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1 Live Action Role Play (LARP) is an interactive role-playing game in 

which you portray a character through physical action, in costume, 

and with props. Park Hills Live Action Role Players (PHLARP) is a 

unique version of LARP that originated in the town of Park Hills, 

Missouri in 2012. We are a medieval fantasy themed LARP where you 

will engage in unscripted combat against other Phlarpers using 

foam covered LARP "weapons" . The rules of combat and 

engagement are very clearly laid out in the following chapters, but 

keep in mind our game is designed to be played without you ever 

having to physically touch other players with your body, to be 

played without you having to spontaneously do vast amounts of 

math, and also to create a environment that facilitates your 

immersion as completely as possible so that regardless of your past 

experiences with LARP you can participate and have a fun and 

memorable time. We want you to create friendships, relationships, 

and memories that will last a life time. We host LARP at Columbia 

Park in Park Hills, Missouri, every Sunday from 1pm until 5pm.

2 You cannot attempt to deliberately misinterpret rules or the 

mechanics of abilities. If you are unclear on how an ability works or 

whether an ability can be used in a particular way you must first ask 

a Marshall before attempting to try or it will not work.

3 You must be 15 years of age or older in order to participate in 

PHLARP. If you are 18 years of age or older you must sign a waiver 

and present an ID. If you are under 18 years of age you must have 

your parent/guardian sign a waiver and have them present an ID.

4 In an effort to remain grammatically consistent our rules and 

abilities commonly use the pronoun "He", also many event names and 

various other labels within PHLARP have grown to have male 

oriented labels such as "man" or "king" in them, however, PHLARP is 

not meant to be exclusively appealing to any one gender so please 

forgive any subsequent instances of this scenario and we hope that 

this not deter you from enjoying our game.

5 In an effort to facilitate the process of our Players projecting 

themselves into the world of PHLARP our rules and abilities do not 

always differentiate between you, as in "you" the Player, or you, as 

in "you" your character, however, if you need clarification about a 

particular rule or ability please ask a Marshall or an Organizer.

6 The Marshalls within PHLARP are the equivalent of referees. If you 

hear a Marshall shout "Pause!" then you must stop moving and 

disengage from all combat until you hear a Marshal shout 

"Unpausing in 3, 2, 1, Un-pause!” or until you receive further 

instructions from a Marshall.
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7 If you see someone that appears to be in need of medical attention 

or you observe any potentially dangerous aspect (such as broken 

glass laying on the battlefield that someone may get hurt by) you 

must shout "Emergency!" and if you hear this shouted you must stop 

moving and disengage from all combat and echo the call, until you, 

or someone, alerts a Marshall of the emergency and you have 

received further instructions. If you are not directly involved in an 

emergency you must stay where you are until the emergency is 

resolved, or until you receive further instructions from a 

Marshall.

8 You must meet certain unique conditions and prerequisites in order 

to perform abilities and to trigger certain game mechanics. You must 

also react in specific ways when you receive "damage", effects from 

abilities, or if you meet the criteria of certain game mechanics. If you 

fail to reasonably do so then you will not be considered a 

participating player until your full participation has been confirmed 

by a Marshall and such an instance may result in disciplinary action 

being taken against you.

9 Once you log in everything that you say is considered to be from 

your character's perspective unless you place your middle and your 

index finger together on your chest or together in the air while you 

speak, additionally, if your character has an easily distinguishable 

accent you can stop performing your accent to speak out of 

character. If it is obvious that you are speaking out of character 

because you are using language that is too modern or otherwise 

generally foreign to our characters, including most commonly 

used profanity, then other Players that are attempting to not break 

character will not understand you and instead will pretend to 

believe that you are speaking Babylonian. If you are prompted by a 

Player to engage with you as their character in this way then you 

must comply or he can ignore you, within reason, as you are  not 

considered to be a participant until your full participation has been 

confirmed by a Marshall and such an instance may result in 

disciplinary action being taken against you.

10 You cannot Meta-Game. Meta Gaming is defined as an out of 

character action where your character makes use of knowledge 

that you are aware of but that your character is not meant to be 

aware of.

11 You cannot carry more than one Weapon, Shield, packet, arrow, 

item, resource, etc. in each one of your undamaged arms.
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1 You begin your return to consciousness with the harsh, shrill call 

of gulls invading the blankness of your mind. Accompanying this 

symphony of discord is the distant sound of waves lapping against a 

shoreline. You feel the sun beating down on you, scorching your 

exposed back. You open your eyes and see nothing but sand. It’s 

everywhere around you, as far as your eyes can see, including within 

your clothes and, unfortunately, your mouth.

2 You realize that the sounds of the ocean that seemed so distant 

aren’t distant at all, as you feel the water ebb and flow around 

your feet and legs. You’re lying on your stomach. On some sort of 

beach. Has something affected your hearing? You force your ears 

to pop, releasing the pressure built up and opening your senses to 

the world around you. You have no idea how long you’ve been here. 

Or even where here is.

After doing your best to clear your mouth of the sand, you lick your 

dry, cracked lips. Based on how badly they’re flaking, and how sore 

they are, you assume you’ve been here for a while. You roll over 

onto your back, throwing your arm across your face in an attempt 

to block out the harsh rays of the bright sun, and attempt to gather 

your thoughts. 

