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Introduction 
 
 
 
Exiles is a live action game where 
you make your own character and 
live out wild west adventure! More 
technically, Exiles is a Live-Action 
Role-Playing game (LARP) set in a 
fantasy world similar to North 
America in the 1840‟s.  To play the 
game, each player creates a unique 
character (called a player character, 
or “PC”) with abilities that 
correspond to the game rules and 
spirit of the wild west. For ideas on 
theme, check out some movies with 
old west, steam punk, and gothic 
horror elements – there are lots of 
options to choose from!  

Once a character is created, 
the world of Exiles is opened!  The 
player represents their character in 
person while interacting with other 
players who act out their own 
characters.  The game takes place in 
a designated environment, usually a 
park or campsite, with a Staff and 
Plot team to help provide encounters 
and action for the players to take 
part in. 

 The game environment 
depends on the actions of its players.  
Through the use of costuming and 
props, the players bring the game to 
life and can create a rip roarin‟ good 
time!  However, players (and Staff) 
must act within the boundaries of the 
rules, which are designed to keep the 
game fair and the player safe. 
 In most role-playing games, it 
is important to understand the 
difference between what happens 
within the context of the game, and 
what happens outside of that 
context.  The player of a game exists 

outside of the game environment (or 
“out of game”), although he 
represents a character within that 
environment.  So, what happens to a 
player does not necessarily impact 
his character “in game” and vice 
versa.   

When the word “player” is 
used in this text, it refers to the game 
participant, and therefore typically 
appears in conjunction with an 
action that a player is required to 
perform in order to represent 
something happening in the game 
environment; such as loading a 
rubber band gun, or falling to the 
ground if his character becomes 
wounded.  When the word 
“character” is used, it refers to the 
fictional Persona that a player 
adopts, which exists in the fictional 
game environment; such as firing a 
pistol, or being killed by a gunshot 
wound. 

Each game has a designated 
staff whose responsibilities are to 
represent any character within the 
game environment that is not 
represented by a player.  These 
characters are called non-player 
characters (NPC).   The game staff 
uses these NPCs to help guide the 
story and the conflict of the game.  
The staff members are the referees, 
resolving player conflicts and rules 
disputes.   

The goal of the game is to 
enjoy some Wild West action, while 
keeping the rules of the game and the 
safety of other players in mind. 
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Warnings 
  
 Here are a few things you 
should know about Exiles before 
beginning. 
 
Adult Content  
 

Exiles is an 18-and-over game, 
so no players under 18 will be 
allowed.  All players must sign a 
waiver before playing.  This is a 
vulgar and racy game.  Players are 
representing a setting inspired by a 
period in American History that 
contains elements of crudeness, 
vulgarity, sexism, and even racism.  
There will be swearing, and some 
adult themes.  These aspects of the 
historical period will be muted, and a 
player is in no way required to act in 
a manner they find offensive; but be 
aware that others might. If a player is 
concerned about the role-playing of 
another player, this conflict should 
be resolved out of game, and the 
game staff will be available for 
discussion or mediation.  An 
important note: the comments made 
and actions taken by the game staff 
in the course of role-playing NPCs in 
no way represent their opinions 
outside of the game.   

Please keep in mind the line 
between the characters (fictional) 
and the players (real) – and that the 
actions taken during the course of 
the game are intended as works of 
fiction. Please also remember that 
the setting has a historical base, but 
is not a historical re-enactment.  The 
purpose of the game is to have fun 
within the setting, not to recreate 
history, so many historical elements 
will be changed or absent.  This is a 
fantasy game. 

 

Spirit of the Rules 
 
 The game staff expects all 
players to be respectful of the spirit 
of the rules.  Any rules call made by a 
member of the game staff stands and 
will not be argued during the course 
of the game.  After game if you have a 
complaint please contact the staff 
privately after the event is over and it 
will be judged at that time.  Please 
note that the Exiles system attempts 
to be light on rules so as to best allow 
players to enjoy their characters and 
the setting.  This means not every 
detail will have a rule associated with 
it – and many things will be 
determined by game staff at the time.  
Exiles is a “spirit of the rules” game, 
rather than a strict “rules” game, and 
a player should keep that in mind 
and not try to abuse the system.  
Excessive abuse of the rules or 
disruptive behavior could result in 
expulsion from the current event and 
the player in question may not be 
allowed to attend another event.  The 
goal is to have fun, not be bogged 
down by rules.   

Exiles is run by the game staff 
as non-profit, volunteer-based 
venture.  The game staff reserves the 
right to preserve the fun 
environment both in and out of 
game. 
 
Character Death 

 
 Characters in Exiles do not 
have more than one life.  The combat 
system allows characters to be killed 
easily in comparison to many other 
LARPs.  This aspect of the game was 
specifically designed by the game 
staff to preserve the excitement and 
adrenaline of game-play and not to 
kill player characters.   
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 However, characters will die.  
Some characters may die very 
quickly.  Ingenuity on the part of 
players will help extend the life of 
their characters, but this is far from a 
guarantee.  The game staff is 
regretful in advance for any 
inconvenience caused by a 
character‟s death, but hopes that all 
Exiles players understand the setting 
being created. 
 
Setting 
 
 Exiles is a Wild West Fantasy 
environment.  The environment and 
game history are based upon the mid 
19th century American Frontier and 
incorporates some fantasy elements.  
Exiles is not a strict historic 
reenactment.  All of the characters 
are unique and the history and 
geography of the game world are the 
invention of the game designers.  The 
environment is heavily influenced by 
the American west.  Characters 
interact with gunslingers and cattle 
rustlers, have showdowns on dusty 
streets and in crowded saloons, or 
argue politics with corrupt cattle 
barons.   

Exiles takes place on a world 
with geography very similar to 
modern day Earth.  The continents 
are similarly shaped and situated in 
approximately the same global 
positions.  Specifically, player 
characters will be interacting in 
towns on what would be the North 
American continent (called North 
Appalachia in the game world).  The 
continent is quite different than it 
was in the real 1840‟s.   

The east coast from what 
would roughly be Maine down to 
Florida is ruled over by the 
Appalachian Empire.  The Empire 

was founded by settlers more than 
one hundred years ago and it has 
since grown into a giant metropolis.  
The urban sprawl extends to virtually 
the edge of the Empire‟s borders, 
belching a constant miasma of soot 
and steam.  The Imperial 
government is complex, but on a 
practical scale, the Empire is ruled 
over by an overlapping web of 
powerful corporate conglomerates.  
The Companies control the factories 
that both cover a large portion of the 
Imperial cities and produce the 
manufactured goods required by its 
many citizens.   

Most Imperial citizens are 
beholden to a particular factory for 
their livelihood and live in fear of 
expulsion from their company.  To 
the average low-class Imperial 
citizen, losing a job is tantamount to 
a death sentence, for one would have 
to travel a great distance through the 
sprawl to locate an area where their 
company does not have influence to 
find another one.  Without work, a 
citizen is bereft of passable 
identification and is typically 
resigned to take what little refuge 
can be gained from the numerous 
slums that crowd the forgotten nooks 
and crannies of the Empire‟s 
industrial immensity.   

The elite of the Empire 
represent a grossly disproportioned 
section of society with regard to the 
nation‟s wealth.  They are the men in 
charge of factories, the progeny of 
company owners who first founded 
the Empire, rich secretaries who 
manage the lives of hundreds of 
indentured workers, or sometimes 
the valued and specialized employees 
of a powerful factory.  Life in the 
Empire is like being obscured among 
thousands unless you were one of the 
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lucky few rising on the backs of the 
less fortunate. Note: Because the 
Empire is a place that is not very 
close to a location in any real-world 
history, it‟s encouraged that players 
get a taste of the Exiles universe 
before choosing to play a character 
from this location.  A player who 
wishes to play a “civilized” character 
can still be from the Republic.  There 
are towns in the Republic that would 
have the same flavor as an old world 
(real) Boston, New York, Atlanta, or  
Chicago.  The Empire is quite 
different! 

  To the west of the Empire is 
a place of opportunity where the din 
of pistons and jetting steam is a 
forgotten memory.   
 The frontier nation known as 
the Republic stretches to the west of 
the Empire and trains against the 
mysterious wasteland.  The nation 
officially known as the Territories of 
the Republic (or just the Appalachian 
Republic) was founded by the 
enterprising rich of the Empire who 
conspired to strip the frontier 
resources in order to feed the 
Imperial furnaces.  The land of the 
Republic is sectioned off into 
territories that were purchased by 
affluent figures who eventually 
banded together to form the 
Republican nation.  Technically, the 
Republic is a sovereign nation, but 
those in power still maintain close 
ties with their Imperial brethren. 

The most authoritative force 
in the Republic is the Military.  The 
Republic maintains a large, well-
armed army (whose numbers are 
kept up through the drafting of 
criminals) that enforces the will of 
big-government politicians.  The 
Military is primarily dispatched to 
track down big name federal 

offenders and to defend the southern 
border of the Republic from 
incursions by Serape.   

The Vaqueros that dwell in the 
nation of Serape are generally held to 
be little more than cutthroats, lazy 
beggars, and thieves, but they do 
maintain an impressive military and 
a border dispute has been long 
brewing between the two nations.   
 The Republican government is 
democratic and they have a genuine 
President, but you‟d be lucky to find 
someone who remembers his name.  
The laws are written down 
somewhere, and in the spirit of 
freedom they can be changed; if a 
petition could run the gauntlet of red 
tape.  All citizens have rights, but the 
Republic is a huge place and nobody 
keeps accurate records.  A person‟s 
rights boil down to whatever 
happens to be the most convenient 
or profitable at a given moment.   

In spite of this, most 
Republican citizens don‟t really care 
about the government.  The plain 
fact is that the Republic is a vast 
stretch of territory with a small 
population.  This allows most people 
to go about life as they please, 
unfettered from the restraints of 
civility and duty.   
 From the west coast to the 
border of the Republic lies the feared 
Wasteland.  The available 
information about the wasteland is 
speculation at best, but a few bits of 
information are generally thought to 
be genuine. 

First, the Wasteland is deadly.  
Almost all Wasteland yarns come to 
a grisly end, but even if the stories 
weren‟t true, the Wasteland is still 
accepted to be an uninhabitable 
desert.  



 

5 | I n t r o  

 

 Second, the Wasteland is 
vast.  Varied reports indicate that the 
Wasteland dominates almost one 
third of the continent and it may 
extend farther than that past the 
Great Northern Mountains or south 
into Serape.   

Third, the Wasteland is evil.  
Though it isn‟t an accepted fact, 
enough folk legends exist about the 
terrors that lie within the Wasteland 
that most people fear its uncharted 
sands for more reasons than heat 
and lack of water.   

In spite of this, rumors 
abound about the riches that can be 
gained by the suicidal adventurers 
who delve into the mysteries of the 
Wasteland.  For this reason, the 
Wasteland has encouraged the death 
or disappearance of numerous 
unfortunates. 
 
 
The Towns 
 
 The game primarily takes 
place in a handful of towns of the 
Republic.   You can check the website 
(www.westernlarp.com) for more 
information on Black Rock Station, 
Silver Springs, or Redemption Hills. 
 
Being Out of Game 
 
 There will be times when a 
player will need to act outside of the 
game world; whether they are setting 
up their bunk, attending to a medical 
need, or just going to the bathroom. 
Players in the bathroom are always 
considered out of game, and cannot 
be affected by in game actions. 
However, a player should not go into 
the bathroom to avoid an effect! 
 If you need to go out of game, 
please try not to disturb the game 

play of the other players, and try to 
leave the game environment 
unobtrusively. If others are around, 
such as in a sleeping area, please let 
them know that you are going to be 
out of game. Out of game players 
should be limited in Exiles to 
preserve the atmosphere of the game 
where possible.  However, if you 
need to go out of game for any type 
of emergency, don‟t hesitate to do so!  
In the case of an emergency, please 
have someone notify Staff as soon as 
possible. 
 To represent being out of 
game, you can simply hold your hat 
above your head. When anyone 
challenges you, be sure to tell them 
that you are not in game.  If you 
don‟t have a hat, hold your fist above 
your head with your thumb out, like 
the brim of a hat.  If you need to be 
out of game for extended periods of 
time, you can wear a yellow 
headband. Some games use white 
headbands for this purpose, but 
please do not use a white headband 
in Exiles to indicate being out of 
game.  Because we use white 
bandages, we do not want there to be 
any confusion about which state a 
player is in. 
 To return to game, please be 
aware of the situation in game, and 
go to a safe location away from other 
in-game players.  If your character 
did not go with other characters, 
then you cannot come into game 
with them later (unless you followed 
them or caught up by some in game 
method).  
 Players may be asked to go 
out of game by Staff, in which case 
the Staff person will inform you of 
any necessary actions. 
  
