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INTRODUCTION
I will begin by prefacing this guide with a short introduction to how it came 
to be, and what its declared purpose is.

The Gorean role play world in Second Life is a filled with a variety of different 
people, coming from different age groups, different cultures, and different 
level of experience. Like the Gorean world itself as described in the books 
that have become the basis of the environment, Second Life Gor is a harsh 
world, and it breeds harsh people.

To enter into Second Life Gor as a newbie can be a harrowing experience. 
Many people are too caught up in their own devices to take the time out to 
teach newcomers about the basic precepts of Gorean role play, and even 
role play in general, and understandably so. Once you have explained the 
purpose and method of role play for the umpteenth time, you start to tire of 
it.

And for that very reason, I have decided to put together this guide. Here 
you will learn about the very basics of Gorean role play with an introduction 
to the role play universe, the various methods and principles used in role 
play, and some helpful tips and tricks.

This is, however, not a hard and fast bible of Gorean role play. All of what 
you will read in this guide is presented for your consideration, not as tenets 
set in concrete. This is _not_ dogma, but a presentation of what I have 
gathered to be a general consensus of what role play is. Read this text, 
think on it, and adopt from this guide that which you feel fit for you.

I will also mention, although I really should not have to, that his it NOT an 
objective review or approach to Gor and Gorean roleplay. The contents of 
these pages are the sum of the experiences and opinions of its author.

I wish you well, and good luck

- Targaryen Ghiardie
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WHAT IS SECOND LIFE
Second Life is a virtual world developed by Linden Labs. Much like other 
worlds such as World of Warcraft, EverQuest, and Anarchy Online, there 
is one key difference that sets Second Life apart from other virtual worlds. 
The world in Second Life is entirely imagined by its users. Everyone has 
access to the tools to build and realize their virtual dreams, and thus, users 
have been empowered to the point where it has been possible to create 
unique on-line role play worlds. And so, Second Life Gor was born.

WHAT IS GOR
Gor, also known as the Counter-Earth, is the setting for a series of pulp sci-
fi novels written by John Norman aka. John Frederick Lange, an American 
professor of philosophy. Currently the series span 28 books, with a 29th 
installment already planned. The series combine classic pulp science fiction 
with philosophy and erotica.

To learn more about what Gor is, I recommend the following:

1. Read the books
There is no substitute for going directly to the 
source. Whilst these books are not very well 
written, reading them will offer you an insight 
into the world of Gor that you cannot get 
from skimming essays and book quotes on 
the interet. You can get the books in e-book 
format fairly cheaply from fictionwise.com. 
At the very least you should read Tarnsman, 
simply to get an idea of the environment, 
though I would recommened reading up until Book 10 at the very least, 
where Tarl, the main character, starts to act as a Gorean male.

2. Visit the Gorean Information Center
If you are new to Gor, and perhaps new to Second Life, visiting the Gorean 
Information Center can be a real treat. Like all places with second hand 
information, the GIC is liable to distribute incorrect or inaccurate information, 
but on the whole, a visit to the GIC is a boon to anyone wanting to embark 
on their own personal Gorean adventure.



3. Use the internet
By using Google you can open yourself up to a wealth of information 
about Gor. However, do not trust the internet blindly. There are many 
misconceptions and downright wrongs about Gor that are perpetuated in 
various places on the internet, and buying into them blindly will buy you no 
favors. One of my personal favorite internet resources when it comes to 
Gor is the Library of Gorean Knowledge, which can be found here: 
The Gorean Reference

Sounds like a lot of work? Well, it is. Getting into Gorean roleplay has never 
really been easy, nor will it ever be, not if you want to do it “right”. There 
are a lot of subject material to take in, and taking it all in at once in an 
impossible task. But that does not mean you should not try.

WHAT IS ROLE PLAY
When you were a child, did you ever play cops and robbers? Cowboys and 
Indians? Roleplaying in Second Life Gor is much like that, only this is an 
activity for adults instead of the neighborhood children. Roleplay is a an 
opportunity for individuals to express themselves and to explore their own 
creativity, all the while having a great deal of fun.

Roleplaying as we know in this adult form has its origins in the dark and 
damp basements of teenagers, with the like of Dungeons and Dragons and 
other pen-and-paper roleplaying games. Remember those pale kids you 
made fun of in high school, when they sat in their rooms and slew paper 
dragons instead of going out to get drunk and laid? This is you, only 20 
years later, and without the pimples.

The act of roleplaying is to assume a role and act it out. Basically, roleplaying 
is assuming the guise of a character and writing out that characters life in 
more or less real-time in a certain relatively closely defined setting. In this 
case, you assume the role of a man or woman on Gor.

