
The Charter of the Order of the Rook 

 

Contents 

 

Philosophy 

 

Article I: History 

Section One: The Beginning 

 Section Two: The Guild  

Section Three: Lore 

  

Article II: Conscription 

 Section One: Invitation 

 Section Two: Character Naming Policy 

 

Article III: Membership 

 Section One: Rank Structure and Governance 

 Section Two: Duties and Descriptions of Ranks 

 Section Three: Alternate Characters 

 Section Four: Functionaries 

 Section Five: Demotion of Rank, Inactivity, and Leaving Rooks 

 

Article IV: Conduct 

 Section One: General Behavior Expectations 

 Section Two: Group Expectations 

 Section Three: Raiding Policy 

 Section Four: PvP Policy 

 Section Five: Roleplaying Policy 

 Section Six: Guild Resources 

 Section Seven: Consequences for Charter Violations 

 

 

 

 

 

 

 

 

 

 



The Charter of the Order of the Rook 

 

Philosophy 

 

Rooks has been built on a foundation of loyalty, integrity, and selflessness. Each member has been selected based 

on his or her values, ethos, and character as a person. Our specific recruitment methods are designed to identify 

individuals with the potential to truly harbor these values. There is no individual that is greater than the Guild 

itself. There is no writing that takes precedence over the doctrine and principles given here. We are Rooks. We are 

everywhere, in every aspect of game play. 

 

Article I: History 

 

Section One: The Beginning 

 

We were founded as a Guild in World of Warcraft and we honor and respect our origins. Those who started our 

Guild started something that has become more than any of us had likely realized at the time. We thank Medduren 

and Grelmarith, our founders, for all the enjoyment and reward we have experienced in this Guild. Many have 

gone on beyond this. As such, our community and principals now extend beyond just one game. 

 

Section Two: The Guild 

 

The basic foundation of our rules is based on presenting ourselves in a respectful fashion in all aspects of our game 

play, creating a fun, safe and comfortable atmosphere for everyone to play, to allow the freedom for everyone to 

enjoy all aspects of any game played. These rules apply to Guild forums, Guild chat, Ventrilo, other Guild 

sponsored chat, public game channels, and public game forums. 

 

Section Three: Lore 

 

Come near the end of Lordaeron and its Knights of the Silver Hand, so was it deemed sound that several shrouded 

orders stand to keep the blessed knowledge in the church of Lordaeron from the conflagrations of the Scourge 

and, later, the misguidance of the Scarlet Crusade. Their errand was concurred, by those most wise, to be one of 

indefinite custodianship and fostering of the‚ faith‚ to the destiny of its people, Light carry them. 

 

As passed the years, these unambiguous sects of wardens came to be dispersed. So fell the known defining 

borders of jurisdiction and hierarchy amongst the Orders; the operations and goals of each were known only by a 

select, secretive elite. After Stormwind had come to be rebuilt, inexplicably and despite the divide, there was 

suddenly an edict given to all operating orders that a death of the Old Idealism should be heralded. From its 

passing, it came to be understood that these Orders were no longer custodians of the "Old Faith" but sentinels and 

wardens of a true political and spiritual balance across every society on Azeroth. 

 

Here in present times, with ever watchfulness and vigilance, the Orders are said to practice success in their subtle 

methods of regulation and control. 

 

The following is writing sent from the master of the Northshire Chapter Shrouded Order to his Wardens: 



“How Arthas has betrayed us and maligned the glory and good of Lordaeron! Even ourselves have we 

failed, for we have forgotten the Light and the purpose of the Silver Hand; some have gone to amble 

meaningless paths while others fall and embrace what is now a perversion of our former order, marching 

under the Scarlet standard. 

 

Blinded by the brilliance of our own assumed righteousness, the cause many of us now follow has been 

reduced to nothing more than a curse on the name of Uther himself. 

 

For what has been done to the vigil of truth and order that the Silver Hand once was, and to what has 

been done to even the philosophy of The Light itself, we now must found a new order. 

 

Ours will be the invisible hand that works against the unjust and corrupt and the self-righteous, good, But 

we will not make the mistakes of our masters, however, nor will we make the mistakes of our corrupted 

brethren; we will be watchful and sparing but deliberate in our actions and veiled as we conclude them. 

