THE TITHING

A LARP by Charlotte Swarbrick and Beth Fraser

The Tithing LARP
The Tithing is a 24hr time-in, PvPvE survival combat LARP inspired by The Hunger Games by
Suzanne Collins. It is a small-scale event, with the potential for subsequent events, and will
run from Friday afternoon to Sunday afternoon. There will be 48 player spaces available.
Player sign-ups are individual rather than “player groups”, and players will be randomly
assigned to a Province in a “Harvest” draw done by a member of the game team.
The event will be split into two segments:
-

-

Friday time-in will see players arrive at the Metropole where they will have some time
with physical trainers to assess their weapon competency and practice in combat.
After the training session, there will be an interview segment with the Metropole’s
most-loved host, Sanguin Fairforge, and players will have the chance to charm
potential Sponsors with their wit and intellect. There will then be a grand dinner party
to celebrate the last night before the Tithing, and players will have the opportunity to
socialise, dress up to the nines, and gorge themselves on delicacies. Throughout the
training and socialising, players can spend their time in various ways such as sussing
out the competition, forming alliances should they so wish, and trying to impress (or
bribe!) the Metropole sponsors who may just be able to provide a weapon or medicine
at a crucial time in the Arena.
The Tithing itself will then begin promptly on Saturday morning and will run
consistently through to time-out on Sunday. It begins with every player starting an
equal distance from the cornucopia (a central point of the Arena where all weapons,
armour, medicine and supplies are stored), and players can choose to pick up their
packs and risk the initial bloodbath, or flee into the Arena in the hopes they can come
back for their things later.

In the world of The Tithing, horrific and brutal events take place. The game will include tension
and suspense, and so we would advise potential players to make an informed decision as to
whether this is the sort of game for them. We may not always have the chance to warn players
of a sensitive or difficult topic and so, by attending the event, you accept that you may
encounter some or all of the following content:
-

Gore
Murder
Poverty
Psychological fear
Jump scares
Simulated torture
Being hunted
The dark
Suspense
Loud noises

We will never include or condone use of the following elements:
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-

Rape/sexual assault
Cruelty towards minors
Cruelty towards animals
Discrimination against skin colour, gender, sexuality, sex, religion or disability

IC discrimination may occur based on someone’s IC morals, beliefs, or prejudices, but these
should arise from the circumstances of a character. If you feel you have been discriminated
against in an OC fashion, please alert a member of the game team and we will deal with it
immediately.*
Given the intense and unrelenting nature of this game, The Tithing is an 18+ event.

*Thanks to Legendary LARP for the wording of these disclaimers.
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From the Treaty of the Treason:
“In penance for their uprising, each Province shall offer up two citizens over the age of 14 at a
public ‘Harvest’.
These Tithes shall be delivered to the custody of The Metropole, and then transferred to a
public arena where they will Fight to the Death until a lone Champion remains.
Henceforth and forever more, this pageant shall be known as The Tithing.”
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“War… terrible war. Widows, orphans, a motherless child… This was the uprising that rocked
our land. Thirteen Provinces rebelled against the country that fed them, loved them, protected
them. Brother turned on brother until nothing remained.
And then came the peace. Hard fought; sorely won. A people rose up from the ashes, and a
new era was born.
But freedom has a cost. When the traitors were defeated, we swore as a nation we would
never know this treason again. So, it was decreed that, each year, the various Provinces of
New Eden would offer up a tithe of two citizens, to fight to the death in a pageant of honour,
courage and sacrifice. The lone champion, bathed in riches, would serve as a reminder of our
generosity and our forgiveness.
This is how we remember our past. This is how we safeguard our future.
Eden today, Eden tomorrow, Eden forever.”

- President Ignotus Lock
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The World

The Story So Far
The year is 3025. Following the
devastation of war, disease and
natural disaster in the year 2761,
mankind as we know it was wiped
from the face of the earth. The
survivors that remained had to
make it through the Dark Days and
rebuild what was left of their
ruined lives. A small island in the
middle of the sea, once known as
the United Kingdom of Great
Britain, was reduced to a shadow
of its former self: no longer a land
The Dark Days
of hope and glory, but a land of fear and
poverty. Those among the survivors with wealth and power quickly claimed the heart of the
island for themselves, and they eventually built up a thriving capital known as the Metropole.
Those survivors who were without wealth or assets were forced to establish settlements in
the outlying wastelands wherever they could find shelter and food sources. These settlements
quickly became known as the Provinces. The land itself was named New Eden, in reflection of
the haven that the survivors built for themselves.
For hundreds of years, peace held as the survivors
turned their attention to rebuilding and encouraging
their Provinces to flourish. Hierarchies were
established in each Province, with citizens electing
Mayors to oversee the continued development of
their communities. Familiar societal roles soon
reappeared, and civilians created jobs for
themselves, which the Provinces quickly came to rely
on. Mankind had gone through hell, and those
Province citizens seemed determined to rebuild a
kinder, happier world, with humanity at its heart.
Those power-hungry citizens seated in the
Metropole, however, eventually had other ideas.
Seeing potential in the Provinces, they sought to take
control of them. In the year 2997, and under
questionable circumstances, one particularly
Views of the Metropole
avaricious individual mysteriously rose to the head of
the Metropole’s government and was named President of New Eden. Taxes were introduced,
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and citizens were forced into providing services for the Metropole and
its wealthy residents. In the beginning there was much resistance
from the Provinces, but President Ignotus Lock ordered squadrons of
armed soldiers (known as Enforcers) to be stationed in each region to
keep the peace and, for a while, the Province citizens submitted.
Eventually though, after two years of being worked into the ground to
keep the Metropole happy, a group of citizens from Province Thirteen
incited a serious rebellion that has since become known as the
Uprising. They rallied like-minded, downtrodden citizens from the
other Provinces, and mounted a full-scale attack on the Metropole in
an Uprising that lasted a year. Many people died, from
Metropole Enforcer
wasteland and capital alike. The rebels held their own for as
long as they could, but eventually were overcome by the sheer power of the Metropole and
were publicly executed. In another display of power, Province Thirteen was completely
decimated by the Metropole, to deter the other Provinces from inciting another rebellion,
and the Metropole cut all methods of communication between Provinces, putting them into
a full, permanent lockdown.
Not satisfied with the justice already served, President Lock declared that every year each
Province must pay a blood tithe to the Metropole, in order to atone for the lives lost in the
Uprising. This would take place in the form of a bloody competition, whereby each Province
must offer up two competitors (known as Tithes) to participate in the Tithing – a brutal fight
to the death, where only one person would be crowned Champion. Their prize would be fame,
riches, and their life. Tithes are selected at random name drawing, known as The Harvest,
which takes place in the central square of each Province. The Tithing is a televised event;
viewing is mandatory.
This year marks the 25th anniversary of the Tithing. The Head Gamemaker, Portia Rose, has
devised a special revision of the rules to celebrate the occasion. This year, each Province must
offer up twice the number of Tithes to fight in the Arena. Forty-eight will go in, but only one
will come out. Who will live and who will die? Welcome to the Tithing, and may the odds be
ever in your favour.
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The Provinces
There are a total of twelve wasteland regions known as Provinces, and each is responsible for
producing, procuring, or refining goods in a particular industry as dictated by the Metropole.
All the Provinces are subject to the unrelenting will of the authoritarian government, and have
no known influence concerning the national politics beyond their own individual territories.
The Provinces barely interact with each other since it was made illegal after the Uprising, so
each Province generally has a unique culture unaffected by the others. Welfare levels vary
significantly, and are often dependent on the goods it produces; some Provinces, such
as 10, 11 and 12, are far more impoverished than wealthier Provinces like 1, 2, and 4, though
no region is nearly as wealthy as the Metropole itself.
Even within the Provinces themselves, social hierarchy has been established and there is not
an even distribution of quality of life, with some families faring better from trade and others
working in menial roles in service to the Metropole. Each Province has a Mayor who is the
sole contact between the Province and the Metropole, and the Mayor’s family is much more
well-off in comparison to the rest of the Province. However, neither the Mayor nor their
family are exempt from the Tithing.
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Province 1
Province 1’s industry is manufacturing luxury items for the Metropole.
Due to the nature of its industry, it is the wealthiest Province, the only
other wealthier place being the Metropole itself. They have a
favourable relationship with the Metropole and provide them with
precious gems, as well as gold and silver. The names in this Province
often reflect this glamorous lifestyle, such as “Glimmer” and “Marvel”.
Prospective Tithes often train for years to compete in the Tithing –
hence why these Tithes are referred to as “Careers”. Their Tithes are
very strong and feared by the other competitors. Province 1 usually has
the most aggressive Careers, and it is a great honour for them to
compete. Champions from this Province usually win through their
training expertise and the Career alliance.
Province 1’s magnificence, from its splendid high plane vistas, to its beautiful mountain views
and stunning northern treks, makes it one of the most scenic places in all of New Eden. Its
geography stretches from the northern border of the Metropole to the northern wastelands.
Being a diverse Province, the southern region of 1 is flush with cosmopolitan merchant
communities delivering the finest goods to the Metropole, while the highland region sports
the rugged beauty of vast mountainous stretches filled
with the natural resources to produce New Eden’s finest
luxury items.
Much of the beauty of the Metropole is due to the
intrepid miners, manufacturers and craftsmen of
Province 1. At the age of 12, every Province 1 child signs
up for a trade school. Usually training to enter their
parent’s profession, the children learn their academy’s
discipline. Each trade school has a speciality and several
mandatory classes, such as economics and trade, which
all the children study. The future jewellers, milliners and
haberdashers start their apprenticeships at sixteen and
have, on average, mastered their craft by the time their
first child is born.
While all goods produced by the Provinces are used
nationally, Province 1’s influence has the widest reach. Under the guidance of elite Metropole
stylists, 1’s design plans are sent to the other 11 Provinces. From the caviar harvested in
Province 4, to the luxury cars engineered in Province 3 and assembled in Province 6, a
multitude of Province exports are instigated in Province 1.
The genial climate of Province 1 allows it to host an expanse of vineyards that cultivate
delicate fruit. Vintners of this wealthy Province produce the nation-famous Lock grape,
eponymous to New Eden’s President. Grown in the vineyards of the southwest, this tender
fruit is known for its robust, ethereal flavour and its lingering aftertaste. Lock Wine is a staple
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of New Year’s parties across the nation; every family in New
Eden must indulge in this annual luxury.
While the clothing distributed throughout the nation is
skilfully handmade in Province 8, the citizens of Province 1
make every original garment and accessory that has the
honour of going to the Metropole. There, the pieces are sold
in boutiques or are shipped straight to the Commissioner of
Personal Propriety for distribution to the First Family’s
stylists.
The Mayor of Province 1 is Giorgio Royce.
Province 1 has won 5 Tithing games. Their Champions are:
Ruby Fairfax (7th Tithing), Jet Lockhearst (14th Tithing), Juno
Laithmore (22nd Tithing), Vulcan Ballantynn (23rd Tithing), and Jupiter Laithmore (24th Tithing).
Occupations: Perfumer, furrier, jeweller, goldsmith, hair stylist, vintner
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Province 2
Province 2’s industry is masonry, but also manufactures weaponry,
makes trains, and supplies the Metropole’s Enforcers. Citizens of
Province 2 are sometimes called "the pets" of the Metropole. They
are the biggest supporters of the Metropole and are therefore
pampered and given many extra conveniences. They are also a
Career Province and tend to produce the strongest Careers.
Champions from this Province usually win through their training
expertise and the Career alliance.
After the Uprising, Province 2 was rewarded with better treatment
and living conditions for their citizens because of its loyalty to the
Metropole. It is based on the southern border of the Metropole, in
the rocky mountains of the wasteland border. The Province is made
up of many small villages, each one based around a mine. Although
they get preferential treatment from the Metropole, the quarry workers suffer as much as
any other Province.
Province 2 also houses the Metropole’s Enforcers and a large
fleet of hover-planes inside a large mountain known as The
Nut, which was previously used for mining. Train tracks from
the mountain lead into Province 2’s central square. After the
mountain was thoroughly mined, the internal infrastructure
was reinforced and barracks, arsenals, computer terminals,
and meeting rooms were constructed, turning it into a military
base. The Nut and Enforcers are under the sole jurisdiction of
Commander Artemis Slayte, Head of Military and President
Lock’s right-hand security.
Children from Province 2 are raised with a warrior mindset in
preparation for becoming Enforcers, though this mentality also
serves them well in the Tithing. Those from 2 tend to be strong
and well-prepared, with an additional level of brutal discipline.

