cow pie. Was this just a thing where he knew what was going on?? nope, my guess is that someone told him. Maybe not but it seemed like that, anyways people sometimes cant handle PVP and go through measures to take the "PVP’er" down. That is the only downside to it I believe.

(Lohiro)
I'm not sure you're really going to find a single player in Epic with much of a PVP viewpoint, Logan, simply put. Because we support real roleplay, and folks who really enjoy PVP usually don't know how, much less practice it. And probably need to go back to their game of Halo, or Quake. 

The only way I could possibly justify it was as part of a bigger storyline. However, I find PVP tends to detract from the story being laid out by Plot normally, and I'd prefer to enjoy the story I'm paying for at an event. 

PVP just rarely supports the things I personally enjoy about this game - heroism, altruism, a chance to roleplay a better person than I am in Real Life. 

But most importantly, it tends to get in the way of the story. 

I won't say I'd never draw sword on or burn down a player - ever, ever - but it'd have to be for a LEGITIMATE, storyline-driven in game reason. The point being to advance the story. Not to spend a weekend being a petty crook, or a heartless murderer, busily ruining the entertainment of others. 

If one really wants a fix of beating up player characters, march up to NPC camp and volunteer. They always appreciate it. Monsters, enemy invaders, bandits... 

Now, I support PVP being supported. In real life, do you always trust everyone you meet? Do you ask anyone you meet to go along with you, or never try to win an edge over someone? I can see there always being the possibility of it happening. Sometimes, people just snap in real life too. You have to keep open the possibility someone will turn to evil. 

But I support folks playing HEROIC characters - and heroes don't knock each other on the head and steal their stuff, or murder innocent folk, etc., etc. 

Characters who kill other characters can never be trusted by others, probably only have one, perhaps two friends (if that) in an entire town - unless they're consummate liars, and devious enough to hide their crimes. And, without folks trying to metagame, this image tarnishes any other character that person may play in a chapter - if you play a cold blooded killer one event, don't expect the Gypsies you murdered last event to greet you as a cousin warmly because THIS character talks funny and wears loud colors. 

Heroes - well, pass down a street, almost everyone greets you politely, waves, hugs you perhaps, is glad to see you, invites you to hunt down a criminal or a monster with them, and generally spend time in a social situation with friends - facing struggles together, winning past puzzles together, saving the world... 

Memories shared from player to player, recalling mighty deeds another player did once with them, general nostalgia - legends of the day that person permed, and the tale of the deeds they performed that day... 

Villains, the only thing folks remember years later is the day they were permed, and perhaps a few of their worst crimes before they were killed/jailed for life/etc.

Derek Jones:

PvP also gives the chapter a bit of an in game police force to prevent rampant PvP/Stealing.  PvP is not just beating up other players, it also includes abusing other players, and theft from others.  Having PvP can lessen the temptation of in game theft by presenting consequences for antisocial behavior.  This is the premise that laws are built on.  Laws by themselves are just words on a paper given power by the actions used to back up those words.   FEAR of the consequences of anti social behavior is a powerful tool.  FEAR is the driving factor in controlling anti social behavior.

Good PvP controls errant player behavior.  In game thieves, and Pk’ers are asking to be vigilantized by the player base.

Pk’ing because of arguments, opposing view points, power trips, and theft are bad for the game. 

Is PvP good for a game?  Too broad of a question. In general, yes.  Is all PvP good? No.  What makes PvP good or bad?  This is a better question.

Even if you removed PvP from the game, you'd still have players using monsters to do their work for them.  At our events, we have had several instances where players have simply not healed or life'ed fallen players that they come upon.

(Kitten_Xnyl)
PvP = One more reason for me to hide in the tavern in a circle that I’m invested in.
OK in the past I’ve wished that PvP was something that I could do, cause lets face it, some people IG just get under your skin. But I’m worried even as a 16th level player that I would get ganked for a message being miss read on the tree or me doing something to tick someone off, even though I A: didn't mean to or B: someone claimed I did something when really I didn't. maybe I’m just not understanding the real purpose to PVP but as a low level character I say, "whoot that’s a cool idea... but crap now I'm gonna go and hide in the tavern so I don’t die..."
(Kivuli)
PvP absolutely has its place in NERO with one caveat: PvP is, and should remain, completely an in-character situation. I know that in practice, like any other game, this rule is broken. Sometimes often. It's only then that PvP becomes a detriment to the game, as that causes conflict between players which can spill over to others who just want to play (*raises hand*). 

For myself, I would prefer never to have a conflict with another PC. It's not in my nature to make enemies and that bleeds over into my character's behavior. I know that conflicts with other PCs are inevitable, however, and I accept that without tension between PCs the game would not be nearly as fun. Hell, some of the most fun roleplaying I've had involved tension between two races over some slight or other.

(Lady Kaeleigh le Au'cuparia)

My response-short and sweet. When NERO starts allowing PvP is when I stop playing. I would bet many other PC's feel the same way.  (Editor:  Good strongly held opinion, however PvP does currently take place in NERO.)

Lewis

It is part of the roleplay and a character can not tell the difference between PC and NPC. 

Too many times we as players forget that and as soon as we see a monster town tabard we jump to go kill it. How do we know the guy sitting next to us in the tavern is not out for our head? 


It inspires the roleplay aspect. 


David Z (Dukratha for those of you that do not know him) is perfectly correct when he speaks about making Drae comments to his character. I mean seriously, if you offend a character as your character there should be consequences. 

I'm not for rampant PVP, there should be good justification for doing it. I agree that in some cases it can drive away players if done to them too much. Then again I know characters where they have so many characters that hate them and are out for their heads it is crazy.. yet they continue to PC. Kudos for that. 

I can also say that this being my personal view my character has been killed by way of PVP and NPC. Ironically, I enjoyed being killed by the PC more than I did the NPC. I laughed my way to the Rez circle. 