 

http://www.westernlarp.com/
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Characters 
 

 
 
Creating a Character 
 
 Your character is a distinct 
entity that you, as the player, flesh 
out with emotions, eccentricities, 
goals, and a great costume.   

To make an Exiles character, a 
player must first choose a Persona 
and then purchase initial skills.  A 
Persona determines a character‟s 
starting Mustard (which is the 
number of health points they have), 
the skills that the character may 
learn, how much Learnin‟ those skills 
cost to learn, and what special 
abilities he has access to.   

Each character begins play 
with an amount of starting Mustard 
(determined by their Persona),  20 
Learnin‟, and a small amount of 
money depending on their character 
class.  Additional learnin‟ is earned 
through the course of game play and 
is awarded at the end of every event.  
New skills may be purchased at the 
beginning of the next event that the 
player attends.   

New Gunslingers and 
Celestials start the game with $0.20, 
new Trappers get $0.40, Doctors 
begin with $0.60, and Gentlemen 
(and some advanced personas) start 
with $1.00. 

There are many different 
Personas in Exiles and they are 
organized into tiers according to 
their relative power.  There are 
General Personas, and First Tier, 
Second Tier, and Third Tier 
Personas.  When a player first joins 
the game, he may only choose a 
Persona from the General tier, but 

with continued game play, a player 
may gain access to Personas on 
higher tiers. The starting Personas 
(General Personas) are: Celestial, 
Doctor, Gentleman, Gunslinger, and 
Trapper.   
 Celestials are experts at hand-
to-hand combat. Most are the former 
denizens of the Celestial Empire who 
came to the Republic in search of a 
better life.  While most of them 
ended up in persecuted professions, 
such as railroad work, they have 
become a thriving minority 
throughout the Republic.  They are 
renowned for their tell-tale style of 
martial arts and they are viewed by 
most as resourceful, even though 
they may be seen as dirty and 
uncivilized. Someone may also play a 
“Celestial” as a class, but may be of 
any background – it is up to their 
ingenuity to determine how they 
learned the martial arts! 
 From the field medic to 
country physicians, Doctors are the 
folk who generally make people 
better. They can also learn to use or 
cure poisons, and some may choose 
to use a pistol or their surgical tools 
with deadly precision.   
 Gentlemen are bankers, 
plantation owners, men in the 
railroad industry, old money gentry, 
or self-made entrepreneurs (in many 
varieties). They can have more 
income than any other Persona,  and 
usually more influence, although 
they tend to be fairly poor with 
weapons.   
 Gunslingers are soldiers, 
cowboys, bandits, gun hands and 
other people who consider 
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themselves to have a steady trigger 
finger. They are usually excellent 
shots, and also possess a fair amount 
of skill with melee weapons. 
 Trappers are frontiersmen, 
pioneers, mountain men or anyone 
with some grit. They can use traps 
and explosives, and can track or 
evade tracking. They can learn to be 
a fair shot with most firearms, and 
are tough and strong.   
  Keep in mind these are only 
ideas.  Use creativity when creating 
your character!  Choose  your 
persona based on the skills you want 
to have, not necessarily the 
personality.  For instance, if you 
want to be a knife-throwing escapee 
from the circus, you could pick 
Trapper because they have low cost 
for the throwing skill.  If you want to 
be a barber and amateur alchemist, 
you may pick Doctor for the access to 
the Poison skill.  The combinations 
are only limited by your imagination! 

 
General Personas 
 
Below are listed the five General 
Personas and the skills each can 
purchase. 
 
Celestial 
Starting Mustard: 8  
Starting Money: $0.20 

 
Cost Skill Prerequi

site 

0 Kang Foo None 
8 Pistols None 
8 Shotguns None 
3 Finesse (sticks, 

knives, Kang foo) 
None 

2 Mustard None 
3 Quivering Palm 3 ranks 

of 
Finesse 

4 Throwing None 
5 Income  Limit 1 
4 Flying Crane Kick 3 ranks 

of 
Finesse 

5 Strike without 
Thinking 

3 ranks 
of 
Finesse 

15 Waves of Wang 
Dang River 

8 ranks 
of 
Finesse 

5 Dance of the 
Black Cobra 

3 ranks 
of 
Finesse 

2 Block 3 ranks 
Finesse 

3 Disarm 3 ranks 
Finesse 

4 Fist of Stone 3 ranks 
Finesse 

20 Master Stance None 
10 Knockout None 
20 Brutal Warrior 30 

mustard 
30 The Deadeye None 
Doctor  
Starting Mustard: 4 
Starting Money: $0.60 
 
Cost Skill Prerequi

site 

10 Knockout None 
6 Pistols None 
6 Finesse (small 

blades) 
None 

4 Mustard None 
4 Throwing None 
3 Income  Limit 10 
2 Revival None 
5 Surgeon None 
4 Amputate None 
20 Modern Medicine None 
3 Poison/ Antidote Limit 9 
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Gentleman 
Starting Mustard: 4 
Starting Money: $1.00 
 
Cost Skill Prerequis

ite 

10 Knockout None 
5 Derringers None 
6 Pistols None 
5 Finesse (small 

blades and rapiers) 
None 

4 Mustard None 
2 Income  No cap 
10 Revive None 
30 The Dead Eye None 
15 Gut Shot Derringer 
10 Shank 4 ranks 

Finesse 
20 Sound 

Investments 
None 

 

 

Gunslinger  
Starting Mustard: 8 
Starting Money: $0.20 
 
Cost Skill Prerequisite 

10 Knockout None 
3 Rifles None 
3 Pistols None 
3 Shotguns None 
2 Derringers None 
3 Finesse (any) None 
3 Mustard None 
3 Throwing None 
5 Income  Limit 2 
18 The Dead Eye Rifle or 

Pistol 

6 Shank 4 ranks 
Finesse 

14 Gut Shot Derringer 
3 Block 3 ranks 

Finesse 
4 Disarm 3 ranks 

Finesse 
20 Sniper None 
20 Brutal Warrior 30 Mustard 

 
Trapper 
Starting Mustard: 8 
Starting Money: $0.40 
 
Cost Skill Prerequisite 

10 Knockout None 
4 Traps None 
20 Explosives None 
5 Pistols None 
5 Rifles None 
5 Shotguns None 
2 Tracking/Evading Limit 9 
2 Mustard None 
5 Strength None 
2 Block 2 ranks 

Strength 

3 Throwing None 
3 Income Limit 5 
25 The Dead Eye None 
15 Brutal Warrior 30 Mustard 

 
Skill Descriptions  
 
Firearm Skills (Pistol, Rifle, 
Shotgun, Derringer) – These skills 
enable the character to use a firearm 
of the appropriate class: Pistol, Rifle, 
Shotgun, and Derringer respectively.   
 

Amputation – The character 
possessing this skill can safely sever 
limbs of individuals who are either 
helpless or caught in a trap.  Only the 
limb caught in a trap (if applicable) 
can be amputated.  Additionally any 
character that has had their limb 
taken off by an explosion or other 
means is not able to be revived 
unless by a doctor with the amputate 
skill.  When amputating, the target 
takes no damage, but now is missing 
the limb.  
 To replace the lost limb, a 
cheap prosthetic can easily be 
purchased.  If a character has a fake 
arm/leg they will still take damage 
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normally even if an attack strikes 
that limb specifically.  If the fake 
limb is a leg the character is required 
to walk with a limp and is unable to 
run very quickly. If the limb is an 
arm, the character cannot use the 
hand of that arm for any in-game 
actions. Additional penalties may 
apply. 
 
Bash – This skill allows the 
character to disable a limb with a 
single, powerful blow. The player 
must shout “BASH” as he swings his 
weapon. If the weapon swing 
contacts a limb, that limb is instantly 
disabled by being broken. If the Bash 
is blocked by a weapon or other 
object, the object takes no effect.  
 If the Bash does not connect, 
it is spent. 
 A character with a broken 
limb will not be able to use it for the 
rest of the game.  Any broken limb 
can be mended with the application 
of two bandages by someone that 
possesses the surgeon skill. 
 Additionally, the Bash skill 
may be used to execute a feat of 
strength.  To use this ability the 
player must say “Bash” and then 
describe the feat.  This feat may not 
accomplish anything supernatural.  
Examples of acceptable feats are: 
kicking open a locked door, breaking 
a knife or rapier blade, uprooting a 
small tree, and pushing a heavy 
object 5 feet. 
 The Bash skill is obtained by 
purchasing four ranks of Strength. 
 
Block – The Character may ignore 
the effect of one melee strike each 
game day of their choosing, 
regardless of whether or not the 
strike was physically blocked. The 
Block skill may be used on any 

physical weapon that must strike the 
target‟s person to be effective, 
including throwing weapons an 
darrows. It may not be used against 
items that are not representations of 
physical weapons. Therefore, rocks 
and bricks can be Blocked, but a 
globe of acid cannot (it would still 
splatter all over the character and 
burn them).   A player may also 
knock the phys rep or packet out of 
the air or away from them. 
  The Player must say “Block” 
when such an attack is ignored.  To 
use this skill, the player must be 
holding a melee weapon that allows 
him to apply his Finesse or Strength 
ranks. 
 Finesse is a prerequisite for 
the Block and Disarm skills.  For 
every three ranks of Finesse that a 
character has, he may purchase one 
Block and one Disarm skill.  
Similarly the Strength skill is a 
prerequisite for the Block skill.  A 
character can purchase a Block skill 
for every two ranks of Strength they 
have. 
 
Brutal Warrior – This skill allows 
the character to ignore the effects of 
being shot as well as other forms of 
extreme pain or injury, such as being 
set on fire or burned by steam.  The 
character must role-play shrugging 
off this type of injury by dropping to 
one knee for a moment or a similar 
action.  Logistically the character is 
immune to Stun unless otherwise 
stated in the description of an effect. 
 
Disarm – This skill enables the 
character to knock a weapon out of 
an opponent‟s hand.  To use this 
skill, the player must strike his 
target‟s weapon with one in his own 
possession that allows him to apply 
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his Finesse ranks.  The Player must 
say “Disarm” when he strikes the 
weapon.  The use of a block skill will 
counter the effects of disarm. 
 Finesse is a prerequisite for 
the Block and Disarm skills.  For 
every three ranks of Finesse that a 
character has, he may purchase one 
Block and one Disarm skill. 
 
Explosives – This skill gives the 
character the ability to use explosives 
with the competence of a trained 
professional.  Without this skill, a 
player must use a bomb bag when 
activating a bomb and the bomb 
explodes whenever the bag pops.  
Bomb bags will always be provided 
by the game staff.  A trained 
character with this skill may choose 
to use a bomb bag, but  may also set 
a bomb to explode on impact.  The 
character may also set a bomb to 
explode in ten seconds (counted by 
the trained character).   
 A trained character may 
diffuse a bomb before it explodes, 
whether it has an active bomb bag or 
has been set to detonate in ten 
seconds.  To do this the player must 
merely have the bomb phys rep in his 
possession and then role-play the 
removal of the bomb‟s fuse.  
Disarmed bombs may be reused if 
the fuse is replaced.   
 A trained character may catch 
an explosive that is set to explode on 
impact before it hits the ground and 
then diffuse it, or throw it within 
three seconds of catching it.  If 
another trained character then 
catches the same explosive, he may 
throw it with the same effect, but an 
explosive may only be tossed in such 
a manner three times safely.  On the 
fourth throw, it explodes on impact, 
even if a trained character catches it. 