The Enforcers are the foundation of New Eden’s
ongoing security, with an unbreakable commitment in
combat and in the community. Training is hard,
physically and mentally, and only the very best are
selected for recruitment. This esteemed legacy
provides the base structure of the Province’s warrior
mindset.
The Mayor of Province 2 is Ajax Marshall.
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Province 2 has won 3 Tithing games. Their Champions are: Mars Ashstone (2nd Tithing), Griffin
Naysmith (10th Tithing), and Medea Elestren (21st Tithing).
Occupations: Stonemason, concrete finisher, bricklayer, plasterer, blacksmith, enforcer
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Province 3
Province 3’s primary industry is technology, though it is also known for
making various mechanical products such as automobiles and
firearms. Most of its citizens work in factories and are well adept with
engineering. They are skilled with electronics and have a semi-good
relationship with the Metropole due to their heavy reliance on
technology. Champions from this Province usually win through their
intelligence.
As the most technologically advanced society in
the world, New Eden’s ever-moving progress
hinges on the knowledge and ingenuity of
Province 3’s engineers and technological
manufacturers. Province 3 is the 7th most extensive and the 4th most
populated of the 12 Provinces. Approximately 60% of 3’s residents live
in the Manufacturing Settlement Area (MSA), the centre of
transportation, business, and industry along the southwest corner of
the Province.
Province 3 manufactures electrical equipment, computer and
information technology, communications, appliances, aeronautics,
advanced weapons systems, and biotech. The Province also has a
substantial heavy industrial sector, which is able to convert the many
raw materials from throughout New Eden into useful products and
components.
There is an old saying that Province 3 is the “Laboratory of the World”,
and this couldn’t be truer as its legions of scientists, engineers, and bio
technicians have created the most advanced scientific breakthroughs
in history. On the Campus of the Lock Technology Development
Centre, daily innovations bridge the nation of New Eden to the future and increase wealth for
the Metropole.
The Province’s intense focus on technical education begins
very early on. Just before the age of 3, all children are tested
and ranked by their abilities for appropriate placement
within the school system. The advanced placement children
are then appropriated through an annual “Province
roundup”, where they are freed from the natural constraints
and intellectual limitations of a family setting by living and
training at a state-of-the-art educational facility managed by
the New Eden Advanced Technical Training system,
otherwise known as NEAT. Here the very best minds are
trained to build a bright future for the nation and share a
lifetime comradery in achievement and service. After years
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of NEAT training, graduates are then placed in any number of positions throughout the MSA
in southwestern Province 3. Most typically move into various technology fields, while some
find their way to prestigious institutions like Eden Biotech, which is at the forefront of genetic
engineering and mutation science. Doctor Eleanor Grimm, Head of Eden Biotech, works with
the Metropole each year to create new Mutts for the Tithing.
The Mayor of Province 3 is Xavier Pixelle.
Province 3 has won 2 Tithing games. Their Champions are: Chip Gallovale (18th Tithing) and
Evie Bloomtide (19th Tithing).
Occupations: Programmer, electrician, engineer, analyst, software developer, inventor,
scientist
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Province 4
Province 4’s industry is fishing, so most residents have experience
using nets and tridents, making fishhooks from scratch, swimming,
and identifying edible sea life. It is considered to be a Career Province
and their Tithes are often highly skilled in water combat. Unlike some
of the other Provinces, the jobs in Province 4 start at a young age,
usually giving the competitors from 4 an edge in the Arena.
Champions from this Province usually win through their training
expertise and the Career alliance.
Located on the western coast of New Eden, and with
miles of coastline, Province 4’s landscape is defined by
the ocean with jagged cliffs and pounding waves. Truly
one of nature’s most diverse masterpieces, from
unbridled, rugged coastline to glorious beaches and
crystal-clear air, Province 4 is paradise in New Eden.
Province 4 plays an essential role in New Eden, bringing the bounty of the sea.
From long-line fishing, trolling, and all manner of netting for tuna, halibut and cod,
to spear fishing and trapping for shrimp, squid, and lobster, the skilled anglers of
4 ply the sea to find the finest of the ocean’s treasures.
Children of 4 learn their craft at their parent’s knee. Many families spend most of
their lives on the water, the seasons and tides their guide, coming ashore only for
official Metropole occasions. After years of
noble toil at sea, children from Province 4’s seafaring
families are incredibly strong, often volunteering for
their Province in the Tithing.
What Province 4 can’t catch, they
raise. Hi-tech aquaculture helps meet
the seafood demand of an everexpanding New Eden. Fish farms in
sheltered coastal waters marry
technology and sustainability to
produce dozens of species of seafood.
Oyster farms produce the gorgeous pearls so sought after by the Metropole.
Food production is also an integral part of Province 4’s speciality.
Processing, canning, smoking, freezing, and transporting are some of the
many vital links in 4’s seafood supply chain. Modern processing techniques
and the Metropole’s advanced transportation channels ensure only the
freshest seafood reaches the plates of Metropole residents.
As with any other Province, nearly all of their produce is taken to the
Metropole to be redistributed, but they always have enough left over for
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the health of the population as a whole. Partly, as a result, 4 is the lowest Province known for
its Careers who, despite being poorer than their 1 and 2 counterparts, have proven
themselves just as deadly.
The Mayoress of Province 4 is Coral Hudson.
Province 4 has won 1 Tithing game. Their Champion is Marnie Flanagan (11th Tithing).
Occupations: Longliner, trawler, canner, ship captain, deckhand, fisherman, diver, net
weaver, marine biologist
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Province 5
Province 5’s industry is power and electricity, and they are responsible
for generating the power for the entirety of New Eden. They have a
huge hydroelectric dam and fifteen power plants in operation. They
are the wealthiest non-Career Province and have an alright
relationship with the Metropole. Their Tithes often rely on their
knowledge rather than their strength. Champions from this Province
usually win through their intelligence.
“Electric, solar and nuclear – Province 5
harnesses the energy of the earth and the sky
to power our great nation”. You can’t flip a
switch or press a button in New Eden without
the energy from Province 5. Power and light
provide the basis for modern life. No one should be left powerless,
and the citizens of 5 work hard to ensure New Eden is never left in
the dark or the cold.
The power of Province 5 helps around the homes of the Metropole
and Provinces 1 & 2, fuelling modern conveniences like electric
washing pods, dish sterilization systems, touchscreen organisation
panels, and air-cooling units. There would be no dinner at the touch
of a button, or programmable wardrobes, without Province 5’s
innovation. Province 5 makes your life easier.
And where would we be without electronics? The
power of Province 5 brings radio and television into the home. These
inventions are a radical transformation of our world, as events in even the
most remote areas of New Eden can be brought to you as they happen. It
also makes it possible for every citizen of New Eden to watch the yearly
events of the Tithing. Province 5 brings us closer together.
Province 5’s power keeps perimeters tight. By surrounding each Province
with forcefields and charged fencing, dangerous predators are kept at bay
and protects those you hold near and dear. It’s a Metropole priority to keep
loved ones secure, and this couldn’t be done without the energy produced
in Province 5. Province 5 keeps you
safe!
Province 5 is located directly
southwest of the Metropole, neighbouring Province
2 in the rocky mountains of the wastelands. The solar
power plant, Ignotus 9, is located in the heart of
Province 5, and is named after President Lock. It was
opened by the President himself shortly after the
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Uprising as a reminder that, whilst Province 5 might power the nation, that power flows
through him.
The Mayoress of Province 5 is Isobel Tesla.
Province 5 has won 3 Tithing games. Their Champions are: Bolt Nightbrand (3rd Tithing), Soren
Galloway (8th Tithing), and Genevieve Wattson (20th Tithing).
Occupations: Engineer, hydrologist, technician, scientist, physicist, geologist, powerplant
security officer, equipment manager, maintenance
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Province 6
Province 6’s industry is transportation, providing trains, trucks and
hovercrafts for the Metropole. Ironically, most of its citizens dislike
travelling. Being the most populated Province of New Eden, it is also
one of the poorer ones. There is a heavier Enforcer presence and
Province 6 is not liked by the Metropole. Due to the heavy
oppression its citizens face, there is a high consumption rate of
drugs amongst the population as they try to find a brief escape from
reality. Champions from this Province usually win through their
street smarts.
New Eden’s hovercrafts, high-speed
and cargo trains, vehicles, and
watercraft come from Province 6. They
manufacture vehicles, parts, and the
infrastructure that supports them. The business of planes, trains
and automobiles plays an important role in sustaining the lives
most New Eden citizens lead – getting products made all over
New Eden to the Metropole and the Provinces.
These days, nearly everything an Eden citizen consumes comes
from elsewhere, often from a great distance. Province 6 is
inextricably incorporated into the everyday work-life. The secret
to ancient cultures’ success was their road system, which enabled
easy transport. Similarly, without New Eden’s extensive transport
network, as well as the machines made in 6 which run on them,
New Eden would collapse.
Province 6 is located to the northeast of the Metropole,
neighbouring Province 3. Unlike some other Provinces, 6 doesn’t
depend on the land it’s located on for its industry. Instead, they
depend on the manufacturing that has been developed in their
warehouses. Alongside providing transportation vehicles, Province
6 also provides many of the workers who keep the trains moving,
on time, and on schedule.
Province 6 is the both the largest in area and in population. They
have over 780,000 citizens, which can make the Province
particularly hard to control. Enforcers are particularly rough on the
residents and, despite the importance of its industry, the
population is the sixth most impoverished Province in the nation.
6’s population, instability, and heavy oppression are believed to
play a major role in the number of drug addictions that appear
throughout the Province.
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One of 6’s previous Tithes, Titus Fenton, was
“removed” from the Tithing due to drug abuse. Whilst
in the arena, he suffered from withdrawals and went
completely savage, resorting to cannibalism. As soon
as he made a kill, he would eat his victims’ insides.
Although the Tithing is a no-rules, free-for-all
competition, cannibalism did not go down well with
the Metropole audience, and the Gamemakers had to
censor most of his kills. Eventually he was killed by an
avalanche in the arena, thought to have been set up
by the Gamemakers to ensure that the Champion was
not a lunatic, as well as showing that ruthlessness has
little use in winning. This set the precedent that
cannibalism was not tolerated in the Tithing and would
result in plotted death, as well as a reminder that the
only way to win is to appeal to the Metropole.
The Mayoress of Province 6 is Lexus Fender.
Province 6 has won 2 Tithing games. Their Champions are: Tressa Overcart (6th Tithing) and
Ivo Hayes (15th Tithing).
Occupations: Porter, router, mechanic, conductor, baggage handler
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Province 7
Province 7’s industry is lumber, providing wood, furniture and paper to
the Metropole. They aren’t a very wealthy Province and are often
overlooked by the Metropole. Its citizens are hardworking and down
to earth, and are known to be skilled with axes as they learn to handle
them at an early age. Their extensive knowledge of axes, woodworking and their time spent in the forests boosts their chances in the
Tithing. Many of the citizens are strong as well as persistent, making
the Tithes of Province 7 the strongest non-Career competitors.
Champions from this Province usually win through their plant
knowledge and axe-wielding capabilities.
Often hailed as the untameable west, rugged
Province 7 sports evergreen forests as far as
the eye can see. These are home to hundreds
of species of trees, from the simple Douglas Fir to the perfumed
Hemlock. Rot-resistant Larch and fireproof Pines tower high above
the hardy labour teams working tirelessly from sunrise to sunset,
harvesting only the best timber for export to the Metropole.
Province 7 boasts work crews over a hundred strong from each of its
fifteen lumberyards. From these yards, white pine can be
transformed into strong masts for Province 4 boats, and oak is cut
into support beams for Province 12’s deep coal mines. While they
are nimble and small, 7’s children are entrusted with a handsaw and
encouraged to exercise their young muscles by trimming branches
off the trees brought down by their lumberjack parents. Once they
reach the age of 12, they graduate from the saw to a hatchet or small
axe.
The western coast of this wild Province boasts glacier-carved bays, where New Eden’s expert
craftsmen sculpt wood as easily as clay, making exquisite items for wealthy homes. Many of
the inhabitants of the southern-most bays work diligently in one of the 115 paper mills,
feeding in pulp and shipping out the pages on which
New Eden’s posters and fashion magazines are
printed.
Bitter winters and raging summers do nothing to
harm the bountiful harvest of Province 7’s apple and
pear trees. The tough residents weather snowstorms
and heatwaves alike with their heads down and noses
to the grindstone.

