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Introduction
Before you go any further looking through your character pack, you’re going to notice that there are some things missing. You have no conventional character description like you’ll have had in most other LARPs that you’ve played. Your name badge is blank. There’s a bunch of funny looking tables and rules and things. What gives?

We’re going to do this a little differently to most other LARPs in that we’re going to create characters for everyone before we play. But we’re going to do this in such a way that we do it as a group, forging the network of relationships which most LARPs have written into them. What you’re going to get out of it is a character created by you that you will feel comfortable playing. You will know the characters you are related to a lot better than you would otherwise. If you have friends playing this game, you can make sure that your character is friends with their characters. If you’d rather play with strangers, that’s okay too. We’ll call this character generation process the BackGrounderator, and it’s a bit like character creation meets speed dating. More on that later, however.

For the record, you should have the following: Instructions and rules (this document), a double-sided character sheet, a character number sticker and a character questionnaire.
What’s Going On Here?

First things first. All of your characters are part of a class of high school soon-to-be-graduates in a small suburb of Dullsville, USA. School is out, and the state exams have been completed. This is that beautiful and warm summer period between finishing school and starting the next chapter of life. None of you have anywhere better to be. Sure, there are part-time jobs and vague ideas about travel, college or the Real World. But for the here, and the now, there’s nowhere you’d rather be - Even when the somewhere that you are is a deserted college campus in the dead of night.

Simply put, it’s a party. But it’s a party at exactly the right time. And that’s why this gathering has more at it than just the cool kids, or just the Goths. The party is simply a get-together of classmates, even though some of them might not be friends, gathering to celebrate an ending and a beginning. And to do a lot of the other things that teenagers do.

The Location

Hope High was built during the dot com boom of the mid nineties. Or rather it was started during the dot com boom of the mid nineties – It was never completely finished. The half-campus has sat quietly in the middle of the suburbs for a number of years ago, slowly growing moss. It’s a well-known fact that Hope High is full of rats, but for the most part it’s also relatively clean. The doors are locked shut with steel shutters which aren’t available to the general population. If, on the other hand, one’s father has a key…
Game Rules

“History Repeats” is to be played in the dark. That is to say, with the lights turned out. Consequently, while all LARPs have some degree of safety rules, these are more important than usual.

· Do not run around. You won’t be able to see. You will fall over something or someone and you will hurt yourself.

· Do not strike another player. If you intend to grab/punch/grapple another player, call the Referee (see “Game Calls.”)

· Do not touch another player. You don’t need to touch anyone other than to make a point by gently touching someone’s arm. In the dark, even more so. You don’t want to have a sexual harassment case landed on you because you meant to put your hand gently on someone’s knee to show affection and… missed.

Game Calls

A “Game Call” is made in order to reinforce a rules point, or to take the attention of the players. Game Calls are generally made by the Referee, but in certain cases can be used by players. A Game Call is made by saying in a normal speaking tone of voice “Game Call” followed by the Call in question. A Referee may speak slightly louder to get everyone’s attention. Valid Game Calls are as follows:

	Game Call
	Action

	“Man Down”
	Anyone may make this call. On hearing this call, stop what you are doing, step away from the individual making the call and await further instructions from the Referee. Use this call if you fall and injure yourself.

	“Time Stop”
	This call is made by the Referee only. On hearing this call, stop whatever you are doing and await further instructions from the Referee.

	“Simon Says”
	You may not use this call unless indicated you may do so by a Referee. If someone gives you an order preceded by “Simon Says” then you must obey – Your character has been compelled. Your character will know he has been compelled in some way, but not why or how.

	“Strike”
	You may not use this call unless indicated you may do so by a Referee. If someone uses a “Strike” call on you, you must recoil backward as if struck. Your character will know she has been hit in some way, but not why or how

	“Silence”
	You may not use this call unless indicated you may do so by a Referee. If someone uses a “Silence” call on you, you must remain silent for a slow count of thirty (count to thirty in your head.) Your character will know he has been silenced, but not why or how.

	“Referee”
	Anyone may make this call. Your Referee is carrying a torch with colored light and will shine this torch to indicate you have been heard. He will then attempt to be with you as soon as possible.


Character Creation

Character creation is done in several stages. We’re aiming to produce for you a character with several built-in links to other characters in the game. We’ll do this by staging several “events” in your character’s background. You will also need a “class” – The social sub-set of Dullsville High School society to which your character belongs.

Firstly – You’ll need a name for your character. Pick anything you like that isn’t your own name. You’ll also need to mark on your character sheet your sex. Your character’s sex is the same as yours. Now let’s randomly determine which “social class” you belong to:

	Die Result
	Class

	1 -2
	Outsider (You don’t fit into any of the other stereotypes. You might be a goth, a slut, or just one of those “weird” kids.)

	3 -4
	Jock (Sport is your passion and you’re not that keen on much else. Save maybe for loudly declaring how great you are.)

	5 -6
	Geek (You are academically gifted, but at the cost of your ability to socialize.)

	7 -8
	Blonde (Looking good and feeling great – But usually a few spanners short of a toolbox.)