The boat. You remember that you were on a boat. Maybe it capsized, 

or it ran aground on some sandbar or was dashed against jagged 

rocks hiding just beneath the frothy waves. Did you fall overboard? 

Or were you thrown from the deck of the boat when it hit 

something? Or, even worse, were you pushed?

3 You hear the soft sound of debris being pushed and pulled across 

the sand by the flowing tides. The ship must have capsized. I’ve been 

marooned. You slowly sit up and look back to see with eyes that are 

still straining against the brightness of the sun and the grittiness 

of the sand that still clings to your skin. In the distance, out over 

the water, is an epic storm. It is a chaos the likes of which you’ve 

never imagined before, and you rub your eyes frantically to make 

sure you’re seeing what you think you’re seeing.

4 It’s a funnel cloud that extends as far as you can see in either 

direction across the horizon. The swirling clouds are a mass of 

greys, blacks, and angry dark purples. Halfway up, the funnel 

narrows before swelling back up and extending into the heavens. 

Even at its narrowest, you surmise that it’s still hundreds of miles 

across.
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5 The clouds ripple with light as small explosions illuminate the air 

under the inky surface of the storm. The lights shine only for an 

instant before being whipped away by the gale force winds you’re 

certain are blowing like the breath of an angry god. Also, 

occasionally, you see blinding lightning fork across the funnel in 

all different colors. Some of the flashes of lightning seem 

unnaturally long, bursting and twisting across the surface of the 

storm with a wicked intelligence. Almost as if the storm has become 

self-aware, actively searching for structures, objects, and even 

people to strike.

6 There is a low, constant rumbling and booming that sounds like the 

hoofbeats of a thousand horses emanating from the maelstrom. The 

storm pulses and moves as if it is alive. The clouds are drawn in with 

every pulse of the storm, as if there is some order to the chaos. Its 

size and power are incomprehensible, so you decide not to dwell on 

how you made it through alive. Much less relatively unscathed.

7 Considering you remember, at least partially, how you came to be 

here, you instead try and answer the burning question of where 

here is. Your eyes, now adjusted to the light reflecting off the sand 

before you, scan the beach to either side of you and see nothing but 

the shoreline and the debris of the boat you were on. There are 

frayed bits of rope, and wooden cargo containers that have busted 

and splintered from being dashed against the shore.

8 You pivot and check behind you, seeing a forest that runs parallel 

to the shoreline as far as you can see. The trees are massive, 

unusual, and quite possibly otherworldly. Now that you’ve had the 

chance to check your immediate surroundings, you take a moment to 

investigate your body and belongings. You notice first that your 

clothes are very ragged, even torn in some places. This explains the 

soreness in your back, exposed to the harsh rays of the sun. Most 

of the things you’re sure you brought with you are gone, which you 

notice includes your shoes. You begin picking your way down the 

shoreline to investigate some of the busted crates for supplies.

9 As you rifle through the splintered wood, you realize that anything 

these crates may have carried was likely washed back out to sea, 

and you find yourself despairing as you think of your lack of 

resources. As you fret, you almost trip over the body. Likely an 

unfortunate shipmate, you find them half buried under one of the 

crates you’ve tried to loot. It’s a man, laying on his back. You’re 

spared the sight of his surely bloated, rotting face by a large straw 

hat that covers his head. You notice he’s wearing a well worn pair 

of shoes. Not like he’s going to need them anymore, you justify.

10 You mutter a weak apology as you begin to untie the dead man’s 

shoes. You’re so focused on your task that when he sits bolt 

upright and begins screaming, you scream too.

3/25/2024 7:16:02 PM                        www.PHLARP.net



Phlarp.net - Park Hills mo 573-516-3099

Chapter -
Shipwreck 2

11 “Bandits! Usurpers, and thieves! Milk the cows, and set the rooftops 

ablaze! Someone bring me my lucky hammer!” You’re shocked by his 

healthy condition. Mostly because of how starkly contrasted it is 

by his appearance.  His teeth are straight, with no cracks you can 

see, even if it looks like he’s eaten a heaping helping of the same 

sand you spat out before. His beard and hair are jet black, with nary 

a gray hair to be found. His face is tanned and dirty, but marred by 

barely half of the wrinkles it should have.

12 He looks down at his hands, dirty and unkempt but with no calluses 

or scars, and speaks softly. “Every time I begin to dream a new 

dream, this old one comes knocking…every time…” He sees you for 

the first time. His eyes light up and he shouts out with a renewed 

vigor. “I knew you’d come! Knew it! They tell me ‘jump up and down 

long enough, you’ll stir something up,’ but honestly I prefer 

sleeping till the job is done! Follow me, and we’ll be positively 

ready to…wait…who are you again?”

13 You laugh a little, not because anything is funny but because of how 

extremely uncomfortable you are, and state your name. You begin 

telling him of your life before your doomed boat ride, and when you 

finish he snorts with a start. He apologizes for falling asleep 

during your “riveting” recollection of events and asks you to start 

over.