I've never killed anyone as a PC, however, my character would only do that in extreme cases. 

Here is a little quote for you that I made up: 

"As long as at the end of the day, we keep it all in play. We'll all be okay."

(Liadan)
I think for the most part PVP is good to have in NERO. And yes it should not be taken to extremes but sometimes it is inevitable. For instance my character is a pretty laid back character on a good day, she likes to have fun. But you do not mess with her tail. As one character found out this weekend, messing with Liadan's tail is a quick way to flat bladed by her sword. Certain instances, whether extreme or not, will occur and will result in PVP if the characters are role played correctly.

Matt Lunn

I believe that PVP is ok if justified in game. If your character has a good reason for killing a particular character, then ok (example; Blah Blah had my family killed and I must revenge their death's, blah blah blah.....) But if its, (I don't like that Dave guy, so I'm going to kill his character Bob, then no. Or, I'm a good knight, but that guy Bill has tons of cash, so I'm going to kill him for it.) I understand that this view has very thin lines, but that’s where it becomes the player’s responsibilities to decide if he/she should do this or not.

I understand what it can do to the game out-of-game, but there is laws in-game to stop such things and I think denying its existence in-game is cheesy.

Just my thoughts, coming from a very strong PVP LARP in England.
Kimberly Lynch/(Butterfly Deyaneria)

This is just an opinion. I find PvP not to be very enjoyable. Yeah it can be fun in certain situations but not when you are just bored or high enough level to be like lets go kill some PC's just because. I do play another game besides NERO (yes I know blashpemy) and I have seen that PvP can ruin a persons event. They can just be sitting there minding their own business when some high level person decideds hey lets kill them and take everything they have and make them go the whole event without a way to defend themselves. That to me does not sound like fun. If there is PvP then that's cool I just choose to stay out of it.

James M

If you could take out all of the OOG problems with PVP, I would be all for it and likely be a lot more active in PvP'ing.  Here are my personal points, and I understand that not all of them apply to everyone. 

As an owner of a local chapter, I have a fear of offending players to the point that they would not want to come to our game for the first time, or offending a player that has been there to the point of not returning. IG, most likely your PC would never know I did it, but OOG you would never forget it. Its hard to look at someone the same, unless you take the "kill" as a dynamic of the game. 

Most of the time, my character would only in theory kill someone for personal gain. In that case, the victim probably would not have to rezz, but would have a funny memory of the event. If someone offended me and deserved a rezz, well then that's another matter-- 

I wish that everyone who played NERO would not get upset by being killed by another player. That simply is not the case. Some players do not care, and upsetting someone OOG is a non issue. To me, I don't like upsetting someone to that point for any reason. I understand the time it takes to get a character leveled up, and any trip to the rezz circle is painful journey for most people. Its hard to disassociate yourself from the game to the point that you don't care about the chances of having to start over. Its a really good idea to have your home chapter create a "blob" character for you, so in the untimely demise of your main PC, you can goblin up a new one to a decent level to start. 

I do not have a problem with PVP in NERO under most circumstances. It places an edge in the game, and makes people think about going off alone, who they cabin with, etc. I think that is a great aspect of the game. It changes the way you think about obtaining magic items. It makes you worry about each other class in different lights, and it helps add realism to the environment. Personally, if I knew someone metagamed to kill someone and could prove it within a reasonable doubt, I would say something to the chapters owner, or deal with it at my chapter. But, its hard to prove. If a PC killed a new player, then I would look deep into how the killing took place, and why the new player was killed. 

I think that PVP is a healthy part of the game, as long as it "stays in the game" and is not done on a personal level or for OOG reasons. That's a pretty simple statement, but it really does cover a lot of ground if you think about it for a bit.

James Mason

I agree with Gina. I think that PVP adds realism to the game. I don't mean that everybody should PVP because it's just not everybody's thing, but I do think that (depending on your character and how you play him/her) that if two people have a problem with each other that’s worth fighting about then let them fight. With out PVP all you have is live action message board.

Noah Mason

Any creative writer knows the golden rule: There is no story without conflict. Without conflict, all you have is description. 

I was talking to Dok Harris about this last night at the Dancing Goats: Its not PVP that hurts our game, its the entitlement mentality of this country that's spreading deeper and deeper into our player base. 

What fun would it be if Sauron and Gandalf just sorta talked out their differences? What if the Nazghul quit serving the Dark Lord and went back to the ether to sulk when they got rolled at the river outside of the Last Homley House? No conflict, no story.

Forget Me Nots and Forget It Wells are not trump card abilities. I can site 3 character deaths in the last 2 months that resulted from a PC killing someone, using a forget poison, and then getting caught and executed. You still have to be in a more or less perfectly engineered situation and have contingencies concerning alibis and such. The reason forget poison exists is to counteract the fact that with our resurrection system, the "dead men tell no tales" factor is taken out. With automatic resurrection memory, being a criminal becomes increasingly difficult. 

In chapters where there are no forget poisons, there are still OOG disputes about cheating in combat, metagaming and various other things in the PvP conflicts. Just as frequently, there are the exact same disputes when a player dies to an NPC. Some people are more prone to argue unfairness when they die or lose their items than others. It used to be that most people just accepted it when they got killed or stolen from or whatever. Nowadays it seems that the trend is whoever killed you is called a cheater until proven innocent beyond a shadow of a doubt. All we can do is encourage our players to take dying in stride and possibly diversify their XP into more than one character. 