 

As a matter of balance, our numbers will not just include disciples and knights of our philosophy, but the 

Elves of Elune, and the Earthen, and the Tinkers, and the Beasts of Gilneas, and the Pandaren, and all of 

their kind who have been selected by The Light‚ judgment as revealed to me. From scoutsmen to arcanists, 

to even practitioners of dark magic and the Death Knights banished by Arthas himself, the order will be 

formed without prejudice. 

 

This order‚ binding shall transcend all conventional politics, bloodlines and borders. The clandestine 

motion of our peace and balance directive shall be sustained through covert means and by all members of 

Azerothian society who have been chosen to contribute. 

 

As a symbol of the divine providence that has been afforded us, we shall carry the emblem of the rook and 

henceforth, call ourselves Rooks.” 

 

Article II: Conscription 

 

Section One: Invitation 

 

We do not invite based on class, item level, or player skill; we solely invite based on whether an individual meets 

the definition of a Rook according to the principles standardized within this Charter. To be considered for 

membership, simply follow these steps: 

 

● Be at least 18 years of age or older. If you do not meet the minimum age requirement, be prepared to 

participate in a lengthier interview, obtain recommendations from at least two current Rooks, and spend 

more time in our probationary rank. 

● Be sure that your character name adheres to our Character Naming Policy. 

● Participate in a brief interview with a ranking officer. 

 

Rooks is not an “open-invite” guild. We go to great lengths to be sure someone will fit the Rooks culture before we 

extend an invitation. The above steps are guidelines and each individual applicant will be evaluated on a case-by-

case basis. 



Section Two: Character Naming Policy 

 

Rooks' policy on character names is as follows: 

 

● No names which include "leet" (Lolpally, Xxnewbxx). 

● No names that are vulgar, offensive, or insulting (even mildly) in any language. 

● No unique names that reference real people, celebrity status or otherwise (acceptable: Ross, Lombardi; 

unacceptable: Obama, Beyonce). 

● No names of popular characters of a well-known media that are licensed or trademarked. 

● Any other names which are determined to be "Restricted" under Blizzard's official naming policy. 

 

Officers have the final say on what is or is not acceptable. Rooks follows and supports the naming policy of 

Twisting Nether, which is an RP server. This includes both the regular Blizzard naming policies as well as 

Roleplaying Server naming policies. Names that are "non-fantasy or non-medieval" fail to support this policy. 

 

If your name is found to be in violation of this policy, but would still like to be considered for membership here are 

some recommendations for creating names: 

 

● Avoid referencing classes, specs, or abilities in your name. 

● Avoid referencing material or words that do not occur or make sense in a medieval or fantasy setting. 

● Avoid accents, unless you can defend why they are necessary as part of your character background. 

 

Azeroth is a big place and has a lot of cultures. As a Rook, your character’s name not only reflects you, but the 

Guild as a whole. Please, put some thought into your character name. Be respectful and creative, and when in 

doubt, contact an Officer. 

 

Article III: Membership 

 

Section One: Rank Structure and Governance 

 

Ranks 

 

The Guild is broken down into ten degrees and three tiers of influence: 

 

Third Arch,The Supreme Council 

Grand Master, Tenth Degree 

Councilor, Ninth Degree 

 

Second Arch, The Consistory 

Executor, Eighth Degree 

Adjutant, Seventh Degree 

Evocatus, Sixth Degree 

Exemplar, Fifth Degree 

 

 



First Arch, The Sequory 

Cleric, Fourth Degree 

Acolyte, Third Degree 

Absente, Second Degree 

Novitiate, First Degree 

 

Governance 

 

Currently, all heavy decisions are made via a two-thirds vote from The Supreme Council. Each degree beyond 

Novitiate has the authority to propose an initiative to the Council to be voted upon, granted the member has at 

least three separate endorsements from three members in his or her own Arch. The endorsements are a platform 

for receiving additional viewpoints on topics that an individual believes needs the attention of the Officer Core 

before presenting said initiative. This is conducted through a private message via the website to any Councilor or 

the Grand Master. 

