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RULES BRIEF

INTRODUCTION

In this game, a select few of you will play the same characters throughout the game. These characters, the "Car characters," will be a group of Vampire: The Trademark LARP players whose car has broken down on a rural road on the way to Ithacacon, a local gaming convention. (The state you're in, and what town you're going to or from, isn't important to the game. Don't sweat such details, or assume you're in the same state the players are in.)

Everyone else will play Horde. Horde will be playing characters that the Car characters encounter. Horde players change characters throughout the game, with name badges/stickers to give character descriptions. Descriptions on badges/stickers are important for Horde characters, don't forget to include them.


If you are a Car character, read these rules and your character packet and concentrate on playing your character. Horde should understand these rules as well, as well as the special rules for each Horde character.

In any case, if you are playing a Horde character, you will be given a badge/sticker and a brief character sheet, perhaps with instructions or special rules. There will be suggested names under the character type; name your character from the list or make one up. The underlined names are special suggestions.
 
As Horde, you may play a character until you get tired of it or until a game moderator (a GM, one of those running the game) tells you to stop; in either case say goodbye and go to a GM for a new character. If you like a character, feel free to stick with that character until told to stop. Rarely, a GM may send you back as the same character if you didn't play the character long enough.

Whether you are a Car character or a Horde character, you'll find a list of Items and a "Forfeit" listed on your sheet. The Forfeit is explained later in the "Running Away" section below under "Cards", and the Items are explained below.

IMPORTANT: THIS IS A COMEDY GAME. REMEMBER, FRUSTRATION AND FAILURE IS OFTEN FUNNY. Try to accomplish your goals, but do not be surprised or upset if they are very difficult or impossible. When things get rough, ham up your misfortune for comedic value.  Even if you suck at something, try doing it anyway. The results will be interesting!
ITEMS


If your character has items, they'll be listed on your sheet. The GM should either give you an appropriate item card or a prop to represent it. Item cards will say what game effect the item has, if any. Items can be freely traded or they can be stolen from you (see below).


Money is represented by an item card, which will say something like "five-dollar bill" or somesuch. There is no change, unless you make it to a gas station or something.
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Each Car character has a cell phone, which is so integral to the character that it cannot be stolen. Given this, these cell phones the Car characters have don't require an item card or prop, and aren't even listed on the sheet. When making or answering a call, a Car character makes the classic bananaphone sign, shown on the left, or uses the player's cell phone (if any) as a prop.


None of the cell phones have email. When you make a call, tell a GM or the Phone player, if there's a Phone player in play. The GMs or Phone player will also say when you get calls. (The Phone player is a special Horde player that might or might not be in play.)

THE CAR


The car is represented by an actual car, or else by four or five chairs pushed together or a couple of small couches. In an actual car, the doors should be left unlocked, and for a simulated car, it's considered to be a four-door car with doors on the sides. In either case, from an in-game perspective any Car character can always get into the car. Jack (one of the Car characters) has the car keys, which are an "unstealable," unlisted item like the cell phone. Horde characters can only get into the car if someone already inside lets them in, or if they have a special ability on their sheet that gives them access.
CARDS
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Thirteen playing cards from the suit of "clubs" are used in this game. They range from Ace to King, with Ace being the lowest card and King being the highest. The order is thus, low to high: 
A 2 3 4 5 6 7 8 9 10 J Q K. 


If you are a Car character, you will be dealt one card at the start of the game. If you are Horde, you'll be dealt one whenever you get a new character. As Horde, when changing characters, give your card back to the GM so the GM can shuffle it back into the pack.

The cards are used to resolve four kinds of actions: Fighting, stealing, running away, and sex. Well, sex isn't really resolved by the cards, but it affects the cards.


When multiple people want to do an action that requires cards, they're resolved in the order they were declared. You can hold your card up when you want to do something that requires a card to make it more clear who wanted to do something first. The GMs may arbitrarily change the order of actions if people argue. Try not to argue.

There is generally no "group action" or "ganging up". Just resolve things in order, as mentioned above. Running away is a little special, and is explained below.
Fighting


If you want to fight someone, you have to be within arm's length (even if you have a gun). The two of you compare cards. The one with the higher card wins. By default, the loser is knocked out for five minutes. If the loser is Horde, the can choose for that character to remain unconscious throughout the game and switch to a new Horde character; leave any items in a pile to represent the "body". Also, some Horde characters have special effects when they win or lose the fight listed on the sheet.


Optionally, the winner can pin the loser down. Neither can move until you let go or someone else wins a fight against you.

Theft


If you want to steal something from someone, name the item you're stealing and compare the cards. The person with the lowest card wins. If the winner is the thief, the thief gets the item requested if and only if the character actually has the item, but isn't caught in any case. If the winner is the "victim", the winner noticed the attempt at theft and the attempt fails. The thief can request simply "money", in which case if he wins, the loser must give up any one money-related item card of his or her choice.  Also, some Horde characters have special effects when they win or lose at thieving attempts on their sheet. Theft automatically works on someone who's unconscious, pinned, or busy pinning someone down. Specify an item to get it, or spend three minutes "going through the pockets" to get everything. Note: The only kind of clothing that can be stolen is a hat.
Running Away: Forfeit

You may run away from the scene. Everyone within arm's length when you declare this can try to stop you. Compare cards. If your card is lower than that of everyone who is trying to stop you, you escape. Otherwise you don't. This is the only time "ganging up" is possible.


Escapees are affected by the Forfeit of the person with the highest card who tried to stop the flight. Failed escapees are affected by the Forfeit of the person with the lowest card who tried to stop the flight. Either way, if the Forfeit is "None", you're fine. Some Horde characters have special effects when they escape or don't escape listed on the sheet. Horde players who escape get a new character. If you are a Car character, you can only escape for up to ten minutes and then you have to return to the game space.

This is the important thing to remember: The person running away, succeed or fail, is going to be affected by the Forfeit on the character sheet of one of the people who tried to stop the escape. Usually this is one person, but if not, see above. And to be clear: Every character has a Forfiet on the character sheet.
Making Love


If your character is going to have sex with another character, this is simulated by the two of you going out of game for five minutes. Both players have to agree or the "sex" doesn't happen. Anyone who is looking at you when you go out of game knows what's going on. You can be prevented from going off to have sex with the escape rules above, should someone be so inclined. After having sex with someone, you must trade your cards. Some Horde characters have a special effect on their sheet triggered by sex. "Making out" is simulated exactly like sex, but it only takes three minutes.
SAFETY


No matter how excited you are in-character, don't move faster than a brisk walk or climb on things.

Combat and other tomfoolery is simulated by the system above, don't actually hit anyone. Don't do anything actually illegal. Don't be stupid.
"AN UN-CONVENTIONAL ODYSSEY"
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RULES BRIEF

INTRODUCTION

In this game, a select few of you will play the same characters throughout the game. These characters, the "Car characters," will be a group of Vampire: The Trademark LARP players whose car has broken down on a rural road on the way to Ithacacon, a local gaming convention. (The state you're in, and what town you're going to or from, isn't important to the game. Don't sweat such details, or assume you're in the same state the players are in.)


Everyone else will play Horde. Horde will be playing characters that the Car characters encounter. Horde players change characters throughout the game, with name badges/stickers to give character descriptions. Descriptions on badges/stickers are important for Horde characters, don't forget to include them.


If you are a Car character, read these rules and your character packet and concentrate on playing your character. Horde should understand these rules as well, as well as the special rules for each Horde character.

In any case, if you are playing a Horde character, you will be given a badge/sticker and a brief character sheet, perhaps with instructions or special rules. There will be suggested names under the character type; name your character from the list or make one up. The underlined names are special suggestions.

 
As Horde, you may play a character until you get tired of it or until a game moderator (a GM, one of those running the game) tells you to stop; in either case say goodbye and go to a GM for a new character. If you like a character, feel free to stick with that character until told to stop. Rarely, a GM may send you back as the same character if you didn't play the character long enough.


Whether you are a Car character or a Horde character, you'll find a list of Items and a "Forfeit" listed on your sheet. The Forfeit is explained later in the "Running Away" section below under "Cards", and the Items are explained below.


IMPORTANT: THIS IS A COMEDY GAME. REMEMBER, FRUSTRATION AND FAILURE IS OFTEN FUNNY. Try to accomplish your goals, but do not be surprised or upset if they are very difficult or impossible. When things get rough, ham up your misfortune for comedic value.  Even if you suck at something, try doing it anyway. The results will be interesting!
ITEMS


If your character has items, they'll be listed on your sheet. The GM should either give you an appropriate item card or a prop to represent it. Item cards will say what game effect the item has, if any. Items can be freely traded or they can be stolen from you (see below).


Money is represented by an item card, which will say something like "five-dollar bill" or somesuch. There is no change, unless you make it to a gas station or something.


Each Car character has a cell phone, which is so integral to the character that it cannot be stolen. Given this, these cell phones the Car characters have don't require an item card or prop, and aren't even listed on the sheet. When making or answering a call, a Car character makes the classic bananaphone sign, shown on the left, or uses the player's cell phone (if any) as a prop.


None of the cell phones have email. When you make a call, tell a GM or the Phone player, if there's a Phone player in play. The GMs or Phone player will also say when you get calls. (The Phone player is a special Horde player that might or might not be in play.)

THE CAR


The car is represented by an actual car, or else by four or five chairs pushed together or a couple of small couches. In an actual car, the doors should be left unlocked, and for a simulated car, it's considered to be a four-door car with doors on the sides. In either case, from an in-game perspective any Car character can always get into the car. Jack (one of the Car characters) has the car keys, which are an "unstealable," unlisted item like the cell phone. Horde characters can only get into the car if someone already inside lets them in, or if they have a special ability on their sheet that gives them access.
CARDS

Thirteen playing cards from the suit of "clubs" are used in this game. They range from Ace to King, with Ace being the lowest card and King being the highest. The order is thus, low to high: 
A 2 3 4 5 6 7 8 9 10 J Q K. 


If you are a Car character, you will be dealt one card at the start of the game. If you are Horde, you'll be dealt one whenever you get a new character. As Horde, when changing characters, give your card back to the GM so the GM can shuffle it back into the pack.


The cards are used to resolve four kinds of actions: Fighting, stealing, running away, and sex. Well, sex isn't really resolved by the cards, but it affects the cards.


When multiple people want to do an action that requires cards, they're resolved in the order they were declared. You can hold your card up when you want to do something that requires a card to make it more clear who wanted to do something first. The GMs may arbitrarily change the order of actions if people argue. Try not to argue.

There is generally no "group action" or "ganging up". Just resolve things in order, as mentioned above. Running away is a little special, and is explained below.
Fighting


If you want to fight someone, you have to be within arm's length (even if you have a gun). The two of you compare cards. The one with the higher card wins. By default, the loser is knocked out for five minutes. If the loser is Horde, the can choose for that character to remain unconscious throughout the game and switch to a new Horde character; leave any items in a pile to represent the "body". Also, some Horde characters have special effects when they win or lose the fight listed on the sheet.


