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An Overview of LARPing and the Accelerant Gaming System 
 

Welcome to the world of Ink LARP!  

 

If youôre new to LARPing, hereôs the general idea: you take on the role of a Player Character (PC), using 

the rules of the game to interact with a world being presented to you via costumes, props, descriptions, and 

acting. Using this rulebook and supplemental flavour materials from our website and facebook page, you 

create your characterôs personality, skill set, and background circumstances, and then use your imagination 

to decide how your character reacts to events as they unfold! 

 

The setting for Ink LARP is a slightly tilted, slightly weirder version of the 1980s in America. Your character 

is a normal person thrown into an extraordinary situation, and like countless heroes and heroines before 

you, you will live and die by your wits, your fortitude, and your ability to adapt. Ink uses the Accelerant 

Gaming System to represent the fantastical and horrific events unfolding. Simply stated, Accelerant lets you 

and the other game participants (both friend and foe) use verbal calls to describe how the game is 

enhancing reality around you. Someone is very likely going to shoot a prop gun at you and call out ñFive 

Damage!ò. If the propôs shot hits you, your character just took a major blow, and could now be on the 

ground, bleeding out. Or, maybe youôre a badass ninja and you call out a defensive skill like ñAvoid!ò to 

show that, nope, that bullet totally missed (even if the Nerf dart strikes you).  

 

Your job as a LARPer is to take a bunch of flying Nerf darts and damage calls, sticks wrapped in pipe foam, 

people in costumes playing pretend in the woods, random objects somebody found at a tag sale...  and turn 

them into bullets, blood, smashed skulls, terrible monsters, cries of pain, a corpse-strewn battlefield, a 

priceless treasure, and a grim determination to survive.  If you get that, everything else is just details. 

 

Ink Larp is a collaboration - not a contest (even if the in-game world might be presented that way) - 

between you, your fellow PCs, the Game Masters, and our dread minions (Non-Player Characters: NPCs)!  

We are all here, first and foremost, to write an awesome story together, hence our name: Ink! You should 

have fun, even if that fun is bawling your eyes out over your dead companionsé Part theatre, part sport, 

and part strategy, playing the game is about the experiences you have as a character in this fictional world 

ï ñwinningò doesnôt necessarily mean the same thing as ñsurvivingò, and in many cases ñdying epically and 

kicking the baddies in the teeth on your way outò will do quite nicely. 

 

...so what will YOU write, when the quill is in your hands? 
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Player Characters in Ink LARP 

 

In Ink, you take on the role of someone trying to bail out a sinking ship. Maybe it is your ship, and youôve 

been aboard it all along. Or like the players from Curtain Call, your own boat sank, and these decks you 

stand on are all you have left.  

 

Of course, weôre not talking about masts and planks. Weôre talking about the world. Yeah, there are other 

worlds than the one youôre standing on, but those arenôt yours. Your home is a 1.25 square mile chunk of 

urban decay called New Albion. It sits on the ñBoston Riverò and is home to a slew of familiar, but not-

quite-right flashes of the real worldôs Boston in 1985.   

 

Those 1.25 square miles are the New Albion Quarantine Zone, an area of martial law in the cityôs heart. It 

started in the Red Light district called the Combat Zone, but in the three years since the NAQZ initially went 

up, itôs grown to swallow more and more of the city, one square foot at a time.  

 

Overseeing the NAQZ is the US Department of Scientific Intelligence- youôve probably never heard of 

them, not unless you frequent some cheap paperback thrillers. DSI, an all-grown-up offshoot of the CIA, 

keeps a low profile, and tries to keep the same said about the NAQZ. Good luck with that, folks.  

 

Trapped in the NAQZ are folks from all walks of life- walks they are doing their best to keep- along with any 

number of representatives from groups that see the NAQZ as a way further their goals. Primary among 

them is Phosphor Polytechnical, a cutting-edge tech company specializing in ñhome computersò and 

fancy power-gloves that they promise will make pistols obsolete. Phosphor, abbreviated P15, works closely 

with DSI to keep the peace in the NAQZ. 

 

That peace is one threatened by street gangs like the Vy-kings, and threats of aé stranger nature. All 

around the NAQZ, tears in reality spring up. Phosphor Polytechnical is quick to dispatch teams to stitch up 

those rips in the fabric of the universe, or perhaps drop a metal frame buzzing with electronics over it. Six of 

one, half dozen of another.  

 

What crawls out of those tears before they can be resolved is a matter of tabloid debate. Officially, no such 

tears exist. Tell that to some of the weird things slouching around the NAQZ.  

 

If youôre a veteran from American Centurions or Curtain Call adventure days, then youôve just had a taste of 

the terrors in the dark, and what a mouthful it was.  

 

 

 

 



4 
 

Ink LARP: Campaign Preview Rules v1.0  ©2016-2017 Goodluck Towers Entertainment 

What should I expect at Ink 
 

You can expect a busy weekend of Action-Horror, scattered with mods, some field fights,  and a few 

persistent encounters that can be engaged at any time. Game will start around 11 PM on Friday and end 

around 2 PM on Sunday.  

 

Check out the Ink LARP website for more details on whatôs going on with the NAQZ and the world in 

general. (Psssst... Itôs a cavalcade of supernatural horrors.)  

 

Please see the In-Game Information chapter of this rulebook for further details on the setting that may be 

useful in developing your character.   

 

Ink LARP is an ever-expanding game in an ever-expanding world. Do not be surprised if you see some 

PCs play-testing un-advertised skills or headers. Likewise, do not be surprised if, through roleplay, such 

strange abilities are offered to you for the weekend.  

 

 

  

Death. But not for you, gunslinger. 

 

A note on death: Ink LARP  is an action horror game. Expect that the game will ramp 

up to a vigorous level of challenge as the sun dips lower in the sky. Do not be 

surprised if people die. Perhaps, even if you die. 

 

Unless you have some grand desire to kill your friends, or do something egregiously 

stupid, PCs will not be joining the ranks of NPCs.  

 

We have a bit of slogan here at Ink LARP:  

 

Survival changes people; failing to survive changes them even more. 
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Decorum 
 

You may have heard the Code of Conduct at LARPs referred to before in this very simple, elegant fashion: 

Donõt be a jerk.  

 

The game is a collaborative experience - and itôs not just your experience. People that stomp all over other 

peoplesô fun so that they can feel like the coolest character in the room are not well-received. Weôre going 

to give you plenty of opportunity to feel cool on your own merits - thereôs no need drag other people down 

or steal their thunder. 

 

Likewise, although this game is set in the 1980s, that is absolutely no justification or excuse to use slurs 

and mindsets that were prevalent at the time. If your character is a fantastic jerk, thatôs cool. If the subject 

of their ire is ñthose damn Commiesò, no problem. If, for example, itôs anything related to a groupôs race, 

ethnicity, specific culture, sexual orientation, or gender identityé thereôs going to be a problem.   

 

A character with a grudge against religion? Sure thing! Thatôs realistic. Somebody acting like a member of 

the Westboro Baptist Church or a commenter on YouTube?  Not so cool. Likewiseé characters being jerks 

to other characters? It happens. Players being jerks to other players?  Donôt do it. Itôs almost like the rule 

is... 

 

Donõt be a jerk. Youôll get a warning, unless merited otherwise, and then the Trout of Shame will be 

applied to your face. Ink LARP is run for enjoyment of our players and staff alike. If your conduct is abusive 

and damaging to the game, you will be asked to leave.  

 

Harassment will not be tolerated. Ink is an adult game, and we donôt shy away from players having adult 

relationships. But those must be consensual. Harassment will be reviewed, investigated, and dealt with by 

senior staff.   

 

Please voice your concerns to staff, whether itôs because you want to run something edgy by us (we're 

generally cool with edgy, outside the parameters outlined above), are concerned that the setting leaves you 

open for harassment, or anything in between. This is one of those ñthere are no stupid questionsò moments, 

and we promise weôll be nice.  Bottom line is, we really want everyone to feel comfortable and out-of-game 

safe and have a good time, and maximum communication is a great tool to make that happen. 
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Combat Etiquette & Safety 

 
Overall, it is important to remember that every single person participating in a game has a responsibility to 

help keep things safe for everyone.  As characters, we may be drooling for each othersô blood, but as 

players, we need to keep a piece of our minds set aside that cares to be sure that no one is hurt out-of-

game.  These are a few basic precedents in place to help us keep things fun and avoid having to pause 

game to call an ambulance.  Totally ruins the mood. 