14 You laugh that uncomfortable laugh again, assuming before you 

started your story that this man was not nearly close to stable, 

and begin to tell your story again. As soon as you begin, his hand 

shoots out and his index finger is pressed to your lips. “Shh-shh-shh! 

I’ve got no room for your furniture in my attic! See, my attic is full 

of my own broken furniture. And clocks! Lots of clocks that just 

won’t stop tick-tick-ticking! If I had my journal, maybe I could beat 

out the cobwebs and…rebuild.”

With sudden enthusiasm he leaps to his feet, gives you a wide smile, 

and dons the large straw hat inside out on top of his head. “If you 

don’t believe, just follow me and I’ll show you! You’ll see. You’ll 

understand.” And he darts off, gesturing wildly for you to follow.

15 After a long, exhausting trek, full of you tripping over unfamiliar 

ground and trying to keep up, you come upon what used to be a giant 

port city. It’s a shell of its former glory, completely burnt through. 

The dirty man sits at the entrance and weeps. He looks at you 

through bloodshot eyes.

“I was too late…” he says, sniffling. He stands again and attempts to 

steel himself. “But a promise is a promise, and my oath is more 

important than sanity. Or death.” With that ominous statement, he 

starts moving through the city. “Come, hero! I shall show you the 

way, as I have for all the others! Step into the once beautiful Port 

Phate, and see what it has in store for you…”
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16 The tour lasts about as long as it takes to get to the mouth of a 

large river, flowing out to sea at Port Phate. At one time this river 

likely provided many trading opportunities, but not now. Now you 

don’t see anyone or anything aside from you and the dirty man. He 

directs you to a small ferry tied at the river’s edge, steps aboard, 

and dips into a low bow with hat in hand.

17 “Welcome, hero! I am the Ferryman! Climb aboard, and we’ll set sail 

for more…inviting lands.” After a moment’s hesitation, you step onto 

the ferry. After all, what do you have to lose? The Ferryman unties 

the ferry and takes up a long pole he uses to navigate the glorified 

raft up the river. After some time, between various ramblings that 

don’t make much sense to you, the Ferryman begins making strange 

noises.

“Riiiiiiiiiing! Riiiiiiiiiiiiiiiiiiiiiiing!” He takes off a shoe and brings it to his 

ear. “What?! I’m busy. I’m doing that thing. You know, the thing. Hold, 

please.” He thrusts the shoe toward you and says, “It’s the mayor.” 

You take the shoe hesitantly, humoring the Ferryman. After 

“listening” for a moment you shrug and hold the shoe back to him. 

“Well o’ course he’s not there,” he laughs as he throws the shoe 

into the water behind him, “he’s dead!

18 “Besides,” he says, “that’s not the mayor. It was just a shoe. You’re 

not...” he cocks his head and stares thoughtfully at you for a 

moment, “crazy, are you?” Your travels continue calmly and quietly, 

and after about a day’s time you come upon a clearly large 

settlement. You notice farm houses with friendly occupants who 

wave jovially to you.

19 You come to a fortress wall made of logs that runs parallel to the 

left riverbank. It’s 30 feet high, and the construction is crude. But 

you can tell it’s efficient. The Ferryman docks his raft at a small 

dock that appears to be the only way into the city from the river. He 

motions you off the boat and says, “Welcome to the city! The only 

damn place even relatively--” he’s interrupted by a few loud booms in 

quick succession, sounding too close for comfort, “—safe.” He 

finishes lamely.

20 Whatever he was about to say next was drowned out by the 

overwhelming bellow of some great monster. As the echoes of the 

yell die down a loud thudding shakes the ground, causing you and 

your strange companion to struggle to keep balance. The 

Ferryman’s eyes dart wildly as his voice struggles to stay 

conversational.
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21 “Well…good luck! And farewell!” he calls as he hurriedly clambers 

onto his raft and pushes off. “My shoe! Can you believe it?” you hear 

him mutter as he starts floating down the river. You cast your eyes 

back onto the entrance to the city, taking in the people and the 

storefronts, and begin to take your first steps into an adventure of 

unlimited possibilities.

22 Welcome to PHLARP!
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1 Any surface of your melee weapon that you intend on attempting to 

strike an enemy with must be covered in at least 1/2" of foam and 

any core tip of your melee weapon that you intend on attempting to 

strike an enemy with must be covered in at least 2" of foam. We 

suggest your pommels or handles be covered in foam too, but you 

cannot deliver damage with them.

2 The core of your melee weapon must be made of PVC, electrical 

conduit, bamboo, or a graphite golf club (with the head cut 

smoothly off) and the tips of your core must be safely capped. If the 

core of your melee weapon is made of PVC or conduit, it must have 

an appropriately sized, factory made cap, secured on each end of it. 

If your melee weapon is made of a bamboo or graphite core it must be 

capped with a rubber chair leg tip and it must be secured with a 

strong adhesive such as Gorilla Glue. If your melee weapon is made 

of a graphite core it can also be capped by first sliding 2” of a 3” 

tightly fitting rubber hose over the end of it, then by filling the 

remaining hose with hot glue, and finally by wrapping a reinforcing 

layer of duck tape around the tube, at the point where, inside the 

tube, the end of the core meets the hot glue.