 
Finesse – Finesse represents skill 
with a melee weapon by using speed 
and dexterity to strike an opponent‟s 
vulnerable points. Finesse adds 1 
point of damage to all melee attacks 
each time that the skill is purchased.  
Additionally there are several 
module situations where characters 
with a specified amount of Finesse 
will be able to move and act more 
gracefully then others.  
 Finesse is a prerequisite for 
the Block and Disarm skills.  For 
every three ranks of Finesse that a 
character has, he may purchase one 
Block and one Disarm skill. 
 
 
Modern Medicine – With this skill 
the Doctor becomes acquainted with 
the cutting edge of medical science.  
The Doctor will be familiar with 
germ theory, vaccinations, 
sanitation, and other late 19th 
century medical advancements. 
 The role-playing requirement 
for the Revival and Surgeon Skills 
are reduced by ten seconds.  
Furthermore, the Doctor is able to 
create vaccinations for common 
diseases such as smallpox and 
diphtheria at a rate of three units of 
chemicals per vaccination.   
 
Mustard - Every time Mustard is 
purchased it gives the character +2 
to his maximum Mustard  
 
Gut Shot – This skill enables a shot 
from a Derringer to remove the 
entirety of the target‟s Mustard, 
reducing him to Bleedin‟ Out.  To use 
this skill the player must say 
“Deadeye” in place of the firearm 
type when shooting the gun.  This 
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skill may be used once per game day 
each time that it is purchased. 
 
Income – For each level of Income, 
the character receives twenty cents at 
the beginning of every event. 
 
Kang Foo -  Kang Foo allows the 
user to use their body as a weapon.  
To represent this, the player can 
strike with claw phys reps.  The user 
may apply his Finesse or Strength 
skills to the damage (base 1).  In 
addition, the user may use any Block, 
Disarm, or other melee skills that he 
possesses while using claws to fight.  
Unlike other varmints, a player with 
Kang Foo is able to physically block 
melee attacks as if his claws were 
weapons. 
 
 Quivring Palm – Once per 
day, the Kang Foo user may strike for 
their normal damage amount +10 as 
Heavy damage (See Damage page). 
 
 Fist of Stone  - The Kang Foo 
user may Bash an opponent's limb, 
breaking it and rendering it useless. 
They may do this once per day per 
purchase of the skill. Refer to the 
Bash rules.  
 
 Strike without Thinking- The 
Kang Foo user may strike for 
Crushing damage instead of Normal 
(See Damage page) once per day per 
purchase of the skill.  
 
 Flying Crane Kick - The Kang 
Foo user may strike for Knockdown 
damage instead of Normal (See 
Damage page) once per day per 
purchase of the skill. 
 
 Waves of Wang Dang River - 
The Kang Foo user may Dodge any 

three attacks inside five seconds.  He 
may not attack during these 5 
seconds.  The Kang Foo user must 
utter some sort of 'Freaky Kang Foo 
Noise' when this skill is activated and 
he is expected to duck, swerve, 
weave, pivot, twist, etc. This skill is 
useable once per day per purchase. 
  
 Dance of the Black Cobra-
 The Kang Foo user may use a 
packet-delivered Fear effect on one 
target once per day per purchase of 
the skill. The target must remain at 
least 10 feet away from the Kang Foo 
Master and may not attack the Kang 
Foo Master for 1 minute.  This effect 
ends if the Kang Foo Master attacks 
the target.  The Kang Foo Master 
must perform some sort of Kang Foo 
exercises lasting no less than three 
seconds towards his target before 
using this skill. 
 
 Master Stance – The Kang 
Foo user will select one of three 
animals to imitate in a “style” of 
fighting.  The player may select a 
different stance once per each 
encounter.  Once activated, the 
stance lasts until the end of combat. 
The three animal styles to select from 
are Mantis, Tiger, and Monkey.  The 
Kang Foo user must imitate the 
animal while fighting. 
 Mantis – A constant flow of 
movement with the hands while 
poised with your feet, you move 
quickly and gracefully to take your 
opponent off balance and make your 
strikes more effective.  Each time you 
stop an opponents melee attack with 
a physical block or the Block skill, 
your next strike will be for double 
damage 
 Tiger – Ever aggressively 
lunging, you fiercely rake and rip at 
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your opponent with well placed 
strikes to weak areas.  The Kang Foo 
user employing this style leaves 
nothing to caution and usually walks 
away from the fight injured 
themselves.  On any unarmed strike 
the user can choose to expend a daily 
use skill they possess such as Block, 
Disarm, Quiverin‟ Palms, etc… to hit 
for stun damage. 
 Monkey – Through tumbling, 
falling, and strange monkey-like 
movements you can carefully wear 
your opponent down.  Your melee 
strikes will do ½ damage, but you 
gain several defensive benefits that 
make you outlast most enemies.  Any 
melee strikes do ½ damage to you, 
and you can exchange any daily use 
skills for blocks. 
 
 
Knockout – This skill represents 
the character‟s knowledge on how to 
quickly get the upper hand by 
knocking someone out cold when 
they get behind them.  In order to 
perform a knockout, the player must 
strike the target on either shoulder 
blade with the phys rep of a blunt 
object and say “Knockout.” Any 
object used must be properly and 
safely padded. 
 The player struck must lie on 
the ground and may not move or use 
any in game skill or ability.  The 
player may not speak, but may moan 
quietly while role-playing being 
knocked senseless.  The character is 
unaware of his surroundings.  After 
ten minutes of being unconscious, 
the character regains consciousness 
and may again act normally.  A 
character is considered „Helpless‟ 
while he is unconscious. These same 
rules apply any time that a character 
becomes unconscious whether it is 

through the use of a skill, ability, or 
damage type.  
 
Pin – This skill allows a character to 
use a throwing knife or other bladed 
object to Pin a target‟s foot or hand 
to a surface. Other abilities in game 
also cause the Pin effect. 
  To use a Pin, the player must 
hit the target in any legal target area 
with a thrown weapon and say “Pin 
X” where X is either „hand‟ or „foot‟.  
A hand may only be the target of a 
Pin if the target is within arm‟s 
length of a solid surface.  A foot may 
always be Pinned.  The target 
chooses which hand or foot will be 
affected by the Pin and the surface 
that it will be pinned to.  A foot may 
always be pinned to the ground.  
Once a foot or hand is Pinned, the 
target must keep that hand or foot in 
the same position on the surface to 
which it was Pinned.  The target may 
remove the Pinned hand or foot with 
a ten second count during which he 
must role-play removing the weapon 
from his hand or foot.   
 The Pin skill is obtained by 
purchasing the Throwing skill. For 
every 3 purchases of Throwing, the 
player gets 1 Pin. 

 
Poison/Antidote – This skill 
allows the character to make and use 
poisons and antidotes.  Each time 
this skill is purchased it allows the 
character to make and use a higher 
grade of poison or antidote.  If a 
target is poisoned, an antidote will 
remove multiple effects of poison if 
they are equal to or greater than the 
level of the poison.  Beyond this, all 
poisons have the same effect but will 
last longer as the level goes up.   
 If the target drinks a poison, 
after 2 minutes they lose all in-game 
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skills and cannot run for 1 minute 
per level of the poison. Once the 
duration is over, the character 
recovers with no ill effects.   
 If the target is injected with a 
poison, the poison takes effect 
immediately; causing the target to 
lose all in-game skills and the ability 
to run for a duration of 10 seconds 
per level of poison.  
  “All in-game skills” 
encompasses anything the character 
has spent learnin‟ on to purchase 
except Mustard.  It does not include 
skills that are automatic, such as 
blocking a melee weapon or swinging 
for base damage.  Any actions taken 
should be slow and role-played 
appropriately. 
 If a character is affected by 
successive attacks of poison they take 
the initial damage every time and 
stack the durations of each attack. 
 Poison may be added to food 
and drink by placing the tag for the 
poison underneath the plate of food 
or beneath the drink.  Otherwise, a 
staff member can be informed of the 
poisoned food and may then inform 
whoever drinks/eats the poison.  To 
inject a poison, the player must 
spend sixty seconds role-playing 
applying the poison to an 
appropriate rep (syringe rep 
preferred).  He may then strike for 
poison damage instead of damage 
appropriate for the weapon.  The 
amount of damage is equal to the 
level of poison used.  The player may 
continue to attack with poison 
damage until he scores a successful 
hit, or he drops the weapon.  (see 
Damage section)  
  Chemicals must be used to 
create poisons and antidotes.  They 
may be found or purchased in game 
and each unit of chemicals may be 

combined to make a poison or 
antidote of a level equal to the 
number of units of chemicals 
combined (within the character‟s 
skill level). 
 Additionally, any character 
with the Poison/Antidote skill can 
make an inoculation to avoid the 
effects of poison.  This item will let 
any person with the appropriate level 
of Poison/Antidote either give 
themselves or someone else one to 
three resist poisons (of a certain 
level) for the duration of an hour. 
 When making a poison 
inoculation the creator must choose 
what level of poison it can resist and 
how many resists it has.  The creator 
can only add as many resists as they 
have skill levels divided by three 
(rounded down). They can only make 
it able to resist as high level Poison 
as they have in skill level as well.  
The cost for creating the inoculation 
is two units of chemicals per level of 
poison, and ten units of chemicals 
for each resist it has. 
 Inoculations stack, so a player 
may have multiple inoculations on 
their person at one time. The player 
must keep accurate count of the 
number of inoculations they have 
and what level each inoculation 
protects against. 
 In Example, Rev. Michaels 
has 5 ranks of Poison/Antidote on 
his character sheet, and he wants to 
make the best poison inoculation he 
can.  Based on 5 ranks he can only 
make an inoculation with one resist 
poison (5/3 rounded down), and it 
can only resist up to level 5 poisons.  
It will end up costing him 20 units of 
chemicals (1 resist 
poison*10+Poison level 5*2). 
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Revival - This skill is used to 
remove the Stun effect, bring a 
character that is Bleedin‟ Out to one 
Mustard, reduce the duration of 
being drunk, or wake up an 
unconscious character.   Any of these 
effects requires a minimum of sixty 
seconds of continuous role-playing of 
the appropriate action.   
 Only one application of this 
skill may be used at a time, except in 
the case of removing the Stun effect 
from a bullet wound and removing 
Bleedin‟ Out.  If a character is both 
Stunned from a bullet wound and 
Bleedin‟ Out, the Doctor may remove 
both of these effects at the same time 
if he chooses.  While Revival is being 
used, the duration of Bleedin‟ Out is 
halted.  A Doctor‟s Bag is not 
required to use the Revival skill. 
 
Shank – This skill enables the 
character to deliver a crippling blow 
to a target in close proximity.  To use 
this skill the character must use a 
small bladed weapon and must strike 
the target in the torso while being no 
less than his arm‟s reach away from 
the target.  The player must say 
“Shank” in place of the normal 
damage call.  The target loses all his 
Mustard and is reduced to Bleedin‟ 
Out.  This skill may be purchased 
once for every 4 ranks of Finesse that 
the character possesses.  The skill 
may be used once per game day each 
time that it is purchased. 
 
Sniper – This skill allows the 
character to throw a packet in place 
of shooting a rubber band when 
firing a rifle or pistol.  In order to use 
the skill, the player must stand still 
and perform an Aiming 5 count to 
himself while role-playing aiming at 
his target.  The Player may then 

throw a packet and say the firearm 
type.  The player must perform the 
same procedure each time that he 
uses this skill i.e. he must aim before 
every shot.   
 Obviously, the character must 
be in possession of an appropriate 
firearm (pistol or rifle) to use this 
skill.  Additionally, a rubber band 
must be loaded on the firearm rep 
and it must be considered released 
from the rep once this skill is used.  
Despite not having shot any bands 
from a particular gun, capacity rules 
still apply; forcing the character to 
reload.  To do this the player must 
remove all of the bands that were 
“fired” from the gun with the sniper 
skill and then load them using 
normal reloading rules. 
 
Sound Investments – A 
gentlemen can have the foresight to 
be able to see how money works in 
the long run.  Once this skill is 
purchased the amount of money 
earned from a single rank of the 
Income skill is increased by a 
number of cents equal to half of the 
Gentleman‟s current ranks of the 
income skill. 
 In example:  Walter P. 
Tavington has 20 ranks of the 
Income skill.  These ranks earn him 
20 cents per rank, which gives him 
four dollars at the start of every 
Exiles event.  Once Tavington learns 
the Sound Investments skill, he adds 
half of his ranks of income onto his 
total earnings.  In his case, he would 
add 10 (1/2 of 20 = 10); making his 
awarded amount 30 cents per rank 
of income. He now gets 6 dollars at 
the beginning of the event. 
 