 

Section Two: Rank Descriptions and Responsibilities 

 

Guild Members 

 

● Novitiate: Probationary rank upon joining the Guild. 

○ Requires a basic understanding of the Guild culture.  

○ Minor Guild resource privileges. 

○ Bearer's membership subject to termination without official warning. 

● Absente: Rank for those who have taken an extended leave of absence. 

○ Any Rook who has not played on any of his or her characters for three months will be moved to 

the Absente rank. 

○ Upon returning, an Absente may petition to an officer for promotion to full Guild membership. 

○ Guild resource privileges equal to that of a Novitiate. 

● Acolyte: Full membership of the Guild for those who wish to enjoy the benefits without too much 

responsibility. 

○ Requires an understanding and exhibition of the Guild culture.  

○ Must be in the Guild at least two weeks without incident and complete an application at 

therooks.net before achieving this rank. 

○ Minor increase in Guild resource privileges. 

○ Allowed right to petition and receive warnings. 

○ No authority over Novitiates. 

● Cleric: Rank for those who have taken extra responsibility to aid others within the Guild or the Guild itself.  

○ Knows the Guild charter and recognize it’s importance.  

○ Other Guild members may request that those who have helped them be promoted to Cleric.  

○ Minimum two months without incident as Acolyte.  

○ Increase in Guild resource privileges. 

○ Responsible for mentoring those of a lesser rank. 

● Exemplar: Highest non-officer rank for those who have gone above and beyond to help others, mediate 

conflict, and lead events. 

○ Demonstrates great understanding of the Rooks culture and can explain it to others.  

○ Consistently defines themselves in a positive fashion; lives by the charter. 



○ A Cleric may be nominated to become Exemplar by another Cleric, Exemplar, or Guild Officer.  

○ Nominations must be approved by The Supreme Council. 

○ Increase in Guild resource privileges. 

○ Ability to post Guild Events on the Calendar. 

○ Responsible for mentoring and moderating those of a lesser rank.  

● Evocatus: Retirement rank of Guild Leaders and Veterans. 

○ For members of long standing commitment, sacrifice, and unwavering loyalty to the Guild.  

○ These individuals will no longer have leadership obligations as detailed for those of the Second 

and Third Arch, but they may be called into service if the Guild requires their talents and wisdom.  

○ This rank is given per final decree by The Supreme Council.  

○ Any member of this rank is to receive the utmost respect from all members of the Guild.  

○ Guild resource privileges equal to that of an Exemplar. 

○ Ability to post Guild Events on the Calendar. 

○ Ability to invite Alternate Characters to the Guild. 

 

Guild Leaders 

 

Officers have committed to making tremendous sacrifices to ensure the environment in which we play is safe, 

peaceful, fun, and fair. Officers are individuals who are deserving of respect of these sacrifices and should be 

treated and addressed as such. 

 

Officers know the Guild charter and the Guild culture well and strive to promote and enforce them. As such, all 

Officers have the ability to: 

● invite new members to the Guild 

● promote and demote members of a lesser rank 

● remove members from the Guild 

● change Member and Officer Notes 

● participate in Guild Officer Chat 

● ask questions on applications 

● participate in Officer Meetings 

● ask questions on applications and in new member interviews. 

 

Since Guild Officers carry additional burdens of responsibilities, we do ask the following of our Officers: 

● Do not maintain an Alternate Character in another Alliance guild on the same Realm, except in the case of 

a “Bank Alt Guild.” You are a leader of this guild and your presence and activity in other guilds take away 

from your ability to lead this one. 

● As an Officer, you are required to have a Battle.net Authenticator attached to your account. You will have 

high-level access to many of our Guild Resources and an Authenticator is an extra level of protection to 

prevent loss of said resources if your account is compromised. 

 

Rooks Officer ranks, including descriptions and responsibilities, are as follows: 

 

● Adjutant: Probationary officer of junior rank. 

○ An Exemplar must be nominated by an Officer to become an Adjutant. 

○ Expected to help Guild Members and participate in Guild Events. 

○ Mediate conflicts and resolve issues under the guidance of full officers. 