 

Lightest Touch 

In the Accelerant Gaming System, we use ñLightest Touchò to swing melee attacks.  This means that you 

should hit hard enough that your opponent knows you hit them, but no harder than necessary for that 

purpose.  If somebody says to you, ñPlease Check Your Swingsò, try swinging with slightly less vigour. 

 

Flurry 

If you swing and make contact with a person OR their weapon three times consecutively, you need to take 

a step back and pause before continuing to attack. 

 

Charging 

You should not be at all within armôs reach of a person when you are fighting them, and you should not be 

moving toward them so aggressively as to create a risk of that happening.  Thatôs how people get punched 

in the face for real, and we have Claws for that. 

 

Machine-Gunning 

Not necessarily a safety rule, but... if you were swinging a real weapon, weakly tapping somebody multiple 

times in succession in the same location would not be very effective.  As such, you should try to aim for 

different parts of the body with each consecutive swing (alternating hit locations is fine).  If somebody says 

to you, ñMachine-gunningò, they are reminding you of this rule. 

 

Mobbing 

For the sake of safety, no more than three people should be attacking one person at the same time. 

 

òCaution!ó 

This is a universal way for people to let each other know that there may be unsafe conditions, such as 

tripping hazards, something breakable on the ground, or, especially in the dark, a person on the ground 

who is about to be stepped on!  When you hear this, make sure to be aware of your surroundings before 

continuing to fight. 

 

òHold!ó 

Immediately stop what you are doing.  Combat is on hold until ñGame on!ò is called.  Usually, this is 

because somebody has been injured, or there is an unsafe situation that requires immediate attention
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      Basic Game Mechanics 

 

Ink LARP uses the Accelerant Core Rules, which is a basic gaming system used across many LARPs. You 

may read the original Accelerant Core Rules for greater clarification and detail on some of these things, but 

hereôs everything you need to know as a player at Ink LARP. 

 

The basis of your character are 4 attributes that represents facets of your abilities: 
 
¶ Earth (E)- Your bodyôs constitution; your guts and hardiness 
¶ Air (A)- Your mindôs quickness and reflexes 
¶ Water (W)- Your bodyôs surges of strength or speed; special melee attacks 
¶ Fire (F)- Your mindôs sense of fighting spirit and confidence; ranged attacks 
¶ Void (V)- Your spiritôs greater potential; extranormal attacks  

 
Each of these attributes contains a small pool of points that you can spend to fuel your skills. When the 
pool is empty, you are unable to draw from it any more until you reset. 
 
Each of these abilities start at a score of 2, with the exception of Void, which starts at 1. You may increase 
these ability points (up to a maximum of 10) by spending Character Build Points (CP or ñBuildò), and your 
chosen background will allow you to increase one score from 2 to 3 for free. Void, and Void alone, has a 
maximum cap of 2.  
 
Reset: You may spend 5 minutes of rest while inside a location marked ñHearthò (ñthe Barò will be one of 
these locations) in order to refresh all of your Earth, Air, Fire, and Water (but not Void) at once, in addition 
to all of the ñper resetò items you currently have on your person. Resting means sitting down and not using 
any game skills. See the Accelerant Core Rules for further details. 
 

Vitality represents your physical well-being. Your Vitality is reduced when you are struck by a melee, 

ranged, or other attack that deals damage to you, or if a call of ñWaste X Vitalityò is made that affects you.  

Rather than damage, some attacks will deliver an effect (such as Agony, Maim, etc) - unless specified, 

those attacks do not deal damage.  If a melee or ranged attack is uncalled, it deals 1 damage by default.  

Your Vitality can be restored through a number of means with the call of ñHeal X Vitality.ò If no number is 

given, then 1 Vitality is healed.  

 

All characters gain 1 point of ócostumeô armor just for getting dressed in the morning.  Itôs a great incentive 

not to show up naked, though if you ask Lizzie Borden, she might be able to show you a loophole or two.  

Armor is used up before your vitality when taking damage. The combination of your vitality and armor can 

never be higher than 10 (however, through Grant Protection skills, you could possibly surpass that cap). 

 

Death, Dying, & Doom  

The lowest your current Vitality can be reduced to is 0, regardless of how much damage you are dealt. 

While at 0 Vitality, you are unconscious and must either lay down (safety permitting) or take a knee with 

your head down to represent this.  While unconscious, you are helpless and an enemy can kill you by 
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placing a weapon to your chest and slowly intoning, ñDeathstrike 1é Deathstrike 2é Deathstrike 3.ò  If this 

action is completed without interruption, the helpless character is killed. You must restart the Deathstrike 

process if you are struck or take an effect. If you encounter someone unconscious, you may likewise 

deliver such a killing blow. Make sure to search the bodies of unconscious or dead non-player characters 

(NPC) ï fortune favours the opportunist!  It is considered poor form to search player characters, but not 

prohibited by game rules. To execute a search, touch a packet to the ñcorpseò and declare ñI search youò. 

This can be done without a packet verbally while in close proximity, if you do not have a packet. 

 

If the last attack to strike you was uncalled (a simple swing or hit from a ranged attack that had no number 

or effect attached to it), you are stable. After 5 minutes of being stable, you awaken with 1 Vitality restored.  

 

However, if the last attack to strike you when you fell to 0 Vitality was called (had a number before it), you 

have fallen unconscious AND unstable. Unless you are healed or stabilized (such as by the First Aid skill or 

an item), you are óbleeding outô and will die in one minute. Spoken plainly, after one minute in the unstable 

condition, you die and gain the dead condition.  

 

If you die, remain in place for five minutes, after which you gain the Shadow trait and are óno longer 

presentô in game terms, then head to ñPark Street Stationò (the Mod Building). Once there, look for signs, 

read them, and do as instructed. Death is a persistent, unstaffed encounter.  

 

Being dead cures all effects (for example: Maim, Paralyze, Root, etc). While not common, there are ways to 

restore life in the five minutes after death and/or ways for characters to speak to you. 

 

Conditions 

Even if Silenced or otherwise incapacitated, you may reveal your condition if another character uses the 

Diagnose skill on you. Your condition also acts a trait for the purpose of delivering effects to you. (If you are 

dead, and an effect is delivered ñTo Deadò, then that applies to you).  

¶ Living: Youôre alive! You might not be conscious, but youôve got a pulse. 

¶ Dead: You are dead. Possibly Undead. Possibly Animate.  But Living, you are not.  If you become 

dead, all other conditions and effects are cured. 

¶ Conscious: You are above 0 Vitality, and not under the effect of Stun. 

¶ Unconscious: You have been either knocked to 0 Vitality or hit with a Stun effect. 

¶ Unstable: You are bleeding out after being reduced to 0 Vitality and will die in 1 minute. 

¶ Stable: You are knocked out, but will come to in 5 minutes with 1 Vitality. 

¶ Shadow: For the time being, you are no longer part of the game. You should place a weapon (or 

your hand) to your brow to indicate to others that this is the case. If a character speaks to you, 

indicate ñShadowò and move on. 

¶ Insane: Your Sanity has been reduced to 0. 
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Sanity represents your mental well-being. Your Sanity is reduced when you take a call of ñWaste X Sanity.ò 

These calls can be made in a myriad of ways (verbal calls, melee swings, ranged attacks, or written 

instruction are the most common). If no number is given, then 1 Sanity is the default damage.  

 

Your Sanity can be restored through a number of means with the call of ñRefresh X Sanityò. Like damage, if 

no number is given, then 1 Sanity is restored. Items that can refresh Sanity include Alcohol, 

Pharmaceuticals, and for certain characters, Books.  

 

When you are reduced to 0 Sanity, you gain the Insane condition and trait. Being Insane activates one of 

your Insanity effects. Most characters will only have one Insanity effect, provided at check-in. You are not 

helpless when Insane (unless otherwise stated), but should roleplay the Insanity effect to the best of your 

ability. Being driven Insane poses a real danger to you (and possibly those around you). Insanity lasts until 

at least 1 point of your Sanity is restored by another player OR until youôve spent 5 minutes resting off the 

effect (you are not resting while running, fighting, etc). After those 5 minutes, you are returned to 1 Sanity.  

 

You may notice, at certain times, a call of ñAmbient X Damage to Insaneò - a call being made to reflect that 

those with the Insane condition are also experiencing bodily harm through self-injury, physical stress, etc. If 

you have the Insane condition, this damage applies to you.  

