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Introduction

Welcome to all our new and returning adventurers, before you begin your adventure within our
world, it is expected that you read this document in its entirety. Heroes Odyssey is an 18+ fantasy
themed role play environment that involves consented engagement and non-coordinated combat,
please consider this before agreeing to participate at one of our events.

This Appendix document is to add to the Heroes Odyssey (HO) larp experience and help you
immerse into our world, games and events. This document is forever evolving as more creative
ideas, lore and stories are developed to enhance player’s game. Some sections in this appendix may
become essential rules into the future and be transferred into the main rules document, however all
things in this document must be adhered to as a rule which must be followed in HO until it is
changed, transferred or removed.
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Siege Mechanics

Siege mechanics are commonly used at a Heroes Odyssey weekend summoning event but can
sometimes be incorporated in night events aswell. A house must approach HO management prior to
designing the house siege walls and gate for the summoning event and must be in direct consistent
consultation with HO management from the initial design to completion of works. The construction,
cost, storage, maintenance and transportation of the walls and gate are for the house to organise
among their players. If there are any further modifications wanted or needed to the original
approved design or the completed construction, this must be discussed immediately with HO
management and be approved before proceeding to modifying the wall or gates. The decisions for
the walls and gate design will be on safety, being structurally sound and being able to handle the
weather we get at our events. HO management has the right to remove or deny any construction at
anytime, and any IP used. At a HO Summoning event the siege warden will inspect its erection
before game on and asses it’s safety.

Initiating and ending a siege

A siege can be only be called by a house or warband leader and must identify whose base is under
siege and the siege must be shouted out so all can hear including the wardens. All the field is now
under siege mechanics against that identified base. There is no time limit for how long a siege is to
last for, however if a player is sent to deaths gate, even if a skill allows them to be revived, they can
no longer participate in the current active siege.

The siege ends under these conditions:
e If the person who called the siege is sent to death
e If the siege gate is destroyed and the approved designated siege podium is not intact and
upright.
Once the siege has ended the attacking players that destroyed the gate may loot their chests items
that are HO props for the event. If the defending players wins the siege then they may make their
repairs to the gate if damaged.

Siege walls, gate and siege podium

The attacking players can only attack the bases gate with boom bombs, unwieldly weapons and
approved siege equipment. Once the gate is destroyed an approved designated siege podium which
can be placed 10 metres aways from the gate in a combat area of the base behind the siege walls
then can be attacked to end the siege. The siege podium has OHP and can only be re-made once the
siege gate has been fully repaired back to original HP. A siege gate is an open front facing siege door
and has 100 health points and a 2-door siege gate has 200HP. To repair the gate, a repair mallet
must strike the gate consistently, without interruption, while the gate is fully opened. This is to be
done until the gate is fully repaired to its original health points, only when the door has been fully
repaired will the gate be able to function as a barrier and be closed once more.

(1HP repair given to the gate per strike of the mallet)

Land battles

A land battles is when a house has declared a land battle for 1 piece of territory that another house
owns. Both houses must have an approved designated siege podium which will be placed on the
field 10m away from the defender’s siege gate in an active combat zone. Certain criteria must be
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met and agreed on by both houses in a declaration of war document before the land battle can take
place:

e Both houses must have siege walls, a siege gate and siege podium all approved by HO
management to declare a land battle, and all is present at summoning for the land battle
and they able to be sieged within game.

e A written declaration of war must be agreed on by both houses before 4 weeks of the
commencement of the date of the summoning which the battle will take place and
submitted to HO management. The following information must be including in this
declaration:

o Date and time of the land battle (at summoning)

o Which territory is being battled over

o Name of the attacking and defending house

o Name of any allied houses or freeboots that will be aiding each house in the battle.
The allied players must agree to the declaration and must follow exactly the agreed
upon declaration (i.e. they cannot suddenly change alliances at any point, that will
go against this declaration for the land battle and will cause the land battle to be
void)

o Players or houses that are not written in this declaration cannot join the siege. If any
part of the war declaration is not adhered to, the declaration is then voided, and the
territory automatically stays with the original house. Sportsmanship must be
adhered to, and no player or house must actively try to get the land battle and
declaration voided. If this is discovered to be the case disciplinary action will be
taken by HO management.

