Weapons

A weapon in Assassins can be anything that simulates the effect of a real weapon in a harmless fashion. 

An attack with an illegal weapon is void and comes under Behaving irresponsibly within the game.

WEAPON CLASSES:

All weapons fall into one of four classes:

Class A: Safe. Being attacked with this weapon is safer than driving to the grocery store. Class A weapons are far and away preferred.

Class B: Reasonably safe. It is possible to cause injury if the user or target is very foolish or unlucky. Care should be taken. E.g. head shots avoided, knife attacks made slowly and with care – used only when success is assured.  A weapon may be class B if it could also have damaging effects to property – cloths, books, buildings, etc. An example of such is a water balloon.

Class C: Risky. Protective clothing would be required to make Class C weapons usable. An example of such is a Paintball gun.

Class D: Dangerous. DO NOT USE THESE! Wherever an example of a class D weapon is given. This is to make you think about what you may be using as a weapon and act sensibly.

If in doubt, consider if you would allow the weapon to be used on yourself or your friends and family.

DON’T USE REALISTIC WEAPONS!!!!!
Realistic weapons could get you into a lot of trouble. Consider the comparison between a guy chasing someone down high street with a realistic replica Luger and with a banana. One is laughable, the other potentially frightening to passers-by.

WEAPON APPROVAL: If you have any doubts, show me the weapon. Also, knew types of weapon may be allowed, subject to my approval. Try me – there is no limit to the deviousness of the human mind.

Primitive Weapons:

Knives:
Foam or soft rubber knives: Class B

The danger in these is that a struggle for control of the knife may occur. In short, don’t. Carry your own personal weapon and keep it handy.

Take care when using one of these and be aware of how these may hurt someone. For example, don’t stab with a LARP dagger.


Collapsing Stage knives: Class B:

These are realistic looking knives whose blades retract into the handle. Take care as above and DON’T USE THEM IN A PUBLIC AREA. See the note on Realistic Weapons.

Thrown Weapons: Throwing stars: Class B:

A piece of heavy foam can be cut to shape to represent these as, for those that have them, standard LARP throwing weapons. If the weapon is at all hard, don’t aim for the head.


Boomerangs: Class D:

A real one is a deadly weapon, no question. A toy can be equally lethal – bare in mind that these things have sharp edges and can fly fast and hard.


Flying Discs: Class C:

Frisbees and such items can clout pretty hard so avoid them. Soft foam versions are harmless but lack the range or wind-resistance for outdoor attacks.

Bows: Light bows: Class C:

Although there are people with bows that are LARP legal, these can still hurt and bare in mind that the majority of LARP targets are wearing armour of some form. For the purposes of assassins these are considered semi dangerous weapons and discouraged. 

Blowguns: Fluff blowgun: Class A:

This is a large tube that “shoots” a ball of fluff. Accurate up to about 10 feet and the fluffball can be dusted with chalk to mark the hit.

Treat the fluffballs as poisoned and so the following precautions are required. Any projectiles must be carried carefully in a sealed case and treated with care (e.g. three could be packed into cotton wool inside a glasses case). Loading and other handling of darts must be done using gloves. Accidental handling of the projectiles will poison the handler!


Peashooter: Class B: 

Peas count as poison darts as for above and headshots should be avoided at all costs. Obviously, do not use real darts!  Disguised peashooters, such as biros, are useful weapons for use in public.

Spears: Boffer spears Class B:

These can be made from plastic golf-club tubes. Duct tape is then used to put sufficient a heavy ball of soft foam on the end. This is fairly safe, but impossible to hide.

Clubs and axes: Rolled socks: Class A:

These make very handy simulated blackjacks. A tap on the head or neck is sufficient to stun a victim; you may then dispose of him at your leisure. Do not put anything in the sock (except perhaps another sock).


Boffers: Class B:

It is almost impossible to hurt someone with a boffer, but it can happen on a bad day. A boffer is simply a length of soft foam, which may be wrapped with duct tape to make it stronger and smoother. A rolled up towel is another good boffer. To score a kill with a boffer, one must hit the victim on the body with it: head blows are illegal. Since a boffer is very difficult to hide, stealth or surprise must be used to accomplish this.