Strength – Strength adds one point 
of damage to melee attacks with any 
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weapon by representing doing 
damage through pure physical force.  
While many of the in-game effects 
are up to a Staff person as a spirit-of-
the-rules call, a general rule of 
thumb is that one rank of Strength 
allows the character to move about 
20 pounds worth of material. 
 Strength may also be used to 
break open traps.  For every three 
ranks of Strength that a character 
has, he is able to break open one 
level of traps.  If a character 
possesses enough strength to break 
open a trap that he has triggered, he 
still takes full damage from the trap. 
 Additionally, for every four 
ranks of the Strength skill purchased, 
the character will receive one use of 
the Bash skill (See Bash) at no 
learnin‟ cost.  Every two ranks of 
Strength purchased will give access 
to another purchase of the Block skill 
as well. 
 
Surgeon - This skill allows the 
character to heal 2 points of Mustard 
per level of Surgeon for every 
bandage applied to the target.  Like 
the Revival skill, this skill requires 
sixty seconds of role-play to perform, 
during which time the target‟s 
Bleedin‟ Out count (if any) is halted.  
 Bandages are a tagged item.  
To use this skill, the player must be 
in possession of a bandage item and 
phys rep and a proper representation 
of a Doctor‟s Bag for the entire 
duration of this skill. 
 
The Dead Eye – This skill enables a 
shot from a Pistol, Rifle or thrown 
weapon to remove the entirety of the 
target‟s Mustard, reducing him to 
Bleedin‟ Out.  To use this skill the 
player must say “Deadeye” in place of 
the firearm or damage type call. 

 Additionally, this skill may be 
used to make a trick shot in role-
playing or module situations.  To use 
this ability, the player must say 
“Deadeye” and then give a 
description of the successful trick 
shot.  Trick shots may not be used for 
combat purposes and may not inflict 
any damage.  Trick shots may not be 
used on an item in a player‟s 
possession. Also, in order for a trick 
shot to be successful in a module 
situation, the player must hit the 
target (ie, if the character wanted to 
shoot off the fuse of a bushel of 
dynamite, they would actually have 
to hit the fuse with their Deadeye 
delivery method). The use of this 
ability expends one round of 
ammunition on a firearm.  The Dead 
Eye may only be used with Pistols 
and Rifles; or with the appropriate 
Throwing skill purchase.  This skill 
may be used once per game day each 
time that it is purchased.   
 
Throwing – This skill improves a 
character‟s ability to throw a bladed 
weapon.  The phys rep for the 
weapon should be small (5 – 10 
inches) and follow the safety 
requirements for thrown weapons 
located on page 21. Without this skill, 
a character may not throw a bladed 
weapon, but may throw a small or 
tiny blunt object at the object‟s base 
damage.   
 If a character has the 
Throwing skill, he may throw bladed 
weapons at the base damage of the 
weapon, plus one point of damage 
for each time this skill is purchased.  
For each three levels of throwing that 
a character has he receives a free Pin 
skill.  For each three Pin skills that 
the character has, he receives a free 
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The Deadeye skill that can only be 
used with a thrown bladed weapon. 
 
Tracking/Evading – This skill 
allows the character to both track 
and to evade tracking.  This skill may 
be purchased up to nine times.  
When attempting to track someone, 
the character‟s level of tracking is 
compared to the target‟s.  If the 
character‟s tracking level is equal to 
or greater than the target‟s, the 
character is able to track the target.  
The character may also cover the 
tracks of a group of people as long as 
the tracker follows behind the group. 
 Additionally, if there are 
multiple trackers in a group they can 
stack their skills together.  One 
character with the tracking skill will 
be designated as the “lead tracker.” 
Every two levels of tracking in the 
group outside of that character will 
add an additional rank of 
tracking/evading to the lead tracker.  
This also works in reverse for 
counter tracking, and the lead 
tracker‟s total ranks can go above 
nine. 
 
Traps – Each time that this skill is 
purchased, the character is able to 
set and disarm a higher level of trap.  
Traps can be purchased or located in 
game.   
 Leg Trap – This is the most 
common form of trap.  When 
triggered it will deal its level in 
damage and render the victim unable 
to move the trapped foot.  If unaided 
by someone with the traps skill, 
amputate, or enough strength, the 
trapped character will die within an 
hour.  This trap should have a phys 
rep that looks like a “bear trap” with 
sharp teeth in a curve. 

 Gun Barrel – Combining 
gunpowder and a bullet, this trap 
essentially triggers a spark to light 
the powder and shoot the one who 
trips it. Typically found in military 
conflicts, this trap will inflict a Pistol 
wound to the victim.  The trap itself 
should be physrepped to look like a 
gun contraption of some sort aimed 
at the trigger. Note that this is not an 
actual firearm. 
 Poison – Similar to a Leg 
Trap, this is a small device that sits 
on the ground.  When someone steps 
on it will inject them with whatever 
poison is loaded into it.  This trap is 
typically smaller then most traps and 
has a pressure plate with a spring-
loaded syringe. 
 Setting a trap takes 60 
seconds of uninterrupted roleplay, a 
phys-rep that at least looks similar 
enough that it is visually identifiable 
as the type of trap being used, and 
any items that it would require to be 
loaded into it.  (ie. A bullet for a 
Barrel Trap, poison for a poison 
trap, etc) 
 When setting a trap it must 
have an obvious trigger that makes a 
noise such as a squeaker from a dog 
toy or a popper.  If you set a trap that 
you expect to leave unattended it is 
required that you leave the trap‟s tag 
with the item and any type of note 
that describes what kind of damage 
or effects it does. 
 
Secondary Characters 
 
 Every Exiles player is allowed 
to have two characters at any one 
time; a main character and a 
secondary character.  The player‟s 
main character is either the highest 
tier character they have or the lower 
tier character if it  has more than 
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double the higher tiered character‟s 
learnin‟. 
 The player can choose to play 
either character at the beginning of 
an event, but once chosen they are 
not able to switch characters during 
the event unless one has died. 
 
 
Advanced Personas and Heroic 
Skills 
 
 A player must choose a 
general Persona when he first joins 
the game, but the player is later able 
to make a new character using a 
Persona on a higher tier.  This is 
accomplished through the Learnin‟ 
Bank.   
 Any time you would gain 
learnin‟ on a character, your learnin‟ 
bank matches that gain (including 
the first 20 from your first 
character).  Additionally through 
contributions to Exiles you can gain 
service learnin‟ which will add 
directly to your bank learnin‟, but not 
to your character. 
 Bank learnin‟ associates to 
each player while actual learnin‟ 
applies to one character.  Once a 
player has accrued enough bank 
learnin‟, they can spend it on gaining 
access to tiered personas or some 
hidden skills. The cost for each 
hidden skill is listed in the “known 
hidden skills” list which is typically 
available through staff or the 
website.  Also, when a character dies, 
the player can choose to use Bank 
Learnin‟ to add  additional learnin‟ to 
their new character.  For each 5 Bank 
Learnin‟ they have, they can add 1 
additional learnin‟ to their new 
character. This can only be done 
when their current character dies, 
and only when they first start their 

new character. After the new 
character has been played, this 
option is no longer available. 
 In addition to the General 
Personas, there are 3 tiers of 
personas that are increasingly 
powerful. A list of known tiered 
personas is available through Staff.  
To purchase a tiered persona of a 
higher tier than any character that 
the player currently possesses, the 
player must do two things:  
 First, the player must retire 
their “main” character, and secondly 
the player must spend 120 bank 
learnin‟ for a tier one persona, 220 
for a tier 2, or 320 for a tier 3.   
 If the player wishes to 
purchase a character of equal or 
lower tier, they do not need to retire 
their main character, provided that 
they have a character slot available.  
They still need to spend the 
applicable bank learnin‟.  
 If the player retires a tiered 
persona to purchase a higher tiered 
persona, they will effectively be 
refunded the cost of the retired 
persona.  This is the only way to have 
bank learnin‟ refunded to a player for 
any purchase. If a character dies, or 
if the player wishes to play a 
character of lower or equal tier, the 
learnin‟ is not refunded.   
 If a player chooses not to “tier 
up” and instead keeps playing the 
same base persona, they will 
eventually gain access to heroic 
skills.  When a character reaches 120 
learnin‟ they will be able to choose 
one of three heroic skills per 
persona.  These skills are typically 
very powerful and will make any base 
persona rival most tier one personas.  
When a character reaches this mark, 
game staff will contact them with a 
description of the skills so they can 
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choose.  If that same character 
reaches 220 learnin‟ they can choose 
a second heroic skill of the three, and 
eventually could gain all three at 320 
learnin‟. 
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Items & Phys Reps 
 

 

In-Game Items & Banks 
 
 During the game characters 
will be using several in-game items 
to perform actions.  Almost all of 
these items will need two things to 
make them a legal, usable item 
within the game: a “physrep”, and a 
tag.  A physrep, or a physical 
representation, is an actual tangible 
prop that looks like the item.  A tag is 
a small piece of paper that will be 
given or distributed by an NPC or a 
member of staff that describes what 
the item looks like in-game and what 
properties it possesses.   
 Tags must be kept by the 
player. At the beginning of each 
game, the staff will ensure that each 
player has all appropriate tags. At the 
end of each game, the player must 
present their tags at check-out. If a 
player cannot present a tag, the 
character is assumed to have lost the 
item in-game, and the item is 
removed from the player‟s sheet. 
 Most in-game items do not 
have an expiration, and any 
exception should be dictated by 
game staff and written on the tag. 
Spirit-of-the-rules applies to this, 
and Staff will make any final calls 
(for example, a bushel of carrots will 
eventually rot and cannot be kept 
forever simply because it is written 
on a player‟s sheet).  
 If an item has an applied use, 
such as an oil to a gun or poison to a 
dart, that applied substance is only 
potent until the first time it is used, 
or until the end of the event. 
 

 There are some exceptions to 
the tagged item rule. Normal melee 
and throwing weapons (such as axes, 
swords, knives, sticks, etc) do not 
need a tag.  As long as the player has 
the phys rep, the player is assumed 
to have the item. In addition, any 
item that does not have an in-game 
effect does not need to have a tag. 
 For items that have a tag, it is 
very important that the player keep 
the tags on their person for the items 
their character is carrying.  This rule 
also applies in reverse: every tag on a 
player‟s person should match an 
appropriate physrep. 
 Naturally there is a point 
where a character may accumulate 
several items and it then becomes 
difficult to have an appropriate 
physrep for every tag that they own.  
For this reason every in-game 
location will have some sort of bank 
where characters can check in or out 
items and money (Note: an exception 
may be made for plot reasons, but 
players should retain the option to 
“bank” items in most cases, even if it 
is at another in game location).  To 
record this every player will have 
their own “bank” option available for 
items on their character sheet. 
 Once an item has been 
designated as “banked” the player is 
expected to take the tag off of their 
person and place it with their 
personal effects in their out of game 
luggage. Banked items are assumed 
to be inaccessible unless the player 
takes the time to go out of play, 
notify a staff person they are 
traveling to the bank to exchange 
items, retrieve the necessary tags,  
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and have staff update the records on 
their character sheet. 
 If a player does not want to 
carry an item around in game, but 
does not want to bank it; the phys 
rep and the tag must remain in an in-
game location and should not be 
placed with “banked” items. 
 For example, Squinty Sally 
Brown found a decent shotgun and 
an evil looking knife on a rough 
bandit. She already carries a rifle and 
two pistols, so doesn‟t want to haul 
around another big gun. She would 
go in-game to the bank, and Sally‟s 
player would go to Staff to place the 
shotgun on her character sheet in the 
“banked” section.  Sally‟s player 
would then put the shotgun tag in 
the side pocket of her duffle bag, 
under her bunk. 
 Sally thinks the evil knife 
might be important, so she doesn‟t 
want to put it in the bank in case she 
needs it. But she doesn‟t want to 
carry such an unlucky item around, 
either. Instead, she places the phys 
rep on the mantle above the fireplace 
with the tag, letting the item remain 
in play. 
 