To end the land battle siege the house that destroys the opponents podium first (where the podium
is not intact and upright), claims the territory being fought over, or the battle exceeds a 30 minute
time limit, the territory is then claimed by the original house who owns it. If there is any deeds on
the territory, this is also claimed by the house that claims the territory at the end of the land battle.
A territory can only be battled over once per summoning, and each time it is being battled over a
new declaration of war must be submitted.

Siege Equipment

Siege equipment is only used at a Heroes Odyssey weekend summoning event. A house must
approach HO management prior to designing the siege equipment and must be in direct consistent
consultation with HO managements from the initial design to completion of works. The construction,
cost, storage, maintenance and transportation of the Siege equipment are for the house to organise
among their players. If there are any further modifications wanted or needed to the original
approved design or the completed construction, this must be discussed immediately with HO
management and be approved before proceeding to modify the siege equipment. HO management
has the right to remove or deny any siege equipment at anytime, and any IP used. At a HO
Summoning event the siege warden will be inspect the siege equipment before game on and asses
it's safety.

Any siege equipment that is constructed will be discussed with HO management as to what damage
it will do, how many times it can be used, especially if it has munitions, and if it can be countered or
destroyed. There will be a scroll made for the equipment and this is to be placed in the house
leaders journal, and those in the house that can use the equipment safely.
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There are many glyph languages and alphanumeric written languages throughout Solendium. The list

is forever evolving as we explore Solendium and adventure.
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Playable races in the world of Solendium

.
T

- BEINGS OF SOLENDIUM v

#  ATMAH ‘4

Ranging from simple to complex, Atmah have a unique yet
simple persona with a lineage that stretches Back to the
earliest bays of Solendium. Originally the Atmah were
destined to meet their moreal end, however, the Blessings of
the Demo'hari encompassed them and many Atmah have
lived for multiple founbation points.

; It is more common for the Atmah to consider their

;'| journeys enved as though they bo not bie many of the more
| senior Atmah claim their Bobies to Be ageing and wareing
out.

Atmah come from the Vantacor continent in Mid Realm,
however now days they have traversed mulciple realms and
it is not uncommon to find scattered kRingdoms throughout

Solendium. '

Agile, abept and intelligent, the Atmah are versatile Beings.
There have Been many successful abventurers, warRriors,
mages and rulers Born from the Atmah. Their asility to

abapt and learn makes them a formidasle creature.

HEBOES

THE REALMS OF SOLENDIUM

FORGE YOUR STORY
S
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BEINGS OF SOLENDIUM 1

RUN'VAH ;

All Run'vah trace their lineage Back to the four great loros of
the Run'vah, Mori, Kha, Lostel and Bumpra.

The Run'vah Lords set out from the continent of Vantacor
during the First Founbdation poing, each lord estaslishing a
Ringdom in new lands. Mori estaslished Morianvel. Kha
developed Kha'Havinar. Lostel founded Lostelloss while Bumpta
was to stussBorn to leave his home in Vantacor, so he
fractured away his piece of the continent taking his home of
Gluntorff with him.

These Beings are hardened craftsmen, nosle warriors and
Gifted artisans. However their numsers have bwindled in
recent Founbdation Points. Their mastery over their
technology and unique understanding of aura magic allowed
for their Ringdboms to expand Beyond Mid Realm.

Never shy to Back bown from a fight, the Run'vah relish the
oppoRrtunity to prove their might and their Boomstick
weapons strike with keen precision bowning even the

strongest of foes

HEROQES 4

ODYSSEY
THE REALMS OF SOLENDIUM
FORGE YOUR STORY
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BEINGS OF SOLENDIUM 1

CTNCEIR =

The term E€tneir, "Ate~-near", covers a BRoad rRange of Beings,
all of them descenbants from Fae Creatures, all of them
capasle and intelligent with societies and cultures of their
own.

It is not uncommon for a war Band to Be seen with one or
multiple Etneir companions. Often these Beings BRING unique
characteristics and animalistic asilities that are often useful |
while abventuring.

