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“Drink up, me hearties, for tomorrow we set sail for Dead Man’s
Isle.
Surely, you’ve heard the story of the Pirate King? Captain John
Tess, who wreaked havoc on the Seven Seas, then retired to Dead
Man’s Isle. Relentlessly pursued by the British Navy, Captain
Tess had to find a way to escape, or be hanged for piracy (and
allegedly seducing the King of England’s daughter, but such a foul
rumor I would never repeat in such esteemed company).
It’s said Captain Tess made a pact with Poseidon himself, or
maybe it was through some other trickery, but he found a way to
defeat the British Navy. He went on a quest, did Capn’ Tess, and
came back with the Magic of the Seven Seas. Being a generous sort,
he shared that magic with the other pirates, and anyone who is one
of the brethren can still wield the power of that gift. Capn’ Tess and
his crew defeated the might of the British Navy, and caused a mist
to rise up around Dead Man’s Isle. Those ships that dare to sail
into the mist soon find themselves sailing back out again, or tossed
upon the rocks of other nearby islands, the crews snoring in their
sleep. I hear the only way to reach the Isle is with a token from the
Pirate King. For everyone knows Dead Man’s Isle is a pirate’s
paradise…a safe harbor for any pirate that needs it, and the
location of the Pirate King’s famed treasure.
Now rumors float upon the waves, whispering that the Pirate King
is reaching the end of his infamous days, and has invited pirates the
world over to come to Dead Man’s Isle. Tokens have gone out as
well, given to certain trusted captains. What does the Pirate King
want with all the brethren of the Seas? Does he seek to share his
vast treasure? Or does he have a plan to rid the world of navies and
merchants who’re a bit too eager to make fine upstanding pirates
dance the hempen jig?
.
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Come, set sail with us, yeh landlubbers – for a pirates life is a
glorious life and you’ve never lived till you’ve died at sea!”
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WELCOME!
Ahoy!
Welcome to Pirate Island, a Live Action Role-Playing (LARP) game of
swashbuckling adventure, mystery and fun! Pirate Island is set in
1829 on Dead Man’s Isle, in a familiar yet highly fictionalized version
of our world. Pirate Island will run for one year, over the course of
four weekend-long events, from April 2009 – October 2009. We
welcome new players and staff at any time!
This Game Book includes all the information you need to play Pirate
Island, including rules, skills, campsite and logistics information and
some piratical flavor! Welcome aboard!

Contact Us
If you ever have questions about our game, including event
registration, rules questions, questions about events, staffing, your
character history, the campsite or where to find the best pirate hat,
please email us at: Pirate_Island@comcast.net and we will be happy
to answer your inquiry.

What is LARP?
Live action role-playing (LARP, for short), is a form of art, recreation,
and social gathering all rolled into one. LARP events are often referred
to as Games, and may take place at an outdoor or indoor location,
and may last a few hours or an entire weekend.
The chosen physical location will represent a Setting, and a number of
people known as Staff populate the setting with characters ranging
from peasants to brigands to ghosts to wild beasts. Cast members will
usually play several different Characters during an event. The actions
of the Cast are guided by a number of inter-connected Plots, which
are written and directed by the Pirate Island Campaign Staff.
A Player will create a single Character, with personality, desires,
goals, motives, skills, etc., using a designated rulebook. The Player will
then portray that Character, and interact within the world of the
Setting. So while Staff Characters (sometimes called Non-Player
Characters or NPCs) must follow a pre-written Plot, as directed by the
Campaign Staff, the Player Characters (or PCs) are free to do what
they will within the confines of the Rules. A good way to think about it
is that the Game is like a sweeping epic novel, in which the Players are
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the main characters, while the Staff provide the opposing forces,
setting, and side characters.
The Game revolves around “real” actions. What this means is that
when you choose to do something you must actually do it. You can
never “say” or explain what you are doing and have it happen for you.
You must actually do it. If you say, “I climb up this wall”, all it means
is that your character has just said that very thing, which will get you
some odd looks, but won’t save you from the monster that has you
cornered.
There should be no need for you to ask other players out-of-game
questions, such as “Do I recognize you?” or “What do I see?” These
questions should be avoided. There may be a few cases where you will
need to ask another player to clarify a situation, but these should be
rare.
You can do anything that you are capable of accomplishing without
breaking the rules, endangering another player or yourself, disrupting
the flow of game, or damaging other people's property. There are also
some real-life actions we would ask you to refrain from for your own
safety, and the safety of others. These types of actions are covered
more fully in our Player Fun section of the Game Book.
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PLAYER FUN & SAFETY
The Accelerant Rules System
Accelerant games stress an “all in-game, all the time” approach. At
Pirate Island, we design game mechanics, story lines, props and
everything else we can to enhance our in-game atmosphere. We also
work hard to interfere as little as possible with players’ immersion in
the game world. We ask you to help us maintain the setting and
atmosphere of our game by staying in-game at all times, role-playing
your best, fighting safely, fairly and with good sportsmanship, and
following all rules, policies and guidelines. We also ask you to help us
in the suspension of disbelief and roll with us a bit as we attempt to
provide you with an immersive and fun experience in the world of
Pirate Island.
Some rules are presented in certain sections, for ease of players
learning to play our game. For the full set of Accelerant Core Rules,
please see Appendix A.

Courtesy, Respect and Fun
At Pirate Island, we work hard to provide a fun, respectful and safe
environment for all our players and staff. We ask all players and staff
to abide by these principles. Players should be polite to each other
and to the staff at all times (even while role-playing a scurvy dog!).
All participants in the game, both players and staff, are expected to be
mature and responsible in their behavior and language. Any players
or staff member found to be acting inappropriately, or preventing
other participants from having fun, will be asked to leave the game. If
ever there is a question about appropriateness, or a concern about
your own or someone else’s behavior, please contact a campaign
committee staff member or the campaign director immediately.

Who Can Play?
Any person, age 18 and older, can play Pirate Island. If you have a
particular challenge or handicap, please contact the staff and we will
be happy to do our best to accommodate you. Unfortunately, due to
insurance limitations, we can not allow players or staff under the age
of 18.

Shut-Down Hours
Pirate Island’s shut-down hours are between 2 AM and 10 AM. These
hours are intended for players and staff to relax, sleep and wind down
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from the excitement of playing. Players are invited to continue roleplaying with their friends, but no story lines will run between these
hours. Players may also choose to go out-of-character during shutdown hours, but we ask that they do so in the privacy of their cabins
and only if they are not disturbing other players who are still incharacter. Remember, if you are in a public area, even during shutdown hours, you must stay in-character.

Grog Shack, Late Night
At Pirate Island, from 2 AM – 3 AM, players are invited to join in the
fun at the Grog Shack. The Grog Shack is an in-game area which will
be open from 2 AM – 3 AM. Players can come and role-play with each
other and any NPCs that wander in. No combat is allowed during that
hour, nor will any modules or plotline run during that time. This is a
special allowance during shut-down hours, to provide for those who
desire an extra hour of piratey role-playing fun!

Rules of Etiquette
In order to make sure everyone has fun at a LARP, it is important that
both players and staff attempt to follow the spirit as well as the letter
of the rules. There are certain rules that are necessary to promote
atmosphere or safety. These rules are marked as Rules of Etiquette. If
players or staff abuse them or become less than graceful when using
them, the game will suffer. We trust everyone to follow the intent of
the rules, and to be particularly careful when dealing with Rules of
Etiquette.
Rule of Etiquette: Abusive Behavior
The first Rule of Etiquette is that abusive or derogatory language or
actions are not tolerated, whether they are in-game or not. For Pirate
Island, we wish to stress that the following, whether by action or
reference, will not be tolerated:
• Explicit sexual behavior or concepts, particularly violent ones.
• Racial bigotry, hatred or intolerance of any kind.
• Religious bigotry, hatred or intolerance of any kind.
• Gender hatred or intolerance of any kind.
• Any other language or behavior deemed abusive or derogatory.
Although Pirate Island is set in a time period where these types of
behaviors were tolerated, it is not to be inferred that any commonlyheld beliefs of those times are included in our game world. These
things simply do not exist in the Pirate Island game world, regardless
of “real world history”.
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Also, we ask that you please limit your use of colorful language to
terms allowed on the radio (and those in your Pirate Slang
dictionary!).

Metagaming
You are always in-game, even if your character is unconscious, dead
or affected by a game condition that incapacitates you. Your spirit
remains with you and it can experience the game world around you.
You do not need to pretend you did not experience the game, even
under these conditions. If you eyes are closed, then you might not
see what’s going on, but you will remember everything you hear, smell
and feel. (If you are lying unconscious or dead, or affected by the
Stun effect, you must close your eyes.)
Therefore, there is no rule against “metagaming”, or using knowledge
of events that occurred while your character is unconscious, dead or
otherwise incapacitated. This idea also extends to information you
learn while not in-character at an event. As a player, you always
“know what you know” – there is never any pretending that you didn’t
hear or learn something. Please keep this in mind when talking outof-game, either at events or between events. Anything you say which
is overheard may be used in-game, at the discretion of the person who
heard you!
However, this also means that, even if you are dead, unconscious or a
spirit, you are bound by the always in-game rules as well. We ask that
players always speak and act in-character while the game is running.
We ask players to refrain from using any out-of-game speech or
actions not supported by a skill (i.e.: answering a “Diagnose” question
while unconscious is fine, announcing to your teammates that you’re
bleeding out is not).
Please note: staff members are held to a stricter and slightly different
standard on this to promote player fun.

Drugs & Alcohol
As stated in the Accelerant Core Rules, you may not consume or be
under the influence of drugs or alcohol during events or while on game
premises. If you violate this rule, you will be immediately expelled
from the game.
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Smoking
Smoking is only allowed in the designated smoking area. If you are
smoking, you are not out-of-character, and you are not safe from
attack. If you are attacked while smoking, it is your responsibility to
prevent harm to other people and property. Please extinguish your
cigarettes in the can provided. Never throw cigarette butts on the
ground. Smoking is never allowed anywhere on the site other than
the designated smoking area, and that area must be kept pristine at
all times. If you violate this rule you may be asked to leave the game
or smoking privileges for the game may be discontinued.

Physical Contact
As stated in the Accelerant Core Rules, physical contact is not allowed.
You must always use a weapon or packet to perform a skill on another
player. If you violate this rule, especially in a way that is deemed
violent or harassment, you may be immediately expelled from the
game.

Medical Policy
If you are injured during game play, you may call out “caution” and
immediately remove yourself from play. If you can do so while
ensuring your own safety, please try to avoid disrupting game play. If
you require further assistance, please alert a staff member. We may
have Emergency Medical Technicians on site who may be available to
assist you. However, this is not guaranteed. If you are injured and
require medical help, we will either ask a volunteer EMT to assist you,
or we will arrange to have you transported to the local hospital.
If you are gravely injured during game play, call out “Emergency”.
This completely halts all game play. Only call an Emergency if you or
a friend is seriously injured. A seriously injured person will not be
treated on-site; we will arrange to have you transported to a hospital.
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PLAYING THE GAME
Cost
Pirate Island costs $70.00 for a weekend event. This cost includes
player insurance, as well as the event. This cost does not include any
food or drink, nor is any food or drink provided by the game or staff.
We urge both players and staff to pre-register for the game, as events
may sell out.
Pirate Island will also be accepting partial payment, for those players
who can only attend a portion of the event. The cost to attend only
Friday night is $25. The cost to attend only Saturday day and night is
$45. If you are interested in attending only part of an event, please
contact the Campaign Staff when you pre-register, at
Pirate_Island@comcast.net to make those arrangements.

Dates & Hours
The campaign will run for one season – that’s four weekend-long
events - on the following dates:
April 24 – 26, 2009
June 5-7, 2009
Sept 11 – 13, 2009
Oct 23 – 25, 2009
We will also be hosting an evening revel, for players to get a feel for
LARPing and the flavor of our game. This one-time event will be called
“One Night in Tortugas”, and will run on February 21, 2009.
You may arrive at the campsite any time after 4 PM on the Friday of an
event. Registration and Check-In will begin at the large pavilion at 7
PM. Out-of-game opening will be held at 9:30 PM and game will start
on Friday at 10 PM.
Game will run until 2 AM, and then begin again at 10 AM the following
morning. Game ends on Sunday at approximately 2 PM (this may
change for certain events, and players will be notified when game ends
on Sunday).

Registering for an Event
There are several ways to register for events and pay for membership.
We highly recommend pre-registering before the event, since there is
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a 70 player limit for each event. Also, the earlier you pre-register, the
more time we have to incorporate your character into the storylines for
each event. Please note, you may not contact us to reserve your
space at the event without paying for the event. Players may also pay
at Check-In, by cash or check, but there is no guarantee that space at
the event will still be available.
You may always register and pay for events and membership online,
beginning in January 2009, through our website (we use the secure
and reliable PayPal for all online transactions): http://pirates.larp.com
To register and pay by mail, please send a check for the event cost to
us at:
Adventures in Time
167 Forbush Mill Road
Bolton, MA 01740
Please make checks payable to: The Adventurer’s Outlet

Campsite
Events for Pirate Island will be held at YMCA Camp Lincoln, in
Kingston, NH. Please visit their website for more information about
the site, including directions and parking instructions
(http://www.ymcacamplincoln.org).
Maintaining an excellent relationship with the camp staff and owners is
a top priority for the game. All players and staff are expected to treat
the camp facilities and personnel with the utmost care and respect.
Never damage, deface or otherwise harm campsite buildings or
facilities. In specific, never staple, staple-gun, nail, duct tape or
otherwise permanently affix anything to building interiors or exteriors.
You may only use push-pins to affix decorations to the building.
Pirate Island is also committed to environmental responsibility.
Littering, damaging or defacing property or grounds, or otherwise
harming the natural environment is strictly prohibited.
If there are ever any problems, concerns or questions about the
campsite, or if campsite personnel have a question, please report to a
campaign staff member immediately.

Clean-up
It is our goal to leave the campsite in better condition than when we
found it. We ask all players and staff to do their part to make sure
this happens. Please police your areas, not only inside the cabin
.
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you’re staying in, but also around the cabin areas as well. All trash,
inside and out, must be cleaned up at the end of the event and placed
in trash bags. These trash bags should be deposited at the bathhouse in that sleeping area. All cabins must be swept clean and all
personal items removed.
There are great opportunities to earn Additional Character Points (CP)
by helping with cleanup, beyond your personal responsibility as
detailed above. Check out the CP section, in the Rules Chapter.

Parking
You may park your car near the cabins to unload your personal items
before game start. However, we ask that all cars (including staff) be
parked in the large parking lot by the time out-of-game opening
starts, at 9:30 PM on Friday night. Please do not drive anywhere other
than the paved paths, particularly not on any of the fields. Not only
will you damage the landscape, but the fields have some treacherous
potholes and drops!

Check-In & Check-Out
When you arrive to play Pirate Island, please go to Check-In first.
There you will be able to register for the event or Check-In if you’ve
pre-registered in advance. If you do not check in for an event, you
will not receive CP, even if you have paid.
At Check-In, you may do the following:
• Pay for the event (with cash or check)
• Determine your housing for the event
• Get your character card (lists all the skills you have)
• Ask skills and rules questions
• Get weapons and gear safety-checked
If you arrive at an event after 9:30 PM and Check-In is closed, please
come to HQ to check in. HQ is the main staff building, and any staff
member can direct you there. If you arrive at the site after game has
started at 10 PM, do not drive your car beyond the parking lot. Please
be as discreet as you can, head to HQ, and a staff member will assist
you.
At the close of game on Sunday, Check-Out is held in the same place
as Check-In. Please turn in your character card, envelope, and any
tags or yellow-tagged items you’ve received. Yellow-tagged items will
be returned to you at the start of the next event, during Check-In. If
you need to leave an event early, you can give your Check-Out
.
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envelope to a friend to be turned in at the end of the event, or you
may come to HQ to turn in your Check-Out items.

Updating your Character
After each event, you will receive CP with which you can purchase
Attributes, Headers and Skills. The CP you earn will be added to your
character in the online character generator by a member of the Pirate
staff. A notice will be sent to you once your character has been
updated with the appropriate CP. You may then use the online
character generator to update your skills. You may update your
character any time before coming to the campsite to play – we just
ask that you print out your own character sheet and have it approved
at Check-In, if you update after 3 days prior to the event.

Post Event Letters
We ask all players and staff to submit Post Event Letters (PELs) after
each event, briefly describing their experience at the event. Players
earn .5 CP for submitting a PEL within 2 weeks of the event played.
We use your PEL to help us design storyline and adventures you will
enjoy, as well as to track each player’s involvement and interest.
A PEL template is available online, in the Files section of our game’s
Yahoogroups site: http://games.groups.yahoo.com/group/PirateLARP
or you may email them directly to: Pirate_Island@comcast.net – we
look forward to hearing from you!
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RULES
Our System – A Primer for Pirate Island
This section gives you a brief primer on how to play Pirate Island,
using the Accelerant system. We strongly encourage all players to
read the full Accelerant Core Rules, located in Appendix A. If you
have any questions regarding the rules or how to play, please contact
us directly at Pirate_LARP@comcast.net.

Always In-Game
To promote an “all in-game, all the time” setting and keep the game
flowing as smoothly as possible, we have the following ways to deal
with problems and interruptions:

Caution
This phrase indicates some condition that may threaten the health of a
player. A caution should never last more than 10 seconds. It indicates
that those people who are close to or involved in that problem should
pause so someone can get clear, get up, or move away from a threat.
Only those people nearby need pause until the problem resolves.
Everyone involved in a caution is still responsible to the game, and
should still be cautious of in-game threats. They may move away from
the Caution or pause until the person has dealt with the problem.

Clarification
This phrase works like Caution, but it indicates that someone needs a
quick explanation of what happened. People directly involved pause for
up to three seconds while someone repeats a verbal or quickly
indicates a condition or result of something. This should be used
infrequently, if ever. It is present for new players who may be
overwhelmed and confused during their first game or two.

Let Me Clarify
This phrase, which can only be used by plot approved non-player
characters, indicates that any encounter information that follows
should be considered true. There are times when your character may
not trust another character. This phrase indicates that the information
that the character, trustworthy or not, will impart is important and
true information about how some specific encounter works.

Emergency
.
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This phrase should come up rarely. This means that there is some
medical emergency that needs attention. The game play stops, and
everyone who hears the emergency should drop to a knee to indicate
that a real problem exists. Emergency should only be called if there is
a real problem and someone is seriously hurt.

Villagers
At Pirate Island, we strive to keep everything in-game as much as
possible. In order to allow staff to set up encounters and help manage
the game play, they must be able to move freely around the campsite,
even when there’s combat nearby. Thus, we have the Villagers. At
Pirate Island, there are a number of Villagers who live on the island.
They will typically wear straw hats and simple clothing, and may carry
bins or other odd things (like piles of weapons). These staff members
are hard at work, setting up an encounter for you to enjoy. We ask
that you politely let them through any encounter or in-game space,
and NEVER attack them or try to search them. You will notice NPC’s
giving them a wide berth as well.

Safety Restrictions
There are a number of basic safety restrictions in the Accelerant
system to ensure the safety, comfort, and enjoyment of all.
No Physical Contact
You have no reason to touch another player in the Accelerant system.
Physical contact is not allowed. You may contact another player with a
boffer weapon in a legal attack area and you may contact another
player by touching a packet to their arm or shoulder to deliver a
"touch cast" effect. Violators will be asked to leave the game.
Searching a Character
Because the game does not allow physical contact, you may not
physically search someone else. Instead, you approach within
searching distance and tell them in a low voice "I am searching you."
The player may simply reveal items you have found. The player may
make a pouch available for you to reach into and take items. There are
some skills that allow a player or staff member to hide items, so that
they would not be revealed in a normal search. A search should take
no more than a minute.
Carrying a Character
Because the game does not allow physical contact, you may not
physically carry or drag another person. Instead you simple tell the
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person you are picking them up and role-play carrying them along.
They must get up and walk with you while you pretend to hold their
shoulders. You cannot move faster than a walk while carrying someone
else. If you are unable to move while being carried you walk with your
head bowed and arms at your sides.
If you are carrying a character and that character is struck by an effect
from a melee, missile, or packet attack, you will also take that effect
unless you "drop" the character immediately. You may pick up a body
after dropping it as soon as that body stops moving.
Rule of Etiquette – Staying Safe
Whenever you are required to role-play an effect you must always do
so in a safe manner. If you must adjust your role-play or position
slightly to make the game safer for you or another player we ask you
to do so. You should take care before moving in crowded areas even if
you must play out the effect in a slightly different manner.
Crawling to Safety: Being trampled is one of the most serious liveaction role-playing safety hazards. You ALWAYS have enough strength
left to stagger to a safe place to fall down, prop yourself up against a
tree, or move out of the way of combat. This is not an excuse for poor
role-playing of injuries however – other players should always be able
to tell that you are out of action.
Prop Restrictions
You are not allowed to bring to an event any prop that resembles or
could be mistaken for common or unique game items provided by plot
without the express permission of the game staff. You cannot attempt
to duplicate or forge game money, item props, tags, or logistical
documents such as character cards. Any attempt to use in-game
means to create fakes of any items must be approved by the plot
committee.
You are not allowed to break, destroy, or take apart any prop. If a
prop is attached to a wall by a chain, for example, you cannot attempt
to break or detach that chain in any way. The Destroy effect does not
change the basic structure of a prop; it just makes the item unusable
for any game-related purpose.
Costuming, weapons, and setting props cannot be moved from the
area they are placed in except by the owner. These props provide no
in-game benefit and disallowing their removal ensures these props are
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not broken or lost. Props may be handled but must be put back where
they are found unless they have a sticker.
Small circular stickers indicate special rules about handling an item.
The color of the sticker indicates how you are able to handle that item:
• Red: the item cannot be moved at all. It cannot be picked up or
touched. It will not move. Note: if an item (other than a text
prop) has no sticker, please assume it has a Red Sticker.
• Yellow: The item seems to be valuable. A small, yellow, circular
sticker means the prop may be taken but it must be turned in at
check-out.
• Green: You can take the prop and hold on to it. All text props,
unless otherwise noted, can be assumed to be Green Sticker
items. You may at times find a box or chest that has a Green
Sticker on it. This indicates that the box and any contents all
count as Green. Please do the staff the courtesy of returning the
box at the end of game, at check-out.
Out of Game Areas
Areas that are out of game are marked by yellow triangle signs with
text marking it Out of Game. You may not enter these areas. The text
of the sign indicates why, in game, this area cannot be entered. Some
areas might be described as collapsed and ruined piles of rubble that
have no real interior. Other areas might be marked as impassable
swamp.
Special Areas
Areas with special restrictions or rules will be marked by yellow
triangle signs with game information printed on it. This sign will have
game information written upon it that will describe the circumstances
that make the area special

