Alright, this is quite long so bare with me.

Firstly, what I need from you right now:

Details - your full name, address, telephone number, email address, course (inc. year) or location(s) of work (including normal working hours). Any regular transport arrangements (e.g. Train from outer Bristol address each morning and back each evening). These details will not necessarily be given out at the start but may become available through contacts later on. Also, I have to balance each person’s information so that every assassin has enough to work with. 

Photo - I want a photo of each player. Preferably a passport photo. I will leave a small white envelope in my pigeonhole in the Maths Square (1W, level 3) with my name on for you to put photos in. This will be in Box E (5th along the top starting on the left) next to the coffee machine. For your own enjoyment please do not look at the other photos in the envelope (if any – I will try to check this regularly). Alternatively, give me the photo when you next see me. Whatever your method, make sure I have it A.S.A.P., by Friday afternoon if possible.

THE GAME: Circle of Death

Each player will be assigned a target, including a mission card. Carry this card with you at all times.

If you succeed in killing your target, you take his mission card and go after his target and so on.

POINTS:

Per assassination




20pts

Wounding w/o killing (counting coupe)

5pts

Great Bravery




+10pts

Use of exceptionally ingenious device

+10pts

Exceptional treachery or duplicity in a kill

+5pts

Realistic or artistic dying



+5pts

(Only relevant in face to face kills or when poisoned in Public)

Each £10 you end the game with


1pt

Last survivor




40pts

Killing an innocent bystander


-40pts

Killing an official accomplice


-20pts

Attempting to assassinate someone in a Secure Zone
-10pts and no kill

Incorrectly naming an assassin or accomplice on the BB
-60pts and forfeit all remaining money as compensation in the libel courts. 

Behaving irresponsibly with regard to the game
Instant Death and forfeit of all points 

LEGAL TARGETS: The only legal targets are:

1) A known assassin. This includes your target.

2) Anyone wearing a mask. See below.

3) Anyone holding a gun or other weapon in sight. Even accidental exposure counts as this. Use your common sense as to what constitutes proof of an assassin’s existence and what would just draw suspicion.

MASKS: This is anything that covers a significant portion of the face, excluding sunglasses and any mask which might be too realistic. Don’t run around at night in full black gear and a black balaclava!

Masks must be put on and taken off where nobody can see you. If an attacker wears a mask then his identity always remains secret. This may require some serious role-playing….

WITNESSES: The only legal witnesses are:

1) Other assassins.

2) Legitimate Accomplices.

3) ONE Bystander only. If possible avoid even this many as they may compromise your identity to another player at any time.

Although the rules for masks do apply.

MONEY: Each assassin has a budget of £500. I must be informed of all expenditures immediately. Standard weapons can be bought from the following list:

Primitive Weapons: 


Ape


£400


Blowgun w/poison
£50


Club, axe or sword
£40


Heavy Dropped Object
Free


Knife


£5


Garrotte


£5


Rolled sock blackjack
£10


Snake


£30


Spider


£15


Staircase Tripper

Free


Throwing star/knife
£10

Modern weapons:


Electrocution

Free


Grenade


£50


Machine gun

£500


Pistol


£100


Rifle


£250

Bombs:


Letter bomb

£50


Small bomb (clock)
£100


Medium bomb (shoe box)
£250


Large bomb (crate)
£600

Poison:


Contact Poison

£100 
including Kiss of Death


Food/drink poison
£20
including Poisoned Shower


Weapon Poison

£30
including Nails of Death


Envelope toxin

£50

Other weapons must be applied for to the GM and a cost assigned if the weapon is allowed.

CARRYING MONEY: An assassin doesn't trust banks, as his sources of funds are... questionable.

So he carries the money on him. This means he can buy weapons and use them as soon as he has informed me (including sending me an email) but if he is killed then his killer takes all his money.

INFORMATION: An assassin can apply to the GM for additional information. This is very much a matter of the laws of probability and their interactions with money. The more money you pay your contacts, the more likely they will have information and the more information they may have (if you get really lucky). All I will say is that this will be based on a percentage dice roll. 

IF you don't like the sound of this money-hole, read the section on Legitimate Targets above – if you know who the assassins are you can kill them. Information is power!

ACCOMPLICES: Anyone can be an accomplice, sticking to the accomplice rules shown in the Accomplice’s Agreement provided. In order for someone to become an accomplice they must carry an accomplice agreement, signed by themselves and the assassin they're working for and dated. Each accomplice costs you £50. A person can be the accomplice to multiple assassins.

Revealing that you are an assassin to a non-accomplice is a breach of the assassin’s code and could create enemies in the guild.