Roleplaying in Second Life Gor is a social and interactive activity. When 
you are writing a novel everything is up to you. Plot, characters, setting, 
everything is up to you. Here, you have control only over half of the story. 
The setting is already defined for you, and your story is dependent on others 
players to advance. You can think of roleplaying as collaborative writing, 
where players join together in an effort to create a storyline and scenarios 
that they would otherwise not have thought of themselves.

http://goreanreference.50megs.com/
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WHO ROLE PLAYS
Around the world hundreds, thousands, hundreds of thousands, even 
millions of people are engaging in role play. Some in the more traditional 
venues, and others, like you and I, in virtual online worlds. With the way 
the world of technology has opened up to the everyman, roleplaying is no 
longer something exclusive to and associated with pale teenage boys.

WHAT IS A GOREAN ROLEPLAYER
Now that, my friend, is a loaded question. You see, we generally have two 
kinds of people in Second Life Gor. Roleplayers, and Lifestylers. You can 
argue the labels all you want, but basically, those two groups exist, with a 
lot sub-groups.

I will mention Lifestylers first, and why 
I do so will become apparent in just a 
moment. If you are a Lifestyler, as in 
someone who believes him or herself to 
be Gorean in real life and expects that 
status to translate to and transcend the 
roleplay environment, then this book is 
NOT for you. If you are someone who 
purports to be Gorean in the real world, 
but are here to roleplay and can respect 
that roleplay is the order of the day, then you are a roleplayer. What you 
are in real life makes no difference and it should not. If you are not here to 
roleplay, you will get nothing out of this book. Consider yourself warned.

If on the other hand, you are a roleplayer, and especially if you are new to 
roleplay, you can get quite a bit out of this book.
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THE FOUR HORSEMEN OF THE ROLEPLAY APOCALYPSE
When players first start roleplaying, we all make the same mistakes. To 
err is human, and human we are. Most of these errors we make out of 
ignorance, simply because we do not know any better, and often nobody 
will take the time out to tell us that we are doing something wrong. 
Generally there are four common mistakes nearly all new players make:

1. Godmodding
Creating a character that cannot be beaten, cannot die, is fantastically 
strong, immortal etc. is called godmodding. In essence, godmodding 
is born out of a players resistance to losing. By making a character 
essentially godlike, it is impossible to lose. But in the end, engaging in this 
practice is a losers game, since other players will scorn you for it, and you 
will become a roleplay pariah.

2. Powerplaying
Another common mistake is dictating the reactions of other peoples 
characters. If you take a swing at a character, it is not for you to decide 
if your fist connects with their face. That is left up to the other player, or 
whatever arbitrary non-biased combat system you have in place. You 
control only your own character, nothing else, nobody else.

3. Onelining
The practice of using one-liners is not bad in and of itself, but, excessive 
use of it is. Oneliners that do not help move the story, plot, or scene 
forwards, are useless and will quickly become a nuisance to the players 
around you. Oneliners have their place, but just like with anything else 
you type out, ask yourself if it really adds to the active roleplay or not.

4. Blurring Out Of Character vs. In Character
There is a definite and clear distinction between player and character. 
What happens to your avatar, does not happen to you. What happens 
to your character is not something that is happening to you personally, 
and should not be taken as such. Insults, betrayal, and general nastiness 
are all things that have their place in the Gorean roleplay world, and 
they should be taken in stride as you would any other roleplay, not as a 
transgression against your person.



Later in this guide, we will elaborate on many common mistakes and 
misconceptions about roleplay, but if you take anything away from this 
guide, let it be these four things with the intention of avoiding them.

CHARACTER CREATION
At the base of any roleplay you engage in, is your character. What will 
make or break your roleplay experience is often not skill of language, or 
even experience, but the depth and personality of your character. People 
like characters that are vibrant, engaging, and feel real. To create such a 
character is not as hard as it sounds, and with 2 - 3 hours of concentrated 
effort, you should be able to pencil a character that will feel and act as real 
as yourself.

The first thing you have to do in the process of creating your character is to 
make some very basic choices. 

Give your character:
- Name
- Gender
- Ethnicity/culture
- Appearance

PICKING A NAME
A name is not just a name. Whether you believe in numerology or not, 
a name has a deep meaning for your character. If you’ve, for example, 
chosen to play the role of an assassin, giving him a name like “Bob” is 
hardly going to make other players take your character seriously. Seriously, 
I mean that. Pick a name that fits the kind of character you have in mind. 
If you’re making an evil bastard, give him an evil sounding name. If you’re 
making a Torvaldslander, give him a Nordic name.

There are many excellent resources on the internet for picking names and 
establishing their etymology. Here are a couple of my favorites:

Behind the Name - http://www.behindthename.com/
Ever Changing Book of Names - http://ebon.pyorre.net/
Medieval Names Archive - http://www.s-gabriel.org/names/
The Meaning of Names - http://www.meaning-of-names.com/
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GENDER - AND WHY IT MATTERS
Given the nature of the Gorean roleplay environment, where men are 
dominant over women most if not all the time, picking a gender is no small 
thing. All women are liable to fall to slavery, and all men are expected to be 
Masters.