Optionally, the winner can pin the loser down. Neither can move until you let go or someone else wins a fight against you.

Theft


If you want to steal something from someone, name the item you're stealing and compare the cards. The person with the lowest card wins. If the winner is the thief, the thief gets the item requested if and only if the character actually has the item, but isn't caught in any case. If the winner is the "victim", the winner noticed the attempt at theft and the attempt fails. The thief can request simply "money", in which case if he wins, the loser must give up any one money-related item card of his or her choice.  Also, some Horde characters have special effects when they win or lose at thieving attempts on their sheet. Theft automatically works on someone who's unconscious, pinned, or busy pinning someone down. Specify an item to get it, or spend three minutes "going through the pockets" to get everything. Note: The only kind of clothing that can be stolen is a hat.

Running Away: Forfeit


You may run away from the scene. Everyone within arm's length when you declare this can try to stop you. Compare cards. If your card is lower than that of everyone who is trying to stop you, you escape. Otherwise you don't. This is the only time "ganging up" is possible.


Escapees are affected by the Forfeit of the person with the highest card who tried to stop the flight. Failed escapees are affected by the Forfeit of the person with the lowest card who tried to stop the flight. Either way, if the Forfeit is "None", you're fine. Some Horde characters have special effects when they escape or don't escape listed on the sheet. Horde players who escape get a new character. If you are a Car character, you can only escape for up to ten minutes and then you have to return to the game space.

This is the important thing to remember: The person running away, succeed or fail, is going to be affected by the Forfeit on the character sheet of one of the people who tried to stop the escape. Usually this is one person, but if not, see above. And to be clear: Every character has a Forfiet on the character sheet.
Making Love


If your character is going to have sex with another character, this is simulated by the two of you going out of game for five minutes. Both players have to agree or the "sex" doesn't happen. Anyone who is looking at you when you go out of game knows what's going on. You can be prevented from going off to have sex with the escape rules above, should someone be so inclined. After having sex with someone, you must trade your cards. Some Horde characters have a special effect on their sheet triggered by sex. "Making out" is simulated exactly like sex, but it only takes three minutes.

SAFETY


No matter how excited you are in-character, don't move faster than a brisk walk or climb on things.


Combat and other tomfoolery is simulated by the system above, don't actually hit anyone. Don't do anything actually illegal. Don't be stupid.
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RULES BRIEF

INTRODUCTION

In this game, a select few of you will play the same characters throughout the game. These characters, the "Car characters," will be a group of Vampire: The Trademark LARP players whose car has broken down on a rural road on the way to Ithacacon, a local gaming convention. (The state you're in, and what town you're going to or from, isn't important to the game. Don't sweat such details, or assume you're in the same state the players are in.)


Everyone else will play Horde. Horde will be playing characters that the Car characters encounter. Horde players change characters throughout the game, with name badges/stickers to give character descriptions. Descriptions on badges/stickers are important for Horde characters, don't forget to include them.


If you are a Car character, read these rules and your character packet and concentrate on playing your character. Horde should understand these rules as well, as well as the special rules for each Horde character.

In any case, if you are playing a Horde character, you will be given a badge/sticker and a brief character sheet, perhaps with instructions or special rules. There will be suggested names under the character type; name your character from the list or make one up. The underlined names are special suggestions.

 
As Horde, you may play a character until you get tired of it or until a game moderator (a GM, one of those running the game) tells you to stop; in either case say goodbye and go to a GM for a new character. If you like a character, feel free to stick with that character until told to stop. Rarely, a GM may send you back as the same character if you didn't play the character long enough.


Whether you are a Car character or a Horde character, you'll find a list of Items and a "Forfeit" listed on your sheet. The Forfeit is explained later in the "Running Away" section below under "Cards", and the Items are explained below.


IMPORTANT: THIS IS A COMEDY GAME. REMEMBER, FRUSTRATION AND FAILURE IS OFTEN FUNNY. Try to accomplish your goals, but do not be surprised or upset if they are very difficult or impossible. When things get rough, ham up your misfortune for comedic value.  Even if you suck at something, try doing it anyway. The results will be interesting!
ITEMS


If your character has items, they'll be listed on your sheet. The GM should either give you an appropriate item card or a prop to represent it. Item cards will say what game effect the item has, if any. Items can be freely traded or they can be stolen from you (see below).


Money is represented by an item card, which will say something like "five-dollar bill" or somesuch. There is no change, unless you make it to a gas station or something.


Each Car character has a cell phone, which is so integral to the character that it cannot be stolen. Given this, these cell phones the Car characters have don't require an item card or prop, and aren't even listed on the sheet. When making or answering a call, a Car character makes the classic bananaphone sign, shown on the left, or uses the player's cell phone (if any) as a prop.


None of the cell phones have email. When you make a call, tell a GM or the Phone player, if there's a Phone player in play. The GMs or Phone player will also say when you get calls. (The Phone player is a special Horde player that might or might not be in play.)

THE CAR


The car is represented by an actual car, or else by four or five chairs pushed together or a couple of small couches. In an actual car, the doors should be left unlocked, and for a simulated car, it's considered to be a four-door car with doors on the sides. In either case, from an in-game perspective any Car character can always get into the car. Jack (one of the Car characters) has the car keys, which are an "unstealable," unlisted item like the cell phone. Horde characters can only get into the car if someone already inside lets them in, or if they have a special ability on their sheet that gives them access.
CARDS

Thirteen playing cards from the suit of "clubs" are used in this game. They range from Ace to King, with Ace being the lowest card and King being the highest. The order is thus, low to high: 
A 2 3 4 5 6 7 8 9 10 J Q K. 


If you are a Car character, you will be dealt one card at the start of the game. If you are Horde, you'll be dealt one whenever you get a new character. As Horde, when changing characters, give your card back to the GM so the GM can shuffle it back into the pack.


The cards are used to resolve four kinds of actions: Fighting, stealing, running away, and sex. Well, sex isn't really resolved by the cards, but it affects the cards.


When multiple people want to do an action that requires cards, they're resolved in the order they were declared. You can hold your card up when you want to do something that requires a card to make it more clear who wanted to do something first. The GMs may arbitrarily change the order of actions if people argue. Try not to argue.

There is generally no "group action" or "ganging up". Just resolve things in order, as mentioned above. Running away is a little special, and is explained below.
Fighting


If you want to fight someone, you have to be within arm's length (even if you have a gun). The two of you compare cards. The one with the higher card wins. By default, the loser is knocked out for five minutes. If the loser is Horde, the can choose for that character to remain unconscious throughout the game and switch to a new Horde character; leave any items in a pile to represent the "body". Also, some Horde characters have special effects when they win or lose the fight listed on the sheet.


Optionally, the winner can pin the loser down. Neither can move until you let go or someone else wins a fight against you.

Theft


If you want to steal something from someone, name the item you're stealing and compare the cards. The person with the lowest card wins. If the winner is the thief, the thief gets the item requested if and only if the character actually has the item, but isn't caught in any case. If the winner is the "victim", the winner noticed the attempt at theft and the attempt fails. The thief can request simply "money", in which case if he wins, the loser must give up any one money-related item card of his or her choice.  Also, some Horde characters have special effects when they win or lose at thieving attempts on their sheet. Theft automatically works on someone who's unconscious, pinned, or busy pinning someone down. Specify an item to get it, or spend three minutes "going through the pockets" to get everything. Note: The only kind of clothing that can be stolen is a hat.

Running Away: Forfeit


You may run away from the scene. Everyone within arm's length when you declare this can try to stop you. Compare cards. If your card is lower than that of everyone who is trying to stop you, you escape. Otherwise you don't. This is the only time "ganging up" is possible.


Escapees are affected by the Forfeit of the person with the highest card who tried to stop the flight. Failed escapees are affected by the Forfeit of the person with the lowest card who tried to stop the flight. Either way, if the Forfeit is "None", you're fine. Some Horde characters have special effects when they escape or don't escape listed on the sheet. Horde players who escape get a new character. If you are a Car character, you can only escape for up to ten minutes and then you have to return to the game space.

This is the important thing to remember: The person running away, succeed or fail, is going to be affected by the Forfeit on the character sheet of one of the people who tried to stop the escape. Usually this is one person, but if not, see above. And to be clear: Every character has a Forfiet on the character sheet.
Making Love


If your character is going to have sex with another character, this is simulated by the two of you going out of game for five minutes. Both players have to agree or the "sex" doesn't happen. Anyone who is looking at you when you go out of game knows what's going on. You can be prevented from going off to have sex with the escape rules above, should someone be so inclined. After having sex with someone, you must trade your cards. Some Horde characters have a special effect on their sheet triggered by sex. "Making out" is simulated exactly like sex, but it only takes three minutes.

SAFETY


No matter how excited you are in-character, don't move faster than a brisk walk or climb on things.


Combat and other tomfoolery is simulated by the system above, don't actually hit anyone. Don't do anything actually illegal. Don't be stupid.
"AN UN-CONVENTIONAL ODYSSEY"
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RULES BRIEF

INTRODUCTION

In this game, a select few of you will play the same characters throughout the game. These characters, the "Car characters," will be a group of Vampire: The Trademark LARP players whose car has broken down on a rural road on the way to Ithacacon, a local gaming convention. (The state you're in, and what town you're going to or from, isn't important to the game. Don't sweat such details, or assume you're in the same state the players are in.)


Everyone else will play Horde. Horde will be playing characters that the Car characters encounter. Horde players change characters throughout the game, with name badges/stickers to give character descriptions. Descriptions on badges/stickers are important for Horde characters, don't forget to include them.


If you are a Car character, read these rules and your character packet and concentrate on playing your character. Horde should understand these rules as well, as well as the special rules for each Horde character.

In any case, if you are playing a Horde character, you will be given a badge/sticker and a brief character sheet, perhaps with instructions or special rules. There will be suggested names under the character type; name your character from the list or make one up. The underlined names are special suggestions.

 
As Horde, you may play a character until you get tired of it or until a game moderator (a GM, one of those running the game) tells you to stop; in either case say goodbye and go to a GM for a new character. If you like a character, feel free to stick with that character until told to stop. Rarely, a GM may send you back as the same character if you didn't play the character long enough.


Whether you are a Car character or a Horde character, you'll find a list of Items and a "Forfeit" listed on your sheet. The Forfeit is explained later in the "Running Away" section below under "Cards", and the Items are explained below.


IMPORTANT: THIS IS A COMEDY GAME. REMEMBER, FRUSTRATION AND FAILURE IS OFTEN FUNNY. Try to accomplish your goals, but do not be surprised or upset if they are very difficult or impossible. When things get rough, ham up your misfortune for comedic value.  Even if you suck at something, try doing it anyway. The results will be interesting!
ITEMS


If your character has items, they'll be listed on your sheet. The GM should either give you an appropriate item card or a prop to represent it. Item cards will say what game effect the item has, if any. Items can be freely traded or they can be stolen from you (see below).