Combat
During the course of the game, you can be the subject of a wide
variety of attacks. Each attack will attempt to inflict an effect upon
you. Some effects can benefit you, and some will deliver unpleasant
effects upon you. Each attack has a verbal that describes what the
attack does and a delivery that determines how the attack is used
against the target.
Verbals
A verbal is a short phrase that is called out when an ability is used, to
explain the effect of that attack. You must finish speaking the verbal
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before launching a packet or missile attack. Each verbal can have an
effect and a trait for that attack.
• Trait: indicates the flavor of the attack so you may role play the
effects and perhaps use a defense to negate the attack if it
strikes you.
• Effect: indicates what the attack does to you.
A verbal is an out-of-game phrase. You must call your verbal even if
you are affected by Silence. If you hear the beginning of a verbal you
must listen to the phrase and play out the effect.
Please Note: All called hits must be acknowledged through roleplaying. Many skills are consumed only if the recipient calls out a
defense or role-plays the effects of the attack. If you don't role-play
the effect, the attacker may assume that you were not struck and the
skill not used.
Traits
A trait is a label that is given to a character, an attack, a defense, or
an item. Traits help describe the flavor of game effects and define how
abilities interact with each other.
An attack trait is added to an attack verbal and defines the flavor of
that attack. An attack trait tells you which defenses can be used
against that attack. If an attack is "5 Damage by Fire" then the trait of
the attack would be Fire.
A character or item trait can be used to determine if certain effects
worked against you. An item trait is added to a tagged item and gives
that trait to anyone carrying that item. A character trait is any trait
that is somehow given to a character through an Inflict attack or an
Imbue attack. If you had the “Undead” trait, for example, then an
attack that caused "5 Damage to Undead" would be effective against
you.
Please Note: Any pirate that belongs to a crew gains that crew’s ship
name as a trait. So, a crew member of the ship “Lucky Chance” has
both the Human trait and the Lucky Chance trait.
A defense trait is added to a defense call. A defense trait is generally
used for flavor, but it is possible to have skills or abilities that can be
used only if a defense with an appropriate trait is used.
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Melee Attacks
Melee attacks require special hand-held padded weapons (often called
“boffer weapons”) to deliver an attack. These padded weapons have a
strict set of creation rules and must pass a safety inspection at each
and every event where you intend to use them.
• If your character has not purchased a melee weapon skill, you
cannot make attacks or defend with that weapon.
• Melee weapons cannot be thrown.
• You must have both hands on a two handed weapon in order to
use it in combat.
• You may hold only one weapon or shield object in your hand
during combat.
To add to the atmosphere of role-playing, we expect our players to
role-play in combat.
• A tap from a weapon is sufficient to deliver an attack. Keep your
attack swings light.
• Melee attacks that are blocked by another weapon or shield
object wielded by a character with the appropriate skill to do so
are not counted.
• Attacks to the head, the hands, or the groin are illegal and are
not counted.
Any strike that has no verbal causes 1 point of damage. These are
known as "uncalled strikes" because they have no verbal. Uncalled
strikes will cause someone to fall unconscious if they remove all
Vitality, but the victim will remain stable. A character who falls
unconscious will wake up 5 minutes later, at 1 Vitality.
Any strike that has a verbal component is known as a “called strike”.
Called strikes may include additional damage (e.g.: “5 Damage”) or an
effect (e.g.: “Maim”). A character taken down by called strikes will fall
unconscious and be unstable as well.
The Flurry Rule
A flurry is a series of melee swings delivered at an enemy in combat
with little or no pause. You can make no more than three consecutive
attack attempts (where your weapon contacts an opponent or their
weapons, including their shield object) before you must reset. To reset
your flurry you must stop all attacks for at least two seconds and, if
movement brought you closer to an opponent, reset your range to two
paces by stepping back.
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Missile Attacks
Missile attacks use special thrown weapons or projectile weapons such
as throwing daggers, and streamer packets that represent bombs. If a
weapon is designed as a thrown weapon or projectile, it cannot be
used in melee combat. You may only throw one thrown weapon at a
time, unless a specific skill allows you to do otherwise.
Like melee attacks, any missile attack that has no verbal causes 1
point of damage. Missile attacks with no verbal are "uncalled strikes"
and cause someone to fall unconscious but stable when they reduce
Vitality to zero. Missile weapons that use called damage effects will
cause enemies to become unstable when they fall unconscious just like
called melee attacks.
Packet Attacks
A packet is a small bean bag filled with bird seed that represents some
sort of mystical, psychic, or supernatural ranged attack form. Packets
have strict construction guidelines. To use a packet:
• You call a verbal and throw a packet at a target to deliver the
attack.
• If the packet hits the target, or any direct possession of the
target, then the effect is delivered to the target.
• You cannot throw packets too hard. If you are winding up to
throw the packet then you are throwing too hard.
Packets are not solid objects and cannot be affected by Disarm or
Destroy, but they are a visible, in-game effect. If someone is carrying
packets and you see the packets, you can assume they have some
sort of aura that makes you realize they are capable of something
special. Because of this, you cannot carry or throw packets unless you
have the power to use them for something.
If a packet clearly strikes a target and they do not acknowledge the hit
through role-playing or by negating it with a defense, the attributes or
their equivalent are not exhausted. If the packet misses, or you cannot
tell whether the packet hit, then attributes or resources are exhausted
normally.
To deliver a packet attack, the arm that is delivering the packet must
be free and the hand empty except for the packet itself. A free arm
cannot have props tucked under it or tied to it, other than armor. You
cannot deliver packet attacks if you cannot use game skills, or if the
arm is affected by something that prevents its use such as a Maim
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effect or shackles. Some packet-based skills have additional
requirements as well.
NOTE: Streamer Packets are packets that have a length of ribbon tied
to the end. At Pirate Island, these Streamer Packets represent bombs.
Only those characters with the appropriate skill may use a Streamer
Packet (or bomb). Streamer Packets are considered to be physical
objects, though they are inert in the hands of anyone without the
appropriate skill to use them.

Vitality
Vitality is a count of how much damage you can take before you
collapse. As you take damage, your Vitality points are exhausted.
These points can never drop below zero. At Pirate Island, your
character’s Vitality is equal to his or her Earth attribute. For example, a
character with an Earth of 4 has 4 Vitality.
Healing refreshes Vitality, and these points are also refreshed at the
beginning of each event. If your Vitality ever reaches zero you will
collapse and become unconscious.
Unconscious characters who are taken down by uncalled melee or
missile hits are stable. Characters taken down by any other kind of
damage, from called melee or called missile hits, from firearms, from
traps, from packets, or from anything with a verbal become unstable.
If you fall unconscious but you are stable, you will remain
unconscious for five minutes. After that time you will wake up with 1
point of Vitality. If someone hits you with an attack for called damage
while you are unconscious and stable you will become unstable and
begin your 1 minute death count. Other effects can be inflicted upon
you while you are unconscious and stable and those effects will still be
active when you wake up. A death strike successfully delivered to your
torso will kill you.
If you are unconscious and you are unstable, you are dying from
blood loss and shock. You will linger for one minute before dying. A
death strike successfully delivered to your torso will immediately kill
you. A Stabilize effect will change your condition to stable and you will
begin your 5 minute wake-up count. Other effects can be inflicted
upon you while you are unstable and those effects will still be active if
you wake up.
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If healing raises your Vitality above 0 then you will become conscious.
If someone begins to use First Aid on you, your count will be
suspended until they stop the First Aid. If they call Stabilize you
become stable and start your five minute count to wake up. If they do
not finish the First Aid, your one minute death count will continue
where it was before they started using the skill.
When you die, all active effects on your person end, unless an Imbue
or Inflict effect specifically says otherwise on the effect card. Your
remains will linger for five minutes before you change to a spirit of the
dead and begin to walk to the Resurrection Area. Only effects with "to
Spirit" or with "to Dead" traits will affect a spirit of the dead.

Death
There are four ways you can die in this game.
1. You can be knocked unconscious and unstable and remain that
way for a full minute. This is referred to as "bleeding out".
2. You can be killed if someone delivers a successful death strike to
your torso.
3. You will be killed by an attack with a Death effect that you
cannot negate.
4. Special areas might cause your death if you have a mishap. This
effect will be described for you by a marshal or yellow-triangle
tag.
Death Strike
A death strike is used to kill an unconscious or immobile victim. You
must touch a weapon to the torso of the victim while saying "Death
strike one, death strike two, death strike three". This verbal must be
spoken clearly and at a normal speaking pace. You do not need to
have skill with a weapon to inflict a death strike.
To inflict a death strike, the victim must be unmoving. The victim can
be unconscious or unmoving because of a game effect, but you cannot
inflict a death strike on a body until it comes to rest after an attack,
nor can you inflict a death strike on a helpless but struggling victim. If
the victim can move, the victim can prevent a death strike. First you
must render the victim unconscious or unmoving, and then you may
inflict a death strike.
To interrupt a death strike, you must strike the person attempting to
deliver the death strike with a melee, missile or packet attack. You
may also interrupt the death strike by striking the weapon used to
perform the death strike with a weapon of your own. You do NOT have
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to force the weapon away; simply striking the weapon with your own
is enough to disrupt the death strike. A death strike that is interrupted
is canceled and has no effect.
Once Yer Dead…
The life of a Pirate is dicey in the best of weather and Dead Man’s Isle
is hardly known as a peaceful port. However, certain magic exists on
the island that will allow players to return from death. The in-game
nature of this magic will be explained during game play. Should a
player perish according to game rules, please note the following:
1. After 5 minutes, a “dead” player rises as a “spirit”. Spirits
should walk slowly with their head down and their arms at their
sides. They should not call attention to themselves or speak in
any way at this point.
2. Once a “spirit”, a player must go to the resurrection point, which
is an in-game area near the Grog Shack. This area will be
pointed out to players during game play. If you are uncertain
about where to go, please discreetly ask a staff member and
they will direct you.
3. At the resurrection point, you will have the opportunity to Dice
with Death. You will play a game of Dead Man’s Dice against
either a staff member or a player with the appropriate skill. The
outcome of the game (win or lose) will be explained to you by
your opponent. All dice and other props will be provided for you.
While at the resurrection point, you are still a “spirit” until the
end of the Dead Man’s Dice game, but you may speak as your
normal in-game persona while playing.

Dead Man’s Dice
Anyone with the Dicing with Death skill (under the Bad Luck Jack
Header) can assist a dead player by guiding them back from the realm
of the dead. At the Resurrection point, the dead pirate plays against
the Bad Luck Jack player in a game of Dead Man’s Dice. During the
dice game, the Bad Luck Jack player represents Death. All props are
provided for the dice game at the Resurrection Point.
The players must sit down with each other to Dice at the Resurrection
Point, and must spend at least three minutes doing so. Three tosses
of the dice are required, and each cup usually contains three dice.
After each toss, each player adds up his highest three dice to
determine his total and whoever has the higher total wins that toss –
in the event of a tie, the dice are recast.
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Once three tosses are cast, the results fall out thusly:
• If the resurrecting player wins all 3 tosses, that player resurrects
and must draw from the fate box.
• If the resurrecting player wins 2 out of 3 tosses, that player
resurrects without drawing from either box.
• If the resurrecting player wins 1 or fewer, that player resurrects
and must draw from the curse box.
There may be plot-driven ways to manipulate a player’s dice cup (i.e.
by adding or removing dice), but no player may alter the dice cup for
the player representing Death. No loaded dice or trick dice may be
used by either player. Remember that even if there are more than
three dice in a player’s cup, only the highest three dice are used to
determine the results of a toss.
All results from the game must be accurately recorded by the Death
player in the book provided. There may be a cumulative effect from
dying over time, so we ask that all players be responsible for keeping
clear records of each game.

Locks & Traps
Locks
Locked items are represented by a small, (usually) pick-able lock
attached to an item. Any time a closed lock is affixed to an item (i.e.
a treasure chest, a door or a shackle), that item is considered locked.
Only a player with the appropriate skill (Thievery or Blow the Lock or
No Shackles Can Hold Me) may attempt to unlock the lock. Anyone
can lock an in-game lock.
Most locks will be single-tumbler locks commonly used in the
Accelerant system. All pick-able locks will have been tested by a plot
marshal prior to use. Occasionally, specialty locks may appear ingame – these are locks with special properties (for example, they may
not be opened using “Blow the Lock”) and those locks will be
accompanied by a yellow triangle, explaining those properties.
If you are using the Thievery skill, locks must be picked in real time,
using appropriate lock-picking tools. These tools should be safetychecked at Check-In.
Traps
Traps are devices or substances set to deliver an effect to anyone who
disturbs them or attempts to get past them. Anyone can avoid a trap,
but no one can attempt to manipulate a trap by moving it, disarming
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it, or affecting the individual components unless they have a skill that
allows them to do so. Most traps will cause an effect to the person
who set them off. Some traps will work multiple times, while some
will work once. If an item is causing a trap to go off continuously then
anyone who touches the item will take the effect.
If a trap is set in a small box, chest, or other enclosed area no larger
than 3 feet in any dimension then setting it off will destroy everything
inside the area. Coins, items, paper, and everything else inside will be
destroyed and cannot be removed from the box. If any living creature
has somehow crawled into an enclosed area no more than 3 feet in
any dimension with a trap and the trap goes off then that fool will be
killed instantly. There are four types of traps.
Snap Trap
These traps make a snap sound when they go off. They are
represented by mousetraps, party poppers, and snaps. These traps
cause 2 Damage to whoever sets them off.
Buzzer Trap
These traps make an electronic sound of some kind when they are set
off. Sounds used for these traps include beepers, buzzers, and
electronic sound effects like the moaning of a rigged welcome mat you
might find at Halloween. These traps cause 5 Damage to whoever sets
them off.
Verbal Trap
When these traps are set off and you will hear a trap sound and a
voice will call out a verbal associated with them. Whoever set the trap
off must take the effect of that verbal. If no verbal is present, then the
sound determines the type of trap as described above.
Gas Trap
As a magical trap, but the verbal will begin with the words "In This
Room..." Everybody in the room will take the effect. This trap only
works in an enclosed room with normal doorways and corridors leaving
it. The trap will affect you if any part of you is within the room when
the trap goes off.
Contact Poison
This attack is represented by petroleum jelly. If you touch the jelly
with bare skin, you will take an effect of "5 Damage by Poison." Only
a character with the Thievery skill may wipe the substance off a
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surface with a cloth or cloth like substance, but the contact poison is
destroyed in the process.
An item with contact poison is considered a Red Sticker item. The
fumes and burning of the poison are overwhelming, even to a
character who is immune to it. The object cannot be moved from its
place or handled until the poison is removed by a character with the
appropriate skill to do so.

Shackles
Shackles are a prop that binds the wrists or legs of a character. An ingame lock is affixed to each prop to represent the locking mechanism
of that prop. The prop must be loose enough to remain comfortable
and, for safety, the player must be able to easily remove the prop if an
out-of-game need arises.
How Shackles are used:
• Shackles can only be placed on a helpless or willing character if
the lock is open.
• Shackles placed on the arm restrict movement and make it
impossible to use any skill that requires that the arms must be
free, including using weapons, using packet attacks, and using
First Aid.
• Shackles can be removed by opening the lock or by using an
appropriate skill to remove them.
Rule of Etiquette – Shackles and Safety
All Shackles cause a “loss of balance”, preventing those wearing them
on their wrists from running. Shackles placed on the legs make it
impossible to walk and restrict movement to the extent of the
shackles.

Per-Battle Skills
Pirate Island will be using a Per-Battle skill refresh system – characters
generally start each battle or adventure with their attributes fully
refreshed and may spend them freely to use their skills during the
battle or adventure. Afterward, characters regain the use of most of
their attributes after a sufficient period of relative peace and quiet.

Peace
All of a character’s attributes except for Void refresh at the end of the
next Peace – defined as a period of 10 minutes during which the
character is not using skills or attributes. For example, once a battle
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has ended, the character must rest (not use skills or be in combat) for
10 minutes. At this point, all of his or her attributes (except Void) and
any skills that replace attribute costs (i.e. Marksmanship or Medical
Savvy) return to their maximum amount.
In addition, any lasting effect from use of a skill – such as a boon,
extra vitality, or a curse – fades away at the end of the next Peace.
Void
In Pirate Island Void, can be used in two ways:
1- Void can be used for special, dramatic skills. See the Skill
Headers section of the Game Book for further details.
2- Void can be used to refresh your attributes with one minute of
concentration, rather than waiting for the next Peace.
Concentrating to refresh your attributes requires that your character
remain generally still and not use any skills for one full minute; if you
use a skill before one minute is complete, your concentration is broken
and your attributes do not refresh. Your concentration is also broken if
another character hits you with any melee or ranged attack that
causes your character to take damage or suffer a negative effect (i.e.
maim, drain, etc.). In either case, your attributes are not refreshed,
but your Void is also not expended.
Note that Void does not refresh after a Peace. Once it is spent, it is
used for that weekend. Certain unusual circumstances or powerful
abilities may refresh a character’s Void, however. Such refreshed Void
may be spent as normal.

Character Points
Upon starting the game, players receive 30 character points (CP) to
create a character. Character Points (CP) can be used to purchase
Attributes, Headers and Skills for a character. CP have no monetary
value and can not be purchased – they must be earned. Once you
have earned CP, a staff member will update your character file
appropriately, and you may spend that CP using our online Character
Generator to update your character.
There are a variety of ways to earn CP, such as:
• Playing an event: 1 CP
• Performing general site cleanup after an event: .5 CP
• Volunteering to be a site manager during cleanup: .5 CP
• Submitting a Post Event Letter: .5 CP
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Thus, for each event you play, you can earn up to 2.5 CP.
Sending in a character history two weeks before your first event will
also earn you 2 Starting CP, to be used during character creation.
You may also earn CP by donating props, helping with game-related
tasks, and staffing for other games with which Pirate Island has an
exchange agreement (see the website for details). This is called
Additional CP.
There is no limit to the amount of CP you can earn this way, but you
can only spend a maximum of 10 Additional CP per campaign season.
As a one-year campaign, Pirate Island will have two seasons – one
spring, and one autumn.
All donations and tasks must be pre-approved by the campaign staff in
advance of the donation or work. Staffing for other games will earn the
player their CP reward once we have been notified by the appropriate
staff person(s) of that game of the player’s participation.

Attributes
Attributes are the elemental source that powers most skills. They are
Earth, Air, Fire, Water and Void.
All Characters begin the game with rank 1 of each of the five
attributes. You increase an attribute by spending CP equal to the
current rank of the attribute plus CP equal to the next rank. For
example, to increase a character’s Earth from rank 1 to rank 2, the
cost is 3 CP: 1 CP for the current rank and 2 CP for the next one. (For
math fans, the cost of purchasing a given rank is N+N-1. So, rank 2
costs 3 CP, rank 3 costs 5 CP, rank 4 costs 7 CP, etc.)
It is important to note that you must purchase a given rank before
purchasing the next. Thus, to raise a character’s Earth from rank 1
directly to rank 3, the cost would be 8 CP: 3 CP to raise it from rank 1
to rank 2, and then 5 more CP to raise it from rank 2 to rank 3.
For Accelerant players:
Many Accelerant players are accustomed to starting with 2 ranks of
each attribute and a lower cost to raise attributes. Please note that
Pirate Island is using a Per-Battle refresh system instead of the more
common Void-based refresh system. While Pirate Island characters
may have fewer attributes than a similarly experienced character in
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another game, they will be able to use them in every fight and module
without fear of running out of skills.
Vitality
Your character’s Vitality is equal to his or her Earth attribute. For
example, a character with an Earth of 4 has 4 Vitality. All starting
characters start with 1 Vitality, until they purchase more Earth.

Skill Headers
The following sections describe the skills that characters may have in
Pirate Island. These skill groups are arranged into “headers” – logically
or thematically related skills that are representative of certain types of
pirate common to the world of Pirate Island.
To gain access to the skills listed in a particular header, a character
must first purchase the header itself. Having the header grants no
particular benefit apart from access to the skills. There is no limit to
the number of headers a character may have – it’s entirely possible to
play a pirate who has the combat training of a scallywag and the
medical savvy of a sawbones with a dash of old salt storytelling, if
that’s the kind of character you want to play.
Some skills may appear on multiple headers, with different costs.
When this happens, the character pays the cost based on the headers
he has. If you have multiple headers that offer the same skill, be sure
to select the skill from the right header in the online Character
Generator, to get the best CP price!

Open Skills
Cost: 0 CP
All pirates can take the skills listed below, needing no other headers to
use them.
Battle Footwork – 2 CP
Your character may spend 1 Air to gain 1 point of re-settable “air”
armor that lasts until the end of the next Peace. This armor does not
require a physical representation – it indicates a character’s dexterity
or toughness. You may not use any other type of armor while using
this skill. You may refit this armor with one minute of role-playing. You
may purchase this skill only once.
First Aid - 2 CP
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Your character may change another character’s condition from
Unstable (bleeding to death) to Stable with 60 seconds of role-playing.
It also allows a character to Cure a maimed limb with 60 seconds of
role-playing. You may only use First Aid if you have the use of both of
your arms and are conscious.
Light Armor – 2 CP
Your character may wear 1 point of repairable “light” armor. Light
armor requires a physical representation (light leather or similar armor
is appropriate). Once light armor is expended (either damaged or
destroyed), the armor must be repaired by a character with the Repair
Armor skill.
One-Handed Weapon – 1 CP
Your character may wield a boffer melee weapon under 46 inches long.
Repair Armor - 1 CP
Your character may spend two minutes of uninterrupted role-playing to
“repair” damaged or destroyed light armor. You may use appropriate
and safe tools while role-playing this skill.
Small Weapons – 0 CP
Your character may use a boffer melee weapon under 24 inches long.

Bad Luck Jack
Cost: 3 CP

“I can see the Black Spot upon ye, matey. You’ll be feedin’ the fishes before
dawn.”
The world is full of mystery and a pirate’s life has more than most.
Bad Luck Jacks are those unlucky souls who can twist the strands of
fate and cause “accidents” to befall their enemies. Though they are
often mistrusted and avoided by land-lubbers, Bad Luck Jacks have
their uses onboard a pirate ship – particularly when the Capn’s trying
to outrun a British frigate in hot pursuit!
A note about spell casting:
Bad Luck Jacks have three types of spells to call upon: Hexes, Jinxes
and Curses, with hexes being the simplest and curses the hardest. In
order to perform one of these attacks, a Bad Luck Jack must call upon
fate in a ritualistic incantation whose duration is as follows:
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Hexes: 6 syllables (ex. “Fate’s Fortune Foils Your Feet” to cast
Land Legs)
Jinxes: 8 syllables (ex. “Fate’s Fortune Foils Now Your Firearm”
to cast Damn Your Pistol!)
Curses: 10 Syllables (ex. “Fate’s Fortune Finds you in your Cold
Dark Grave” to cast Davy Jones’s Grasp)

Once you have spoken the required incantation, you then call out the
effect (described in each spell, below) and throw the packet at the foe.
A Touch of the Flu – 2 CP
Upon mastering this spell, your character may spend 1 Fire to cast
“Weakness by Jinx” with a packet.
Bark Yer Shins – 2 CP
Upon mastering this spell, your character may spend 1 Fire to cast
“Agony by Jinx” with a packet.
Caught in the Rigging – 3 CP
Upon mastering this spell, your character may spend 2 Fire to cast
“Paralyze by Curse” with a packet.
Cry of the Albatross – 2 CP
Upon mastering this spell, your character may spend 1 of any attribute
to throw 3 packets, calling “2 Damage by Hex” with each. Note that
your spell casting incantation is required only once – you are not
required to repeat the incantation for each packet.
Damn Yer Pistol! – 2 CP
Upon mastering this spell, your character may spend 1 Fire to cast
“Destroy Firearm by Jinx” with a packet.
Davy Jones’s Grasp – 4 CP
Upon mastering this spell, your character may spend 1 Void to cast
“Death by Curse” with a packet.
Dice With Death – 2 CP
Your character may attempt to bring back a spirit from the realm of
the dead – i.e. you may resurrect your pirate comrades who have
fallen upon the field of battle. See the Death section of the Game Book
for more detail about how the results are determined.
The Evil Eye – 2 CP
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Upon mastering this spell, your character may spend 1 Fire to cast
“Repel by Jinx” with a packet.
Land Legs – 1 CP
Upon mastering this spell, your character may spend 1 Fire to cast
“Root by Hex” with a packet.
They’d Never Look There – 1 CP
Your character may spend 1 Air to hide an object on his or her person
so cleverly that a search will not reveal it. This effect lasts for 5
minutes once used.
Twist the Weave – 3 CP
Your character may spend 3 Water to avoid any one attack by packet,
weapon or gun. When struck, call out “Avoid” and do not suffer the
effect of the attack.
Whispers in the Night – 2 CP
Your character sometimes gets glimpses of the future, present or past
in the form of dreams. Dreams may be found in a player’s event
envelope at Check-In, as well as during game play at the Plot
Committee’s discretion.
Yer a Clumsy Sot! – 2 CP
Upon mastering this spell, your character may spend 1 Fire to cast
“Disarm by Jinx” with a packet.

