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W e here at MOG were extreme-
ly intrigued by the idea
behind EverQuest’s Legends

server (aka Stormhammer) — for $40 a
month, you get to play on an exclusive
server with more quests and treasure, more
personal customer service, and more fea-
tures than you get at the normal level.

Since Legends had already been around for
several months before this premiere issue of
MOG was being prepared, there didn’t
seem much point in simply reviewing the
service (if you want to know exactly what
you get for your money, see
http://legends.everquest.station.sony.com/
showcase/home.jsp), but it seemed to us
there was one question that’s going to be
fresh in EQ gamers’ minds for months to
come, and that’s simply, "Is Legends worth
the money?"

We found two dedicated EQ gamers. Both
had tried the Legends server out, both had
left for their own reasons. (And MOG signed
them back up to Legends for awhile, to
make sure that changes on the server would
not have altered their opinions.) In the end,
they came to radically different opinions
about whether the Legends service was worth
its premium price. Hopefully their experiences
and conclusions will help other EQ gamers
who are contemplating whether Legends 
is a good gaming value for the money.

A little over three years ago, a new game
was brought onto the scene. It required a
3D accelerator, almost unheard of at the
time. And you would have to … GASP …
pay ten whole dollars a month! At the time,
there were not many pay-to-play games,
and many gamers thought the very idea was
absurd. Why pay for a game, they said,
when there are so many I can play for free?
Little did they know what the beast that we
know fondly as EverQuest would become,
raking in nearly half a million subscribers in
its three-year life, with more subscribing
even today.

A few months ago, Verant announced a new
plan for a server. Much was promised, such
as more quests, stellar service, a lower server
population, new exclusive zones, items
named after you, the player, and many other
things. However, the cost was to be raised
for this server, to $39.95 a month. Many
players were outraged at this, some citing
Verant’s words in the past that these things
were to be part of the original EverQuest
package. But some players, including myself,
pressed on, and gave this new venture a
shot. The big question is, is it worth it?

The Editors

The answer is yes. While on the surface, it
may sound like quite a bit to pay for what
may have been promised (to some degree)
at one time for $10 a month, Legends
proves to be a wonderful experience. I really
enjoyed my time on the Legends server, and
the only reason I quit was because I wanted
to be back on my home server with my
friends.

You Still 
Have to Work
First though, while nice, Legends isn’t per-
fect. If you’re already in a big guild, with lots
of friends, you may want to think twice
about what you want out of EverQuest.
Legends will provide a fun experience, but
you might have to leave your friends behind
to experience it. 

Another problem that some may run into is
the sheer amount of players in the high-end
game on Stormhammer. Crowding in some
of the higher-end zones here will be more
common than it would be on your home
server. Really, though, this isn’t as much of 
a problem as it would seem, and Verant is
actively working to come up with solutions
that would be fair to all the players, so
everyone can consistently enjoy the experi-
ence. 

Other than those reasons, the only other
downside to Legends is problems with the
game itself that we have all found a way
around. Things such as camping are still part
of EverQuest here, and contrary to popular
belief, Legends players aren’t given random
pieces of Vulak loot off of a large rat. Players
here still have to work for their rewards.
Downtime has not been eliminated, either.

EQ Legends: 
Worth Your
Money?

Yes! If You’ve Got the
Money, It’s Worth It.

By Brian “MrMoose” Beck

EQ LEGENDS: WORTH IT?

The answer is yes. While on the surface, it may
sound like quite a bit to pay for what may have
been promised (to some degree) at one time for
$10 a month, Legends proves to be a wonderful
experience. 
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Players here don’t get permanent full mana
or health, and aren’t invincible. Legends
players still play the same game, just with
more content to it.

All the Extras
So, what’s so good about Legends? Quite 
a lot. First of all, there are round-the-clock
GMs. I’m sure most of you have run into 
a problem one time or another where you
need the assistance of a GM, something a
Guide couldn’t fix. The guide tells you, "You
need to be on around so-and-so time to
catch the GM," but what if you have to work
during that time? Well, with Legends, you
don’t have to worry about that. 6am or
6pm, there will always be a GM around to
help you. Lose an item to a bug? No need
to try to be around for the GM when he
gets online, he will be there when you need
him. Since there are so many, they respond
quite fast to petitions, also. No more waiting
forever just because you got stuck under the
world!