 

Example Insanity Effects: 

ǒ Hallucinations: Just over your shoulder, someone is repeatedly calling your name every few 

moments. This is the most important thing in the world and draws your attention away from 

whatever youôre doing. 

ǒ Evangelical Nihilism: Nothing matters, because in the end, everything will be devoured by the 

gaping maw of Her Dark Reaches. Why fight it? You might defend yourself, you might not. But 

surely, you wonôt bother attacking, when everyone needs to know how awful things are. 

ǒ Paranoia: The EPA is around every corner, ready to lock you up. Or, was it Jell-O Pudding? 

Perhaps it was simply Them. They are out there. Always, and they are coming for you. You are 

able to defend yourself, but you are more inclined to run away from any compromising situation. 

ǒ Nyctophobia: The night is dark and full of terrors, yaôll. You should try and flee to the nearest light 

source, and put up a fight if anyone tries to remove you from it. If within armôs reach of light strong 

enough to read in, then youôre fine. You hope. 

 

Traits 

Traits are in-game labels that can be imbued or inflicted to you by NPCs or other game effects (such as 

reading the Wrong Book). Some game skills may require a trait as a prerequisite. Traits are primarily used 

as a way to deliver effects. Effectively, your own name is a trait (albeit one specific to you). If you have 

received a trait, a call made ñTo X-Traitò affects you.  

 

Unless otherwise specified, traits are generally permanent until purged or cured. 
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All PCs have the Protagonist trait.  So, a call of ñBy My Voice, Heal 1 to Protagonists!ò used on the 

battlefield would heal those players with the Protagonist trait, but not the NPCs theyôre fighting. If you are 

the one making such a call, and you have the Protagonist trait, the effects apply to you, as well. You should 

note, if you are making an attack in this manner, you may choose whether the attack also affects you. 

 

Other traits you start with: your Origin (Champion or Survivor), your Background and your Header(s) 

 

Delivery of Effects 

Effects can be delivered in a number of ways. 

ǒ Melee Attack: Delivered by a weapon strike. An attack delivered in this manner can be physically 

blocked by a weapon (including claws) - if your weapon strikes their weapon before they can hit 

you, you have successfully blocked the attack.  

ǒ Ranged Attack: Delivered by projectile or packet. Uncalled attacks can be blocked by weapons or 

shields, but any called damage or Effect cannot be.  

ǒ By My Voice: The effect is delivered to all those that hear it. Covering your ears is not enough to 

avoid this effect.  

ǒ By My Gesture: The effect is delivered in a straight line extending from the delivering hand (or 

weapon). You cannot physically dodge this effect, but may use some called defenses. Hiding 

behind someone breaks the effect - to you - but the person youôre hiding behind now takes the 

effect. 

ǒ By My Gaze: This effect is delivered after the deliverer and the receiver have locked eyes for 3 

seconds.  

ǒ By Your Name: This effect is delivered to the relevant individual. The name need not be a real 

name for your character, but one that you have answered to. 

ǒ Touchcast: This effect is delivered by tapping a packet against the recipient and reciting the verbal 

call. Note: You may always reject a touchcast.  

ǒ In This Room: This effect is delivered to anyone inside the area with the person delivering it. 

Note: If you are across a threshold or doorway, even without a door present, you are not in that 

room. Doorways are not to be trifled with, child.  

 

Effects 

¶ Permanent ___: Effect lasts forever or until cured. 

¶ Short ___: Effect lasts until character takes 10 seconds rest. 

¶ Agony: You must roleplay being in extreme pain for ten full seconds.  You can walk/run and you 

can defend, but you cannot attack or use other in-game skills. 

¶ Destroy: Your weapon/shield/device is useless until repaired. 

¶ Diagnose (Effect, Trait, or Condition): Reply with yes or no. 

¶ Disarm: Drop anything you are holding in the affected hand.  You can pick it up again as soon as it 

stops moving.  This does not affect shields unless specified in the call. 
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¶ Disengage: Anyone currently engaged in combat with the caller must take a step back and pause 

before reengaging. 

¶ Drain: You cannot use any in-game skills or move faster than a walking speed, and must roleplay 

extreme lethargy.  Effect lasts until you rest for five minutes. 

¶ Expose (Trait): If you possess the trait named, you must cry out, at a volume similar to that used 

to deliver the call. 

¶ Frenzy: You must attack the closest creature to you, regardless of recognition or consequence.  

The effect ends when you are rendered dead or unconscious. 

¶ Maim: You cannot use the affected limb.  If your arm is maimed, you cannot use a two handed 

weapon.  If your leg is maimed, you must drop to a knee ï no hopping.  This effect lasts until cured 

by an in-game skill or item. 

¶ Paralyze: You cannot move or speak, though you are conscious.  Effect lasts until you rest for five 

full minutes. 

¶ Repel: You must retreat from the caller and remain at least ten feet away from them.  Effect lasts 

until you rest for five full minutes or the caller attacks you. 

¶ Root: You cannot move your right foot from its spot, though you can pivot.  Effect lasts until you 

rest for five full minutes. 

¶ Silence: You cannot speak in-game, though you can still use out-of-game calls and respond to 

Diagnose.  If affected by Expose, mime crying out silently.  Effect lasts until you rest for five full 

minutes. 

¶ Slam: You must fall onto your back and allow both shoulder blades to touch the ground (or take a 

knee for at least three seconds with your hands on the ground) before rising to your feet again. 

¶ Slow: You cannot move faster than a walking speed. 

¶ Stun: You immediately fall unconscious and remain as such for five full minutes; another player 

may spend one minute of roleplay to revive you.   

¶ Stricken: You call No Effect to any beneficial effect except Stabilize by First Aid, or Cure Stricken, 

or Cure (Trait by which Stricken effect was delivered), which will remove the Stricken effect only. 
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Character Creation Checklist 

 

0) Characters begin with 25 CP by default. Submitting a character history ON TIME (2 CP), playing 
American Centurions/Curtain Call (2 CP each), NPCing, or donations, etc. can increase this to a maximum 
of 45.  
 
1)       Each character starts out with 2 each of attributes Earth, Air, Fire, and Water.  Characters start out 
with 1 point of Void. Attributes may be raised to a maximum of 10.  
 
2)       Select a Background (Brute, Nimble, Leader, Brain). 

a)       Select two Benefits from the list. 
b)       Select one Attribute Bonus from the list. 

 
3)       Select Header(s) (Academic, Armed Forces, Blue Collar, Jock, Performer, Urban Specialist, and 
Watchman). 

a)       You receive one header for free and may purchase skills from that header for the listed CP 
cost 
b)       An additional header costs 8 CP and skills must be bought individually for that header. 

 
4)       Spend your remaining CP on Open Skills and attribute increases. 

a)       Open Skills have a CP amount listed in their description. 
b)       Increasing attributes costs 3 CP for per point (see the Increase Attribute open skill). 

 
5)       Calculate your stats. 

a)       Vitality is equal to your total (Earth + Water) divided by 2. [note: your combined vitality & 
armor always cap out at a maximum of 10] 
b)       Sanity is equal to your total (Air + Fire) divided by 2. 
c)       All calculations round down. 

 
6)       New Characters to Ink may select a single, free Survival Skill. These are special, non-resettable skills. 
 
7)       Decide on your characterôs name, backstory, and personality. 

a)       Keep it simple - youôre a cooler than average normal person whoôs about to stumble into what 

is likely your first (or second) brush with the supernatural. 
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Backgrounds 

Brute 
Since time immemorial, the strongest have survived and ruled over all others. The Brute relies primarily on 
their physical strength and a straightforward, direct approach to solving problems. 
 
Benefits (choose two) 
¶ Do You Even Lift, Bro?: You may spend EE to call ñReduce to 1ò to one physical (dart, melee, or 

thrown weapon) attack per reset.  Instead of the normal effect you take 1 damage from the attack.  
 
¶ Milk, Vitamins, and Prayers: You have 2 additional vitality. 

 
¶ In the Zone: You are cool under pressure and may spend E to call ñAbsorb to refresh 1 sanityò to 

one Agony or Pain effect per reset. 
 
¶ Unnecessary Roughness: Once per reset, you may swing a one-handed weapon for ñ3 Damage 

and Agonyò, or a two-handed weapon for ñ5 Damage and Slamò. You may spend WW to gain 
another use of this skill. 
 