○ If at any time an Adjutant wishes to rescind his or her status, or, if it is determined by The 

Supreme Council that an Adjutant cannot maintain his or her responsibilities, an Adjutant may be 

demoted back to his or her rank prior to promotion. 

● Executor: Full officer of junior rank.  

○ After a minimum of one month served, The Supreme Council may nominate an Adjutant to 

become an Executor. 

○ Mediate conflicts and resolve issues independently. 

○ Requires outside-of-game communication with other full officers and knowledge of Guild policy 

and politics.  

○ Directly interacts with Adjutants and Exemplars when issuing administrative orders/dealing with 

concerns.  

○ Enacts the will of The Supreme Council. 

● Councilor: Senior officer and voting member of The Supreme Council. 

○ Once an Executor has shown consistent and upstanding officer qualities for a minimum of one 

year, he or she can be promoted to Councilor. 

○ Promotion to Councilor may only be initiated by a nomination from a current member of the 

Supreme Council. 

○ Consistently defines themselves in a positive fashion, lives by the charter. 

○ Oversee the work of the Executor and vote with the Guild Leader(s) on The Supreme Council.  

○ Requires heavy outside-of-game communication with other full officers and be wise to all Guild 

happenings. 

○ Work closely with the Guild Leader(s) to help enforce policy. 

○ There shall be a maximum of three Councilors at any given time. 

● Grand Master: Guild Leader positions. 

○ The Grand Master mediates all disputes between officers. 

○ In cases of a tie among The Supreme Council, the Grand Master is entitled to an extra vote to 

help resolve the issue at hand. 

○ Promotion to this is rank is at the will of the current Grand Master. 

 

Section Three: Alternate Characters 

 

Alternate Characters in Rooks will match their corresponding Main Character Guild Rank. Additionally, you are free 

to have an alt in another guild, provided you maintain your presence in this one. We want to encourage people to 

focus on a particular aspect of play (be that raid progression, rated BGs, hanging with real-life friends in their own 

guilds, etc.) that may already exist or are later found to be outside the Guild. Please note that any Rook with an 

Alternate Character in another guild may not be promoted beyond the Cleric rank in Rooks. This is to limit the 

conflict of interest that may occur regarding Rooks Guild inactivity and Guild Resource privileges. Rooks Officers 

are not permitted to have alternate characters in other guilds. 

 

In being a Rook, you must also maintain the level of respect and common decency that we hold; having your alt 

elsewhere is not permission to troll trade or be rude or offensive. With this in mind, please talk to an Officer (mails 

and forums posts do not count) before you move an alt to another guild. 

 

We'd still like for our members to consider Rooks their home, and as such expect people to maintain a certain 

amount of activity and participation within the Guild. See the “Demotion of Rank, Inactivity, and Leaving Rooks” 

section below for more information. 



Section Four: Functionaries 

 

Functionaries are forms of specialized leadership. They are unique in the fact that they are complementary to 

Guild rank, but within their area of expertise, are the absolute authorities, save versus The Supreme Council. A 

member must be of at least Exemplar rank to hold title. Titles may be applied for by petitioning The Supreme 

Council. Available Functionary titles are as follows: 

 

● Master/Mistress of Estate: Maintain and operate the Guild vault. Keeper may have absolute access to the 

assets of the Guild; first pick on submitted items and will be allowed a 5 per cent salary of Guild bank gold 

total every two weeks. 

● Master/Mistress of Campaigns: Leader and master planner of Battlegrounds stratagems. Holder shall be 

responsible for planning world and battlegrounds PVP events. Members, while in attendance to any of 

these official events, will answer to the holder regardless of rank. While in any battlegrounds situation 

with the Master of Campaigns, every Rook will take direction from him. 

● Master/Mistress of Revelry: Plan RP events, organize Guild tavern. Holder shall be the coordinator of all 

non-PVP or administrative events and activities. 

● Master/Mistress of Conscription: Oversees recruitment, manages promotions and is the final voice on 

enlistment requests. 

● Master/Mistress of Archives: Guild historian and chronicler. Responsible for photographing and 

journalizing Guild events and posting their work on the Guild website. 