Another huge plus for Legends is the near-
nightly quests and GM events. They vary
from small races across the globe, to Battle
Royales in the arena, to full-blown GM
quests, with their own rewards. The rewards
are normal, typical GM-event rewards, but
sometimes you will get an item exclusive 
to the server. You may even get the item

named after you, so when the item makes
its way to the other servers, your name will
be all over the place. Really, think about it,
wouldn’t it be nice to have a weapon or
piece of armor or robe named after you?

That also brings up another plus of Legends,
exclusive content. I’ve already talked a bit
about items exclusive to the server, but
there are also zones that will be only on
Legends for at least a few months before
they appear on the other servers. You will be
the first to see these zones, first to play in
them, and first to get the new loot these
zones contain. It is very fun to be one of the
first to explore a new dungeon, or to find
out how to "work" a new zone, with no
spoilers to ruin the experience.

Of course, these are only some of the bigger
reasons to give Legends a try. There are also

many smaller reasons you may want to give
this server a shot. The community of people
on Stormhammer is wonderful. Most of the
people here, even some of the "uber-guilds,"
are easy to deal with. Sure, you may have
your jerks, just like you would on any regular
server, but a lot of them don’t want to pay
$40 a month just to be rude. Also, if you are
lower level, the zones that you would nor-
mally hunt in are far less crowded than they
would be on your home server, as most 
of the population of the Legends server is
higher-end in level.

If the small problems don’t affect you,
Legends is quite a fun experience, and
worth the $40 a month. If you’re looking to
enhance your EverQuest experience, Legends
may be just the thing for you.

No! Four Months of Legends Is Not
Worth a Year of Normal EQ.

I played Legends for three months, and I
have to say that spending nearly what I
would spend for a whole year of normal EQ
was not worth it. Yes there were some good
things, and yes there were some bad things.
Just like on all servers.

Compared to the other servers, the Legends
server (Stormhammer) was filled with many
more NPCs in certain areas. At the time I was

playing, there were a bunch of skeleton-type
creatures deployed from Oasis to the Eastern
Commonlands. Some seemed remarkably
easy to kill for their levels, and they also
seemed to have more money on them than
normal. Imagine sitting in the Swashbuckler
caves and being able to pull non-stop blue
con mobs to 50th level characters, and get-
ting 5-10pp for each skeleton and rare gems

as well. This was how I spent my first night.
The game-play was the same; I just had
more money than I’d had in a while. This
was fun, and I didn’t have to go far to 
find it.

In the Oasis, there were named skeletons
around everywhere, and a Captain spawned
every once in a while to look for his lost
treasure. I tried asking a few people camping
the Captain’s spawn point about the treas-
ure, and was told it was their camp, and to
leave them alone. Well, there went the
thought that play on Stormhammer was
going to be a bit more mature. I guess jerks
can make enough money to afford playing
there as well. So, I left them, and went on 
sa skeleton killing spree, which is fun for us
Clerics. These guys dropped new weapons
that sold for some pp, and were a bit better
than rusty weapons.

By Brent “Durgle”Copeland

EQ LEGENDS: WORTH IT?

If the small problems don’t affect you, Legends is
quite a fun experience, and worth the $40 a
month. If you’re looking to enhance your
Everquest experience, Legends may be just the
thing for you.

I played Legends for three months, and I have to
say that spending nearly what I would spend for a
whole year of normal  was not worth it. Yes there
were some good things, and yes there were some
bad things. Just like on all servers.
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I got sick of this pretty fast, and decided to
try a new character.

I made myself a new Barbarian to see what
was going on up in the north. After playing
myself to about 8th level, and finding
absolutely nothing new up here — no sign
of quests, or new mobs, or new GMs — I
went and played with some friends on the
test server.

This is when we got a sneak preview of one
of the first events on Stormhammer … fast-
spawning creatures, in an out-of-the-way
area, that were dropping some nice items: 
a Haste belt, Enduring Breath items, skill-
increasing items, and fast exp for low levels.
This was removed a few days later on the
test server. These things ended up being in
the Marauder’s Mire event from what I
heard.

Props for 
Customer Support
But I digress – back to Stormhammer.
Customer support was one of the big things
that you got with Legends. Supposedly there
would be more GMs and Lead GMs avail-
able, and there were. I have to say that the
CS really was much better on Stormhammer.
I had a few issues that I could never get
resolved on regular servers, that were
resolved in one night. For example, a nam-
ing issue that had to be taken care of by a
Lead GM. On the other servers, I could
never seem to log on when he was on, even
after getting his schedule from other GMs.
That was a good feeling. I don’t really have
that many problems to need GMs all the
time, but it was nice that they were there
when I did need them. Most times there
were at least six GMs on when I checked.