Garrotes: Hands: Class A:

Put both hands on the victim’s shoulders from behind, squeeze a little and say “Gyeeeeeeeeeeeech!” or something equally throat-curdling. Don’t’ actually grab someone’s neck! And be aware that some martial arts train people to react immediately and, well, terminally, to such movements and be ready to disengage and careful when you do use this form of attack.


Silly putty or toilet paper: Class B:

A soft material like this, formed into a thin string, can be looped around a victim’s neck from behind and pulled tight-ish (tight should break it). If you do this, your victim is dead. The only danger in this form of attack is to the attacker as victims may react instinctively with elbows and anything else that comes to hand. Also, this can be a frightening attack so be very sure your attacking a player and please don’t use this on an accomplice.

Animals: Paper snakes/spiders/etc: Class A:

An unrealistic drawing or a note saying, “This is a poisonous snake!” may be placed where it could fall on a player or he may sit on it unwittingly. The bed is a good place. This ploy won’t frighten anyone too much, but it may give him the creeps!


Rubber snakes/spiders/etc: Class B:

There exists a breed of person, who, confronted with a spider or snake, will run screaming from the room. Even plastic or rubber versions can provoke this reaction. As such don’t use this weapon if you know some is prone to such a reaction.


Real snakes/spiders/etc: Class D:

Just don't use them. This is not only cruel to anyone who reacts badly to such (and who isn’t going to react badly to a live snake being in our bed?), but is also cruel to the creature and will probably result in its death.


Fish: Class A:

A fish tank can have a single ceramic fish with a note saying “Piranha” placed in it. Anyone putting their arm in the tank has it chewed to the bone and dies of blood loss or shock. 

A pool can have a dozen such fish added for similar effect, or, if you’re really confident, a life sized blow up shark or octopus?


Killer Bees: Class A: 

A “bomb” can represent a box full of killer bees. In this case some method should be used to make the box buzz. Anyone opening the box is killed, as is anyone else in the room.


The strangler ape: Class A:

The biggest stuffed monkey you can find can be hidden in a wardrobe or similar location. As soon as the wardrobe is opened it leaps out and kills everyone in the room before fleeing into the wild.


Unwitting accomplice: Class A:

If your target ahs a friendly pet that leaves the house at night, you might be able to attach a radio controlled bomb to its collar. When the pet goes back inside, you trigger the bomb. Man’s best friend, not.

NB only small bombs, which will kill the pet and anyone holding them, will attach to a collar.

Slingshots: Ping-pong balls: Class A:

Perfect ammunition for an ordinary slingshot, which may appeal to those who enjoy peculiar kills.

Petards: 
A petard is medieval bomb - a keg of powder with a fuse in it. This is a time bomb   (see bombs) and, although neither neat nor elegant, is very effective as a large bomb.

Falling: Staircase tripper: Class A:

Twist a very thin “rope” out of toilet paper and tie it across a stairway, near the top. If the victim breaks the rope with his ankles, it is assumed that a real rope would have sent him sprawling to his death.

Broken balcony: Class A:

This only works if your victim is in the habit of leaning on a particular section of balcony regularly. Don’t do anything real to the balcony! Put tape or leave a note on each bar, indicating that it has been sawed almost through. You need to make sure that your victim is the first to lean on the “weakened” area, else you kill bystanders.

The fall must be three or more stories for it to kill outright; else the victim is stunned for a few minutes on the ground below. “It’s okay! I’m a medical student! I’ll look after him!” 


Shallow Pit: Class B: 

A very shallow pit (1 or 2 inches) may be dug and camouflaged with a note inside to say the person who just stepped in it has fallen ten feet onto sharp spikes.

Don’t do this to someone’s lawn, please!

Dropped objects: Pillows: Class A:

A pillow may be dropped from a second or third story window (no higher!). This represents a rock or half ton safe, which will crush the unfortunate victim below. No object heavier than a pillow should ever be used!


Confetti: Class A:

A large amount of confetti (at least a double handful) may be dropped from a greater height to simulate that same half-ton safe. For safety do not put the confetti in anything. If this means it all blows away – tough! That’s life…



Outdoors use birdseed instead.