● Master/Mistress of Arms: Main environment raiding leader and planner. Determines gear prerequisites 

for instances, new raid content versus old content ratio, and delegates other raid leaders to run additional 

instances. Final word on raiding gear and pattern distribution. Authorized use of bank raid material as 

needed. 

 

Section Five: Demotion of Rank, Inactivity, and Leaving Rooks 

 

Promotions within Rooks are given serious thought before being implemented. If after a promotion is earned and 

either you or a current Officer determines that you are no longer fit for that particular rank due to behavior or 

inactivity, a motion to demote will be brought before The Supreme Council. Just as promotions are given serious 

thought and attention, so are demotions. 

 

If a Rook knows he or she is going to be inactive for an extended period of time, contact an Officer. It will be noted, 

and no action of removal for inactivity will occur. 

 

If an individual allows his or her character(s) to be inactive for an extended period of time without contacting an 

Officer, that character(s) may be removed from the Guild roster during ranks review and purge. A character will 

need to be inactive for a minimum of a month before being demoted to the Acolyte rank. After two months of 

inactivity, your character will be demoted to the Absente rank where it will remain for up to a year. After one year 

of inactivity, your character(s) may be removed from the Guild. 

 

If at any point a member decides to leave Rooks, in any game environment, it is humbly requested that you inform 

the Officers. The Officers do care about losses within the ranks of Rooks, and we can potentially rectify situations 

that cause an individual’s desire to leave. 

 



Article IV: Conduct 

 

Section One: General  Behavior Expectations 

 

These rules apply to communication with other Rooks: 

 

● No negative references to race, religion, sex or sexual orientation. Any and all forms of discriminatory 

language or bigotry are not tolerated. 

● Harassment of an individual or other group is completely unacceptable. Approaching someone in 

character does not excuse you from this. If someone asks you to leave them alone, you should do so. 

● Do for yourself first then ask from others. Rooks members have a long history of standing on their own. It 

is a part of the very character searched for in becoming a member of Rooks. When a Rook requires aid, it 

is generally in the most dire of circumstances. It is thus important to rally to the call when your fellow 

members request aid. Help when you have availability. 

 

These rules apply to communication with others outside of the Guild: 

 

● No leet speak. 

● No spamming. 

● No trash talking. 

● Do not be sucked into any derogatory forum or public discussion. Ignore it. Rooks are better than that. 

Use your head. You'll know it when you see it. 

 

If you look good, we look good. Each member of Rooks is expected to act appropriately in every situation that they 

are in, in all aspects of any game community. Every interaction with unknown or newly met individuals is our first 

impression, not just of the single member of Rooks, but of the Guild as a whole. 

 

Represent the Guild as a group of people who are kind and respectful. 

 

Section Two: Group Expectations 

 

Group Expectations are obviously going to have slight differences between each gaming environment supported by 

the members of Rooks. Each environment will have its own living document for those rules and will be labeled as 

such for each game. Basics specifics inherent to all group rules are thus: 

 

● No bailing on your groups. If you join a group or raid, you have made a commitment. If you come to a 

situation where you may need to leave early, you must communicate it as soon as you are aware. 

Recognize that leaving impacts other people, and apologize accordingly for any inconvenience/difficulty 

you may cause. 

● Group Leaders communicate and enforce the grouping rules established within a given game 

environment. Leaders also establish the stratagem that will be executed for a given encounter or event 

within a game environment. That being said, Leaders have final say in direction, stratagem, and execution 

of said grouping rules. 

● No Group Leader is above the principles of the Rooks. When a final decision is to be made, in any form 

around the Group, the Leaders’ decision is bound by said principles within this doctrine. 



● Group Leaders should use available advice and work with their group to achieve success, not dictate or 

mandate. The members in these groups are there to work with each other and work with their Leaders, 

not work for any one individual. The concept of working for would incur a mild form of slavery, display an 

outward sign of dictatorship/dominance over individuals, and is unacceptable. 

● No ninja looting or complaining about loot you are not awarded. 