PvP isn't the problem, forget its aren't the problem, high level characters aren't the problem. If there is a problem, and I'm not convinced there is, it's the general attitude of entitlement that's causing people to make OOG problems where none should exist. A player doesn't get a "Fun Ticket" for his $30, where he's guaranteed to get everything he wants in the game right away or he deserves his money back. He gets the opportunity to have fun - actually doing it is completely up to him. If there are no NPC’s to fight or roleplay with, that's the chapter's fault. If he's targeted with inescapable plot death for no good IG reason, that's the chapter's fault. If he gets killing blowed in his sleep and all his stuff taken so he throws a fit and leaves site, that's his fault. It's not the person that killed him (unless they were particularly unsportsmanlike about it,) it's not the chapter, and it's not the rules of the game. It's the player being immature. 

In summary: Be mature. Be respectful. Use common sense. Kill each other till the streets run red with the blood of the nonbelievers!

Mike McMeel
I pretty much agree with Logan on this one, quite possibly for a few of the same incidents, but I would like to expand a bit given some of the points that others have brought up. 

My basic problem with PVP is the people who perpetrate it. Rare indeed is the killer/robber/gacker who will say "It's a fair cop, but society is to blame" when caught. They didn't do it. You have no proof. Those were his cousin's pants, he didn't know the dead guy's stuff was in them. They go from zero to accusing everyone of cheating in 5 seconds flat.

People who are in favor of PVP come in two groups: people who believe in roleplay and want to have the option to kill PC's not because it might actually be necessary but sometimes the threat and the confrontation can be very cool to play out, and schmucks who think it's fun to kill people. It's the second group that actually perpetrates most of the PVP, because basically after you've killed someone the RP is over, so the first group isn't much interested in the actual act itself.

NERO isn't very much fun when people are selfish. PVP is one of the most selfish things you can do, because you really are telling someone that their enjoyment is inconsequential compared to yours. It's fun to threaten, to bluster, to have a confrontation and to strut around, believe me I know. It's even fun to beat someone up every once in a while, provided you don't rob them and they get picked up right away. But killing people for snicks is just ignorant.

Since it's been brought up a couple of times, I'd like to address the issue of PC versus NPC. I think that the people who say that you should be immersed enough in the game for this not to make a difference have a good point.
But...in reality, there is a difference. Players pay 50 bucks, NPC's expect to die. As a player, I make an effort not to treat NPC characters differently, but on staff I have to balance realism versus the opinion of people who may not come back if I tick them off too badly. In the grand scheme of things, it doesn't matter when NPC's die. In fact, it may be part of the plan.
Within the context of the game, a single character is an easy target. NERO is not "soloable" nor should it be. With all the many forms of takedowns out there, an outnumbered character is at a severe disadvantage. In other words, it sucks to be one or two shottable. For an NPC, it means getting dropped a lot. But there's always more where that came from, so NPCs go into every situation expecting and intending to die. Players, on the other hand, pay 50 bucks for the privilege of Being All They Can't Be, in other words, The Hero. The Important One. The One Without Whom There Is No Story. So they go into every situation hoping and expecting to live unless they screw up.
This expectation is essentially what causes all the trouble with PvP. A player who gets rolled by other players faces both the disappointment of defeat and the betrayal of getting stabbed in the back by people he should be expecting help from. While it's certainly possible to face this situation with an even temper, it's more likely to view an occasion like this as a massive blast of suck. And when it's an essentially random crime, rolling someone just because they look like they have stuff, it's even worse because you don't get the satisfaction of dying for a reason. I'd much prefer to be lying there going "Damn, I guess I shouldn't have talked smack to those guys" instead of just lying there still and silent while someone goes through my pockets looking for phat lewts, like I'm some kind of whack-a-mole prize generator.

Melissa/(Beryl)
The Nero world is mostly geared toward players having Good characters. Occasionally, somebody will want to play an Evil character. Now, while I do agree with you that it could infringe on somebody else's fun, I think that it doesn't always have to. 

However, if character A does something to really anger my character, then there shouldn't be anything to stop me from stalking and killing my enemy. I'm a huge advocate of there being consequences for every action. 

I don't necessarily agree with just random killing though. As long as it's done with consideration of the other player's fun, you should be ok. I wouldn't be upset if I were to be ambushed by another PC, as long as they didn't cheat. Every precaution should be taken to make it as fair as possible as well. 

Besides, it's not as easy to get away with as people may think. It takes a lot of skill to take down someone and not get caught. That's why it doesn't happen too often.

Darrin Myers

My thoughts on PVP are this.... Every action there is a reaction... However it is my responsibility as a PC involved to be cool about the situation and not degrade the other player in anyway. For example Ill use Kezren and Sticky.. 
Not saying that any of this has happened but just for example... Sticky runs mouth says things or does something that really makes Kezren (me) angry. Well Kezren being the character he is doesn’t put up with it... So he decides its best that him and Sticky have a "talking to"... So Kezren has his "talking to" with Sticky.. However on a completely out of play note.. Darren the whole time is treating David (sp?) with all the respect he can. David being the victim is understanding of the fact of why things are happening and is being a good sport about it because of the fact that there are no ill feelings on a OOG level. It is truly all in play... After the event both players can talk to one another because they are both good sports about the situation and both understand every action has a reaction...

Jeremy Newberry
Coming from a game set (SOLAR) that is based on the NERO rules and supports a great deal of PvP I tend to say yes PvP is possible and can add a great deal to the game. I've played SOLAR for over ten years prior to coming to the NE and playing NERO. SOLAR is decidedly a PvP agreeable game. However there are a number of differences that make it possible and keep 200+ players coming back for more. 

The culture itself is a bit different, while there is competition (local NERO chapter, IFGS, and a great number of other fantasy LARPS) the people who play keep coming back. Largely I believe because of the tight knit culture that the veteran players and the Owner inspires. It's generally considered a dark game, with death at every door and window, and the likelihood of dieing while walking to your cabin is high not just from monsters but also from other players. But it's an accepted thing to die.... in other words paranoia is encouraged. 