Attribute Bonus (choose one) 
+1 Earth 
+1 Water 

 
Nimble 
For every tortoise, a hare, and for every boar, a snake. The Nimble relies on their agility and takes a 
sideways, indirect approach to solving problems. 
 
Benefits (choose two) 
¶ Mongoose Reflexes: You may spend AA to call Avoid to one attack by melee, dart, or thrown 

weapon per reset. 
 
¶ Snakebite: As long as you can see both your opponent's shoulder blades and have both your feet 
planted, you may add ñDoubleò to a melee attack by spending F (this may be used on attacks 
granted by skills, items, etc.).  This expenditure of F is in addition to the attackôs regular attribute 
cost.  Example: an attack of ñDouble 3 Damageò deals 3 damage, twice, for a total of 6 damage. If 
the recipient calls a defense like ñAvoidò, it only negates the first of those attacks. The second 
attack still deals 3 damage. 

 
¶ Wax On: You may spend AA gain 2 points of non-physical armor resettable with 1 minute of 
activity (roleplay stretching and ñlimbering upò). This armor goes away when you reset. You may 
increase the amount of this armor by spending additional A, to a maximum of 4 by spending 
AAAA.(3pts costs AAA, 4pts costs AAAA). Reminder: Armor from two different sources do not 
stack, and the combination of your armor & vitality can never be higher than 10. 

 
¶ Tuck and Roll: You may spend WW to call ñReduce to Slam to Selfò to reduce a physical effect 

(vitality damage, Maim, Disarm, Root) delivered via In this Room or Trap once per reset. Note: This 
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defense may also be used against effects delivered from a Trap card. 
 

Attribute Bonus (choose one) 
+1 Air 
+1 Water 

 
Leader 
The world is not built by the strongest, the fastest, or the smartest- it is crafted by those with vision and the 
fire to lead. The Leader relies on their ability to guide a team, support others, and shine in the spotlight. 
Benefits (choose two) 
¶ Driven: You may spend E to call Resist to one sanity-draining or Fear effect per reset; you may 

spend E to gain another use of this skill. 
 
¶ Big Picture Thinking: You have 2 additional sanity. 

 
¶ Inspiration: Once per reset, with 10 seconds of roleplaying a fiery pep-talk, you can Grant 1 

Protection By Inspiration to a number of players equal to your maximum Fire by touchcast. You 
may spend F to Grant 1 Protection by Inspiration to one additional player. This Grant is delivered 
by touchcast to other players (it cannot be granted to yourself). Additionally, you gain 1 additional 
point of Costume Armor that is resettable with 1 minute of activity (roleplay straightening up your 
appearance - both points of costume armor are refreshed at the end of this minute). 

 
¶ Wink and a Nod: Once per reset, after 30 Seconds of role playing a rallying speech, you may call 

By My Voice, Heal 1 Sanity by Inspiration. You may spend FF to gain another use of this skill. 
 

Attribute Bonus (choose one) 
+1 Fire 
+1 Air 
  

Brain 
Pens and swords ï the power behind the throne. We are a long way from the jungle, and the future belongs 
to the brightest. The Brain relies primarily on their mental acuity and a complex method of solving 
problems.  
 
Learned (Required Benefit): Select one ñPhDò knowledge skill from the Academic List. 
Benefits (choose two) 
¶ Knowing is Half the Battle: You may spend AA to call ñAvoid by Knowledgeò to one melee, 

ranged, thrown, or packet attacks per reset. 
 
¶ Science of Deduction: With 30 seconds of roleplay observing combat, you may ñGrant Attack: 3 
Damageò. This can be done three times per reset (each usage requires 30 seconds of 
observation). You may spend W to gain an additional Grant Attack. 

 
¶ Mental Gymnastics: You have 1 additional sanity and may spend EE to call ñResistò to one sanity-

draining effect per reset. 
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¶ Well Read with an Investigative Mind: You may read a tag that requires a ñPhDò skill that you do 
not have once per reset. You may spend AA to gain another use of this skill. Additionally, the first 
time you read a Knowledge Tag per reset you may call ñRefresh 1 sanity to self.ò 

 
Attribute Bonus (choose one) 
+1 Air 
+1 Water 

 

Headers 

 

You receive one header for free. An additional header costs 8 CP. Skills must be 
bought individually for headers. 
 

Academic 
Whether youôve worked the private sector or in a University setting, your focus is on the more scientific 
pursuits. You avoid getting your own hands dirty, but with a sharp eye, a sharper mind, and a wealth of 
knowledge, you can make other people much better at getting their hands dirtyé 
 
Certification: You may select one of the following specialties and gain the accompanying skills for it. If you 
have the Brain background, this is in addition to the Certification knowledge skill that you have already 
chosen.   
 
¶ Mechanical Engineering: 0CP 

o You gain the skill Quick Fix. You may reduce the time it takes to use quick fix to 30 
seconds. You also gain the skill P7 Floor Model. 

o After calling ñRepair Armorò, you may spend A to add ñand Grant 1 Protection.ò 

o You may touchcast ñDiagnose Armorò the recipient may respond with the number of 
current armor they are currently wearing. 

 
¶ Medical: 0CP 

o The time it takes to use First Aid to an unstable person is reduced to 30 seconds.  

o With 1 minute of activity, you may use First Aid to call ñCure Maimò. 
o You may spend 1 min roleplaying and then make a touchcast for ñHeal 1 by Medicineò.  
o New: You have a pool of X number of ñheal 1 by Medicineò- where X is equal to your maximum 

Earth. This is referred to as your ñHealing Pool.ò 
Á You may spend 1 point of Earth and 1 minute of activity to reset this pool to its maximum. 

o You may touchcast ñDiagnoseò Damage, Disease, or Poison.  

 
¶ Life Sciences: 0CP 

o You may spend AA to touchcast ñGrant melee attack: Agonyò three times until you reset. 

o You may spend F to throw a packet for ñShort Weaknessò 
o And, if you ever came across anything strange and unknown to others, youôd be able to 

use your expertise in life science to better understand, rationalize, and deal with such 
things. 
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¶ Psychology: 0CP 
o You may spend 1 minute role playing counseling a player and touchcast ñRefresh 1 
Sanityò. You may spend A or F to increase the refresh by 1; you may spend AA or FF to 
add to this call ñand Grant Defense: Resist Fear.ò Note: this skill can be combined with the 
Talk Down skill to Refresh 2 sanity with 1 minute of RP (or 3 by spending A/F, etc.) 

o You may spend AA or FF to throw a packet and call ñCure Frenzyò 

o You may call ñBy my Gaze Diagnose Insaneò at will 

 
¶ Elementary: 1CP 

Twice per reset, after reading a PhD tag you may call ñRefresh 1 Sanity to Selfò.  
 
 
¶ Rational:  2CP 
You may spend EE to call ñResistò to one Fear effect per reset. 

 
¶ Field Report: 4CP 

With 10 seconds of roleplay examining a creature (you must be within a reasonable distance of the 
creature - at least close enough to hit with a packet), you may call ñImbue By Studyò and gain the 
Expert trait. While you have the Expert trait, you may then spend A to touchcast ñGrant Attack: 3 
Damage and Agonyò. After 1 min outside of combat you must call ñPurge Expertò. 

 
¶ Moment of clarity: 1CP  
While you have the insane trait you may spend V to call ñshort cure insane to selfò or ñshort cure 
frenzy to self.ò Note: this allows you to act normally and remain at 0 sanity until you rest. Note: if 
you use ñshort cure insaneò you lose the insane trait until you take a short rest é so calls ñto 
insaneò will not affect you. 

 

Armed Forces 
You have experience with the military or its training techniques - whether or not youôre still there is 
irrelevant. You are skilled in both melee and ranged combat, and when the world needs a bad dude to save 
the president, you are that bad dude. 
 
¶ Marksmanship: 0CP 

o You gain Weapon Training: Rifle and Shot gun 
o While wielding a rifle, you may either plant both your feet or take a knee, and spend 3 

seconds aiming.  Until you move, you may add 2 damage to your weaponôs damage call. 
This cannot be used on uncalled shots, or shots that do not do damage (like Agony, Maim, 
etc.).. Example: A 4 damage shot will become ñ6 damageò with this skill.   

