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INTRODUCTION 
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As a role-player, I have gained extensive knowledge about various subjects and materials, especially in my youth. Depending on the Game Host, I have explored numerous worlds, campaigns, environments, game systems, and house rules. Each experience was unique and presented challenges, whether from interacting with other players or navigating obstacles within the game rules.

Due to outdated systems, house rules, and player dynamics, achieving a well-balanced game was often tricky. For instance, one Game Host implemented a deadly "critical hit" table that could be damaging when triggered.

This content provides a comprehensive overview of characters within a fantasy setting. Each character's actions depend on the player's choices. Focusing on your character's perspective significantly enhances the gaming experience.

Some players occasionally acted against their character's class, leading to arguments and discussions about game systems and character roles. Participating in long-term game sessions allowed us to observe how different players reacted in various situations, revealing a range of mentalities and behaviors.

It was sometimes hard to distinguish between overacting and staying true to character. Players often remained in character to address issues or express emotions, which contributed to a more immersive experience.

P.S. The Author recommends "107 Ways to Be a Better Role Player," even though this ePub exceeds that number.  

You're welcome—The Game Host (GH). 

They would hide behind a screen if you were on the wrong side of them, using it as a shield to assist with charts and protect the materials they crafted, created, colored, blended, mapped, and tracked in the game scenarios typically prepared before the group assembled. The forethought and preparation involved in the world-setting, house rules, character creation, and encounters would draw you back for session after session. 

One of the many challenges you would face in this system is the variance in creativity from person to person. The Game Host (GH) would dominate the unfolding events moment by moment. The established rules would help guide the general actions, but they couldn’t control how individuals interpret or apply them.  

If someone chose to flee while facing a steadfast foe, abandoned a fallen comrade in the heat of battle, or decided it was time to settle a personal score, that was simply what happened. Whether you were the player on the receiving end of such actions, the Game Host managing the situation, or the individual driving the plot, the outcome was set in motion. Decisions could trigger consequences affecting the group in at least three ways, along with the survivors' fallout and the overarching storyline, campaign, and previous accomplishments. 

In some long-term groups I was part of, the relationships between members varied widely. We would watch movies and television shows, play board games, celebrate birthdays, attend each other’s weddings, and exchange gifts during the holiday season. We were working, pursuing higher education, and contemplating our future paths. 

Some of the experiences during this time were positive, neutral, negative, or life-changing for various reasons. Many of the worst things that could happen occurred rapidly, and these situations were often amplified by the gameplay, either for or against you. This was simply a part of life; however, the tension was sometimes palpable.  

This small body of work aims to assist you on your journey and help you avoid mistakes that could jeopardize your relationship with a group. Please read this thoroughly, regardless of your current stance. Engage with your group members about their chosen roles in the game and offer constructive suggestions to support them. The importance of providing positive guidance cannot be overstated; however, it is crucial to present your advice respectfully rather than in a condescending manner. 

Navigating this complex system requires a significant learning curve, so patience is essential. You may be surprised by the valuable insights they share!

At the end of this book, I provide advice you can follow or disregard based on your judgment of its value. Remember to engage with your group members regarding their chosen occupations in the game and offer constructive suggestions to guide them. Positive guidance is vital, and presenting your advice respectfully is essential. Patience is key as everyone learns at their own pace, and you may gain unexpected wisdom from your group members.  

Enjoy the rest of the read! 

By Jason D. Essex 

As updated on June the 4th, 2021, and as of early 2025.

This ePub is a part of the World of Lorumell.
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What Every Good Warrior Needs to Know

It’s fascinating to explore the diverse array of warrior types that inhabit fantasy realms, including archers, town guards, swords-for-hire, bandits, pirates, gladiators, ninjas, barbarians, sword dancers, mounted archers, spearmen, road patrols, knights, scouts, and many more. These warriors follow a unique path of discipline, focus, training, and resilience, making them formidable opponents. Their distinct mindsets, codes of conduct, and approaches to battlefield observation, opponent assessment, and weapon handling add depth to their characters.

When considering the various warrior types, we must also examine their armor and gear, their allegiances, and to whom they report. For instance, scouts, rangers, archers, and hunters often patrol a vast area they call home. This territory offers numerous locations to store equipment, supplies, and weapons while providing potential hiding spots from threats.

Understanding different fighting styles, weapon usage, and tactics is essential to mastering the art of war. This understanding is critical because different classes—such as wizards, priestesses, monks, rogues, and bards—can wield the same weapon in vastly different ways. For most non-warriors, facing powerful foes, monsters, and creatures without the support of a skilled warrior can be daunting. By focusing on the strengths of your chosen warrior style, you can maximize your advantages and become a force to be reckoned with, unless you aim to excel in various aspects of warriorhood.

Ultimately, the choice of which warrior type to embody is entirely yours. Your journey into the world of warriors is personal, and your decisions will shape your character and experience. Choose an uncommon weapon from a tool kit, such as a bola, dagger, sling, or heavy hammer. Consider using everyday items like shovels or horseshoes as a projectile.


	Be short in height but long in stature. This might give your opponents something to tease you about. Maintain your temper most of the time but go off on them occasionally, giving those who know you something to consider before criticizing you.

	They frequently use martial arts or other forms of hand-to-hand combat complemented by something like a spiked gauntlet. Additionally, you can fight dirty by tossing sand or dirt in an opponent's face or learning a new move when you level up.

	III. Protect your Non-Storied Characters (NSC) mercenaries and others. They might level up or remain loyal long-term. Treat those traveling with you reasonably well. Taking the time to chat with them provides a necessary diversion. You could even coach them on defending themselves better if they are inclined to do so.

	IV.Badmouth the gods for entertainment, but be prepared for the consequences.

	Choose a foe, but make it someone, not something, or an infrequent creature. Plan for the most challenging foe you can think of in your setting. Go to work on accomplishing it a bit at a time.

	VI. Add cooking, farming, and poetry skills to round out your character. Along the way and when you revisit an area, have a few "interesting" love interests. Ensure you care for them financially and emotionally.

	VII. Keep a hidden, sharpened item on your person to cut bonds in case of capture. Do not inform your friends about it; use it only when necessary. It could be concealed in your hat, gloves, belt, or boots.
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