The game polices itself, i.e. the players police themselves. How? Simple really, there is a Rogues guild sponsored by Plot and in a small way controlled by PLOT, this gives an outlet and a control over your serial killers. For instance if characters start dieing left and right the rogues guild is blamed, and since the people who are members tend to be those most capable or willing to kill they tend to rapidly find and reign in the interloper…one way or the other. Also groups are invaluable as means of protection and legality. The old adage of you mess with me you mess with my whole family certainly applies. 
So what about independents you ask? You make friends; no one is really independent but is actually part of a larger web of individuals, friends, allies and general do-gooders who will step in on your behalf. Also there are the Nobles of the land which do step in to help the innocent and that includes those without sponsorship. 

Dave mentioned that he does not believe it is possible to go one as though nothing happened if you are killed say by your partner. I would strongly disagree with this. From a game perspective if they rule is firmly applied and harshly treated i.e. meta-gaming is strictly forbidden from the top down this becomes less of a problem. The culture of not talking about how you died even in an OOG sense has to be very strong. IS it tough? Certainly, have I been burned by someone meta-gaming? Absolutely. Is it rare? Mostly. Do some players take it badly and leave the game? I’d say yes, but it’s the exception not the rule. You have just as many players decide to leave the game because they were “screwed by Plot” or believe the game didn’t live up to it because they didn’t get the mighty slayer of Zim and generally they are the same players. Do some people take it very hard? Yeah, but once again if the culture supports the idea and concept of the game this can be assuaged. 

Dave however did say something that strikes very true, occasionally you have a player or a group of players that either their character is annoying or their attitude is so insulting that generally in a PvP game you would kill them rapidly and try and make a point to the player that they need to change in some aspect to fit the world. 

So generally I am for PvP. If the culture is put in place that supports it, and the rules allow for it can be a wonderfully enjoyable game. Adding a spark of lawlessness, paranoia and fear to the game. So many people say they want the fear back….fear is not caused by some great monster swinging 50’s but by the rush of adrenaline when you walk alone down a trail.
Ken Nichols

I, personally love the PVP aspect of the game. Some of you who have LARPED with me, have an idea about the lengths I will go to just to see that look of "Gotcha" on my marks face. 

I've also been hunted before IG, by players who I knew were wanting to kill me, and it is, a complete and utter rush. 

The problem lies somewhere in between PVP/PK/Sportsmanship rule. 

So, lets say Max does something to infuriate Gunther. I go and Obliterate Max, because lets face it, it's not that hard to do. As long as Ken an Allan are ok with it, it's all good like country gravy. But, lets say Allan, has an unhealthy attachment to his character, and feel like I am in violation of: 

The Sportsmanship Rule: 
All Nero Participants 

- Follow the spirit of the rules, as well as the letter of the rules. 
- Play fairly and honestly. 
- Be considerate of all other Nero participants. 
- Remember, everyone has the right to enjoy Nero as much as you do. 
- Contribute to the fun of all Nero participants. 
- Don't play in a style that detracts from the fun of the event, or anyone's chance to have fun at an event. 

And hence, it's no longer PVP it's PK, and violation of the Sportsmanship rule. Personally, I do not like the way the Sportsmanship Rule is written, simply because it leaves so many loopholes and ability to be abused. In the same breath, I can completely understand why it's there, and in all honesty, it can be at times the hardest rule to enforce, because it forces the Staff to question the integrity, motive, and intent of the players. 

Long and short, IMHO, is that as long as both parties are cool on an OOG level, there should be no issue with it.

(Nolan Void)
Sometimes PVP is inevitable. But you'll find that it will cause you more grief than good. I know from experience. 

The "so you want to be evil" paper is all too true. I wish I had read it back in the day 

The thought of getting rolled really makes my skin crawl now, I guess I'm older and wiser... well.. older anyway. 

But the worst PVP is when you get rolled for no legitimate reason other than the fella thought you had loot. (One of the reasons going to other chapters to roll them for loot will bite you on the hiney eventually.)

Only problem with PVP is while it brings back fear, it makes you an enemy of a lot of people... Who wants to have to watch their back all the time? 

Why do you not see murder in the streets 24/7 in real life? 

Because people realize there are repercussions to actions. ( Like arrest.) 

PvP is simply not giving a darn for repercussions. It will bite you on the a$$ eventually.. this ain’t HALO, or Counterstrike. all the time and effort you've put into your char wasted because your hunted by everyone? worth it? 

No.
Wesley l. Pearsall

Player versus player is a part of the game, and one that I think is vital to the roleplay and realism of the game, personal feuds, and dislike of other characters are part of the "fleshing out" or development of the character. also however, remember that in game actions have in game consequences. as weezil is my new, and secondary character I will use him as an example. weezil is a backstabbing thief, anyone who talks to him for more than 2 minutes can figure that out. this weekend he was caught by Doan rifling through the pockets of a human that had assaulted him (said human was unconscious and standing trial for the assault at the time.) Doan, as a town guard, had the authority, and duty to stop weezil from looting the guy, though weezil felt that it was his right to clean the guy out. weezil now has animosity towards Doan for (in Weezil's mind) cheating him out of the guy's stuff. had he not been afraid of Doan, Usuri, and Kivuli's wrath, he would have stated something unprintable, and gone on about his attempt to steal the guy down to his skivvies. and now he has if he chooses, all the reason he needs to drop on Doan’s head when no one is looking, however if caught, the punishment would be severe. 
now, Brandon is one of my dearest friends, and I would never harm him out of game. but weezil sees Doan as a huge obstacle to the road to piles of loot. 

So what is the heart of this long winded rant? that without player strife, without personal vendettas, without fear of retribution, and without begrudging alliances. then we aren’t playing characters at all. 

In a sentence (and quote this if you like):  "Without PvP, we might as well go to the arcade, and play whack-a- mole all weekend.