ETHNICITY/CULTURE
Gor is a diverse world, and a person who has been raised in the Tahari will 
be vastly different in mindset from someone raised in the high city of Ar, or 
the rustic villages of Torvaldslands. Make sure to research the culture you 
are making your character a part of, so you don’t end up playing a Viking 
instead of a Torvaldslander, or Captain Hook instead of a pirate of Port 
Kar.

APPEARANCE
Second Life is a visual medium, and not using it to its full potential is a 
damn shame. For a fashionista, SL is a dream come true. You can dress up 
your avatar in a myriad of ways, change his or her shape on a whim, and 
never have to worry about going bald. Before you go shopping however, 
have a general idea of your character physicial appearance. Try and have 
an idea of the following:

Skin (do make sure this is in sync with your ethnicity. Do not make a pale 
rider from the Tahari, or an afro-viking)
Hair color
Eye color
Body shape

When you’ve gone through these steps, 
you will have the surface of your character. 
But that really is not enough. Right now 
your character is just a shell, like a book 
with only its cover, and that is not going to 
be terribly interesting for others to interact 
with. So next, we go onto two of the major 
ones:

1. Caste
2. Personality

CONTENTS



CASTE
Now you may be wondering why this is so important, but trust me, it is. 
Caste is a very important thing to Goreans, and thus will be very imporant 
in your characters life. For example, if you are a free women of the 
physician’s caste, you will have had to bear two children before you were 
allowed to practice your caste duties. There may be similar rituals in other 
castes, so make sure to research your chosen one. There are five high 
caste, whom are generally considered the upper class of Gorean society:

The White Caste of the Initiates (the religious caste of Gor)
The Blue Caste of the Scribes
The Yellow Caste of the Builders
The Green Caste of the Physicians
The Red Caste of the Warriors

For many of the high castes there are a number of sub-castes. For 
example, for the scribe’s caste you can find sub-castes for teachers, 
historians, accountants, cartographers, litigators and many more. There 
may exist many such sub-castes for other castes, including the low ones. 
For example, the merchant caste is a low caste, and has the caste of 
slavers as a sub-caste.

For many years playing high caste was more or less the only option in 
Second Life Gor. Low castes were rare, but thankfully, that is changing. 
Here are a few low castes that you may perhaps find inspiration in:

Leather workers
Merchants
Slavers
Bakers
Assassins
Artisans
Musicians
Potters
Vintners
Peasants
and many more possibilities
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PERSONALITY
A good personality matrix is key to creating a character that feels alive and 
interesting. Without one it will seem bland and often other players will not 
wish to respond to it. Some good questions to ask yourself whilst creating 
your NPCs personality:

- Does my character seek conflict or peace?
- Is my character a simpleton or a genius?
- Introverted or extroverted?
- Is my character prone to act honorably, or to commit treachery?
- Is my character patient or impatient?
- Generous or a miser?
- Humble or prideful?
- Lustful or chaste?
- What habits does he have?
- What is his greatest strength, and greatest weakness?
- Does he have a soft spot, if so which?

Whilst these are only the tip of the iceberg of creating a “real” personality, 
they are good starting points, and you can yourself decide how far under 
the surface the iceberg should go. Another 
important part of fleshing out a personality 
is to give your character flaws. A main 
character who has no flaws is dull. You 
could for example give him:

- A drinking problem
- Ill temper
- Arrogance
- A loud mouth
- Gullibility
etc.

Look around you, the world is filled with flawed people. You should find 
inspiration quite easily. I would also make sure that you make your character 
inclined to feel fear of certain things. If he is standing there in front of 3 
armed warriors, he should be afraid, and not be Superman the Immortal 
God of Gor.

CONTENTS



THE DEVIL IS IN THE DETAILS
Now we have an overview of what our character looks like, and what he is 
like. But we only have a diffuse picture of his background. This too needs to 
be written out in detail, in order to ensure a character with enough depth to 
sustain not only your own interest, but the interest of others. Below you will 
find a general list of questions that it is prudent to answer and continously 
keep in mind as you start to play your character:

BACKGROUND
Where does he come from specifically, small village or metropolis?
Was his childhood a happy one, or a harsh one?
What is the first memory he can recall?
What was the most imporant event in his childhood, and why?
What sort of education does he have, did he excel in his caste studies or 
skirt around the edges?
Is he religious?
What finances does he have, and where did he get them from?
When was she enslaved, and how?

FAMILY
Who was his father, and what sort of man was he?
What sort of relationship did he have with his father?
Who was his mother, and what sort of woman was she?
What sort of relationship did he have with his mother?
Does he have siblings? If so, how many, and how does he get on with 
them?
Does he have any imporant extended family, like uncles or cousins?