The Mayor of Province 7 is Rowan Barker.
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Province 7 has won 2 Tithing games. Their Champions
are: Anise Welltree (1st Tithing) and Cedar Duskroot (12th
Tithing).
Occupations: Lumberjack, load puller, lead climber,
carpenter, paper-maker, sculptor
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Province 8
Province 8’s industry is textiles and they have at least one factory
which is primarily used for making Enforcer uniforms. The Province
has been described as “an urban place stinking of industrial fumes
with no greenery, the people housed in run down tenements, barely
a blade of grass in sight”. Province 8 is one of the poorest, with low
wages and minimal income. Because of this, it’s also one of the most
rebellious Provinces. Their Tithes don’t often fare well against strong
competitors, and mostly rely on stealth or alliances to survive in the
Arena. Champions from this Province usually win through their street
smarts.
The role of textiles is woven into the story
of human evolution and civilisation. Like
food and shelter, clothing is a basic human
requirement. When ancient cultures discovered the advantages of
woven fibres over animal hides, the making of cloth emerged as one
of humankind’s fundamental technologies. From the earliest
handheld spindle and loom, to the highly automated spinning
machines and power looms of today, the principles of turning fibre
into cloth have remained constant. Today we spin complex fibres,
but they are still woven together the way that cotton and flax were
millennia ago.
All citizens of Province 8 are required to work in the factories
besides their other jobs and schooling. As a minimum, citizens are
expected to undertake at least a four hour shift per day on top of
their full-time jobs or education. The Province is a long, narrow
region in the southeast of the wastelands, and is home to 43
functional textile-based factories. The area is split into two
landmasses separated by a river; a bridge connects the two. In the
wealthier part of the Province, a beautifully-constructed clock tower
extends into the sky. The clock face can be seen from every part of
the Province, suggesting that citizens are expected to adhere to a
strict time schedule with their factory shifts.
As well as clothing the rest of New Eden, Province 8 also mass produces the uniforms worn
by the Metropole Enforcers. The uniforms are made of nano-layers applied to natural fibres
that selectively block hazardous gases and minuscule contaminants, but are strong enough to
withstand a grenade blast.
The Mayor of Province 8 is Luis Tanner.
Province 8 has won 2 Tithing games. Their Champions are: Savera Inchcape (9th Tithing) and
Fletcher Overlock (17th Tithing).
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Occupations: Factory worker, dress maker, weaver, warehouse manager, teacher, tailor,
designer
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Province 9
Province 9’s industry is grain production, and they have many
factories and granaries to help them in their work. They are
responsible for producing enough grain to sustain the population
of New Eden. This Province is fairly poor but keeps a low profile
and so is not often bothered by the Metropole for the majority
of the year. Champions from this Province usually win through
their plant knowledge and ability to wield sickles and scythes.
Grains were among man’s first crops, tolerating harsh
environments and offering versatility in cooking. Ancient
civilizations believed that grains were so important that each
particular grain was said to be a gift from the gods. Today, wheat,
rye, barley, corn, oats, and spelt are just a handful of the many
glorious grains grown in Province 9. Packed with flavour and
affordability, these healthy foods are a culinary jewel.
While each Province makes its own speciality bread, Province 9
produces and mills the grain from which it is baked. More than
half of the grains cultivated in 9 are used to nourish the citizens
of New Eden, but grains are also used in a variety of useful
products such as cooking oils, fuel, cosmetics, and spirits.
Province 9 is located in the central area of New Eden and is very
large, extending from the plains of the south to the lakes of the
north. It mainly consists of flat farmland and fields of wheat, with
its many factories and granaries sticking out as eye-sores against
the landscape. It has been described as “an ugly place, filled with
concrete buildings that flake paint and misery while they bake in
the relentless afternoon sun”. There are 12 mills in operation in
the Province.

Since grain production is such an essential commodity,
citizens of Province 9 begin work at a young age of 8.
Children are sent to the fields and factories where they
learn specific parts of the trade, and work is prioritised
over any form of schooling or education. Some workers
who demonstrate good abilities may be promoted to
higher positions within the mills and factories but, for the
most part, the hard physical labour is overseen by the
Enforcers posted in the Province.
The Mayor of Province 9 is Bailey Seeder.
Province 9 has won 1 Tithing game. Their Champion is Rye Aldjoy (13th Tithing).
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Occupations: Cropper, farmer, plower, sower, harvester
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Province 10
Province 10’s industry is livestock, and they are responsible for
providing meat to the citizens of New Eden. This Province is one
of the poorest but is still viewed favourably by the Metropole for
its meat production. The children of 10 start work young, usually
on a farm or in a dairy. Due to the hard manual labour, Tithes from
this Province are often very strong and usually win the Tithing
through their strength or, very rarely, their ability to tame Mutts
using their animal handling experience.
An efficient and prosperous animal agriculture has historically
been the mark of an advanced nation. Cattle and dairy cows,
goats, pigs, sheep, waterfowl and poultry are all part of Province
10’s livestock family, providing New Eden’s meat, eggs, milk, and
dairy products. Additionally, many livestock farmers specialise in
breeding, developing new and superior hybrid breeds to increase
the quantity and quality of milk, meat and eggs.
Province 10 doesn’t only provide food for the nation. There
are many essential products that originate there. The hides
and hair of some animals are used for furniture, shoes,
clothing, handbags, rugs, blankets, and brushes. Hooves
and horns are used for buttons, combs, glue, and knives.
Duck and goose feathers are used for pillows and insulated
clothing. Eggs are used in paint and medicinal vaccines.
Some livestock organs are used for medicines. The waste from animals is used as fertiliser.
Even bees are raised for their honey in Province 10.
Production goes hand-in-hand with farming in Province 10. State-of-the-art packing plants
process and package the meat and food that nourishes the people of New Eden. These hightech facilities also yield a variety of by-products. These by-products are shipped to other
Provinces who, in turn, create the range of goods that New Eden uses every day.
Province 10 is located in the southwest of New Eden, and the
flat land makes it ideal for raising cattle and other livestock.
It is home to approximately 1 million livestock, and it is not
unusual for animals to be seen roaming the Province freely.
Children start working with the animals young, which helps
to build up their strength and fearlessness. Most will follow
into their parents’ trade, of which there are several to keep
the Province production running smoothly.
Don’t be fooled by the quaint, albeit rundown, appearance of Province 10. Filling the spaces
between ranches and wooden shacks are the slaughterhouses; filthy, dirty places, with animal
faeces on the floor, the walls covered in blood and guts. The smell hits you like a wall when
you first enter, and then hangs thickly in the air around you. Outside the slaughterhouses are
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huge skips, filled with hundreds of animals’ heads. Each one
of them is flayed, with all of the saleable flesh removed, but
their eyeballs remain attached.
Many of the slaughterhouse workers are hardened and
rarely show emotion, but they won’t deny that it’s a tough
job, both physically and mentally. However, this intense job
can prepare potential Tithes for the brutality they will face
in the Arena.
The Mayor of Province 10 is Dalton Cooper.
Province 10 has no current Tithing Champions.
Occupations: Butcher, breeder, milker, tanner, feedsman,
sheerer, ranch overseer, shepherd, barn manager