Ammunition and Other “Unit 
Tag” Items 
 
 Some items have tags that 
require you to keep track of the 
number of units you have in your 
possession of that item.  These are 
typically ammunition and bandages 
as well as some other less common 
items. 
 For ammunition and 
bandages you have the option to 
operate slightly outside of the normal 
in-game item tag rules.  Upon 
receiving these items at check-in or 
while in game you can choose to 

either keep track of them with a unit 
tag, or keep track of them with a 
specified set of physreps. 
 If you choose to keep track of 
these items with unit tags then you 
are not required to keep a matching 
number of phys reps for the items. 
However, you need to ensure that 
you are accurately keeping track of 
used items on a tag.   
 The benefit of keeping track of 
ammunition and bandages (etc) with 
unit tags is that you do not need to 
worry about losing your in-game 
phys reps or keeping anything 
separated.  The drawbacks are that 
you must constantly update your 
card, and if you lose the actual tag 
you lose all the items associated with 
it. 
 Alternatively, if you choose to 
keep track of them with physreps 
instead of tags you will be required to 
carry the exact number of items 
listed at the beginning of the game. 
As the game goes on, if you use or 
gain more items, you must represent 
that with the appropriate number of 
phys reps.  With this method, you 
must ensure that the “live” items are 
separated from other similar or used 
items. 
 The major benefit of this 
method is that you won‟t have to 
constantly update your item tags to 
record how many of each item you‟ve 
used after a combat.  While this does 
make the player‟s life much easier, 
the major downfall to this is that if 
you lose any or all of your phys-reps, 
those items are assumed to be lost 
in-game.  
 
Weapon Specifications  
 
 Any phys rep that a player 
uses must resemble the object that 
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the phys rep represents.  A tube of 
foam on a stick of pvc is not 
sufficient to represent a sword.  Both 
the color and the profile of the item 
must be distinguishable.  A sword 
therefore is accurately represented 
by a gray, silver, or rusty-colored 
tube of foam on a stick of pvc that 
has a separate color for the handle 
and has a cross guard.  Typical 
weapons found in an Exiles game 
include knives, machetes, axe 
handles, sticks, cavalry sabers, and 
other assorted period items that 
would be used as weapons. 
 Each phys rep brought to a 
game will be inspected for safety by 
the event staff.  The safety of a phys 
rep is determined by the event staff, 
who makes their decisions with every 
player and staff member in mind.  
Because of this, no specifications are 
given for weapon construction, 
except derringers. Derringers must 
have a 2-inch open cell foam crush 
tip on a phys rep.  The crush tip must 
be in contact with the target and the 
gun must make a noise for the shot 
to hit the target. 
  Phys reps of melee weapons 
will likely be approved that have pvc, 
fiberglass, or graphite cores, 5/8 inch 
thick closed cell foam padding, and 2 
inch crush tips.  A phys rep that 
deviates from these specifications 
will be thoroughly inspected.  A 
player who would like to learn safe 
phys rep construction techniques 
should contact the event staff. 
 
 
 
 
 
 
 
 

Weapon Sizes and Base Damage  
 
Weapon Length Base 

Damage 
Small 
Weapon 

5-10 
inches 

1 damage 

One-handed 
weapon 

10-34 
inches 

2 damage 

Two-
handed 
weapon 

34-42 
inches 

3 damage 

Pistol Size 32-
33 
rubber 
bands 

20 damage 

Rifle Size 125 
rubber 
bands 

30 damage 

Shotgun 
(must shoot 
3 bands) 

Size 
32+ 
Rubber 
bands 

20 damage 
per band 
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Combat 
 

 

Combat and Safety 
 
 Combat in Exiles is resolved 
through the use of boffer weapons 
and rubber band guns.  Boffer 
weapons, or foam-padded 
representations of melee weapons, 
represent the melee weapons in the 
game. Rubber band guns are used to 
represent firearms.  No real weapons 
of any kind should be brought to the 
game!  This includes both melee and 
firearms. 
 Melee weapons must not have 
any hard edges on their striking 
surface, and should be light.  All 
melee weapons must be made of 
foam, and medium or above sized 
weapons should contain a core of 
light plastic pipe.  Any thrown 
weapon must be made entirely of 
foam with no sharp edges. 
 When striking an opponent 
with a boffer weapon, a player may 
not swing more than 90 degrees and 
must pull back at least 45 degrees 
before striking again.  Players should 
not strike with more force than is 
required for their opponent to know 
that they have been struck.  The 
hands, head, neck, and groin are not 
legal targets for attacks.  A player 
should never strike an opponent in 
any of these areas and any strike that 
contacts these areas has no in game 
effect.  Please do not attempt to 
exploit these rules by purposefully 
placing your hands, head, etc in front 
of an attack. 
 In the case of rubber band 
guns, the entire body of a player 
takes in game effects from rubber 
bands, but the head, neck, and groin 

should be avoided.  No protective 
equipment is required to play Exiles 
and for this reason, safety is the 
responsibility of each and every 
player. 
 When a player is involved in 
combat he or she must notify the 
opponent of what in game effects are 
being used.  While engaged in melee 
combat, a Player must call out the 
amount of damage that they are 
inflicting with their weapon and the 
type of damage that is being done.   
 For example, if a character 
was using a bowie knife that deals 2 
points of standard damage, the call 
would be “2 normal.”  Likewise, if a 
character was inflicting flame 
damage, the call would be “2 flame.”  
The same procedure is used for 
calling damage with thrown weapons 
or bows.  There are exceptions to this 
(such as with certain special skills), 
but most of them will be described in 
the individual skill descriptions. 
  Firearms are used in a 
different way than melee weapons.  
When a player is using a firearm, 
represented by a rubber band gun, 
only the name of the firearm type 
must be called out.  This is because 
the firearm types have a standard 
damage amount that is different for 
each type.  There are four types of 
firearms: Pistol, Rifle, Shotgun, and 
Derringer.  Pistols inflict 20 damage, 
Rifles inflict 30 damage, Shotguns 
inflict 20 damage for each rubber 
band, and Derringers inflict 10 
damage.   
 If a firearm carries a special 
effect, as from unique ammunition, 
the effect must be called out before 
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the type.  If an in game firearm 
inflicts a different amount of damage 
than the standard amount for the 
type of weapon, the amount must be 
called out after the firearm type (ie. 
Explosive Pistol 40). 
 When using a firearm, if the 
player‟s firearm phys rep is struck by 
a melee weapon, the player must 
completely drop the phys rep, 
although he may immediately pick it 
up. 
 An Exiles character with at 
least one skill rank in either Strength 
or Finesse is able to snatch a weapon 
or item out of another character‟s 
hands.  To accomplish this, the 
player must have his hand on the 
targeted item‟s phys rep, and the 
player must then state either their 
level of Finesse or their level of 
Strength.  The opposing player then 
compares his level of the stated skill 
to the skill level declared by the 
aggressor.   
 In this exchange higher ranks 
of the strength skill will always win 
over finesse, otherwise if the 
defender has equal or greater ranks 
then the grab is unsuccessful.  A 
character with the finesse skill will 
not be able to defend against another 
character with the strength skill, but 
a character with strength can use 
their ranks to possibly defend against 
someone grabbing with finesse.  If 
the grabber has greater ranks then 
they are successful, and the defender 
must release their item and let the 
other player have it. 
 A player who is attempting to 
snatch a weapon or item must grab a 
„safe‟ part of the item phys rep, or his 
attempt will immediately fail.  In the 
case of a melee weapon, the assumed 
„edge‟ of bladed weapon is 
considered unsafe.  Any part of a 

bludgeoning weapon may be 
grasped.  In the case of a firearm, the 
player may not hamper the release of 
a loaded rubber band in any way, 
such as by placing his hand over a 
stretched rubber band.  If the band 
release is impeded, the character is 
assumed to have misfired the 
weapon and must therefore take its 
effect. 
 For example, Charlie, a 
Trapper, is confronted by Skinny 
Pete, a smarmy Gunslinger.  Pete 
draws his pistol and points it 
menacingly at the unarmed Charlie, 
calling him a dirty cheater.  Charlie 
grabs Pete‟s gun and declares, 
“Strength 5.”  Pete knows that he 
doesn‟t have any Strength, so he 
hands over his gun to Charlie.   
 
“Whoa Doggie” & “Yee Haw!” 
 
 Like many other LARPSs, 
Exiles has a call that can be used by 
any person in attendance that will 
essentially freeze time in-game and 
allow players to resolve logistical or 
safety issues before proceeding. 
 If someone yells “Whoa 
Doggie!” during game play everyone 
is expected to freeze where they are 
and wait patiently while any rules or 
safety issues are addressed.  If you 
are asked to participate in the 
discussion you are allowed to lay 
your hat where you were standing to 
mark your place so you can move 
freely. 
 Once the exchange is finished 
a member of staff or the person that 
called “Whoa Doggie” to begin with 
will then ask if everyone is ready, and 
if given the go ahead by everyone 
present they will then yell, “3.. 2.. 1.. 
Yee Haw!” to resume in-game play. 
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Livin’ and Dyin’ 
 
 A character‟s health in Exiles 
is represented by Mustard.  Each 
character starts out with a certain 
amount of mustard determined by 
his/her persona.  They can then add 
to this amount with skills, and this 
total is their maximum mustard.  
Any damage taken by the character is 
subtracted from this amount, leaving 
their current Mustard amount. 
Damage should always be subtracted 
from a character‟s current Mustard 
unless specified by a skill, ability, or 
damage type.  A character starts each 
event with current Mustard equal to 
their maximum Mustard and no 
character‟s current Mustard may be 
above their Mustard maximum 
unless otherwise stated by a specific 
item or skill.   
 Mustard can be regained 
primarily by medical assistance 
provided by a Doctor or other 
character with the Surgeon skill.  To 
bandage a character, a Doctor must 
have a bandage phys rep and in game 
item.  He must then spend sixty 
seconds applying the bandage, role-
playing treatment of the injury.  The 
bandage will restore an amount of 
Mustard determined by the skill of 
the Doctor.   
 The bandage phys rep must be 
applied to the wounded character 
and the phys rep must stay on the 
character for one game day.  The 
phys rep may be reapplied if it falls 
off, but players are expected to keep 
one phys rep bandage on them for 
every time that the Surgeon skill has 
been used on them.  Bandage phys 
reps should also be applied to the 

body area that the player was struck 
in, if possible. 
 
 If a character ever reaches 
zero Mustard, which is the lowest 
amount of Mustard that a character 
can have, the character is „Bleedin‟ 
Out‟.  When a character is Bleedin‟ 
Out, the player must lie on the 
ground and may not use any in game 
skills or abilities.  He may not move, 
but he may call out for help by 
yelling in pain or agonizing about his 
wounds while role-playing the 
extreme pain of being maimed to the 
point of near death.  A character is 
considered to be Helpless while he is 
Bleedin‟ Out.  After five minutes of 
Bleedin‟ Out a character is dead and 
there is little that anybody can do for 
him besides cut a nice tombstone or 
steal his boots.   
 Any time that a character 
takes damage from a firearm that 
does not reduce him to zero Mustard 
he is considered to be Stunned.  
When a character is Stunned, the 
player must fall to the ground and 
may not use any in game skills or 
abilities.  However, unlike Bleedin‟ 
Out, he may crawl on the ground and 
speak in a strained manner and he is 
fully aware of his surroundings.   
 A Coup de Gras is a finishing 
blow with an added Exiles flair.  To 
perform a Coup de Gras, a player 
must say a sufficiently dramatic line, 
such as “That‟s the last mistake you‟ll 
ever make,” or “Say goodnight, Boy,” 
and then hit the character with a 
weapon or mimic killing the target in 
some way.  Once performed, the 
targeted character is dead as if they 
had bled out for five minutes.  Note 
that this only works on a helpless or 
otherwise immobile character.  If a 
Coup de Gras is not performed 
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correctly, it does not work and the 
helpless character is still in the same 
state he or she was in before the 
Coup de Gras was attempted.   
 