	9 – 0
	Goody Two Shoes (You are either very good academically – Probably a valedictorian, or socially – A pillar of the community, or physically – the golden haired, tanned beauty with perfect teeth.)


Now we intend to give you links to other characters within the game. For each event there will be a “backdrop” – Some kind of social event attended by all of the Class, or a small subset thereof. Each backdrop will be decided on by the group.

Once a backdrop has been decided on, everyone will need to pick a partner. Pick someone at random if you like, or a friend – Your character will have some kind of link with the character belonging to this person.

Roll a D100. Consult the table and decide what “meaning” has been attached to the event. This gives you an idea of what happened during the event. You and your partner then decide exactly what this means.

Example: Joe and Sheila partner up to generate an event with the backdrop of a house party being held by one of the class blondes – Anna. Joe is a geek and Sheila is another blonde, usually a pairing that wouldn’t socialize together. They roll a “06” and consult the table – “Ecstasy to the point of divorce from reality.” Given the result, it can only be that Joe and Sheila made out at Anna’s party, but they are representatives of two cultures – They forgot themselves for a moment of true passion. Now Joe and Sheila must decide what happened afterward. Do they even remember the event? Had Sheila perhaps been drinking? Perhaps their tryst is something they’ve been keeping a secret ever since!

Rounding out your character

Once you have completed your character’s class and three events, you have two further tasks. Firstly, decide on goals for your character – These are the prime motivators for your character for this party, but perhaps they’re also life goals. Lastly a questionnaire is part of your character pack. Look through it and answer the questions from the point of view of your character.
Event Meaning Table

	1
	Attainment of goals
	51
	Loss due to the machinations of another

	2
	The founding of a fellowship
	52
	Lies made public

	3
	Neglect of the environment
	53
	Spite

	4
	Blight
	54
	A situation does not live up to expectations

	5
	The beginning of an enterprise which may harm others
	55
	Defeat

	6
	Ecstasy to the point of divorce from reality
	56
	Return of an old friend

	7
	Conquest by force
	57
	New alliances

	8
	Macho excess
	58
	Imitation of reality

	9
	Willpower
	59
	Confusion in legal matters

	10
	The recruitment of allies
	60
	Beauracracy

	11
	The triumph of an evil cause
	61
	Unfairness in a business matter

	12
	Physical and emotional violation
	62
	Journey by water

	13
	Weakness in the face of opposition
	63
	The bearer of bad news

	14
	Force applied with deliberate malice
	64
	Spying

	15
	A declaration of war
	65
	Motherly figure

	16
	Persecution of the innocent
	66
	Vengeance

	17
	Love
	67
	Change of place

	18
	Abandonment of the spiritual
	68
	Communication by technological means

	19
	Instant gratification
	69
	Bad news

	20
	Intellectual Inquiry
	70
	Good news

	21
	Antagonism toward new ideas
	71
	Cause of anxiety due to exterior reasons

	22
	Joy and laughter
	72
	Delay in achieving one’s goal

	23
	Written messages
	73
	Theft

	24
	Movement
	74
	Good advice from an expert

	25
	Wasteful dispersement of energies
	75
	Duality

	26
	Truce
	76
	The exposure and consequent failure of a plot

	27
	Balance disturbed
	77
	A project about to reach completion

	28
	Tension released
	78
	Intellectual competition

	29
	Disloyalty
	79
	Haggling

	30
	Friendship
	80
	Imprisonment

	31
	Physical attraction
	81
	Illness

	32
	Love for the wrong reasons
	82
	Release

	33
	Passion which interferes with judgement
	83
	Opposition collapses

	34
	A physical challenge
	84
	A matter believed to be of great import is actually of little consequence

	35
	Desertion of a project
	85
	Loss of interest

	36
	Domination
	86
	Celebration of success

	37
	Procrastination
	87
	Rapid development of an undertaking

	38
	Acclaim
	88
	Unwise extravagance

	39
	A journey which causes temporary separation
	89
	Non-arrival of an expected communication

	40
	Loss
	90
	Jealousy

	41
	A matter concluded in plenty
	91
	Dispute amongst partners

	42
	Healing
	92
	A project does not work out

	43
	Excessive devotion to the pleasures of the senses
	93
	Distrust of an authority figure

	44
	Swiftness in bringing a matter to its conclusion
	94
	Punishment

	45
	Delay in obtaining material possessions
	95
	Good fortune

	46
	Delay
	96
	The death of a dream

	47
	Prosperity
	97
	Debasement

	48
	Material Difficulties
	98
	Gambling

	49
	Cessation of benefits
	99
	Transformation and change

	50
	Temporary companionship
	00
	An unethical victory


Dice? Who needs dice?
All the character creation rules presented in the BackGrounderator work with D10s. Odds are you don’t have any D10s handy because… welll… this is a LARP, right? No problem. Here’s a handy dice for you to use, which comes neatly flattened. All you need is one other person to use it.


[image: image1]
Step One : Pick a number between 0 and 9.

Step Two : Have your partner pick another number.

Step Three : Cross reference your number with your partner’s.

Hey presto! You’ve generated a pseudo-random number between 0 and 9!
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