Fire: Crepe paper: Class A:

If you can “wrap” red crepe paper all around someone’s house, without getting caught, it may be assumed that you have burned the house down, killing everybody inside. If you are caught the house does not burn. If you can do this to someone’s bed whilst they’re sleeping then this is an especially creepy way to kill them. If you can do this to someone’s car, whilst they’re in it, but before they start the engine then you deserve a big points bonus!

Modern Weapons:
Pistols: Water Guns: Class A

These are almost perfect – silent and deadly. However, before using such a weapon, consider the consequences to you’re victim. If he has to go back to the office after his lunchbreak and you soak his suit jacket and shirt then you’ve caused him serious problems. Don’t cause this kind of difficulty.

Also, don’t use the realistic looking versions of these – bright orange or green ones are just as deadly and won’t be mistaken for a real gun.

Finally, glass won’t stop a bullet so these can be used through glass under the following rules. The target must be within three feet of the glass and must see you fire. Just knock on the window and when he turns… bang!


Improvised water guns: Class A:

Anything that cans quirt water can be used as a water gun under the rules above. So such things as squeeze lemons, syringes (without the needle obviously) and any squeezy bottle that’s been cleaned out thoroughly can become a deadly weapon that won’t stand out as much as a fluorescent green pistol.


Cap pistols: Class A:

An ordinary cap gun makes an acceptable pistol. Generally small so easy to conceal but makes a lot of noise and doesn’t fire a projectile. To make the kill get within 3 feet and fire. AS long as it looks like it might have hit you have a kill. This assumes the cap fires. A misfire is just that, not only alerting the target to your presence but also invalidating further shots as the gun has jammed, requiring a reasonably long period of time spent fixing/cleaning to get it firing again. (Say 10 minutes)


Clicker guns: Class A:

These are toys that just make a clicking noise. Again, 3-foot range and you get an automatic kill.


Bananas: Class A:

A banana is the ultimate in non-violent weapons. Chase someone down the street with one of these and people will laugh at your victim, not rush to help him. Get within 3 feet, point and shout bang and you have a kill! Simple. However, if the banana is squashed it becomes useless as a weapon, though you can still eat it!


Flag guns: Class A:

These comedy props have a little flag inside, which pops out and says, “Bang!” Make sure it’s not one of the realistic ones and then follow the rules for all the other non-projectile firing guns.


Dart guns: Class B:

These are almost safe. The tips of the darts can be dangerous if applied to the wrong spot so avoid headshots. The best dart guns, as far as safety goes, are those with totally soft darts. Look for them.


Foam disc guns: Class A:

Small, inaccurate but rapid firing, a good hideaway weapon, and totally harmless… you can’t hurt anyone with these unless you throw them off the top of a building. And at that, you would have to throw the gun, as the discs would just blow away.


Nerf Weapons: Class A and B:

According to the rulebook, Nerf guns are “the last word in man-portable silly weaponry.” But they do produce some excellent weapons. If the projectiles could hurt someone take care with them. In general avoid headshots just in case the rocket launchers especially could hurt someone if bad luck prevails.


Ping-pong ball guns: Class B:

These devices use a spring or compressed air to fire to shoot a ping-pong ball. Some are very weak and safe, but some are very powerful and shouldn’t be used. As I’ve said before, if you wouldn’t want it used on you then don’t use it on anyone else.


Rubber bands: Class B:

These are good weapons as long as power is controlled at short range and headshots are avoided. The simple wooden guns that can be made to fire these are also class B but require a little more care as their power is automatically set. Take care when using these.


Paint guns: Class C:

These are essentially not usable for our games. If we want to use these we’ll organise a game of paintball.

Rifles: Cameras: Class A

A kill is scored by taking a photo of your victim, drawing a set of sights on the photo with them targeted and then showing it to them, either in person or by mail.

If possible get a time stamped camera or shoot them with a clock in the background.

And of course this is rather expensive on film for anything more than a Polaroid camera.


Super soakers and other high-pressure water guns: Class B:

These water weapons can have incredible ranges and accuracy. Read the section on water pistols for considerations for use. These, even more than water pistols, can easily soak something you didn’t mean to so take care.


Toy bazookas: Class B:

Some of these gadgets, which shoot a hollow plastic shell 10 yards or so, are still available. Use one like a long-range dart gun, with all the same precautions.