ATTITUDE
When is he most relaxed?
When is he most tense?
What are his priorities in life? Family? Wealth?
How does he feel about himself, is he confident of himself or does he 
doubt his own ability?
What is his biggest accomplisment in life, and what is his biggest regret?

TALENTS AND SKILLS
What sort of talents does he have?
What is he most skilled at?
What is he most unskilled at?



CONTENTHE DARK SIDE
What is his deepest darkest secret?
Does anyone know?
How did they find out?
How could someone find out?
What would he do if someone did find out?

SELF-PERCEPTION
How would he describe himself in one word? One sentence?
What does he consider his best physical trait, the worst one, and why?
How does he think other people perceive him, favourably or 
unfavourably?
What would he most like to change about himself?
If changed, how would it affect him?

GOALS AND MOTIVATIONS
What are his immediate goals?
What are his long term goals?
Why does he have those goals?
How does he plan to accomplish them?

CONFLICT
How does he react to a crisis?
How does he approach problems?
What sort of problems does he often run into?
How does he deal with change?

HEALTH
Is the character generally healthy?
Does he have any unhealthy habits, if so which, and why?
Does he have any disabilities?
What does he smell like?

HOBBIES, INTERESTS, AND FAVORITES
What is his favorite color?
What is his least favorite color?
Favorite instrument?
Does he play one?
Favorite drink?



His favorite book?
Favorite type of clothing?
What is his hobby?
How does he spend his spare time?

This may seem like overkill, and to some, perhaps it is. But all of these 
are important in some way. Take something like your characters favorite 
color. Pretty pointless to know, right? Wrong. Consider this scenario. You 
are playing a Gorean Master, and you have been travelling extensively, 
and you are now coming home to your devoted slavegirl, and your devoted 
slavegirl wishes to give you a welcome you will not soon forget. She wants 
to cook your favorite meal, serve your favorite drink, dress in your favorite 
color, and play music for you. But if you don’t know what your characters 
favorites are, neither can she, and you’ve just missed out on the welcome 
home party of a lifetime. And that would royally suck. You can flip it around 
too. If you, as the slavegirl, do not know what your favorite color is, her 
Master cannot reward her by letting her wear that color, or punish her by 
not letting her.

A DAY IN THE LIFE
Sometime seeing how all these things will affect your character can be a 
daunting task. But fear not, Captain Gor, because you’ve just created a 
living character, and therefor you can put your mind to work observing the 
life of your character. Imagine for a moment, a single day in the life of your 
character. Just a simple average day. Take a moment to really consider 
what his or her day would be like.

For example, what duties does the character perform as part of his caste? 
If he is a warrior, does he train every day? If an initiate, when does he pray? 
If she is a physician, what exams does she perform? If a slave, what are 
her daily duties and chores?

You can also take a look at your characters living space. What is in there? 
If there’s a desk, would he sit there and work, or does he go outside his 
home to work? 

What about his social life? Does he have many friends, who are they, and 
how does he spend time with them? Does he often spend time with them, 
or does he prefer the company of slaves? Or no company at all?



Take a good look at all the questions you answered in the details section 
of character creation, and try and imagine how they might play into a 
characters daily life.

Congratulations, you have just created a Gorean character. Break out the 
bubbly!
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ENTERING INTO SECOND LIFE GOR
Now that you’ve got a shiny new character, you are ready to enter the fray. 
Ah, but before you do, you should probably also make sure you’ve familiar 
with the mechanics and methods of roleplay. Sound boring? It can be, but 
going out there armed with the knowledge that you’re about to read can 
save you, and your fellow players, a lot of grief. Let’s get the really awful 
stuff over with first.

THE DO’S OF ROLEPLAY
So what are some of the things you absolutely should do when entering 
into roleplay, in Second Life Gor or elsewhere? Well, let’s take a look at that 
shall we.

A VULNERABLE CHARACTER
As previously mentioned elsewhere in this guide, godmodding is the act 
of making your character godlike. To do so is to create a character that is 
completely out of place and unreal in the roleplay context. For example, 
if your character cannot lose, cannot be 
hurt, cannot feel fear, cannot die, you are 
godmodding. An easy way of getting around 
godmodding is to give your character flaws 
and weaknesses in the character creation 
process, and then NOT IGNORING THEM. 
If someone touches upon your characters 
weakness, react as he would. Weaknesses 
are there to be exploited. Losing is NOT A 
BAD THING! Some of the best roleplay is 
to be had from losing.

ACTION AND REACTION
When you powerplay you dicate outcome, reactions and actions of another 
players character. That’s a bad, bad thing. Instead always keep in mind 



that you are to play with others, and that means leaving openings for them 
For example, here is an example of what NOT to do:

Player 1 steps into the tavern and slings his black cloak over his shoulder 
to let his sword hand rest on the hilt of his gladius. “Tal”, he says and looks 
out over the room with the keen eye of the assassin.

