WARNING!
The following document contains the following:

Racial Jokes

Sex Jokes

Sodomy Jokes

Fellatio Jokes

Jokes that aren’t even funny

Important info

It has been Rated “Oh dear God!  I can’t un-read that!” by the committee for pubic, uuuhhh, I mean public safety.

Do not read if you’re uptight!
Part 1: Why a new country?
Hello!  My name is Tsukebe, and as you probably know I’m a pervert…  Oh yeah and the 2007 Darkon Secretary!

If you’re reading this I hope your wearing rubber gloves and using contraception, as…  What?!  Not a sex book!!  God-damn-it!

Oh well.  What were we here for again?

New countries…  Darkon?  I can help with that.

Ahem.  Let’s think this over.  Why do you want to found a new country?  As a new country there are several things you must consider.
1st: “What is your country’s theme?  Does it have one?  Does it need one?”

Many countries have a deep underlying theme, take Nurgle for example.  They play as having a deep love for the all-consuming one, and deep need of disease and filth.  Others like Rokugan portray different approaches or lifestyles; Rokugan plays the ‘Far East’ and Asian cultures.  

While a theme is not required, playing without a supporting theme your country may have difficulty attracting and maintaining membership, but with an unusual theme it may soon become unfeasible to continue to play, putting your members off.
2nd: “What do I need to do to start a new country?”

Read part 2 of this document.  And have sex with me.  I love anal sex (I’m the butch Damnit!!)…  Well, OK, you don really have to fuck my brains out, but you can if you want to, I don’t mind.

3rd: “Who can I talk to, to get my new country up and running?”

Read part 3.  I have links and embedded email addresses and other cool stuff.  Also you can start with fellatio.  A good blowjob is like…  Not interested?  Ok, fine, we’ll stick to the subject.
Part 2:  Starting a new Country
From the Jan. 2007 Rulebook, chapter 2, page 8 (READ IT!!).

New Countries 

Those players who wish to form a new Country must submit a typed, detailed Country history to the Secretary. Once the Secretary has approved a new Country, they are given assets on the Darkon Realm Map. 

Countries are also encouraged to create a Country map, corresponding with the Realm Map (see Chapter Eight: Land Rules) as well as develop their culture, imports, exports, resources, trade agreements, etc. 

And Chapter 8, Page 68 (READ THIS TOO!)

New Countries 

In addition to the rules set forth in Chapter Two, each new Country is granted 13 hexes of land, one of which is designated the Capital. The Capital Hex is considered to be a fortified city, having both a Castle and City (see definitions below) placed upon it. The new Country’s Liaison will work with the Land Marshal to place these hexes on the Realm Map and designate which hex is to act as the Capital. All of these Hexes must be adjoining, and no hex may be more than a 3 hex radius from the Capital. If this placement is not possible, allowances may be made at the discretion of the Land Marshal. 

Additionally, each new Country is also granted 7,500 silver pieces known as its ‘Coffers’. Each Country must designate a Castle they own to act as their ‘Treasury.’ The Treasury will be located at the Capitol Castle for all new Countries, but may be moved according to the rules below if a Country constructs additional Castles. In addition to functioning as a normal Castle, this structure also contains the entire Coffers of the Country. 

At this point, the new Country is free to acquire new land, construct assets, and transfer monies as described below. 

Didja read it?  Thought not, the sexy glorious image of myself completely nude sodomizing a transsexual midget was bound to distract you.  Don’t think about the pink donkey, or his enormous dick.  If it wasn’t for that horse I wouldn’t have spent that year in college.  Insert other aneurism causing statements here.

Let’s start with a walk through of who/how/when you should contact people regarding your new country.
1st: Type up a history.  It must be typed.  The rules say so.

2nd: Email your typed history to Secretary@Darkon.org, or give it to the secretary in person if the address stops working.  Don’t forget to include your country symbol or surcoat, they need that, like most people need water or air (or kinky fetish sex).
3rd: Wait for the secretary to read the damn thing; they’ll get back with you once they finish with the damned thing...  This might take quite some times as most Darkon Secretaries have all the intelligence of a small dog, and none of the good looks.  While you wait: Fuck a dog, videotape it, and put it onto yootoob.  If you actually do this I will download it and taunt you for it mercilessly for many, many, moons.  If the secretary takes too long (over 2 weeks) assume they lost it and resubmit.

4th: Make any changes the Secretary deems necessary.  A good secretary will only ask that the specific names of other player characters, countries or offices be removed.  A perverted secretary will also ask that you remove your clothing.  Do so now to save time.

5th: Email the final (approved) copy to Magistrate@Darkon.org, and Landmarshal@Darkon.org.  Or just give it to them in person.  You are giving it to the Magistrate because they need to officially ‘Determine the legitimate status of countries’ according to the Bylaws (Appendix II).  You should read these also.  You are giving it to the Land Marshal because s/he is damn sexy.  Also because they need it (in more ways then one).  Also because they will be the ones placing/helping-you-place your hexes/provinces on the realm map.  Wait awhile, for the Magistrate to ‘Rubber-Stamp’ your history legit status into being.  Be warned that ‘Rubber Stamping’ is not ‘Mushroom Stamping’ while wearing a condom.  (Please note, if after all the intercourse, it burn when you pee, this is normal if Tsukebe was involved at all.  You are going to die in the most horrid way imaginable.  Soon.)
6th: Go to http://www.darkon.org and look at the Realms/Gallery/Land-Maps section(s).  Whatever you need to finds a bunch-a empty contiguous hexes, at least 13 of them.  When you find the 13 that you think you like, write them down and email LandMarshal@Darkon.org (again) with your choices.
7th: Throw a big party in celebration of your new country.  Lots of free women and cheap booze.  Or the other way around, I don’t care, so long as I’m invited!!  (This means you’re done!!)
8th: More parties, repeat as needed.  REPEAT DAMNIT!!
Part 3:  Who can I talk to, to get up my new country and running?
Oh.  Well, if you have trouble getting it up…

There are several people to talk to who have had much experience setting up new countries.
Martin of Moot, a longtime land marshal can help with most common queries, as will most nobles.

The current EB will most likely be sympathetic and listen and try to help.

Nomads are always a wealth of information, as they will always be happy to extol the shortcomings of you country, and insult your bedroom performance to boot.

If your country lacks in membership it helps to wait around check-in and gobble up the eventual noobs that will show up looking for instruction.  Sadly this is the best I can hope to help you.
Unless...