PvP is allowed in game, period. I personally don't like sleeping in my armour with a sword in my hand, but I do it because I might get rolled in my sleep.  There are elements to any game that some like and some don't and this is one of them. what happened in Colorado COULD happen anywhere. luckily it has not happened at Peidmont yet. we have been fortunate enough to have players who for the most part play (if I may use an old D&D reference) lawful good or at least lawful neutral characters, and I am glad for it. as to all the references to the book I have seen I will use my one statement when I hear the book quoted, and it is the only book quote I ever use. 8th edition, page 134. the whole page. Read it and think about it.

Nick Peregonow
If you are going to PVP you should have a role playing reason to do so. Just because OOG someone thinks its fun is no reason to do PVP. This is most likely the #1 reason people hate PVP in Nero. 

PvP done with a real reason actually makes the game more exciting. Never knowing if the person I'm walking with is actually going to double cross me adds to the thrill. Always have to watch your back, even if the person is your brother.

Besides if you didn't have PVP, you take away half the realism in Nero. I can effect everyone but other PC's. The world then becomes just like Everquest. A static world that the PC's have very little influence. I mean, I want to assassinate the King, I got by all the guards, what will the PC's do to me? Nothing because PVP isn't allowed.

Also my character should never know the difference between a PC and NPC. I should interact with Farmer bob the same way as George. If you act differently around someone because you know they are an NPC you are cheating, stop this.

So if a random crunchy rolls you, it ruined your event? Plot gives a valid reason to kill a PC and its ok. A PC has a valid reason to kill you and its an event killer? I'm not sure I follow why... Because I personally see no difference unless its done for no reason other then to piss you off.

When you are a new person, and a older player is rolling you... the older player is being a dick. Plain and simple he is being a dick.

Phill/(Malachi)
I like PVP when it's appropriate -- I'm not fond of upper level PCs who extort gold from newbies under threat of death. But retribution from one PC against a relative equal or rivals is kind of fun. Especially when it's more about entertaining role-play and not obliterating or perm-ing their PC and taking all their IG items.

(Saleem)
My view on PvP? Well, as someone who has been killed by PC's numerous times, and never once killed another PC, I think that the more PC on PC conflict there is the better. The PC's are the main characters of the world. They are what makes it tick. The NPC's are just side characters. When the only conflicts are between main characters and side characters, it isn’t as real. But when two nig time action stars (the PC's) face off, then we got the makings of some real drama. 

That and I’m all for Resurrections and permanent deaths. I like my roleplaying angsty and ridden with drama, mindless killings and rolling people for no reason, I’m against that.

Sarah/(Adrafae)
Why would you not be able to? The rules for weapon strikes, spells, alchemy, etc. always refer to your "opponent," not to "the adversarial NPC." PVP is and always has been allowed in Nero; the only restrictions on it are the IG consequences. I cannot begin to imagine how unspeakably boring it would be to play in a chapter that did not allow PVP. The game would become one-dimensional, and I certainly would not play. 
As far as the game saying "you CAN murder/attack/slaughter/etc other PC's," you are correct that the rulebook never makes that specific statement, but it does make many statements that imply that PVP is allowed, and NEVER so much as implies that it is not allowed. Here are 2 examples of such statements. 

8th ed. rulebook, pg 71: 
"Of course, you could give an alchemical substance to a character who thinks you're giving him or her a Cure potion..." 

8th ed. rulebook, pg 77: 
"Once a person has been incapacitated, it is not too difficult to kill them. This is represented by a Killing Blow....To administer a killing blow, you must place your weapon or your hand somewhere on the victim's torso, and remain in that position while you recite 'One Killing Blow; Two Killing Blow; Three Killing Blow.'" (Note the absence of any statement such as "To administer a killing blow, your opponent must be an NPC.")

Grant Smith

I love PvP…not as someone who actively attacks, kills, robs, etc. players, but as some one who has fallen victim to it. As Andy has stated on these boards before, NPC’s just don’t have the motivation and drive to win like PC’s do. Plot can send out a huge monster with thousands of body, RBM’s, Phases, an arcane 20 column yada yada yada, and it isn’t nearly as scary as a Richey with one ninth level spell in the woods. Having PC bad guys who will attack you makes the game more challenging, and actually puts fear in to it.

Well if people keep things in game then there is not a problem with that…but then that is a whole different issue that is far worse then PvP. I love PvP, there is no real threat from NPC’s (with a very rare exception) so PvP puts a real threat in the game and actually makes things scary. Besides wining all the time just isn’t any fun, you have to loose sometimes in ordered to make winning enjoyable, otherwise you are just stuff questing.
(Sasarai Neldote)

I keep it IG; If Lord Balthasar the PC decides to stand in my way when the time comes to seal away Dragon #368, I'll kill him just the same as If it were Rex the NPC bandit. 

I don't gauge PC or NPC status when making tactical decisions, I gauge how long I've known them IG. 

I don't PVP to kill PC's, but I won't avoid killing one for the pure fact that he's a PC.
JJ Street

I think there are ways that can be set up to experience a PVP environment, say, an in-game tournament. But, PVP does and would probably ruin my weekend, as I would be fearing my life all weekend. Since it's not the NPC's goal to cause the PC to rezz, I'm not scared all too much. However, if a player wants to kill another player, that's what he or she is out to do.

(O Loethynwy)

I like PvP. And I think I have a pretty good idea of it. If I ever get emotional OOG because of an IG reason, please, FORCE me to take a month or longer vacation from Nero. I mean, c'mon people. It IS a game. I wouldn't come if I got angry over things like that. Because then its not fun…



Candace Ostrom
If you create a character with a background full of being crazy and wanting to kill people, or being just plain evil, and, if given the chance, your character would kill someone if left alone with them, I think it is fine. It adds to your game, and yes, it may upset the other person, but that person went to NERO knowing that they might die, and there should not be a difference between an NPC killing you and a PC. IF you take the proper mind frame while at NERO, you should see NPC’s as monsters, not players, and you should see PCs as they want you to see them. 