With Legends you get a bunch of web-based
features as well. Most of the features you
can find on the net already, and they are
better because they are specialized in that
one feature, whereas Legends has thrown
these features together to make the service
sound better. 

For instance, the character equipment list for
your character was OK, but I still prefer
using Magelo (http://www.magelo.com).
Legends updates your equipment each
night, and it’s nice not having to enter it in,
but you don’t get equipment information
with this. You just get the name of the item
when you scroll over it, as an alt tag. In
Magelo, you get all the item stats, just like
you were looking at them in game. You can
also do more than one list, so you can list
your resist gear separately, or a wish list.
The only downside with Magelo is that it
doesn’t automatically update your equip-
ment.

The guild forums seemed useful, but I’d
rather use Ezboard
(http://www.ezboard.com) for all the fea-

tures it has. The forums are basically like the
normal EQ forums. You can add a guild log
to make it look better. These forums seem a
bit slow to me as well. In fact, most of the
web features seem slow to me. Ezboard has
many more features, like adding a sig, or a
personal photo (which Legends might add
someday). You have much more control
over who you let in to which forum, and the
design layout of the whole thing.

The Guild news and operations is nice, but
you always seem to have one web-savvy per-
son in your guild who is glad to take care of
this aspect as well. With Legends your guild
officers can program in news that the guild
members see when they log into the guild
area. This seems to help find out where and
when the guild is doing things. Maybe
because I always like messing around with
web pages, my guilds never had problems
with this stuff. My Legends guild even had
another person who had started a web page
for us, so what was the point of having in-
game guild information? Oh yeah, it was
easier to make our web pages look the way
we wanted them to, and to update them.

The mapping system is slow. I was going to
show a friend the system, and it took nearly
30 minutes to load in the data. About the
only feature that I like in the mapping sys-
tem is the ability to see where your guild
mates are playing before you log in, so peo-
ple without extra computers can go ahead
and print out maps or other information for
that area. But you still don’t know if that’s
where they’ll be playing all night. Maybe
they’re getting ready to leave, maybe
they’re just zoned out. You still have to log
in to find out this type of information. You
could easily log in and find out the same
information in less time that it takes to load
the information in on the web application.

Probably the best feature of Legends is the
calendar of events system. You can see when
things are going to be happening on the
server. I missed a few of the events that I
would have liked to go to. But once I found
the calendar, I could go find the events easi-
er. They just never seemed to be going on
when I could attend. Maybe I should spend
more time playing EQ.

I personally would rather play on a regular
server, and use the extra money to buy the
same specialized features off the net. They
end up being cheaper in the long run, with
better information, and better applications.
For instance, you could use Ezboard,
Magelo, eqmaps, and Allakhazams, all for
about ten dollars a month. 

Other Objectives?
I’ve seen quite a few of the things that they
have been working on the test server, which
will be moving to Legends. Some of the new
items have incredible stats on them. The
thing that bothers me about this, is that the
quest scripts that they run for these don’t
take a GM, so they could go on all servers
easily, but they will use them on Legends
first, and probably have the creatures be
tougher and drop inferior items when they
do go to the other servers. This seems to be
what you are really paying for on Legends.
You are paying for getting the new places
and items first, more treasure, and better
support. If those are the things you are look-
ing for, then the Legends server is for you. 

I have to wonder if Legends was more of a
test; a way for Verant/Sony to see how much
people were really willing to pay for an on-
line game, to help estimate what they
should charge for EQ2 and other new titles.
Or maybe that is why we got the price
increase recently. Did Legends not do as well
as they had expected, so they needed the
extra money from the regular servers? Or
did Legends do exactly what they wanted,
and prove to them that people would pay
more … so they raised the bar for all games
in one stroke.

Of course, these are just my opinions on
Legends. I might have missed all the good
quests and events that were on the server.
Maybe the GMs were busy with other things
when I had a chance to play. Or maybe I am
just plain blind, but that is why I left. It was
not for me and my few hours of playing
time each night. It might be wonderful for
the eight-hour-a-day EQ junky. Maybe each
person just needs to spend a month playing
and decide for him or herself.

EQ LEGENDS: WORTH IT?

It was not for me and my few hours of playing
time each night. It might be wonderful for the
eight-hour-a-day EQ junky. Maybe each person just
needs to spend a month playing and decide for
him or herself.
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