Bilge Rat
Cost: 3 CP

“A stockade round the port town? Stone or wood? Eh - I gots just the thing
fer that!”
Wild-eyed and at times addle-brained, Bilge Rats aren’t usually fit for
genteel company. Luckily, few pirates can be described as “genteel”,
so Bilge Rats fit right in with the crew. When you need to fire the
cannons, booby-trap your treasure, or cobble together spare
munitions, you better have a Bilge Rat onboard. If they’re a little
over-eager at times with what they load into the Capn’s blunderbuss,
who’s to complain?
Blow the Lock – 1 CP
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Your character may spend 1 Fire to use explosives to get past a lock
he can’t pick. The explosion always causes damage to the Bilge Rat.
The character touches the lock with a packet and says “Destroy Lock
and Maim Arm.” The Bilge Rat uses his body to shield the contents of
the box from the explosion so there is no damage to the contents.
Death’s Favored – 2 CP
Your character may add one die to the dice cup when being
resurrected. Please see the Death section of the Game Book for more
information.
Firearms – 1 CP
Your character may spend 1 Fire to call a “3 damage” attack with a
firearm.
Jack of All Trades – 3 CP
Your character may spend 1 Void to gain temporarily any one skill that
does not require Void to use from any header. The character must pay
all normal attribute costs to use the skill, and the character may use
the skill until the end of the next Peace.
Lucky Fall – 2 CP
Your character may spend 1 Water to immediately become stable if
struck unstable (bleeding to death).
No Shackle Can Hold Me – 1CP
Your character may spend 1 Air to release himself from physical bonds
such as shackles or rope. In general, such bonds will be placed on
players in such a way as to allow characters with this skill to use it.
Characters without the skill may not simply slip free of the restraints,
as they are placed loosely on a player for the sake of safety.
Powder Overload – 2 CP
Your character may spend 1 Fire to call a “5 damage” attack with a
firearm. The firearm is immediately destroyed after the attack.
Repair Weapon – 1 CP
Your character may repair any weapon with 1 minute of uninterrupted
role-playing and concentration.
Saltpeter in the Eyes – 2 CP
Your character may spend 2 Earth and throw a packet at an opponent
and call “Agony by Alchemy”.
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Shrapnel Bombs – 2 CP
Your character may spend 1 Fire to throw a group of up to five packets
(see the “Packet Attacks” section) and call “2 Damage by Fire.” The
packets must all be lobbed in an arc at the same time. Anyone struck
by one or more packets takes “2 Damage by Fire” from the attack –
being struck by multiple packets does not increase the amount of
damage the character takes.
Sneaky Little Swab – 3 CP
Your character may spend 3 water to avoid any one packet, gun or
weapon attack. When struck, call out “Avoid” and do not suffer the
effect of the attack.
Thievery – 1 CP
Your character may attempt to pick in-game locks or remove in-game
traps. Please read the “Locks & Traps” section of the Game Book for
more information.
Walk the Rail – 1 CP
Your character may spend 1 Air to resist an attack from a physical
challenge. When a physical challenge would do damage to you or
impose some effect, call “Resist” and do not suffer the damage or
effect.

Marine
Cost: 3 CP

“Boarders comin’ up broadside? We’ll take care of that, Sir…ah, I mean
Cap’n!”
There are many scurvy dogs that began their career as a member of
the British Royal Marines. These soldiers-turned-pirates typically excel
at maritime combat and tactics. Marines make for stalwart sailors who
can defend the ship with a boarding pike, then turn around and blast
the devil who’s sneaking up behind!
Beat Back the Foe – 1 CP
Your character may spend 1 Water to use the “Disengage” ability with
a melee weapon.
Boarding Pike – 3 CP
Your character may fight with a straight pole-arm.
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Crack Shot – 1CP
Whenever you miss your target with a gun shot, you may regain any
Fire spent on the shot by spending an equal amount of any other
attribute.
Deadly Shot – 2 CP
Your character may spend 1 Void to call “Double 5 damage” when
attacking with a firearm.
Deadly Strike – 3 CP
Your character may spend 1 Void to call “Double 5 damage” when
attacking with a straight pole-arm.
Disabling Strike – 1 CP
Your character may spend 1 Earth to call “Maim” when attacking with
a straight pole-arm.
Firearms – 1 CP
Your character may spend 1 Fire to call a “3 damage” attack with a
firearm.
Marksmanship – 2 CP*
Your character may substitute points of Marksmanship for points of
Fire when using gun-related skills. Each purchase of this skill gains
your character one point of Marksmanship. You may purchase this
skill up to five times.
Not Done Fighting – 2 CP
Your character may spend 1 Earth to regain consciousness after being
unconscious for at least one minute.
Twice the Firepower – 2 CP
Your character may fight with a pistol in each hand. Characters are
normally restricted to fighting with one pistol at a time.

Old Salt
Cost: 2 CP

“Listen up mateys, for this is how it happened long ago upon the Seas…”
Old Salts are those who’ve spent their entire lives upon the sea. They
are collectors of pirate lore and are most knowledgeable about life on
the High Seas. They entertain the crew, advise the Captain, and can
.
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use their stories and songs to bolster the crew in battle. Many a tale,
whispered in awed tones, speak of pirate crews that triumph against
impossible odds, buoyed up by the knowledge and passion of the Old
Salts on the ship.
Old Salts call upon their passion for the life at sea to help their crew in
times of trouble. Please read the section entitled “Pirate Crews” in the
Creating your Pirate chapter, for more information on crew traits and
ship songs. For all Old Salt skills that cause an effect to a given ship
trait, an Old Salt character can only affect a ship trait that he
possesses.

Inspirational Chantey – 1 CP
Your character may sing the ship’s song for at least 1 minute, then
spend 2 Fire and call out one of the following effects:
• “By my voice, Imbue 1 Vitality to [Ship Trait].” This effect grants
1 temporary vitality to anyone with your ship’s trait who hears
you call the effect. This vitality can be healed, but multiple uses
of this skill do not stack. This vitality goes away at the end of the
next Peace.
• “By my voice, Refresh Armor to [Ship Trait].” This effect
instantly resets and repairs all armor (air or physical) for anyone
with your ship’s trait.
All Together Now! – 4 CP
Your character may lead the crew in the ship’s song so that they may
draw strength from it. All crew mates present (minimum of 3) must
join in the song. After everyone sings for at least one minute, you
spend 1 Fire and call out “By my voice, Grant Shield to [Ship Trait].”
All crew mates who joined the song can spend 1 Fire to receive this
effect (the Old Salt who led the song gains it automatically). Each
character must apply his shield to the first damage he takes
thereafter, from any source.
Calm the Seas – 2 CP
Your character may use inspiring words to cleanse the minds of others.
You must speak in a calming manner for at least one full minute, at
normal volume (or louder), without interruption. The person you are
targeting must be able to hear you speak. At the end of this speech,
spend 1 Fire and call out “By Your Name <the target’s name>, Cure
Mind by Inspiration.” This cures all mind effects on that person,
including Frenzy.
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Give ‘em Hell, Lads! – 3 CP
Your character may lead the crew in the ship’s song so that they may
draw strength from it. Your character can spend 1 minute singing your
ship’s song, and then spend 1 Water per point of healing, up to 3, to
call out “By my voice, Heal X to Ship Trait.” Alternately, your
character may skip singing the ship’s song, but spend 1 Void to call
out “By my voice, Heal 3 to [Ship trait].”
Hollow Leg – 1 CP
Your character may resist an attack “by Poison,” due to his or her
built-up resistance from drinking grog. When struck by an attack “by
Poison,” spend 1 Water to call “Resist” and do not suffer the effect of
the attack.
Sea Legs – 2 CP
Your character may resist a Maim attack to the legs with a melee
weapon. When struck by such an attack, spend 1 Earth to call “Resist”
and do not suffer the effect of the attack.
Sing them Home – 2 CP
Your character may spend 1 Void to resurrect another pirate who has
fallen on the field of battle. You must sing a sea chantey at the
Resurrection Point for at least three minutes without interruption. If
the song is interrupted, your Void is not expended. Once the song is
finished, the dead character is resurrected without the need to Dice
with Death. Please record the use of your skill and the player you
resurrected in the book provided at the Resurrection Point.
Stoke the Fires - 2 CP
This skill allows the character to spend 1 of any attribute to refresh
another pirate’s Fire attribute. You must spend one minute performing
an inspirational story or song. After the one minute, spend 1 of any
attribute and declare: “By my gesture, refresh 1 Fire.” You may do this
for up to two people per use of the skill, and each recipient may only
refresh 1 point of Fire.
Storm’s a-Comin’ – 2 CP
Your character may spend 1 Water to learn what awaits him or her in
the near future. You may approach an NPC character, take him or her
aside and ask “What’s the weather look like ahead?” If the NPC has
special knowledge, such as hints that a battle is coming or information
about the dangers on the adventure toward which he is leading you,
the NPC will share that information with you. You expend the 1 Water
only if the NPC is able to tell you something.
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Whispers on the Waves – 1 CP
Your character may gain information by swapping stories with an NPC
Old Salt. Before you begin your story, use the key phrase: “Have you
heard any whispers on the waves?” If the NPC answers “Yes”, this
indicates that they are an Old Salt willing to swap stories, and you
may use this skill with them. Spend 1 Void, then tell the NPC a story
with significant informational value (something about the current state
of Pirate Island, for instance). The story must be at least 1 minute in
length. You will receive a similarly informative story in return. This
story may be told to you immediately, or during a future encounter
with that NPC.

Privateer
Cost: 4 CP

“Lieutenant, let’s see if that Spanish galley is inclined to donate to France’s
coffers…”
Privateers are typically lords and ladies who took to the sea in service
to their country, then discovered that joining the pirates was far more
lucrative than beating them. Privateers can generally be discerned by
their fine dress, fancy speech and refined taste in spirits. Though
some assume these nobles-turned-pirates are more genteel, or even
squeamish, some of the most blood thirsty dogs upon the sea are
Privateers.
Gentleman’s Blade – 2 CP
Your character may fight with a medium weapon (under 34 inches) in
his off-hand. You must first buy Gentleman’s Dagger to buy this skill.
Gentleman’s Dagger – 2 CP
Your character may fight with a small weapon in his off-hand. Note
that this skill is a pre-requisite for Gentleman’s Blade.
A Palpable Hit – 2 CP
Your character may spend 1 Earth to call “3 damage” when attacking
with a one-handed weapon.
And Again! – 3 CP
Your character may spend 2 Water to call “Double 2 damage” when
attacking with a one-handed weapon.
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Beat Back the Foe – 1 CP
Your character may spend 1 Water to use the “Disengage” ability with
a melee weapon.
Duck Around the Mast – 3 CP
Your character may negate weapon attacks that strike one of his
limbs. When struck by such an attack, spend 2 Earth, call “Parry,” and
do not suffer the effect of the weapon attack.
Expert Battle Footwork – 2 CP*
Your character may spend 1 Air to gain 1 point of re-settable “air”
armor that lasts until the end of the next Peace. This armor does not
require a physical representation – it indicates a character’s dexterity
or toughness. You may not use any other type of armor while using
this skill. You may refit this armor with one minute of role-playing. You
may purchase this skill up to twice.
Firearms – 2 CP
Your character may spend 1 Fire to call a “3 damage” attack with a
firearm.
Fortunate Flourish – 2 CP
Your character may spend 1 Void to “Resist” a packet delivered attack
by blocking it with either his sword or hat.
Pistolier – 3 CP
Your character may fight with a one-handed weapon and a pistol at
the same time, one in each hand.
Port Regal Contact – 1 CP
Your character has a contact at nearby Port Regal, the local bastion of
the English Royal Navy. You may ask one question of that contact
between events. The question must be submitted in an in-game
fashion, in your Post-Event Letter. All questions must be submitted at
least two weeks before an event to be answered at that event.
Questions will be answered in-game, at the Campaign Committee’s
discretion.
Prepare the Charge – 2 CP
Your character may spend 1 Void and give a stirring speech to his or
her crew for at least one minute. At the end of the speech, call out “By
my voice, Imbue +2 Damage to [Ship Trait].” All pirates with that
ship trait who hear the call gain the ability to do +2 damage on their
next called attack.
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Riposte – 4 CP
Your character may resist a crippling blow and swiftly turn back the
attack upon the foe. When struck by a “Maim” effect delivered with a
weapon, spend 2 Water, call “Resist” and do not suffer the Maim
effect. With your very next swing, deliver a “3 damage” attack to the
same opponent. The “3 damage” is expended whether you successfully
strike or not.
Ware the Boom – 3 CP
Your character may spend 2 Air to strike an opponent’s weapon from
his grasp. You must strike the target weapon with your own and
announce “Disarm,” whereupon the foe must drop the held weapon.
What Honor I Still Have – 2 CP
Your character may spend 1 Fire to refresh all of his attributes (except
Void) to their full ranks for one single-combat duel. Both participants
must acknowledge that the fight is a duel. Once the duel is over, your
character’s attributes return to their pre-duel status.

Sawbones
Cost: 3 CP

“We was attackin’ a merchantman – pistols a-blazin’, swords a-swingin’ and
blow me if one of me own didn’t cut me ‘and off by accident!”
No ship is complete without someone who can patch up the crew.
Some Saw Bones are pirates who’re just handy with a needle, while
others are trained doctors whose services have been “commandeered”.
However they came to live the pirate’s life, the matey who can get ye
on yer feet with bandages and a shot of rum is the one you want to
keep on yer crew.
Note: Sawbones use “medicines” and other tools to heal the wounded,
and players should use props appropriate to this while role-playing
their skills. It is up to you to choose items that suit your role-playing.
We encourage you to be creative with these props, provided they fit
the flavor of the game. You may not, however, use any item that
might cause physical injury to another person, such as sharp medical
instruments, sharp scissors or scalpels. Blunt scissors (rounded
medical scissors) are appropriate. Your tools and instruments must be
approved by a member of the Pirate Island staff before you can use
them in game; bring your items to Check-In for safety approval.
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Antimony – 2 CP
Your character may spend 1 Fire to “Cure Paralysis by Medicine.”
Touch a packet to the target and announce the effect.
Apply the Felt – 1 CP
Your character may spend 1 Air to “Stabilize” up to 3 people. Touch a
packet to your patient(s) and say “Stabilize.” If they are Unstable,
their condition immediately changes to Stable.
Black Draught – 1 CP
Your character may spend 1 Earth to affect one target with a “Heal 3
by Medicine” effect, (your character may also use different
denominations of healing, up to 3 per Earth spent). Touch a packet to
the target(s) and announce the effect.
Blue Pill – 2 CP
Your character may spend 1 Fire to “Cure Drain by Medicine.” Touch a
packet to the target and announce the effect.
Diagnose – 1 CP
Your character may determine the physical status (Body Trait) or
health of a patient. See the Core Rules for further details.
Distilled Bark – 1CP
Your character may spend 1 Water to “Cure Weakness by Medicine.”
Touch a packet to the target and announce the effect.
First Aid - 1 CP
Your character may change another character’s condition from
Unstable (bleeding to death) to Stable with 60 seconds of role-playing.
It also allows a character to Cure a maimed limb with 60 seconds of
role-playing. You may only use First Aid if you have the use of both of
your arms and are conscious.
Fortify the Wounded – 3 CP
Your character may spend 1 Earth to give a temporary point of vitality
to someone you have just healed or cured with another Sawbones skill
which requires expending an attribute. After calling the healing or
curing effect, say “Imbue 1 Vitality by Medicine.” This vitality can be
healed and fades at the end of the next Peace.
Leeches – 1CP
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Your character may spend 1 Water to “Cure Poison by Medicine.”
Touch a packet to the target and announce the effect.
Medical Savvy – 2 CP*
Your character may substitute points of Medical Savvy for points of
other attributes (other than Void) when using Sawbones skills. Each
purchase of this skill gains your character one point of Medical Savvy.
You may purchase this skill up to five times.
Pop It Back In – 1 CP
Your character may spend 1 Earth to “Cure Maim by Medicine.” Touch
a packet to the target and announce the effect.
Resuscitate the Fallen – 3 CP
Your character may spend 1 Void to return to life temporarily a person
who has suffered a mortal wound (i.e. a death strike, death effect or
bleeding to death). Spend three seconds role-playing, then touch a
packet to the patient and say “Suspend Death by Medicine.” The target
awakens at maximum vitality with the attributes he had when he died.
Once resuscitated, the character can use skills as normal, and he is
affected by attacks, spells and skills as normal – he may even die
again. At the end of the next Peace, if the patient is still alive, he takes
a “Death” effect that may not be resisted, avoided or suspended in any
way, and he must resurrect.
Smelling Salts – 1 CP
Your character may spend 1 Air to “Cure Stun by Medicine.” Touch a
packet to the target and announce the effect.

Scallywag
Cost: 4 CP

“Hoist the colors ye scallywags and step handsomely now! The Seas be up
and there’s plunder to be had!”
Scallywags are the bread and butter of any pirate crew. Cool under
cannon fire, quick to follow orders and always ready for a fight, the
ship would founder for sure without a steady crew to man her. The
scallywag’s love of the sea and his ship is expressed by his eagerness
to defend her.
Beat Back the Foe – 1 CP
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Your character may spend 1 Water to use the “Disengage” ability with
a melee weapon.
Crippling Blow – 3 CP
Your character may spend 1 Earth to call “Maim” when attacking with
a melee weapon.
Expert Battle Footwork – 2 CP*
Your character may spend 1 Air to gain 1 point of re-settable “air”
armor that lasts until the end of the next Peace. This armor does not
require a physical representation – it indicates a character’s dexterity
or toughness. You may not use any other type of armor while using
this skill. You may refit this armor with one minute of role-playing. You
may purchase this skill up to twice.
Firearms – 3 CP
Your character may spend 1 Fire to call a “3 damage” attack with a
firearm.
Friend of Fortune – 1 CP
Your character is hard to affect with simple curses. When struck by an
attack “by Hex,” you may spend 1 Fire, call “Resist” and not take the
effect of the attack.
Indomitable – 3 CP
Your character may spend 1 Void to become immune to any one type
of attack, other than damage, that has affected him at least once
already in the battle. The character must spend 1 Void and say “Imbue
Immunity to ‘X’ by Will” (where 'X' is the type of attack) at which point
you can call “No Effect” to that attack. This skill does not protect you
from bleeding to death or death strikes.
Shake it Off – 2 CP
Your character can break free of physical effects. When affected by a
physical attack (i.e. Root, Stun, etc. – please see the Core Rules for
more details), you may role-play for three seconds, then spend 1
Water, call “Purge Body” and cure any physical effect that currently
affects you. (NOTE: “by Alchemy” represents a physical effect.)
Take That Ya Scurvy Dog – 3 CP
Your character may spend 2 Earth to call “5 Damage” when attacking
with a melee weapon.
Weapon Master – 3 CP
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Your character may use any one-handed weapon, plus either a buckler
or dagger in his off-hand.
Weathered Hide – 2 CP
Your character is resistant to pain. When struck by an “Agony” effect,
you may spend 1 Water, call “Resist” and not take the effect of the
attack.
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CREATING YOUR PIRATE
To create a character for Pirate Island, please follow these easy steps:
1. Decide what kind of pirate you’d like to play.
2. Review the Headers and Skills section to see which skills most
closely resemble the type of character you’d like to play.
3. Decide if you’d like to be on a crew (see below for details).
4. Write a character history for you character.
5. Register with the Online Character Generator.
6. Calculate your starting Character Points.
7. Raid your wardrobe and nearby costume stores for a pirate
costume.
8. Start practicing your Pirate slang!

Character Histories
We encourage all players to submit a short character history. At Pirate
Island, we believe that the character history gives you a good point of
departure – it lets you figure out who your character has been and
what they’ve been up to, prior to arriving on Dead Man’s Isle.
However, the real story begins once you arrive for your first event,
and that’s where the campaign committee will be focusing their
efforts.
If you submit a character history, you can also earn Character Points
(CP). You will receive 2 CP for submitting your character history at
least two weeks before your first full weekend event. You are
welcome to submit them at any time after that, but if you want the 2
CP, please send it two weeks before your first event.
To submit a character history, please email a word document (or
similar document) to Pirate_Island@comcast.net and please be sure to
include your full out-of-game name and contact info with your
submission (so we know it’s safe to open the attachment).

Rule of Etiquette: Game World Exclusions
Accelerant rules specifically prohibit abusive or derogatory language or
actions, whether they are in-game or out-of-game. You may not
include in your character history, nor make reference in-game, to any
of the following:
•
•

Explicit sexual behavior or concepts, particularly violent ones
Racial bigotry, hatred or intolerance of any kind
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Religious bigotry, hatred, or intolerance of any kind
Gender hatred or intolerance of any kind
Any other language or behavior deemed abusive or derogatory

Although Pirate Island is theoretically set in an earlier time period, it is
not to be inferred that commonly-held derogatory beliefs of the time
are in any way included in the game. These things simply do not exist
in the Pirate Island game world, regardless of "real world history."
Violating these rules may result in immediate expulsion from the
game.
Also, at Pirate Island, we will not include or explore religion as part of
plot. Real-world religions do exist, but the campaign committee will
not be running any religious plot, nor will plot or staff comment upon it
in any way. We ask all players to be respectful of other’s beliefs, and
though you may play a character who holds religious beliefs if you
wish, please do not include religious teachings or proselytizing in your
role-playing. This includes an expectation that players will not play
religious figures such as priests.

Pirate Crews
All players have the choice of joining a pirate crew. You may start the
game as a member of a crew that you and your friends have created.
You may also come as a solitary pirate, or a pirate who is “between
crews”. Also, there will be in-game opportunities to join crews that
are captained by staff members.
If you are creating your own pirate crew, we ask that you do the
following:
1. Name your ship. All pirates who are members of a crew have
that ship’s name as a trait (for more info on “traits”, please
see the Rules section of the Game Book).
2.

Pick a ship’s flag and a ship’s song. We are allowing both of
these on a first-come, first-served basis, so that we do not
have two pirate crews with the same pirate flag or song.
Ship’s song is particularly important, as Old Salts use this
song to activate some of their skills.

3. Send us a crew character history. This does not need to be
overly long, but should include the names of all players on
your crew, who the captain is, and any other pertinent
information (i.e.: your ship has been terrorizing the eastern
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portion of the Mediterranean Sea for the last five years and
you’ve earned some enemies along the way).

Character Generator
At Pirate Island, we use an online Character Generator to create all
player characters. This makes creating and tracking your character
easy, and you can log on to the Character Generator from anywhere.
You must register before you can create your character, but
registration and character creation is safe and free of charge. Please
go to: http://www.willowtree.net/pirates to register and start
your character creation process!

Starting Character Points (CP)
Note: This section only discusses the CP you can use to create a
starting character. For more information about earning CP as you play
the game, see the Character Points section of the Game Book.
All players receive 30 Starting CP with which to create a character.
Players can earn up to 2 Character History CP for turning in a
character history.
Players can also earn Additional CP by donating or making props,
donating time to help us with game-related tasks, and through various
other means, including staffing these fine Accelerant Games:
Aralis - www.aralis.net - David Chapin
Endgame - www.endgamelarp.com - gm@endgamelarp.com - Mac Brown
Madrigal - www.larp.com/madrigal - madrigal@larp.com - Robert Ciccolini
Radiant Dragon - www.larp.com/radiant - Michelle Blackmore
The Isles - http://www.theisles.org/ - info@theisles.org - Chris Herbert
Valiant - http://valiant.ferrus.net - valiantgames@hotmail.com - George Woods
Prophecy – Though Prophecy does not use the Accelerant rules
system, we happily support this excellent game. Any Prophecy player
who staffs for Pirate Island will receive a 15 Game Buck reward for
their efforts, to be used at Prophecy!
http://www.heartwoodparadise.com/prophecy/prophecy/

Special Offer: For those who staffed Radiant Dragon or Prophecy II,
we are offering the following special CP bonus. If you staffed the
September 2008 event for either game, you may earn a 1.5 starting
CP bonus. If you staffed the October 2008 game (finale game), you
may earn another 1.5 CP bonus. If you staffed both these events, for
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either game, you will earn an additional 1 CP bonus, for a total of 4
bonus Starting CP. These CP may be applied to your starting
character, during character creation.
Opportunities to earn CP are posted on the Pirate Island player email
list, at: http://groups.yahoo.com/group/PirateLARP.