3 If you have an idea for constructing an unusual weapon you must 

first explain your idea to the Blacksmith in order to be relatively 

sure it will be even considered for implementation within PHLARP 

and also keep in mind that even if it is, it may not be wieldable by your 

character's Class, fantasy race, or level. Next, after crafting a 

prototype of your weapon, you, the Blacksmith, and the organizers 

must test your weapon extensively. Finally, after all modifications 

and considerations have been made, the game organizers will decide 

whether or not your weapon will be implemented at all, and how and 

when it can be implemented.

4 Your Thrown weapon must be a minimum of 4"and a maximum of 14" in 

height, width, and depth, it must be constructed out of only foam 

and tape, and it can be weighted with only birdseed.

5 Your Thrown weapon must weigh between .25lb and .5lb

6 Your shield or buckler must be constructed out of reasonably safe 

materials only, such as cardboard, foam, tape, etc.

7 Your shield must not have a perimeter larger than 12.5'.

8 You cannot wield your shield as a weapon or contact another 

Player's body with it.

9 You can create a inexpensive LARP bow by running a piece of 

paracord through a 5' length of 3/4" electrical conduit and then 

tying the cord to itself in a tight enough loop that it causes the 

conduit to bow.
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10 If you are a Wizard and you choose to fight with a staff then your 

staff must be 4-6' in overall length and any part of it that you intend 

on attempting to strike an enemy with must be covered in at least 

1/2" of foam and any core tip that intend on attempting to strike an 

enemy with must be covered in at least 2' of foam.

11 Ability Packets must be constructed using a tennis ball wrapped in 

cloth that has a tail of at least 10". The tail can be balled up upon 

throwing your packets but if the tail does not unfurl during flight 

then your ability is spent and has no effect.
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1 Melee weapons are categorized by their overall length.

2 Melee weapons that are under 20" long are categorized as Dagger 

weapons.

3 Melee weapons that are 20-30" long are categorized as Off-handed 

weapons.

4 Melee weapons that are 31-40" long are categorized as One-handed 

weapons.

5 Melee weapons that are 41-50" long are categorized as Two-handed 

weapons.

6 Melee weapons that are longer than 50” are categorized as Exotic 

weapons and they must have at least an inch of two different 

colors meeting 1/3 of the way up their weapon's handle to indicate 

the area that they cannot put their hands beyond.

7 You cannot throw melee weapons.

8 You can generally wield any bow that you buy as long as it does not 

have a draw weight of over 25 lbs., although it still must be 

approved by the Blacksmith.

9 You can wield an Off-handed weapon or a One-handed weapon with 

one or both of your hands grasping it, however if you are grasping 

anything with only one hand and you receive damage to that arm or 

hand then you must immediately drop it. If you wish to continue to 

wield or carry a dropped object then you must recover it from the 

ground with an undamaged hand.

10 You can only use PHLARP arrows which can be purchased for 3-5$ 

per arrow. You cannot create your own arrows but you can use 

LARP arrows that you buy factory-made that are stated as safe for 

boffer LARPs, although they still must be approved by the 

Blacksmith.

11 You should mark your arrows so that you can identify them, 

however, all normal arrows tips must remain black/grey. If you 

lose arrows at PHLARP and a Marshall recovers them you must pay 

a copper per arrow that you claim.

12 You cannot defend with a Bow until it has been properly foamed, and 

approved specifically for defending with, by the Blacksmith.

13 If you buy a weapon, even if it is specifically made for a combat LARP,  

it still must be approved by the Blacksmith.
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1 If you are new to PHLARP you are considered a Squire and once you 

surpass the rank of Squire by choosing a Class and Variation, 

Fantasy Race, Name, writing an origin story for your character and 

reading it aloud in the Tavern as your character, and completing the 

Request for Recruitment quest, you can never be a Squire again.

2 The setting of your character's origin story must be fictional, your 

character's origin story must be fairly original, your character 

must have an original name, and finally, your character must lose 

consciousness while on a boat at the end of their origin story. All 

of the characters who are in PHLARP share this same experience at 

the end of their origin stories (Read chapter 2 for more info).

3 As a Squire you will receive an Ancient Crown of Magical 

Nullification which, while worn, will allow you to become immune to 

all abilities that are above 1st level.

4 Once you achieve 2nd level you must begin honoring all abilities 

above 1st level because you cannot wear your Ancient Crown of 

Magical Nullification any longer even if you create additional 

characters.

5 As a Squire you can wield any one of the following weapon 

combinations; Any one weapon of unlimited length, up to a One-

handed (40") length weapon in conjunction with a shield, up to a One-

handed (40”) and an Offhanded (30") weapon simultaneously, up to a 

One-handed (40”) weapon in conjunction with thrown weapons, or a 

bow and arrows.

6 As a Squire you cannot join a clan.
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1 You cannot deliver additional damage to an area until 1 second has 

passed in between your strikes.

2 You cannot be within arm’s reach of Players that you are engaged in 

combat with.

3 You cannot power swing, baseball swing, wind-up swing, whirlwind 

swing, or step into your swings. We are here to have fun NOT to 

hurt each other! Aggressive or dangerous behavior will result in 

disciplinary actions being taken against you.