26

Province 11
Province 11’s industry is agriculture; orchards, fields of wheat, and
cotton surround it. Almost everything they grow goes to the Metropole,
despite their starvation. This Province is one of the largest, in both
population and land, but is also one of the poorest. The Enforcer
presence in this Province is heavy due to the importance of food
production, and its regional government is known for being harsh and
cruel. The citizens of this Province seem to be very rebellious. Its Tithes
are often underfed, although this gives them an advantage as they are
used to going for long stretches without eating. They also have a
somewhat decent amount of survival instinct. Champions from this
Province usually win through their hunger resistance and plant
knowledge.
Located in the far southeast of New Eden, Province 11
is blessed with a climate that allows tremendous
opportunities for farmers. With most of the Province
having mild winters and hot summers, virtually any crop
can be grown successfully somewhere on its land:
orchard fruits, nuts and berries, vegetables, grains and
cotton. No matter where you travel in Province 11,
you’ll see some form of agricultural production.
Farming is one of mankind’s original jobs, and those who till the soil have always been
stewards of the land. Province 11’s family farmers take great pride in their work. Children
begin to work alongside their parents as soon as they can walk, experiencing many facets of
life and work in all aspects of farming. During harvesting season, children are not allowed to
go to school, and are expected to work in the fields harvesting grain, or in the factories that
process it. They have long hours; from sunrise to sunset, citizens are expected to work the
fields to send food off to the Metropole. During the
harvest they often work until well after dark, using
torchlight and night vision goggles to see. In the orchards,
the smallest children are sent into the high branches to
pick the highest fruits. There are many Tracker Jacker
nests in the orchards of 11, causing workers to keep
medical leaves on hand. Tracker Jackers are genetically
engineered wasps that are coded to attack anyone who
disturbs their nest. Their stings cause powerful
hallucinations, and several can cause death. It’s not
unusual for the youngest children to be stung and plummet to their death whilst working
among the canopies.
The Metropole’s control over Province 11 is total, due to the importance of food production.
The electric fence surrounding the Province is thirty feet high and topped with razor wire,
with metal ground plates to prevent anyone digging beneath. There are guard towers evenly
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spaced along it. Province 11 is divided into zones separated by sky walls and razor sharp
fences, and it’s citizens live in overcrowded, small wooden shacks.
Even though the whole Province is in a state of starvation,
they are not allowed to eat any of the food that they
produce. If they are caught committing this crime, they will
be publicly whipped, or sometimes even put to death, by
the strict Enforcers who oversee them. Even the smallest of
actions can be punished severely; a seven year old boy was
once killed by an Enforcer for trying to keep a pair of night
vision goggles in order to play with them.
The Mayoress of Province 11 is Bayla Tiller.
Province 11 has won 2 Tithing games. Their Champions are: Dale Redpath (4th Tithing) and
Raff Everwood (16th Tithing).
Occupations: Sorter, gardener, irrigator, farmhand, harvester, fruit picker
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Province 12
Province 12’s industry is coal mining, supplying power to various
other Provinces and the Metropole. With the amount of minerelated injuries, citizens of 12 are quite good at healing. It is the
smallest, poorest, most overlooked of the Provinces. Not only are
the Tithes disliked by the Metropole, but often by the other
Provinces as well. Most of their Tithes are inexperienced with
weapons compared to their competitors and are almost always
guaranteed a quick death. Champions from this Province usually win
through their hunger tolerance and luck.
“As you journey to the east coast of
New Eden through the coalfields of
Province 12, you will pass through
deep valleys, follow rushing streams and rivers, and find
yourself surrounded by some of New Eden’s most breathtaking scenery. The glorious mountains, charming people,
and deep-rooted traditions are just a few of the appeals that
make Province 12 such an enchanting place to live.
Province 12 is home to a brave and hardy people who carve rich lives of joy and toil.
Noble mountaineers unaffected by modern times, ripe with rugged self-sufficiency
and a commitment to honest endeavour. Now more than ever, you must
remember the importance of the system and the greater good it creates. Embrace
the sweat on your brow and the sores on your fingers. Allow the soot to settle
along your feet. You are the light that shines in the coal mines you venture.
Take pride in your scars of labour, for they are labours of love for your country.
No citizen is too young to support the constructive efforts of the
Mining Province, and in turn, the gallant efforts of New Eden.
Look to young Lily Elsington as a shining example of this Province,
who channels her hope and optimism toward New Eden’s
peaceful future.”
This Province is rich with the spirit and strength of the region’s
worthy forebears. Early natives taught this Province’s first settlers
how to plant and cultivate crops, and passed down their knowledge
of the medicinal properties of hundreds of native herbs and roots,
and how to prepare healing tonics from such plants. This Province
still practices the ancient art of healing in local apothecaries and
the homes of local “healers”.
Lily Elsington, Metropole Propaganda
The economy of Province 12 is synonymous with coal mining. Thousands of hard-working
miners labour daily to produce the coal which fuels New Eden. After their education is
complete at the age of 18, young adults of Province 12 begin to work alongside their senior
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brethren, learning this vital craft. Whilst this means the
children of 12 receive a decent education, it does mean that
younger Tithes have a big disadvantage as they’re not used
to handling tools and weapons.
Province 12 consists of 4 major areas: the Seam, the
merchant district, the Champions’ Quarter, and the Hovel.
Surrounding them all, and enclosing the Province, is a
twenty-foot high electric fence.
The Seam is the poorest part of the Province. It’s located on
the border of the Province, next to the wild forests. Food is extremely hard to find and many
families live in poverty. Because of this, an adult who lives to be very old is respected and
thought of as wise; in contrast, a full belly and youth are frowned upon and loathed. Many
who live there lost family due to mining accidents or from starvation. They only have
electricity for a few hours a day, and so they mostly use candles for light. Early in the morning,
the streets of the Seam are crowded with tired and worn-down coal miners heading to work.
Everything in this part of the Province is covered in a layer of coal dust.
The merchant district is a step-up from the Seam. The mayor and
their family, along with other tradesmen families, live in this area
and are considered well-off by Province 12’s standards. The
merchants’ homes double as their shops. This section is a centre
for trading and buying goods, and they make some trades to the
Metropole as well as other Provinces.
The Hovel is home to Province 12’s black market, where
poachers can sell or trade their excess game. Many things are
available for purchase or trade at the Hovel, varying from food,
liquor, and clothing. The Champions’ Quarter is a small area where the champions of previous
Tithings live. The houses are grand and luxurious compared to the rest of the Province.
The Mayor of Province 12 is Ash Rooker.
Province 12 has won 1 Tithing game. Their Champion is Hunter Loreman (5th Tithing).
Occupations: Miner, blaster, surveyor, merchant, baker, metallurgist, geologist, teacher,
butcher, Hovel trader
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The Metropole
The Metropole is a technologically advanced, utopian city where
the nation's most wealthy, famous and powerful citizens live.
The Metropole is also the colloquial name for the ruling
government. As the seat of power, New Eden’s twelve Provinces
are ruled from this city, and the Tithing is organised and
celebrated within its walls. With their advanced technology, the
Metropole make the Tithing more exciting by creating
Mutations, more commonly referred to as Mutts, and sending
them into the Arena to attack the Tithes. These can be mutations
of anything and the Metropole have been known to create lethal
variants of wolves, wasps, birds, monkeys, and even dead Tithes.
The Metropole is a tyrannical dictatorship led by President Lock
and holds total political and economic dominance over the
Provinces, enforcing its rule through the military, capital punishment, propaganda, and the
Tithing. Its citizens live lavish lifestyles and are extremely shallow, always looking for ways to
be noticed. An outrageous sense of style and fashion are
very important to them.
The people who live in the Metropole are culturally
distinct from the Provinces. They love sentimentality and
melodrama, and thrive on the theatrical bloodshed that
the Tithing provides. They treat the Tithing as a
celebrated sporting event and a highly anticipated source
of entertainment. They take pride in betting on the Tithes
simply for bragging rights, not understanding or showing
any regard for the horror their government is committing.
Some citizens are sponsors to the Tithes, paying money
for supplies that are then delivered to them in the Arena.
Unlike the Provinces, the Metropole do not offer up
people to fight in the Tithing.
Examples of Mutts

Nestled in the mountains, the Metropole resides in the
heart of New Eden. The main city, and it’s greater metropolitan area, has an estimated
population of 5.6 million, making it the largest urban centre of New Eden.
All branches of the Central Party, as well as all Ministries of the Supreme National
Government, are located in the Metropole, as are most of the nation’s monuments and
museums, colosseums, and shopping centres. The Metropole is also the primary financial
centre for the country, as well as the home to the Central Metropole Bank.
The Metropole is the cultural heart of the nation, boasting a thriving theatre and arts
community. It’s home to over 50 different theatres, 12 museums, 96 music venues, 3
stadiums, countless nightclubs, the nation’s motion picture industry, 400 salons, and 600
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gourmet restaurants. The Metropole is also the nation’s Fashion Mecca. The world-class
designers and stylists of New Eden are based in the Upper West Side’s fashion district.