Costuming
Our game is set in a time where pirates are at the height of their
power, roaming the seas with skill and flair, hounded by the British
Navy. Guns are available, but are all single-shot and cutlasses and
daggers are still the most common weapons available. Costuming
should reflect this romanticized and somewhat fictional time-period.
The best examples are available in classic pirate movies, including
Pirates of the Caribbean. Please note that your pirate can be from
anywhere in the world and your costuming may reflect that, as long as
it fits the flavor of our fictional time-period (i.e.: no jeans or t-shirt,
and heavy metal armor only if you want to sink).

Weapons
You can fight with a variety of weapons at Pirate Island, including
melee and thrown boffer weapons, ActionBall spring guns, and packets
for spells. Please note that players whose characters have purchased
the required skill may only use bucklers, not shields. Bucklers have a
maximum size restriction of 24 inches for the longest dimension.
All weapons must meet Pirate Island safety and size requirements and
will be safety-inspected at Check-In. Some weapons you might have
used in other games, particularly games that use Accelerant rules, will
match our safety and size requirements, so be sure to check your
weapons stock before making new ones.
All normal weapons, such as boffer weapons, spring guns, and
throwing weapons, do not need to be purchased or found in-game you may have as many of these items as you have physical
representations. However, keep in mind that you must purchase a skill
to use some kinds of weapons and fighting styles. See the Headers &
Skills section of the Game Book for information on these skills.
To see weapon lengths, sizes and information to create your own
boffer weapons and spell-packets, please see Appendix B.
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Prop Pistols
Actionball recreation guns are the basis for firearm combat at Pirate
Island. Players can purchase ActionBall spring guns and approved
ammunition (Actionballs) at Check-In of each Pirate Island event. If
you intend to purchase a gun or ammo at Check-In, please contact us
at Pirate_Island@comcast.net, so we can be sure to have enough
items in stock. At Check-In, we accept cash or check, but not credit
cards.
Basic pistols cost $35 and Deluxe pistols cost $55. Actionballs are $20
for 50 pellets of ammunition. After January 1, 2009, players may
reserve pistols for pick-up at Check-In. Please send the appropriate
money via Paypal to bbecker@actionball.com.
Players are also invited to make their own spring guns, provided they
follow these construction rules:
•
•
•

All guns must fire only ActionBall ammunition. 3/4” CPVC tube
is the perfect size for barrels.
All guns must be manually loaded down the barrel (no hoppers
or stick feeds), and can fire only one ball at a time.
Spring strength can be no greater than 10 pounds at maximum
deflection.

If you wish to make your own spring gun, we highly recommend that
you purchase one at Check-In or borrow one made by The
Adventurer’s Outlet first, so that you understand the correct design.
All spring guns must be safety-checked at Check-In before you play.

Armor
Armor provides points of protection that act as a buffer against
damage effects. Armor points are removed by damage in a manner
similar to Vitality. Armor points are lost before Vitality points.
At Pirate Island, you must have an appropriate armor skill to wear and
benefit from armor. Light Armor provides 1 point of armor protection.
You may only have one type of armor active at a time.
At Pirate Island, players with the appropriate armor skill should only
wear leather or “light” armor. Pirates generally didn’t wear heavy
metal armor, as this would cause them to sink and drown. The only
exception may be a die-hard Marine, who prefers a metal breastplate.
In order to encourage cool costuming and high swashbuckling action,
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we advise sticking with leather and other forms of light armor. The
armor point benefits you gain will NOT change if you wear heavy
armor as opposed to light armor.

In-Game Gear
Some character skills, such as medical and armor- and weapon-repair
skills, require you to use appropriate props while performing the skill.
It is up to you to choose items that suit your role-playing. We
encourage you to be creative with these props, provided they fit the
flavor of our game. However, you may not use any item that might
cause physical injury to another person, such as sharp medical
instruments. Before they are used, all tools and instruments must be
approved by a member of the Pirate Island staff. Bring your items to
Check-In for safety approval.
The following is a list of what equipment you can have when you enter
the game. You do not need tags for any item listed, nor does any item
listed have an in-game value:
• Flashlights: please make them as in-period looking as possible,
or bring small, discreet flashlights.
• Watches, pocket or wrist: no digital.
• Clocks: no digital.
• Small stereos for music: please keep these out of general site
and use them in your cabins to add flavor.
• Spring guns, melee or thrown weapons
• Cooking gear: please be conscious of the power supply to your
cabin (and the campsite). If you blow a fuse in your cabin,
please contact a staff member immediately. Cooking items,
including hot plates, hot pots, electric grills, etc. should never be
left unattended.
• Cameras: please make them as in-period looking as possible,
and be discreet with their use during game play. Be sure to
share any pictures you get with the staff!

Prohibited Items
In general, you may not bring any technological item into game that is
not listed above. In specific, we would like to make it clear that the
following items may not be brought into game:
• Real weapons of any kind
• Walkie-talkies or similar devices
• Radios
• Any kind of pyrotechnics (fireworks, smoke bombs, etc)
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If you are unsure whether you may bring an item not listed above to
game, you must ask a staff member before game starts.
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GAME WORLD

Articles of Black Bart Roberts
I. Every man shall have an equal vote in affairs of moment. He shall have
an equal title to the fresh provisions or strong liquors at any time seized, and
shall use them at pleasure unless a scarcity may make it necessary for the
common good that a retrenchment may be voted.
II. Every man shall be called fairly in turn by the list on board of prizes, and
over and above their proper share, they are allowed a shift of clothes. But if
they defraud the company to the value of even one dollar in plate, jewels or
money, they shall be marooned. If any man rob another he shall have his
nose and ears slit, and be put ashore where he shall be sure to encounter
hardships.
III. None shall game for money either with dice or cards while onboard the
ship.
V. Each man shall keep his piece, cutlass and pistols at all times clean and
ready for action.
VI. Those cursed by bad luck or ill-favored fate may bend their powers only
in service to the ship, and never against the captain or crew. Any that do so
will be put to trial immediately.
VII. He that shall desert the ship or his quarters in time of battle shall be
punished by death or marooning.
VIII. None shall strike another on board the ship, but every man’s quarrel
shall be ended on shore by sword or pistol in this manner. At the word of
command from the quartermaster, each man being previously placed back to
back, shall turn and fire immediately. If any man do not, the quartermaster
shall knock the piece out of his hand. If both miss their aim they shall take
to their cutlasses, and he that draweth first blood shall be declared the victor.
IX. Every man who shall become a cripple or lose a limb in the service shall
have 800 pieces of eight from the common stock and for lesser hurts
proportionately.
X. The captain and the quartermaster shall each receive two shares of a
prize, the master gunner and boatswain, one and one half shares, all other
officers one and one quarter, and private gentlemen of fortune one share
each.
XI. The musicians shall have rest on the one day only by right. On all other
days by the Captain’s favor only.
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What you need to know
Pirate Island is set in the year 1829, on Dead Man’s Isle. Dead Man’s
Isle is located amidst a chain of other islands, deep in the Caribbean
Sea. Up until 1730, the history of the Pirate Island world is very much
the same as the history of the real world.
In 1729, an upstart pirate named Captain Tess set off on a grand
expedition. Captain Tess had always been more adventurous than
most pirates, and the treasure he sought most often was knowledge.
Never cowed by the warnings of so-called scientists and scholars, he
sought mystical knowledge from the ends of the earth and beyond.
And he found them.
Captain Tess was deeply troubled by the rising tide of the British Navy
and the East India Trading Company, which had become powerful
forces on the seas, driving pirates before them until there was no safe
harbor left. Things were starting to look bad for those who loved
freedom and the seas, and so Captain Tess set off in search of
something that could help his pirate brethren.
In 1730, Captain Tess apparently found what he was looking for.
Rumor has it that he left his crew on land, all but his navigator, and
set off on a daring and secret mission. He returned bearing a great
treasure: the magic of the Seven Seas. Wherever Captain Tess sailed
thereafter, he imparted the magic to the pirate brethren. Any who
swore to a life of piracy and freedom gained wondrous abilities,
making them more than a match for individual ships sent to stop
them. Captain Tess also founded Dead Man’s Isle as a safe port for
pirates, and raised the mists to protect the island from would-be
encroachers.
Then, in 1731, Captain Tess struck a blow so grievous that he won the
hearts of all pirates everywhere. Though there are many versions of
the tale, the end is always the same: during a devastating battle upon
the seas, he destroyed the might of the East India Trading Company
and broke the will of the British Navy.
Almost a hundred years has passed, and the Age of Piracy continues,
buoyed up by the magic of the Seas and the Pirate King’s largess.
The Pirate King has since retired to Dead Man’s Isle, and little is known
about him now, save for stories and rumors spread upon the seas.
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With the exception of the aforementioned events and the extended
Age of Piracy, world history is very much as it is recalled in our history
books. Any exceptions to that will be explained during game play.

Tokens
In order to safely navigate the mists which surround and protect Dead
Man’s Isle, the captain of the ship must have a token from the Pirate
King. These tokens allow a ship, with a crew of no more than 15, to
pass through the mists unimpeded. Once on land, any of the crew
may keep the token, and savvy captains sometimes trust the token to
other crew mates. This tactic is often used to protect against those
who would cut the captain down to steal his or her token. The tokens
are considered a great treasure, and jealously guarded by the pirates
who hold them. Only a select few merchants, who have earned the
trust of the Pirate King, are allowed tokens, so that they may bring
goods to Dead Man’s Isle.

Villagers
Among the population of Dead Man’s Isle are numerous Villagers.
Villagers always wear straw hats and simple clothing, and can be seen
bustling about the town working, running errands or going in and out
of the swamps and other usually impassable areas. Please do not
interrupt them or impede their work, for the Pirate King has decreed
that they are never to be hurt, disturbed or maligned in any way!

Notable People & Places
Captain John Tess, the Pirate King
There are hundreds of stories told of the Pirate King. Some are from
his younger days, when he had just obtained his first ship (known
simply as Plunder) and made a name for himself by raiding up and
down the Barbary Coast. Other stories regale the listener with how
Captain Tess found the Edge of the World, and sailed beyond it to find
the Magic of the Seas. Then there are the stories of how Captain Tess
and his crew brought the British Navy and the East India Trading
company to their proverbial knees and sent the land-lubbers back to
shore to lick their wounds.
In recent years, Tess has stayed close to Dead Man’s Isle, only
occasionally sailing forth in search of treasure. He often allows his
First Mate to take the ship out, so the crew can have a bit of fun and
earn some swag. It is said that he is getting on in years, and after
sailing the seas for so long, spends much of his time at the Grog Shack
or in deep discussions with the Voodoo Man. Nothing is known of his
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reasons for inviting all the Pirates to Dead Man’s Isle, nor what the
brethren should expect when they arrive.
The British Navy
Undoubtedly the most powerful force on the Seas, the British Navy has
long been the scourge of pirates. Indeed, the powerful British Navy
nearly obliterated piracy in the early 1700’s and well could have but
for the rise of Captain Tess and his fleet of pirates between 1715 and
1730.
After failing to conquer the pirate spirit, Great Britain focused on other
areas through the 1700s, engaging in a number of wars with France as
well as suffering the loss of its prized Colonies in North America. Even
so, the British Navy continued to be recognized for its superiority on
the seas. Indeed it was the British Navy that is widely considered
responsible for the first defeat of Napoleon’s French Empire, having
turned his forces back in every major engagement.
With the recent final defeat of Napoleon in 1815, the British Navy has
again focused her attention on the destruction of pirates and piracy. It
is said that King George III has lost control of his faculties. Having
recently addressed Parliament with the opening lines of, “Good
afternoon Ladies and Peacocks” it is reported that he has all but given
over control to his son Prince George. Even so, there can be no
question as to his position with regard to the topic of Piracy which he
has described as, “the last great enemy which I must defeat and
discard. To then be forgotten by all civilized men.”
Captain Horatia Nelson, Vice Admiral in the British Navy
Captain Nelson is fast earning a reputation for herself upon the seas,
as she follows in the footsteps of her famous and highly-respected
father, Admiral Horatio Nelson. She sails her father’s last ship, The
Victory, and is known as a cunning adversary. Captain Nelson has
offered her services to King George III and has sworn that she will not
rest until “every last port is cleansed of the plague known as piracy”.
It is rumored that her father fell to the bullet of a French pirate, and
thus her vendetta is a personal one, as she seeks vengeance upon all
pirates for the crimes of one. Captain Nelson has most lately weighed
anchor in Port Regal and has captured many a ship headed for Dead
Man’s Isle.
The Voodoo Man
Not much is known of this mysterious figure, save that he lives on
Dead Man’s Isle and is a close confidante of the Pirate King. His real
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name is also unknown, as he refuses to give it for fear that someone
may use it to work magic against him. Captain Tess’ First Mate
nicknamed him the Voodoo Man because he is a powerful wielder of
magic and can cause hideous curses to befall those who cross him.
The Voodoo Man is the patriarch of the Villagers of the island, and
offers his protection to them. It is rumored that the ability to
Resurrect on Dead Man’s Isle is governed by the Voodoo Man, so all
the pirates tend to treat him with great respect.
Sea Hags & the Damned
Rumor has it that the Sea Hags have been on Dead Man’s Isle for as
long as the pirates. Sisters and powerful practitioners of magic, they
are masterful traders capable of obtaining nearly anything that might
lie beyond your reach. Whether it’s a piece of forgotten knowledge or
the hiding place of your lost love, you can rely on the sisters to obtain
it. The trick is that they always want something in return, and if you
can’t keep your end of the bargain, the price is nothing less than your
immortal soul.
If you doubt their power to accomplish such a feat, look at their
servants, the Damned. All of them were once men and women who
chose to barter with the hags, and who paid a terrible price for
breaking the deal. Now these wretches are just soulless shells that
feel no pain and have no memory of their former lives.
This is not to imply that the sisters are unreasonable. In fact, each
has a fondness for exotic goods that will favorably predispose them to
negotiation. The youngest likes rum, which every pirate ought to
carry, the middle sister is weak for exotic tea, and the eldest craves
soft and beautiful fabrics. But bargain with them at your own risk, and
never forget the true price of dealing with the Sea Hags.
The Grog Shack
The Grog Shack is a large pavilion located in the center of Port
Paradise, Captain Tess’ area on Dead Man’s Isle. Tess has arranged
for some merchants to provide goods to the Grog Shack, most notably
Rum and some medicinal supplies. Over the years, the Grog Shack
has become the social hub of the island as well. If you’re looking for a
good game of dice, first dibs on the latest shipment from Port Regal,
or are hoping to hear some excellent stories of adventure on the high
seas, the Grog Shack is the place to go.
Most of the Brethren who visit Dead Man’s Isle spend a good amount
of time at the Grog Shack, and Captain Tess has afforded it Neutral
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Ground on the island, so that all pirates can enjoy themselves in peace
(or a good-natured brawl). As long as no weapons are drawn in the
shack (and the Bad Luck Jacks keep their ill fate to themselves), all
are invited to enjoy themselves there. Except for the cannibals.
Other Islands
Dead Man’s Isle is one island in a small chain, created by a series of
volcanic eruptions many years ago. There are rumors that some
underwater caves still connect Dead Man’s Isle with the surrounding
islands, though the strange mists that protect the Isle from ships seem
also to protect it from folks wandering through the caves.
The largest island in the chain is George’s Island, home to Port Regal.
Port Regal is the local port run by the British Navy and is often a
staging area for attacks on pirates sailing towards Dead Man’s Isle.
Port Regal also has the best communication with the mother countries
of Britain, France, and even the Americas. Some enterprising
merchants are willing to smuggle items out of Port Regal, for purchase
by those living on Dead Man’s Isle.
Wreckers
Considered by upstanding pirates to be the lowest of the low, wreckers
are thieves who don’t have the savvy to actually commit their theft
upon the waves or the skills to stand up to their foes face-to-face.
Wreckers lure unsuspecting ships onto shoals, then let the tide do their
work for them. Once there’s nothing left but debris, wreckers wade
out to take what plunder they can and dispatch any survivors (most of
whom can’t defend themselves). Wreckers are anathema to pirates,
and Captain Tess has a particular hatred for them. Though most every
kind of buccaneer is welcome on Dead Man’s Isle, the Pirate King has
said that wreckers should stay clear of the Isle, or be hunted down and
given no quarter.

What You’ve Heard on the Waves

The Tale of Black Cat Coogan
So, lad, ye’d hear the tale of “Black Cat” Coogan, eh? Pour me a
ration o’ rum and I’ll spin ye the yarn.
‘Twas fifty years ago that Black Cat Coogan hunted in these waters,
and nary a soul he left alive to spread the word of his terrible deeds. All
was well for Coogan until he took the HMS Shrike; she was captained by
Christopher Tarrington DuBuque, eldest and favorite son of Sir Richard
Tarrington DuBuque, of His Majesty’s Admiralty.
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Coogan was a heartless villain, and well-named; any ship what
crossed his path met a foul end indeed. When word of Christopher’s death –
and the varied cruelties that went with it – reached Sir Richard, he sent forth
word that any man what delivered Coogan to him would never again want
for coin. Moreover, should the one who brought Coogan forth be pirate, all
his sins would be forgiven by the Admiralty.
Months passed. Dozens tried their hands at taking Coogan, and every
one was sent to the bottom. Black Cat had the head of one – the pirate
hunter Frederick McAlister – sent to Sir Richard at the Admiralty Court.
But while Coogan enjoyed the killing that the bounty on him brought, there
were some in his crew what was getting tired of never being able to be
ashore for more than an hour afore someone come looking to collect the
reward. Most notable of these men was named Half-hand Ingles.
Half-hand was Coogan’s bosun, and a right scurvy dog at that. He’d
heard tell of the reward on Coogan, and found the temptation too great.
Moreover, Ingles wanted a woman that fancied Coogan over himself.
Half-hand left word for the Royal Navy where Coogan was bound.
Eventually they caught up with Black Cat near Ile de Crane and closed for a
boarding action, knowing full well that Coogan could never turn down an
opportunity to spill blood in the sea. That’s when Half-hand turned coat.
Full half the crew turned with Half-hand, and soon Coogan found
himself pressed hard ‘tween the English and the mutineers. Screaming foul
oaths to the lords of the deep, decrying Ingles’ betrayal, Black Cat Coogan
threw himself at his enemies, determined to take the heart of the cowardly
dog what betrayed him. Instead he came face to face with Edward
Tarrington DuBuque, younger brother to Christopher and captain of the
pirate hunting vessel HMS Indefatigable. Half-hand took that moment to
shoot Coogan in the back.
It’s said that Ingles gloated over his former captain, as Black Cat
slowly bled to death; saying that he’d have the woman, that the Royal Navy
had promised him not only a full pardon, but a Letter of Marque to go with
Black Cat Coogan’s ship. Ingles intended to continue piracy under
England’s protection while using Coogan’s reputation.
Black Cat could take no more. His oaths changed and took on a
darker tone, now calling on more sinister powers. As DuBuque approached,
intent on taking Coogan’s head, a dark mist rose from the sea and covered
the deck. When it cleared, Coogan and all his loyal men were gone. All that
was left was a skull shaped bloodstain where Coogan had been.
Black Cat Coogan was gone, but it was not the end of his piracy.
Since then he’s been seen many times – all fog and foul mood – and every
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time he’s heard screaming for vengeance on Ingles. Steel passes through
him, and naught but death follows in his wake.
Ingles himself came to a bad end. ‘Tis said his ship, renamed HMPV
Thorn, foundered in a storm and was lost with all hands. Sad to say, such
news never reached Coogan in whatever hells he now calls port, for he still
can be seen, calling Ingles to task.
is potent, and his blood carries it
wherever he goes, including
across the ocean.
If a man or a woman with a
black heart dies at sea, that poison
can be sustenance. There is a
creature that lives beneath the
waves that is terrible and alien,
difficult to comprehend with our
feeble minds and that finds
human darkness more succulent
and sweet than the rarest of
tropical fruits. Every blackhearted seaman that takes his
final rest in Davy Jones’s locker
feeds the incomprehensible
behemoth that swims in the
Eternal Night Below. Indeed, this
is how it came to be. The devil
fish call it Jaga.
It is my belief that when a
ship slips beneath the waves with
members of the crew still aboard,
Jaga is sometimes attracted to the
site of the tragedy. Unlike the
moray or the barracuda, I do not
believe this abyssal ghost rends
and tears at the dead men and
women floating down toward the
crushing depths. Instead, it
embraces the departed, drawing
them in and giving them new life
as the reviled devil fish.
Do not be tempted to take
pity on these cursed

Up From the Deep: A seaman’s
pamphlet on the threat of the
Devil Fish
By Admiral Patrick Hawkins, retired

In the most remote corners
of the world, around black islands
shrouded by mist, and in the dark
caves that drink deep of the seven
seas, lives a scourge that every
seaman must beware of. Read
what I offer, take these words to
heart, and you may survive your
next sojourn to the Dark
Continent or Dead Man’s Isle.
How did the horrid
creatures we have come to know
as the Devil Fish crawl from the
sea? It is said in the King’s court
that life begets life, but in the case
of these foul residents of the
underwater abyss, I would argue
differently. In their case, the cycle
begins with death.
None will try to claim that
the world is without darkness. No
matter where you turn, there is a
black heart or poisoned soul
perched on the edge of despair or
anger. To man’s credit, I believe
he is able to leech himself of this
poison, and counter the darkness
with reason, joy, and hope. But
for those who cannot, the venom
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simply cannot abide the taste of
man is unknown, but they will
only devour a human if extremely
desperate. Instead, I have heard
that they value the taste of any
kind of fish, and have a fondness
for fruits and breads. One might
think this feeding part of a
perfectly natural cycle if not for
the pillaging.
Once ashore, the devil fish
are consumed by avarice. They
are often compelled to steal
valuables and drag them back into
the sea. Most accounts point to
an interest in all that they would
have loved as men and women:
gold, gemstones, silk, spices, rum,
and the like. This greed is surely a
composite of the covetousness
that Jaga embodies, and it is
possible that they heap these
treasures in some underwater
grotto as tribute to the black
behemoth.
I implore the crew of any
seagoing vessel to avoid the aptly
named devil fish at all costs. For
the bold and adventurous,
however, if you learn of their
existence near a port you
frequent, consider raising a
banner or calling upon His
Majesty’s royal marines to deal
with the infestation. Not only will
you be doing the port a great
service, but you may recover some
of the riches sequestered in their
dark dens.