4 If you perform 3 consecutive swings that are completely 

uncalculated in their trajectory you must let 3 seconds pass 

before swinging again.

5 You should loudly yell, "Caution!" if you become hurt and you need a 

moment to recover. If you do call caution you must go to the edge 

of the battlefield to recover for at least 100 seconds. If you need 

any additional time beyond 300 seconds you must forfeit the event. 

If you are attacking a Player and he yells “caution!” You must stop 

attacking him, help him if you can or at the very least leave him alone 

while he recovers. If you call caution you must re-enter the battle 

at the Portal of Pandoom. Misuse of this call will result in 

disciplinary action being taken against you.

6 If your glasses get knocked off you should yell loudly “Glasses!” 

and everyone around you must stop moving and fighting, and help 

you to at least locate your glasses and get them back in your 

possession. As soon as you have your glasses back in your hands all 

of the other Players around you can continue battling, within 

reason, but they cannot attack you until you verbalize loudly that 

you are ready. Misuse of this call will result in disciplinary action 

being taken against you.

7 You cannot throw a thrown weapon any harder, or draw a bow back 

any further, than is necessary in order for your projectile to reach 

your target.

8 You cannot attack with a two-handed weapon, an exotic length 

weapon, or a staff if you only have one hand holding on to it unless 

you have a damaged arm.

9 You can ignore effects and strikes that are delivered to your head 

or neck if you shout "head" or "neck" as you receive them.

10 You can ignore strikes that first contact your weapon or shield and 

then you, including your hand, as long as the strikes maintain 

contact with your weapon or shield and you yell "Graze!" as they 

are happening.
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11 Your arm area consists of your arm and hand, stopping at your arm 

pits. If you receive a strike on your arm area and you are holding 

anything with only that hand, then you must immediately drop it. If 

you wish to continue to carry or wield it, you must recover it from 

the ground with your undamaged hand. If your damaged arm receives 

an additional strike, then the strike becomes fatal.

12 Your leg area consists of anything below your belt, except your 

genitals. If you receive a strike on your leg area your leg receives 

damage and you must hop, go down on the knee of the struck leg, or 

favor it. If you are struck in an already damaged leg and you have an 

undamaged leg then your undamaged leg becomes damaged too and 

you must kneel, sit, or crawl. If you receive a strike on your butt 

your leg on that side receives damage and if you receive a strike 

across your entire butt then both of your legs receive damage. If 

you are struck in an already damaged leg and you do not have any 

undamaged legs left then the strike becomes fatal.

13 If all of your limbs become damaged you may begin bleeding out 

after 5 seconds.

14 If you are struck in your genitals and you do not need a moment to 

recover you can choose which one of your legs will receive the 

damage if you verbally communicate this choice so that your 

attacker understands what is happening. If you do need a moment to 

recover, then the strike becomes fatal. This rule exists only to 

address and simplify this type of situation, please do not aim for 

anyone's genitals.

15 Your torso area consists of your back, stomach, and chest. If you 

receive a strike to any of these areas it is considered a fatal strike.

16 You cannot deliver damage with a staff. Instead, if you deliver a 

strike to an enemy’s arm area then his arm is disarmed, a strike to his 

leg area causes him to touch the knee of his struck leg to the 

ground, and a strike to his torso area causes him to become stunned 

for 3 seconds.

17 If you deliver a fatal strike at the same time that you receive a fatal 

strike then both strikes count. This is called a "double kill". If you 

strike someone and kill them as they deliver damage to you then they 

are dead but your arm is still damaged.
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18 If you receive a fatal strike you must begin bleeding out by kneeling 

with your weapons or hands on your head for a minimum of 10 

seconds or by acting out your death for a minimum of 5 seconds. You 

can Bleed Out for up to a maximum of 10 seconds for every true 

level you have achieved. You cannot not move or speak in any 

intelligible way while you are Bleeding Out. If another player begins 

casting an ability on you while you are bleeding out you must allow 

them to attempt to complete the ability even if you are beyond your 

minimum Bleed Out time.

19 Once you have finished Bleeding Out you must move off of the 

battlefield or to the Portal of Pandoom if possible and you can pick 

up your weapons in the immediate area of roughly 30’. While you are 

doing this, you are considered a Ghost and you must keep your 

weapons and/or hands on your head to visually broadcast the fact 

that you are a Ghost to others. If it is too dark out to see, then you 

must activate a blue light to show that you are a Ghost or verbally 

communicate that you are a Ghost.

20 A strike to your garb or costume causes you to receive damage 

unless the attacker who delivered it explicitly states, without 

inquiry,  that you do not have to.
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1 You can mercy kill an ally that has verbally communicated his desire 

to be slain in this manner. You cannot however, mercy kill a 

shackled Player unless you strike him with fatal ability damage.

2 You can only have one of your summoned creatures summoned at a 

time.

3 You can loot a bleeding out player if you shout "looting 1, looting 

2, looting 3, looting 4, looting 5, success" as you extend one of 

your open hands out over them. You must not move your feet, take 

any damage, or receive any effects or your looting is considered 

interrupted and you must restart your count. If they have a 

lootable item on them they must give it to you upon them being 

successfully looted. If they have more than one lootable item on 

them then they can choose which item to give to you. Lootable items 

include but are not limited to copper and magical items. If they do 

not have any lootable items on them they must say "you find nothing" 

after a successful loot.