 
¶ CQC: 2CP 

o You gain Weapon Training: Long Claw/Short Claw and Long Claw/Pistol. 
o You may apply skills and items that modify ñmelee weaponsò to your claws. 
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¶ True Grit: 3CP 
o Once per reset you may call ñShort Root to Selfò; while under the effects of this Root, you 
gain 5 ñEludeò ódumbô defenses again melee or ranged attacks and may call ñNo Effectò to 
any Repel effects. 

o In addition, when you are under ANY Root effect, all called damage you deliver is 
increased by 1 point. 

 
¶ Cover Fire: 3CP 

o You may spend A to shoot for ñAgonyò with any firearm. 

o You may spend W to shoot for ñShort Maimò with any firearm. 

 
¶ Spray and Pray: 2CP 

Spend V and call "Imbue by Grit and Stricken to self." You may then fire any of your UNCALLED 
shots as "2 Damage". When you rest off the Stricken, you must call "Cure Grit."  
 

Blue Collar 
You work for a living, and as such, have the fortitude to push past exhaustion and hardship when all those 
gym-built hardbodies run out of gas. But more than just a lunk, you can outfit yourself and others in primo 
gear and armor. 
 
¶ Mechanical Engineering: 0CP 

o You gain the skill Quick Fix. You may reduce the time it takes to use quick fix to 30 
seconds. 

o After calling ñRepair Armorò, you may spend A to add ñand Grant 1 Protection.ò 

o You may touchcast ñDiagnose Armorò the recipient may respond with the number of 
maximum armor they are currently wearing. 
 

¶ Break it Down: 1CP 
o You can spend F to break down a door or force open a lock.  
o You gain the ability to use 2-handed melee weapons (but not polearms) 

 
¶ Strong Arm:  3CP 

o You may spend W to swing a melee attack for ñ3 Damageò. 

o Alternatively, you may swing for ñ5 Damageò, but must then add ñand Short Maim to selfò 
on the arm that swung the attack. 
 

¶ Roughneck: 4CP 
o While in the unstable condition, you may spend 5 seconds of RP to wipe away the blood, 
shake off the pain, and spend EE to call ñHeal 2 to Selfò. 

o Additionally, you may call ñResistò to one Agony effect per reset. 

 
¶ Salt of the Earth: 1CP 
You may spend V to make a 10 second speech and call ñby my voice heal 3 to Xò where X is either 
ñChampionò or ñSurvivorò and must be the same as the trait you currently have. 
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Jock 
 
Your body is a well-oiled machine, and the best weapon a person could want. You are keen at avoiding 
blows, striking hard, striking first, and striking without mercy. 
 
¶ Karate Kid: 0CP 
You may dual wield two long claws. Once per reset, you may deliver a ñDisarmò via a claw attack. 
You may spend F for additional uses of ñDisarm.ò 
 

¶ Limber: 2CP 
o When hit with a Maim effect, you may spend E to call ñòReduce to Short (Maim).ò 
o Additionally, you may spend A purge a Root effect once per reset. 

 
¶ Body Check: 3CP 
You may spend W to gain 2 attacks for ñ2 Damage.ò 

 
¶ Wax off: 4CP 

You may spend FF for a Parry defense against a melee swing to a limb. 
 

¶ Adrenaline Rush: 1CP 
You may spend V to call ñImbue by Adrenaline and grant 10 protection to selfò this protection lasts 
until you take a short rest. Remember: protection does not stack. 

 

Performer 
Every party needs a leader, and youôre perfect for that job. Your focus is team dynamics, distraction, and 
making sure the job gets done, even when the going gets tough. 
 
¶ Sharp Tongue (Hey, Asshole!): 0CP 
You may spend AA to gain three packet attacks for ñAgony By Witò if you reset any unused attacks 
are lost. You must deliver some kind of insult to the target first. You may spend AA to receive an 
additional 3 more packets. 
 

¶ Get the Band Back Together: 2CP 
o Once per event, you may spend 5 minutes of roleplay discussing team dynamics with 4 

other people. As long as they stay for the full 5 minutes, you may touchcast ñImbue Trait 
[team name]ò to those 4 people and to yourself. 

o Once per reset, you may spend 10 seconds of RP giving orders to your team and call ñBy 
My Voice Heal 1 to [team name]ò.  If you have the trait, you also take the effect. The 
healing effect may be used again by spending FF. 
 

¶ Spotlight Stealer: 4CP 
You may spend FF to call ñBy My Gesture, Repel By Gloryò. 

 
¶ Get Hype (In the Air Tonight): 1CP 
You may spend V to touchcast ñImbue Reset by Inspirationò, this effect completely restores another 
playerôs attributes (EAFW) and Per Reset abilities. You can use this ability on any player other than 
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yourself. Use of this skill takes 1 minute of RP between the Performer and the person receiving the 
effect. After five minutes of rest, you may use this skill again by expending V. 
 

Watchman 
You are the thin blue line, the red cross, the authority that keeps everyone in line. Your skills lie in 
protecting others, keeping the peace, and making sure everyone gets out alive.   
 
¶ Field Medic: 0CP 

o With 10 seconds of activity, you may call ñCure Maim and Agonyò. 
o The time it takes to use First Aid to an unstable person is reduced to 30 seconds.  
o You may carry 2 people at a walk, additionally you may carry 1 person at a running pace. 
You must run in a safe manner at all times and cannot leave armôs length from the 
person/people you are carrying. 
 

¶ Marksmanship: 3CP 
o You gain Weapon Training: Rifle and Shot gun 
o While wielding a rifle, you may either plant both your feet or take a knee, and spend 3 

seconds aiming.  Until you move, you may add 2 damage to your weaponôs damage call. 
This cannot be used on uncalled shots, or shots that do not do damage (like Agony, Maim, 
ect). Example: A 3 damage shot will become ñ5 damageò with this skill.  

 
¶ Riot Gear: 4 CP 

o You gain 3 points of medium tactical armor- these armor points must be repaired by a Blue 
Collar/Mechanical Engineer. Costuming Note: Knee and elbow pads OR a chest plate (you 
need not have all those pieces, but at least one). While the skill is called Riot Gear, any 
kind of armor will do be it a foam chest plate, metal breast plate, plastic athletic protectors, 
or a tactical vest.    

o Additionally, you may use a buckler (must be round, no wider than 24 inches). You may 
wield a long or short weapon while using a shield, or may also use a pistol and a shield at 
the same time.   

 
¶ Crowd Control: 3 CP 

o You may spend A to make a melee or ranged attack for ñAgonyò. 
o You may spend W to call ñDisengageò while wielding a melee weapon. 

 
¶ Modern Day Knight: 1 CP 
You may spend V and call ñImbue by Courage.ò Until you rest (or the end of the current battle), you 
gain a melee attack for ñ2 Damage by Faithò after every melee flurry (3 consecutive swings). You 
may only óholdô one of these attacks at time (thus, 2 flurries in a row still only nets you 1 smite.)  
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Urban Specialist 

The city is your friend, and you know just how to leverage her shady alleys to your advantage. Your focus is 
gathering info (one way or anotheré), getting out of tight spots, and Fixing Things. 
 
¶ Tricksy: 0 CP 

o With one minute of activity, you may disable a Lock or Trap tag. 
o You may also spend E and call ñReduce to Shortò when struck by a Destroy Weapon (or 

Device) attack.   
o You may wield a pistol and a long weapon simultaneously 

 
¶ Street Fighter: 3 CP  

Fair fights are for suckers; you have learned to kick óem while they are down. You may spend W to 
make 2 melee attack for ñ2 damageò against an opponent who is clearly under the effects of an 
Agony. These attacks must be delivered within five seconds of each other, any unused attacks are 
lost. 

 
¶ Sucker Punch: 4 CP 

While flat-footed, you may spend WW to deliver a melee attack for ñ5 Damageò to an opponentôs 
back. This may be combined with Snakebite. 
 

¶ Quick Draw: 2 CP 
Once per reset, you may recoup the attributes used to attack an opponent if you strike them before 
they are able to deliver an attack successfully to you. 

 
¶ Stealth: 1CP  
While in a shadowy area and not under observation currently you may Spend V and call ñimbue to 
self by stealthò As long as you move at a slow walk, remain partially hidden by cover or shadows, 
and do not interact with objects or people, you may call ñShadowò to calls and effects for five 
minutes. You may purge the shadow trait at any time, and lose the trait if you attack or interact with 
another object or person. 
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Open Skills 
 

Self Defense: You may wield a single long claw. You may wield a single long weapon. You may wield a 
single pistol. While wielding a pistol you may spend F to gain 5 uncalled shots. While wielding a pistol you 
may spend F to gain a single shot for 3 damage.  0 CP 
 
Costume Armor: You gain 1 point of costume armor for making an attempt at character appropriate 
costuming. Costume Armor does not stack with any other form of armor. 0 CP. 
 