Money is represented by an item card, which will say something like "five-dollar bill" or somesuch. There is no change, unless you make it to a gas station or something.


Each Car character has a cell phone, which is so integral to the character that it cannot be stolen. Given this, these cell phones the Car characters have don't require an item card or prop, and aren't even listed on the sheet. When making or answering a call, a Car character makes the classic bananaphone sign, shown on the left, or uses the player's cell phone (if any) as a prop.


None of the cell phones have email. When you make a call, tell a GM or the Phone player, if there's a Phone player in play. The GMs or Phone player will also say when you get calls. (The Phone player is a special Horde player that might or might not be in play.)

THE CAR


The car is represented by an actual car, or else by four or five chairs pushed together or a couple of small couches. In an actual car, the doors should be left unlocked, and for a simulated car, it's considered to be a four-door car with doors on the sides. In either case, from an in-game perspective any Car character can always get into the car. Jack (one of the Car characters) has the car keys, which are an "unstealable," unlisted item like the cell phone. Horde characters can only get into the car if someone already inside lets them in, or if they have a special ability on their sheet that gives them access.
CARDS

Thirteen playing cards from the suit of "clubs" are used in this game. They range from Ace to King, with Ace being the lowest card and King being the highest. The order is thus, low to high: 
A 2 3 4 5 6 7 8 9 10 J Q K. 


If you are a Car character, you will be dealt one card at the start of the game. If you are Horde, you'll be dealt one whenever you get a new character. As Horde, when changing characters, give your card back to the GM so the GM can shuffle it back into the pack.


The cards are used to resolve four kinds of actions: Fighting, stealing, running away, and sex. Well, sex isn't really resolved by the cards, but it affects the cards.


When multiple people want to do an action that requires cards, they're resolved in the order they were declared. You can hold your card up when you want to do something that requires a card to make it more clear who wanted to do something first. The GMs may arbitrarily change the order of actions if people argue. Try not to argue.

There is generally no "group action" or "ganging up". Just resolve things in order, as mentioned above. Running away is a little special, and is explained below.
Fighting


If you want to fight someone, you have to be within arm's length (even if you have a gun). The two of you compare cards. The one with the higher card wins. By default, the loser is knocked out for five minutes. If the loser is Horde, the can choose for that character to remain unconscious throughout the game and switch to a new Horde character; leave any items in a pile to represent the "body". Also, some Horde characters have special effects when they win or lose the fight listed on the sheet.


Optionally, the winner can pin the loser down. Neither can move until you let go or someone else wins a fight against you.

Theft


If you want to steal something from someone, name the item you're stealing and compare the cards. The person with the lowest card wins. If the winner is the thief, the thief gets the item requested if and only if the character actually has the item, but isn't caught in any case. If the winner is the "victim", the winner noticed the attempt at theft and the attempt fails. The thief can request simply "money", in which case if he wins, the loser must give up any one money-related item card of his or her choice.  Also, some Horde characters have special effects when they win or lose at thieving attempts on their sheet. Theft automatically works on someone who's unconscious, pinned, or busy pinning someone down. Specify an item to get it, or spend three minutes "going through the pockets" to get everything. Note: The only kind of clothing that can be stolen is a hat.

Running Away: Forfeit


You may run away from the scene. Everyone within arm's length when you declare this can try to stop you. Compare cards. If your card is lower than that of everyone who is trying to stop you, you escape. Otherwise you don't. This is the only time "ganging up" is possible.


Escapees are affected by the Forfeit of the person with the highest card who tried to stop the flight. Failed escapees are affected by the Forfeit of the person with the lowest card who tried to stop the flight. Either way, if the Forfeit is "None", you're fine. Some Horde characters have special effects when they escape or don't escape listed on the sheet. Horde players who escape get a new character. If you are a Car character, you can only escape for up to ten minutes and then you have to return to the game space.

This is the important thing to remember: The person running away, succeed or fail, is going to be affected by the Forfeit on the character sheet of one of the people who tried to stop the escape. Usually this is one person, but if not, see above. And to be clear: Every character has a Forfiet on the character sheet.
Making Love


If your character is going to have sex with another character, this is simulated by the two of you going out of game for five minutes. Both players have to agree or the "sex" doesn't happen. Anyone who is looking at you when you go out of game knows what's going on. You can be prevented from going off to have sex with the escape rules above, should someone be so inclined. After having sex with someone, you must trade your cards. Some Horde characters have a special effect on their sheet triggered by sex. "Making out" is simulated exactly like sex, but it only takes three minutes.

SAFETY


No matter how excited you are in-character, don't move faster than a brisk walk or climb on things.


Combat and other tomfoolery is simulated by the system above, don't actually hit anyone. Don't do anything actually illegal. Don't be stupid.
"AN UN-CONVENTIONAL ODYSSEY"
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RULES BRIEF

INTRODUCTION

In this game, a select few of you will play the same characters throughout the game. These characters, the "Car characters," will be a group of Vampire: The Trademark LARP players whose car has broken down on a rural road on the way to Ithacacon, a local gaming convention. (The state you're in, and what town you're going to or from, isn't important to the game. Don't sweat such details, or assume you're in the same state the players are in.)


Everyone else will play Horde. Horde will be playing characters that the Car characters encounter. Horde players change characters throughout the game, with name badges/stickers to give character descriptions. Descriptions on badges/stickers are important for Horde characters, don't forget to include them.


If you are a Car character, read these rules and your character packet and concentrate on playing your character. Horde should understand these rules as well, as well as the special rules for each Horde character.

In any case, if you are playing a Horde character, you will be given a badge/sticker and a brief character sheet, perhaps with instructions or special rules. There will be suggested names under the character type; name your character from the list or make one up. The underlined names are special suggestions.

 
As Horde, you may play a character until you get tired of it or until a game moderator (a GM, one of those running the game) tells you to stop; in either case say goodbye and go to a GM for a new character. If you like a character, feel free to stick with that character until told to stop. Rarely, a GM may send you back as the same character if you didn't play the character long enough.


Whether you are a Car character or a Horde character, you'll find a list of Items and a "Forfeit" listed on your sheet. The Forfeit is explained later in the "Running Away" section below under "Cards", and the Items are explained below.


IMPORTANT: THIS IS A COMEDY GAME. REMEMBER, FRUSTRATION AND FAILURE IS OFTEN FUNNY. Try to accomplish your goals, but do not be surprised or upset if they are very difficult or impossible. When things get rough, ham up your misfortune for comedic value.  Even if you suck at something, try doing it anyway. The results will be interesting!
ITEMS


If your character has items, they'll be listed on your sheet. The GM should either give you an appropriate item card or a prop to represent it. Item cards will say what game effect the item has, if any. Items can be freely traded or they can be stolen from you (see below).


Money is represented by an item card, which will say something like "five-dollar bill" or somesuch. There is no change, unless you make it to a gas station or something.


Each Car character has a cell phone, which is so integral to the character that it cannot be stolen. Given this, these cell phones the Car characters have don't require an item card or prop, and aren't even listed on the sheet. When making or answering a call, a Car character makes the classic bananaphone sign, shown on the left, or uses the player's cell phone (if any) as a prop.


None of the cell phones have email. When you make a call, tell a GM or the Phone player, if there's a Phone player in play. The GMs or Phone player will also say when you get calls. (The Phone player is a special Horde player that might or might not be in play.)

THE CAR


The car is represented by an actual car, or else by four or five chairs pushed together or a couple of small couches. In an actual car, the doors should be left unlocked, and for a simulated car, it's considered to be a four-door car with doors on the sides. In either case, from an in-game perspective any Car character can always get into the car. Jack (one of the Car characters) has the car keys, which are an "unstealable," unlisted item like the cell phone. Horde characters can only get into the car if someone already inside lets them in, or if they have a special ability on their sheet that gives them access.
CARDS

Thirteen playing cards from the suit of "clubs" are used in this game. They range from Ace to King, with Ace being the lowest card and King being the highest. The order is thus, low to high: 
A 2 3 4 5 6 7 8 9 10 J Q K. 


If you are a Car character, you will be dealt one card at the start of the game. If you are Horde, you'll be dealt one whenever you get a new character. As Horde, when changing characters, give your card back to the GM so the GM can shuffle it back into the pack.


The cards are used to resolve four kinds of actions: Fighting, stealing, running away, and sex. Well, sex isn't really resolved by the cards, but it affects the cards.


When multiple people want to do an action that requires cards, they're resolved in the order they were declared. You can hold your card up when you want to do something that requires a card to make it more clear who wanted to do something first. The GMs may arbitrarily change the order of actions if people argue. Try not to argue.

There is generally no "group action" or "ganging up". Just resolve things in order, as mentioned above. Running away is a little special, and is explained below.
Fighting


If you want to fight someone, you have to be within arm's length (even if you have a gun). The two of you compare cards. The one with the higher card wins. By default, the loser is knocked out for five minutes. If the loser is Horde, the can choose for that character to remain unconscious throughout the game and switch to a new Horde character; leave any items in a pile to represent the "body". Also, some Horde characters have special effects when they win or lose the fight listed on the sheet.


Optionally, the winner can pin the loser down. Neither can move until you let go or someone else wins a fight against you.

Theft


If you want to steal something from someone, name the item you're stealing and compare the cards. The person with the lowest card wins. If the winner is the thief, the thief gets the item requested if and only if the character actually has the item, but isn't caught in any case. If the winner is the "victim", the winner noticed the attempt at theft and the attempt fails. The thief can request simply "money", in which case if he wins, the loser must give up any one money-related item card of his or her choice.  Also, some Horde characters have special effects when they win or lose at thieving attempts on their sheet. Theft automatically works on someone who's unconscious, pinned, or busy pinning someone down. Specify an item to get it, or spend three minutes "going through the pockets" to get everything. Note: The only kind of clothing that can be stolen is a hat.

Running Away: Forfeit


You may run away from the scene. Everyone within arm's length when you declare this can try to stop you. Compare cards. If your card is lower than that of everyone who is trying to stop you, you escape. Otherwise you don't. This is the only time "ganging up" is possible.


Escapees are affected by the Forfeit of the person with the highest card who tried to stop the flight. Failed escapees are affected by the Forfeit of the person with the lowest card who tried to stop the flight. Either way, if the Forfeit is "None", you're fine. Some Horde characters have special effects when they escape or don't escape listed on the sheet. Horde players who escape get a new character. If you are a Car character, you can only escape for up to ten minutes and then you have to return to the game space.

