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Disclaimer

This book discusses numerous forms of play. The fact that they are discussed should
not be read as encouragement or an endorsement. Some of them are very dangerous,
illegal, or both. While we discuss some of the hazards and safety considerations, we
do not cover all the problems and dangers of any form of play. Only the organizers
and participants of a game can take responsibility on how a game turns out. The
authors or the publisher do not take any responsibility regarding the use of this book.

-

Please visit the book’s official website and blog at http://pervasivegames.wordpress.com
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