Event Moderator Roles and Responsibilities
Overview:  The purpose of the Event Moderator (EM) is to provide live events and content incorporating an overarching and cohesive storyline.  EMs also provide a sense of community and are extended members of the UO: Live development team.
Event planning Sequence
· Event moderators will have two weeks of preparation in advance of event date
· Preparation time on the shard/server will not exceed 6 hours

· Actual event time should not exceed 4 hours

· Total time for Event delivery is 10 hours for each session not to exceed 20 hours to complete all Event scenarios

· Any hours exceeding these guidelines are at the EMs discretion

· EMs have 5 calendar days to submit event concept

· The purpose of the event narrative is to introduce consistent story elements across all shards.

· Event Moderator Template
· EM Name

· Event Name

· Event Shard

· Rewards for Event 

· MOBS/NPCs incorporated into event

· Event duration

· Events will be approved or modified within 48 hours of submission
· EMs are not permitted to lead an event until approved. 

· Events should run several times during the calendar range (3-5 days)
· Some events may require iteration or continuation

· Once all UO:Live narrative and/or content is complete the EM has permission to deliver additional events once approved from the UO:Live team

· Events occur during the assigned calendar date range

· Event schedule for each shard or across shard responsibilities (if an EM is responsible for more than one) should be approved by UO:Live

Deliverable Schedule

· UO Live team will provide a two paragraph narrative describing the story or event arc to take place (includes player or team goals/results and deliverable story elements).

· UO:Live team will identify calendar date range during which the event may take place

· Event Coordinator will create items to support EMs
Preventing Event Exploitation and Cheating

· Establish criteria for rewards for each event
· Rewards must be “normalized” across all shards for each event. 
· UO:Live will approve all item rewards before event launch

· UO:Live GMs will provide EM specific accounts to fulfill assigned event duties.
Responsibilities

· EMs will have object creation powers based on training and familiarity with Ultima Online.
· Preferred EMs have a minimum of 4+ years playing Ultima Online (Seers, Counselors, Troubadors, or have previously run player moderated events)

· Roleplaying Guidelines

· While acting in a roleplaying capacity EMs are not required to notify the EM coordinator

· With the exception of main story arcs or mini-events EMs should avoid dungeons when necessary. If needed they should develop or research future events in a Test Environment

· EMs should not require high-level items on their character, they are granted “Invulnerability” and should not require items that would entice players to theft.
· EMs have the capacity to augment their skills, as such using these skills to gain advantage is not allowed

· For Example: Taming creatures otherwise unobtainable with average skills.
· Never acknowledge that a GM is around to the players.

· RPC’s are not allowed to stand at any moongates to watch pvp’ers, this is very disruptive

· RPC’s are not allowed to enter invisible in players houses, if you accidently .tp into a house location please leave immediately.
· RPC’s are not allowed to be anything other than human or elf at this time.

· RPC’s are allowed to wear normal armor/clothing with unique names (which much be blessed)

· RPC’s are not allowed to dye armor/clothing neon colors unless its required or part of an main or mini event.

· All clothing/armor must be blessed, deeds will be provided by the Event Coordinator

· RPC’s should not have any major advantages including wearing God items with ungodly resists.  The character is already invulnerable. 
· RPC’s should never fight other players or mobs.  Unfair advantage.

· RPC’s have been approved to ride mounts if you can create them.