This is the important thing to remember: The person running away, succeed or fail, is going to be affected by the Forfeit on the character sheet of one of the people who tried to stop the escape. Usually this is one person, but if not, see above. And to be clear: Every character has a Forfiet on the character sheet.
Making Love


If your character is going to have sex with another character, this is simulated by the two of you going out of game for five minutes. Both players have to agree or the "sex" doesn't happen. Anyone who is looking at you when you go out of game knows what's going on. You can be prevented from going off to have sex with the escape rules above, should someone be so inclined. After having sex with someone, you must trade your cards. Some Horde characters have a special effect on their sheet triggered by sex. "Making out" is simulated exactly like sex, but it only takes three minutes.

SAFETY


No matter how excited you are in-character, don't move faster than a brisk walk or climb on things.


Combat and other tomfoolery is simulated by the system above, don't actually hit anyone. Don't do anything actually illegal. Don't be stupid.
"AN UN-CONVENTIONAL ODYSSEY"
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RULES BRIEF

INTRODUCTION

In this game, a select few of you will play the same characters throughout the game. These characters, the "Car characters," will be a group of Vampire: The Trademark LARP players whose car has broken down on a rural road on the way to Ithacacon, a local gaming convention. (The state you're in, and what town you're going to or from, isn't important to the game. Don't sweat such details, or assume you're in the same state the players are in.)


Everyone else will play Horde. Horde will be playing characters that the Car characters encounter. Horde players change characters throughout the game, with name badges/stickers to give character descriptions. Descriptions on badges/stickers are important for Horde characters, don't forget to include them.


If you are a Car character, read these rules and your character packet and concentrate on playing your character. Horde should understand these rules as well, as well as the special rules for each Horde character.

In any case, if you are playing a Horde character, you will be given a badge/sticker and a brief character sheet, perhaps with instructions or special rules. There will be suggested names under the character type; name your character from the list or make one up. The underlined names are special suggestions.

 
As Horde, you may play a character until you get tired of it or until a game moderator (a GM, one of those running the game) tells you to stop; in either case say goodbye and go to a GM for a new character. If you like a character, feel free to stick with that character until told to stop. Rarely, a GM may send you back as the same character if you didn't play the character long enough.


Whether you are a Car character or a Horde character, you'll find a list of Items and a "Forfeit" listed on your sheet. The Forfeit is explained later in the "Running Away" section below under "Cards", and the Items are explained below.


IMPORTANT: THIS IS A COMEDY GAME. REMEMBER, FRUSTRATION AND FAILURE IS OFTEN FUNNY. Try to accomplish your goals, but do not be surprised or upset if they are very difficult or impossible. When things get rough, ham up your misfortune for comedic value.  Even if you suck at something, try doing it anyway. The results will be interesting!
ITEMS


If your character has items, they'll be listed on your sheet. The GM should either give you an appropriate item card or a prop to represent it. Item cards will say what game effect the item has, if any. Items can be freely traded or they can be stolen from you (see below).


Money is represented by an item card, which will say something like "five-dollar bill" or somesuch. There is no change, unless you make it to a gas station or something.


Each Car character has a cell phone, which is so integral to the character that it cannot be stolen. Given this, these cell phones the Car characters have don't require an item card or prop, and aren't even listed on the sheet. When making or answering a call, a Car character makes the classic bananaphone sign, shown on the left, or uses the player's cell phone (if any) as a prop.


None of the cell phones have email. When you make a call, tell a GM or the Phone player, if there's a Phone player in play. The GMs or Phone player will also say when you get calls. (The Phone player is a special Horde player that might or might not be in play.)

THE CAR


The car is represented by an actual car, or else by four or five chairs pushed together or a couple of small couches. In an actual car, the doors should be left unlocked, and for a simulated car, it's considered to be a four-door car with doors on the sides. In either case, from an in-game perspective any Car character can always get into the car. Jack (one of the Car characters) has the car keys, which are an "unstealable," unlisted item like the cell phone. Horde characters can only get into the car if someone already inside lets them in, or if they have a special ability on their sheet that gives them access.
CARDS

Thirteen playing cards from the suit of "clubs" are used in this game. They range from Ace to King, with Ace being the lowest card and King being the highest. The order is thus, low to high: 
A 2 3 4 5 6 7 8 9 10 J Q K. 


If you are a Car character, you will be dealt one card at the start of the game. If you are Horde, you'll be dealt one whenever you get a new character. As Horde, when changing characters, give your card back to the GM so the GM can shuffle it back into the pack.


The cards are used to resolve four kinds of actions: Fighting, stealing, running away, and sex. Well, sex isn't really resolved by the cards, but it affects the cards.


When multiple people want to do an action that requires cards, they're resolved in the order they were declared. You can hold your card up when you want to do something that requires a card to make it more clear who wanted to do something first. The GMs may arbitrarily change the order of actions if people argue. Try not to argue.

There is generally no "group action" or "ganging up". Just resolve things in order, as mentioned above. Running away is a little special, and is explained below.
Fighting


If you want to fight someone, you have to be within arm's length (even if you have a gun). The two of you compare cards. The one with the higher card wins. By default, the loser is knocked out for five minutes. If the loser is Horde, the can choose for that character to remain unconscious throughout the game and switch to a new Horde character; leave any items in a pile to represent the "body". Also, some Horde characters have special effects when they win or lose the fight listed on the sheet.


Optionally, the winner can pin the loser down. Neither can move until you let go or someone else wins a fight against you.

Theft


If you want to steal something from someone, name the item you're stealing and compare the cards. The person with the lowest card wins. If the winner is the thief, the thief gets the item requested if and only if the character actually has the item, but isn't caught in any case. If the winner is the "victim", the winner noticed the attempt at theft and the attempt fails. The thief can request simply "money", in which case if he wins, the loser must give up any one money-related item card of his or her choice.  Also, some Horde characters have special effects when they win or lose at thieving attempts on their sheet. Theft automatically works on someone who's unconscious, pinned, or busy pinning someone down. Specify an item to get it, or spend three minutes "going through the pockets" to get everything. Note: The only kind of clothing that can be stolen is a hat.

Running Away: Forfeit


You may run away from the scene. Everyone within arm's length when you declare this can try to stop you. Compare cards. If your card is lower than that of everyone who is trying to stop you, you escape. Otherwise you don't. This is the only time "ganging up" is possible.


Escapees are affected by the Forfeit of the person with the highest card who tried to stop the flight. Failed escapees are affected by the Forfeit of the person with the lowest card who tried to stop the flight. Either way, if the Forfeit is "None", you're fine. Some Horde characters have special effects when they escape or don't escape listed on the sheet. Horde players who escape get a new character. If you are a Car character, you can only escape for up to ten minutes and then you have to return to the game space.

This is the important thing to remember: The person running away, succeed or fail, is going to be affected by the Forfeit on the character sheet of one of the people who tried to stop the escape. Usually this is one person, but if not, see above. And to be clear: Every character has a Forfiet on the character sheet.
Making Love


If your character is going to have sex with another character, this is simulated by the two of you going out of game for five minutes. Both players have to agree or the "sex" doesn't happen. Anyone who is looking at you when you go out of game knows what's going on. You can be prevented from going off to have sex with the escape rules above, should someone be so inclined. After having sex with someone, you must trade your cards. Some Horde characters have a special effect on their sheet triggered by sex. "Making out" is simulated exactly like sex, but it only takes three minutes.

SAFETY


No matter how excited you are in-character, don't move faster than a brisk walk or climb on things.


Combat and other tomfoolery is simulated by the system above, don't actually hit anyone. Don't do anything actually illegal. Don't be stupid.
"AN UN-CONVENTIONAL ODYSSEY"
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RULES BRIEF

INTRODUCTION

In this game, a select few of you will play the same characters throughout the game. These characters, the "Car characters," will be a group of Vampire: The Trademark LARP players whose car has broken down on a rural road on the way to Ithacacon, a local gaming convention. (The state you're in, and what town you're going to or from, isn't important to the game. Don't sweat such details, or assume you're in the same state the players are in.)


Everyone else will play Horde. Horde will be playing characters that the Car characters encounter. Horde players change characters throughout the game, with name badges/stickers to give character descriptions. Descriptions on badges/stickers are important for Horde characters, don't forget to include them.


If you are a Car character, read these rules and your character packet and concentrate on playing your character. Horde should understand these rules as well, as well as the special rules for each Horde character.

In any case, if you are playing a Horde character, you will be given a badge/sticker and a brief character sheet, perhaps with instructions or special rules. There will be suggested names under the character type; name your character from the list or make one up. The underlined names are special suggestions.

 
As Horde, you may play a character until you get tired of it or until a game moderator (a GM, one of those running the game) tells you to stop; in either case say goodbye and go to a GM for a new character. If you like a character, feel free to stick with that character until told to stop. Rarely, a GM may send you back as the same character if you didn't play the character long enough.


Whether you are a Car character or a Horde character, you'll find a list of Items and a "Forfeit" listed on your sheet. The Forfeit is explained later in the "Running Away" section below under "Cards", and the Items are explained below.


IMPORTANT: THIS IS A COMEDY GAME. REMEMBER, FRUSTRATION AND FAILURE IS OFTEN FUNNY. Try to accomplish your goals, but do not be surprised or upset if they are very difficult or impossible. When things get rough, ham up your misfortune for comedic value.  Even if you suck at something, try doing it anyway. The results will be interesting!
ITEMS


If your character has items, they'll be listed on your sheet. The GM should either give you an appropriate item card or a prop to represent it. Item cards will say what game effect the item has, if any. Items can be freely traded or they can be stolen from you (see below).


Money is represented by an item card, which will say something like "five-dollar bill" or somesuch. There is no change, unless you make it to a gas station or something.


Each Car character has a cell phone, which is so integral to the character that it cannot be stolen. Given this, these cell phones the Car characters have don't require an item card or prop, and aren't even listed on the sheet. When making or answering a call, a Car character makes the classic bananaphone sign, shown on the left, or uses the player's cell phone (if any) as a prop.


None of the cell phones have email. When you make a call, tell a GM or the Phone player, if there's a Phone player in play. The GMs or Phone player will also say when you get calls. (The Phone player is a special Horde player that might or might not be in play.)

THE CAR


The car is represented by an actual car, or else by four or five chairs pushed together or a couple of small couches. In an actual car, the doors should be left unlocked, and for a simulated car, it's considered to be a four-door car with doors on the sides. In either case, from an in-game perspective any Car character can always get into the car. Jack (one of the Car characters) has the car keys, which are an "unstealable," unlisted item like the cell phone. Horde characters can only get into the car if someone already inside lets them in, or if they have a special ability on their sheet that gives them access.
CARDS

Thirteen playing cards from the suit of "clubs" are used in this game. They range from Ace to King, with Ace being the lowest card and King being the highest. The order is thus, low to high: 
A 2 3 4 5 6 7 8 9 10 J Q K. 