Melee Weapon Skills – No skill is 
required for a character to use any 
melee weapon.  Any character is 
always able to pick up a weapon and 
call base damage with it. Small 
Weapons cause 1 damage. One-
handed weapons are weapons (saber, 
rapier, tree branch) cause 2 damage.  
Two-handed (back splitter, axe 
handle) cause 3 damage.  To 
determine the sizes of each class of 
weapon, see the chart on page 20. 
 To block a melee hit, a 
character also does not need a skill. 
They must actually block the hit with 
their phys rep. The difference 
between this and the Block skill is 
that Block can be used without 
physically blocking the attacking 
phys rep, and can be used to counter 
certain attacks. 
 Characters also do not need to 
purchase a skill to throw small, blunt 
items for 1 damage. To throw any 
sharpened items, or anything larger 
than “Small,” the Throwing Skill 
must be used. 
 Similarly, to hit harder or take 
other actions with a melee weapon, 
melee skills like Strength and Finesse 
must be purchased. 
 
Firearm Skills (Pistol, Rifle, 
Shotgun, Derringer) – These skills 
enable the character to use a firearm 
of the appropriate class: Pistol, Rifle, 
Shotgun, and Derringer respectively.  
If a character does not have the skill 
appropriate to a certain class of 
firearm, no shot that they fire will hit 
a target, or have any other in-game 
effect. However, if the firearm 

misfires, which happens any time 
that a rubber band is released from a 
firearm in an uncontrolled manner, 
the shot is live and any character 
struck by the shot must take the 
effect. This misfire rule is also in 
effect for players who purchase the 
appropriate firearm skill.  A firearm 
can misfire while a character is 
loading the weapon, but only rubber 
bands that represent ammunition 
loaded in the weapon may misfire.   
 Firearms are identifiable by 
several characteristics such as what 
type of ammunition it uses, special 
abilities, how much ammunition and 
what type of weapon.   
 Firearm Type: This will 
determine the type of the weapon 
with regard to the damage the 
weapon does, the cost of 
ammunition, and the phys rep 
requirements.  Options are; Pistol, 
Rifle, Shotgun, and Derringer. 
 Additionally for Pistols there 
are two specific types: .38 and .44 
caliber.  This is simply to note which 
color and size of band these use as 
the costs typically differ in-game. 
Usually, a red rubberband will be a 
.38 and yellow bands are .44. 
 Ammo Type:  This 
determines how the weapon can be 
reloaded. 
 Black Powder – The weapon 
may not be reloaded in any combat 
situation.  Sixty seconds is required 
to reload the weapon. 
 Cap and Ball – The weapon 
may be reloaded in combat, but the 
character must be under cover.  Each 
shot takes 10 seconds to reload. 
 Cartridge – The weapon may 
be reloaded in combat while the 
character is under fire.  The player 
may reload the weapon as fast as he 
is able. 
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 Ammo Capacity: This 
determines how many rubber bands 
may be loaded onto the phys rep and 
how many shots may be fired after 
preparation. For instance, a single 
shot cap and ball pistol may only 
have one rubber band loaded on it 
and then can only be fired once 
before needing a reload. 
 Action: This determines how 
a player must put rubber bands on 
the phys rep and how quickly he may 
fire the weapon. 
 Single – The rubber bands 
must be loaded onto every other 
spoke of a multi-shot wheel.  The 
player may fire the weapon after he 
cycles the empty spoke.  If the 
weapon has insufficient spokes, the 
player may load every spoke, but 
must say “One, I reload” before he 
fires any shot after the first. 
 Double – The player may load 
every spoke on the weapon up to the 
ammo capacity.  The player must 
pause for a beat before firing the 
weapon after the first shot 
 Rapid Fire – The player may 
load every spoke on the weapon up 
to the ammo capacity.  The player 
may fire as quickly as he can cycle 
the spoke wheel. 
 Special: This describes any 
special ability that a weapon 
possesses which includes a weapon 
characteristic that violates the 
standard rules, such as a rifle type 
weapon that require the pistol skill to 
use. 
 Derringers: Derringers 
follow slightly different rules then 
the other types of firearms.  You do 
not actually load rubber band onto a 
derringer nor use it at range.  Instead 
you can only shoot a derringer when 
touching it to someone in melee.  For 
this reason derringers are not 

disarmed when struck by a melee 
weapon. 
 
Bombs 
 
 In Exiles there are several 
different types of explosives covered 
under the term “bombs.”  Please see 
the “Explosives” skill for more 
information. 
  If a bomb has a bomb bag 
attached to it, when the bomb bag 
pops a whoa doggie will be called to 
stop play and judge who was hit by 
the bomb and what damage is dealt.  
The bomb effects are listed below: 
 Shrapnel – Explodes in a 15 
ft. radius dealing 30 stun damage. 
 Smoke – Explodes in a 15 ft. 
radius covering everything in a thick 
smoke.  If outside, everyone that‟s 
affected cannot run or use firearms 
for 2 minutes.  If inside a room, it 
will be filled with smoke for 2 
minutes giving the same effect. If a 
character remains in the room until 
the smoke dissipates, they are under 
the smoke effects for an additional 2 
minutes following. Also, if the 
character leaves the room, they 
remain under smoke effects for 2 
minutes after leaving. 
 Incindiary – Explodes in a 15 
ft. radius dealing 10 flame damage. 
 Dynamite – Has a more 
complicated explosion.  Anyone 
within the first 5 ft. is permanently 
dead and all their equipment is gone.  
Anyone within the next 10 ft. after 
that suffers the Deadeye effect and 
loses a random limb.  Lastly, anyone 
within another 15 ft. after the above 
takes 30 stun damage.  Dynamite is 
also very unstable; if a character is 
holding a stick of dynamite without 
having the Explosives skill there is a 
large risk that it will go off.
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In-Game Effects 

 

Duration 
 
 In Exiles there are several 
effects and abilities that have 
durations associated with them.  As a 
player you are expected to roughly 
keep track of any effects on your 
character and how long they have left 
before they expire.  This can be done 
by counting or keeping a 
stopwatch/watch on your person. 
 The general rule is that 
durations do not stack but simply 
reset if struck again with the same 
effect.  In example if you are knocked 
unconscious by the knockout skill, 
have spent five minutes lying on the 
ground, and are then struck a second 
time with the knockout skill, the 
duration resets to 10 minutes. 
 
Drunkenness 
 
 Just as in real life, each in-
game alcoholic drink will affect your 
character.  When a character drinks 
anything alcoholic or takes a mind-
altering drug, the player must keep 
track of how many they‟ve had within 
an hour.  These units combine over 
time to eventually produce an in-
game effect called “drunk”. 
 Each glass of beer, shot of 
whiskey, unit of opium, etc. counts as 
one “unit”.  Units will cost at least 
$0.02 per unit – and may cost more 
depending on the in-game economy 
where the item is purchased. 
  If the units consumed exceed 
the character‟s Tolerance, they 
become drunk.  Tolerance is decided 

for each character by taking their 
total mustard and dividing it by four, 
rounded up.  Once a player 
consumes more units within an hour 
than they have Tolerance, they are 
drunk.  A player may only have 
double their Tolerance in active 
units.  If the character continues 
drinking and consumes triple their 
Tolerance they fall immediately to 
Bleedin‟ Out as per the normal effect. 
Being Drunk lasts for an hour after 
the character takes his last drink and 
it gives you some additional benefits 
and disadvantages. 
 While drunk,  the character 
takes ½ damage from any source, 
and is immune to fear and terror.  
However, a drunk character must 
take a 10-count to aim a shot before 
firing a firearm.  Any gun fired 
without this count by a drunk 
character is considered a miss. A 
drunk character can only hit for 
melee damage on every third 
successful hit (ie, “0 normal, 0 
normal, 10 normal”). Finally, the 
drunk character must stumble every 
third step to impede how fast they 
can walk or run. 
 At any time while drunk, the 
character may have the revival skill 
used on them once.  When used, the 
remaining duration of the drunk 
effect is reduced by 1/2. For example 
if someone had 40 minutes of 
drunkenness left and was revived, 
they would then have 20 minutes 
remaining.  Additionally for every 10 
ranks of the Surgeon skill the person 
using revive has, they can choose to 
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take another 10 minutes off of the 
duration after halved time. 
 
 
Diseases & Addiction 
 
 It is possible for an Exiles 
character to become affected by a 
disease such as tuberculosis or 
syphilis or an addiction such as 
alcoholism.  These diseases have in 
game effects and a player will be 
informed of these effects if and when 
he is affected by a disease.   
 
Damage Types 
 
Normal – Damage inflicted by every 
day objects and weapons ( knives, 
rocks, spittoons, firearms, etc.)  The 
target loses current Mustard equal to 
the damage amount. 
 
Flame – Damage inflicted by a 
flaming object, firebomb, or gout of 
flame.  The target loses current 
Mustard equal to the damage 
amount and is then set on fire.  Fire 
inflicts one point of damage per 
second until it is put out. While on 
fire a character must immediately 
attempt to put the fire out.  The 
player must drop to the ground and 
roll around.  It takes ten seconds to 
put the fire out in this manner.  If a 
character has assistance, this takes 
five seconds.  A character with the 
Brutal Warrior Skill may refrain 
from putting the fire out, but still 
takes one point of damage per 
second. 
 
Steam – Damage inflicted by a gout 
of steam.  Target loses current 
Mustard equal to the amount, but if 
the target is not brought to zero 
Mustard or below, he is considered 

Stunned.  Therefore, Steam damage 
is similar to the damage inflicted by 
firearms.  A target that is Bleedin‟ 
Out or stunned from steam damage 
cannot talk intelligibly but may make 
a high, piercing scream of pain. A 
Brutal Warrior can ignore the Stun 
effect as normal.  
 
Crushing – Damage inflicted by a 
large object or an extremely powerful 
attacker. Crushing works as normal 
damage, but the target cannot 
physically block the phys rep used to 
deliver crushing damage.  If a phys 
rep used to deliver crushing damage 
contacts a target‟s phys rep, the 
target takes full damage, and the 
target‟s weapon is destroyed.  The 
Block skill also cannot be used to 
prevent a crushing blow. 
 
Lightning – Damage inflicted by 
electricity. Characters hit with 
Lightning take the damage as 
normal, but are knocked 
unconscious for 30 seconds. 
Characters with the Brutal Warrior 
skill are only unconscious for 15 
seconds.  
 
Acid – Damage inflicted by an 
extremely fast-acting corrosive 
substance.  A character hit with this 
damage type must immediately take 
the damage stated and then fall to 
the ground screaming. They continue 
taking one damage per second for 10 
seconds; the damage and duration 
cannot be reduced.  A character with 
the Brutal Warrior skill will take the 
damage, but is not required to fall to 
the ground. The Brutal Warrior is 
not able to take actions except 
walking and talking about their 
wound, but they are still able to 
defend themselves. 
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Heavy – Damage inflicted by a very 
heavy object, such as a large rock.  
Heavy damage works like normal 
damage, but the target is stunned for 
one second per point of Heavy 
damage landed.  Also, like Crushing, 
this damage cannot be blocked by a 
weapon or skill. 
 
Corruption – Creates cursed 
wounds that fester and will 
eventually kill their victim. Instead of 
taking normal damage that reduces 
current Mustard, the character takes 
the damage to their maximum 
Mustard in the amount of the 
damage dealt.   
 Any character struck by 
Corruption is considered to have a 
“corrupted wound”.  Unlike normal 
wounds this wound will fester and 
cause pain until it kills its victim.  
Once a character has a “corrupted 
wound” they will continue to take an 
additional point of maximum 
mustard damage every half hour 
until they are cured by the proper 
means. 

The most common way to stop 
this wound from festering is to have 
a skilled doctor with 10 or more 
ranks of the Surgeon skill apply a 
bandage along with a level nine 
antidote.  Once this is done the 
wound is no longer considered 
corrupted and the character will start 
regaining 1 point of lost maximum 
mustard every half hour.  Other 
hidden skills and the healing effect 
also remove the “corrupted wound” 
status. 

If Corruption damage reduces 
a character‟s maximum mustard to 
0, the character is Bleedin‟ Out.  The 
corrupted wound must be removed 
(as above) before the character can 

be revived. After the Corruption 
effect is cured, a player with the 
appropriate skill can spend 10 
minutes reviving the corrupted 
character with the Revival skill.  
After ten minutes of uninterrupted 
revival, the character returns at one 
maximum mustard. After they reach 
1 Mustard, the character then regains 
one point every half hour without 
needing to be revived any further.   