Weapon Training: You may wield one of the following weapon styles per purchase of this skill 4CP*:  
¶ Two handed 
¶ Staff 
¶ Claws: Long/Short 
¶ Melee: Long/Short  
¶ Long claw/Pistol 
¶ Long melee/Pistol 
¶ Pistol/Pistol 
¶ Bow (packet) 

 
Rifle & Shot Gun Training: You may wield a 2 handed firearm weapon in combat. You may spend F to 
gain 6 uncalled shots. Rifle: You may spend F to make dart attack for 4 damage. Shot Gun: You may 
spend F to make a dart attack for ñDoubleò 2 damage or Slam. 3 CP 
 
Increase Attribute: You may increase your Earth, Air, Fire, or Water by 1. This skill may be purchased 
multiple times; EAFW each cap at 10. 3 CP. 
 
Increase Void: You may increase your Void by 1. This skill may be purchased once. 4 CP 
 
Tough: You may increase your Vitality by 1. This skill may be purchased once, but note that your total 
Vitality + Armor can never exceed 10. 3 CP 
 
Stable: You may increase your maximum sanity by 1. This skill may be purchased twice. 3 CP 
 
First Aid: With a touchcast you may diagnose ñStable,ò ñUnstable,ò and ñDead.ò You may touchcast an 
unstable target to call ñBeginning first aid.ò  After 2 mins may call ñStabilize by First Aidò to bring the target 
to Stable. With one minute of activity and RP, you may touchcast call ñshort cure Maim.ò 1 CP 
 
Medical Expertise: You may purchase this skill up to 3 times. Each time adds 1 to your Healing Pool. 
These additions are also reset when you reset your healing pool. 1 CP  
 
Talk Down: You declare ñTalking you downò and begin roleplaying with the character for 1 minute. At the 
end of that minute, you may call ñrefresh Sanity to Insane by Empathy.ò and deliver the effect by touchcast. 
[Note: this skill will have no effect on characters who are above 0 sanity, as they will not have the Insane 
condition.] 2 CP 
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Quick Fix: You may spend 2 min roleplaying with an item to call ñrepair deviceò ñrepair weapon/shieldò or 
ñrepair 1 armor.ò 2 CP 
 
Self-Grooming: You may spend 1 min of activity to call ñimbue to self by styleò to reset all of your costume 
armor. 1 CP 
 
Subject Matter Expert: You may select an additional Benefit from your Background list. This skill may be 
purchased twice. 3 CP 
 
Cruel: Whenever you successfully deliver an Agony effect you may call ñRefresh 1 Sanity to Selfò. 1 CP 
 
Kind: Whenever you successfully heal a target's Vitality you may call ñRefresh 1 Sanity to Selfò. 1 CP 
 
Strong Immune System: You may call ñResistò to a Disease effect once per reset. You may spend E to 
use this skill again. 2 CP 
 
Jerk: You may deliver an insult and spend F to throw one packet for ñAgony by Witò. 2 CP 
 
Back Off: You may spend W to call ñDisengageò with a melee weapon. 2 CP 
 
Catch Your Breath: Once per reset you may take a knee (or sit) and rest for 10 seconds and then call 
ñHeal 2 to Self.ò Note: you may not use this skill while Unconscious. 3 CP 
 
Oddness Magnet: You will start the game with one Unique Odd item. This skill will only be available to 
those who return their character histories and backgrounds prior to submission deadline. 2 CP 
 
Skeirineôs Blessing: Every now and then, you are overcome by visions of the unknown - the future... or 
possible futures. You gain the Dreamer trait and are able to read Deja Vu tags. You will also receive a 
Premonition video about a week before game. 2 CP 
 
 

P7 Open Skills (see the Weapons chapter for further details): 
 

P7 Floor Model: The P7 is the future of personal defense systems, and youôve been given a testing model 
that is intended for untrained users. You have signed the ñEnd User Agreementò and are field testing the P7 
developed by Forbidden Fruit Electronics. You may wield a P7 in combat. Please see below for details on the 
P7. 2 CP 
To be eligible for a P7, you MUST have signed ñThe End User Agreement.ò In Game terms, you gain the trait 
ñOathbound.ò This may have é interesting effects in game, both for good and ill.  

 
Safety Strap (Requires P7 Floor Model): While wielding your P7, when struck with a Disarm effect that 
would target your P7, you may instead roleplay starting the device back up again for 3 seconds instead of 
dropping it. 1 CP 
 
P7 Trainee (Requires P7 Floor Model): A step above the rest, you have had official training in the care and 
keeping of your P7, and you keep yours in peak condition. While equipped with your P7, you may spend F to 
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throw 3 packets for ñAgonyò. In addition, you may now reset the 10 uncalled packets with 1 min of activity 
without spending any attributes. You may still make a ñquickò reset in 10 seconds by spending F. 3 CP 

 
Overclocked P7 (Requires P7 Trainee): You have spent considerable time with you P7 and have made 
some MINOR alterations, now you really have this puppy singing. You may spend AA to make a packet attack 
for ñSlam by Force.ò 1 CP 
 

Epilogue and Survivor Skills 

 
Epilogue Skills: 

Returning Characters may select one, and only one, of these skills for free. They are not otherwise able to 
be purchased. Choose the one that best suits the direction you wish your character to continue in during 
this session. This choice is not set in stone (and can be changed later), there is much still to learn about the 
world of INK. 
 
Friends in é interesting places: Your actions impressed one of the sponsors during American 
Centurions, and you have carried yourself well during your short time in DSI care. Proving your worth to 
these organizations may open interesting doors.  
You may carry a symbol of your dedication to this group (Nozz-a-LA, DSI, Phosphor Polytechnical, the 
Trash King, Tour Sombra Consulting, etc.) or cause. By presenting a symbol to certain NPCs, you may find 
they treat you differently. In addition, you may brandish this symbol, spend V and call ñby my gesture Repel 
and Agony by Authority.ò 0 CP 
 
Iõm not feeling so great: Physically or mentally, you were tested to your breaking point in American 
Centurions. You will carry the mark of those few hours with you for the rest of your life. You can feel 
something inside you that is different, and the feeling seems to be spreading. Perhaps Odessa had a 
ñprivate meetingò with you, perhaps the spider goddess got a particularly good hit on you, or you umm é 
well died...and were brought back by various means, either way you went through the first stage of a 
change é one that is not quite done yet.  
You gain the ñReturnedò trait. While unstable you may spend V to call ñheal all to selfò é be warned 
however, the ñReturnedò are not always welcomed é 0 CP 
 
Delusions of Grandeur: You came, you saw, and you persevered. You faced down horrors that would 
leave lesser heroes shaken and scared, but not you, you are way too awesome for all that crap. Either 
because a small voice in the back of your mind, an inflated sense of self-worth, or just a new found attitude, 
you KNOW you are better than most.  
You gain the ñContactedò trait. You may spend three seconds talking yourself up and spend V to call 
ñImbue to self by Harmony.ò This may only be done when you are conscious. This Imbue by Harmony has 
the following effects: You heal 3 vitality, and you may then refresh 2 points of either Earth, Air, Fire, or 
Water. 0 CP 
 
Born Survivor: It was a rough night, donôt get me wrong but é the worldôs still turning isnôt it? Look, there 
is the sun, just like any other day. We made it through last night, and weôll make it through the next, and the 
next, and the next. Weôre too pretty to die, right? 
Your life is different now, and probably is not going back, but you arenôt going to let that change youé not 
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yet anyway. You may choose one of the survival skills from the Survivor list. Activating those skills costs V 
for a Champion (Hard to Kill is V/3 stabilizes).  0 CP 
 

Survival Skills 
Brand New Characters may not have an Epilogue, but instead choose 1 of the following.  These skills are 
special actions you can take in limited circumstances, when your back is against the wall (or the floor, in 
some cases). You may select one, and only one, of these skills for free. They are not otherwise able to be 
purchased. 
 