Air Cannons: Class C:

These devices shoot a big glob of compressed air, enough to ruffle your hair across the room. The trouble is that they are extremely noisy when they fire – enough so that they’re not recommended unless the user wears earplugs. And a harder to conceal weapon is hard to imagine…


B-B or Pellet guns: Class D:

Using one of these on a human being is not only stupid – legally, it’s assault and battery. Don’t do it. The victim of such an attack could lose an eye, or worse. Direct quote from the book there – don’t use them!

Machine Guns: Water-weenies: Class B:

These gadgets are made by clamping or tying one end of a length of surgical tubing and filling it with water. It may be necessary to improvise a special nozzle. Once full, its end is pinched until the victim comes in sight.

Like a true machine gun this device will cover a wide area in one long burst or a series of shots. Remember the previous comments on water weapons.


Garden Hoses: Class B:

Like the above, but more so. If your victim is foolish enough to come within hose range, then he’s toast. Again, remember your using copious amounts of water.

Grenades: Any hit with a grenade, no matter how little, is a kill. Remember where water may splash a few feet a fragmentation grenade will maim with a much better range.

Confetti bag: Class A:

This creates a mess, but nothing that can’t be cleaned up harmlessly. The thinner the bag and the finer the confetti the better. This weapon may be safely dropped from a second story window but aim for the sidewalk, not the person. Scattering a handful of confetti is not legal.

Confetti Eggshells: Class A:

As above but harder to make. (I actually have only guesswork as to what this actually is, but it’s in the book…)

Birdseed: Class A:


Use this outdoors instead of confetti and the mess will be gone by morning!

Foam peanuts: Class A:

In some circumstances these may be easier to clean up than confetti – e.g. in the library.


Flour bag: Class B:

Just as above, but with flour. Bare in mind this can cause a lot of mess and a face full of flour can be irritating. Chalk is also an appropriate substitute.


Water balloons: Class B:

An old favourite, fairly harmless if you’re outside. If it fails to explode it may be thrown back. All the bits on using water weapons apply with these.


Fireworks: Class D:



Don’t. These are real explosives. Think about it.

Glitter is evil!

You may be tempted to use glitter instead of chalk, flour or confetti. Don’t. It may be showy, but glitter particles are abrasive, and cause severe irritation if they get in your eyes.

Rocket launchers/grenade launchers: Any long ranged weapon will be risky. Don’t use these around bystanders and take care with your aim. The only mostly safe example of this weapon is the Nerf rocket launcher.


Water balloon slingshot: Class C:

A traditional college weapon (apparently!), this can be nasty if used incorrectly. If you must use it, avoid high trajectories and situations involving bystanders.


Water-powered rocket: Class D:

Don’t use these. Though sold as a toy, they’re no joke when they hit; they can break windows or leave bruises, and they are made of plastic that shatters into sharp 

fragments.

Electrocution:


Rope: Class A:

Tape one end of a rope NEXT TO a power point and the other to a metal item, taking any steps you deem necessary to conceal the rope or string. If the victim touches the item then “Fzzzt!” they’re dead. There is no way to confirm if this attack has worked unless the GM or a neutral witness (accomplice?) observes the victim. Accomplices can remove electrocution ropes after they’ve caught the target. It is assumed he called the police and they cleaned up.


Real electricity of any kind: Class D:

NEVER use this. This is homicidal mania – not a game. Even low voltages can be dangerous.

Bombs:
A bomb must consist of a noise making device and a trigger. A note saying “BOOM!” is not enough.

If the victim doesn’t actually hear the bomb go off he is not dead.

Bombs come in all sizes. However, for game purposes there exist three sizes of bombs.

Small bombs: The size of an alarm clock, this kind of bomb will kill anyone standing next to the bomb or holding it. A sub-category of this type of bomb is letter bombs, which cost as much as a small bomb but will kill only the person opening the letter.

Medium bombs: The size of a shoebox, this kind of bomb will kill everyone in the room when it goes off.

Large bombs: The size of a crate, this kind of bomb will kill everyone on the floor immediately and everyone on floors above as the upper section of the building collapses.

Obviously bombs have immense capacity to kill bystanders.