If no means of curing the 
corrupted wound is available a 
person with the revival skill can still 
use Revive to delay the character 
from Bleedin‟ Out by constantly 
reviving them to pause their Bleedin‟ 
Out count until such a time as the 
Corruption can be cured. 
 
Poison – Damage dealt by poisoned 
weapons or poisonous creatures.  A 
character that loses Mustard to a 
poison attack is affected by a level of 
poison that is equal to the damage 
inflicted by the attack (up to Poison 
level 10). This works as if a Doctor 
had injected the same level of poison.  
Once a target is poisoned by this 
attack, he still takes the damage of 
any successive attacks and the 
duration of the poisoned effect is 
increased by the duration of the 
second poison attack.  When struck 
multiple times the poison effect level 
is determined by the highest level 
poison to be used.   

For example:  An adventurous 
Wasteland explorer is attacked by 
the mythical gargantuan scorpion 
Ixilastizoth, who stings him 5 times 
for 9 Poison damage each time.  
Luckily, the explorer is a gritty son-
of-a-bitch and has 60 Mustard.  He 
is now reduced to 15 Mustard, but he 
is affected by a rank 9 poison (must 
have a rank 9 antidote to remove).  
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The duration of the poison will last 
for 7 and ½ minutes in total (90 
seconds x 5) which means he will 
probably be eaten by the scorpion 
because he is dramatically 
weakened for the duration. 
 
Note:  This violates the general rule 
that taking an effect that you are 
already under simply resets the 
duration. 
 
Knockdown – Damage inflicted by 
a blow that knocks a character to the 
ground.  The character takes damage 
as if it was normal, but must 
immediately take three steps back 
and fall to the ground.  If the 
character is unable to take three 
steps back, as many steps as can be 
taken should be made, and then the 
character must fall to the ground.  
The character may immediately 
stand up.  If a player is unable to fall 
down, or it is dangerous to do so, he 
may represent falling down by 
kneeling, but in this case, he may not 
stand up for three seconds. 
 
Stun – Overwhelming damage that 
renders a target helpless, such as 
from a grievously painful wound.  A 
character who takes Stun damage 
takes damage as if it were normal, 
but is also affected by the Stun effect. 
 
 
Additional Effects  
 
Note: Any effect, skill, or damage 
type in Exiles may be delivered by a 
packet if done by Staff (and 
sometimes by a player with the 
appropriate skills/abilities).  In such 
a case, it circumvents the traditional 
requirements of successful 
activation.  Any character struck by 

the packet must immediately take 
the stated effect, skill, or damage.  
For example, if a packet was thrown 
with the Knockout skill stated, any 
character struck by the packet, in 
front or behind, must take the effect 
of the Knockout skill.  This ability is 
restricted to the game staff unless 
otherwise noted. 
 
Healing – Any supernatural force 
that repairs wounds.  Instead of 
taking damage, the target regains an 
amount of Mustard equal to the 
„damage‟ amount.  This effect does 
not remove stun but will remove 
Bleedin‟ Out. 
 
Death – The target is reduced to 
Bleedin‟ Out as if from the Deadeye 
skill. 
 
Instant Death – The target is 
permanently killed as if he reached 
the duration of Bleedin‟ Out. 
 
Fear – The target may not approach 
within ten feet of the user for sixty 
seconds.  While under this affect the 
character can take no offensive 
actions towards the person/thing 
they are feared from.  The effect ends 
if the user takes any aggressive 
action toward the target, including 
forcing himself within ten feet of the 
target. 
 
Terror – The target is consumed by 
abject terror of the user for ten 
minutes.  He must immediately flee 
from the user even if he deems it 
irresponsible, irrational, or 
dangerous.  This effect continues 
even if the user is out of sight of the 
target.  The target may not take any 
aggressive action against the user.   
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The user may freely injure or 
otherwise harm the target of this 
effect without canceling the effect.  
The death or incapacitation of the 
user does not end this effect. 
 
Madness – The target is subjected 
to an experience so harrowing or 
unbelievable that it shatters his 
fragile human mind, causing him to 
collapse into a state of useless, 
gibbering insanity for a short time.  
The target is considered Helpless for 
ten minutes.  During that time, the 
target may move, or even speak, but 
he may not use any game skills, say 
anything that is intelligible, or take 
any possibly useful action.  After ten 
minutes the target is immediately 
subjected to Terror as if the user of 
Madness had affected him with it. 
 Players may choose to role-
play their madness in many ways.  
Running about and screaming is 
certainly a possibility, but so is 
standing still and gaping as if in a 
fugue.  A target might try to tear off 
his flesh, or twitch uncontrollably.  
He might descend into violent 
seizures, or even bleed from his ears 
and pass out.  Madness should be 
horrifying, exciting, and memorable.  
It also carries a permanent, 
debilitating effect that will be 
described by the game staff once a 
player is affected by Madness. 
 
Invisibility – Invisibility in Exiles is 
represented by the color red.  If a 
character is invisible to most or all of 
the player characters, he will be 
required to either wear a red 
headband or paint a red dot on his 
forehead.  If an item is invisible to 
most or all of the player characters, it 
will be colored red.   

 Characters are unable to 
interact with an invisible object or 
character unless they possess some 
means of viewing the object or 
character.  However, if attacked by 
an invisible character, the defender 
may attack the invisible character as 
long as he is engaged in active 
combat.  To represent the attacker‟s 
advantage, the defender must land 
two legal blows for 0 damage before 
he may land a blow for his regular 
damage, as if Drunk.  These blows 
are in addition to any other striking 
requirements imposed by other 
effects, such as Drunkenness. 
 
The Shakes – The Shakes 
represents the weakness of body and 
constitution that most often results 
from some form of chemical 
withdrawal, although a character 
may be afflicted with The Shakes for 
other reasons.  When a character is 
affected by The Shakes, he may only 
employ half of his Strength and 
Finesse skill Ranks, rounded down.  
Furthermore, the reload time for any 
firearms is doubled (a 3 second 
pause must elapse before loading a 
band on to a cartridge weapons).  In 
addition, to fire any weapon other 
than a shotgun, the player must 
execute an Aiming count equal to 10 
minus his effective Ranks of Finesse.  
 The character temporarily 
loses access to the Brutal Warrior 
skill, and though he may walk 
normally, he may only run three 
steps without impeding his 
movement, such as by falling down 
or stumbling excessively.   
 
Suffocation – As being caught on 
fire (1 unpreventable damage per 
second for 10 seconds) but it is only 
removed by the Revival skill. 
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Remove X– This effect removes a 
stated effect from the target.  When 
activated, the user must immediately 
state the effect to be removed.  The 
stated effect is immediately removed 
from the target regardless of its 
duration.  Example: “Remove Stun” 
would remove the Stun effect and 
“Remove Madness” would remove 
the Madness effect. 
 
Voice Radius – Voice radius is a 
special effect that modifies any other 
effect.  When used, “Voice Radius” 
must be stated before the effect, such 
as “Voice Radius Fear.”  Any 
character that hears the effect is 
immediately affected by it.  If you do 
not hear the effect well enough to 
know what it is, you are not affected 
by it.  Note: This effect does not rely 
on a character’s ability to hear, so if 
the player of a deaf character heard a 
Voice Radius effect, his character 
would immediately take the effect. 
 
Hustle – A character that is affected 
by Hustle may walk normally, and he 
is still able to move quickly over a 
short distance, albeit with an adverse 
effect.  He may run, but if he runs 
three steps, he must immediately 
impede his movement.  This is most 
often represented by falling down, 
although good role-playing should 
dictate the specific impediment.  In 
any case, the impediment should 
stop the player‟s forward movement 
for no less than a second or two.   
  Hustle is typically not an 
effect in and of itself because it is 
usually coupled with the results of an 
effect, such as The Shakes.  Players 
most often encounter Hustle when 
Drunk, afflicted by The Shakes, or 
when passing difficult terrain.   
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Learnin’ Award Conditions 
 

After every Exiles event, the game 
staff determines how much Learnin‟ 
is awarded to each player based upon 
the following conditions. 
 
Attendance: 
 
Played the whole event: 4 Learnin‟ 
Played one game day: 2 Learnin‟ 
 
NPC Time: (1.5 hours per game 
day played is required of every 
player) 
 
NPC‟d beyond what is required of a 
normal player: 1 Learnin‟ 
Did not NPC: -1 Learnin‟ 
NPC‟d for the entire event: 4 
Learnin‟ 
 
Costuming: 
 
No anachronistic elements displayed 
in costume: 1 Learnin‟ 
Costume negatively impacted the 
game environment: -1 Learnin‟ 
 
Role-playing: 
 
Player maintained a consistent in-
game Persona: 1 Learnin‟ 
Player‟s role-playing strongly 
supported a „town‟ atmosphere: 2 
Learnin‟ 
Player‟s role-playing assisted the 
game staff‟s presentation of the 
environment: 2 Learnin‟ 
 
 
 
 
 

Goals: 
 
Achieved amazing success with 
regard to Personal goals: 3 Learnin‟ 
Achieved moderate success with 
regard to Personal goals: 2 Learnin‟ 
Achieved little success with regard to 
Personal goals: 1 Learnin‟ 
Player ignored Personal goals: -1 
Learnin‟ 
 
Achieved amazing success with 
regard to event goals: 6 Learnin‟ 
Achieved moderate success with 
regard to event goals: 4 Learnin‟ 
Achieved little success with regard to 
event goals: 2 Learnin‟ 
Player ignored event goals: -2 
Learnin‟ 
 
Event Danger: 
 
Event was consistently deadly: 4 
Learnin‟ 
Event involved more than one deadly 
plotline: 3 Learnin‟ 
Event involved more than one deadly 
module: 2 Learnin‟ 
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  In Game 
Effects List 

  

Name Effect Duration Removed by Special 

Knockout 

Helpless, 
Cannot move, 

unaware of 
surroundings 

10 minutes Revival  

Bleedin’ Out 
Helpless, 

cannot move 
5 minutes 

Revival/Mustard 
gain 

Terminates in 
Instant Death 

Stun 
Helpless, can 

only crawl 
5 minutes Revival 

May be 
removed along 
with Bleedin‟ 

Out 

Drunk 

½ damage, 
immune to 
Fear and 
Terror.  10-
count to aim a 
firearm.  Only 
strike for melee 
damage on 
every third 
successful hit, 
must Hustle 

 

1 hour or until 
removed 

Revival (halves 
time remaining) 

Drunk after 
exceed 

Tolerance (1/4 
Mustard) – no 

effects after 
consume 2x 
Tolerance, 

Bleedin Out at 
3x Tolerance 

Death Bleedin‟ Out 5 min 
Revival/Mustard 

gain 
Terminates in 
Instant Death 

Instant 
Death 

Loss of 
character 

Permanent Unknown  

Poison 
Cannot Run, 
No IG Skills. 

10 
Seconds/Rank 

Antidote of 
equal or greater 

value 

Multiple hits 
stack duration. 

Acid 

1 Damage per 
second.  Must 

fall to the 
ground. 

10 Seconds Unknown 
Brutal Warrior 
doesn‟t fall to 

ground. 

Leg Trap 
Cannot move 

limb as if 
pinned 

1 hour 
Removal of the 
trap or of the 

limb 

Terminates in 
Instant Death 
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Name Effect Duration Removed by Special 

Fear 
No aggressive 
action towards 

user 
1 minute unknown  

Terror Flee from user 10 minutes Unknown  

Madness Helpless 10 minutes unknown 
Terminates in 

Terror. 

Bash Loss of limb permanent 
Two applications 

of the Surgeon 
skill 

 

Pin 
Cannot move 

limb from 
surface 

Permanent 
10 seconds 
removing 

pinning object 

If limb/surface 
is unspecified, 
target chooses 

<Gun Type> 

Deals 10, 20, or 
30 damage 

depending on 
firearm as well 

as the Stun 
effect. 

Stun lasts 5 
minutes. 

Stun and/or 
Bleedin‟ Out 
removed by 
Revival skill. 

 

Steam 

Deals damage 
equal to call as 
well as the Stun 

effect. 