For example: When you see a goblin, you kill them. What if the goblin was not named an NPC and was not KOS? People wouldn't kill them. The real point of the game often gets lost in those three letters, NPC…

Do I think that we should have 4 hours out of a weekend where we just kill each other for no purpose? No. I think that's why we have massive town battles of the sort. Like the lupine for instance. We had a HUGE circle that only towns members were invested in. What if one of those members, with a history with reason for it, had the skills to kill every person in that circle, and did? Would a person back in the real Renaissance try to have their death "adjudicated"? Nopers. It is part of life. 

However, if the person kills another person's character for OOG reasons, such as metagaming or because they don't like the player, I think that is unfair and wrong. 

I'm still seeing the problem of the labeling of PC and NPC.


No, I don't expect everyone to play the game the same way that I do, but I'm sure the people who do, agree with me. Just because you know that this one guy is NPC’ing, it doesn’t mean that you should attack him, and just because you know that he is PC’ing, it doesn’t mean you shouldn’t.


You should have legitimate reason, and the killed shouldn't get mega-mad because he/she was killed. It's the game and it makes it more realistic. I've been rolled by PCs before as one of my characters and I had a grand old time. 


The problem is exactly what our good friend Mr. McMeel said. The perpetrators are usually the ones who kill for the fun of it, not for the roleplay of it. This is why people can get so angry when they are killed by another PC. It's not PvP that ruined the PvP aspect, it's the players who ruined it.

Tim Ramsey
I wouldn't have a problem with it if it was approached like Dave described, but it's been my experience that it's mostly motivated by boredom, the need to show how powerful you are, or just because someone doesn't like someone else out of game. 

I do like the fear aspect it brings but I could play without it all together and never miss a beat.
Robert/Davik
As far as PvsP conflict goes, it is a part of the game and always will be. It should be as well. to try to completely sterilize PvsP conflict I think misses the mark. If players have a legitimate in-game beef with another player then that PvsP conflict should be aloud to continue as it is a part of the in-game dynamics. But, for players to go to an event with the intent of "whacking" another players character because of out-of-game reasons or just because you are bored or just want to go rob other PCs because they have "better treasure" should not be tolerated. Players who rob other players or kill other players characters and try to justify this as PvsP conflict are merely trying to justify there poor behavior.

I do not mind the concept of PC Nobility in the NERO system. Though what I am opposed to is any PC having that kind of in-game power/authority. In the 12+ years that I have played NERO, my PC character, Davik, has been both a commoner and a Noble. I tried very hard to be fair, equitable and as unobtrusive as possible as a Noble. I did not much care for the in-game power it afforded, I thought it was grossly unfair to the other "paying" customers. I also did not much care for the way many other players with PC Nobles utilized that in-game power to their advantage at the expense of other "players". Nobility is still fine in my book as a title of honor, but not with the in-game power/authority currently afforded to it. Too many times have I seen that power abused both in and out of game, oftentimes with the support of the NERO chapters plot/owners. Most people that play NERO are not truly equipped to deal effectively with that kind of power/authority and subsequently abuse it, whether intentionally or not. Most do not truly understand or choose to ignore the responsibilities that come with Noble titles. These responsibilities are to the other "players" not just to in-game actions and interactions between characters.
(Rocco Levelhand)
I would like to point out one thing on this topic.. we are a 24 hour 3 days straight game. If we are to believe that only the NPC’s are the evil folks that want nothing but fame and riches we have been mislead. PC have the roleplaying option of being "Good.. Evil .. Giving ... Greedy .. Noble .. Murderous ..." that is what make it a Role Playing Game. In the world that we try to form in this game we have all types of characters being roles to form this. PvP on PC to PC is just a fact that comes along with this. To remove it is to make this Live Action RPG on step closer to being a cookie cutter 3rd person shooter game

Seth/(Angus)
PVP-Defined as any detrimental action toward another player. I think that if I want to make a character that hides in the woods and jumps people who wander out alone, I should have that option. This means I have to hang out in the woods alot though and eventually people might make a correlation between me going missing and people waking up in the earth circle. I have to deal with that in game. But then detrimental doesn't necessarily mean death. I might just waylay somebody and take their stuff and then "forget-me-not" them so they think they were jumped by trolls/orcs/whatever. Sure it sucks they lost what they had but first, they shouldn't be carrying their entire inventory on them, second, they shouldn't be walking in the woods alone. My point is that there is no problem with PVP because it is difficult to do anything detrimental to anyone IG without suffering the consequences(sp?). So really it shouldn't be an issue, if you are not stupid enough to wander out alone, I can't hurt you. Now if I'm all that and can roll your whole party by myself, staff might need to talk to me about playing a secondary because I'm probably too high level for your chapter, but that's a debate for another thread. 

Disclaimer: I was not referring to anyone in particular when I used the term "stupid." I am also not a rogue and have never been PvP’ed/had my money taken from me because I have a meat popsicle (Keno) with me most of the time. I have never killed another character for his stuff or for any other reason, its not something my character would do. All I'm saying is, to each his own.

Joe Tate
An interesting topic. Lets see, my opinion on PvP. I like it, as it brings yet another dimension to a game that should be enjoyed by all. I have to agree with Josh on this, most times that a Forget Elixir is non effective is because people get excited about how they did something or was on the receiving end of a perfect roll. And just can't keep it to themselves, so it gets around OOG, then automatically its in game. 

As for ways to avoid that, its simple. Keep it a secret, now I know that is asking someone for a lot of effort, in what should be fun. But to be honest that is the only way to do it. If you can't keep it OOG, that is your fault. I have never been involved in anything that used a Forget it Well or Forget me not. As, I started back in Old School NERO, where they didn't exist, and then when I got back into the game it was in POLAR where they don't work, or however that is described in game. But I have heard from people who have used them, and have thought about how I would use one, in the perfect roll. So I have a little knowledge of the subject. 