abominations. The life they are
given is not the life of man. Jaga
gives them the ferocity of the
shark, the hunger of the whale,
and the cunning of the garpike.
They are twisted into shapes that
are barely recognizable,
oftentimes more fish than man,
and their souls rest at the bottom
of the sea.
Filled with the evil of Jaga,
which is no less than the darkness
of man himself, the devil fish are
compelled to haunt the
borderlands between the sea and
the earth. Most of the time, they
frequent caves carved out by the
angry hands of the surf, although
they have also been known to take
shelter in shallow reefs of coral.
Near Tortugas there is even
reported to be a clan of the beasts
living in the sunken shell of a first
class ship of the line visible from
the port’s highest location.
When the devil fish grow
restless, they come ashore to steal
or feed, and woe to any man who
crosses their path. It has been
suggested that Jaga’s spawn
prefer to ravage under the fullness
of the moon, but I have heard
numerous tales where upon the
monsters sacked a settlement
under naught but the stars or even
in the light of day. Surprisingly,
they do not eat humans. Whether
there is some remnant of their lost
souls that proscribes them from
eating flesh or if their palette
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His Majesty’s Ship Victory
West Indies
My Lady Admiral,
My name is William Hadley, sir, and until last week I had the honor to
serve as midshipman aboard his majesty’s frigate Inviolate. I would not
presume to impose on your time, but knowing of your great interest in wiping
the scourge of pirates from the face of these West Indian seas, Captain Swift
desired that I should make this report to you in writing.
Last Thursday our lookout spied a strange sail; coming up on her, we
recognized her as the Medusa, a famous pirate playing havoc with the
shipping all up and down the West Indies. Declining to fight like a yellow
coward, although she bore a full 14 guns to our mere 28, the pirate at once
turned tail and ran downwind.
We pursued her all that day, the Inviolate gaining steadily, and near
nightfall we beat to quarters, thinking we should soon bring her to bay. We
had drawn near, our broadsides already firing to find their range, when a run
of bad luck befell us.
First Robert Giffiths, our first lieutenant, tripped and broke his leg.
We were quite unable to determine the obstruction that had caused the
injury; the decks had been cleared for action, and Griffiths has been at sea
since he was ten years old. Just after he had been carried below one of the
starboard guns broke loose from its tackling and careened across the deck,
crushing James Tweed’s foot and flattening Tom Callahan, killing him dead.
We were lucky to avoid further injury. Then Richard Smith, rated landsman,
somehow managed to fall over the larboard rail, and the unfortunate man
can not swim. Although his blood was high to take the pirates, Captain Swift
ordered us to heave to and rescue the unfortunate soul.
As we were pulling aboard poor Richard Smith (hemorrhaging
seawater from his lungs but otherwise well), and again piling on sail to
resume the pursuit—the chase having drawn away from us—the lookout
spied strange weather ahead. Approaching, we saw it was a bank of mist
hanging like a curtain across our path, although the sun and wind should
have scattered it. The Medusa vanished into it, and we followed.
We took in sail and inched along; we could see neither sun nor stars to
navigate, and we could not even tell how long we had been in the mist, for the
careening gun had somehow shattered the hourglass, and all the watches
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aboard had stopped. Coincidence, of course—it must have something to do
with the barometric pressure and the damp—but dammed inconvenient.
Suddenly the Medusa herself loomed out of the fog—the real Medusa
this time—and passed before us, firing a raking broadside all down our
length. She finished her pass and vanished again into the fog, but we knew
she would be turning to repeat the maneuver; her broadside had mauled us
sadly. We turned, hoping to bring our larboard broadside to bear on her next
pass—and then every man aboard heard the dreaded sound: the screaming of
timbers as the Inviolate ran aground. The pirate, damn her eyes, had led us
onto shoals.
The next wave heeled us hard over on the starboard beam. And then,
curse her, the Medusa appeared again, firing a broadside that holed us three
times below the waterline. When the wave receded and we rolled back in the
other direction we could all hear the water coming in.
“We’ll take her with us!” Captain Swift roared, ordering us to fire. We
obeyed, resolving to sell our lives dearly. That was when my cannon
exploded.
I had been standing well away of the gun, commanding the crew;
perhaps that was why I was thrown clear. I remember hitting the water, the
seawater filling my lungs. With my last breath I though how lucky I had been
to serve my King and country, however briefly. I remember nothing more.
When I awoke I lay on a sandy beach, my arms still wrapped around
the spar that had saved my life. It was a clear, sunny day, no sign of the fog. I
cannot tell how far I had drifted from the wreck.
Walking up and down the beach I found no survivors, and I saw no
signs of the captain or any of the other officers. I feared they were all dead,
either drowned in the breakup of the unfortunately-named Inviolate or
murdered by the pirates when they came to pick her bones.
Night descended. I stayed close to the water in case a ship should
happen to pass in the night; the strange noises coming from the jungle—
which could have been any number of deadly animals—bothered me not at
all. I am happy to be able to report the perfect truth of the adage that one’s
duty keeps one warm. My duty burned in my heart, better than any bonfire.
However, my extremities—being farther from the blaze, you understand—
grew rather chilled. And no one has ever gone so far as to claim that duty
matches a side of beef and a glass of port for sustenance.
I was roused from my sleep in the middle of the freezing night by the
sound of voices. At first I nearly cried aloud in joy, but then I recalled the
stories of native tribes in these parts, savages who will gut you and pop you
into their cookpots as easy as kiss my hand. I remained hidden at first, but
my spirit of adventure soon drew me from my hiding place. And also the
crackle of a fire and smell of roasting meat. It was my duty to King and
country to investigate these things, to leave no spit unturned in their service.
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There were two of them, a man and a woman, and my stomach
turned—it was hardly a growl at all, I protest—as I realized that these were
pirates, no doubt from the same crew that had destroyed my ship, my
livelihood, and all my hopes for a satisfying supper served punctually. They
were roasting a wild pig over a bonfire, talking carelessly as its lovely juices
ran into the fire, wasted.
The woman stroked the hilt of the sword at her waist. My blood began
pounding as I recognized it: Captain Swift’s saber. I could not be mistaken; it
was a gift from his father, and I had often seen him stroke its hilt in just such
a way when preparing to take the Inviolate into action.
“Poor fools,” the woman said, regarding the sword. “It was almost a
pity to wreck them—almost too easy.”
“You know what was a pity?” growled the man. “Losing the ship. A
pretty present for Tess, that would have been, sailing into Dead Man’s Isle
with that at the Medusa’s heels.”
“What need has he of ships?” the woman said. “They say he has enough
treasure that every pirate in these seas could retire—“
“—assuming we’d want to,” the man said, and they laughed.
“With his treasure, he could buy all the pretty frigates he wants,” the
woman went on. “He could bloody well buy the bloody throne of England.”
“But how many other pirate crews will sail in with prizes at their
heels? Something like that might put us ahead of the competition.”
The woman cocked her head, considering. “Perhaps. We’ll have to
make do with what we can scavenge from the wreckage. There is no time for
further prize-taking.”
“It will be soon, then?” the man said.
“They say Tess is sending out the call, but no one knows what the
Pirate King has in mind.”
My heart dearly longed to challenge them, but upon reflection I
decided it would be unfair to steal the glory from my compatriots, who would
be eager to spill the wretches’ blood after the wreck of the Inviolate.
I turned and crept away from the fire, using all the woodcraft I
developed in my boyhood to avoid detection. And I would have succeeded, if I
had not stepped on the snake. It hissed at me in the most dreadful way, its
eyes shining with reflected firelight; although I am certain that my scream
was barely audible, the pirates were upon me in a flash. There was a third
pirate I had not seen—their sentry in the jungle, no doubt. They dragged me
into the circle of firelight and threw me down, looking me up and down.
“Midshipman,” the woman said, wrinkling her nose. “I can tell by the
smell.”
The sentry put his nose near me and sniffed. He had crooked teeth and
bad breath and looked like the story every mother tells her children to keep
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them from joining the Navy. Not that I listened to such stories, naturally.
“Nobleman, too, if I smell aright,” he croaked.
“Sir, I request that you remove your hands from me,” I said. “I would
demand satisfaction from you, if I thought I had any chance of getting it.”
The sentry hawked and spit. “See what I mean?” he said.
“Now, now, don’t frighten the lad,” the woman said, smiling at me in a
way no doubt meant to be sisterly. “From the Inviolate, are you, love?” she
said to me.
Of course I told them nothing, only spit at their feet. They did not even
have the civility to be offended, I regret to say; they only laughed.
“You must be terribly hungry,” the woman went on. Sir, I regret to say
that my body betrayed me. My stomach rumbled loudly.
“Here, love, come back to the fire,” she said. They gave me slices of the
pig—now finished roasting and delightfully tender—and wine, which I
recognized as vintage from Captain Swift’s own stores. My stomach turned at
the taste, but I did my duty and nobly ate and drank what they put before
me, knowing well that hunger only weakened my ability to serve fair
Britannia.
Just as I was finished eating and beginning to think about destroying
them, the woman nodded to the others. “Now for it, lads,” she said, and the
lot of them moved towards me.
I made to draw my sword, resolving to sell my life dearly, but somehow
my sword was no longer at my side. I do not wish to make much of my
humiliation; let us only say that I was stripped down to my drawers and
trussed like a pig beside the fire, so tightly I could hardly move.
“Now,” the woman said. “It’s to be regretted, lad, but you’ve set foot on
our land and spied on our doings, and we have no choice but to treat you
accordingly.”
“I am not afraid to die,” I said, raising my head proudly—or, as proudly
as a head can be raised, when it is atop a body stripped to its drawers,
shivering, and somewhat inclined to doze after too much wine.
“He thinks we’re savages!” said the first man in outrage.
“Now, lad,” the woman said kindly, “you can be forgiven for not
knowing our ways, but we’d beg you not to be insulting. No, you’ll have every
opportunity to defend yourself.”
“A Tribunal, then?” asked the first man eagerly.
“I apologize, lad,” she said to me. “I am afraid we cannot do it up right,
for we have other business to attend to this evening, but the crew of the
Medusa would never have it said that we neglected due process. Now, Scurvy
Jack, if you would read the charges?”
The fearful-looking sentry stood up, puffed out his chest in a gross
imitation of a London barrister, held his hand out in front of him as if reading
from a book, tucked the other behind his back, and began.
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“Be it known, yer honor, that the defendant stands accused of the
followin’: One, makin’ war against the worthy pirates of the West Indian
seas, them as have done no harm to him; two, attackin’ our vessel, the
Medusa, when she was only goin’ about her normal business, like; three,
spyin’ on official pirate business; four, deprivin’ our honorable comrades of
sustenance—“
“You offered me food!” I cried.
Scurvy Jack shook his head. “Aye, but no one forced you to eat,” he said
sadly.
“This unseemly display does you no good in the eyes of the court,” the
woman said. “Shall we continue, or declare you in contempt of court?”
Not desiring to know what these rogues would do to me if I should be
declared in contempt of court, I subsided. Scurvy Jack continued as if I had
not spoken.
“—deprivin’ our honorable comrades of sustenance by consumin’ an
amount of food more suited to a starvin’ bear than a sailor; five, annoyin’ a
pirate crew outside the limits of human tolerance with his prattle.”
“Thank you, Scurvy Jack,” the woman said. “How do you plead?” she
said to me.
“This is a farce,” I said. “Are you to serve as judge as well as accuser? I
demand to be released at once.”
“Let the court records reflect that the defendant pleads innocent,” she
said. “Does the defendant wish to call any witnesses?”
I looked around me: fire, jungle, pirates. “Allow me to consider,” I said,
quite cuttingly. “Do you see anyone else here? The crew of my ships, perhaps?
Whom should I call?”
“Defendant calls no witnesses,” the woman said. “Does the prosecution
wish to call any witnesses?”
“Prosecution calls Heartless Tom of the Medusa,” said Scurvy Jack.
The first man stood and stepped forward. “Everything Jack says is
true,” he said, and sat down.
“There you have it, yer honor,” Scurvy Jack said.
“Fair Justice hides her eyes in the face of such mockery,” I said, but
they ignored me.
“Any further witnesses?” the woman inquired.
“The prosecution further calls—the pig!” Scurvy Jack said, pointing at
the carcass of the pig, still suspended from the pit.
“What?” I said in disbelief.
“Look at him,” Scurvy Jack said sadly, pointing to the pig, “picked
clean to the bone, his condition a mute testament to the ravening destruction
of Englishmen in general, and our fine midshipman here particular-like.”
The other two pirates were nodding in appreciation of this testimony.
“Why don’t you call the wine-jug to the stand?” I said.
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“That wine-jug might have sev’ral incriminatin’ things to say of you,
laddie,” said Scurvy Jack. “But we are not heartless; well, except for Tom
here. The prosecution rests.”
“The court will now deliberate,” the woman said. Deliberation
consisted of passing the aforementioned wine jug around the circle and
quaffing liberally from it. They offered it to me, but I bravely refrained,
although my mouth was quite dry.
“The court is prepared to announce its decision,” the woman said after
a protracted interval. “Wake up, Scurvy Jack.” Scurvy Jack had indeed fallen
asleep by the fire with his mouth wide open, making him if anything even
more disgusting. She kicked him in the ribs to wake him and fed him another
long sip of wine to fortify him for the coming pronouncement.
“The court pronounces the defendant—“
“I love this part,” said Heartless Tom, licking his lips.
“Guilty!” the woman announced gleefully.
“I am shocked,” I said, with heavy irony, which of course they did not
appreciate, being ill-bred savages.
Fully expecting to meet my end momentarily, I cast my eyes to the
heavens. If could have, I would have stood to meet the final blow, but alas,
my cruel bonds prevented me. “It is my privilege and honor to die in the
name of my country,” I declared. “Every man should be so lucky as to give his
life bravely in the service of a noble cause.” In that moment, I wished only
that my final words could live on to inspire future generations of seaman—
but naturally the unreasoning philistines did not appreciate my rhetoric.
“Lad, if we had more time, I would teach you a lesson for your insults,”
the woman said. “But I am afraid we must carry out your sentence swiftly.”
They dragged me down to the beach, still trussed from head to toe. At
every moment I expected to meet my end, but instead they threw me into a
tiny rowboat, removed the oars, and pushed me out beyond the breakers.
They left me a little bread and water, only to taunt me.
“A few days on the open sea will improve your smell!” they called,
waving to me.
The tide was on the ebb, and I was carried out to sea in my little boat.
Although I am certain they meant for me to die, I cleverly managed to
extricate myself from my bonds, although they were tied cruelly. Their little
joke served to sustain me when I ate the bread and drank the water. But by
this time I was far out to sea, and I had no means to navigate or steer the
boat.
I cannot say how long I drifted on the breast of the flood. But at last I
was picked up by a boat from His Majesty’s Ship Atlas, scouring these waters
for survivors from the Inviolate. There, it was my great joy to learn that
Captain Swift and most of the crew had survived, rescued by the Atlas. What
joy, to be united with captain and crew! What joy, to be able to share with my
captain the vital intelligence I had gathered!
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I fear I have taxed your patience, sir, but I believe the importance of
the news I carry will be clear. Your humble servant, &tc &tc,
Wm. Hadley
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STAFFING
Interested in helping us bring Pirate Island to life? We’re looking for
intrepid adventurers to staff this game, so if you’ve the stomach for it,
please contact us at Pirate_Island@comcast.net – we’ll save a
hammock and a swallow of grog for you!
Staffing is free and sleeping quarters are provided. If you let us know
you’re coming in advance, we’ll be sure to have some fun roles set
aside for you. If you’ve never LARPed before and are looking for an
introduction, staffing is a great way to get a feel for a game.
Also, by staffing our game, you can earn CP towards these other fine
Accelerant Games:
Aralis - www.aralis.net - David Chapin
Endgame - www.endgamelarp.com - gm@endgamelarp.com - Mac Brown
Madrigal - www.larp.com/madrigal - madrigal@larp.com - Robert Ciccolini
The Isles - http://www.theisles.org/ - info@theisles.org - Chris Herbert
Valiant - http://valiant.ferrus.net - valiantgames@hotmail.com - George Woods
Prophecy – Though Prophecy does not use the Accelerant rules
system, we happily support this excellent game. Any Prophecy player
who staffs for Pirate Island will receive a 15 Game Buck reward for
their efforts, to be used at Prophecy!
http://www.heartwoodparadise.com/prophecy/prophecy/
Our Campaign Staff currently consists of the following pack of rowdy
sea dogs:
•
•
•
•
•
•
•
•
•
•

Kat Alix-Gaudreau, Pirate Captain and Campaign Director
Roger Alix-Gaudreau, First Mate & Punisher of Mutineers
Ben Becker, Munitions Expert & Keeper of the Cookpot
Kara Minotti Becker, Cannibal Expert & One-Eyed Seer
John Corbett, Keeper of the Bilge Rats
Allison Corbett, Siren Expert & Keeper of the Sculpey Monster
Cliff Dike, The Singing Scourge of the Seven Seas
Scott Long, Sea Chanty Expert
Gina Long, Bloodiest Buccaneer
Rob Rassman, Tallest. Pirate. Ever.
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Appendix A - Accelerant Core Rules
Welcome
You are preparing to enter a game world using the Accelerant system. The system is designed to be simple
in concept and execution, yet have a rich and varied set of skills and abilities with which to develop
characters and stories. To do this we have created a set of Core Rules that defines all of the effects of the
game and presents them to you within the first chapter of the rule book. All skills and special abilities refer
back to these Core Rules, so once you have learned the Core Rules you know how to react to effects from
any Accelerant game, even though the skills or abilities that allow a character to use those effects may be
very different.

Rules of Etiquette
In an activity as fluid and full of unexpected circumstances as live action games, it is important that each
player attempt to follow the spirit as well as the letter of the rules. Although we have tried to create a set of
rules that is as cut and dry as possible, there are certain rules that are difficult or impossible to quantify that
are necessary to promote atmosphere or safety. These rules are marked as Rules of Etiquette. These rules
are difficult or impossible to quantify. We know this, and if players abuse them or become less than
graceful when using them the game will suffer. We trust the player to follow the intent of the rules, and to
be particularly careful to be graceful when dealing with Rules of Etiquette.

Rule of Etiquette
The first rule of etiquette is that abusive language or actions are not tolerated, whether they are in game or
not. Language or actions that are derogatory or that are deemed to be harassment are not allowed.
References to explicit sexual behavior or concepts, particularly violent ones, are not allowed. In game
threats should be worded so they are clearly in game.

Game Actions
The system is designed to keep the game running as smoothly and fluidly as possible. The game takes place
in a site full of props, buildings, and other players. The rules define how you interact with the environment
and other players. The game has removed actions and effects players cannot actually perform from the
game-play. There are no creatures stepping through solid walls, no flying creatures, and no activities that
cannot be played without interrupting the flow of the game. Characters that step into rifts and turn to spirit,
or characters that die and rise as spirits are still visible as they walk off. You cannot attempt actions such as
chopping up bodies or breaking down doors that cannot be performed for logistical or safety reasons.

Always In Game
Players stay in game and in character from the start of the event to its end. There is no "out of game" except
during emergencies. There are no out of game indicators such as white headbands, and no people should be
wandering about unless they are there in the actual game. The idea is to keep the game flowing so players
can stay in character and be immersed in the story. If you have a question, attempt to word it and ask it in
game. If you feel you must leave game, walk to the edge of the game area in character and leave the game
for a time. You should never interrupt the flow of the game.
The system is also designed to minimize the times where you cannot act on what you see, hear and feel.
You are always in game, even if your character is unconscious, dead, or affected by a game condition that
incapacitates you. Your spirit still remains with you, and it can experience the game world around you. You
do not need to pretend you did not experience the game even under these conditions. If your eyes are closed
then you might not see what is going on, but you will remember everything you hear, smell, and feel. Your
character also will realize this and knows that sometimes dead men do tell tales.
There is no information that is out of game. If you don’t want other players to know something in game,
don’t talk about it out of game. Keep your in game secrets to yourself, and if you talk out of game about
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something other players can decide they learned that information in game if they feel that the conversation
unfairly inflicts knowledge upon them they did not want to know. If you want in game secrets, keep out of
game secrets. The only caveat is if you are experienced and play a different character, creature, or plot role
we ask you do not transfer anything you learn to other characters.
To keep the game flowing as smoothly as possible, we have defined the following ways to deal with
problems and interruptions.

Caution
This phrase indicates some condition that may threaten the health of a player. A caution should never last
more than 10 seconds. It indicates that those people who are close to or involved in that problem should
pause so someone can get clear, get up, or move away from a threat. Only those people nearby need pause
until the problem resolves. Everyone involved in a caution is still responsible to the game, and should still
be cautious of in game threats. They may move away from the Caution or pause until the person has dealt
with the problem.

Clarification
This phrase works like Caution, but it indicates that someone needs a quick explanation of what happened.
People directly involved pause for up to three seconds while someone repeats a verbal or quickly indicates
a condition or result of something. This should be used infrequently, if ever. It is present for new players
who may be overwhelmed and confused during their first game or two.

Let Me Clarify
This phrase, which can only be used by plot approved non-player characters, indicates that any encounter
information that follows should be considered true. There are times when your character may not trust
another character. This phrase indicates that the information that the character, trustworthy or not, will
impart is important and true information about how some specific encounter works. This phrase cannot be
used unless the player has plot approval for that specific encounter, and the information imparted must be a
clarification of some specific game effect or encounter.

Emergency
This phrase should come up rarely. This means that there is some medical emergency that needs attention.
The game play stops, and everyone who hears the emergency should drop to a knee to indicate that a real
problem exists. Emergency should only be called is there is a real problem and someone could be hurt.

Safety Restrictions
There are a number of basic safety restrictions in the Accelerant system to ensure the safety, comfort, and
enjoyment of all.

No Physical Contact
You have no reason to touch another player in the Accelerant system. Physical contact is not allowed. You
may contact another player with a boffer weapon in a legal attack area and you may contact another player
by touching a packet to their arm or shoulder to deliver a "touch cast" effect. Violators will be asked to
leave the game.

Searching a Character
Because the game does not allow physical contact, you may not physically search someone else. Instead
you approach within searching distance and tell them in a low voice "I am searching you." The player may
simply reveal items you have found. The player may make a pouch available for you to reach into and take
items. The player may request that you describe your search. In this case, you must take the time to tell the
player where on his or her person you are looking for items. Items cannot be hidden in places people might
find rude or inappropriate. An item must actually be hidden where you say it is. You cannot have an item in
your pocket, for example, and claim it was tucked in your boot. It must be hidden there. If someone
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searches a general area you may request them to be more specific by stating "Describe that search." If you
have an item concealed in the sole of your boot and someone says "I search your boot" you may ask them
to "Describe that search" before giving it up. Players should not demand unreasonable searches with too
much detail - a search should take no more than a minute.

Carrying a Character
Because the game does not allow physical contact, you may not physically carry or drag another person.
Instead you simple tell the person you are picking them up and role play carrying them along. They must
get up and walk with you while you pretend to hold their shoulders. You cannot move faster than a walk
while carrying someone else. If you are unable to move while being carried you walk with your head
bowed and arms at your sides.
If you are carrying a character and that character is struck by an effect from a melee, missile, or packet
attack, you will also take that effect unless you "drop" the character immediately. If you are being carried
and someone "drops" you then you role play falling to the ground. If you are being carried, you must role
play an effect with a moan or grunt even if you are paralyzed or dead to indicate you have been struck. If
you are carrying someone who role plays an effect, and you do not know what the effect was, you must
drop them. You may pick up a body after dropping it as soon as that body stops moving.

Rule of Etiquette
Whenever you are required to role play an effect you must always do so in a safe manner. If you must
adjust your role play or position slightly to make the game safer for you or another player we ask you to do
so. You should take care before moving in crowded areas even if you must play out the effect in a slightly
different manner. You are encouraged to take the extra step or two when playing out an effect if it removes
you from an area that is detrimental to your health such as a puddle or an area with too many other players.

No Alcohol or Drugs
You cannot consume alcohol or drugs on the premises of the game unless the drugs are for medical use and
approved by the staff. You cannot be under the influence of these while on the premises of the game.
Violators will be asked to leave the game.

Rules Restrictions
As you play the game and wander around the world, there is a lot you can do to affect the game
environment around you. Conversely, there are lots of effects that can change how you play the game, for
both good and bad. Other characters may attempt to inflict unpleasant fates upon you, and you might
attempt to do the same to them.
There are three restrictions on your activities.
The first is an environmental restriction. When you come across props that represent certain environments,
such as tarp walls representing solid walls, you must play as if that condition was real. You cannot move
tarp walls, you cannot walk across black pits, and you cannot enter areas marked out of game.
The second is an effect restriction. If an effect has been inflicted upon you, you must abide by the
restriction of that effect until it is removed. If you have a Slow effect you cannot run. If you have the Maim
effect you cannot use the maimed limb. Effects can be inflicted upon you in a variety of ways.
The third is a skill restriction. If there is a skill that specifically allows you to manipulate a prop or perform
some action, you cannot attempt to perform that action or manipulate that prop unless you have that skill.
You cannot pick up weapons and try to fight unless you have the skill to do so. You cannot manipulate
traps unless you have the skill to do, although you can attempt to avoid them.