Stun lasts 5 
minutes. 

Stun and/or 
Bleedin‟ Out 
removed by 
Revival skill. 

 

Lightning 
Deals damage 
equal to the 

call. 

Unconscious for 
30 seconds. 

Unconsciousness 
removed by 

Revival. 

Brutal Warrior 
is unconscious 
for 15 seconds. 

Heavy 
Damage equal 

to call, plus 
Stun. 

Stun for 1 
second per 

point of damage 
taken. 

Stun and/or 
Bleedin‟ Out 
removed by 

Revival Skill. 

Cannot be 
blocked by a 
weapon or 
Block skill. 
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Knockdown 

Damage equal 
to call, plus 
character 

knocked to 
ground. 

On ground for 
at least 3 
seconds 

 

Must take 3 
steps back and 
fall to ground 
but may rise 
immediately. 

 

Crushing 
Deals damage 
equal to call. 

None Normal 

Cannot be 
blocked 

physically or by 
Block skill. 
Items hit by 

Crushing 
damage are 
destroyed. 

Hustle 

If running, may 
only go 2 steps 

then fall or 
stumble on 

third. 
 

Dependent on 
situation 

N/A  

Corruption 

Deals damage 
equal to call, 

plus 1 damage 
to max mustard 

every ½ hour 
until cured. 

Until cured. 

Use of Surgeon 
10 plus lvl 9 
antidote or 

Healing removes 
corruption and 
mustardthen 

returns 1 per ½ 
hour. 

Max mustard 
hits 0 = Bleedin‟ 
Out.  Cannot be 

Revived until 
Corruption 

removed.  Must 
then be revived 
for 10 minutes 
and will be at 1 
max Mustard.  
Gains 1 max 

mustard per ½ 
hour. If can‟t be 

cured, can be 
Revived 

constantly to 
stop Bleedin‟ 

Out. 
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Exiles Frequently Asked Questions  
 
 

What is a LARP? 

 

A live action role-playing game (LARP) 

is a form of role-playing game where the 

participants act out some or all of the 

physical actions that their characters 

take.  It is somewhat similar to 

improvisational theatre, yet the game is 

usually bound by stricter rules.  

 

What is Exiles? 

 

Exiles is a live action role-playing game 

(LARP) that takes place in a Wild West 

fantasy setting.  It is a boffer style 

LARP, so physical conflict in the game 

is resolved using foam padded 

representations of weapons and rubber 

band guns. 

 

What is the game world like? 

 

Exiles is a Wild West fantasy game, so 

while the game world is entirely 

fantastic, it is heavily influenced by the 

American frontier and the Wild West 

genre.  The geography of the world is 

very similar to Earth, with some minor 

geographic changes to the structure of 

the continents.  So, North America, 

South America, Africa, Europe, Asia, 

etc. can all be found in the same relative 

positions with the same type of ethnicity.   

 

The game is primarily set in what would 

be North America.  The Great Lakes do 

not exist, and the Rocky Mountains are 

pushed up and over such that they form a 

sort of border between what would be 

America and Canada.  This area is 

divided into three main sections.  The 

east coast from what would be Maine 

down to Georgia is the Empire.  The 

Midwest is a nation called the Republic, 

bordered to the east by the Empire, the 

Great Northern Mountains to the North, 

and a nation called Serape that occupies 

what would be Mexico to the south.  The 

west coast is consumed by a vast desert 

known as the Wasteland.  The Great 

Northern Mountains and the Wasteland 

are relatively unexplored.  

 

The ancient history of the game world is 

very unique, but the history of the recent 

several hundred years or so bears 

similarity to actual history.  For 

Example, the Empire was originally 

colonized by England, referred to in the 

setting as “The Continent.”  So, to 

categorize the style of the game world, it 

is inspired by actual events, but not 

based on actual events.  The in game 

date is 1840‟s, but influence is drawn 

from historical events up through the 

early 20
th

 century. 

 

The Republic is considered the baseline 

to which the supernatural is compared.  

Because of this, the people and places of 

the Republic are very similar to the 

American West.  If you dropped an 

imagined town in a western movie into 

the Republic, it would fit right in.  So, 

while zombies and flying machines exist 

in the game world, most average people 

in the Republic would be terrified by a 

zombie and laugh at the prospect of a 

flying machine.   

 

The Empire, on the other hand, is very 

Victorian Sci-fi, or steam-punk.  It is a 

sprawling metropolis organized into 

districts that are centered on massive 
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factories.  The sprawl is so extensive that 

virtually no wild vegetation exists in the 

Empire.  While most Imperial citizens 

aren‟t great scientists; mechanics and 

advanced machines are more common 

place to them than to a citizen of the 

Republic.  The Empire is unique among 

the entirety of the game world because 

of this.  It is recommended that only 

those who have a deep understanding of 

the game world play an Imperial 

character. 

 

What kind of character can I play? 

 

Exiles presents players with a dynamic 

setting that is capable of supporting a 

wide range of characters.  Because of the 

Wild West setting, many players choose 

to play characters that are very typical of 

the genre such as gun hands, saloon 

girls, gamblers, tough trail guides, and 

mysterious travelers from the far east.  

There are five basic character Personas 

in the game: Gunslinger, Trapper, 

Gentleman, Celestial, and Doctor.  These 

Personas determine what skills a 

character may learn, and the Persona 

abilities are geared towards the typical 

roles that the character might fit into, but 

feel free to be inventive with your 

character concept.  Doc Holiday is a 

legendary gunslinger, but could his 

Persona be Doctor? 

 

Can I play a fantasy character? 

 

Yes, it is possible to play a more 

fantastic character than a frontier doctor.  

However, keep in mind that most of the 

fantastic elements of the game are 

Victorian in nature.  So, the horror and 

magical elements of the game tend to 

correspond to Victorian legends or 

superstition and the science-fiction 

elements of the game correspond more 

closely to what would have been 

considered science-fiction in the 19
th

 

century, such as a flying machine or a 

motorcar.  Additionally, players have 

access to character Personas that are 

fantastic in nature, like a tinkering Wild 

West scientist, but these Personas are 

earned by participating in the game. 

 

What is a Persona? 

 

A Persona determines what skills a 

character can learn, how much Learnin‟ 

those skills cost, starting Mustard, and 

special abilities.  A Persona also can 

determine, in a very general way, what 

kind of an impact the game environment 

has on the character.  This aspect of a 

Persona is usually very subtle, but the 

game staff always keeps in mind what 

Persona a character belongs to.  For 

example, a Trapper who is lost in the 

woods might have an easier time 

surviving than a Gunslinger, and a 

Gunslinger might be able to more easily 

identify the sound that a particular 

firearm produces.  Neither of these 

advantages corresponds directly to a 

game skill, so the game staff would 

typically use additional information, 

such as a character‟s Persona to resolve 

these kinds of actions during the course 

of play. 

 

How many Personas are there? 

 

Players initially have access to five 

Personas, but the additional Personas are 

arranged on three different tiers 

according to the power of their abilities.  

These higher tiers require a greater 

amount of banked Learnin‟ to access.  

To keep the game interesting, these 

tiered Personas are not identified to a 

player until that player is able to access 

the Persona, and no player can have 
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access to a Persona that has not been 

represented during game play as a non-

player character.  To answer the question 

more directly, there are no less than 5 

Personas per tier, which makes the 

minimum possible Personas 20. 

 

What is a Learninô Bank? 

 

A Learnin‟ Bank is a record of all of the 

Learnin‟ points that a specific player has 

earned on any of their Exiles characters.  

These points are not used to advance a 

specific character, but they are instead 

used by the player to gain access to more 

advanced character Personas and hidden 

skills, or to spend in the creation of a 

new character when their current one 

dies.   

 

Can I learn skills that arenôt on my 

Persona list? 

 

Yes, you can.  A character usually can‟t 

learn skills that appear on the lists of 

other general Personas, but Exiles 

includes a wide array of Hidden Skills 

that characters can gain access to during 

the course of play. There are two ways 

to learn a Hidden Skill. A player can buy 

Hidden Skills using their Bank Learnin‟. 

Second, a Hidden Skill may be 

researched or discovered by a character 

during play, and then that character must 

be taught the skill by a non-player 

character.  Additionally, a player will 

have to spend a set amount of Learnin‟ 

before his character can acquire the 

ability. 

 

What do costumes look like? 

 

Costuming in Exiles is very easy to do 

and it can be done on a really low 

budget.  If you want some ideas, just 

watch some western movies and take a 

close look at what the actors are actually 

wearing.  A decent costume can be 

things that you can get at any thrift store.  

Even the Duke wore just jeans, a button 

down shirt, cowboy boots, a 

handkerchief, and a hat most of the time.  

You can also spend a lot on a costume if 

it is composed of period reproduction 

clothing.  You can find links to websites  

that sell such items on the “Links” page 

at www.westernlarp.com.  Also, 

remember that just a cowboy hat and a 

vest will go a very long way towards 

making your costume look great. 

 

Do I have to bring my own weapon 

and gun phys reps? 

 

Actually, you don‟t have to.  To ensure 

that you get just what you want, the 

players are encouraged to make or 

acquire their own reps.  Sometimes an 

NPC will need the rep you might want to 

use, and in that case preference will go 

to the NPC.  However, the staff keeps 

extra phys reps for most weapons on 

hand, and you can use them (especially 

at your first few games).  The Exiles 

sites also have reps of mundane items 

scattered around the play area, so if you 

need a weapon in a pinch, you can just 

go by the log pile and snatch up a phys 

rep log. 

 

What kinds of equipment do I start 

with? 

 

Exiles characters do not start with any 

special equipment that is not 

automatically gained through the use of 

skills.  The only such skill available to 

the five general Personas is Income, 

which provides a character with 20 cents 

per rank at the start of every game.  This 

restriction only applies to items which 

are „tagged‟, i.e. they are unique in some 
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way, or require the expenditure of 

money to acquire and are therefore 

certified with a document of authenticity 

(an item tag).  Any normal melee 

weapon is considered to be mundane and 

is therefore not „tagged‟, so a character 

may start play with melee weapons, or 

any other such mundane equipment 

(craft tools, card decks, etc.) 

 

What happens if my character dies? 

 

The Exiles system is rather lethal 

compared to many fantasy LARP games, 

so a character can die fairly easily if a 

player is careless or unlucky.  If your 

character dies, there is little chance, to 

the point of being nearly impossible, to 

save the character.  Once your character 

dies, you are allowed to make a new 

character immediately.  The Exiles game 

rewards players for participating, even if 

their characters die, and this is 

represented in the Learnin‟ Bank.  So, 

even if several of your characters die, 

you are still able to advance to more 

powerful Personas. You can also use 

your Bank Learnin‟ to add additional 

character learnin‟ when creating a new 

character after an old one dies. Keep in 

mind that it is certainly possible to play 

the same character for an extended 

period of time, and swift, creative 

thinking will help.  Additionally, the 

portrayal of a character‟s life and death 

should be fun.  Because of this, the game 

staff encourages all players to 

concentrate on enjoying the game rather 

than on keeping a character alive.  

 

 

Can I fight with a Sword? 

 

Yes, you can fight with just about any 

kind of item rep (physical 

representation) in Exiles.  Keep in mind 

that the weapon rules require a rep have 

the same basic profile and color scheme 

of the item it is supposed to represent.  

Also, try to stay true to the theme of the 

game when coming up with a weapon 

idea for your character.  The players are 

encouraged to use weapons that are 

themed for the Wild West genre; such as 

wood axes, sticks, boards, chairs, bottles, 

Calvary sabers, bowie knives, pickaxes, 

and other such common place items used 

as weapons.   

  

Can I use two guns? 

 

Yes, you can use two guns.  There is no 

skill in Exiles that allows you to wield 

two weapons, but any character is 

allowed to wield two weapons unless the 

weapon requires that it be used with two 

hands.  We do encourage the players to 

use weapons that should be paired 

together, such as two pistols, a rapier 

and a dagger, a cleaver and a steak knife, 

etc.  Try to keep the setting in mind and 

think about what someone in the old 

west might use together when fighting. 

Also, keep in mind that unless otherwise 

stated shotguns and rifles are considered 

two-handed weapons. 

  

  

  