If you are a Car character, you will be dealt one card at the start of the game. If you are Horde, you'll be dealt one whenever you get a new character. As Horde, when changing characters, give your card back to the GM so the GM can shuffle it back into the pack.


The cards are used to resolve four kinds of actions: Fighting, stealing, running away, and sex. Well, sex isn't really resolved by the cards, but it affects the cards.


When multiple people want to do an action that requires cards, they're resolved in the order they were declared. You can hold your card up when you want to do something that requires a card to make it more clear who wanted to do something first. The GMs may arbitrarily change the order of actions if people argue. Try not to argue.

There is generally no "group action" or "ganging up". Just resolve things in order, as mentioned above. Running away is a little special, and is explained below.
Fighting


If you want to fight someone, you have to be within arm's length (even if you have a gun). The two of you compare cards. The one with the higher card wins. By default, the loser is knocked out for five minutes. If the loser is Horde, the can choose for that character to remain unconscious throughout the game and switch to a new Horde character; leave any items in a pile to represent the "body". Also, some Horde characters have special effects when they win or lose the fight listed on the sheet.


Optionally, the winner can pin the loser down. Neither can move until you let go or someone else wins a fight against you.

Theft


If you want to steal something from someone, name the item you're stealing and compare the cards. The person with the lowest card wins. If the winner is the thief, the thief gets the item requested if and only if the character actually has the item, but isn't caught in any case. If the winner is the "victim", the winner noticed the attempt at theft and the attempt fails. The thief can request simply "money", in which case if he wins, the loser must give up any one money-related item card of his or her choice.  Also, some Horde characters have special effects when they win or lose at thieving attempts on their sheet. Theft automatically works on someone who's unconscious, pinned, or busy pinning someone down. Specify an item to get it, or spend three minutes "going through the pockets" to get everything. Note: The only kind of clothing that can be stolen is a hat.

Running Away: Forfeit


You may run away from the scene. Everyone within arm's length when you declare this can try to stop you. Compare cards. If your card is lower than that of everyone who is trying to stop you, you escape. Otherwise you don't. This is the only time "ganging up" is possible.


Escapees are affected by the Forfeit of the person with the highest card who tried to stop the flight. Failed escapees are affected by the Forfeit of the person with the lowest card who tried to stop the flight. Either way, if the Forfeit is "None", you're fine. Some Horde characters have special effects when they escape or don't escape listed on the sheet. Horde players who escape get a new character. If you are a Car character, you can only escape for up to ten minutes and then you have to return to the game space.

This is the important thing to remember: The person running away, succeed or fail, is going to be affected by the Forfeit on the character sheet of one of the people who tried to stop the escape. Usually this is one person, but if not, see above. And to be clear: Every character has a Forfiet on the character sheet.
Making Love


If your character is going to have sex with another character, this is simulated by the two of you going out of game for five minutes. Both players have to agree or the "sex" doesn't happen. Anyone who is looking at you when you go out of game knows what's going on. You can be prevented from going off to have sex with the escape rules above, should someone be so inclined. After having sex with someone, you must trade your cards. Some Horde characters have a special effect on their sheet triggered by sex. "Making out" is simulated exactly like sex, but it only takes three minutes.

SAFETY


No matter how excited you are in-character, don't move faster than a brisk walk or climb on things.


Combat and other tomfoolery is simulated by the system above, don't actually hit anyone. Don't do anything actually illegal. Don't be stupid.
"AN UN-CONVENTIONAL ODYSSEY"
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RULES BRIEF

INTRODUCTION

In this game, a select few of you will play the same characters throughout the game. These characters, the "Car characters," will be a group of Vampire: The Trademark LARP players whose car has broken down on a rural road on the way to Ithacacon, a local gaming convention. (The state you're in, and what town you're going to or from, isn't important to the game. Don't sweat such details, or assume you're in the same state the players are in.)


Everyone else will play Horde. Horde will be playing characters that the Car characters encounter. Horde players change characters throughout the game, with name badges/stickers to give character descriptions. Descriptions on badges/stickers are important for Horde characters, don't forget to include them.


If you are a Car character, read these rules and your character packet and concentrate on playing your character. Horde should understand these rules as well, as well as the special rules for each Horde character.

In any case, if you are playing a Horde character, you will be given a badge/sticker and a brief character sheet, perhaps with instructions or special rules. There will be suggested names under the character type; name your character from the list or make one up. The underlined names are special suggestions.

 
As Horde, you may play a character until you get tired of it or until a game moderator (a GM, one of those running the game) tells you to stop; in either case say goodbye and go to a GM for a new character. If you like a character, feel free to stick with that character until told to stop. Rarely, a GM may send you back as the same character if you didn't play the character long enough.


Whether you are a Car character or a Horde character, you'll find a list of Items and a "Forfeit" listed on your sheet. The Forfeit is explained later in the "Running Away" section below under "Cards", and the Items are explained below.


IMPORTANT: THIS IS A COMEDY GAME. REMEMBER, FRUSTRATION AND FAILURE IS OFTEN FUNNY. Try to accomplish your goals, but do not be surprised or upset if they are very difficult or impossible. When things get rough, ham up your misfortune for comedic value.  Even if you suck at something, try doing it anyway. The results will be interesting!
ITEMS


If your character has items, they'll be listed on your sheet. The GM should either give you an appropriate item card or a prop to represent it. Item cards will say what game effect the item has, if any. Items can be freely traded or they can be stolen from you (see below).


Money is represented by an item card, which will say something like "five-dollar bill" or somesuch. There is no change, unless you make it to a gas station or something.


Each Car character has a cell phone, which is so integral to the character that it cannot be stolen. Given this, these cell phones the Car characters have don't require an item card or prop, and aren't even listed on the sheet. When making or answering a call, a Car character makes the classic bananaphone sign, shown on the left, or uses the player's cell phone (if any) as a prop.


None of the cell phones have email. When you make a call, tell a GM or the Phone player, if there's a Phone player in play. The GMs or Phone player will also say when you get calls. (The Phone player is a special Horde player that might or might not be in play.)

THE CAR


The car is represented by an actual car, or else by four or five chairs pushed together or a couple of small couches. In an actual car, the doors should be left unlocked, and for a simulated car, it's considered to be a four-door car with doors on the sides. In either case, from an in-game perspective any Car character can always get into the car. Jack (one of the Car characters) has the car keys, which are an "unstealable," unlisted item like the cell phone. Horde characters can only get into the car if someone already inside lets them in, or if they have a special ability on their sheet that gives them access.
CARDS

Thirteen playing cards from the suit of "clubs" are used in this game. They range from Ace to King, with Ace being the lowest card and King being the highest. The order is thus, low to high: 
A 2 3 4 5 6 7 8 9 10 J Q K. 


If you are a Car character, you will be dealt one card at the start of the game. If you are Horde, you'll be dealt one whenever you get a new character. As Horde, when changing characters, give your card back to the GM so the GM can shuffle it back into the pack.


The cards are used to resolve four kinds of actions: Fighting, stealing, running away, and sex. Well, sex isn't really resolved by the cards, but it affects the cards.


When multiple people want to do an action that requires cards, they're resolved in the order they were declared. You can hold your card up when you want to do something that requires a card to make it more clear who wanted to do something first. The GMs may arbitrarily change the order of actions if people argue. Try not to argue.

There is generally no "group action" or "ganging up". Just resolve things in order, as mentioned above. Running away is a little special, and is explained below.
Fighting


If you want to fight someone, you have to be within arm's length (even if you have a gun). The two of you compare cards. The one with the higher card wins. By default, the loser is knocked out for five minutes. If the loser is Horde, the can choose for that character to remain unconscious throughout the game and switch to a new Horde character; leave any items in a pile to represent the "body". Also, some Horde characters have special effects when they win or lose the fight listed on the sheet.


Optionally, the winner can pin the loser down. Neither can move until you let go or someone else wins a fight against you.

Theft


If you want to steal something from someone, name the item you're stealing and compare the cards. The person with the lowest card wins. If the winner is the thief, the thief gets the item requested if and only if the character actually has the item, but isn't caught in any case. If the winner is the "victim", the winner noticed the attempt at theft and the attempt fails. The thief can request simply "money", in which case if he wins, the loser must give up any one money-related item card of his or her choice.  Also, some Horde characters have special effects when they win or lose at thieving attempts on their sheet. Theft automatically works on someone who's unconscious, pinned, or busy pinning someone down. Specify an item to get it, or spend three minutes "going through the pockets" to get everything. Note: The only kind of clothing that can be stolen is a hat.

Running Away: Forfeit


You may run away from the scene. Everyone within arm's length when you declare this can try to stop you. Compare cards. If your card is lower than that of everyone who is trying to stop you, you escape. Otherwise you don't. This is the only time "ganging up" is possible.


Escapees are affected by the Forfeit of the person with the highest card who tried to stop the flight. Failed escapees are affected by the Forfeit of the person with the lowest card who tried to stop the flight. Either way, if the Forfeit is "None", you're fine. Some Horde characters have special effects when they escape or don't escape listed on the sheet. Horde players who escape get a new character. If you are a Car character, you can only escape for up to ten minutes and then you have to return to the game space.

This is the important thing to remember: The person running away, succeed or fail, is going to be affected by the Forfeit on the character sheet of one of the people who tried to stop the escape. Usually this is one person, but if not, see above. And to be clear: Every character has a Forfiet on the character sheet.
Making Love


If your character is going to have sex with another character, this is simulated by the two of you going out of game for five minutes. Both players have to agree or the "sex" doesn't happen. Anyone who is looking at you when you go out of game knows what's going on. You can be prevented from going off to have sex with the escape rules above, should someone be so inclined. After having sex with someone, you must trade your cards. Some Horde characters have a special effect on their sheet triggered by sex. "Making out" is simulated exactly like sex, but it only takes three minutes.

SAFETY


No matter how excited you are in-character, don't move faster than a brisk walk or climb on things.


Combat and other tomfoolery is simulated by the system above, don't actually hit anyone. Don't do anything actually illegal. Don't be stupid.
"AN UN-CONVENTIONAL ODYSSEY"
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RULES BRIEF

INTRODUCTION

In this game, a select few of you will play the same characters throughout the game. These characters, the "Car characters," will be a group of Vampire: The Trademark LARP players whose car has broken down on a rural road on the way to Ithacacon, a local gaming convention. (The state you're in, and what town you're going to or from, isn't important to the game. Don't sweat such details, or assume you're in the same state the players are in.)


Everyone else will play Horde. Horde will be playing characters that the Car characters encounter. Horde players change characters throughout the game, with name badges/stickers to give character descriptions. Descriptions on badges/stickers are important for Horde characters, don't forget to include them.


If you are a Car character, read these rules and your character packet and concentrate on playing your character. Horde should understand these rules as well, as well as the special rules for each Horde character.