Prop Restrictions
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You are not allowed to bring to an event any prop that resembles or could be mistaken for common or
unique game items provided by plot without the express permission of the game staff. You cannot attempt
to duplicate or forge game money, item props, tags, or logistical documents such as character or monster
cards. Any attempt to use in game means to create fakes of any items must be approved by the plot
committee.
You are not allowed to break, destroy, or take apart any prop. If a prop is attached to a wall by a chain, for
example, you cannot attempt to break or detach that chain in any way. The Destroy effect does not change
the basic structure of a prop; it just makes the item unusable for any game related purpose.
Most props have no in game worth. Costuming, jewelry, weapons, and area props cannot be moved from
the area they are placed in except by the owner. These props provide no in game benefit and disallowing
their removal ensures these props are not broken or lost. Props may be handled but must be put back where
they are found unless they have a sticker.
Small circular stickers indicate special rules about handling an item. If an item has a red circle, it cannot be
moved at all. It cannot be picked up or touched. It will not move. If an item has a yellow or green sticker, it
seems to be valuable. A small, yellow, circular sticker means the prop may be taken but it must be turned in
at checkout. A small green circular sticker means you can take the prop and hold on to it. Special items
may also have a red sticker with a rune or number on it. These stickers indicate that characters may not pick
up or touch the item unless they have a skill or ability that allows them to manipulate objects marked by
that symbol or number.
Items may also be marked by attaching a short green, yellow, or red ribbon to indicate the item's in game
status. These ribbons replace the sticker and have the same meaning. A ribbon can be used to mark small
items that don't have room for a sticker, such as rings, or on items where plot feels that a ribbon would look
better or be more evident to the players. This ribbon may have codes or markings on it in the same manner
that stickers can have markings for players with specific skills to recognize.
Some game effects will enhance an object such as a weapon or a piece of armor. When an item has been
enhanced by a game effect, an effect sticker will be placed upon it so long as the enhancement is in place.
Items with effect stickers are treated as though they were yellow sticker items. If you have an effect sticker
upon your weapon, that prop can be stolen from you. You should bring back up props if you want to use
item enhancements.

Game Environment
Games take place at a site, usually a campground. This site defines the boundaries of the game. During
game play, a player may attempt to enter any area within the game boundaries unless the area is marked
with a yellow information sign. Areas marked with information signs are either special areas with
additional rules described by the sign or they are out of game and impassable.

Out of Game Areas
Areas that are out of game are marked by the yellow or hazard orange signs with text marking it Out of
Game. You may not enter these areas. The text of the sign indicates why, in game, this area cannot be
entered. Some areas might be described as collapsed and ruined piles of rubble that have no real interior.
Other areas might be marked as impassable swamp.

Special Areas
Areas with special restrictions or rules will be marked by the yellow or hazard orange signs with game
information printed on it. This sign will have game information written upon it that will describe the
circumstances that make the area special.

Gates
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Portals ringed with strings of decorative light are magical portals. These portals lead to other places. Some
lead to other places in this world, some lead to places beyond this world. If a portal is ringed with lights and
they are not lit then you cannot go through that portal.
The areas beyond gates are often marked with yellow information signs, so you should always look around
after going through a gate. Gates have a disorienting effect to compensate for the time it takes to spot and
read a yellow sign.
White gates are open portals. If the lights are on, anyone may step through the gate. White gates will
always appear in ruined areas.
Colored gates are special. Only special staff characters that control the gate may bring you through a gate
with colored lights. If there is no guide you cannot enter the gate. Some colored gates are free standing,
with no actual area on the other side. If you enter such a gate at the request of a staff character then you will
become a spirit. You will not be affected by any attacks and you must reply "Spirit" to any attack that
strikes you. You cannot use any game skills or converse with any one else. You are visible to others, but
you cannot converse with them and you can only enter an area indicated by the spirit guide who leads you.
You must follow the spirit guide until you exit through another gate and your guide indicates you have
assumed your normal form.

Combat
During the course of the game, you can be the subject of a wide variety of attacks. Each attack will attempt
to inflict an effect upon you. Some effects can benefit you, and some will deliver unpleasant effects upon
you. Each attack has a verbal that describes what the attack does and a delivery that determines how the
attack is used against the target.

Verbals
A verbal is a short phrase that is called out when an ability is used to explain the effect of that attack. Each
verbal can have an effect and a trait for that attack. The trait indicates the flavor of the attack so you may
role play the effects and perhaps use a defense to negate the attack if it strikes you. The effect indicates
what the attack does to you.
A verbal is an out of game phrase. You must call your verbal even if you are affected by Silence. If you
hear the beginning of a verbal you must listen to the phrase and play out the effect.
Verbals for melee attacks are called out as you swing your weapon. Verbals for missile and packet attacks
are called out before you release the projectile from your hand. You call out a phrase that takes the form of
[Effect] by [Trait]. For example, a poison that freezes you in place would use the verbal "Paralyze by
Poison" and a bolt of fire that causes 5 points of damage would use "5 Damage by Fire" as the verbal.
If you hear a verbal, your character knows what happened. The verbal not only tells you the effect out of
game, but it represents the sight, sound and feel of the attack in game. You never have to play it dumb. The
verbal "4 Damage by Fire" might represent a roar of flame. The verbal "Maim by Lightning" might
represent a flash of light. The verbal "Paralyze by Fear" might represent the hairs rising on the back of your
neck. However you imagine it, the verbal tells you what happened both in and out of game.
Verbals should not be confused with incantations. Incantations are magical words that are used to cast a
spell. These are in game magical phrases that are required for all but the most powerful mages to cast
magic. Spells usually have incantations, but they also end with a verbal. Remember that there are two rules
that apply to all called attacks.
• You must finish the verbal for a called attack before launching a packet or missile attack. You call out the
verbal as you swing a melee attack. If there is an incantation, which is an in game phrase associated with an
attack, then that must be clearly spoken before the verbal. This is true for melee, missile and packet attacks.
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• All called hits must be acknowledged through role playing. Many skills are consumed only if the recipient
calls out a defense or role-plays the effects of the attack. If you don't role play the effect, the attacker may
assume that you were not struck and the skill not used.

Traits
A trait is a label that is given to a character, an attack, a defense, or an item. Traits help describe the flavor
of game effects and define how abilities interact with each other. There are four types of traits. A character
trait is any trait that is somehow given to a character. An attack trait is added to an attack verbal and defines
the flavor of that attack. A defense trait is added to a defense call. An item trait is added to a tagged item
and gives that trait to anyone carrying that item.
An attack trait tells you which defenses can be used against that attack. A character or item trait can be used
to determine if certain effects worked against you. If you had the “Undead” trait, for example, then an
attack that caused "5 Damage to Undead" would be effective against you. A defense trait is generally used
for flavor, but it is possible to have skills or abilities that can be used only if a defense with an appropriate
trait is used.
A character's race is always considered a trait. Characters with no explicit race have the Human trait. If you
have a sub-race then both your sub-race and your general race will be considered to be traits. So a member
of the crew “Lucky Chance” has both the Human trait and the Lucky Chance trait.

Deliveries
Each ability must be delivered to its target in some way. These deliveries are the physical action needed to
determine whether an ability has been successfully used on an opponent.
There are several different ways to deliver game effects, but there are three basic attack deliveries that are
used most often in combat. Melee attacks are delivered with a successful strike with a hand held weapon.
Packet attacks are delivered by throwing a bean bag like projectile and striking an opponent. Missile attacks
are delivered by throwing a special foam throwing weapon or by aiming a bow and then throwing an arrow
prop marked with ribbons at an opponent and striking that opponent with the projectile.
It is always up to the defender to make the final decision whether an ability has struck or affected them, and
thus whether the ability has been delivered. It is important that players do not abuse this honor system. If a
player does not count legal hits, the game breaks down. Individuals that are reported for not counting hits
will be reviewed and if necessary asked to leave the game.

Melee Attacks
Melee attacks require special hand held padded weapons to deliver an attack. Melee weapons cannot be
thrown. You must have both hands on a two handed weapon in order to use it in combat unless some game
ability specifically states otherwise. These padded weapons have a strict set of creation rules and must pass
a safety inspection at each and every event where you intend to use them.
To add to the atmosphere of role playing, we expect our players to role play in combat. Although we allow
light weapons for safety and comfort, we ask that players keep the pace of their swings in line with what a
heavier weapon might require. Melee swings that are entirely generated by snapping or rotating the wrist or
forearm are discouraged. Although you are expected to role play full weapon swings where the weapon
moves at least 45 degrees, the actual contact cannot be too hard. A tap from a weapon is sufficient to
deliver an attack. Melee attacks that are blocked by another weapon or shield wielded by a character with
the appropriate skill to do so are not counted. Attacks to the head, the hands, or the groin are illegal and are
not counted.
Any strike that has no verbal causes 1 point of damage. These are known as "uncalled strikes" because they
have no verbal. Uncalled strikes will cause someone to fall unconscious if they remove all Vitality, but the
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victim will remain stable. A character taken down by called strikes will fall unconscious and be unstable as
well.
If you are unskilled with a melee weapon you cannot make attacks with that weapon. If someone strikes
that weapon or you try to parry with that weapon, you must either take the blow or the weapon is ripped
from your hand. If you do not take the blow, you must drop the weapon as if you had been affected by the
Disarm effect.
You may hold only one weapon or shield in your hand during combat. If you are holding more than one
item in a hand, and a melee attack strikes one of those items, then you will take the blow or be disarmed of
both items as if you were unskilled in their use.
Many skills work only on limb hits. A limb hit is a strike to the arm or leg. A torso hit includes the chest
from the belt up to the top of the chest. Any hit to the leg or buttock is a leg hit. Any hit to the arm or to the
outer shoulder is an arm hit. Hits that come down on the shoulder or that come down between the shoulder
and the neck are also arm hits. Neck hits are illegal.

The Flurry Rule
A flurry is a series of melee swings delivered at an enemy in combat with little or no pause. You can make
no more than three consecutive attacks where your weapon contacts an opponent or their weapons,
including their shield, before you must reset. To reset your flurry you must stop all attacks for at least a
second and, if movement brought you closer to an opponent, reset your range to two paces.
That's all you need to remember, everything else are clarifications and answers for specific questions.
• Blocked swings that contact a weapon or shield and successful hits that contact the body are counted as flurry swings.
Feints and swings that do not make contact against weapons, shield, or body do not count as a flurry swing. You must
reset your flurry after you have made three swings with contact.
• When we say two paces, we mean two normal walking paces. If this is unclear, this is the range where you are far
enough from your opponent that if you extend a full length one handed weapon at them only the tip will touch the
closest part of their torso including their shoulders.
• If you are already two paces away then you need only pause for the full second to reset your flurry.
• An opponent can't try to prevent you from resetting your flurry by advancing. If you have retreated in an attempt to
increase your range to two paces but your opponent's advance has prevented you from doing so then you may reset
your flurry after a full second pause.
• Incidental weapon contact and aggressively engaging an opponent's weapon with beat attacks or offensive parries can
make flurry determination confusing. We realize it is difficult to determine if these types of weapon maneuvers count
as a strike in a flurry. As a Rule of Etiquette, if both your elbow and the weapon tip move forward and contact an
opponent's weapon then count that as one of your flurry strikes even if it was not your intention to launch an attack.
This might mean that both combatants use up a Flurry swing during incidental weapon contact.

The Proximity Rule
You must maintain a safe distance from any active opponent. If you can reach out and touch the torso of an
opponent with your hand then you are too close and you must back away. If there is a significant difference
in the reach of two opponents, the opponent with the shorter reach may approach close enough so that they
can strike their opponent with their weapon so long as they cannot touch the torso of the opponent.

Claws and Natural Weaponry
Some characters have the ability to use claws or natural weaponry instead of, or in addition to, weapons.
These weapon props are red, though some plot creatures may have props that are constructed to appear to
be part of that creature.
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Claws are considered to be melee weapons and can be used to block melee attacks. Claws are not affected
by Disarm. Destroy effects delivered to such weaponry will cause a Maim effect to the limb using the
weapon.
Claws and natural weaponry are not bladed weapons, and cannot be used with skills or effects that require
bladed weapons. If you are holding a claw that is struck by a melee or missile attack, and you cannot
legally block with the claw due to some game effect, you will be affected by the attack since you cannot
drop the claw in response to the strike.

Missile Attacks
Missile attacks use special thrown weapons, projectile weapons such as bows and crossbows, and streamer
packets that represent arrows and bolts. If a weapon is designed as a thrown weapon or projectile, it cannot
be used in melee combat. You may only throw one thrown weapon at a time, although you may fire a
projectile weapon such as a crossbow from each hand if you are skilled in using that weapon in both hands.
Like melee attacks, any missile attack that has no verbal causes 1 point of damage. Missile attacks with no
verbal are "uncalled strikes" and cause someone to fall unconscious but stable when they reduce Vitality to
zero. Missile weapons that use called damage effects cause enemies to become unstable when they fall
unconscious just like called melee attacks.

Packet Attacks
A packet is a small bean bag filled with bird seed that represents some sort of mystical, psychic, or
supernatural ranged attack form. Packets have strict construction guidelines. You call a verbal and throw a
packet at a target to deliver the attack. If the packet hits the target, or any direct possession of the target,
then the effect is delivered to the target. You cannot throw packets too hard. If you are winding up to throw
the packet then you are throwing too hard.
Packets are not solid objects and cannot be affected by Disarm or Destroy, but they are a visible, in game
effect. If someone is carrying packets and you see the packets, you can assume they have some sort of aura
that makes you realize they are capable of something special. Because of this, you cannot carry or throw
packets unless you have the power to use them for something.
If a packet clearly strikes a target and they do not acknowledge the hit through role playing or by negating
it with a defense, the attributes or their equivalent are not exhausted. If the packet misses, or you cannot tell
whether the packet hit, then attributes or resources are exhausted normally.
To deliver a packet attack, the arm that is delivering the packet must be free and the hand empty except for
the packet itself. A free arm cannot have props tucked under it or tied to it other than armor. You cannot
deliver packet attacks if you cannot use game skills, or if the arm is affected by something that prevents its
use such as a Maim effect or shackles. Some packet based skills have additional requirements as well.
Packet attacks cannot be used while you are being hit. Successful melee attacks interrupt your ability to
throw packet attacks, forcing you to wait for one full second before attempting to throw again. It is
impossible to get off packet attacks during the Flurry pause. Missile and packet attacks will also interrupt
your verbal if they land while you are speaking it, but you may begin a new verbal immediately and do not
have to wait for one second in these cases. An interrupted ability is not used up and attributes or their
equivalent are not wasted, but you must begin the verbal again. Some creatures may have the ability to use
packet attacks even while they are being hit. They will indicate this by saying "Focused" before the packet
verbal when they make the attack.

Rule of Etiquette
In order to encourage the use of good costuming and add a little more realism, we have the Costume Rule.
If a packet attack clearly misses a target and passes by the body, yet that packet hits a cloak or costuming
piece after it has gone past, the defender can call out "costume." This rule cannot be used if the costuming
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is in front of the defender or if the packet has not already passed the body. The rule is in place to encourage
cloaks, back banners, and some directed character costuming such as wings without adding an unacceptable
disadvantage to the character in combat.

Special Attacks
Special attacks are delivered in unusual ways rather than using the regular melee, missile, and packet
combat system. They represent large scale effect and atmospheric conditions. Special attacks always begin
with the person or area that the attack affects and that is followed by a verbal. If you have a defense that
works against the verbal of a special attack you can use it to negate that attack. Once the verbal of these
attacks has begun the effect is already delivered. You cannot, for example, retroactively turn to a spirit
during the verbal to negate it. The individual types are detailed below.

Affliction
Someone delivers an effect to your immobile or unconscious form by touching a weapon or packet to your
torso and stating "Affliction One, Affliction Two, Affliction Three" clearly and slowly followed by a
verbal. This works like a Death Strike and can be interrupted in the same manner as a Death Strike. The
verbal may be a standard effect, or it may deliver an Inflict effect in which case the player will give you an
effect card.

Gaze
Someone who has met your gaze for a full three seconds calls out or whispers "By My Gaze" followed by a
verbal. A vampire might whisper "By My Gaze, Paralyze by Will." Other creatures might cause fear or
other effects.

Gesture
Someone points at you with a hand or a weapon and calls out “By My Gesture” followed by a verbal. If the
effect has a duration that is not instantaneous, then instead of the normal duration, the effect lasts so long as
they point at you.

Name
Someone calls out "By Your Name," states your name, part of your name, or some pseudonym that you
have used and calls out a verbal. The attack is delivered to you if you recognize that name as a name you
have used or a name that person might use to refer to you. Basically if you know they are talking about you
then you take the effect.

Room
Someone calls out "In This Room" and an effect and everyone in that room will be affected by it.
Doorways and gates act as room dividers. This delivery is commonly used for traps and performances. The
attack only works in an enclosed room with normal doorways and corridors leaving it. The attack will
affect you if any part of you is within the room when the verbal is called.

Voice
Someone calls out "By My Voice" and an effect and everyone who hears it will be affected by it. You
cannot defend against Voice attacks by intentionally obscuring the sound of the verbal with loud noise or
by plugging your ears.

Vitality
Vitality is a count of how much damage you can take before you collapse. As you take damage, your
Vitality points are exhausted. These points can never drop below zero. Healing refreshes Vitality, and these
points are also refreshed at the beginning of each event. If your Vitality ever reaches zero you will collapse
and become unconscious. Unconscious characters that are taken down by uncalled melee or missile hits are
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stable. Characters taken down by any other kind of damage, from called melee or missile hits, from
firearms, from traps, from packets, or from anything with a verbal become unstable.
If you fall unconscious but you are stable, you will remain unconscious for five minutes. After that time
you will wake up with 1 point of Vitality. If someone hits you with an attack for called damage while you
are unconscious and stable you will become unstable and begin your 1 minute count. Other effects can be
inflicted upon you while you are unconscious and stable and those effects will still be active when you
wake up. If healing raises your Vitality above 0 then you will become conscious. A death strike
successfully delivered to your torso will kill you.
If you are unconscious and you are unstable you are dying from blood loss and shock. You will linger for
one minute before dying. A Stabilize effect will change your condition to stable and you will begin your 5
minute count. Other effects can be inflicted upon you while you are unstable and those effects will still be
active if you wake up. If healing raises your Vitality above 0 then you will become conscious. A death
strike successfully delivered to your torso will kill you. If someone begins to use First Aid on you, your
count will be suspended until they stop the First Aid. If they call Stabilize you become stable and start your
five minute count. If they do not finish the First Aid, your one minute death count will continue where it
was before they started using the skill.
When you die, all active effects on your person end unless an Imbue or Inflict effect specifically says
otherwise on the effect card. Your remains will linger for five minutes before you change to a spirit of the
dead and begin to walk to the gate of death. Only effects with "to Spirit" or with "to Dead" traits will affect
a spirit of the dead.
In Pirate Island, each character has a number of Vitality points equal to their Earth attribute. Vitality is
always rounded down. Exhausting Earth points does not affect Vitality and taking damage does not reduce
Earth. Only a permanent change to Earth will cause your maximum Vitality to change.

Unconscious
You are incapacitated and must collapse to the ground. You must close your eyes and you cannot move or
speak while you are unconscious. You cannot use game skills unless a skill explicitly explains that it can be
used while unconscious.

Rule of Etiquette
Players who are unconscious close to combat may open their eyes to watch for out of game danger if the
battle moves too close. It is important for players to be able to protect themselves during these times. If you
open your eyes for safety reasons then we ask that anything you see during that time remain outside the
normal knowledge of the game.

Death
There are four ways you can die in this game. First, you can be knocked unconscious and unstable and
remain that way for a full minute. This is referred to as "bleeding out" and is described above. Second, you
can be killed if someone delivers a successful death strike to your torso. Third, You will be killed by an
attack with a Death effect that you cannot negate. Finally, special areas might cause your death if you have
a mishap.

Death Strike
A death strike is used to kill an unconscious or immobile victim. You must touch a weapon to the torso of
the victim while saying "Death strike one, death strike two, death strike three". This verbal must be spoken
clearly and at a normal speaking pace. You do not need to have skill with the weapon to inflict a death
strike.
To inflict a death strike, the victim must be unmoving. The victim can be unconscious or unmoving
because of a game effect, but you cannot inflict a death strike on a body until it comes to rest after an
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attack, nor can you inflict a death strike on a helpless but struggling victim. If the victim can move, the
victim can prevent a death strike. First you must render the victim unconscious or unmoving, and then you
may inflict a death strike.
To interrupt a death strike, you must strike the person attempting to deliver the death strike with a melee,
missile or packet attack. You may also interrupt the death strike by striking the weapon used to perform the
death strike with a weapon of your own. You do not have to force the weapon away. A death strike that is
interrupted is canceled and has no effect.

The "Death" Effect
Any effect that successfully inflicts a Death effect kills you immediately. Of all the various game effects,
only the Death effect will kill you outright. The Death effect may be nullified by an appropriate defense.

Mishaps
There might be large scale traps, challenges, and mishaps in special areas that can cause you to perish if
you are unfortunate enough to stumble into them. Closing walls, deep pits, and other deadly traps might kill
you outright. These areas will be marked or made clear to you during the course of the game.

Spirits of the Dead
After 5 minutes of death, a dead character becomes a spirit of the dead. Your spirit and everything you still
carry is drawn to a special area of the game marked as a Death area. Your spirit will even pick up your own
weapons if they are within reach unless someone else possesses them. When you rise as a spirit you must
proceed directly to the Death area. You must walk with your head bowed and your arms at your side. You
cannot interact with any other character unless they use an ability that allows you to do so. You cannot drop
items. You cannot use any game ability. If someone tries to interact with you, reply "Spirit" and continue
on your way.
While you are a spirit of the dead, there are very few effects that will work on you. The only effects that
will work are effects with "to Spirit" or "to Dead" in the verbal. These are Bane effects specifically
designed to affect spirits. The most common is a "Speak to Dead" effect. This type of "Speak" effect will
allow you to converse quietly with the character who used the effect. You cannot stray from your path or
use any game skill while talking. You are not compelled to communicate, but you may do so. Other effects
might include "Imbue to Spirit" and "Inflict to Spirit." If the description on the effect card states that it
works on a spirit of the dead then you must follow the instructions given therein. You may use Resist and
Purge defenses while you are a spirit of the dead if they are appropriate for an attack that strikes or affects
you.

Final Death
If the spirit cannot return from the Death area then the character passes beyond this world and is said to
have taken a final death. Final death means that you can no longer play the character in question, and adds
an air of danger to the game by threatening your in game persona.

Attack Effects
The effect of an attack describes how that attack benefits or impairs you. The effect is the first part of any
verbal. Some effects target items rather than characters. Each effect has a duration, but curing or removing
that effect will end it.
Many attacks last until you rest for five minutes. You must be sitting, lying, or kneeling to rest. You cannot
walk or run. You cannot use any game skills while you are resting. Effects that require rest will not end
until you rest for five uninterrupted minutes. You are also resting if you are dead, unconscious, stunned or
paralyzed. Paralyzed characters are considered resting even if they are standing. You cannot refresh
attributes or skills while you are resting.
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Agony
You are wracked with pain. You cannot attack or use most game skills. You may run, defend yourself by
blocking with weapon skills and can use called defenses. Agony lasts for 10 seconds.

Cure...
The Cure effect removes effects on the target. A Cure [Effect] will remove all instances of that specific
effect. A Cure [Trait] will remove every active effect with the appropriate trait except Imbue and Inflict
unless the Imbue or Inflict card specifically says otherwise. Cure will never restore Vitality. Cure is a
beneficial effect.
Travis, for example, has been affected by the following attacks: Slow by Disease, Slow by Will, and Drain
by Will. A Cure Slow will remove both the Slow by Disease and the Slow by Will since they are both Slow
effects. A Cure Will would remove both the Slow by Will and the Drain by Will since they both have the
Will trait.
If a "Cure Maim" effect references a specific limb, the effect will only remove Maim effects on that limb. If
the Cure Maim effect does not specify a limb, it will cure all Maim effects active upon the target. If an
ability or skill allows you to use the "Cure Maim" effect on a specific limb, you cannot use that ability as a
general "Cure Maim" effect.
A "Cure Death" effect will restore a dead target to life and leave them with 1 Vitality unless that target has
transformed to a Spirit of the dead.
Once a character has transformed to a Spirit of the dead, only the rare "Cure Death to Spirit" effect can
restore them to life, and only if it is used before the Spirit reaches its destination.
A "Cure [Name] Trait" effect will remove a trait given to you by an Inflict, Imbue, or other effect that is
temporary. It has no effect on a permanent trait granted by race, skill, or the like.