Any bomb must have a note, saying bomb, attached to its side, though the entire bomb can then be hidden or disguised. For example, an alarm clock, set to ring in half an hour, would have to have a bomb tag placed on its side in bold letters, but could then be wrapped up as a Christmas present and given to someone, making them promise not to open it early. Half an hour later… BOOM!

If there’s any chance the bomb may be taken for a real one then don’t use it, or use a note something like this:

“BOMB. But only in our Killer game. It’s a GAME, damnit. G-A-M-E. Not a real bomb. Call me at 123-4567 before you cordon off the building and alert the FBI, okay?”

Bomb squad: If you discover a bomb you have two options:

1) Disarm it yourself and keep the bomb for future use.

2) Call in the bomb squad. This means you’ll have to evacuate the premises for ½ an hour (how far you’ll have to go depends on the size of the bomb) and then the bomb will be gone. Tell the GM that the bomb squad removed a bomb from such and such a location ASAP.

Obviously 1 provides incentive to booby trap your bombs just in case…

Time bombs: Any device with a timer trigger.

Alarm clocks: Class A:

Possibly concealed in a hollowed out book or some such container. 

Kitchen timer: Class A:


Only drawback is that these can generally only be set for up to an hour.

Electric Timer: Class A:

Set to turn something loud on at an appropriate time. Either the timer or the object must have the bomb message attached.

Tape Recorder: Class A:

Run a blank tape until your chosen time period has elapsed then record yourself shouting “BOOM!” Alternatively you can try something like this to really freak your opponent out (but you probably won’t kill him) “I am a 30 second bomb!  … 29 … 28 … 27 …etc” or be really nasty and go for the “I am a 30 second bomb!  … 29 … 28 … BOOM! I lied.”

Solar balloon bomb: Class A:

Place a dark coloured balloon in a window, where the heat (!?) of the sun will expand it and bring it into contact with a strategically located pin…

Fused Balloon: Class C:

A slow fuse is prepared and attached to a balloon (a cigarette is a good 5-minute fuse). When the fuse burns down the balloon blows up. Obvious risk of fire.

Booby traps:

Tack and balloon: Class A:

A tack is fastened in such a way so that it will be pushed into a balloon by a certain action, such as opening a door from the other side. Moving the balloon onto the tack is also possible. This can be adapted for hundreds of situations - doors, windows, car seats, drawers, ad infinitum. An average sized balloon represents a small bomb.

Alarm clock: Class A:

If a mechanical alarm clock is set so the arms don’t move, but the alarm is fully wound up, it will go off whenever the alarm knob is pulled. A string is then tied to the knob and then to something whose action will pull it, such as an opening door. Or simply leave it there for your bumbling victim to be curious about…

Push-button bomb: Class A:

Any noisy or alarming device that is triggered by a push-button can be used as a booby trap. A weight is propped over the push button or a rubber band set to press a makeshift lever against the button when a prop is removed. A string or other trap is then set. When the victim pulls the string… BOOM!

Computer bomb: Class A:

Simply reprogram the start up sequence on their computer to print “Boom! This computer just exploded!” during start-up. Emails don’t work for this – too easy!

Light switch bomb: Class A:

Replaces a light bulb with a red bulb or a buzzer or a flasher or something else appropriate. This is a very sporting bomb – people will always find it if they look. So if they die, it’s entirely their fault…

Dummy Time bomb: Class A:

A large box marked BOMB, with a cord leading to a wall socket. The cord actually belongs to a harmless device inside the box. The actual triggering mechanism is a tack and balloon mechanism designed to go off when the box is moved or disturbed.

And so on – the list of booby trap is immense! Use your imagination!

Auto-bombs:

Automobile bomb: Class A:

This simulates the “bomb under the hood” that explodes when the cars engine is turned on. All the killer needs is to get into the car and turn the radio up as loud as possible. When the engine starts the radio blares out and boom! And as the car is not yet moving it is perfectly safe and legal. Good idea to leave him a note to explain that he didn’t just accidentally leave the radio turned up…

Whistle exhaust: Class A:

A cheap plastic whistle is taped onto the exhaust so that when the engine starts running it blows… literally! A bomb note should be attached and a box to represent the actual bomb should be taped to the underside of the car and linked to the whistle somehow.