Atmagian in stature, most often they have similar lims
structures to their Atmah companions, the Biggest
characteristics of the Ewneir is their appearance which often
reflects that of their animal or Fae Creature ancestors.

Mostly found in Fae Realm But recently more have travelled to
Mid Realm, the Etneir encampments are often trisal and
seclubed communities But it is Becoming more common to see
these Beings as they continue to adventure.

HERQES -
ODYSSEY
A T
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BEINGS OF SOLENDIUM

DAV'RIE 1|

Similar to the €wneir, Dav'rie or "halfslood" are Beings of
capasility But they share more in common with their
ancestors and anamalistic heritage. Not as Atmarian in their
appearance these Beings are not to Be underestimated as
their intellicence and agility make them beadbly warriors and
capasle companions.

Dav'rie often prefer to travel in packs, choosing to operate as

a memseR of a group Rather than adventurring solo. Dav'Rrie ‘

are fiercely loyal anbd are willing to sacrifice themselves for -“
their pack.

Some Dav'rie are more wild than others and often their
temperament is Based on how well they can climacise to their
SURROUNDINGS.

Never unbderestimate a Dav'rie, they are highly intelligent and
they have the Best of Both sloobdlines that flow through their
Being. o

HEROQES -

ODYSSEY
THE REALMS OF SOLENDIUM
FORGE YOUR STORY
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- BEINGS OF SOLENDIUM -
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L
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One of the olbest Beings to have existed across the realms of
Solendium since the First Founbdation Point. The Fae~el are
the first of the immorrtal creatures that bescend from the
Yand'wei and wege it not for the Wars of Light, their
pominance as the main Being of Mid Realm woulb still Be so.

fair complexion and elongated ears the Fae~el perceive the

Aura magic flows through these Beings. Often graced with 3
!
Aura and have a unique asility to harness its magic. :

Their origins saw them as the prominent species in Mid
Realm during the First Founvdation Point, however after the
wars of light many of the surviving houses soughrt a new life

ano Built new kingdboms in the Fae Realm.

There are those that chose a barker pacth and were
COrRRupted during the Wars of Light and these Beings are
now Rreferred to as Fallen or Dark Fae-~el, ut the fallen share
the same lineage and characteristics as all Fae~el kino.

L

- HEROQES -

ODYSSEY
THE REALMS OF SOLENDIUM
FORGE YOUR STORY
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- BEINGS OF SOLENDIUM -

FA€
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Almost huntebd to extinction for their magical Blood, Fae
Creatures were asle to restore their populations in the Fae
Realm safely hibben away from any and all that would wish them
harm.

It is a common misconception that Fae Creatures all have wings, |
furthermoRre another misconception is that these Beings are all |
small. Nothing could Be further from the truth. Fae Creatures
| Range frRom tree SpRites 10 winged fairies, from sentient fungus
to living winds. Most Fae creatures are unvetectasle to the
Atmarian eyes even the Fae-~el have vifficulty perceiving them. A
Fae creature will Be seen when they want to Be seen.

|
I
i
i
I

Most Fae creatures when adventurering try to hive their Fae
characteristics But often they are given away By their intrepid
respect for nature or the mastery in Aura Magic.

Though their wings do not work and they are unasle to hive
when they take form and size up comparasle to Atmah, most Fae
" Creatures are shy at first requiring proof of intention Before =

they can trust. R

- HEROQES -

ODYSSEY
FORGE YOUR STORY
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BEINGS OF SOLENDIUM

GRODESH

The most prominent specie of SRy Realm, the Grovesh are Born

with great strength and are quided from a young age to train in

all manners of warfare and as young avolescence they often seek
out confrontation to Gain their warrior rRecognition.

The Grovesh are triBal creatures which makes betermining their
numsers all But impossisle. It is a fateful thing that Grodesh bo |
not often comsine as one Great Group, if they were to all march |

with a cause there would e little to nothing that could stop l
their adbvance.

Proficient in all weapons the Grovesh are not as diplomartic as
other Beings. They are skilled in the ways of magic But often
prefer the use of physical prowess to resolve confrontation.

