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LPE (Sending in turns by email)

When you have finished writing your orders in LPE, your LPE program will make an upload file
containing your orders, which you need to send to us. This will be smaller than the turn we send
you, and will read as complete computerese. If you can understand it, it isn't an upload!

Email the orders to us with the file name as the email subject. For example, if you are playing in
Swords of Pelarn game 21, your main character ID is 18, and the orders are to be processed on the
26™ April, the subject would be s210426t.018. Don't add anything to this basic format.

Please send your turns to leg@harlequingames.com

Do not send any other message with your orders. If you wish to send us a message, please use a
separate email (see below).

Talking to Sam or Ed, the GMs

Please do not hesitate to contact us for any reason, even if it seems trivial. That is what we are here
for! So if you have a reason for getting in touch and then think ‘oh no, I don't want to bother Sam’,
then think twice and contact me after all. | don't mind dealing with your issues, no matter if they
turn out to be important or trivial.

By far the best way to contact us is by email. If the matter is particularly urgent you can ring the
office, but since most problems require some time to consider, email is still preferable, giving us
time to look into the matter without keeping you waiting on the phone. You are also welcome to
write a letter, but obviously correspondence via this means is rather slow.



Please include the game and your main character 1D in all correspondence with us. When emailing,
include these in the email subject.

Always keep corespondence separate from your turn. So if emailing, send the turn and any message
in separate emails, or if writing, use a separate piece of paper.

Finally, LPE has a section where you can write notes to the GM. Do not use this!

The Office
Whilst the office is open at a variety of exotic times throughout the week, the phones are only
manned between 11am and 6.30pm British time. We do not work on weekends.

Deadline for turns is 12 noon BST, any that we receive later than that may not be processed until
the following day. We do not backdate turns which process on a weekend day (which happens
during 10 day games).

Etiquette
You may only play one position in each game. Please try your best to act in character within the
vibrant world of your module, as it makes the game more rewarding for everyone.

Database Errors

Legends is probably the most complex PBM on the market. A new module is brought out every two
years and there is no way that the databases can be fully play-tested. As a Legends player you must
accept that there will be many database errors, and if you discover an item or 'piece' that seems
suspect, please report it to the GM. You will receive a small perk for your trouble, and other
Legends players around the world will benefit from your bit of sleuthwork. Those who try to
exploit these flaws will have their ill gotten gains removed.

Changes to Production or Standing Orders

Any changes to production or standing orders, whether via normal turn or production turn, must be
submitted for input with turns on the last processing day PRIOR to the day of production in order to
be effective in the month of submittal.

For example, if production falls on a Monday; all changes must be in by the turn deadline on
previous Friday.



Multiple copies of your Turn
If you send in multiple copies of a turn, each with the same date, we will overwrite the versions
which arrived first with the version which arrived last.

If you are due to process and you have sent in more than one version of your turn with different
dates, the computer will run the one with today's date, or then start checking backwards one day at
a time until it finds a turn to run.

The computer never checks forwards. It never checks further back than the day after the date of
your last turn process.

If for any reason you need us to do something different to the above system, let us know in a
separate email. Be very clear.

Furthermore, remember that emails sent to us conventionally sometimes arrive out of order. If you
submit two turns with the same date by conventional email, we may not know which is meant to be
the correct turn.

To avoid this problem, we highly recommend that you use the Legends Webmailserver at COPY
LOCATION to submit your turns whenever possible, as the webmailserver is linked directly to our
system and turns sent from the webmailserver arrive instantly.

A technique to make use of the above: If you have a turn due to be processed on, say, the 10" of the
month, just backdate your turn, i.e. send your turn dated 1st of the month. If you then have to
update your turn, resend with a following date (the 2nd) ... then the 3rd ... and so on. The Legends
engine will automatically process the turn with the date nearest to the due date. Many players
always use this strategy, which requires slightly more effort but is guaranteed to have the right turn
run.

Address (and Email address) changes

Please inform us of any changes in address.

Since having your turn emailed to the correct address is crucial, we suggest that you notify
Harlequin as soon as possible whenever you change, or are about to change, your email address. If
possible, this should be done separately from any turn that you may be sending, so that the change
does not get misplaced amidst other turns.

Although turns are sent out by email, it is also helpful for us to have an up-to-date postal address
for you, especially if you pay automatically by credit card so please also keep us informed of any
change of postal address.

Ceasing play

If ceasing play, please let us know as soon as possible.

If for some reason you wish to drop a position in any of our games, please inform us as quickly as
possible, so that other players in the game do not suffer. Refunds of any remaining credit are
available, but we reserve the right to charge a small administration fee for this. If you are dropping
a position, and know of anyone else who may be interested in taking it over, please let us know.



Processing Errors

In a perfect world, errors would not be made.