Remote control bombs:

Walkie-talkie bomb: Class A:

Leave one walkie-talkie concealed near where the target will be and at an appropriate moment turn on the other one and shout “BOOM!” down it or use the Morse code signaller to make it beep.

Cellular phone bomb: Class A:


Exactly the same as above. Leave a phone near them and give them a call.

Telephone bomb: Class A 

Acquire or borrow a cheap telephone with a distinctive ring. Sneak into your victims house and plant it on a second phone line or replace his own phone. Put a big BOMB sticker on the bottom of the phone then leave. Wait for your victim to return then call to wish him well. Or just let the next caller kill him.

Poisons: 

Poison notes for food: Class A:

The word “POISON” is written on a piece of paper and taped to the bottom of a bowl or glass (or hidden in a dish of candies, etc). If the victim eats or drinks before finding the note he is dead. The note can also be put in such places as the victim’s aspirin bottle or contact lens cleaning solution.

Dry ice: Class A:

Any booby trap or remote control device that dumps dry ice into water can be considered a poison gas generator, killing anyone in the room when it goes off.

The kiss of death: Class A:

The killer coats his or her lips with a flavoured lip balm or particularly weird shade of lipstick and kisses the victim. Goodnight! A particularly friendly way to kill. The killer is assumed to have already taken an antidote before applying the poison. 

Hard candy: Class A:

Small candies in mashed potato or something similar make an effective poison. If any of the candy is eaten…

Chocolate beer killers: Class A:

Chocolate with a hard candy coating will (at first) do nothing if dropped into beer, but shortly will cause the beer to foam the colour of the candy coating. If any beer has been drunk…

Poisoned shower: Class A:

A particularly nasty kill. Put a couple of drops of tempera paint powder in the victim’s showerhead. If he turns on the water will under the showerhead…

Hand buzzer: Class A:


Represents a poison ring. If they shake hands with you they deserve everything they get.

Envelope toxin: Class A:

Send him a letter with a little confetti in. If he opens envelopes by tearing one end and blowing into them he gets a face full of poison…

Send him a letter with a coating of something on the inside (needs to be a sturdy envelope). If he tears it and runs his finger across the top to open it…

Beastly books: Class A:

Put a note on the last page of the book saying each page has been poisoned. If the victim reads the whole book he has died. It’s assumed that only a little poison is on each page so the victim can carefully check the last page of each book before reading. The clever killer, therefore, uses a mystery thriller.

Poison picture: Class A:

Pick a picture in a prominent place on the wall and move it so it’s ever so slightly crooked. Then put double sided tape to represent contact poison where the victim will touch to straighten it.

Deadly chair: Class A:

Place a “poison” sticker on the back of a chair or under the cushion to represent a needle placed to stab the next person to sit in it and poison them.

Killer mouse: Class A:

A computer mouse is the perfect target for poison. Put aloe gel or something else that can be cleaned off easily on the mouse and a poison note on the bottom and wait…

Petroleum Jelly: Class B:

This slimy stuff can be used can be used as contact poison on almost anything, remembering that it can damage some things. Door handles and other such things are favourites for this stuff.

Poison Tokens: Class B:

These MUST be large and have “poison” written on them clearly. Slip them into your victim’s food and if he doesn’t check…The slight danger here is that he’ll swallow the tokens –try to use tokens that are large enough so this won’t happen!

Pestilent perfume: Class B:

Substitute something with an “interesting” odour for the victim’s perfume or aftershave. Don’t use anything that would cause injury or damage clothing.

Sneaky snack: Class B:

One especially nasty food kill is done with the hastily bribed waiter’s assistance. Most people will eat anything the waiter puts in front of them without a second thought whilst watching what their friends do like a hawk. Simply add the poison note and get the waiter to deliver… 

Firework smoke: Class D:


Like all fireworks, smoke bombs are illegal. Don’t use them.

Finally, this list is far from comprehensive. To preserve the GM’s sanity (what’s left of it anyway) I’ve paraphrased and cut out items. Hopefully enough is here to provide a basic spread of attacks and to inspire you to more fiendish efforts…

If you wish to use a weapon not listed here, let me know and, if it’s safe, go ahead. If you’re absolutely certain it’s a Class A weapon, then go ahead without waiting for consent from me, though do inform me. Otherwise please wait for consent from me.