● Any disagreements during the course of the group’s engagement/encounter are to be discussed after said 

engagement/encounter is complete. These are good discussions to be had after a group event, as it allows 

everyone involved to bring their minds together as a team to conquer their goal engagement/encounter. 

If, in the unlikely event, it is found that an individual cannot continue with an engagement/encounter 

until a disagreement has been neutralized, the Group Leader can decide at that point to stop the current 

engagement/encounter to further discuss, or offer the individual the option of leaving the group, on the 

grounds that further discussion will happen immediately after said group’s engagement/encounter is 

complete. 

 

All other game specific group rules to be documented separate from the core standards written here. 

 

Section Three: Raiding Policy 

 

No Rook is obliged to partake on our raiding efforts, however when interested, they are encouraged to do so. 

 

The most important thing to remember about Rooks raiding, and really, all group play in general, is to have a good 

time. Our aim is to offer a safe and good-natured environment in which our Rooks to practice raiding. However, 

this doesn't mean have a good time at other people's expense. 

 

Be understanding of players attempting new encounters, and remember that they are fellow Rooks, who are there 

to enjoy a group activity with you. On the flip side, if you are a new player, do your best to inform yourself to the 

encounters, so you may also enjoy the content and not feel lost, should the raid leader's explanation be 

ineffective. 

 

While advice or constructive criticism is appreciated, pointing fingers is not. The Raid Leader ultimately is the one 

to decide stratagems, and suggestions are appreciated mainly in whispers. 

 

Main and Alt Declaration 

 

For all Guild-supported progression raids, an individual will need to declare a Main Character before participating. 

Once selected, this is irreversible for three months. This is to prevent any one player from unfairly gearing all of his 

or her Alternate Characters before other group members' Main Characters are able to earn gear. 

 

Progression Raiding 

 

These will be up as a Guild Event on the in-game Calendar. Members must feel that they are ready for the instance 

and able to commit to the entire duration of the set raid time before signing up for. Appropriate item-level gear, 

gems, enchants, and reforges are mandatory. Invitations to the Raid Group are at the discretion of the Raid Leader 

and not always done on a first-come first-serve basis. 

 



Do not feel bad if you are not invited! Raid Leaders and Officers do their best to make sure as many people as 

possible can be included in Guild Events. Progression Raiding is a time-consuming, difficult endeavor and choices 

for invitations will be based on many factors, including skill, class and spec requirements, and consistent 

availability. There are always other events happening for members to join. 

 

The Loot Rules involving the Progression Raid environment are very basic. They are designed so that a player will 

get one item per raid per week. For example: 

 

● An item drops that both “Player A” and “Player B” want; if “Player A” has won 1 item and “Player B” has 

won 0 items, they both roll and “Player B” will win said item. 

● Now, “Player A” and “Player B” both want another item and they have both won 1 item; “Player A” and 

“Player B” both roll and whoever rolls highest will win said item. 

 

A few rules regarding priority of pieces of loot: 

 

● Rooks currently prioritize Mains above Alts, and Main-Spec above Off-Spec. Mains should roll for a Main-

Spec item during the Main-Spec Roll and roll for Off-Spec items during Off-Spec roll. Additionally, if a 

Player brings an Alt to the raid, then he or she should roll for items during the Off-Spec roll, even if it is for 

their Main-Spec. 

● If you win a Main-Spec item, you can keep rolling. You will defer to someone who has won fewer times 

than you if they roll. Off-Spec and trash drop items do not count towards your item limit. 

● Gear with Hit will be given to DPS before Heals, and gear with Spirit will be given to Heals before DPS. 

● Armor will be given to players who primarily use that armor proficiency. For instance, a cloth piece will go 

to Mages, Warlocks, and Priests before it goes to a Druid. 

● Melee weapons will be given to melee classes before ranged and ranged weapons given to ranged classes 

before melee. 

● BoE gear will be rolled as Main-Spec only. The item must immediately be equipped when won, but you 

can go back to your original item after. 

● Material items required for crafting - such as orbs, motes, and other quest items - will be subjective to 

supply and demand. The Raid Leader may reserve said items for the Guild Bank or initiate a roll at the 

conclusion of the raid for players who did not win any other gear. Raid Leader must declare his or her 

decision prior to the first trash pull. 