In any case, if you are playing a Horde character, you will be given a badge/sticker and a brief character sheet, perhaps with instructions or special rules. There will be suggested names under the character type; name your character from the list or make one up. The underlined names are special suggestions.

 
As Horde, you may play a character until you get tired of it or until a game moderator (a GM, one of those running the game) tells you to stop; in either case say goodbye and go to a GM for a new character. If you like a character, feel free to stick with that character until told to stop. Rarely, a GM may send you back as the same character if you didn't play the character long enough.


Whether you are a Car character or a Horde character, you'll find a list of Items and a "Forfeit" listed on your sheet. The Forfeit is explained later in the "Running Away" section below under "Cards", and the Items are explained below.


IMPORTANT: THIS IS A COMEDY GAME. REMEMBER, FRUSTRATION AND FAILURE IS OFTEN FUNNY. Try to accomplish your goals, but do not be surprised or upset if they are very difficult or impossible. When things get rough, ham up your misfortune for comedic value.  Even if you suck at something, try doing it anyway. The results will be interesting!
ITEMS


If your character has items, they'll be listed on your sheet. The GM should either give you an appropriate item card or a prop to represent it. Item cards will say what game effect the item has, if any. Items can be freely traded or they can be stolen from you (see below).


Money is represented by an item card, which will say something like "five-dollar bill" or somesuch. There is no change, unless you make it to a gas station or something.


Each Car character has a cell phone, which is so integral to the character that it cannot be stolen. Given this, these cell phones the Car characters have don't require an item card or prop, and aren't even listed on the sheet. When making or answering a call, a Car character makes the classic bananaphone sign, shown on the left, or uses the player's cell phone (if any) as a prop.


None of the cell phones have email. When you make a call, tell a GM or the Phone player, if there's a Phone player in play. The GMs or Phone player will also say when you get calls. (The Phone player is a special Horde player that might or might not be in play.)

THE CAR


The car is represented by an actual car, or else by four or five chairs pushed together or a couple of small couches. In an actual car, the doors should be left unlocked, and for a simulated car, it's considered to be a four-door car with doors on the sides. In either case, from an in-game perspective any Car character can always get into the car. Jack (one of the Car characters) has the car keys, which are an "unstealable," unlisted item like the cell phone. Horde characters can only get into the car if someone already inside lets them in, or if they have a special ability on their sheet that gives them access.
CARDS

Thirteen playing cards from the suit of "clubs" are used in this game. They range from Ace to King, with Ace being the lowest card and King being the highest. The order is thus, low to high: 
A 2 3 4 5 6 7 8 9 10 J Q K. 


If you are a Car character, you will be dealt one card at the start of the game. If you are Horde, you'll be dealt one whenever you get a new character. As Horde, when changing characters, give your card back to the GM so the GM can shuffle it back into the pack.


The cards are used to resolve four kinds of actions: Fighting, stealing, running away, and sex. Well, sex isn't really resolved by the cards, but it affects the cards.


When multiple people want to do an action that requires cards, they're resolved in the order they were declared. You can hold your card up when you want to do something that requires a card to make it more clear who wanted to do something first. The GMs may arbitrarily change the order of actions if people argue. Try not to argue.

There is generally no "group action" or "ganging up". Just resolve things in order, as mentioned above. Running away is a little special, and is explained below.
Fighting


If you want to fight someone, you have to be within arm's length (even if you have a gun). The two of you compare cards. The one with the higher card wins. By default, the loser is knocked out for five minutes. If the loser is Horde, the can choose for that character to remain unconscious throughout the game and switch to a new Horde character; leave any items in a pile to represent the "body". Also, some Horde characters have special effects when they win or lose the fight listed on the sheet.


Optionally, the winner can pin the loser down. Neither can move until you let go or someone else wins a fight against you.

Theft


If you want to steal something from someone, name the item you're stealing and compare the cards. The person with the lowest card wins. If the winner is the thief, the thief gets the item requested if and only if the character actually has the item, but isn't caught in any case. If the winner is the "victim", the winner noticed the attempt at theft and the attempt fails. The thief can request simply "money", in which case if he wins, the loser must give up any one money-related item card of his or her choice.  Also, some Horde characters have special effects when they win or lose at thieving attempts on their sheet. Theft automatically works on someone who's unconscious, pinned, or busy pinning someone down. Specify an item to get it, or spend three minutes "going through the pockets" to get everything. Note: The only kind of clothing that can be stolen is a hat.

Running Away: Forfeit


You may run away from the scene. Everyone within arm's length when you declare this can try to stop you. Compare cards. If your card is lower than that of everyone who is trying to stop you, you escape. Otherwise you don't. This is the only time "ganging up" is possible.


Escapees are affected by the Forfeit of the person with the highest card who tried to stop the flight. Failed escapees are affected by the Forfeit of the person with the lowest card who tried to stop the flight. Either way, if the Forfeit is "None", you're fine. Some Horde characters have special effects when they escape or don't escape listed on the sheet. Horde players who escape get a new character. If you are a Car character, you can only escape for up to ten minutes and then you have to return to the game space.

This is the important thing to remember: The person running away, succeed or fail, is going to be affected by the Forfeit on the character sheet of one of the people who tried to stop the escape. Usually this is one person, but if not, see above. And to be clear: Every character has a Forfiet on the character sheet.
Making Love


If your character is going to have sex with another character, this is simulated by the two of you going out of game for five minutes. Both players have to agree or the "sex" doesn't happen. Anyone who is looking at you when you go out of game knows what's going on. You can be prevented from going off to have sex with the escape rules above, should someone be so inclined. After having sex with someone, you must trade your cards. Some Horde characters have a special effect on their sheet triggered by sex. "Making out" is simulated exactly like sex, but it only takes three minutes.

SAFETY


No matter how excited you are in-character, don't move faster than a brisk walk or climb on things.


Combat and other tomfoolery is simulated by the system above, don't actually hit anyone. Don't do anything actually illegal. Don't be stupid.
"AN UN-CONVENTIONAL ODYSSEY"
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INTRODUCTION

In this game, a select few of you will play the same characters throughout the game. These characters, the "Car characters," will be a group of Vampire: The Trademark LARP players whose car has broken down on a rural road on the way to Ithacacon, a local gaming convention. (The state you're in, and what town you're going to or from, isn't important to the game. Don't sweat such details, or assume you're in the same state the players are in.)


Everyone else will play Horde. Horde will be playing characters that the Car characters encounter. Horde players change characters throughout the game, with name badges/stickers to give character descriptions. Descriptions on badges/stickers are important for Horde characters, don't forget to include them.


If you are a Car character, read these rules and your character packet and concentrate on playing your character. Horde should understand these rules as well, as well as the special rules for each Horde character.

In any case, if you are playing a Horde character, you will be given a badge/sticker and a brief character sheet, perhaps with instructions or special rules. There will be suggested names under the character type; name your character from the list or make one up. The underlined names are special suggestions.

 
As Horde, you may play a character until you get tired of it or until a game moderator (a GM, one of those running the game) tells you to stop; in either case say goodbye and go to a GM for a new character. If you like a character, feel free to stick with that character until told to stop. Rarely, a GM may send you back as the same character if you didn't play the character long enough.


Whether you are a Car character or a Horde character, you'll find a list of Items and a "Forfeit" listed on your sheet. The Forfeit is explained later in the "Running Away" section below under "Cards", and the Items are explained below.


IMPORTANT: THIS IS A COMEDY GAME. REMEMBER, FRUSTRATION AND FAILURE IS OFTEN FUNNY. Try to accomplish your goals, but do not be surprised or upset if they are very difficult or impossible. When things get rough, ham up your misfortune for comedic value.  Even if you suck at something, try doing it anyway. The results will be interesting!
ITEMS


If your character has items, they'll be listed on your sheet. The GM should either give you an appropriate item card or a prop to represent it. Item cards will say what game effect the item has, if any. Items can be freely traded or they can be stolen from you (see below).


Money is represented by an item card, which will say something like "five-dollar bill" or somesuch. There is no change, unless you make it to a gas station or something.


Each Car character has a cell phone, which is so integral to the character that it cannot be stolen. Given this, these cell phones the Car characters have don't require an item card or prop, and aren't even listed on the sheet. When making or answering a call, a Car character makes the classic bananaphone sign, shown on the left, or uses the player's cell phone (if any) as a prop.


None of the cell phones have email. When you make a call, tell a GM or the Phone player, if there's a Phone player in play. The GMs or Phone player will also say when you get calls. (The Phone player is a special Horde player that might or might not be in play.)

THE CAR


The car is represented by an actual car, or else by four or five chairs pushed together or a couple of small couches. In an actual car, the doors should be left unlocked, and for a simulated car, it's considered to be a four-door car with doors on the sides. In either case, from an in-game perspective any Car character can always get into the car. Jack (one of the Car characters) has the car keys, which are an "unstealable," unlisted item like the cell phone. Horde characters can only get into the car if someone already inside lets them in, or if they have a special ability on their sheet that gives them access.
CARDS

Thirteen playing cards from the suit of "clubs" are used in this game. They range from Ace to King, with Ace being the lowest card and King being the highest. The order is thus, low to high: 
A 2 3 4 5 6 7 8 9 10 J Q K. 


If you are a Car character, you will be dealt one card at the start of the game. If you are Horde, you'll be dealt one whenever you get a new character. As Horde, when changing characters, give your card back to the GM so the GM can shuffle it back into the pack.


The cards are used to resolve four kinds of actions: Fighting, stealing, running away, and sex. Well, sex isn't really resolved by the cards, but it affects the cards.


When multiple people want to do an action that requires cards, they're resolved in the order they were declared. You can hold your card up when you want to do something that requires a card to make it more clear who wanted to do something first. The GMs may arbitrarily change the order of actions if people argue. Try not to argue.

There is generally no "group action" or "ganging up". Just resolve things in order, as mentioned above. Running away is a little special, and is explained below.
Fighting


If you want to fight someone, you have to be within arm's length (even if you have a gun). The two of you compare cards. The one with the higher card wins. By default, the loser is knocked out for five minutes. If the loser is Horde, the can choose for that character to remain unconscious throughout the game and switch to a new Horde character; leave any items in a pile to represent the "body". Also, some Horde characters have special effects when they win or lose the fight listed on the sheet.


Optionally, the winner can pin the loser down. Neither can move until you let go or someone else wins a fight against you.

Theft


If you want to steal something from someone, name the item you're stealing and compare the cards. The person with the lowest card wins. If the winner is the thief, the thief gets the item requested if and only if the character actually has the item, but isn't caught in any case. If the winner is the "victim", the winner noticed the attempt at theft and the attempt fails. The thief can request simply "money", in which case if he wins, the loser must give up any one money-related item card of his or her choice.  Also, some Horde characters have special effects when they win or lose at thieving attempts on their sheet. Theft automatically works on someone who's unconscious, pinned, or busy pinning someone down. Specify an item to get it, or spend three minutes "going through the pockets" to get everything. Note: The only kind of clothing that can be stolen is a hat.