Player 2 moves out of the shadows swifter than any other man could 
possibly move. The long well cared for dagger was in his hand, and was 
quickly stained with the blood of Player 1. As he draws the blade out of the 
neck of his victim, the now lifeless body falls down onto the floor. “Scum”, 
he says as he stands over the corpse, watching the life flow out of Player 
1’s eyes.

Bad, bad, bad. You do NOT get to dictate the death, injuries, or reactions 
of another player. In this instance, even in the first sentence the player 
closes down any opportunity for the other player to respond to his actions. 
In a perfect world, this exchange would have gone more along the lines of 
this:

Player 1 steps into the tavern and slings his black cloak over his shoulder 
to let his sword hand rest on the hilt of his gladius. “Tal”, he says and looks 
out over the room with the keen eye of the assassin.

Player 2 swiftly moves out of the shadows to approach the black clad man 
from the side. “Scum!”, he howls as he throws himself at his would-be 
victim, trying to jam the tip of the dagger into his neck.

By taking this approach, not only do you still get to take the action you 
wanted, but you actually leave room for the other play to react and roleplay 
with you, instead of dictating success for your character from the start.

BEING DESCRIPTIVE
Describe what you’re doing, and don’t rely on the visual medium for 
everything. Part of roleplay is painting a picture in the minds of your fellow 
players, and it is you and your words that should paint the picture, not the 
avatars and pixels on the screen. You can be descriptive without making 
use of flowery analogies and every adjective in the book. Let’s look at an 
example:



Kajira 1 rises from the floor like the delicate sunlight bouncing of the water 
on a summers day. She turns like a whirlwind caught in its the force of its 
own torque, and looks briefly over her silken shoulder at him, her emerald 
eyes like glittering jewels sparkling in a beam of moonlight. Like waves 
hitting the the rocky shore, her desire to serve crashes against the depths of 
her slave belly, and her long alabaster legs daintily takes the first soft steps 
towards the hearth, like a snowflake dancing upon the northern winds.

Using analogies and such is not neccesarily a bad thing, but in moderation. 
In the above example, there is barely anything physicial going on, and most 
of the post would by many be considered nothing but fluff. What you see 
above can be duplicated in a much more balanced sense:

Kajira 1 rises gracefully from the floor, and turns to look briefly at him with a 
sparkle in her eyes. She feels a familiar warmth in her slavebelly when she 
moves with delicate poise to the hearth.

It gets the same point across, without all the added padding. It also leaves 
you more room to add things that actually have meaning, and can be used 
for

CHURCH AND STATE
In Second Life the concensus is that anything in a roleplay environment that 
is said in the Local Chat window, is In Character and part of the roleplay. 
Anything that is said in Instant Messages, often referred to as IMs, is Out 
of Character. Why is this? Because characters in Gorean roleplay do not 
have telepathic abilities. They cannot communicate with each other from 
half-way across the roleplay continent. Of course there are exceptions to 
the rule, and using IMs to convey whispers can be a great addition to a 
scene.

This also means that you are not your role. Outside of the roleplay, you 
are not a Gorean Master, and that kajira you are whipping in roleplay, is 
not a Gorean slave. You cannot order them about Out Of Character, and 
you should not accept that someone tries to order you around out of the 
roleplay against your will. The words “Piss off wanker” is good to have in 
ones vocabulary in such cases.



SHOW BUT DON’T TELL
Roleplay is supposed to interesting and exciting, not bland, and telling 
instead of showing is the epitome of bland writing in roleplay. Let’s have a 
look at another example:

Player 1 steps into the room. She was wearing a green dress and a thick 
woolen cloak, with the hood up around her head. Her face was pale and 
her body shaking. Her eyes were brown and her hair red.

I almost fell asleep writing that. You can make this much, much more 
interesting by showing your audience, instead of telling them. For 
example:

Player 1 steps into the room, her teeth 
chattering and her face pale from exposure 
to the biting cold. She looks out from beneath 
the woolen hood, attached to the cloak that 
rested against the eleganct back of her 
green dress. A few locks of her red hair was 
poking out from the hood, obscuring the full 
view of her brown eyes.

You’re communicating the same, but it is so much more interesting to read 
in this manner, and goes a long way to painting the picture for your fellow 
players.

MAKE YOUR CHARACTER MOVE
A common and rather unfortunate shortcoming in roleplay, is the tendency 
to treat your character as a piece in a boardgame, moving them around 
locales like a pawn on a chessboard. Like above, such does not make for 
interesting reading. Again, an example:

Player 1 went into the smithy and bought a new sword.