GROUP ATTACKS: In all of the following no physical contact is allowed what so ever and the victim is assumed to be unarmed. If the victim is armed then he can attempt to shoot his way out. If you can persuade one or more assassins to work with you then the following become available:

Trapping: Two or more killers trap a victim alone in a room for 10 minutes by blocking all the exits. At the end of this time the victim is assumed to have been killed by ruthless double-teaming. During the 10 minutes the victim is allowed to use any method he prefers to attempt to attract attention without leaving the room.

Simple Mugging: Three or more killers, finding themselves alone in a room with a victim, may declare that they have beaten him to death with whatever comes to hand. This form of killing is frowned upon as lacking style.

Defenestration: Five or more killers, alone with one victim, can announce they are throwing him out the window. If the room is on the third story or higher then the victim dies a horrible, yet strangely exhilarating, death.

Drowning: Three or more killers, alone with a victim near a body of water, may announce they are drowning him. In this case alone can constitute nobody being within 60 feet or 20 metres as these people would take too long to arrive to be of much help.

A NOTE ON BYSTANDERS: Anyone not playing the game is a bystander. Also, anyone who is not a legitimate target as described above is a bystander. Killing a bystander is punished harshly (see points).

Be careful you do not poison or explode bystanders accidentally and remember that you are not allowed witnesses to a kill. It is perfectly legal to seek safety in the company of bystanders when under attack, but NO ACTUAL HARM OR DISCOMFORT MUST BE BROUGHT TO ANY BYSTANDER. This falls under behaving irresponsibly with regard to the game (see points).

RECRUITMENT: No recruitment is allowed.

PLAYING BOUNDARIES:

Start and end dates are to be arranged.

Time-In: 8:00am

Time-Out: 00:00am (midnight)

If you are not in a Secure Zone then you are open to assassination. If you are in a Secure Zone then any 

assassination attempt is failed and incurs a ten-point penalty.

Secure Zones: 

1) Lectures, work places and other Role-playing Soc. events - this includes a time zone 15 minutes to either side of these.

E.g. I have a 12:15 lecture. I am safe from 12:00 to 13:30.

Also, special information may be included as to when Assassins who are entrapped in the daily grind of work may or may not be attacked.

Other society events are open season, especially Sci-fi and Fantasy Events.

2) Washrooms - unless the room is Unisex you are safe from any assassins of the opposite sex here.

3) Vehicles in transit - any public transport is secure. Any vehicle that is NOT PARKED is secure. This includes those stopped at traffic lights. Similarly, you are not allowed to kill from such vehicles.

4) Holy Ground - no killing in churches or chapels. Anyone who breaks this rule will not only have the kill disallowed, but will be smote by lightning and killed. This includes shooting into, and out of, holy ground, though an assassin will be forgiven if his target ducks in and he reflexively shoots before realising where he's aiming.

5) Hospitals and Medical Centres: because they just are.

6) Safe pubs - the Assassins Guild maintains a couple of safe pubs where tutors and pupils alike can drink in comfort. Currently these are:

The Royal Oak

The Hobgoblin

The Bunch of Grapes

KILLS: Any hit is a kill. No wounding.

ACCIDENTAL DEATH: If, whilst placing a bomb or poison, you accidentally trigger the bomb or take the poison, you are dead. Inform me of the manner of death immediately. A mechanism can be tested safely as many times as desired, but as soon as you try to set it for real it becomes a danger to you.

A NOTE ON COMMON SENSE:

I know the book talks at length on this subject, but I am going to reinforce it. Be sensible about how and where you play this game. Do not alarm bystanders, especially not our valiant security guards and police forces. Do not use any weapon that might damage a computer or textbook in the library. 

At the end of the day, if you are alarming bystanders then you are not being an assassin, you are being a murderer! 

Assassination is all about subtlety.

GM's CONTACT DETAILS: 

Steve Earle

Telephone: 01225-840751

Email: ma8se@bath.ac.uk

As emails are time and date-stamped you can use sending an email for notification without waiting to receive confirmation from me, but not in the case of new weapons, which I must confirm.

ASSASSIN’S BULLETIN BOARD: http://www.InsideTheWeb.com/mbs.cgi/mb1257825

All assassins are required to inform me of the place, time and manner of their death, including any casualties amongst bystanders. I will then post appropriate details of the kill on the BB. The killer should then post to take responsibility (under his pseudonym, of course!). 

Otherwise the board can be used for challenges or just statements of bravado, as well as naming an assassin or accomplice so that all may declare open season on him. 

In the last case, you can only do this if you are alive and have definite knowledge of an assassin.

I recommend this as a last resort of someone whose assassin has nearly got him and he desperately needs to get the killer off his back.

And remember that if someone else kills him, they get the points.

Finally, you should find attached a large chunk of information on weapons. For your own safety (both IC and OOC) read them thoroughly. If you don’t know the threat you cannot defend against it!

Happy hunting!