Damage
This effect removes Vitality points as described in the section on Vitality. Unlike typical effects, Damage is
instantaneous. It removes Vitality points and then the effect ends. You cannot remove or dispel damage.
Vitality points must be restored though healing.

Death
An attack with this effect kills you. You fall down dead, as if you had been struck with a death strike. All
temporary effects upon you end when you are killed except for Imbue and Inflict effects that are not
specifically removed by death. Death lasts for 5 minutes, after which you will rise as a spirit and travel to
the Death area. This process is described in greater detail in the Rules section of our Game Book
Cure Death and certain special abilities can affect you while you are dead. Some strengthen your spirit so it
is not weakened by the presence of Death. Some might even restore you to life. Others might cause
unpleasant effects. All of these will be handled using an Imbue or Inflict effect. In these cases you will be
given an effect card that explains the results of the Imbue or Inflict effect.

Destroy...
An item is destroyed and cannot be used for any game skill or effect until it is repaired. For most melee
delivered effects, the verbal is simply “Destroy” and the strike will destroy the weapon it hits. For missile
and packet attacks the verbal will include the name of the item and any strike will destroy that named item.
A melee attack that strikes your shield and uses the “Destroy Shield” verbal will render your shield
unusable. The effect is permanent until the item is restored with a Repair effect. Some items may be truly
destroyed if no Repair effect exists in the game to restore them. The item does not crumble away or
disappear; the prop represents the broken item.
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An attack that uses the “Destroy Armor” verbal will exhaust all of your armor points. The armor points can
be refreshed or repaired normally as if they had been removed by damage. Melee attacks must successfully
strike you to deliver a Destroy Armor effect. Some creatures might take some kind of detrimental effect
when struck by this attack. If you want to attempt to harm a construct directly with this effect you would
call out “Destroy Form” as the verbal.
Items without tags or safety stickers (such as clothing, belts, pouches, and the like) cannot be affected by
Destroy.

Diagnose
This effect is used to determine if the recipient is inflicted with a specific effect, trait, or game condition.
Skills with the Diagnose effect allow you to use Diagnose to determine the presence of specific effects or
traits with the exception of Imbue or Inflict effects. A skill might also allow you to use Diagnose to
determine if the recipient is currently Stable, Unstable, Dead, or Damaged. To use Diagnose, touch the
recipient with a packet and say "Diagnose" followed by an effect, trait or game condition. The recipient
says "Yes" if they are afflicted with the named effect or an effect with the named trait, or if they suffer the
game condition. Otherwise they say "No."
Travis, for example, is lying on the ground unstable and has been inflicted by a Slow by Disease and a
Paralyze by Magic. Another player leans over, touches him with a packet and says "Diagnose Stable."
Travis says "No." She says "Diagnose Unstable" and Travis says "Yes." She uses a Heal effect on Travis
but he still doesn't move. Puzzled, she says "Diagnose Stun." Travis says "No." She says "Diagnose
Paralyze." Travis says "Yes." She has the ability to Cure Poison, so she says "Diagnose Poison." Travis
says "No." She decides to wait until the Paralyze wears off.
If someone uses "Diagnose Damage" on you, you may choose, for the sake of expediency, to include in
your reply the current number of Vitality points that have been removed by Damage. If, for example, you
have taken two damage that has not been healed and someone uses "Diagnose Damage" on you, you may
reply with a simple "Yes" or you may reply with a "Yes, two." The choice of how to respond is up to you.

Disarm...
You must drop everything in the hand indicated by the verbal. You can pick up items immediately after
they have come to rest. You may pick up an item as soon as it stops moving. The verbal will contain either
"Disarm right hand" or "Disarm left hand." If you are holding a fragile or breakable prop, including an air
gun, you may put it down rather than drop it, but in this case you cannot pick it up for a full five seconds.
Delivering this effect with a melee attack requires you to strike that weapon while calling the Disarm
effect. You do not need to specify a hand. The hand that is holding the weapon will be affected. A melee
delivered Disarm will not affect a shield unless the "Disarm Shield" verbal is used. You cannot disarm a
shield unless a skill or ability specifically allows the use of "Disarm Shield."

Disengage
To initiate this ability either take a step back or plant your feet for 3 seconds. Gesture at any number of
opponents with a your weapons. You cannot move towards any target. Everyone who is attacking you and
everyone indicated by the gesture of your weapon must move back out of weapon range so that you cannot
cross extended weapons. Targets that are rooted or cannot move back may cross their arms and lean away
from the effect instead of backing up. Once the distance has been increased and the space indicated by the
Disengage has been cleared by all targets (or everyone has crossed their arms and leaned away) the effect
ends. Disengage will not force a target into a dangerous area. A target may choose to cross arms and lean
back rather than stepping back into an area that will cause them some detrimental effect. Disengage is not a
melee delivered attack and cannot be negated by defenses that stop melee attacks.

Drain

.

Pirate Island

84

For a simple Drain effect, you cannot run or use any game skill, including weapon and shield skills. If the
verbal is followed by a skill or ability name then you cannot use that particular skill. Drain can also be used
to prevent entire skill headers. If a header is drained, you cannot use any skill that falls under that header.
Drain can be used in this manner to suppress racial abilities and empowered named items. If an item is
named after a Drain effect then no abilities from that item can be used until the Drain ends. Only simple
Drain effects prevent you from running. The Drain effect will last until you rest for five minutes.

Expose...
The Expose effect is followed by one trait. If you have that trait and are subjected to this effect, you must
cry out, revealing the fact that you have the trait and revealing your position. You must cry out as loudly as
the Expose effect was called.
Although you may cry out softly if the Expose was called softly, you still must make every effort to ensure
that you are revealed to the person who called the effect. The Expose effect is audible and you must cry out
even if you are unconscious or under the effects of a Stun, Paralyze, or other disabling effect. Only a
Silence will prevent you from crying out, and even then you must role play crying out even though you
make no noise.
You are not affected if you are Dead or have the Spirit defense unless the Expose effect targets those
specific traits. This effect is one of the few that will commonly be delivered by voice.

Frenzy
This effect causes you to attack the closest creature to you, regardless of recognition or consequence. You
may attack with any standard skill that is not beneficial, though you are not forced to use consumable skills
in this attack. If you are affected by a Repel effect, or if you are not affecting the creature in question, or if
you cannot find a way to reach the creature for 10 seconds you will move on to the next closest creature. If
someone else attacks you and that creature is more convenient than your current target then that creature
will become your new target. The effect ends when you are rendered dead or unconscious.

Grant...
You gain a temporary enhancement to your abilities. There are five types of Grant effects as indicated by
the verbal. Each type of Grant effect gives a different enhancement. All types of the Grant effect last until
the end of the event, or until the granted ability is used up. If you have temporary imbues, boons or abilities
that mimic a Grant effect that are not technically Grant effects they do not stack with similar Grant effects.
Only effects with an Imbue card that explicitly states that it will stack with Grant effects will do so. Grant is
a beneficial effect.

... Armor
This type of Grant effect adds additional armor points to your base armor, whether those armor points are
granted by physical armor or a skill. These points are refreshed when your base armor is refreshed. If no
number is indicated then this effect boosts your armor points by 1. The effect might indicate a higher
number in the verbal such as "Grant 2 Armor" to indicate that a greater number of armor points have been
granted. A successful Destroy Armor effect destroys the armor points and completely ends this type of
Grant effect.
You may only have one Grant Armor effect active upon you, though you may choose which Grant effect to
keep if someone uses an additional Grant Armor effect upon you.

... Protection
This type of Grant effect adds additional protection points that negate points of damage. These protection
points work in a manner similar to armor, negating the indicated amount of damage regardless of the
source. The number of points is indicated after the "Grant" in the verbal, and if no number is indicated then
the ability grants a single protection point. Protection points are always lost after armor points. Protection
points cannot be refreshed or renewed. Once they are used to negate damage the effect ends.
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You may only have one Grant Protection effect active upon you, though you may choose which Grant
effect to keep if someone uses an additional Grant Protection effect upon you.

... Attribute
This type of Grant effect adds to the total of one numeric attribute. Any points added with this effect are
available immediately for use. Effects which refresh that attribute also refresh these additional points.
These extra points can be used in the same manner as regular attribute points. A successful Waste effect
that reduces the boosted attribute also completely ends this type of Grant effect. If the attribute indicated is
Vitality then Heal effects work normally. Vitality calculations and other secondary attribute calculations
are not affected by points added by the Grant effect to another attribute used in that calculation.
You may only modify a specific attribute with one Grant Attribute effect, though you may choose which
Grant effect to keep if someone uses an additional Grant Attribute effect that modifies the same attribute.
You may have additional Grant Attribute effects upon you so long as each modifies a different attribute.

... Defense
This type of Grant effect gives you one called defense that can be used on attacks indicated by the defense
verbal. This type of Grant effect starts with the Grant verbal, which may include a trait, and ends with the
verbal that describes the defense. You may use the indicated defense against an appropriate attack once
during the event. Once this defense is used the Grant effect ends. If the defense portion includes a trait then
you must call out that trait when you use the defense. The defense portion of the verbal indicates the types
of attacks it can be used against by either indicating a trait or an attack type. If there is no indication then
the defense may be used against any melee, missile or packet attack.
A "Grant Defense by Shadow, Avoid by Shadow" would give you one defense against any weapon or packet
attack. You would call out "Avoid by Shadow" when you used the ability.
A "Grant Defense, Resist Poison" would give you one defense against any attack with the Poison trait. You
would call out "Resist" when you used the ability.
A "Grant Defense by Divine, Parry melee" would give you one defense against any melee attack. You
would call out "Parry" when you used this ability.
You cannot have more than one Grant Defense effect upon you that protects against the same trait unless
the skill or ability explicitly makes an exception. If you receive another Grant Defense effect that protects
against a trait for which you already have a granted defense you choose which to keep. You cannot, for
example, have a Shield Magic defense and a Resist Magic defense both from Grant effects. You would
have to choose between them. Likewise, if you had a Resist Poison effect you could not receive an
additional Grant Defense that gave you another defense against the Poison trait. You gain only one defense
per trait. Defenses with overlapping traits also do not stack. If you have a Shield against Fear, for example,
you could not also have a Resist against Mental. You would have to choose which to keep when you
receive the second Grant effect. Defenses that have no trait and work on melee, missile, or packet attacks
likewise do not stack. You may only have one such effect from a Grant Defense effect.

... [Delivery] Attack
This type of Grant effect gives you one called attack that uses the appropriate delivery. This type of Grant
effect starts with the Grant verbal, which may include a trait, and ends with the verbal that describes the
delivery of the attack and the effect. You may use the indicated attack only if you have the props to make
an attack with the specified delivery. For melee and missile attacks, the attack is exhausted and the Grant
effect ends only if the strike lands and the opponent acknowledges it through role playing or negates it with
a defense. For packet attacks the Grant effect ends when you throw the attack.
A "Grant Melee Attack by Shadow, Weakness by Shadow" would give you one melee attack with the
Weakness by Shadow effect. You would call out "Weakness by Shadow" when you used the ability.
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A "Grant Packet Attack, 2 Damage by Fire" would give you one packet attack and you would call out "2
Damage by Fire" when you used the ability.
A “Grant Missile Attack, Stun by Poison” would give you one arrow or thrown weapon attack and you
would call out “Stun by Poison” when you used the ability.

Heal...
This effect restores one point of Vitality. If the effect is followed by a number, then it restores Vitality
equal to the indicated number. Otherwise it restores one point. If you are unconscious with no Vitality then
healing will restore one or more Vitality points and you will wake immediately unless some other effect is
preventing you from doing so. Heal is a beneficial effect.

Imbue...
This effect can be used in one of two ways. If the Imbue effect is followed by a trait name and “Trait,” such
as “Imbue [Name] Trait” then you will gain that trait for the remainder of the event.
Otherwise, this effect is some enhancement or extra ability that is described on an effect card that is given
to you after the effect is used upon you. An Imbue effect with no trait will not take effect until you have
read the effect card. Imbue will usually give you some ability that can be used during the current event,
although the effect card might describe some effect that lasts beyond the current event. Imbue is a
beneficial effect.
Imbue effect cards can have a wide variety of long term plot effects. Examples include granting a defense
against certain types of attack, strengthening the spirit of a dead character, and similar exceptional abilities.
Defenses can be used to negate Imbue attacks if those defenses will stop an attack with the appropriate trait.
If a player can use an Imbue effect, that ability will always have some in game action that must be
accomplished before you can use the ability. You might need to gather and mix components. You might
need to construct some item from strange parts. These actions earn you the effect card needed to use this
effect. You can never use an Imbue ability without the appropriate effect card to represent the properly
prepared components.

Inflict...
This effect can be used in one of two ways. If the Inflict effect is followed by a trait, then you will gain that
trait for the remainder of the event.
Otherwise, this effect is some affliction or detrimental effect that is described on an effect card that is given
to you after the effect is used upon you. An Inflict effect with no trait will not take effect until you have
read the effect card, so a character engaged in combat may not be affected by Inflict effects described on
Inflict cards immediately; they have time to retrieve the effect card and read it when it is convenient and
unobtrusive to do so. Unconscious or dead characters must read the card immediately. Inflict cards will
give you some unusual detriment that will have an effect and a duration described on the effect card.
Inflict effect cards can have a wide variety of long term plot effects. Examples include causing death after a
certain amount of time, causing you to transform into some type of creature, inflicting you with a disease
that cannot be healed normally, weakening the spirit of a dead character, and similar exceptional abilities.
Defenses can be used to negate Inflict attacks if those defenses will stop an attack with the appropriate trait.
If a player can use an Inflict effect, that ability will always have some in game action that must be
accomplished before you can use it. You might need to gather and mix components. You might need to
construct some item from strange parts. These actions earn you the effect card needed to use the ability. A
player can never use an Inflict ability without an effect card to represent the properly prepared components.
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Maim
One limb becomes useless. An arm must hang at your side and cannot be used for any game ability. A leg
becomes unusable. You must go down on one knee - you cannot hop. You may crawl using your other
limbs. A Maim effect will last for the duration of the event. If a Maim effect is delivered by a melee or
missile attack, the limb struck will be affected. If a Maim effect delivered by a melee or missile attack
strikes the torso then the Maim effect is ignored. If a Maim effect is delivered by a packet, the attacker can
include the limb in the verbal. For example, a caster might call out "Maim Right Leg by Fire." If the limb is
not specified, then the subject may choose one limb that is not already affected by a Maim. Maim only
works on arms and legs.

Paralyze
You must stand frozen. You cannot move, but you are aware of what is happening around you. If you are
rendered unconscious, or if someone tries to change your pose, you will collapse to the ground. Paralyze
will last until you rest for five minutes. You are resting while you are paralyzed even if you are standing.

Refresh...
Refresh is always followed by either an attribute or a skill that has a limited number of uses. You recover
one or more uses of the named skill or one or more points of the named attribute. If you do not have the
named skill or attribute then the Refresh has no effect. As a default, Refresh restores one point or use of a
skill. If a number is placed before the attribute or skill name then you will restore more attribute points or
uses of a skill. Skills that require attributes cannot be restored directly and are unaffected by a Refresh
effect. Refresh will never raise you above your maximum attribute or give you more uses of a skill than
you would have at the start of an event. Refresh is a beneficial effect.
Refresh can also be used to restore abilities of an empowered item. If the item has a unique name and
Refresh is followed by that name then the abilities of the item are restored.

Repair...
You restore one item that has been rendered unusable by a Destroy effect. For an item you are touching you
need not specify a target in the verbal. For other types of abilities you specify a target after the Repair
verbal. Repair may also be used to refresh armor points from physical armor. In this case you use the
"Repair Armor" verbal. Repair is a beneficial effect.

Repel
This effect prevents you from using game skills on the attacker. You will also attempt to stay 10 feet away
from the attacker unless doing so would endanger you. If this is the case you may move to a safer position
even if it takes you within 10 feet, so long as you then attempt once again to stay 10 feet away from the
attacker. You cannot use game skills on the attacker in any case. The Repel effect will last until you rest for
five minutes unless the attacker strikes you with a melee attack that does not cause a Repel effect. If the
attacker strikes you with a melee attack using an effect that is not Repel then this effect ends immediately.
The attacker is not immune to the attacks of a character affected by the Repel. That character is free to
launch attacks at other creatures so the attacker should be careful to stay clear of other potential targets and
avoid attacks launched at other characters.

Root
You cannot move your right foot from its spot. You may pivot on that foot, and you may move your left
foot. A Root effect will last until you rest for five minutes.

Silence
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You cannot talk or make any in game verbal noise. You cannot use game skills that require incantations. If
you are affected by an Expose effect you must mime crying out but you do not make any actual noise. You
must still use out of game phrases as normal. A Silence effect will last until you rest for five minutes.

Slam
Some great force knocks you back and off your feet. When you are struck with this effect you
role play an extremely forceful blow or blast. You may take up to three steps backwards and fall
down. The steps backward are optional. The effect ends when your chest or back touches the
ground. If falling to the ground is an issue due to ground quality, crowding or health you may opt
to instead take your steps, drop to a knee and place both hands palm down on the ground as shake
your head for three seconds.
Some Slam effects are so powerful they knock you back through a shield. If you hear "Shield
Slam" it works even if it strikes your shield. This attack can be blocked by a weapon and would
count as a strike to the limb holding the shield.

Slow
You cannot run. You may only walk at a normal pace. The Slow effect will last until you rest for five
minutes.

Stabilize
If you are at 0 Vitality and unstable this effect makes you stable. You start your 5 minute count. Otherwise
you call "No Effect." Stabilize is a beneficial effect.

Stricken
You are unaffected by any beneficial effect unless it removes the Stricken effect from you. Call "No Effect"
to any other beneficial effect used on you.
There is one exception; if someone uses First Aid on you then the Stabilize effect will work. Only a "Cure
Stricken" effect or a Cure effect applied to the trait of this attack will remove this effect. An effect that
removes the Stricken effect from you will not remove other effects. Stricken does not work on items you
carry or wear and items may be affected by Repair or Imbue effects. The Stricken effect will last until you
rest for five minutes.
For example, if you have a Stricken by Poison and a Paralyze by Poison effect upon you, a Cure Poison
effect will remove the Stricken effect but it won't also remove the Cure Paralyze effect. A second Cure
Poison would be needed to remove the Paralyze by Poison effect.

Stun
You are knocked unconscious. Stun will last until you rest for five minutes. You are resting while you are
stunned. Another character may take a full minute of role play to revive you and end this effect.

Speak
This effect allows you to converse with a creature or being that cannot otherwise communicate with you. It
is usually used with the Bane trait, allowing you to speak with specific types of creatures. The subject is
under no obligation or compulsion to speak with you, but it may do so if it wishes. The Speak effect will
last until a participant uses another game skill or until a participant move out of reasonable conversation
range.

Waste...
Waste is always followed by either an attribute or a skill that has a limited number of uses. You lose one or
more uses of the named skill or one or more points of the named attribute. Waste has no effect if you have
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no attribute points or skill uses left. If you do not have the named skill then Waste to that skill has no effect.
As a default, Waste removes one point or use of a skill. If a number is placed before the attribute or skill
name then you will lose more attribute points or uses of the skill. Skills that require attributes cannot be
wasted directly and are unaffected by a Waste effect.
Wasted attribute points and skill uses can be refreshed. A Cure Waste effect will restore points or skill uses
lost to Waste effects unless they have already been refreshed or restored by some other means. Once a
wasted attribute or skill use has been refreshed a Cure Waste effect will have no effect on you. Attributes
and skills lost to a Waste effect are always refreshed before points lost through normal use.
Waste can also be used to remove abilities of an empowered item. If the item has a unique name and Waste
is followed by that name then any charged abilities of the item are removed as if they had been used.

Weakness
Your ability to strike with melee attacks is severely weakened. You cannot deliver any called effects with
your melee attacks. Weakness does not affect uncalled strikes or any other weapon skill. The Weakness
effect will last until you rest for five minutes.

Attack Traits
Most attacks include a descriptive trait. This trait is indicated by the second part of the verbal. The trait of
an attack adds flavor to the attack and determines whether certain defenses can be used to negate the attack.
If an attack is "5 Damage by Fire" then the trait of the attack would be Fire.
The "by Weapon" trait is dropped from the verbal of normal melee attacks to reduce noise. Any melee or
missile attack with no trait is assumed to have the "Weapon" trait.
Most attack traits allow you to role play the effect. You may step back or cry out in reaction to the attack. If
you are surprised by an attack, however, you cannot add additional role play to the effect. For example, if
you were hit by a "Stun by Force" from a visible enemy then you could add the role play of crying out or
staggering back. But if someone sneaks up behind you and calls out "Stun" with a melee attack then you
should just go down. If someone sneaks up and surprises you with a spell that you honestly did not see
coming, you should not cry out to warn your friends.

Elemental Traits
These include Air, Cold, Earth, Fire, Ice, Lightning, Water, and Wind. The effect is caused by elemental
power. Abilities that work against Elemental effects will work against effects with any of these traits. You
may role play an Elemental effect by crying out or stepping backwards as the effect is inflicted.

Mental Traits
These include Awe, Confusion, Despair, Fear, Gloom, Inspiration, Madness, Trance, and Will. The effect is
caused by some mental or emotional reaction. Abilities that work against Mental effects will work against
effects with any of these traits. You may role play a Mental effect by crying out or stepping backwards as
the effect is inflicted.

Metabolic Traits
These include Aging, Air, Cold, Disease, Poison, Radiation, and Sleep. The effect is caused by a Metabolic
reaction. Abilities that work against Metabolic effects will work against effects with any of these traits.
You may role play a Metabolic effect by crying out or stepping backwards as the effect is inflicted.

Physical Traits
These include Crystal, Earth, Force, Ice, Silver, Thorns, Weapon, Web, and Wind. The effect is caused by a
Physical force. Abilities that work against Physical effects will work against effects with any of these traits.
You may role play a Physical effect by crying out or stepping backwards as the effect is inflicted.
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Special Traits
All traits not included above are Special traits. These can include, but are not limited to, Acid, Blessing,
Curse, Light, Magic, Malediction, and Shadow. These traits are not included in any general trait, so
abilities must specifically include them. Special attacks allow no additional role playing; you will suffer the
effect of a Special attack immediately.

Bane
This is a unique attack trait that works against another specific trait, and targets only those creatures that
have that trait. Instead of saying "by" you would say "to" and state the trait that is targeted. An attack that
stated "10 Damage to Undead" would be an example of an attack with the Bane trait, and the attack would
only affect creatures with the Undead trait. If you somehow lose the trait that a Bane effect targets while
under that effect, then the effect ends immediately. So, if you had a “to Dead” effect upon you and you
were brought back to life then the “to Dead” effect would end. Remember that the race of a character is
always considered to be a trait of that character. Bane attacks allow no additional role playing; you will
suffer the effect of a Special attack immediately.
Some effects may have both a normal trait and a bane trait. In this case the attack affects only those
targeted by the Bane affect but it may be resisted by defenses that work against the normal trait. An attack
that stated "Paralyze by Fear to Elf" would only affect characters with the Elf trait but it could be negated
by a Resist Fear defense.

Self
This trait indicates that the effect works only on the person using it. Instead of saying "by" you would say
"to Self" after the effect. This indicates that you are the only target of the called effect.

Defenses
These abilities allow you to negate abilities used against you. Although there are a large number of possible
defenses that can be used against specific causes and effects, all defenses can be summarized as one of the
following types.
When it is possible to apply multiple defenses to an attack the defender decides which defense to use.
Although Elude, Guard, and Shield defense must be used if an attack would affect you, it is possible, for
example, to use a skill that provides a Resist defense when an appropriate attack strikes you to “protect”
and Shield type defense. You could, for example, use a Resist against Fear to save a Shield against any
Mental trait.

Elude, Guard, Shield
You negate the first attack of the appropriate type that strikes you. Although different verbals are used to
indicate the nature of your defense and to add flavor to the game, all of these defenses work the same way.
You must call out the defense when it is used.