Again, bland. So how do we spruce this up a bit? Well, let’s give it a go:

Player 1 walked briskly into the smithy, his head moving slowly from one 
side to the other as he scanned the well heated room. His fingers tap against 
the moneypouch at his side, carefully inspected the blades available on the 
wall in front of him. He found a skillfully crafted gladius, well balanced and 



made of the finest steel, and grinned to himself at the prospect of using it in 
battle. The blade was paid for with a flick of his finger, and the large silver 
coin flew through the room to be caught in the hands of the shopkeep.

If you’ll notice, #3 is still being referenced here. It is descriptive, but without 
using fluff. Every action described is meaning in some way, and if there had 
been someone else in the shop, it would all be something they could react 
to and/or notice.

WRITE WHAT YOU NEED TO
This one is important considering some of the prior points mentioned. Writing 
long posts, does not make you a good writer. Writing good, interesting, and 
well thought out posts, that does make you a good writer. Tell your story, and 
add to the story, and do away with extraneous information. For example, if 
you are in the infirmary having a medical checkup, you don’t need to go into 
a lengthy reference about your breakfast this morning, unless it somehow 
has a bearing on the current scene.

ASK QUESTIONS
Yes, there are assholes in Second Life Gor. Lots of them. There are lots 
of assholes everywhere. But don’t let that deter you. If you are in doubt 
about something, ask someone. If they don’t have time or simply don’t 
want to, you can try someone else. If some are rude to you, ignore them, 
and go on your merry way. Most people if they do not have time to explain 
things to you directly, can at least point you in the right direction. And most 
importantly, do not be afraid of looking ignorant. We were all ignorant about 
roleplay and Gor in the beginning.

MOLD YOURSELF
Good writers and roleplayers are not born that way. Someone like Stephen 
King did not pop out of his mother’s womb and immediately wrote a bestselling 
novel. Writers and roleplayers mature and develop over time, much like 
their characters, and as you go along you skill of language and vocabulary 
will expand. This is natural, and expected. That guy you’re roleplaying with 
who seems to just be a super amazing roleplayer, probably didn’t start 
out that way. And neither will you. In time, you will reach your own level of 
greatness. Being a good roleplayer is also about more than just beauty of 
language. It’s about creativity, and making you and your roleplay exciting 
and accessible to others. Have faith, young one, and do not give up in the 
face of hardship. 



NON PLAYER CHARACTERS
So what are some of the things you absolutely should do when entering 
into roleplay, in Second Life Gor or elsewhere? Well, let’s take a look at that 
shall we.

WHAT AN NPC IS NOT
It is not a replacement for real player-to-player interaction. NPC are always 
support characters, never the main act. Think about it, if you just want to 
RP with yourself, you might as well log off and go write a novel.

TYPES OF NPCS
I deal with 4 basic types of NPCs on a regular basis:

Major NPCs
Much of my characters motivation is driven by 
his relationship with his father. His lust for power 
and wealth comes from him, and often I will NPC 
him to introduce new wants and needs for my 
main character. Most lately his companionship 
is the result of his father pushing him to it, and 
pressuring him to create heirs so that his line 
may continue. His now deceased brother also 
played a major role in shaping his motivations and outlook on life, and 
even though he is dead and kaput now, he was a major player in the story. 
Major NPCs are exactly that, characters that will have a major role in your 
storyline.

Minor NPCs
I used to have a bodyguard I RP’ed out as an NPC. He was there to create 
the sense that my character was someone who warranted being protected. 
I also used to NPC a thrall I had, since I could find none that weren’t cutesy 
subbie boys. I ended up selling him to a slaver from another city, and the 
scene was fantastic, with the NPC thrall struggling in his chains, swearing 
to kill my character etc. It made a scene that would otherwise have been 
“Thralls? Got none. Let’s paga!” into a much more interesting experience. 
I don’t include female slaves here, since I’ve never NPC’ed them and thus 
can’t talk about how to use them.



Disposable NPCs
These are the NPCs I use as simple cannon fodder. Sometimes it has 
been necessary for my character to kill slaves in order to make a point, and 
instead of being an asshole douche and killing some innocent character 
whilst I beat my chest and howl “GOR IS HAAAAARSH!!!!”, I will make use of 
an NPC. I remember one scene in particular, where a bunch of free women 
were complaining that we treated them as nothing but common slaves. I 
then NPC’ed some common slave that we’d captured on one of our raids, 
and slit her throat in front of most of the free women on the village, to show 
how slaves are actually treated. I’ve also used them as criminals, jumping 
my character and whoever is with him, and usually either getting killed or 
succeeding in knocking him down and taking his hard earned moolah.

EXTRA NOTE on Disposable NPCs
Oftentimes NPCs are characters you come up with on the spot in order 
to lay the foundation for an interaction between two player characters. 
These on-the-fly characters are usually also disposable, such as city criers, 
messengers etc. Quickly in the scene, and as quickly out again. Out of 
sight, out of mind.