The Grodesh are mostly congregated on Sky Realm however
there are nomavic triBes that roam Mid Realm mainly in:
Vantacor and Morianvel.

The Grovesh are not an opponent that selbom gives grounb, if a
confli¢t boes occur, the time for words has passed and only
veath will stop the fighting.

== »

ODYSSEY
THE REALMS OF SOLENDIUM
FORGE YOUR STORY
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BEINGS OF SOLENDIUM -

NOR'GAHROSH |

The Wars of Light saw many Fae~el fall to their desire for power

then there are those that were allured to the power Batheruss

could provive transforming them from Dark Fae~el to their new

| S—

form the Nor'Gahrosh.

Through the Founbdation Points the Nor'Gahrosh have mostly
stayed in the Nightmare Realm though some have Been aBle to |
cross through the Shabow Realm and enter Mid Realm. These
Nor'Gahrosh are mostly unquenched having not participated in g
the dark ritual of consuming essence.

ARROGANT and opinionated, formidasle and defiant, the
Nor'Gahrosh are the perfect form of bark magic personified.

Proficient warriors and deadly mages a Nor'Gahrosh is
charscterised By their red skin and their bark horns.

Often following the will of Batheruss, the Nor'Gahrosh are
potent enemies and it is not advisasle to get on their Bad sive.

L

HERQES 4

ODYSSEY
FORGE YOUR STORY
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The Marks of the Aura and Demo’hari

Some Players may choose to follow the Aura beings or a Demo’Hari, they may want to display their
mark. The below chart shows the Aura and Demo’hari’s mark and what they are most known for:

AURA GOD
BATHERUSS

PROTECTION AND
LoVt

d DEMO HARE: ELYRIA

GODOESS OF
ILLUSION AND
INFATUATION

DEMO AR DAVINA
GODDIESS OF

DEMO MARY
FLORON
GOD OF

NATURE

S

DEMO WAk
UM
GOD O
walretr
AND OOl

DEMO HAR
ALTUSS

GOD OF WISDOM
i AND BRAVERY

DEMO AR
NCENDILUM
GOD OF WRATH

DEMO MAR:
LOSSEY
GOD OF

|

ml DEMO HARI
ORBUSS

GOD OF DEATH
AND SHADOW
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An Introduction to Our Lore

Heroes Odyssey has been operating for many years and has seen multiple character, stories,
campaigns, and quests. For new players and veterans there can be different accounts of what has
happened during their time playing and from the different perspective their character has held when
experiencing the rich history of the game. To establish a common narrative, Heroes Odyssey
Management have developed “Common Lore” to assist everyone establish a timeline and progress
from a foundation point. Common Lore can be broken up into four foundation points:

Foundation Point One: The Birth of Solendium

These events predate all player characters and most NPC’s. It is here the Aura Beings Aria, Vara
Athara and Batheruss had their falling out. The realms below the Aura were created. The realms
below the Aura were populated. The dragons Axxura, Skuldrax and Fargarath were introduced. The
Wars of Light took place. Eldazor was created and the Demo’Hari were formed.

Foundation Point Two: The Death of King Vantacor and Reclaiming the Dragon Stone
These are the earliest adventure where player characters created the founding warbands and
houses. The story of Vantacor both the King and Continent were developed and further unfolded. It
saw the rise of Eldazor and his monstrous creations. The Skyhorde and the Grodesh Warchief Terak
lead raids against the characters in Vantacor. The first Demo’hari were introduced, Davina and
Al’'fuss took to Vantacor to assist and help counter the darkness caused by the powerful enemies of
the people.

Foundation Point Three: The Ages of Discovery and Destruction

These are the more recent ages where the Aura was shattered and the stories of not just Vantacor
but Glun’torff, Moriandel, Kha’Havinar, The Pandallis Archipelago and The Devils Hook Islands have
been established and interwoven with the past and present. New Demo’Hari made themselves
known including Tumpkee, Elyria, Dominus and Domina. The common lore expanded, opening
exploration in Mid Realm, Fae Realm, Sky Realm, Under Realm, After Realm, Nightmare Realm and
Shadow Realm. It was also revealed that there are multiple plains of existence not only for
Solendium but also Not’ere and Margonal.