Breath of Life: Once per event, you may call ñHeal 4 and Refresh 4 Sanity to Self.ò This may be used while 
conscious or unconscious but not while unstable/òbleeding outò. 0 CP 
 
Hard to Kill: Three times per event, you may call ñStabilize to Selfò. When using this skill, after one minute 
of being stable, you wake up at 1 Vitality. 0 CP 
 
High-Tail-It-Out: Once per event, while running away (and not actively engaging in melee), you may call 
ñEludeò to the first three attacks (melee or ranged) that strike you. Please note, these should be used in 
quick succession- if you rest without using all 3, the remainder are lost. 0 CP 
 
Playing Possum: Once per event, while being Deathstruck or while unstable, you may call ñHeal 1 to Self 
and By My Voice Short Repel by Gloryò This should be called in a low voice so that only the creature 
Deathstriking you and nearby creatures can hear you. 0 CP 
 
Push Through: Once per event, while conscious, you may call ñPurge Xò where X is a Maim or an effect 
delivered by Pain, Poison, Disease, or Fear. 0 CP 
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Weapons 
 

You will use a number of props to make your impact on the in-game world. Below, you will find the rules 

and specific information for those props. ñMeleeò weapons are used to strike other characters up close, and 

are foam-covered cores with soft stabbing tips. ñRangedò weapons are used to strike other characters from 

a distance, and can be foam-dart guns, small bean bags known as ñpacketsò, or thrown weapons made of 

foam. The Accelerant Core Rules feature construction guidelines for such props. If youôre new to LARPing 

and have no idea about how to go about obtaining such props, or if youôre not new and you just think you 

could use some extra tips and tricks, contact staff. We love sharing our nerd skills.  LOVE love. 

 

Every character in the game should be able to (at least) use a ólong weaponô and ópistolô (not necessarily at 

the same time, mind you, but you can carry them both).   

 

Melee Weapons 
 

Small (18-24ò) - This weapon may only be used to block. While wielding a Small Weapon, you get 1 free 
ñGuardò to a damage attack delivered by melee per reset. Examples: dagger, wrench, screwdriver, baton, 
claw hammer, sai, meat cleaver 
 
Short (25-36ò) - You may use this weapon to deliver ñmeleeò skills. Examples: billy club, short sword, 
monkey wrench, tire iron, golf club, lead pipe, mace, machete 
 
Long (37-46ò) - You may use this weapon to deliver ñmeleeò skills. Examples: long sword, katana, baseball 
or cricket bat, sledgehammer, 2x4, lacrosse stick 
 
Two-Handed (47-64ò)- You may use this 2-handed weapon to deliver ñmeleeò skills. Note: Unless 
otherwise trained, if one of your arms is Maimed, you are unable to use this weapon (and any hit taken to 
the weapon while in that state is considered a hit to your body). Spare side-arms are your friend. Examples: 
hockey stick, walking stick, pike, bo staff, whaling harpoon, breaker bar, battle axe 
 
Staff (48-64ò) ï You may use this 2-handed weapon to deliver ñmeleeò skills. The weapon must be padded 
at both ends (and both need stabbing tips). Note: Unless otherwise trained, if one of your arms is Maimed, 
you are unable to use this weapon (and any hit taken to the weapon while in that state is considered a hit to 
your body). Examples: Lawn care tools, Bo Staff, Mic Stand 
 
Buckler Shield - A round, punch-style shield (it should have a handle, not straps) with a diameter no wider 
than 24 inches. Examples: riot shield, stop sign, steel chair, Spartan/Athenian/Zulu/Roman buckler 
 
òClawsó - These weapons follow the same rules as Long or Short weapons, but have red coverings to 
represent that they are natural weapons. Claws are immune to the Disarm attack, but the Destroy Weapon 
attack acts as a Maim effect. You are able to block attacks with claws, as if they were any other (Long or 
Short) weapons. ñClawsò is just a general common term for natural weapons, and does not necessarily 
mean you have monstrous talons. 
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Ranged Weapons 
 
 
 
 
 
Thrown Weapons - You may use this weapon to deliver ñranged attacks.ò Examples: sweet ninja stars, 
throwing knives, hatchets, wrenches, beer cans, baseballs, buzz saw blades, billiard balls, bricks, fruit 
 
Pistol - You may use this weapon to deliver ñrangedò attacks. You may spend F to make a dart attack for ñ3 
damageò. Nerf Jolt, Firestrike, Pink Crush,  Doublestrike, Hammershot, Sweet Revenge, Maverick, 
Strongarm, Magnus, Stryfe (electric), Barricade (electric), Rebelle Rapid Red (electric), any one-handed 
blaster that need not be reloaded after every shot 
 
Rifle - You may use this weapon to deliver ñrangedò attacks. You may spend F to make a dart attack for ñ4 
Damageò.  Even if you can manage it with one hand, rifles require two hands to use. Note: Dart-firing bows 
may be used as a ñcrossbowò, but for game mechanics purposes, count as Rifles. Nerf Retaliator, Modulus 
Recon MkII, Slingfire, Rampage, Alpha Trooper, Longshot, Centurion, Rotofury, Doominater, Lawbringer, 
Vagabond, Thunderbow, Blazinô Bow, Heartbreaker, Crossfire, Crossbolt, Guardian Crossbow, 
Codebreaker, Strongheart; Stryfe, Modulus ECS-10 (electric), Demolisher (electric), Buzz Bee Sentinel, 
Snipe or any blaster with a barrel and/or stock that requires two hands to fire. 
 
Shot Gun - You may use this weapon to deliver ñrangedò attacks. You may spend F to make a ranged 
attack for ñSlamò or ñDouble 2 Damageò. Even if you can manage it with one hand, shot guns require two 
hands to use. Nerf Roughcut 2x4, Sledgefire, Double down, or Vagabond, Buzzbee/Air Warriors Double 
Shot, any blaster with a barrel and/or stock that requires two hands to fire. 
 
Bow - You may use this weapon to deliver ñrangedò attacks by packet. Holding a foam-covered core ñbowò 
prop in your off hand, roleplay drawing and releasing the arrow. You may throw 10 uncalled packets per 
reset. You may spend 10 seconds roleplaying to spend F and reset these 10 packets. You may block 
attacks with your bow, but it is not a melee weapon, and cannot deliver melee attacks. Note: Items that 
require a gun to use, may be used with a bow instead. 
 
P7: Phosphor Polytechnical Prototype Personal Projectile Propulsion Pistol - You may use this ONE-
handed weapon to deliver ñrangedò attacks by packet. You may throw 10 uncalled packets per reset. You 
may spend 10 seconds roleplaying ñrechargingò to spend F and reset these 10 packets. Note: If only one 
arm is Maimed, you may still fire this weapon by using a back up ñexternal triggerò. Prop requirement: A 
distinctive glove and wristband on at least one hand. A few small LEDs or glow sticks are good. 
 

  
A note on props: 
Many games ask that weapons be made to look órealisticô (for example, Nerf guns painted 
black). Because of the ótheatricalô nature of the setting for our first game, American 
Centurions, we are NOT requiring this. Your gear can look as goofy as youôd like it to, or 
all-blacked out.  

Please Note: Velcro-tipped ñDart Tagò Nerf darts (and similar) are NOT 

ALLOWED for use in any blaster. 
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Weapons - Key Specifications 
 

Name Description Hands? Base Damage 

Pistol Short barrel, no stock 1 3 

Rifle Long barrel and/or stock; extra damage after ñaimingò   2 4 

Shotgun Fires twice with one trigger pull 2 ñDouble 2 Dmgò 
 OR ñSlamò 

Bow (Dart) Arms and/or string; counts as Rifle  2 4 

Bow (Packet) Combat-safe foam bow/ B3 (ñBeckerò) Bow 2 1 

P7 (Packet) ñWrist-launcherò  1 1 

 

Name Description; examples Hands? Lengths 
Min   -   Max 

Small Weapon Defense & Deathstriking only; knives, tools   1 18ò 24ò 

Short Weapon Baton, Machete, Hammer, Pipe, Pipe Wrench, Tire Iron   1 25ò 36ò 

Long Weapon Lacrosse stick, Sword, Baseball Bat, Sledge Hammer, Axe 1 37ò 46ò 

2 Hander  Hockey sticks, Breaker Bar, Broom, Shovel, Harpoon, Pike 2 47ò 60ò 

Staff Bo staff, Mic Stand, Broom Stick, Lawn Care Tools 2 48ò 64ò 

Shield (ñBucklerò) Stop sign, Riot shield, manhole cover, Captain America 1 14ò 24ò 

 

Type Padding required 
Axe/Hammer/Club At least 1/2 the entire length; open cell foam head at least 2ò thick at the tip 