Communal NPCs
When my character walks along the docks, he will often take notice of the 
sailors and dockworkers, exchanging quips and insults with them, and in 
some cases doing trade with them. My latest adventure was with a rather 
generic sailor at the docks, selling me rope for use in other nefarious acts. 
Shopkeepers are also great communal NPCs, from Rosie the Baker to 
Konrad the Butcher. Often times these positions are not filled in SL Gorean 
SIMs, and often it is understandable. They are prime material for communal 
NPCs, where only a light description of the character will be enough that 
anyone can reference them in their RP. Tavern crowds are another good 
example of no-name NPCs everyone can make use of.

AS A MAN THINKETH - THOUGHT EMOTES
Or woman, for that matter. Thought emotes are somewhat of a grey area. 
Since this book is based on my personal experiences, and thus my personal 
opinions, you will get just that. I think thought emotes are fantastic. They’re 
awesome. Absolutely riveting! But, only if used correctly. Thought emotes 
should be used to further and explain character actions and reactions, 
not as a thinly veiled excuse to belittle or insults others. Here’s a classic 
example:



Kajira 1 looks over at the girl, and wonders what poor training she must’ve 
had that she is not kneeling

This is a blatant insult with OOC connotations, and something no one can 
react to. A better method would be:

Kajira 1 looks over at the girl, “Why are you not kneeling? Your training is 
poor”.

At least then the other person can react, and you might actually get some 
good conflict RP out of it. Here is a prime example of how NOT to use 
thought emotes:

Kajira follows her own Master as this shadow. Her eyes dart to those present 
and she arches a brow in surprise seeing the slaves stand. She didn’t know 
that was allowed but before she can ask she has to follow again.

THE GREAT SCHISMS
One thing that is unique for Gor as a role play setting, is how easily divided 
the playerbase becomes, and starts splitting up into adversarial groups. 
Engaging in this sort of behavior is folly, but something to remain aware of, 
as you will no doubt run into them in-world.

BY THE BOOK VERSUS EVOLVED
Something you will come across soon enough in your Gorean adventures, is 
the split between By the Books Gor and Gor Evolved. What this boils down 
to at the most basic level is a conflict between the roles of women. One 
side, called By the Books (BtB for short) maintains that the very nature of 
Gor is that women are not the equals of men, and thusly cannot be allowed 
to fight. The other side, dubbed Gor Evolved (GE for short), claim that it is 
realistic for Gor to have socially evolved to the point where women would 
have obtained equality, and be able to to fight. There are other smaller 
issues that widen the divide, but at the core, that is the issue.

THE UNHOLY TRINITY
But the divisions do not stop there. Oh no my friend, oh no indeed. If there 
is one thing that the internet encourages in people, it is being facetious and 
adversarial. And thus, we have a further divide in the Gorean “community”, 
and this time it is divided into a threefold model.



One group, are the book conservatives. They take everything from the books 
literally, and are not interested in making any concessions whatsoever, no 
matter what the reasoning might be.

Another group, are the writers. This group is all about storytelling and 
writing. Beauty of language and skill of designing plots and twists are all 
highly valued in this group.

The third group, are the gamers, those who enjoy and engage in the classic 
capture and release game, where the goal is to win over someone else.

Where on this model you end up is ultimately up to you, but I sincerely hope 
you will end up at least being in an area with two overlapping circles. 

Extremism never did anyone any good.
 



METERED VERSUS UNMETERED
Combat in Second Life is most often arbitrated by a combat meter. A meter 
is a scripted system that in conjunction with scripted weapons allows for 
hit detection. If your meter takes enough hits, it will eventually run out of 
health points and you will lose the combat situation. On the other side of 
the fence, there is un-metered combat, which relies primarly on the maturity 
and goodwill of the participants. Participants will need to take care to react 
realistically to the actions of the other player. Some favour dice instead of 
meters, with whoever rolling the highest mumber deciding if your actions 
are successful or not.

INTEGRATION - JUMPING INTO THE FRAY
So now you’ve got the tools needed to jump into Gorean role play. Or 
so you would think. But getting in the mix and getting accepted by the 
establishment isn’t quite as simple as that. Most people are already deeply 
engaged in their own storyline and character interaction, so how do you 
jump in?

You don’t. Instead of focusing on attaching 
your characters to other characters right from 
the beginning, start on SIM level.

RULES AND REGULATIONS
Most SIMs have a whole slew of rules to be 
given out once you enter. Some of the more 
advanced also have a backstory, and if you’re 
really lucky, a list of opening into the RP. If however such things are not there, 
try and find out if it is possible to obtain an Out of Character observer status, 
so you can go and see what is available in the role play environment. 

Most of such documentation has a list of role play moderators and contacts. 
Send an Instant Message to one of them, and ask about what opportunities 
there are for new players. If you are brushed off or ignored, well, that place 
isn’t worth your time anyway.