Foundation Point Four: The Restoration of the Aura

This is where all current players new and veteran find themselves within the lore. Beyond this point
the story is unknown, the pages of journals are yet to be written and the new adventures are waiting
to be had.
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Calculating In-Game Role Play Time

When you wish to record time for roleplay purposes or journal entries, the follow the example
below:

15" Day of the 3™ Month in the 1% Era during the 4™ FP
This is created in the following way:

e The 15™ Day is the number of the day within the months cycle.

e The 3™ Month is the months number within the 12-month calendar.

e Each calendar year summoning event will occur. The summoning events may vary in
frequency, but the journal entries Era is based around the occurrence of the Summoning
event. If the journal entry is after the first summoning event but before the second
summoning event it is labelled the 1% Era, if it is after the second summoning event but
before the 3 summoning event it would be labelled the 2" Era etc.

e All events that occur during this rendition of this current rule set will be within the 4™
Foundation Point (FP).

There is also Seasons in Solendium which can be used in roleplay which are relative to normal
months of the year:

e Yoakian (Summer): November - January

e Linstacin (All seasons in one): February - March
e Ostacin (Autumn): April - May

e Faliean (Winter): June - August

e Tailiem (Spring): September — October

Below is the map Mid-Realm in Solendium.
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Aura Gems

Aura Gems are in game props, which can be issued as rewards for completing a quest or winning a
game scenario. At the end of the summoning event these props must be handed back. There are 4
types of Aura Gems, and they vary by colour, Red, Green, Blue and Clear.

e Red Aura Gem: Red Aura Gems are fractures of a Nor’garoshian Crystals.

e Green Aura Gem: Green Aura Gems are the result of corrupted Aura Gems tainted by the
Dark Magics of Marganol. On a Summoning Event they may be used for rewards,
enchantments or others quests. They are also used as a prop for the Dark Aura skill.

e Blue Aura Gem: The Blue Aura Gems are the shattered remnants of the Aura, they are the
most common Aura Gem found across Mid-Realm. On a Summoning Event they may be used
for rewards, enchantments or others quests. They are also used as a prop for the Divine
Aura skill.

e Clear Aura Gems: Clear Aura Gems are exceedingly rare. Clear Aura Gems can be used as a
substitute for either Blue or Green Aura Gems when needed at summoning or when using
the Aura gem skills. Clear Aura Gems can never be substituted for the Red Aura Gem.

All Aura Gems are considered game mechanic props and should be returned to a warden for
redistribution upon a player’s incapacitation. At the end of a night event the house holds onto the
aura gem and must bring them to the next event. At the end of a summoning event, all Aura Gems
(expect the Red Aura Gem) must be given to a warden.

Animal Familiars

An animal prop must be approved first from HO management, and a player can have only have ONE
animal familiar prop that doesn’t impede movement or jeopardise personal safety. The animal
familiar can be enchanted to give the player ONE extra use of a player skill or ONE essence bound
skills as per the enchantment rules below. Enchanting can only be done once and is then bound to
that animal familiar. An enchantment scroll will be given to the player to be placed in their journal
once familiar is enchanted.

Enchantments

Enchanted items are usually obtained at summoning or sometimes as a reward on game events, and
the categories of items that can be enchanted are a prop, weapon, armour or jewellery. You can
possess multiple of each item category (except animal familiars), however they cannot have the
same player skill bound that item as another item that is in the players possession. Every
enchantment will come with a digital image of an enchantment scroll, that must be printed and put
into the player journal for the player to use the enchantment on the field of play within 7 days of
receiving the enchantment or the enchantment is lost. All enchantment scrolls will have the
enchantment name, instructions on how the enchantment operates, a picture of the item the
enchantment is bound to, whether it is bound to a character or player, and a unique code at the
bottom of the scroll to identify the enchantment.
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There are 2 main enchantments at HO, these are:
- Player enchantments that have a player skill enchanted to the item and can have a maximum of a 3
uses of the same player skill enchanted to the item or 1 essence bound skill bound to that item.
Player enchantments are always bound to the character that enchants the item, not the player.
The cost of the enchantment is as follows:
o Novice enchantment — 1 player skill, 3 gems, 30 Yan’Dari, 1 Demo’hari token, 30 minutes
to enchant
e Journeyman enchantment — 2 of the same player skill, 6 gems, 60 Yan’Dari, 1 Demo’hari
token, 60 minutes to enchant
e Master enchantment — 3 of the same player skill or 1 essence bound skill, 9 gems, 90
Yan’Dari, 1 Demo’hari token, 90 minutes to enchant