But we are only human, and acknowledge that on occasion, mistakes will be made. If you think that
there has been an error in your turn, please do not panic, as we can sort out nearly any problem or
mistake that may have occurred. Simply contact us as quickly as possible, giving all the relevant
information, and we will do our best to resolve the matter. This is made greatly easier by all
concerned keeping calm. We recognise that when something goes wrong it is understandable that
you may be annoyed, but by remaining calm, we can best identify the problem and deal with it
efficiently.

Production

Any changes to production or standing orders; whether via normal turn or production turn; must be
submitted for input with turns on the last processing day PRIOR to the day of production in order to
be effective in the month of submittal. As an example; if production falls on a Monday; all changes
must be in by the turn deadline on Friday.

Banned techniques

If ever you see something in the game which seems odd, or have pause to wonder if what you are
doing is OK, ask! Discussion with the GM is the best way to deal with any situation as that allows
for a case by case judgment of how to proceed.

Some of the techniques which are not permitted are listed below. However, a technigque is not
necessarily acceptable just because it doesn't appear on the below list. As time passes, we'll be able
to code to prevent most of these from occurring.

If you have been using one of the below techniques, please stop doing so, and get in touch to
discuss it.

'Rabbit Runs': Do not set up artificial battles between your forces and your allies’ forces.

e 'ltem/Adventure abuse’: If you see an item, adventure or anything which is amazingly good,
check that its not a typo in one of the fields in the database.

e 'Moles": You may not join a faction and then work to detriment it.

e 'Fake positions: Normally you may only play one position. (Exception TC2 which
specifically allows two). You may not get a friend to pretend to be playing whilst you
actually write the orders. Neither can a player join, gift away all their stuff and then drop.

e 'Adventure hunting': Do not use the A2 order to systematically hunt for adventures.

e 'Static Thunder': You may not move troops from one player's force to another player's force
in order to allow the soldiers to enact military orders more than once within the time period
of a turnaround (eg 7, 9, 10 or 14 days, depending on the game).

e 'Induce abuse': Only use the induce order with the hope of success.

e 'Rolling Popsales': Don't transfer pop into a new a popseg in order to sell more tradegoods
to them.

e 'VC Item destruction”: Don't take any actions which would permanently remove a Victory

Condition item from the game.



e 'Prisoner abuse': Don't use prisoners to transport items avoiding weight problems.

e Aggressive Sales Techniques: You may not issue the following orders when the target is an
unmasked piece which is owned by a player who has not given you permission (with the
exception of when the piece has just changed ownership):

1) S28 Public Works.
2) M9 Market Bazaar
3) M11 Sell/Unload Generic Item

e You may not attempt to steal ships from a fleet

e You may not attempt to infect an NPC-controlled force with Pox or Black Death. If you
find Pox or Black Death in an NPC character/popseg please contact the GM to have it
removed — players who have just influenced/captured a force from an NPC may also have
Pox and Black Death removed from that force and pop levels restored.

e Tradegood Teleport: you may not transport tradegoods by item activation teleport or by
adventure completion teleport.

Cross-Game Information
We recommend that you do not over use information gained from other games of the same module.
Each game is different, and you might come unstuck!

Standard Special Actions

1. Equip summoned creature - You may equip a target summoned character (ID 1200-1250). The
item must be in the same province as the target. The GM may on occasion turn down this SA. Any
item displaced due to this equipping action is lost.

2. Unbury character - A thief in the same province as a target buried character may capture the
target. The target's condition changes from buried to long dead.

3. Remove MAR - Within one month of gaining permanent control of a previously unowned
character, you may request to have any MAR shell removed from that character.

4. Restore Guild - This affect IR4. This will affect all other games from the 30th June 2006
onwards. Send the GM details of a guild which used to belong to your position and which died
during the most recent production. The guild must have been affected by a slander guild (C13)
order which changed its guild strength from a positive number to zero in the turns immediately
prior to production. Gain - The guild will be restored, at strength 5. The rumourmonger will lose 10
points of skills and stats.



Player Mentors

These are masochistic Legends fanatics who are willing to lay down their (social) lives for the
cause and help people with their rules/technical questions. This takes the pressure off us - so we
love 'em! Here are some. Any more volunteers are welcome.

Ross Inglis

UK Weekdays 8pm-12am
12-4pm Weekends

0118 9755674
ross@bizbop.demon.co.uk

Andrew Barton
AndrewCFBarton@yahoo.co.uk
or
andrew.157barton@btinternet.com

Dean Johnson

UK Weekdays except Fri 8pm-11pm
12am-11pm Weekends

01483 418230
z0001283@z00.co.uk

Have Fun!

Edi Birsan
edi@mgames.com

Jimmy van der Meij
English, German and Dutch
jim.list@hccnet.nl

Richard Hutson
USA
910-823-92

And finally, please remember that the point of all his is to have fun and make it fun for others. If
you have a moral or ethical difficulty with something, just talk to me. I will do my best to be fair,
and to reward socially-minded players who 'make it fun for others'.
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