● Roll on upgrades! No "saving rolls,” every upgrade counts so that we can all do better as a team. 

 

Loot will be distributed based on the above honor system; always "Need" before "Greed," where each player is 

gracious and understanding to their peers. The Rooks motto is, after all, "Be excellent to each other!" 

 

Raid Leaders need to be sure to clearly communicate all aspects of how they intend to proceed with the raid, 

including the loot rules, before starting the raid. Clarifying this before an encounter will make loot distribution 

quicker and clearer. 

 

Note: It is also highly recommended to set a start and end time for your raid. End times are specifically important 

as you do not want to incur burnout of the raiders, and allows people to schedule their time appropriately with 

real life activities, etc. 

 

As new content is released in the game we can all expect changes in raid structure, which will impact raiding 



mechanics, class mechanics and loot distribution.  Remember, it is not about the loot, the progression, or the raid 

itself.  Rooks Raids exist to enjoy the camaraderie of friends as we achieve victory over our foes. 

 

Personal Loot System Raiding (LFR and Flex) 

 

Introduced in Patch 4.3, players are able to queue for raids through the LFR and Flex Raid systems. Rooks using the 

Looking for Raid tool should still uphold the basic conventions for standard Guild raids. 

 

The Personal Loot System uses an algorithmic system to automatically distribute loot to individuals in the raid. 

Players can currently save "Bonus Rolls" by collecting currency to increase their chances of winning loot. 

 

Since all loot is automatically distributed by the game in these raiding situations, simply remember to always be 

excellent to each other and to have fun, but not at the expense of other players. 

 

Section Four: PvP Policy 

 

Just as Rooks group together for Player versus Environment encounters (Dungeons, Scenarios, Raiding, etc.), many 

among our ranks enjoy Player versus Player encounters (World PvP, Battlegrounds, Arenas, etc.). 

 

When organized, these events will be posted on the Guild Calendar for sign-up. However, most PvP initiatives are 

rather spontaneous and will be discussed in Guild Chat. If you are interested, simply speak up and you will more 

than likely receive an invite. 

 

While participating in PvP, please adhere to the following etiquette: 

 

● No griefing. 

● No excessive camping; treat your enemies with honor. 

● There is no set time frame of camping as each situation is different. We demand retribution on those that 

seek to harm our members. Rule of thumb: The enemy can receive, up to, 2 times return for the actions 

they have chosen. Example: If someone camps a Rook for 10 minutes, camp them for 20. 

 

As in any Group environment, please be sure to follow the Group Expectations as listed above. 

 

Section Five: Role-Playing Policy 

 

As we are part of a roleplaying server, thus Rooks shall stay within the Realm's roleplaying rules. Rooks shall be 

respectful of the roleplaying around them, and when interested, are also encouraged to take part in it. To do so, 

consider the following: 

 

● Create a name that fits within the World of Warcraft universe. Remember that rules for roleplaying 

servers are in addition to the regular Naming Policy. "Iwillcrushyou", "Roguesftw" and "Shammysrule" are 

examples of names that would be against the Roleplaying Naming Policy. 

● Stay in character in /say, /yell, in emotes, or any other channel used for roleplaying. This means no 

discussion of real life events or people in these areas. Players should also take the time to spell out words 

and phrases. Refrain from using internet jargon and acronyms such as "lol" or "pwn". 



○ An example of what is to be expected on a roleplaying server, using a pirate theme based 

character: 

■ “Ahoy mateys! Ya'll never guess what loot was that ol' witch packin' into the treasure 

chest” 

■ “All beak and no bite as usual Salty, spill the beans or take a walk down the plank!” 

○ Also, an example of what is NOT acceptable on a roleplaying server: 

■ “rofl guys i just pwned 5 nubs in stv” 

■ “ORLY?” 

■ “yarly!” 

● Maintain a positive atmosphere for roleplaying. Harassment of other players is never tolerated. 

● Under certain circumstances, however, shorthand and acronyms are indeed used. In combat situations or 

raids, "battle jargon" is generally acceptable, as one would definitely evolve to convey the most strategy 

in the fewest and shortest words. Directing parties using fully worded "There is a patrol incoming, please 

move to my location," while atmospheric, would prove less effective than a brief "pat inc.” 