I think what has caused a lot of problems in the game, and has made PvP conflict, a bad situation is Adjudication. That is the stupidest thing I have heard of. "I don't like how that happened, I want to adjudicate my death." It seems like it is a must have rule, because sometimes you do get cheated and shouldn't have to take the death that results from it. But if you look more into the Death's that are put up for Adjudication, deep enough. You will probably come to find that you the person adjudicating was in a way directly responsible for what happened, to your character. Now, I don't know if that is an accurate saying, because again I have never Adjudicated anything, but it is opinions. I realize that you have a tendency to get used to your character, as it seems to be an extension of yourself but it is just a sheet of paper, and if you are smart you get two deaths you start putting exp towards another character, or you put Blankets to another character. For Example, My brother with Dalgaron, after he took his second death, he started to put blankets and such away to Ash. Why probably because in 14 years of NERO, he has never drawn from the bag successfully, but anyways. Unless, you are a suicidal, type character, you should be at the point where blankets and such don't help out your primary character that much, maybe a build per blanket or so. Start putting that on a secondary character, and then you won't have to worry about starting out with 30 Build again, as that in my opinion seems to be the reason, that most people adjudicate they don't want to start off at the beginning. When my brother started playing Ash, he was like 10th level I think. Anyways, in my opinion, if people had more fun, and thought less business like then this wouldn't even be an issue. 

As I said earlier, I play the game because for how ever many events I go to in a month, that is one weekend less, that I have to worry about real life issues, that suck. It is supposed to be fun, and if it isn't then we have problems.

(Torin Hammerfel)
You also have to consider the self serving types who would commit murder if they thought that they could profit from it. 

Some types are less than do gooders and they tend to do what would be considered evil things. Its because its nature.


As long as its in character and the people committing the acts understand that there are repercussions to it then its okay with me.

Bringing out of game grudges to Nero though are wrong.

Tim
I'm not around too much, but Jesika and I had a long discussion about this before the last Dark Reign event. This will be long, but here's what I think... 

I am very much for PvP.

Nero is a business.


Those two really don't mix, but I have never looked at Nero as a business, nor would I ever run a chapter expecting the results a business should produce. To me, it is a game, plain and simple. We get dressed up, disappear into the woods late Friday night, and return to 'the real world' Sunday afternoon, usually sore, sometimes frustrated, but almost always looking forward to the next event.

Having said that, I say again that I know that Nero is a business.

I have played for almost ten years, and have three characters that have taken up most of that time. The first of those, Riassa, was a lying, thieving, necromancer. Someone paid to have him killed, Zanatos attempted it but wasn't paid enough, Ishudo gave me a purify to cancel the forget-it-well, and everyone went on their happy little way. My character deserved what he would have got (a trip to the circle) had it all gone right, and I had no problem with that. It was some fun roleplay. The same character also deliberately sabotaged a mod that eventually led to Sir Jacobs permanent death. Not what I planned, but my character was quite pleased. OOG I felt bad for James, but my character wanted the Silver Falcons to die. If someone comes along and wants all of the Elves to die, or Elven Earth Scholars who were green should all die, then do it. You might succeed, you might not, it drives the story either way.

Again, might be bad for 'business', but as far as I am concerned, Nero is a game, and no one will every change my mind about this.

The second of these is Domingo, a thieving Gypsy rogue. Couldn't care less about anyone but his sister, Tatyanna. I haven't played him too much, but there's plenty I'm working on with him.

And finally there's Silvermoon, my primary, I suppose. The good guy, right? He does what he thinks is good, which some might not agree with. I've heard it said that I just play him this way because that's Tim. Okay. He is smiles on the outside, but pretty much thinks everyone else is a chump. He is quick to anger and rash in his decisions when family or friends are threatened, which led to a very 'interesting' situation.

Silvermoon overheard Elros plotting with a 'fire guy' to have Rin killed. Bad for Elros, as Rin is Silvermoon's nephew. I don't remember the details, as it's been five+ years. Also, a fellow named Haplo was overheard saying 'I will cut down Amorus in the middle of the street....' or something like that. Bad for Haplo. Sagen and Amsden killed Elros, I killed Haplo, and we went on our merry little ways. Unfortunately, it didn't play out so nicely. Pat, Haplo, didn't understand that my 'character' was killing his 'character' because his 'character' threatened to kill my 'character's' significant other.

I've heard it said that I did that because it was because of the Tim and Jesika thing. Okay. Everyone has their opinions, and yours are wrong, as far as this is concerned.

Anyway, Pat was a bit irate, to put it nicely, and as I dragged his OOG talking body to the woods, I stopped and said, "Okay, Pat. I don't really understand why you are acting like this, but here's what we can do. If you can't handle it, lets pretend that you're unconscious, and I'll give you a forget-it-well, and well go our separate ways. Or, we can continue, you can take the death, and you can handle it 'in-game'. He took the death, and I didn't see him around anymore after that. Too bad.

Chris, Elros, also took the death, and was upset, but once he realized why it happened, I heard that he understood.

By the way, there was a third person there that was merely knocked unconscious during the attack, and woke with no recollection as to what had happened. Remember, the three of use weren't mindless killers.

So, of course, after all of this happened, there were some who were 'angry' OOG because of what Ken, Adam, and I did. I am not sorry if I helped drive away a player, nor will I ever be. I did everything within the rules of the game to a T. If I had it coming, I'd take it, and deal with it. Which did happen. As Silvermoon, I had stolen some money (about ten gold) after a mod. Others in the group knew I did, and later, on a mod, they let me resurrect, because of the theft. Silvermoon made the mistake, paid for it, and the game goes on.