4 You can attempt to loot anything that you see from any other player 

(a piece of garb, their weapon, an item, etc.) if you shout "looting 1, 

looting 2, looting 3, looting 4, looting 5, success, can I have 

[whatever you are attempting to loot]?!" as you extend one of your 

hands out over them. You must not move your feet, take any damage, 

or receive any effects or your looting is considered interrupted 

and you must restart your count. The bleeding out player can 

choose to infinitely deny your request. If the Player asks you 

directly for their item back in an out of game manner then you must 

also give it to them.

5 PHLARP issued items must be kept on you at all times.

6 If you are bleeding out, and a player attempts to loot you, your 

minimum and maximum bleed out time can be extended but only long 

enough to facilitate their attempt to loot you. Once their attempt 

has been made, if your total time bleeding out was beyond or equal 

to your minimum or maximum bleed out time then you can immediately 

become a ghost.

7 If you are performing an Ability on, or with, an ally and either of you 

receive damage or move your feet then your Ability has no effect, it 

is considered interrupted, and it is still spent.

8 If you begin performing an Ability that has a tied component and you 

receive damage or move your feet before you remove your hands 

from the band, even if you have already tied it, then your Ability has 

no effect, it is considered interrupted, and it is still spent.

9 If a Player performs an Ability on you that has a component that you 

must to keep until after the event has ended please, be sure to 

remember to return it to them.
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10 If an Ability with a packet component states that you can be a 

possible target you must strike the ground with the packet instead 

of a Player to perform the Ability on yourself.

11 While you are shouting verbals and durations that are beneficial to 

you, such as casting an ability or summoning a creature, you must 

alternate between shouting the current number of your count and 

a shortened version of the name of the ability that you are casting. 

While you are counting durations that are unbeneficial to you, such 

as receiving a movement impairing effect, you must alternate 

between the current number of your count and either, the effect of 

the ability, or a shortened version of the name of the ability.

12 You must shout verbals and durations loud enough so that anyone 

that is within 50’ of you can hear them.

13 If you become slowed, you cannot take more than one step a second.

14 If you become rooted, you must keep one of your feet (sometimes it is 

a specific foot) in the same exact geographical location on the 

ground for the duration of the root effect. You may pivot on your 

rooted foot and continue to use your undamaged arms.

15 If you become stunned, you must lower all of your weapons and 

shield and remain still for the duration of the stun effect.

16 If you receive an effect that causes you to be shackled you must 

stop moving, drop all of the weapons, items, arrows, etc. that you 

are holding and wait to be “Shackled”. Once you are put in the 

Shackle component you cannot hold anything and you cannot move 

unless a Player is holding the other end of the shackle and 

prompting you to do so. There are Abilities that remove this effect 

and you can still be shackled even if you have damaged limbs. If you 

are shackled you cannot be damaged by anything other than ability 

damage.

17 If your weapon or shield receives an effect that causes it to become 

"broken" no one can wield it until it becomes Repaired via an Ability, 

or, if you are playing an event, until the event ends.

18 If you become mutilated you must begin (or continue) Bleeding Out 

and you cannot receive beneficial ability effects (such as 

Resurrection, Rebirth, Creepy Crawler, etc.) and you must bleed out 

for your full minimum bleed out time.

19 You cannot pin a weapon, shield, or item. Pinning is defined as 

immobilizing a weapon, shield, or item in a way that another player 

cannot free it by simply  pulling it back. You cannot step on or 

physically hold down a weapon or any other item to prevent 

someone from grabbing it.
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1 Participating in PHLARP will grant you XP for your Character which 

will accumulate towards levels which will grant you ability points 

that you can spend on abilities similar to a tabletop or video game 

RPG. Your XP rate is based on your Membership level and everyone 

starts as a Copper level member.

2 Everyone starts at the Copper level of membership and at that level 

you will receive 5 XP per hour that you are logged in and 5 XP per 

event that you participate in.

3 You can purchase Silver level membership for a weekend for 5$, a 

month for 15$, or a year for $150. If you are a Silver level member 

you will receive 10 XP per hour that you are logged in and 10 XP per 

event that you participate in.

4 You can purchase Gold level membership for a weekend for 10$, a 

month for 20$, or a year for $200. If you are a Gold level member 

you will receive 20 XP per hour that you are logged in and 20 XP per 

event that you participate in.

5 Each weekend that you wear 60% of a costume you will receive 5 XP 

if you are a Copper level member, 10 XP if you are a Silver level 

member, or 20 XP if you are a Gold level member.

6 Donation XP is rewarded up to twice a week for two of the 

following, including two of the same type of donation; donating a 

still useable piece of LARP equipment (depending on the quality you 

may be able to get more than one instance of donation XP out of one 

item but never more than two total redeemed each weekend) , or 5$ 

(Half of which goes to a charity at the end of the month) The amount 

of XP awarded is based on your Membership level and is the 

equivalent of playing in an event for each instance of donation.

7 You will receive 100 XP for each Player that you refer to PHLARP 

that participates in at least one Patrol.
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1 Once you choose your Character's name and develop his origin 

story you cannot change it.