 

All of this considered, a Rook is not forced to partake in roleplaying activities, should he or she wish not to. 

However, if desired, any member is welcome and encouraged to take initiative if they wish to roleplay. When 

needed, ask an Officer to facilitate any type of event or gathering that you may wish to partake or set up. 

Members are expected to act reasonably in character when engaging in such roleplaying activities. 

 

Section Six: Guild Resources 

 

Please take items from the Guild Bank responsibly, and to your best ability, try to replace an item taken with 

another item of similar value. If you don't have access to a certain tab, contact an Officer. We appreciate all of your 

donations to the Guild Bank. 

 

Names and descriptions of our Guild Bank Tabs are as follows: 

 

● Universal 

○ Security status: Acolyte and up. 

○ Acolytes and up may take freely from this tab based on their daily allotments.  

○ Items will routinely be rotated in and out of this tab based on need, and inactivity of items. 

● Professions 

○ Security status: Cleric and up. 

○ Clerics and up may take from this tab responsibly. If you're unsure if what's okay - please query 

an Officer in game via tell, in-game mail, or the forums. 

○ Items include materials for profession-leveling. 

● Rooks Books 

○ Security status: Cleric and up. 

○ Clerics and up may take from this tab responsibly. If you're unsure if what's okay - please query 

an Officer in game via tell, in-game mail, or the forums. 

○ Items include recipes and glyphs. 

● The Armory 

○ Security status: Cleric and up. 

○ Clerics and up may take from this tab responsibly. If you're unsure of what's okay - please query 

an Officer in game via tell, in-game mail, or the forums. 



○ Items include armor and weapons, primarily for Transmogrification. 

● Consumables 

○ Security status: Exemplar and up. 

○ Exemplars and up may take from this tab responsibly. If you're unsure of what's okay - please 

query an Officer in game via tell, in-game mail, or the forums. 

○ Items include food, flasks, and potions. 

● Enchanting 

○ Security status: Officers only. 

○ Any non-officer may query an Officer for items in question. Enchanting materials that are of high-

demand will be sold for 1/2 of the auction house price. 

○ Items include materials used primarily for enchanting (dust, shards, etc.). 

● Valuables 

○ Security status: Officers only. 

○ Any non-officer may query an Officer for items in question. Items will be given based on needs of 

the Guild and Main Character status. Epic gear and high-demand items will be sold for 1/2 the 

auction house price, or traded for another epic of equivalent value. 

○ Items include current-tier gems and gear. 

● Epics 

○ Security Status: Officers only. 

○ Any non-officer may query an Officer for items in question. Items will be given based on needs of 

the Guild and Main Character status. Epic gear and high-demand items will be sold for 1/2 the 

auction house price, or traded for another epic of equivalent value. 

○ Items include current-tier gems, gear, mats, etc. 

 

Section Seven: Consequences for Charter Violations 

 

The purpose of a game is to have fun; the purpose of Rooks gaming is to have fun, but not at the expense of 

others. The core values of a Rook are loyalty, integrity, and selflessness. In any social gaming environment, when 

real people are at the core, guidelines are necessary to maintain our philosophy. 

 

Our Charter exists to maintain this type of gaming environment. When a player violates this Charter, and the 

guidelines within, he or she is sacrificing the enjoyment of someone else for his or her personal gain or pleasure. 

The individual consequences for violating this Charter are as follows: 

 

● Violations of this charter and its outlined definitions will constitute in a warning. 

● A player will receive two warnings of charter violations before being removed from the Guild. 

● These warnings will be documented and the individual receiving them will be notified. The explanation for 

the warning will also be given at the time of notification and documentation. 

● Novitiates are exempt of said due process as they are currently in a probationary rank. 

● Warnings expire after six months. 

● There are circumstances where conduct may warrant immediate removal from the Guild. These situations 

are generally some form of betrayal to Rooks, gross misconduct, or severe insubordination. In all 

situations, they will be reviewed case by case, and The Supreme Council will make the final decision. 