Running Away: Forfeit


You may run away from the scene. Everyone within arm's length when you declare this can try to stop you. Compare cards. If your card is lower than that of everyone who is trying to stop you, you escape. Otherwise you don't. This is the only time "ganging up" is possible.


Escapees are affected by the Forfeit of the person with the highest card who tried to stop the flight. Failed escapees are affected by the Forfeit of the person with the lowest card who tried to stop the flight. Either way, if the Forfeit is "None", you're fine. Some Horde characters have special effects when they escape or don't escape listed on the sheet. Horde players who escape get a new character. If you are a Car character, you can only escape for up to ten minutes and then you have to return to the game space.

This is the important thing to remember: The person running away, succeed or fail, is going to be affected by the Forfeit on the character sheet of one of the people who tried to stop the escape. Usually this is one person, but if not, see above. And to be clear: Every character has a Forfiet on the character sheet.
Making Love


If your character is going to have sex with another character, this is simulated by the two of you going out of game for five minutes. Both players have to agree or the "sex" doesn't happen. Anyone who is looking at you when you go out of game knows what's going on. You can be prevented from going off to have sex with the escape rules above, should someone be so inclined. After having sex with someone, you must trade your cards. Some Horde characters have a special effect on their sheet triggered by sex. "Making out" is simulated exactly like sex, but it only takes three minutes.

SAFETY


No matter how excited you are in-character, don't move faster than a brisk walk or climb on things.


Combat and other tomfoolery is simulated by the system above, don't actually hit anyone. Don't do anything actually illegal. Don't be stupid.
"AN UN-CONVENTIONAL ODYSSEY"
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RULES BRIEF

INTRODUCTION

In this game, a select few of you will play the same characters throughout the game. These characters, the "Car characters," will be a group of Vampire: The Trademark LARP players whose car has broken down on a rural road on the way to Ithacacon, a local gaming convention. (The state you're in, and what town you're going to or from, isn't important to the game. Don't sweat such details, or assume you're in the same state the players are in.)


Everyone else will play Horde. Horde will be playing characters that the Car characters encounter. Horde players change characters throughout the game, with name badges/stickers to give character descriptions. Descriptions on badges/stickers are important for Horde characters, don't forget to include them.


If you are a Car character, read these rules and your character packet and concentrate on playing your character. Horde should understand these rules as well, as well as the special rules for each Horde character.

In any case, if you are playing a Horde character, you will be given a badge/sticker and a brief character sheet, perhaps with instructions or special rules. There will be suggested names under the character type; name your character from the list or make one up. The underlined names are special suggestions.

 
As Horde, you may play a character until you get tired of it or until a game moderator (a GM, one of those running the game) tells you to stop; in either case say goodbye and go to a GM for a new character. If you like a character, feel free to stick with that character until told to stop. Rarely, a GM may send you back as the same character if you didn't play the character long enough.


Whether you are a Car character or a Horde character, you'll find a list of Items and a "Forfeit" listed on your sheet. The Forfeit is explained later in the "Running Away" section below under "Cards", and the Items are explained below.


IMPORTANT: THIS IS A COMEDY GAME. REMEMBER, FRUSTRATION AND FAILURE IS OFTEN FUNNY. Try to accomplish your goals, but do not be surprised or upset if they are very difficult or impossible. When things get rough, ham up your misfortune for comedic value.  Even if you suck at something, try doing it anyway. The results will be interesting!
ITEMS


If your character has items, they'll be listed on your sheet. The GM should either give you an appropriate item card or a prop to represent it. Item cards will say what game effect the item has, if any. Items can be freely traded or they can be stolen from you (see below).


Money is represented by an item card, which will say something like "five-dollar bill" or somesuch. There is no change, unless you make it to a gas station or something.


Each Car character has a cell phone, which is so integral to the character that it cannot be stolen. Given this, these cell phones the Car characters have don't require an item card or prop, and aren't even listed on the sheet. When making or answering a call, a Car character makes the classic bananaphone sign, shown on the left, or uses the player's cell phone (if any) as a prop.


None of the cell phones have email. When you make a call, tell a GM or the Phone player, if there's a Phone player in play. The GMs or Phone player will also say when you get calls. (The Phone player is a special Horde player that might or might not be in play.)

THE CAR


The car is represented by an actual car, or else by four or five chairs pushed together or a couple of small couches. In an actual car, the doors should be left unlocked, and for a simulated car, it's considered to be a four-door car with doors on the sides. In either case, from an in-game perspective any Car character can always get into the car. Jack (one of the Car characters) has the car keys, which are an "unstealable," unlisted item like the cell phone. Horde characters can only get into the car if someone already inside lets them in, or if they have a special ability on their sheet that gives them access.
CARDS

Thirteen playing cards from the suit of "clubs" are used in this game. They range from Ace to King, with Ace being the lowest card and King being the highest. The order is thus, low to high: 
A 2 3 4 5 6 7 8 9 10 J Q K. 


If you are a Car character, you will be dealt one card at the start of the game. If you are Horde, you'll be dealt one whenever you get a new character. As Horde, when changing characters, give your card back to the GM so the GM can shuffle it back into the pack.


The cards are used to resolve four kinds of actions: Fighting, stealing, running away, and sex. Well, sex isn't really resolved by the cards, but it affects the cards.


When multiple people want to do an action that requires cards, they're resolved in the order they were declared. You can hold your card up when you want to do something that requires a card to make it more clear who wanted to do something first. The GMs may arbitrarily change the order of actions if people argue. Try not to argue.

There is generally no "group action" or "ganging up". Just resolve things in order, as mentioned above. Running away is a little special, and is explained below.
Fighting


If you want to fight someone, you have to be within arm's length (even if you have a gun). The two of you compare cards. The one with the higher card wins. By default, the loser is knocked out for five minutes. If the loser is Horde, the can choose for that character to remain unconscious throughout the game and switch to a new Horde character; leave any items in a pile to represent the "body". Also, some Horde characters have special effects when they win or lose the fight listed on the sheet.


Optionally, the winner can pin the loser down. Neither can move until you let go or someone else wins a fight against you.

Theft


If you want to steal something from someone, name the item you're stealing and compare the cards. The person with the lowest card wins. If the winner is the thief, the thief gets the item requested if and only if the character actually has the item, but isn't caught in any case. If the winner is the "victim", the winner noticed the attempt at theft and the attempt fails. The thief can request simply "money", in which case if he wins, the loser must give up any one money-related item card of his or her choice.  Also, some Horde characters have special effects when they win or lose at thieving attempts on their sheet. Theft automatically works on someone who's unconscious, pinned, or busy pinning someone down. Specify an item to get it, or spend three minutes "going through the pockets" to get everything. Note: The only kind of clothing that can be stolen is a hat.

Running Away: Forfeit


You may run away from the scene. Everyone within arm's length when you declare this can try to stop you. Compare cards. If your card is lower than that of everyone who is trying to stop you, you escape. Otherwise you don't. This is the only time "ganging up" is possible.


Escapees are affected by the Forfeit of the person with the highest card who tried to stop the flight. Failed escapees are affected by the Forfeit of the person with the lowest card who tried to stop the flight. Either way, if the Forfeit is "None", you're fine. Some Horde characters have special effects when they escape or don't escape listed on the sheet. Horde players who escape get a new character. If you are a Car character, you can only escape for up to ten minutes and then you have to return to the game space.

This is the important thing to remember: The person running away, succeed or fail, is going to be affected by the Forfeit on the character sheet of one of the people who tried to stop the escape. Usually this is one person, but if not, see above. And to be clear: Every character has a Forfiet on the character sheet.
Making Love


If your character is going to have sex with another character, this is simulated by the two of you going out of game for five minutes. Both players have to agree or the "sex" doesn't happen. Anyone who is looking at you when you go out of game knows what's going on. You can be prevented from going off to have sex with the escape rules above, should someone be so inclined. After having sex with someone, you must trade your cards. Some Horde characters have a special effect on their sheet triggered by sex. "Making out" is simulated exactly like sex, but it only takes three minutes.

SAFETY


No matter how excited you are in-character, don't move faster than a brisk walk or climb on things.


Combat and other tomfoolery is simulated by the system above, don't actually hit anyone. Don't do anything actually illegal. Don't be stupid.
"AN UN-CONVENTIONAL ODYSSEY"
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RULES BRIEF

INTRODUCTION

In this game, a select few of you will play the same characters throughout the game. These characters, the "Car characters," will be a group of Vampire: The Trademark LARP players whose car has broken down on a rural road on the way to Ithacacon, a local gaming convention. (The state you're in, and what town you're going to or from, isn't important to the game. Don't sweat such details, or assume you're in the same state the players are in.)


Everyone else will play Horde. Horde will be playing characters that the Car characters encounter. Horde players change characters throughout the game, with name badges/stickers to give character descriptions. Descriptions on badges/stickers are important for Horde characters, don't forget to include them.


If you are a Car character, read these rules and your character packet and concentrate on playing your character. Horde should understand these rules as well, as well as the special rules for each Horde character.

In any case, if you are playing a Horde character, you will be given a badge/sticker and a brief character sheet, perhaps with instructions or special rules. There will be suggested names under the character type; name your character from the list or make one up. The underlined names are special suggestions.

 
As Horde, you may play a character until you get tired of it or until a game moderator (a GM, one of those running the game) tells you to stop; in either case say goodbye and go to a GM for a new character. If you like a character, feel free to stick with that character until told to stop. Rarely, a GM may send you back as the same character if you didn't play the character long enough.


Whether you are a Car character or a Horde character, you'll find a list of Items and a "Forfeit" listed on your sheet. The Forfeit is explained later in the "Running Away" section below under "Cards", and the Items are explained below.


IMPORTANT: THIS IS A COMEDY GAME. REMEMBER, FRUSTRATION AND FAILURE IS OFTEN FUNNY. Try to accomplish your goals, but do not be surprised or upset if they are very difficult or impossible. When things get rough, ham up your misfortune for comedic value.  Even if you suck at something, try doing it anyway. The results will be interesting!
ITEMS


If your character has items, they'll be listed on your sheet. The GM should either give you an appropriate item card or a prop to represent it. Item cards will say what game effect the item has, if any. Items can be freely traded or they can be stolen from you (see below).


Money is represented by an item card, which will say something like "five-dollar bill" or somesuch. There is no change, unless you make it to a gas station or something.


Each Car character has a cell phone, which is so integral to the character that it cannot be stolen. Given this, these cell phones the Car characters have don't require an item card or prop, and aren't even listed on the sheet. When making or answering a call, a Car character makes the classic bananaphone sign, shown on the left, or uses the player's cell phone (if any) as a prop.