Blade/Claw  At least 2/3 the entire length; open cell foam óstabbing tipô at least 2ò tall  

ALL Cores covered with at least 5/8ò closed cell foam; 2ò stabbing tip; padded pommel  

 

Weapons Construction General Notes 

Cores:  
¶ Schedule 20 PVC (1/2ò for smalls, shorts; 3/4ò for longs) 

¶ Graphite golf club shafts [cut the head off] (smalls, shorts, longs) 

¶ Fiberglass driveway markers [doubled up] (flat/box boffers) 

¶ Fiberglass tubing (.404 for smalls, shorts; .505 for longs, .602/.745 for 2 handers) 

¶ Carbon Fiber tubing (all) 

¶ ALL cores should have both ends tipped with a coin held on with strapping tape and/or a 
nub of EVA foam 

 
Coverings: 

¶ Thin duct tape (NOT Gorilla Tape) 

¶ Kite Tape (Adhesive Nylon Ripstop Repair Tape) 

¶ Nylon fabric ñsocksò  

¶ Polyester leggings/tights/hosiery  

¶ Plastidip (Plastidip is non-latex, despite what Home Depotôs website says)  
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Items and Loot 

 

During play you will encounter Items. These may be Item Tags (described below), specific props, or any 

number of small, colored beads called Orgone.  

 

Orgone Beads 

 
In the world of the Survivors, where Boston sits on the Charles River:  
 
Orgone is a pseudoscientific and spiritual concept described as an esoteric energy or hypothetical universal 
life force, originally proposed in the 1930s by Wilhelm Reich. In 1947 William S. Burroughs made minor 
adjustments to the original Orgone accumulator created by Reich, creating the world's first physical 
representation of the phenomenon. These ñOrgone Stonesò (known today simple as Orgone) displayed 
interesting properties, beyond what Reich had originally theorized. Phosphoric Power & Light bought the 
exclusive rights to research the new found element, and made a number of advances over the decades. 
 
At its base, Orgone is an energy source and is used to power all kinds of mechanical devices. Further 
information will be provided in the Champions of Boston culture packet. Sorry, Survivors.  
 
There are three known kinds of Orgone, which increase in value as the tier increases. 
 

¶ Tier 1: Yellow - the most basic Orgone, this is used most often to power simple devices for short 
periods of time. 

¶ Tier 2: Blue - a slightly more advanced form of Orgone, this is used to power devices for longer 
periods of time, or more advanced devices for a short time. 

¶ Tier 3: Red - this is incredibly rare and often used to power complex devices for long periods of 
time.  

 
Orgone is a volatile resource and people find that it has a very odd effect on living things. If a PC carries 
more than 5 pieces of Orgone on them, they gain the LOADED trait. 

 
Special containment procedures were developed to ship and contain large quantities. You may find ways to 
store excess Orgone acquired during the game. Furthermore, some beings are resistant to the effects of 
Orgone and able to carry larger quantities naturally. 
 
In game, you will find ways to spend Orgone and are encouraged to do so. 
 
 

 

  

A note on Orgone: 
This is an attempt to streamline our loot system at INK larp. We are trying it out for now, the 
intention is to create a constant and active economy between our players and NPCs.  
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Item Tags: 

These tags represent a special piece of equipment your character has found. When picking up an Item you 

should do your best to read the tag completely as soon as you are able to. Items will have the following 

information on them: 

 

Name: This is the name of an Item and may be referenced as such in other skills. 

Requirements: You MUST possess the skills or traits listed here to use ANY effects listed on this item. 

Traits: This Item has the following Traits. Some skills may allow you to interact with this Item differently 

based on these traits. Note: You do not gain these traits yourself when you possess the item, they are 

exclusive to the item. 

Uses: This will show how many ñusesò the item has. Some items may have uses that are ñper reset;ò this 

means when you reset your own core attributes, the uses on the item reset. If the item does not specify 

this, then once all the uses are gone, the item is considered ñspentò and should be discarded in the 

appropriate bins. 

Description: A quick explanation of what youôre holding.  
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In-Game Information  

 

The rest of this rulebook contains material that is considered to be ñin-gameò. What that means is that these 

are things that your character may or may not know - that is up to you. In the Accelerant game system, 

technically anything you know is also known by your character, but such choices are dependent upon your 

preferred level of immersive game play style. One thing to note is that, clearly, in the "real world", no such 

east coast metropolis as New Albion exists along a Boston River. Knowledge you might have about the city 

of Boston along the Charles River in 1985 mighté and might noté still apply.  

 

 

Would you look at that! The New Albion Quarantine Zone in the red, including the darker blue section of 

ñthe Combat Zone,ò which was the original site of quarantine, recently expanded to a total of 1.5 square 

miles!  
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Organizations You May Know Of 

 

Household Names 

 

Phosphor Polytechnical  

 

Headquartered in New Albion, Massachusetts, this 
technology superpower began as Phosphorus Ambic & 
Steam in the 1800s and has adapted with the times. Now 
the worldôs largest developer of cutting-edge technology, 
P15 has a number of famous subsidiaries, such as 
Forbidden Fruit Electronics (Seattle, WA), South East 
Positronics (Cupertino, CA), and LUXDEOS Defense 
Contracting (Oxford, MA). Their slogan is ñAll Things 
Serve the Futureò, which reflects the companyôs close 
relationship with Polytechnical Institute of Massachusetts.  
 

Wakinya Motor Company  

 

Headquartered in historic LaForde, Michigan, the USôs 
largest (and first) manufacturer of motor vehicles reminds 
you to buy American! Since the time Hank LaForde rolled 
his Model T off the production line in 1907, the country has 
counted on Wakinya Motors to craft its new beasts of 
burden. Wakinyaôs company mission is to serve as an 
example of dependability, stability, and excellence- their 
slogan is ñBuilt LaForde Tough.ò  

 

Nozz-a-La Cola  
 

 

Headquartered in Atlanta, Georgia, Nozz-a-La is the 
worldôs best selling cola soft drink and Nozzade is the 
official drink of American Centurions! The Nozz-a-La 
brand is possibly the most easily recognized icon in the 
world, and reflects the companyôs drive for excitement, 
refreshment, and enjoyment! When life hands you 
lemons, throw óem aside and have a Nozz! The 
companyôs slogan of ñRed, White, and Youò is instantly 
recognizable.  
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Granny Tessaõs Sweet Treats  

 

Headquartered in Pittsburgh, Pennsylvania, Granny 
Tessaôs confectionaries are an American staple of 
desserts and snacks. The companyôs initial marketing 
campaign is one of the major reasons that Halloween is 
so widely celebrated, and their investment in both the 
Three Sisters Circus and Aspen Point Amusement Parks 
makes Granny Tessa synonymous with the joy of 
children and adults alike. The real Granny Tessa, 
Tessandra S. Miller, sits on the board of directors to this 
day and ensures the companyôs quality is as high as 
ever. ñA Special Treat for Your Someone Sweetò 
 

McGregor Pharmaceuticals  

 

Headquartered in Parasol, West Virginia, McGregor is a 
leading innovator in medical technology, blazing the trail 
for gene therapy and engineered retroviral intervention. 
Yellow Fever was entirely eradicated with McGregorôs 
efforts, and itôs only a matter of time before Malaria and 
West Nile Virus follow suit. The companyôs dedication to 
charity and global vaccination is legendary- so when they 
say ñRevolutionizing Health,ò they mean it!  
 

Deathbird Ale  

 

Witch City USAôs brew of choice, the original Deathbird 
brewery and corporate HQ resides in Salem, 
Massachusetts. A recent acquisition by Annheuser-
Busch has brought Deathbird to the national-and global- 
spotlight as a double-barreled alternative to the common 
beer. An Imperial Black Ale, Deathbird gets its name in 
part to its 13% alcohol content and in part from the 
companyôs Vulture mascot. Now a cousin to Budweiser, 
Deathbirdôs new slogan is ñThis Birdôs For You!ò 

Vino Supreme Vineyards 

 

Headquartered in Napa Valley, California, Vino Supreme 
owns wineries in across the West Coast, New York, and 
Maryland, as well as vineyards in France, Italy, and 
Germany. VSV is a major player in the international wine 
trade, and is looking to grab market share to new 
audience. With a ferocious eye towards excellence, Vino 
Supreme is courting athletes, musicians, actors, and 
even the intellgencia in hopes of attracting, as their 
slogan says ñOnly the Best.ò  
 
