Metropole Citizens Betting on Tithes

Tithes Fighting at the Cornucopia Bloodbath

Tithes Training in the Metropole

Gamemakers Controlling the Arena

32

Champions of The Tithing
1st Tithing – Anise Welltree, Province 7
2nd Tithing – Mars Ashstone, Province 2
3rd Tithing – Bolt Nightbrand, Province 5
4th Tithing – Dale Redpath, Province 11
5th Tithing – Hunter Loreman, Province 12
6th Tithing – Tressa Overcart, Province 6
7th Tithing – Ruby Fairfax, Province 1
8th Tithing – Soren Galloway, Province 5
9th Tithing – Savera Inchcape, Province 8
10th Tithing – Griffin Naysmith, Province 2
11th Tithing – Marnie Flanagan, Province 4
12th Tithing – Cedar Duskroot, Province 7
13th Tithing – Rye Aldjoy, Province 9
14th Tithing – Jet Lockhearst, Province 1
15th Tithing – Ivo Hayes, Province 6
16th Tithing – Raff Everwood, Province 11
17th Tithing – Fletcher Overlock, Province 8
18th Tithing – Chip Gallovale, Province 3
19th Tithing – Evie Bloomtide, Province 3
20th Tithing – Genevieve Wattson, Province 5
21st Tithing – Medea Elestren, Province 2
22nd Tithing – Juno Laithmore, Province 1
23rd Tithing – Vulcan Ballantynn, Province 1
24th Tithing – Jupiter Laithmore, Province 1
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Known NPCs
President Ignotus Lock
Ignotus Lock is the first president of New Eden. As president, Lock possesses total power in
New Eden’s government and has proven to be a cruel and manipulative dictator, ruling over
the Metropole and its contained Provinces. He also works on the annual Tithing and heads
the military responsible for oppressing the Provinces. He has no qualms about using
intimidation in pursuit of his agenda and thinks nothing of murdering innocent relatives to
keep the Tithes in line.

Emmy Fortune
Emmy Fortune is the Head Administrator of the Tithing. Her responsibilities include drawing
the Tithes’ names every year at the Harvest and subsequently escorting them around the
Metropole prior to the Tithing. She is very well-known for her Metropole accent, upbeat
attitude for the Tithing, and the Metropole phrase “May the odds be ever in your favour!”
Emmy tries to encourage Tithes to be happy about their upcoming participation in the Tithing,
though her efforts are mostly in vain. She lives in the Metropole, and remains there for most
of the year. The only reason she travels to the Provinces is to draw the Tithes in the Harvest.

Sanguin Fairforge
Sanguin Fairforge is the host for the Tithing. He is famous for turning any conversation around
for the positive, and is known to change the colour of his lips, hair, and eyelids for each Tithing
celebration. He was a talk-show host before the Tithing came into effect, and has been doing
the Tithing interviews every year since it began. Sanguin is affectionately known as a National
Treasure in the Metropole.

Portia Rose
Portia Rose is the Head Gamemaker of the Tithing. She is in charge of coordinating game play
and ordering obstacles into the arena. Prior to the Tithing, she observes the Tithes’ training
and demonstrations to get a better idea of how she can toy with them in the arena.

Commander Artemis Slayte
Commander Artemis Slayte is the Head of the Military Enforcers, and President Lock’s righthand security. She is harsh and unforgiving, and ready to enforce the law no matter what.
Being fiercely loyal to the Metropole, she is willing to do whatever it takes to keep the
Provinces and Tithes in line. She was born and raised in Province 2, and trained for the military
from the moment she could walk. At the Nut, she learned everything from military tactics to
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field combat, and quickly climbed through the ranks over the years. Her prowess and talent
was undeniable, and her seniors pushed for her to take on more and more responsibility. A
few years after graduating and serving directly under the previous Commander, she then
stepped into the role herself when the Commander retired.
Slayte primarily works and lives in Province 2, running the Nut and any military operations.
During the Tithing, she moves to the Metropole and oversees the Tithes at the Training
Centre. Whilst there, her job is to assess the competency of each Tithe, to explain the possible
ways to die in the arena, and to get the Tithes in shape to compete. She is known to be able
to whip even the weakest Tithe into shape.

Doctor Eleanor Grimm
Doctor Eleanor Grimm is the Head of Eden Biotech, a prestigious institution that is at the
forefront of genetic engineering and mutation science. She stepped into the role eight years
ago at the age of twenty, after her predecessor “retired”. Eleanor grew up in Province 3 and,
when she was just three years old, was selected for advanced placement at the New Eden
Technical Training facility, otherwise known as NEAT. As Head of Eden Biotech, Eleanor is
responsible for bringing to life the new Mutts that are designed by the Gamemakers.

Sasha Stone
Sasha Stone is the Metropole’s most up-and-coming stylist. Born and bred in the fashion
district on the Upper West Side of the city, she comes from a long line of influential
fashionistas. Recently in the last few years, she opened her own boutique “Styled by Stone”,
and it took the city by storm. Nearly everyone who is anyone is now wearing her designs, and
she has even been taken onto the stylist team for the First Family.

Juno Laithmore
Juno Laithmore is the Champion of the 22nd Tithing. Hailing from Province 1, she trained for
years alongside other Careers and then volunteered for the Tithing when she was ready. Her
father, Mercury Laithmore, is famous throughout New Eden for making flower sculptures out
of finely-wrought crystal, and she was determined to make a name for herself on her own
merit. She got off to a great start in the arena – bagging the first kill of her year with a knife
in the back of a boy from Province 9 during the cornucopia bloodbath.
Since winning the Tithing, Juno has become a darling of the Metropole. The people just adore
her.
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Jupiter Laithmore
Jupiter Laithmore is the Champion of the 24th Tithing, last year’s game. Older brother to Juno,
he also hails from Province 1 and spent many years in training. Unlike his sister, he was never
really fussed about making a name for himself, and so didn’t bother to volunteer – instead,
his name was drawn at the Harvest. However, after winning, he has thoroughly enjoyed every
ounce of attention his status has brought him and he now basks in adoration from the people
of the Metropole. His highlight from the Tithing was during the cornucopia bloodbath, where
he took down six Tithes within the first minute.

Vulcan Ballantynn
Vulcan Ballantynn is the Champion from the 23rd Tithing. He is from Province 1 and, like Juno
and Jupiter, had trained for the Tithing all his life. He volunteered at the Harvest and was a
favourite to win from the start. After winning the Tithing, he moved to the Metropole and
instantly got himself a place on the Gamemaker team, the workforce that design the arena
and its horrors each year. In his first year he was a Junior Gamemaker, but this year he has
been promoted to Mutt Design Gamemaker, with his responsibilities being to design and
oversee new mutations to send into the arena.
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Character Creation
IC Starter Packs
Prior to the Tithing, players will turn over their weapons
and armour to GOD. The game team will then place all the
starter packs (along with your weapons and armour) into
the cornucopia (a central point of the Arena where all
weapons, armour, medicine and supplies are stored).
Player packs will be in clear, individual piles and will be
marked with your Province number and character name.
Players must not pick up a pack that does not belong to
them, unless you have express permission (eg you have
formed an alliance and have planned to look out for each
other’s kit).

The Cornucopia – players begin at an equal
distance from supplies

It will be your responsibility to pack up your weapons, armour and any starter items before
handing them into GOD. Remember that you will want them to be easy to grab, and easy to
run with, so we would suggest bringing a spare backpack that you can put your armour and
items into. The game team will not pack your starter packs for you, and they will be put into
the cornucopia in the same state we receive them. Players have full responsibility for their
kit, and we do not accept liability for any loss or damage that may occur.
Your IC starter pack will consist of anything you buy at character creation, and may include:
-

Weapons
Armour
Camouflage gear
First aid kits
Armour packs
Poison vials
Antidotes

You may also have an OOC bag with you which you may keep on your person at all times, and
can include personal items such as:
-

Mobile phone
Portable charger
OOC Medication
Torch
Food/drinks

Just because your IC starter pack will be placed in the cornucopia, it doesn’t mean you will
necessarily start the game with it – you will have to be prepared to run and fight for it!
Some players may start the game with first aid kits, armour packs, poison vials, or antidotes
depending on what they spend at character creation. However, these items are stealable and
will also be available to pick up throughout the Arena. There will be some placed at the
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cornucopia, and others will be hidden throughout the game area. These items will be clearly
marked with red tape.
Province Starter Perks
All characters get a perk specific to their Province. Those perks are listed below.
1 – Armoured: Your IC starter pack includes an armour pack.
2 – Weaponsmith: You gain the Dual Wield ability for free.
3 – Firearms: Firearms only cost you 5 points to buy instead of 6.
4 – Endurance: You have a base stat of 4 global hit points.
5 – Electricity: Once per day, you can use your engineering skills to electrically charge your
weapon and call “electrocute” on one hit. This will stun your target for 10 seconds and they
must roleplay being electrocuted. They also take the point of damage from your weapon
attack. This can be used with melee and ranged attacks. If your attack misses, the skill is
wasted and cannot be used again until the following day.
6 – Berserker: Once per day, you can roleplay taking a dose of adrenaline to enter a 5-minute
berserker rage which will allow you to ignore the first three hits within that time. It should be
obvious from your roleplay that you are in a berserker rage, but please remember to fight
safely! You may bring a suitable phys-rep to roleplay with if you wish. Adrenaline is not a
stealable item.
7 – Blade Swinger: Bladed weapons (one-handed or two-handed) cost you one less point to
buy.
8 – Tailor: Being an expert in textiles, you can get two uses out of an armour pack before it
becomes useless.
9 – Foraging: Once per day, with 10 minutes of appropriate roleplay, you can forage for a
plant with healing properties that will restore either 1 hit point to yourself or another player,
or act as an antidote to cure poison. (You can use any phys rep you wish, even if it’s a handful
of grass or leaves that you find!)
10 – Animal Tamer: Once per event, through appropriate roleplay, you can tame a Mutt to
do your bidding for 30 minutes. You can either set bait to lure a Mutt to you (in which case
you must notify a referee of your intentions), or you can attempt to pacify one within combat.
Once the 30 minutes are up, there is a 50/50 chance that the Mutt will attack you.
11 – Survival Instincts: Once per day, you can blend into your surroundings and go unnoticed
by other players or monsters. You must hide against a surface, such as a tree, and must remain
in position with your index finger clearly raised. As soon as you move, speak, or are roughly
jostled, the effect is broken and you can be seen. Anyone who witnesses you use this skill to
conceal yourself is unaffected and can still see you.
12 – Medicine: Your IC starter pack includes a first aid kit.
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Point Spend & Skills
Players can spend up to 10 points on character creation. All characters get the dagger ability
for free, and this is the only weapon you can have on your person at the beginning of the
Tithing. Players will also begin the Tithing with their sleeping equipment.