Oh, but did anyone get upset when Silvermoon set up Kaernot and had him banished from Elan? Maybe Nick did. Afterwards, Kaernot knew that Silvermoon was going to kill him on sight, or die in the attempt, once he became a Mummy.


If you're still reading, great. I feel very strongly about this subject, as you may be able to tell. By the way, in no way do I approve of senseless, repeated slaughter and theft of the new by the old. I'm talking about in-game development of story and plot that sometimes leads to 'serious repercussions'. :) And I do understand that Nero is a business...it needs paying members to survive, but I wish that people would not choose to open a chapter solely on the money. Put out a good game, keep the players entertained with interesting, enjoyable, and DIFFERENT plots, and your business will flourish despite the random power killers or whatever.

(Tobar Warhouse)
I believe that PVP is good when it is appropriate. I personally have done it many times. I never target the Players, just the Characters. It makes the game more dynamic. I agree however that some players take it out of game and get angry or even quit. I however have not seen this. Every one of the people that I have PvP'ed I have seen in future events. 

 
Tom/(Tomas)
I feel that PVP is a perfectly acceptable part of NERO. 

When I go to an event I have fun roleplaying my character and participating in combat, but I do not want a happy, harmonious time laid at my feet. It is important to me that roleplaying situations are realistic, so I equally embrace the frustrating and difficult situations with the good. PVP is a part of this. If Tomas makes an enemy and they kill him that is something he has to deal with, and I'll try to have fun doing it, even if Tomas doesn't think it's fun at all. 

I am not Tomas, and his identity is separate from mine. 

I believe that people who react emotionally and personally to their character's situation should remember that this is a game. And although this is a game, it isn't Candyland - within this game we consider things such as life and death, love and hate, and survival, greed, and killing. There's racism, elitism, specism, and characters who force their will upon others. Within this environment I have a fun time, and if PVP were not allowed the game would feel more contrived, and suspension of disbelief would become more difficult. 

These are my feelings about it as a player, even though Tomas thinks killing out of spite or greed is just poor form.

Josh Walker/Ember

Bingo. NERO has evolved from a persistent world in which you interact and then deal with the consequences TO a money making machine designed to give players their way right away. It makes me sad when I reminisce about old school NERO. I wish everyone could have had a chance to play.

The reason a forget is not an end all to a PvP situation is because of bad players. A very large majority of the times the truth comes out is because the person who got FIW'd went and told someone OOG what happened, then that person tells someone else, who tells someone else, ect. Once pc's know OOG what happened it is only a matter of time before the info get cheesed into game. 

I don't mean to say that the players blatantly cheat and just bring it right into game. Try reading a murder mystery book but before hand have someone tell you who the bad guy really is. It would kind of change things right? You might even go so far while reading as to say to yourself " well golly, he kind of gave himself away right there but I wonder if I would have picked up on it if I hadn't known before hand who the bad guy was". Now look at that from a NERO point of view. geeeeeeee pretty easy to figure out IG who the killer is when OOG you know 100% who it was and know what to look for. It's amazing! The pieces just seem to come together!

Bob Wallace

Nowadays I'm not sure if you are all aware but there are shady people, in medieval time there were shady people. There have always been laws to deal with these shady people, and NERO has such laws. If you drop Pk’ing then most of the laws we have developed become useless. This loss destroys a large portion of the games flavor. If someone decides to perpetrate a hostile action against another player they do so willingly knowing that there is the possibility, just like in real life, that they may get caught and have to face justice for their actions. It is every player’s responsibility, just like in real life, to watch out for themselves and avoid situations where they may fall victim. In the game itself there already exists a system of checks and balances to deal with PVP. Just like the others said Player killers often don’t get away with their crimes. If you walk of into the woods by yourself you are assuming the risk hat you may get jumped, it's no ones responsibility to protect you but yourself in that instance. It is NERO's responsibility to provide laws that deal with such circumstances. I mean come on why is it that only a monster can Gank you in the woods and not a rogue adventurer. Also much Pk’ing is carried out in the name of vigilante justice and to loose such in game interaction would take away from the game as a whole. For instance High profile Pk’ing causes much excitement for months afterwards. Sometimes actions taken against players by players can make an event. People travel long distances just to see what happens in big PVP like the evermore feud. Isn’t that the kind of stuff that makes a business. From a marketing stand point PVP provides a massive draw, people just want to come to see what’s gonna happen. I have heard a lot of people talking about this lately and many of them say that the day NERO dumps PVP is the day they quit.

Duncan Williams
Having been involved in PvP situations with both Tobar and Malachi, I have to agree. PVP is good when it is appropriate for the situation, and not done for another way to get some combat and loot from something. Sure, you could roll other players like monsters, but really, where is the fun in that? You just make them sad, because they died and have nothing, and gain a little more than you might've when killing monsters. 

My experiences with Malachi were when his wife (both IG and OOG) was accidentally blown up by some traps I had set. Luckily, as he was threatening to take my head off, a pack of gnolls came by and I slipped out in the confusion. It was very fun roleplay, and I still need to send them a trap or two, a bow, and a couple quivers as per the laws… 

As far as my experience with Tobar, someone had told him that I was looting things I had not helped to kill, and was not sharing the money. He simply tried to waylay me, and due to a magic armor I had up, I started fighting back. I ended up getting dropped from a friend of his, he first aided me, gave out a random handful of my money to the town, and everything was fine after that.... No malice behind it, and I had a nice little chat myself with the person who lied to get some money out of it. Again, fun roleplay, nothing really detrimental, and fun for all.

(Ziefren Nocturne)

Well I like the PVP aspect to Nero to some extent. I think that Forget me nots make it simply too easy to do. As long as someone would be alone I could just kill them, take their stuff, and just leave them there simple. I say it would make things allot more interesting without forget me's like for instance you would actually need to use stealth or have to be real smart about it, not to mention its so easy for the high levels to kill people and take a magic item they want.