See what positions are available, and start slow. Having the ambitions to 
be Ubar (a Gorean war leader) is all well and good, but Rome was not built 
in a day. Find out what sort of entry level positions are available in the SIM, 
and pick on that suits your temperment and vision.



Some SIMs also have forums and web-sites where you can access resources 
and knowledege to help you create an “in”.



OTHER TIPS AND TRICKS
Role play life in Second Life Gor isn’t easy in the beginning. To give you an 
extra edge in these your first small tips, here’s a few extra tips:

DRESS THE PART
Goreans weren’t members of Hells Angels, nor were they latex enthusiasts. 
Keep in mind that these are supposed to be civilizations based on the 
ancient ones of Earth, so try and dress in period clothing to the furthest 
extent possible. Some good places to buy such items are Torvalds Forge, 
ViGo, Sabra’s Dresses, Fantasia, and Haven Designs. There are plenty 
more, but these will surely get you started off on solid footing.

JUST BECAUSE
Try and have reasons for the things your character does in roleplay. Why 
did he kill the slave? Just because. Why did she set fire to the tavern? Just 
because. Well, I’ll tell you, “just because” is the hallmark of a piss poor 
roleplayer. If your character does something, make sure he or she has an 
in character reason and motivation for it. Just doing stuff because, or for 
fun, is actually not very fun at all, it is just poor form.

PICS OR IT DIDN’T HAPPEN
One roleplay mechanic that is not often described, but of used, is rollback 
the retroactive continuity of a given storyline. In roleplay terms, this means 
going back to a point in time before the action that is now going on, essentially 
invalidating all roleplay that has taken place after that point in time. So when 
you’re off fighting agains that group of burly guys, and they suddenly bring 
Barney the Dinosaur with a bow onto the field and you decide to invalidate 
and shrug it off as if it never happened, you just retconned that whole line 
of roleplay.

BE UNIQUE - BUT NOT TOO UNIQUE
Make your character and role play interesting, but don’t hog the spotlight. 
Being an interesting character and willing to provide catalysts for RP that other 
people can react to is all well and good, but everything in moderation.

PROFILERS
Your Second Life profile isn’t part of role play, but it is inevitable that it will 
have an affect on the people you come into contact with. Make sure you 
are aware what is in it. If it contains a whole list of things you’ve already 
decided cannot happen in RP, do not be suprised if people avoid you.



GLOSSARY AND TERMS

RP: Roleplay

PC: Player character. The character that is controlled and played by a 
roleplayer.

NPC: Non Player Character. Characters that are created as secondary 
characters, usually to support scenarios as part of storytelling.

IC: In Character. When your character says or does something.

OOC: Out of character: When YOU say or do something.

Cybering: The act of having cybersex, ie. on-line text-based sexual 
interaction.

OC: Own Character. Your character.

Mod: Roleplay moderator. These are the people that are enstruted to 
moderate roleplay disputes between players, in the case that players cannot 
come to an accord on their own.

FTB: Fade To Black. The act of fastforwarding, with players coming to an 
OOC agreement of what happened in the scene with out actually playing 
it out in live-action. Often used to skip scenes of a sexual or gruesome 
nature.

Diceless role-playing: A type of play where the outcome of the action is 
determined not by a meter or dice, but for narrative or aesthetic reasons. 
Also called freeform roleplay, and much meterless roleplay in Second Life 
Gor is based on this concept.

Metagaming: Using OOC information IC. For example, if you read someone’s 
profile and then roleplay as if you know their name, city, and free companion, 
you are metagaming.





USEFUL LINKS AND RESOURCES

Gorean Knowledge Resources:
The Gorean Information Center
The Library of Gorean Knowledge
Gor University of Scrolls

General Second Life Knowledge:
YouTube Video - Create an Account and Get Started
Torley’s Second Life Quickstart Guide
Natalia’s Getting Started in Second Life Guide
Beginners Class to Second Life
Second Life FAQ
Second Life Knowledge Base
Beginners Guide to Second Life
Second Life Video Tutorials

http://slurl.com/secondlife/Collar/143/118/23
http://goruniversity.ning.com/
http://www.youtube.com/watch?v=2zAb4XxnVMM
https://blogs.secondlife.com/community/community/tnt/blog/2009/04/19/quicktip-enjoy-our-second-life-quickstart-guide#cf
http://www.mermaiddiaries.com/2006/11/natalias-newbie-getting-started-guide.html
http://www.slideshare.net/GwynethLlewelyn/beginners-class-to-second-life
http://secondlife.com/whatis/faq.php
http://wiki.secondlife.com/wiki/Knowledge_Base
http://gwynethllewelyn.net/2004/11/10/beginners-guide-to-second-life%C2%AE/
http://secondlife.com/my/whatnext/video-tutorials/
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