Combat

Items

One-Handed Weapon – 2

First Aid Kit – 2

Two-Handed Weapon – 4

Armour Pack – 2

Thrown Weapon – 1

Poison Vial – 1

Dual Wield – 2

Antidote – 2

Bows – 5
Firearms – 6
Camouflage Gear – 2
Trapping - 2
Light Armour – 2
Medium Armour – 3

Combat Skills
All weapons do one point of damage per second.
One-Handed Weapon: Any weapon up to 42 inches in length from pommel to blade tip.
Two-Handed Weapon: Any weapon above 42 inches, up to 96 inches (must be held in both
hands). Players with this skill can also use one-handed weapons. Stab-safe spears are allowed.
Dual Wield: You are able to wield two weapons, one in each hand. Both weapons must be
one-handed in size, and you are able to use both a bladed weapon and a firearm (handgun) if
you wish.
Thrown Weapon: Any small coreless weapon to be used as a thrown projectile (maximum of
5). These can be recovered and reused as many times as possible.
Bows: Must have a draw weight of 30lbs or less at full draw length; maximum of 10 arrows,
which can be recovered and reused as many times as possible.
Firearms: Unmodified Nerf guns with standard “elite” style darts (These can be painted in any
cool way that you like, but please leave a neon strip on them somewhere so they don’t look
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100% realistic – we don’t want you getting arrested! Players should provide their own ammo,
up to 50 standard “elite” darts, and mark each bullet with their initials.)
Camouflage Gear: Players with this skill may put camouflage gear in their IC starter pack (any
type of gear which would give you an advantage for camouflaging yourself, for example ghillie
suits, face paint, army greens.)
Trapping: Players with this skill will have a 100% success rate in building traps and will not be
at risk of damage from potential backfire. They will also have a 50/50 chance to avoid damage
if they trigger a trap.
Light Armour: Leathers, furs, quilted or padded material etc; provides 1 point of armour to
location covered.
Medium Armour: Modern armours such as motocross armour (hardened plastic material),
stab vests, military armour etc; provides 2 points of armour to location covered. Players with
this skill can also wear light armour.

General Skills
All players have the ability to use general skills, with the exception of repairing armour.
Trapping: Any player may attempt to create a trap using whatever resources are available,
but only those with the Trapping Skill will be guaranteed a successful build. Players without
this skill will be subject to a 50/50 chance that their trap may backfire and they will take
damage if it does. Resources for traps may be provided as IC materials hidden around the
arena, but players are encouraged to get creative by using the environment around them as
well. If you intend to build a trap, you must notify a ref and explain what you would like the
trap to do. Traps have an active life of 30 minutes; if they are not triggered in this time, they
become inactive. They may be triggered by other players or monsters. There is no limit to the
number of traps you can attempt to build during the game, although you may only have one
active trap at a time.
If players with the Trapping Skill activate a trap, there is a 50/50 chance that they may take
damage. Players without the skill will receive 1 point of damage to each location if they
activate a trap, and they may be subject to other effects depending on what the trap was
intended to do.
Staunch Wound: Players can staunch wounds by placing both of their hands over the bleeding
out area on another character or themselves. At this point, the death count is paused so long
as both hands remain on the area. Three people are needed if you wish to move someone
who is being staunched. A single player may only staunch one person at a time. You may also
staunch yourself if you are bleeding out, and this will pause your death count. However, if
one or both hands are taken off the area, your death count will resume.
First Aid: A bandage applied from a first aid kit will restore one hit point to the target, but
only with five minutes of appropriate roleplay. If you are applying a bandage to a player on
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their death count, the count is paused so long as you continue working. If you are interrupted
or stop, the death count resumes. You can apply a bandage to yourself, even when on your
death count, but the same rules apply – your death count will pause when the area is
staunched or you are actively bandaging, but it will resume if you are interrupted or stop. First
aid kits will be dispersed throughout the game area and are available to buy as part of your
character creation. They will contain a green bandage. Bandages are single use only; once
applied, they cannot be reused again.
Repairing Armour: All players with either Light or Medium Armour skills have the ability to
repair armour. Once all armour points are lost, your armour becomes ineffective and will need
to be repaired. This can be done by using one of the armour packs that can be obtained by
either finding one hidden within the game area, winning one at the cornucopia bloodbath, or
purchasing one in your starter kit. Very occasionally, a Sponsor may choose to send an armour
pack to a specific player. To use an armour pack, players must carry out appropriate roleplay
wherein they go through the motions of repairing their armour. Five minutes of roleplay will
restore 1 armour point; ten minutes will restore 2 armour points. If you are repairing another
player’s armour, they can still wear it while it’s being repaired. However, if you are repairing
your own armour, you must remove it to do so. For most players, armour packs are single use
only; once they have been used, they are out of the game. The exception to this is anyone
from Province 8, who can use an armour pack twice thanks to their Province perk. Inside an
armour pack, there will be 1 piece of red duct tape and 1 piece of black duct tape. The red
tape is universal and counts as a single use of the pack – for armour to be fixed, players should
attach the duct tape to the affected piece. The black tape can only be used by Province 8 and
shows a second use of the pack. Again, it should be attached to the affected piece of armour.
Torture: All players have the ability to torture and be tortured. You must notify and have a
referee present if you intend to carry this out. Where torture is required for gleaning
information from other players or monsters, roleplaying will provide the best results.
However, torture may be carried out in an abstract fashion should the target wish: The
torturer inflicts one point of damage on the victim. They then play a round of
rock/paper/scissors. If the torturer wins, the victim must answer a question truthfully. If the
victim wins, they play another round. If the victim wins again, they don’t have to answer
anything until more damage is inflicted, but if they lose then they must answer. The process
then begins again.
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Game Mechanics
Combat Rules
One Per Second: In combat, you only take one point of damage per second from any one
source at a time. This is to encourage more cinematic fighting. For example, if a single player
or monster hits you three times in one second, you still only take one point of damage.
However, if two different players or monsters both hit you at the same time, you take two
points of damage (one from each attacker).
Bows/Firearms at Night: There will be times when it’s unsafe to use bows and firearms,
particularly at night or when it’s dark, rainy or windy. At this point, you may choose to use
melee weapons only, or follow our night rules. Ten times per encounter, you may roleplay
nocking an arrow or loading your gun, but do not fire. Aiming at a single target, you may call
“Night Shot, [target name/description]. This shot will automatically hit and will deal a single
point of damage. It’s assumed that Night Shot will hit your target in the upper chest
(diaphragm to collarbone) – if the target is wearing armour, the damage will be taken from
their armour points, unless the armour has been rendered useless. To succeed with this
mechanic, the target must be clearly visible, and they must be within approximately 30ft.
Grappling: All players have the ability to grapple and be grappled. To simulate grappling, two
players are able to restrain, pickup or otherwise manhandle another player. The intention to
grapple must be made clear, and all grappling players must hold the arms of the target
character (with the player’s permission). Players targeted by grappling should yield willingly.
Once a player is grappled, they can then be restrained with any method of bonds you have to
hand (eg rope, cable ties, etc). Restraints should not actually be put on a player under any
circumstances, but you may lay bindings over their arms/legs to physically represent them
being tied. If you restrain a player in this way, you must immediately notify a referee.
Restrained characters should be actively guarded, otherwise they are able to slip their bonds
after ten minutes of being left unattended.

Hit Points and Character Death
Each character starts with 3 global hit points, with the exception of players from Province 4,
who start with 4 global hit points. The fighting style should be cinematic. When you take
damage, you should roleplay the pain appropriately. If your hit points drop to 0, your
character enters their death count. The death count is 1 minute. You do not become
unconscious for your death count – this is to enable players to roleplay their final moments
as they see fit, and to deliver a more cinematic playstyle. The only way you can die on your
death count is by bleeding out; further hits do not count. However, you can choose to finish
off a character on their death count by preventing them from staunching their wound, for
example through grappling or restraining a player as described above.
You can staunch your bleed out which will pause your death count as long as both hands
remain on the area. You can also heal yourself with a first aid kit or Metropole med-kit, but
remember that your death count will resume unless you are staunching or actively applying
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a bandage or medicine. You are fully conscious for your death count and may choose to move
if you so wish, but you will only be capable of very slow movements. Your death count will
not pause for this.
Thanks to new Metropole technology, every Tithe may be given the opportunity to respawn
should they die in the Arena. This will depend on their performance in the Tithing, as the
Metropole citizens can vote to bring back competitors who they enjoy watching, or
sometimes a Sponsor may choose to reward a glorious death with a second chance. With this
in mind, Tithes who generate a lot of interest through their actions within the Tithing are
more likely to be granted a respawn by those watching in the Metropole.
When your character dies, you must remain as a body in-field until the area around you is
clear (eg you cannot see or hear anyone) unless it’s not safe to do so. This is to give other
players the opportunity to loot stealable items. If the area is already clear, or once it has
become clear, you must then report to GOD and bring all remaining in-game items in your
possession with you. You will then have a chance to pitch a second chance at life/victory. If
you are lucky enough to be granted a respawn, you will be dropped back into the game in a
random place by a referee.
If you are not granted a respawn, your character’s body will be re-purposed by Eden Biotech
and you will have the chance to create your own Mutt in Dr Eleanor Grimm’s laboratory.
Hit points do not reset after a night’s rest.