Note: The player must roleplay enchanting the item for the full timer of the chosen enchantment
uninterrupted. If it does get interrupted the player that is enchanting loses all their aura gems and
their time already spent enchanting the item. They do however keep their Demo’hari token and are
refunded their Yan’Dari that was spent to enchant the item.

Player enchantments can be unenchanted from an item, and the scroll removed from the players
journal, then the item can be enchanted anew. Once unenchanted the player will get either 1,2 or3
aura gems back depending on what the enchantment was originally or a Demo’hari token.

- Single use enchantment scrolls are given as a reward through game play and can only be used once
by a character and they are bound to the character that receives the reward. Once the enchantment
has been used given the scroll to a warden.

- Arcane enchantment that are given to players and/or achieved through game play from HO and
differ from player skills in some way and are unique. A player can have as many Arcane items that
are given or achieved from HO. An Arcane enchantment is always player bound, unless in rare
occasions the arcane enchantment scroll says character bound.

If an enchanted item is accidentally broken, lost, or damaged through normal wear and tear, the
player may purchase an identical replacement that matches the item shown on their enchantment
scroll.

Heroes Odyssey has the right to remove or change enchantments at anytime on an item and/or

remove the prop that was given from the player and game. If this occurs, the player will be informed
immediately.
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Coloured Enchanted Blades

Coloured enchanted blades are usually obtained at summoning, sometimes as a reward on game
events and even as an award at our HO official end of year event. These blades are Arcane
enchantments and can only be given by HO or achieved. Each coloured blade has the below rules,
and an Arcane enchanted scroll will be given to the player once the player has chosen their skills to
be placed on the blade:

e Nor’garoshian blade (Red blade) - This blade can be used to perform the coup’de’grace skill,
and once performed on the targeted player, an automatic healing energy skill is casted on
the player wielding this blade.

e Auric blade (Blue blade) - 2 different single use player skills can be enchanted on this blade.
e Godslaide blade (Green blade) - 3 different single use player skills can be enchanted on this
blade. If attacking an NPC on a successful strike this blade deals 5SHP damage but can be

blocked and parried.

e Golden Sword (Gold blade) - 4 single use player skills can be enchanted on this blade, and
they can be multiple of the same player skill. (example 4 healing energy’s)

Heroes Odyssey has the right to remove or change coloured enchanted blades at anytime and/or
remove the blade that was given from the player and game. If this occurs, the player will be
informed immediately.

Alchemy
Alchemy is the creation of approved potions and items at HO, and these can be created at
summoning or be rewarded at a game event.

Alchemy Potions
Once a player has learned their unique way on how to create the potion, a potion scroll will be given
to the player to put in their journal. A player can create a maximum of 3 potions of each known
scroll that is in their journal at the alchemy station at summoning. Each completed potion can be
used only once between one summoning to the next, as the potion will expire before the next
summoning begins. Instructions on how to create a potion, and what potions can be made will be
available at summoning and are subject to change as potions evolve. A prop will be available to
represent the potion and can be kept on the player.
These are the current potions that are available to create:

e Potion of antidote — to remove poison effects

e Potion of essence —returned from being essenced without consequence

e Potion of Healing — Heals a player to full HP of armour worn (max 15hp)