Avoid, Parry, Resist
You choose one attack of the appropriate type to negate when it strikes you. You can allow an attack to
affect you and negate a later attack. Although different verbals are used to indicate the nature of your
defense and to add flavor to the game, all of these defenses work the same way. You must call out the
defense when it is used.

Purge
You may negate an attack after it has affected you. You must spend three seconds to role play this defense
as you shake off the effect, during which time you must remain relatively still. You cannot use game skills
while role playing the purge. You cannot use Purge while unconscious unless doing so would wake you.
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You cannot use Purge when you are dead unless the skill specifically allows you to use “Purge Death” in
the verbal.

No Effect
You are unaffected by the attack in question. This indicates a defense that is not consumable. The attack
does not affect you, nor will it ever affect you.

Reduce, Absorb
You are affected by the attack in question, but the effect has been mitigated, lessened, or changed entirely.
The actual reduction is determined by the skill or ability that allows you to use this defense. Reduce is often
used to indicate the effect has been lessened while Absorb often indicates that the attack had a different
effect entirely. The verbal for this defense might be followed by "to" and the modified effect such as
"Reduce to Maim" or "Absorb to Heal 2." You must role play the new effect appropriately.

Reflect
You choose one melee, missile, or packet attack of the appropriate type to rebound back at the attacker
when it strikes you. Call this defense to negate the effects of the attack. If your attack is reflected then you
must take the attack as if your melee, missile or packet had struck you. The attack retains all of the original
traits so it might not actually affect you. You may use defenses to negate the attack, including using Reflect
to bounce it back on the original target.

Spirit
You are insubstantial and are unaffected by most attacks. You call "Spirit" to any attack that you negate for
this reason. You cannot use game abilities unless specifically allowed to do so. You cannot speak or
converse with other characters unless they use an ability that allows you to do so. If someone tries to talk
with you, you may call "Spirit" to inform them that you cannot speak. You cannot drop any items. No one
may search you, nor can items that you carry be removed from your person. Nothing can be thrown over
you. You cannot rest while in spirit form, and effects that last until you rest will not be removed. You
cannot block doorways or portals. If someone tries to move through a portal that you are blocking then you
are forced to move.
Characters who have died and are traveling to the Realm of Death are spirits. If you gain the Spirit trait
because you have died and you have become a Spirit of the Dead then you also gain the Dead trait. Effects
with the trait "to Spirit" affect all spirits, while effects with the trait "to Dead" affect only spirits of the
dead. You must walk with your head bowed and your hands at your side.
Some abilities allow a living character to become a spirit for a time, but these abilities usually have special
restrictions or will not be absolute in their protection. You might gain a trait and become vulnerable to
attacks with that trait even though you are a spirit. Some of these skills last until you move. In these cases
you cannot move or speak without ending the effect. If you turn into a spirit in a place which blocks a
portal or doorway then you are forced to move to allow someone through. Since this can end the effect you
must be careful to use these types of skills so as to not block confined areas.

Defense Traits
A defense might have a trait associated with it. The verbal should include the defense and the trait with a
"by" between them. This can be done to add flavor to an ability, to differentiate two similar skills, or to
allow other skills to key off certain defenses.

Chained Defense
A chained defense has an effect that is called immediately after the defense. The verbal should include the
defense and the additional effect with an "and" between them. If the additional effect is an attack then that
attack must be launched immediately as the defense is called. Using the additional effect could be optional
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or required. If the additional effect affects the character using the chained defense then the ability must use
the Self trait and character must role play that effect as if they had been struck by it.
For example, a Fire based attack strikes a Fire Elemental. The creature calls out "Resist and Heal to Self"
to indicate that the attack was negated and the creature was healed by using the defense.
For example, a strong creature can tear out of some physical effects but it takes damage doing so. The
creature is struck by the appropriate attack, role plays for 3 seconds, calls out "Purge and 2 Damage to
Self" and then role plays the damage effect.
For example, a character has an ability that simulates a Riposte. The character is struck by a successful
melee attack, calls out "Parry and 3 Damage," and immediately swings at the person who attacked her.
For example, a creature has an ability that can shoot attacks with the Magic trait back at the attacker. The
creature is struck by a "Paralyze by Magic." The character calls "Resist and Paralyze by Magic" and
throws a packet back at the attacker.

Armor
Armor provides points of protection that act as a buffer against damage effects. Armor points are removed
by damage in a manner similar to Vitality. Armor points are lost before Vitality points. The method by
which exhausted armor points are restored varies depending on the type of armor you are using and the
skills and abilities of the Accelerant game you are playing.
At Pirate Island, you must have an appropriate armor skill to wear and benefit from armor. You may only
have one base type of armor active at a time. If you try to restore or activate or wear one type of armor
while you have active points from another type of armor, the armor type with the lower number of active
armor points will be exhausted. If there is a tie, then the new armor points will be immediately exhausted.
Exhausted armor points are gone and must be restored just as if they were exhausted by Damage.
For example, Travis is wearing a 2 point of suit of armor. He role plays and activates a skill that gives him
3 points of armor. The armor points from the suit of armor are exhausted and he has 3 armor points from
his skill. If he wants to use the armor points from his suit of armor later, he will have to have the armor suit
repaired.
At Pirate Island, pirates with the appropriate armor skill will only wear leather or “light” armor. Pirates
generally didn’t wear heavy metal armor, as this would cause them to sink and drown. The only exception
may be a die-hard Marine, who prefers a metal breastplate. In order to encourage cool costuming and high
swashbuckling action, we advise sticking with leather and other forms of light armor.

Traps
Traps are devices or substances set to deliver an effect to anyone who disturbs them or attempts to get past
them. Anyone can avoid a trap, but no one can attempt to manipulate a trap by moving it, disarming it, or
affecting the individual components unless they have a skill that allows them to do so.
Most traps will cause an effect to the person who set them off. If someone manages to trigger a trap with a
thrown object, then the object will take the affect instead. If the trap affects the entire room or corridor,
then this trick will not provide much help. Some traps will work multiple times, while some will work
once. If an item is causing a trap to go off continuously then anyone who touches the item will take the
effect.
If a trap is set in a small box, chest, or other enclosed area no larger than 3 feet in any dimension then
setting it off will destroy everything inside the area. Coins, items, paper, and everything else inside will be
destroyed and cannot be removed from the box. If any living creature has somehow crawled into an
enclosed area no more than 3 feet in any dimension with a trap and the trap goes off then that fool will be
killed instantly. There are four types of traps.
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Snap Trap
These traps make a snap sound when they go off. They are represented by mousetraps, party poppers, and
snaps. These traps cause 2 Damage to whoever sets them off.

Buzzer Trap
These traps make an electronic sound of some kind when they are set off. Sounds used for these traps
include beepers, buzzers, and electronic sound effects like the moaning of a rigged welcome mat you might
find at Halloween. These traps cause 5 Damage to whoever sets them off.

Verbal Trap
When these traps are set off and you will hear a trap sound and a voice will call out a verbal associated with
them. Whoever set the trap off must take the effect of that verbal. If no verbal is present, then the sound
determines the type of trap as described above.

Gas Trap
As a magical trap, but the verbal will begin with the words "In This Room..." Everybody in the room will
take the effect. This trap only works in an enclosed room with normal doorways and corridors leaving it.
The trap will affect you if any part of you is within the room when the trap goes off.

Contact Poison
This attack is represented by petroleum jelly. If you touch the jelly with bare skin, you will take an effect of
"5 Damage by Poison." A character with the appropriate skill may apply such a substance directly from the
vial it was created in.
Once applied to a surface, the jelly cannot be scraped off onto another object. Only a character with an
appropriate skill may wipe the substance off a surface with a cloth or cloth like substance, but the contact
poison is destroyed in the process.
An item with contact poison is considered a Red Sticker item. The fumes and burning of the poison are
overwhelming, even to a character who is immune to it. The object cannot be moved from its place or
handled until the poison is removed by a character with the appropriate skill to do so.

Shackles
Shackles are a prop that binds the wrists or legs of a character. An in game lock is affixed to each prop to
represent the locking mechanism of that prop. The prop must be loose enough to remain comfortable and,
for safety, the player must be able to easily remove the prop if an out of game need arises.
Shackles can only be placed on a helpless or willing character if the lock is open. You place the shackle
prop on the helpless or willing target and close the lock. Shackles placed on the arm restrict movement and
make it impossible to use any skill that requires that the arms must be free, including using weapons, using
packet attacks, and using First Aid. You may use a skill that allows you to attempt to open a game lock on
your own shackles. Shackles placed on the legs make it impossible to run and restrict movement to the
extent of the shackles. A prop placed on the ankles must be constructed to allow the player to stand and
walk slowly.
Shackles can be removed by opening the lock or by using an appropriate skill to remove them. Each game
will have a skill assigned to destroy and remove shackles by taking a minute and using the appropriate
props and role playing. Skills that allow a character to slip out of bonds are possible as well.

Verbal Modifiers
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There are certain phrases that can be added to verbals to change the effect. These can modify the duration
or add additional effects to an attack. For simplicity, a single attack can only be modified by one of verbal
modifier.

Lesser
Someone precedes an attack verbal with "Lesser" and calls out an effect that lasts until you rest or lasts for
the entire event. That effect instead lasts until you rest for 10 seconds. If used with Frenzy then the effect
will only last 10 seconds.

Greater
Someone precedes an attack verbal with "Greater" and calls out an effect with a duration. The effect will
last at least for the remainder of the event. Greater effects may not be removed by resting, but may still be
removed by the Cure effect.
In Pirate Island, if you end the event with a Greater effect submit to plot a description of the effect and how
you received it.

Double and Triple
One single delivery causes multiple attacks to affect the target. "Double" causes two of the specified attack
to be delivered, while "Triple" causes three attacks to be delivered. Each attack requires a separate defense.
For example, a wizard calls out "Triple 10 Damage by Fire" and throws a packet that hits you. You must
take three "10 Damage by Fire" attacks. "Resist Fire" would negate one of these attacks and you would
still take two attacks. You may use multiple defenses against these attacks.

Chained Effects
Two effects can be chained in one attack. The verbal should name the effects with an "and" between them.
If both effects have the same trait then the trait is called only at the end of the attack. If both effects have
different traits then a trait is called for each effect. A defense that negates one of the effects or one of the
traits if they are different would only affect that portion of the attack. In the case where both effects have
the same trait, however, a defense that negated the appropriate trait would negate all effects. The attack is
still considered a single melee, missile, or packet attack so a defense that negates a hit from a specific
delivery such as melee, missile, or packet will negate the entire attack.
For example, a spider calls out "Drain and Slow by Poison" and hits a player with a packet. The defense
"Resist Poison" would negate the entire attack. The defense "Resist Slow" would negate the Slow effect, but
the character would still be affected by the Drain effect. If the character had both "Resist Slow" and "Resist
Drain" defenses then both could be used to negate the effects of the attack.
For example, a wraith calls out "Paralyze by Fear and 2 Damage" and hits the player with a melee attack.
The defense "Resist Fear" would negate the Paralyze effect. The defense "Resist Weapon" would negate the
Damage effect. A skill that negates one melee strike would negate the entire attack.

Numeric Modifiers
Any skill or ability that boosts the numeric value of another skill such as damage or armor is called a
numeric modifier. Numeric modifiers that come from skills and boost static values such as armor or vitality
are called permanent modifiers.
Numeric modifiers that come from Grant effects or Imbue effects are called temporary modifiers. No
numeric value can be modified by more than one permanent modifier and one temporary modifier. If you
receive an additional modifier when you already have a modifier in place you choose which numeric
modifier to keep and the other modifier effect ends. Only skills that specifically say "This modifier stacks
with..." are exceptions to this rule.

.

Pirate Island

95

For example, Travis is wearing 3 points of armor and has a skill that increases his armor by 1. His armor
is currently 4. He receives a Grant Armor effect and since this is a temporary modifier it can be used with
his skill. His armor increases to 5. Later he gains a Imbue effect that increases his armor by 2. He cannot
use both the Imbue effect and the Grant effect so he chooses to keep the higher Imbue effect and end the
Grant effect. His armor is 6.
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Appendix B – Boffer Weapon & Spell Packet Creation
Combat Props
Combat is resolved with a staged system which uses props for weapons and
spells. To ensure that these props are safe, certain guidelines on their
construction are necessary. Weapons and packets must be checked at each and
every event where they might be used. You are responsible for the safety of any
prop you swing or throw in combat, so plan on checking them yourself several
times during the course of an event.
Each person attending the game as a player or a directed character ("staff" or
"NPC") is responsible for bringing their own weapons and packets. We will try to
have weapons and packets to rent at our events, but we can make no
guarantees about the availability of these props. We reserve the right to fail any
weapon or packet we deem unsafe. It is not uncommon for weapons to fail or
break, so please attempt to bring a backup weapon and materials to repair your
props.

Bucklers
Please note that at Pirate Island, players may only purchase a skill to use
bucklers. Players will not be able to use full sized shields. Bucklers have a
maximum size restriction of 24 inches for the longest dimension.

Weapon Construction
Constructing a weapon requires time and patience, but it is not that difficult with
practice. We describe the steps to create the various weapons below, and
include helpful details along the way. Please note: weapon materials may vary
wildly, even within the same brand name. Even if you follow the suggestions, it is
remotely possible that a weapon could fail because of a strange inconsistency in
the core or foam.
1 - Choose Your Weapon
First, determine the type of weapon you wish to create, and read below for length
and construction requirements. Two handed weapons are marked with a "*" in
the length table. Each type requires its own skill, but anyone can use small
weapons under 24" in length.
Blades:
These weapons represent daggers and all types of swords. A bladed weapon
has a striking surface that covers at least 2/3 of its entire length. The weapon
.

Pirate Island

97

may have a cross-guard or hand-guard, but the guard must be made entirely of
pipe foam or the equivalent.
Weapon Type

Minimum Length Maximum Length

Dagger

18"

24"

Short Sword

25"

36"

Long Sword

37"

46"

* Great Sword

50"

64"

Axes:
These weapons represent hatchets and all types of axes. An axe requires
padding which covers at least 1/2 of its entire length. The striking surface is a
head of open-cell foam at least 8" in length, which extends at least 4" from the
shaft, and looks like an axe blade.
Weapon Type

Minimum Length Maximum Length

Hatchet

18"

24"

Short Axe

25"

36"

Long Axe

37"

46"

Polearms:
This category encompasses all types of longer pole weapons. Polearms have the
advantage of reach. A polearm must have padding which covers the striking end
to at least 1/2 of its entire length. The striking surface must cover at least 12",
and must include additional padding of open-cell foam which extends at least 1"
from the shaft or another layer of pipe foam cut in half.
Weapon Type

Minimum Length Maximum Length

* Polearm

60"

72"

Clubs:
Clubs represent weapons made entirely from wood. A club must have padding
which covers at least 1/2 of its entire length. The striking surface must be at least
6" long - this may be either open-cell foam which extends at least 1" from the
shaft, or an additional layer of pipe foam.
Weapon Type

Minimum Length Maximum Length

Blackjack

18"

24"
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Short Club

25"

36"

Long Club

37"

46"

Thrown Weapons:
These weapons represent daggers and darts. These weapons must be at least
2" in length. Larger thrown weapons may be weighted with birdseed, but at least
5/8" of foam must be between the birdseed and the surface.
Weapon Type

Minimum Length Maximum Length

Dart

2"

12"

Dagger

4"

12"

2 - Create the Core
Next, you must create the weapon core (for thrown weapons you skip this step).
Your core materials depend on the length of the weapon, which you determined
in step one. The weapon core will need to be 4" shorter than the overall length of
the finished weapon. Each end must be capped with a coin or strapping tape, so
there is no hole at the end (this is to prevent the cut end of the core from slicing
through the foam padding). Each pipe insulation overlap will need to be 1" in
length, and the foam thrusting tips must be 2" in length.
The permissible core materials are described below:
3/4" PVC:
This common core may be used for one-handed weapons, and must used with
aluminum to make two-handed weapons. Look for Schedule 20 PVC pipe with a
thin wall (there are Schedule 40 pipes with thicker walls, but they are too heavy
to make good weapons). This core may also be bent into bows by applying either
very hot water, or softening it with the heat of a stove or gas burner (be careful).
1/2" PVC:
This core is too "whippy" to use for longer weapons, however, weapons up to 36"
long may be safe with a 1/2" core. This material is not permitted for any other
type of weapon.
3/4" CPVC:
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This core may be used for one-handed weapons, and must used with aluminum
to make two-handed weapons. Look for Schedule 20 CPVC pipe with a thin wall
(there are Schedule 40 pipes with thicker walls, but they are too heavy to make
good weapons). This core may also be bent into bows by applying very hot
water, or softening with the heat of a stove or gas burner (be careful). CPVC has
more "whip" than PVC, but it may be used for weapons up to 42" in length. Some
types of CPVC might theoretically be stiff enough for slightly longer weapons, but
you must be aware of the level of "whip" closely, or the weapon will fail
inspection.
Aluminum:
This material has no give whatsoever, so it cannot be used for one-handed
weapons. The purpose of aluminum is to give two-handed weapons more
stability, and less "whip". Two-handed weapons should use a combination of 7/8"
galvanized aluminum and 3/4" CPVC core. The cores should be chosen so the
CPVC fits snugly into the aluminum. They should overlap by approximately three
inches, and be secured together with a strong adhesive like Plumber's Goop or
with a good amount of strapping tape wrapped around the seam. We would
suggest a combination of both the adhesive and a small amount of strapping
tape, for extra security. Suggested lengths for long weapons are as follows:
- 72" weapons should have 48" of aluminum and 23" of PVC: with 3" of overlap,
this results in a core that is a total of 68" long. This will provide room for the
required 1" overlap of pipe foam on each end and a 2" thrusting tip.
- Since 64" weapons are a little shorter, you can use slightly more PVC. Use 36"
of aluminum and 27" of PVC: with 3" of overlap, this results in a core that is a
total of 60" long. This will provide room for the required 1" overlap of pipe foam
on each end and a 2" thrusting tip.
- Two-handed weapons of different lengths should use similar ratios to those
listed above so they are not too "whippy", but have give at the striking surface.
- Staves should have aluminum in the middle of the weapon, with PVC on either
side (where the striking surfaces will be). You must cut the cores a full 6" shorter
to give room for 1" of overlap and 2" of thrusting tip on both sides. The staff
should use the ratio of half its length as aluminum in the middle, and one fourth
as PVC on each side.
.505 Ultralight:
The core this refers to is actually called "spiral-wound fiberglass tubing". Intended
to be used as a kite pole, the core is light, durable, and has an acceptable
amount of give. One-handed weapons use the .505 diameter pole which sells for
under $10.00. If you wish to purchase these cores, search online with the
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keywords "GlasForms Fiberglass Tubing" - examples of kite supply stores which
carry the core are Goodwinds Kites, Gone With The Wind Kites Online, or Into
The Wind.
.610 Ultralight:
This core can be used for one-handed weapons and is used with aluminum to
make two-handed weapons (in combination with the Schedule 20 CPVC pipe
with a thin wall). This core is a thicker version of the .505 spiral wound fiberglass
tubing. Note that it is almost twice as expensive as .505, but is needed if you
intend to make ultralight two handed weapons. Ultralight two handed weapons
will require extra padding down one side of the blade, consisting of either 1" of
open-cell foam or an extra layer of 5/8" pipe foam. If you wish to purchase these
cores, search online with the keywords "GlasForms Fiberglass Tubing" examples of kite supply stores which carry the core are Goodwinds Kites, Gone
With The Wind Kites Online, or Into The Wind.
Because ultralight weapons are so light, we are especially careful to ensure that
those using these weapons role-play their swings properly. Though we allow the
use of these cores, this is considered a privilege and players who perpetually
swing from the wrist and machine gun will lose this privilege. Role-play your
swings.
3 - Pad the Striking Area
Now, add the padding to the striking surface of the weapon.
Padding should be 5/8" pipe insulation. The green Climatube 80 pipe insulation
works fine, but some people have found insulation that fits over the ultralight
cores without needing to be cut. Pipe foam varies wildly in consistency, so make
sure the foam you are buying is really 5/8" thickness. The pipe foam should fit
snugly over the pipe without rattling. If the foam is too big, you may add a strip of
weather insulation to the core, or use strapping tape to pad out the core at three
or four points. We prefer to use weapons with a diameter of around 2", but we will
permit a wedge to be removed from the pipe foam so long as the diameter of the
weapon is no less than 1 3/4". We reserve the right to restrict such weapons if
this proves to be problematic.
The pipe insulation must extend past the end of every core by at least 1", and the
resulting empty insulation must be filled with a rolled-up piece of pipe insulation.
Use strapping tape to hold the filler insulation in place.
Once the basic padding is added, you may add extra padding to two-handed
weapons using either another layer of pipe insulation (cut in half to fit over the
foam) or a narrow strip of open-cell foam. Weapon heads must also be made
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from open-cell foam. Attach the extra padding with strapping tape to secure it for
the final layer of duct or kite tape.
It is suggested that two-handed weapons, particularly staves, cover the grip area
or at least most of the grip area with a thin-walled pipe insulation to protect
against accidental contact with the grip. This is not required unless a player is
reported to hit opponents frequently with the grip of the weapon.
4 - Add Cross-Guards
Cross-guards and hand-guards may be added to blades using pipe insulation or
similar materials. All guards must have give, and be deemed safe by game staff.
We discourage cross-guards on other types of weapons, but if the player can
show us an example of a medieval weapon with a similar feature we might
consider it if the cross-guard is deemed safe. Other weapons may have a small
hand guard if it only protects that hand.
5 - Add the Pommel
If the weapon is a blade, it will need a pommel. The pipe insulation must extend
past the end of every core by at least 1", and the resulting empty insulation must
be filled with a rolled-up piece of pipe insulation. Use strapping tape to hold the
filler insulation in place.
6 - Add a Thrusting Tip
The tip of the striking surface must have a thrusting tip. The tip should be
constructed of 2" of open-cell foam (longer thrusting tips tend to bend).
- Cut the foam to size to cover the tip of the pipe insulation.
- Use duct tape or kite tape to secure and cover the tip: place a length of tape
over the tip so that the center of the tape covers the end of the tip and extends
down both sides, attaching the tip to the weapon. (If the tip is round, use a razor
to cut the corners so the tape conforms to the tip.)
- Add a second piece of tape in the same manner, so it goes across the end and
down the other two exposed sides of the foam tip. Use a razor to cut the corners
so the tape overlaps slightly and conforms to the tip.
- Finally, poke many tiny holes all over the tip, so that air can escape and the tip
can contract and expand freely.
- If the weapon uses other open-cell foam, you might find that when the foam
compresses that the tape wrinkles as it sticks to itself. You can prevent this by
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covering the open cell foam with plastic wrap used for food storage before taping
over the foam.
7 - Cover with Tape
You may now cover the entire weapon with duct tape. Kite tape is also allowed.
The tape should run down the length of the weapon, and overlap slightly so that
no foam is exposed. It should not be wrapped in a spiral around the blade. Even
duct tape varies in weight and thickness, so you should look for a thinner, lighter
tape. The majority of the weapon should be black or gray where there is metal,
and black or brown where there is wood. Bright colors are not allowed as the
primary color of the weapon, though decorations are allowed.

Spell Packets
Packets are small bean bags which are thrown to represent magical attacks or
special powers. They should be made of stretchable fabric and filled with
birdseed. You should use only small birdseed with no larger or sharper seeds packets with any other material inside will not be allowed. A square of fabric is
pulled around the birdseed and its corners are gathered together to form a "tail"
and closed up with strapping tape or small rubber bands. You may also sew a
packet shut. Sealing the packet with any other types of tape will be allowed on a
case by case basis, and the packet should have give in any case.
The head of the packet should be between 1 and 1.5 inches in diameter, and the
tail behind the tape should not be longer than 3 inches. The fabric cannot be
pulled so tight that it no longer has give. You should be able to squeeze the
center of the packet and almost touch your fingers together.
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