In-Game Resources
All players have the ability to use in-game resources, with the exception of armour packs. All
resources are stealable items.
Metropole Med-Kit: Containing advanced medicine from the Metropole, these will restore a
player to full hit points after five minutes of appropriate roleplay. These Med-Kits will be
dispersed throughout the game but will be very limited and hard to find. They are not
available to buy at character creation. However, they may very rarely be granted to a player
by a generous or impressed Sponsor. Med-Kits will be identifiable as a blue box with a white
Metropole logo, and will contain a blue bandage.
First Aid Kits: Containing bandages and dressings, these will restore one hit point to a player
after five minutes of appropriate roleplay. First aid kits will be dispersed throughout the game
and will be available to buy at character creation. They may also be gifted by a Sponsor. First
aid kits will be identifiable as a green box with a white logo, and will contain a green bandage.
Poison Vial: With appropriate roleplay, these can be used to lace your blade, bullet or arrow,
or another player’s food or drink with poison. When you choose to use this skill in combat,
you must clearly call “poison” when making your attack. This effect only works on an
unarmoured location, or on armour that has become useless upon losing its armour points.
The target also takes the point of damage from the weapon attack. Poison can also be applied
to food/drink, but must be ingested within 5 minutes of application to be effective. In this
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instance, please inform a ref of your actions immediately and which player you have targeted.
The poison count will then begin and, at the 15 minute mark, the ref will inform the player
they have been poisoned.
The target loses one hit point every 15 minutes unless they administer an antidote. Antidotes
only stop the effect - they do not restore hit points lost as a result of the poison. Poison vials
are single use only. If your attack misses or is deflected, or food/drink is not ingested within
5 minutes, the poison is wasted and cannot be used again. You cannot call poison again until
you are able to roleplay re-applying it to food or weapons if you have another poison vial to
use. Poison vials will be available to buy at character creation.
Antidotes: When consumed, an antidote will immediately stop the effects of poison and
prevent any further loss to hit points. They do not restore hit points lost as a result of the
poison. Antidotes will be dispersed throughout the game and will be available to buy at
character creation. They may also be gifted by a Sponsor.
Armour Packs: These can only be used to repair armour by players with the Light or Medium
Armour skills. Five minutes of appropriate roleplay will restore one armour point; ten minutes
of appropriate roleplay will restore two armour points. Armour packs will be dispersed
throughout the game and will be available to buy at character creation. They may also be
gifted by a Sponsor. Armour packs will be identifiable as a black box with red stripes, and will
contain red duct tape (useable by anyone with the skill) and black duct tape (useable only by
Province 8).

There may be other in-game resources hidden around the Arena or available at the
cornucopia, and these will be clearly marked with red tape so you know they are safe to use.
When you have used up a first aid kit, poison vial, or armour pack, you should hand it into
a ref or crew member as soon as possible.

IC Calls and Effects
Electrocute: Stuns a target for 10 seconds and they must roleplay being electrocuted. They
also take the point of damage from the weapon attack. This can only be called once per day
by players from Province 5.
Night Shot: The target is hit in the upper chest area (diaphragm to collarbone) with an arrow
or bullet and takes a single point of damage.
Poison: The target loses one hit point every 15 minutes unless they administer an antidote.
Antidotes only stop the effect - they do not restore hit points lost as a result of the poison.
This effect only works on an unarmoured location, or on armour that has become useless
upon losing its armour points. The target also takes the point of damage from the weapon
attack.
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Poison can be applied to food/drink, but must be ingested within 5 minutes of application
to be effective. In this instance, please inform a ref of your actions immediately and which
player you have targeted. The ref will then inform the player they have been poisoned, and
the poison count will begin.

In addition to the above calls, there will also be other calls that you will hear during the
course of the event. These will be environmental effects and the outcome of the call will be
obvious from the name, eg “firestorm” or “lightning strike”. Environmental effects inflict 1
point of damage, and armour is ineffective. If you can hear the call, it will affect you, and
you should roleplay accordingly.

Technology
Discord: We will be creating a Discord server to be used both OOC and IC. This will give players
the opportunity to chat with each other prior to the event and to have private discussions in
their Province groups. It will then also be used as a platform IC for players to contact their
Sponsors, and for the Metropole to keep Tithes updated with a death roll of their competitors.
It must not be used for IC advantage between players, for example using it to locate your
allies if you’ve been split up. It will also serve an OOC purpose within the game as players will
be able to directly contact the game team with any questions or concerns, or in the event of
an OOC emergency where a ref is not immediately present.
GPS Tracking App: Prior to the event, players should download the “Mobile Phone GPS
Tracker” app by GPSWOX.com. It is a free app and is compatible with both Android and
iPhone. It runs off your phone’s GPS locator and does not use your internet data. Players will
be allocated a Tracker ID prior to the event, which will allow them to log in to the app. You
should then enable tracking on the Saturday morning of the event, just before the Tithing
begins. This is to allow the game team to have a rough idea of where all the players are, as
the site is large and, due to the nature of the game, we may not be able to have ref’s eyes on
everyone at all times. From a safety perspective, we will be able to see if a player is straying
off the site (as the boundaries are not always clear and the site backs onto private property),
and from a game perspective we will be able to see if players need to be drawn together to
incite some epic roleplay!
After the event, you are of course free to uninstall the app, and your tracking IDs will be
removed from our system. This technology will only be used during the course of time-in
on Saturday and Sunday. If you do not consent to the use of this, please let us know when
you sign up for the game. It will not prevent you from playing, but it will enhance your game
experience and safety.

45

OC Rules
Site & Personal Safety
The site of Eversley is vast and the boundaries are not always obvious. We will be putting up
signs around the border to show that you’ve strayed too far. Please pay attention to these, as
the surrounding land is private property. The terrain is hilly, like most larp sites, and there are
plenty of uneven parts for you to easily twist an ankle. Therefore we ask you to please be
mindful when roleplaying/fighting – if you feel like you are in an unsafe area and can’t
continue without potential injury, please find a way to take it to somewhere safer.
There are also lots of wild animals that frequent the site. It is home to foxes, snakes and wild
deer that will often stray onto the property. There is also the occasional dog walker. We ask
you to please use common sense and respect for these animals. We recommend that you use
a torch when moving around at night, partially for the uneven ground, but also partially for
the foxes. We suggest using a red light, which will be classed as OOC, and should be ignored
by other players. Any other light source will be classed as IC and will be visible to other players.
Please do be careful when moving about the site, and take into consideration your personal
health and safety, and that of others. Obviously we would prefer for you not to injure yourself,
but we do have First Aiders on site should the need arise. If you are in need of medical
attention, please contact the game team directly through the Discord channel and we will
come to you immediately.

Water and Toilet Facilities
There is absolutely no running water available on site. With this in mind, we will be providing
water stations throughout the IC spaces for players to fill up their bottles from. These will be
clearly marked as being OOC. We ask that you please do not “camp” the water stations – as
in, don’t hang around there waiting to attack people who are in need of hydration, and don’t
remove the water from the station for yourself. There will be plenty to go around, so please
leave it in place for everyone to share.
The same goes for the toilets. We will be providing porta loos around the site and these will
be placed along the main path so they are easily accessible. Please do not “camp” these either
– let’s all be decent humans and respect the need for bodily functions and actual survival.
Players should feel safe to be able to use the toilet and rehydrate themselves whenever
needed.
If we have reports of players using these two facilities as a means to attack others, we will
intervene and have a discussion with that player. Repeated offences will result in removal
from the game.
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Fires
The ground at Eversley mainly consists of peat, which is incredibly flammable. Ground fires
are absolutely not allowed. There are several fire pits dotted around the site which will be
available to use if you can find them. Alternatively, if you can find a stone slab or similar to
raise your camping stove off the ground, that would be ideal. Please also do not leave any
plastic bottles laying around; one of their trees recently caught fire due to someone leaving a
plastic water bottle next to it, and it refracted so much sunlight through it that it set the tree
alight. We definitely don’t want a repeat of this!

Combat Safety
All combat should be carried out in a cinematic way, basically to let players feel like big damn
bad asses! When you take damage, you should roleplay it accordingly. Losing a limb hurts!
Players must pull their blows, and strikes to the face, neck and groin areas should be avoided
wherever possible. If we are notified of a player repeatedly not pulling their blows or fighting
unsafely, we will intervene and have a discussion with that player. Repeated offences will
result in removal from the game.
Arrows should never be caught or parried while in flight. Weapons must not be grabbed,
trapped or restrained in any way. If this occurs accidentally, players should momentarily
pause fighting in order to release the weapons before continuing safely.
Whilst in some systems, unarmed combat and wrestling is permitted between players who
know how to use it safely, we must stress that unarmed combat and wrestling will not be
tolerated in this game.

Bow Safety
All players wishing to use a bow must take and pass a bow competency test. A member of the
weapon checking team will test all projectile weapons, which may entail the temporary
removal of the weapons to a safe place until this can be undertaken.
No bow may have any mechanism for adjusting the draw weight once the limbs are attached.
Bowstring nocks must be sound, showing no signs of cracking or splitting. It is important to
note that, no matter how a bow is constructed, if it is judged by the weapon checking team
to fire an arrow too hard and fast it will be disallowed.
Arrows must have a suitable head constructed and attached for maximum safety. The impact
surface of the head must be larger than an eye socket, (2 inches is a good size), and must be
securely attached to the shaft so that it cannot accidentally be removed. The arrow shaft must
be blunt and not have a metal head. Shafts should be made of fibreglass or wood. All shafts
must be properly flighted, and all arrows must have a proper nock securely attached.
Aluminium and carbon fibre shafts are not allowed.
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Arrow heads must be constructed to contain a layer of strong material over the end of the
shaft, so as to prevent it working its way through the foam. Thick leather, thick rubber etc,
are suitable for this. The impact surface of the arrow must be padded with at least 1 inch of
high-density foam, measured from the tip of the shaft. This must be backed in such a way that
it cannot become separated from the shaft. All arrow shafts should be a maximum of 29
inches long, measured from the nock to the start of the head. The head of the shaft must be
circular in section, not square or octagonal. Rubber-headed or “golf-ball” arrows are not
permitted.
Players using bows should mark their arrows. You may pick up other arrows to use if you find
them, but you must check each arrow before firing it. Unsafe arrows must not be used and
should be handed into a ref or crew member at the earliest opportunity. Anyone found to be
breaking this rule will be spoken to by a ref. Repeating offenders will be stripped of their bow.
If you are using a bow, it is your responsibility to sweep the site after time-out and recover
any missing arrows. If you come across any arrows that aren’t yours, these should be handed
into GOD.