e Potion of Barkskin — Give +10HP to receiving player until next death

Alchemy items
Once a player has learned how to create an item, a scroll will be given to the player to put in their
journal. A player can create a maximum of 3 of the same item that is in their journal at the alchemy
station at summoning. Each completed item can be used only once between one summoning to the
next, as the item will disappear before the next summoning begins. Instructions on how to create an
item, and what items can be made will be available at summoning and are subject to change as
alchemy items evolve. A prop will be available to represent the item and can be kept on the player.
These are the current potions that are available to create:

e A Focalyte crystal — 1 crystal can replenish 5 boomstick darts when given to a warden

e A Demo’Hari/ Aura token — for enchantments and other Roleplay
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For more information go to the alchemy station at summoning and the scrolls and the alchemist will
be able to explain in more detail.
Heroes Odyssey has the right to remove potions and items at anytime from the game or the player.

PC and NPC Monsters

All monsters either PC or NPC follow similar rules and deal universal damage of 5HP non blockable
strikes. The operator of the character/suit will be advised of their abilities and HP. Some abilities will
allow characters to also know the HP and abilities of the monsters when they field but such
information is valuable and should not be made common knowledge. All PC monsters should be
submitted to Heroes Odyssey Management before any purchasing or planning is made to ensure the
suit or concept is approved. When approved the owner of the monster will be given a monster scroll
that should be brought with them any time the monster is fielded. Monsters have access to specific
skills and these skills can be mimicked by the Mimic Skill should the player see them used, be able to
facilitate them.

Intellectual Property (IP) Disclaimer

To all persons wishing to create, explore, develop and enhance the experience of themselves, the
general public and those directly involved within Heroes Odyssey be advised you are building upon
the existing lore and adding to it. By accepting to be a participant, you accept and acknowledge you
are sharing your creation within the existing framework, written or acted. You do so at your own
volition and are not entitled nor expected to be compensated, not now nor ever by Heroes Odyssey
Management, its owners, staff, volunteers nor any entity affiliated with the ownership and direction
of the company. Furthermore, Heroes Odyssey Management reserves the exclusive right allow or
deny creations that will have either a positive or negative impact on our company, ideals or overall
public perception. All characters and events within the lore are fictional and not bases on real people
nor real events. Any likeness to events or persons, living or dead, is purely coincidental.

Heroes Odyssey The Realms of Solendium Lore and IP as well as its affiliated company’s lore and IP,
are owned and governed by Heroes Odyssey Management and its use is subject to their discretion.
To discuss the use of the lore and associated IP, please contact Heroes Odyssey Management by
email: teamholarp@gmail.com.

Page 27 of 28



Appendices

Player Characters (PC)

All Heroes Odyssey Players create and play a character they develop within the confines of the rules
set out in this document. You control your character by your in-game actions and interactions with
other players and NPCs. All characters, places items and alike remain the property of Heroes
Odyssey.

Non-Player Character (NPC)

Non-Player Characters are characters generated by the system to help provide a story line that
players can interact with. NPCs may take the form of merchants, villagers, or monsters. Experienced
players may ask or be asked to play an NPC for an event or scenario.

Out of Character (OOC) / Out of Game (OOG)

You are yourself and are not playing as your character. This is not to be abused to avoid battles,
consequences or situations in character. Some places may be designated OOC areas and will be
indicated at the start of the event.

In Character (IC) / In Game (IG)

You are playing as your character and not your real-life self. You should endeavour to stay in
character as much as possible once the event begins.

Role Play (RP)

Role play is typically the in-game verbal interactions between your character and other characters or
NPCs, as opposed to the combat-based interactions.

Interrupted

Roleplay can be interrupted and can affect things like healing and casting amongst other things. A
successful interruption of role play would be when a successful strike has been inflicted to the player
whilst they are mid role playing. It is not encouraged to interrupt conversational role play unless
there is a sound role play reason to do so.

Demo’Hari and Characters of Legend

The Demo’Hari and other Characters of Legend may from time to time take to the field. These
characters are designed to connect players to the lore and to drive story. They have specific rules
known only to the player portraying the character and Heroes Odyssey Management. As a universal
rule their melee attacks inflict 5SHP damage that cannot be blocked. They also have the touch of
death skill and when used the intended target must proceed to deaths gate.
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