None of the cell phones have email. When you make a call, tell a GM or the Phone player, if there's a Phone player in play. The GMs or Phone player will also say when you get calls. (The Phone player is a special Horde player that might or might not be in play.)

THE CAR


The car is represented by an actual car, or else by four or five chairs pushed together or a couple of small couches. In an actual car, the doors should be left unlocked, and for a simulated car, it's considered to be a four-door car with doors on the sides. In either case, from an in-game perspective any Car character can always get into the car. Jack (one of the Car characters) has the car keys, which are an "unstealable," unlisted item like the cell phone. Horde characters can only get into the car if someone already inside lets them in, or if they have a special ability on their sheet that gives them access.
CARDS

Thirteen playing cards from the suit of "clubs" are used in this game. They range from Ace to King, with Ace being the lowest card and King being the highest. The order is thus, low to high: 
A 2 3 4 5 6 7 8 9 10 J Q K. 


If you are a Car character, you will be dealt one card at the start of the game. If you are Horde, you'll be dealt one whenever you get a new character. As Horde, when changing characters, give your card back to the GM so the GM can shuffle it back into the pack.


The cards are used to resolve four kinds of actions: Fighting, stealing, running away, and sex. Well, sex isn't really resolved by the cards, but it affects the cards.


When multiple people want to do an action that requires cards, they're resolved in the order they were declared. You can hold your card up when you want to do something that requires a card to make it more clear who wanted to do something first. The GMs may arbitrarily change the order of actions if people argue. Try not to argue.

There is generally no "group action" or "ganging up". Just resolve things in order, as mentioned above. Running away is a little special, and is explained below.
Fighting


If you want to fight someone, you have to be within arm's length (even if you have a gun). The two of you compare cards. The one with the higher card wins. By default, the loser is knocked out for five minutes. If the loser is Horde, the can choose for that character to remain unconscious throughout the game and switch to a new Horde character; leave any items in a pile to represent the "body". Also, some Horde characters have special effects when they win or lose the fight listed on the sheet.


Optionally, the winner can pin the loser down. Neither can move until you let go or someone else wins a fight against you.

Theft


If you want to steal something from someone, name the item you're stealing and compare the cards. The person with the lowest card wins. If the winner is the thief, the thief gets the item requested if and only if the character actually has the item, but isn't caught in any case. If the winner is the "victim", the winner noticed the attempt at theft and the attempt fails. The thief can request simply "money", in which case if he wins, the loser must give up any one money-related item card of his or her choice.  Also, some Horde characters have special effects when they win or lose at thieving attempts on their sheet. Theft automatically works on someone who's unconscious, pinned, or busy pinning someone down. Specify an item to get it, or spend three minutes "going through the pockets" to get everything. Note: The only kind of clothing that can be stolen is a hat.

Running Away: Forfeit


You may run away from the scene. Everyone within arm's length when you declare this can try to stop you. Compare cards. If your card is lower than that of everyone who is trying to stop you, you escape. Otherwise you don't. This is the only time "ganging up" is possible.


Escapees are affected by the Forfeit of the person with the highest card who tried to stop the flight. Failed escapees are affected by the Forfeit of the person with the lowest card who tried to stop the flight. Either way, if the Forfeit is "None", you're fine. Some Horde characters have special effects when they escape or don't escape listed on the sheet. Horde players who escape get a new character. If you are a Car character, you can only escape for up to ten minutes and then you have to return to the game space.

This is the important thing to remember: The person running away, succeed or fail, is going to be affected by the Forfeit on the character sheet of one of the people who tried to stop the escape. Usually this is one person, but if not, see above. And to be clear: Every character has a Forfiet on the character sheet.
Making Love


If your character is going to have sex with another character, this is simulated by the two of you going out of game for five minutes. Both players have to agree or the "sex" doesn't happen. Anyone who is looking at you when you go out of game knows what's going on. You can be prevented from going off to have sex with the escape rules above, should someone be so inclined. After having sex with someone, you must trade your cards. Some Horde characters have a special effect on their sheet triggered by sex. "Making out" is simulated exactly like sex, but it only takes three minutes.

SAFETY


No matter how excited you are in-character, don't move faster than a brisk walk or climb on things.


Combat and other tomfoolery is simulated by the system above, don't actually hit anyone. Don't do anything actually illegal. Don't be stupid.
"AN UN-CONVENTIONAL ODYSSEY"
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RULES BRIEF

INTRODUCTION

In this game, a select few of you will play the same characters throughout the game. These characters, the "Car characters," will be a group of Vampire: The Trademark LARP players whose car has broken down on a rural road on the way to Ithacacon, a local gaming convention. (The state you're in, and what town you're going to or from, isn't important to the game. Don't sweat such details, or assume you're in the same state the players are in.)


Everyone else will play Horde. Horde will be playing characters that the Car characters encounter. Horde players change characters throughout the game, with name badges/stickers to give character descriptions. Descriptions on badges/stickers are important for Horde characters, don't forget to include them.


If you are a Car character, read these rules and your character packet and concentrate on playing your character. Horde should understand these rules as well, as well as the special rules for each Horde character.

In any case, if you are playing a Horde character, you will be given a badge/sticker and a brief character sheet, perhaps with instructions or special rules. There will be suggested names under the character type; name your character from the list or make one up. The underlined names are special suggestions.

 
As Horde, you may play a character until you get tired of it or until a game moderator (a GM, one of those running the game) tells you to stop; in either case say goodbye and go to a GM for a new character. If you like a character, feel free to stick with that character until told to stop. Rarely, a GM may send you back as the same character if you didn't play the character long enough.


Whether you are a Car character or a Horde character, you'll find a list of Items and a "Forfeit" listed on your sheet. The Forfeit is explained later in the "Running Away" section below under "Cards", and the Items are explained below.


IMPORTANT: THIS IS A COMEDY GAME. REMEMBER, FRUSTRATION AND FAILURE IS OFTEN FUNNY. Try to accomplish your goals, but do not be surprised or upset if they are very difficult or impossible. When things get rough, ham up your misfortune for comedic value.  Even if you suck at something, try doing it anyway. The results will be interesting!
ITEMS


If your character has items, they'll be listed on your sheet. The GM should either give you an appropriate item card or a prop to represent it. Item cards will say what game effect the item has, if any. Items can be freely traded or they can be stolen from you (see below).


Money is represented by an item card, which will say something like "five-dollar bill" or somesuch. There is no change, unless you make it to a gas station or something.


Each Car character has a cell phone, which is so integral to the character that it cannot be stolen. Given this, these cell phones the Car characters have don't require an item card or prop, and aren't even listed on the sheet. When making or answering a call, a Car character makes the classic bananaphone sign, shown on the left, or uses the player's cell phone (if any) as a prop.


None of the cell phones have email. When you make a call, tell a GM or the Phone player, if there's a Phone player in play. The GMs or Phone player will also say when you get calls. (The Phone player is a special Horde player that might or might not be in play.)

THE CAR


The car is represented by an actual car, or else by four or five chairs pushed together or a couple of small couches. In an actual car, the doors should be left unlocked, and for a simulated car, it's considered to be a four-door car with doors on the sides. In either case, from an in-game perspective any Car character can always get into the car. Jack (one of the Car characters) has the car keys, which are an "unstealable," unlisted item like the cell phone. Horde characters can only get into the car if someone already inside lets them in, or if they have a special ability on their sheet that gives them access.
CARDS

Thirteen playing cards from the suit of "clubs" are used in this game. They range from Ace to King, with Ace being the lowest card and King being the highest. The order is thus, low to high: 
A 2 3 4 5 6 7 8 9 10 J Q K. 


If you are a Car character, you will be dealt one card at the start of the game. If you are Horde, you'll be dealt one whenever you get a new character. As Horde, when changing characters, give your card back to the GM so the GM can shuffle it back into the pack.


The cards are used to resolve four kinds of actions: Fighting, stealing, running away, and sex. Well, sex isn't really resolved by the cards, but it affects the cards.


When multiple people want to do an action that requires cards, they're resolved in the order they were declared. You can hold your card up when you want to do something that requires a card to make it more clear who wanted to do something first. The GMs may arbitrarily change the order of actions if people argue. Try not to argue.

There is generally no "group action" or "ganging up". Just resolve things in order, as mentioned above. Running away is a little special, and is explained below.
Fighting


If you want to fight someone, you have to be within arm's length (even if you have a gun). The two of you compare cards. The one with the higher card wins. By default, the loser is knocked out for five minutes. If the loser is Horde, the can choose for that character to remain unconscious throughout the game and switch to a new Horde character; leave any items in a pile to represent the "body". Also, some Horde characters have special effects when they win or lose the fight listed on the sheet.


Optionally, the winner can pin the loser down. Neither can move until you let go or someone else wins a fight against you.

Theft


If you want to steal something from someone, name the item you're stealing and compare the cards. The person with the lowest card wins. If the winner is the thief, the thief gets the item requested if and only if the character actually has the item, but isn't caught in any case. If the winner is the "victim", the winner noticed the attempt at theft and the attempt fails. The thief can request simply "money", in which case if he wins, the loser must give up any one money-related item card of his or her choice.  Also, some Horde characters have special effects when they win or lose at thieving attempts on their sheet. Theft automatically works on someone who's unconscious, pinned, or busy pinning someone down. Specify an item to get it, or spend three minutes "going through the pockets" to get everything. Note: The only kind of clothing that can be stolen is a hat.

Running Away: Forfeit


You may run away from the scene. Everyone within arm's length when you declare this can try to stop you. Compare cards. If your card is lower than that of everyone who is trying to stop you, you escape. Otherwise you don't. This is the only time "ganging up" is possible.


Escapees are affected by the Forfeit of the person with the highest card who tried to stop the flight. Failed escapees are affected by the Forfeit of the person with the lowest card who tried to stop the flight. Either way, if the Forfeit is "None", you're fine. Some Horde characters have special effects when they escape or don't escape listed on the sheet. Horde players who escape get a new character. If you are a Car character, you can only escape for up to ten minutes and then you have to return to the game space.

This is the important thing to remember: The person running away, succeed or fail, is going to be affected by the Forfeit on the character sheet of one of the people who tried to stop the escape. Usually this is one person, but if not, see above. And to be clear: Every character has a Forfiet on the character sheet.
Making Love


If your character is going to have sex with another character, this is simulated by the two of you going out of game for five minutes. Both players have to agree or the "sex" doesn't happen. Anyone who is looking at you when you go out of game knows what's going on. You can be prevented from going off to have sex with the escape rules above, should someone be so inclined. After having sex with someone, you must trade your cards. Some Horde characters have a special effect on their sheet triggered by sex. "Making out" is simulated exactly like sex, but it only takes three minutes.

SAFETY


No matter how excited you are in-character, don't move faster than a brisk walk or climb on things.


Combat and other tomfoolery is simulated by the system above, don't actually hit anyone. Don't do anything actually illegal. Don't be stupid.
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