Nerf Guns
All players using Nerf guns must use unmodified guns. These can be painted in any cool way
that you like, but please leave a neon strip on them somewhere so they don’t look 100%
realistic (we don’t want you to mistakenly get arrested for possession of “real” guns”!). You
may bring up to 50 standard “elite” style darts, and these may be reused if you can recover
them. You may also pick up other darts to use if you find them. Players using Nerf guns should
mark their bullets.
If you are using a Nerf gun, it is your responsibility to sweep the site after time-out and recover
any missing darts. If you come across any darts that aren’t yours, these should be handed into
GOD.

Physical Contact
Some mechanics state that contact is required (eg “staunch wound” and “grappling”). In these
instances, players should always hold their hands several inches from the character they are
using their skills on, unless the target has expressly given their permission to be physically
touched.

Stealing Items
While IC theft is absolutely a thing in this game, we do not tolerate OC theft, and this will be
taken very seriously. Players will begin with their “personal belongings” pack which they
should keep with them at all times, or leave in a secure area such as their sleeping space. A
sleeping space must be obvious, eg a tent or tarp. Players may use indoor spaces but must
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make an effort to privatise them by erecting a tent-like structure (even if it’s a couple of sheets
strung up in a room). Under no circumstances should any player enter another player’s
sleeping space without express permission.
If you have restrained or killed a character or monster, you may choose to search them for
stealable items if you wish. You must inform them of your intentions and then spend a minute
of appropriate roleplay to search for loot. Do not make physical contact unless they have
given their permission. After a minute of roleplay, they should then make you aware of any
in-game objects in their possession and hand them over if you wish to take them. Stealable
items will be clearly indicated with red tape, and include first aid kits, med-kits, and armour
packs.

OC Calls
These calls should not be used in character.
Time In: This signals that the game is live, and players should be in character.
Time Out: This signals that the game has ended, and players can drop out of character.
Time Freeze: The game pauses momentarily and you should close your eyes until “time in” is
called again.
Man Down: This call can be used by anyone and indicates a real-life injury that requires
medical attention. This call must not be used for anything other than an emergency. Upon
hearing this call, players and crew should drop to one knee and point in the direction of the
call, allowing our medical team to have easy access. We will endeavour to have refs and/or
crew roaming the site at all times but, in the event of an emergency where there is no ref
within earshot, players should follow the protocol of contacting the game team immediately
via the Discord.
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Safeguarding
We have a Zero Tolerance Policy on any kind of behaviour that puts another player or crew
member at risk. Laid out below, there are a few things that we would like our players to do,
and the process by which we will handle these things if the necessity occurs.
All allegations will be taken seriously, no matter how insignificant you might think it is. Your
wellbeing comes first and we will always be there to support you however we can. By “the
worst”, we mean anything ranging from mental and physical assault, to sexual assault or
harassment. It is not limited to these things, however; it is anything that you as a player deem
detrimental to your wellbeing.
As players, there are a few things that we ask you to do:
•

•
•

•

If someone says “no” to you, whether it’s IC or OOC, you stop. No means no. The best
response would be to drop OOC for a brief moment to say, “I’m sorry, are you okay?”
If they don’t want to respond, let them disengage and remove yourself from the
situation to continue with your game elsewhere.
If you see something uncomfortable happening to any player, go and stand with them,
interrupt the event, and don’t be afraid to drop OOC to ask if that player needs help.
Please point out these situations to referees or game team. If you’re not comfortable
stepping in, then we are. If you cannot see a ref or game team member, contact us
directly via the Discord channel and we will come immediately.
If you feel the need to contact the emergency services right away, please let the game
team know ASAP so that we can ensure they have quick and easy access to the
incident. It is preferable that you initially contact the game team who can then contact
the relevant authorities, but we do understand the need for urgency in certain
situations.

The game team is comprised of humans from all walks of life, so there will always be someone
available of your preference to talk to you, or accompany you, should “the worst” come to
pass. We are all here to support you and ensure that you have a good, safe game. None of us
will be offended if you would prefer to be helped by someone you feel more comfortable
with, so please just ask. A member of our team is also Mental Health First Aid trained.
If an incident is reported, we will immediately bring the victim out of play to a safe space, with
anyone they wish to have with them for support. The perpetrator will also be immediately
taken out of the game and spoken to by game staff once we have a grasp of the incident.
After speaking with the victim, we will ask them if they need or want the authorities calling,
whether this be the police or ambulance service. We will support them in their decision and
act on it immediately. (Depending on the severity of the situation, we may choose to call the
authorities anyway, as we may not be equipped to deal with the incident in question).
In the event that authorities are called, a member of the game team will stay with the victim
and provide any support or evidence when required.

50

In the event that the victim does not want the authorities called, we will offer to handle the
situation in-system with consultation from the victim. This will mean separate dialogues
between the victim and the game team, and the perpetrator and the game team.
If deemed necessary, the outcome of the incident may result in a game/system ban for the
perpetrator.
This is the process that every member of our team has agreed to honour so, even if it’s a
member of game team that is the cause of the incident, please do speak to one of us.
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Kit Aesthetic Inspiration
Below you will find some examples of the varying fashions of New Eden. Players at The Tithing
will have the opportunity to both “dress up” and “dress down” if they wish – you should have
practical kit with you for the training session and the Tithing itself, but you may change into
something much more “Metropole gaudy” for the grand dinner party and interviews! We
would recommend scrubbing up for these events, as you are much more likely to be noticed
by a Metropole Sponsor.

Metropole Fashion
Citizens of the Metropole take fashion very seriously and go out of their way to be noticed.
Many will have dyed their hair and skin to stand out, applying elaborate makeup and fancy
hairstyles.
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Tithe Kit
Tithes in the Arena all start with the same basic kit provided by the Metropole. These clothes
are often practical and universal. Here are some examples:

What to Bring:
-

good, supportive footwear
dark (black/blue/green/brown/grey) bottoms
warm, lightweight jacket (think sportswear)
any other layers you may want for warmth
a decent-sized backpack
something fancy to dress up in for the
interviews and dinner banquet (the more
over the top/gaudy/lavish, the better!)

We will provide you with a t-shirt to wear for
training and the Arena. This will be part of your
IC kit.
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Province 1 - Luxury
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Province 2 - Masonry
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Province 3 – Technology
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Province 4 - Fishing
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Province 5 – Power
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Province 6 – Transportation
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Province 7 – Lumber
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Province 8 – Textiles

61

Province 9 – Grain

62

Province 10 – Livestock
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Province 11 – Agriculture
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Province 12 – Mining

65

The Event Schedule
Prior to the event, but once player sign-ups are complete, players will be randomly assigned
to a Province. This will be done in a draw known as “The Harvest” and will be conducted by
one of our Metropole NPCs. It will be drawn live on the Discord server.
As mentioned in the introduction to this guidebook, the event will be split into segments,
organised by a timed schedule. Below is an example of how timings might work:
Friday
3pm Player Brief – All players should attend this.
3:30pm Time In & Training Session – The game will begin at 3:30pm and will start with an IC
training session. Tithes will be welcomed to the Metropole and put through their paces in a
physical session with sparring and workouts. This is a great opportunity to impress the
Sponsors and suss out your competition.
During this time, your weapons will be checked and players will be assessed for competency
with bows and firearms. At the end of the training session, players will be expected to pack
up their weapons and armour, and turn them over to the game team.
5:30pm Interviews & Pre-Drinks – After the training session, players will have the chance to
change into their finery. The key here is dress to impress! Tithes will be interviewed by New
Eden’s most-loved host, Sanguin Fairforge, and have the chance to charm potential Sponsors
with their charisma and wit. Interviews will be conducted in Province groups, so players will
have to work hard to be noticed.
Once players have been interviewed, there will be the chance to mingle with each other and
enjoy some drinks. The interviews will be live-streamed to the party hall.
7:00pm The Last Supper – After the interviews, the Tithes will attend a glorious banquet and
party where there will be food a-plenty, dancing and music galore, and the opportunity to
secure those all-important Sponsors or alliances. The party will finish at midnight, as Tithes
are expected to be fully alert for the morning.

Saturday
10am Round-Up – The Tithes will be collected and prepared for transportation into the Arena.
By this time, all players should have had breakfast and packed up their belongings (including
sleeping equipment). Any Tithe who is not ready will face a penalty.
10:30am The Tithing – Welcome to the 25th Annual Tithing, and may the odds be ever in your
favour. Tithes will begin in a circle around the Cornucopia, so as to be equidistant from
supplies. The Cornucopia will be home to various supplies and IC player packs, which will be
in clear, separate piles and marked with character names and Province numbers. Players
should not pick up another player’s pack without their express permission. Tithes will face a
choice: run for their pack and supplies and risk the bloodbath, or flee into the Arena with only
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their dagger and sleeping equipment? IC sleeping spaces will not be set up prior to timing in
– players must find somewhere to sleep once the Tithing has commenced.
Players will enter the Arena equipped with a dagger (if they choose), OOC items (such as
phone, medication, food/drink, torch), and sleeping equipment (eg sleeping bag, tarp,
lightweight tent, yoga mat etc).

Sunday
2pm Time Out followed by Player Debrief

To reiterate, The Tithing is an intense, 24 hour time-in survival LARP. It’s go hard or go home.
There is no easy mode. We will have a safe space at GOD for players who need it, but this
is purely for mental/physical health. There are no Out Of Character spaces (bar your
personal sleeping space, toilets and water points for Health & Safety), so please bear this in
mind when considering whether this is the game for you.
In order to aid with the survival aspects of equipment, we will be following up this
guidebook with a kit guide to include our recommendations on sleeping gear, how to keep
it light, but how to also keep you safe and warm for the night. If you come to the event and
find yourself struggling, or realise you’ve come under-prepared, please come to GOD and
we will do what we can to help you - your characters are meant to die, but we definitely
want to keep you safe!!
If you have made it to the end of this guidebook and are still considering signing up for The
Tithing – well…

May the odds be ever in your favour.
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