2 At 1st level you must choose a Class for you Character and then 

until you achieve 6th level the weapons that you are allowed to 

wield and the pool of abilities that are available to you to allocate 

your Ability Points into is based on your class and your level. You 

can choose from 6 different Classes; Rogue, Priest, Wizard, 

Warrior, Paladin, and Ranger.

3 You can only wield certain weapons depending on which Class you 

choose. If you are holding a weapon that you do not have the 

training to wield then you cannot deliver damage with it and any 

strikes that are delivered to it pass through it and damage your arm.

4 You will receive Ability Points (AP) equal to each level you achieve 

up to 9th level. For example: 1st level = 1 AP, 2nd level = 2 AP, 3rd 

level = 3 AP etc.

5 You can purchase Abilities, up to 9th level, which are not passive a 

maximum of three times and each Ability costs its level in AP. 

Generally, Abilities that are not passive can be performed once per 

event per purchase.

6 You can save your AP or allocate them within your available Class 

abilities however you choose, up to 10th level.

7 Abilities that are 10th level and above are granted at their 

respective levels instead of AP and can only be used once per event.

8 You can re-allocate your AP within your Class for a silver per level.

9 Most of the Classes within PHLARP each have two main variants and 

there are also abilities that are shared between both variants. Once 

you choose an Ability that is exclusive to either variant then you 

cannot choose abilities that are exclusive to the other variant.

10 The variants of the Wizard class differ from the others in that 

there are four total variants of Wizards. Instruction is the opposite 

of Construction and Destruction is the opposite of Obstruction. 

Once you choose an Ability then you have chosen that Ability’s 

variant as your main variant and you must then always have more AP 

spent in your main variant than any other. You cannot choose from 

your opposite variant, although you can choose from the other two. 

For example: If you initially choose the Ability Slow then your main 

variant would be Instruction and you would always have to have 

more AP spent in total on Abilities of the Instruction variant and 

you can never choose Abilities of the Construction variant. 

Additionally, if you are a Wizard you will start with the Ability Magic 

Stone or Dagger Training regardless of the variant you choose and 

it does not cost you any AP.

11 Some Classes are locked until further development.
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12 If you purchase an Ability and its mechanics become altered you can 

have the AP you spent on that ability refunded for up to one month 

after it has been altered.

13 If a new Ability is introduced for your Class and variant, and it is 

equal to or less than your level, you can retroactively purchase it 

by sacrificing an Ability or combination of Abilities of equal value in 

AP for the new Ability. If you sacrifice multiple Abilities they cannot 

be of greater value than necessary when efficiently combined. For 

example: If the Ability Deku Nut gets introduced into PHLARP at 

level 6  (provided it meets all the previously stated criteria) you can 

sacrifice a level 5 Ability and any other Ability up to 5th level, 

because if either one of the Abilities sacrificed was 6th level or 

higher you wouldn’t need to sacrifice any more Abilities to purchase 

Deku nut. You can do this every time a new Ability is introduced for 

up to a month after it has been released.

14 At 1st level you must choose a fantasy race for you Character. 

Depending on your choice, you will receive abilities at various levels 

and you must adhere to various limitations that are inherit to your 

character's fantasy race. These limitations commonly involve 

restricting various fantasy races from learning levels in various 

Classes or at a reduced rate. You can choose from 3 different 

fantasy races; Human, Dwarf, and Wood Elf.

15 You must wear the physical identifier of your character's fantasy 

race in order to perform your Racial Abilities, however, you must 

adhere to your Racial limitations regardless of whether you are 

wearing your Racial identifier or not.

16 Some fantasy races are locked until further development.
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1 You and 2 other Players can create a “clan” (a team) that will get 

picked and fight together whenever possible depending on the event 

being played. The maximum number of clansmen that you can have in 

your clan, including yourself, is equal to the number of clans that  

currently exist.

2 Your Clan must have only one leader and that leader is the Lord of 

your Clan.

3 Your Clan can employ Mercenaries as your clan wishes, but only a 

maximum of 6 members, including Mercenaries, can enter each event 

as a representative of your Clan even if the maximum number of 

clans exceeds 6.

4 Your Clan must have 1 primary, 1 secondary, and 1 accent color. 

Your Clansmen must all wear some article of clothing that is your 

Clan's primary color.

5 Your Clan must have a insignia or symbol of your own design and it 

cannot consist of any other colors than your Clan’s colors.

6 Your Clan must have a name, a developed origin story, and be able to 

share some small insight into your Clan's culture or political 

dynamics. Character's can share experiences and even fall 

unconscious on a boat together at a point within their origin story 

but they cannot have reunited until they have reached Darvishan.

7 Your Clan’s symbol or insignia, and name, must be approved. This is 

only to determine that no foul language, images, or duplicates are 

being submitted. Your Clan’s information will also be used in 

PHLARP advertisements so anything inappropriate will not be 

approved.

8 If you are the only one of your Clansmen present, then you can be 

considered a Mercenary, otherwise, you must represent your Clan.

9 The Lord of your Clan must take the Lord’s Oath before your Clan 

will be recognized.
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1 If you are not in a Clan then you are considered a Mercenary.

2 As a Mercenary the terms of you being hired is up to you and 

whoever is hiring you.

3 As a Mercenary you can kill anyone during Clan based events and 

Clans can hire you to increase their numbers.

4 As a Mercenary you must keep yourself informed of all information 

concerning rules, rule changes, game times, and how to contact 

someone that does know anything that you are not sure about as 

you do not have a Lord.
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1 If you become the King, then you can have an additional Clan Member 

accompany your clan while competing in any clan-based events.

2 If you are the Lord of your Clan and your Clan wins the Battle for 

the Crown then you will be crowned King.

3 If you become the King, then you can choose first during any event 

that Players are offered a choice.

4 If you become the King, then you can call the event Defend Honor, 

but this event can only be called once total, each weekend.

5 ( Pending) If you become the King, you can veto any event being 

called once per weekend and choose a different one.

6 (Pending Property) If you become the King, then your Clan's Loot 

Chest will be moved into The Castle where it cannot be easily 

looted.

7 (Pending Property) If you become the King, then you will retain your 

Territory within Campaign.

8 (Pending Property) If you become the King, then your Resources will 

be deposited directly into your Loot Chest.

9 (Pending Property) If your Clan wins the Battle for the Crown, then 

your Clan will ascend one position within the hierarchy of the War 

Council and your Lord must become King. If your Clan is not on the 

War Council then your Clan will replace the Clan on the War 

Council that is ranked lowest and you will also inherit their 

territory, loot chest, and their Resources.

10 (Pending Property) If you become the King, then your vote on the 

War Council counts as two votes.

11 (Pending) If you become the King, then you can exile one Character 

each weekend  for the entire weekend. Exiling a Character makes it 

so that he is able to receive damage while he is inside of The City yet 

he still cannot deliver damage.
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1 In-game currency are called coins and they come in the following 

denominations: a copper (worth 1 unit of currency), a silver (worth 

10 copper), and a gold (worth 10 silver coins or 100 copper coins). 

They can be bought for money for .25 per copper. To purchase or 

loot coins you must have a coin pouch to carry them in, they must be 

stored in your coin pouch, and your coin pouch must remain on you 

and accessible while you are at PHLARP.

2 (Pending) Coins you obtain can be used to purchase various things 

including Weapon enchantments, magical items, potions and more at 

The General Store.

3 Coins you obtain can be used to barter for items with other Players, 

(Pending) place bounties, hire Mercenaries, etc.

4 You can obtain coins by finishing Quests, killing and looting 

Wandering Monsters or other Players, working or performing 

tasks for other Players, playing in events, winning events, or they 

can be bought with real money.
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1 If you observe someone breaking any of these rules, please 

anonymously report this to the organizers by writing down the 

offense and along with his name in the suggestion box. If you report 

a Player and you do want be discreetly informed once the Player 

you are reporting is addressed by the organizers please include 

your name. The Player you are reporting will never know your 

identity. Including your name is only to ensure that the organizers 

can follow up with you about the results of your report.

2 First offense = verbal notification. An organizer, Marshall, or your 

Lord will discuss with you the rule you broke and the reasoning 

behind why the rule exists. It is possible to receive an XP loss on 

your first offense.  Amount of XP loss will depend on your offense 

and your history as a Player.

3 Second offense = written notification. An organizer, Marshall, or 

your Lord will again discuss with you the rule you broke and the 

reasoning behind why the rule exists.

4 Third offense = A day of decision (D-Day). An organizer, Marshall, or 

your Lord will ask that you sit out for an entire day to decide your 

future with PHLARP.  You must attend for the day but are excluded 

from participation so that you can take time to decide if you want to 

continue playing with us.  You can still get experience for 

attendance for the day, costume, etc.… XP you are excluded from is 

participation only.

5 Fourth offense = suspension. A moderator, Marshall, or your Lord 

will enact a suspension that will be effective immediately and can be 

from the rest of a weekend or up to 30 days (4 weeks). If your 

actions have elicited a suspension, further disciplinary action may 

be taken on a case-by-case basis.

6 Fifth offense = from 6 to 12 months up, or even up to a lifetime of 

banishment.  If you attack someone after you have been banished the 

police will be called to escort you away.

7 Every Report will be investigated and resolved to the best of the 

organizers ability to ensure that we have a safe game for everyone, 

however if an investigation proves the claim to be purposefully 

erroneous in an attempt to abuse this system and harm an innocent 

Player the accuser may face disciplinary actions himself.

8 Any aggressive behavior, emotional outbursts, or harmful actions 

will merit quicker punishments up to and including banishment as a 

first offense penalty. For example: if two participants get into a fist 

fight this could lead to a D-day or banishment at the first offense. 

(This would cause you to be banished instantly considering we have 

never had this happen!)
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9 If you are being verbally abused or you think someone is swinging 

too hard or trying to abuse you in some way please report this to 

the organizers by writing down the offense and along with his name 

in the suggestion box. If you report a Player and you do want be 

discreetly informed once the Player you are reporting is addressed 

by the organizers please include your name. The Player you are 

reporting will never know your identity. Including your name is only 

to ensure that the organizers can follow up with you about the 

results of your report.
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