First Hour Characters
Master List:

· Useless Stoners 

· Creepy Trucker (and partner)

· Unsupervised Children

· Cold-Hearted Car Salesman

· Blind Old Person

· Helpful Foreigner

· Suspicious Security Guard

· Teen Runaway

· Con-man (and accomplice)

· Truck Stop Prostitutes

· Redneck Assholes

· Luckier Breakdown People 

· Crazy Homeless Guy


Phone Events, Hour 1:

· Tow Service Phone

· First Hour Excuses Phone

· LARP Phone


START: Have the car characters “get in the car” with Jack driving.  Read the following text like a TV narrator or a Greek chorus.  If there are 5 car characters, read the section in parentheses.  Otherwise leave it out (it’s pretty obvious).  Feel free to improvise on this:

Pat, Jack, Riley (Jessie and Jordan) were all in a car in the middle of nowhere, on the way to Ithacon, the gaming convention.  In Ithaca, of course. I don't remember the state, or the university they were coming from… My memory ain't what it used to be.

They were running late, and might have been a little lost.  They had just passed a town a few minutes back, but they didn’t notice the name.  It was Friday night.  They hadn’t eaten in a long time, so they were all hungry.  

Suddenly, there was a sputtering-popping sound from the engine and the car slowed to a halt in the wide gravel shoulder.  A breakdown.  Next to the road was a cornfield.  Across the road was… another cornfield.  A sign was visible in the distance; it read: “Rural Route 440.”  I think it was a full moon that night…

Useless Stoner 
(Bill, Ted, Shags, Lucy, Alice, Mary Jane)
“Dude, I am SOOO high right now!”

BACKGROUND:  You live in the middle of nowhere, and the most interesting pastime you can think of for a Friday night is to get stoned and wander around having an adventure.

“When they had eaten and drunk I sent two of my company to see what manner of men the people of the place might be, and they had a third man under them. They started at once, and went about among the Lotus-eaters, who did them no hurt, but gave them to eat of the lotus, which was so delicious that those who ate of it left off caring about home, and did not even want to go back and say what had happened to them, but were for staying and munching lotus with the Lotus-eaters without thinking further of their return; nevertheless, though they wept bitterly I forced them back to the ships and made them fast under the benches.” (Odyssey, Book IX)

GOAL:  To help these stressed out dudes, like, chill out.  You can’t really help them, but you think you can help them – by cheering them up and getting their mind off their problems.
INTERACTIONS:  They want help.  You can’t really give it to them.  You can’t really remember what the name of this road is.  And you’re not sure what this town’s name is, either.  You’ve been wandering around for an hour, stoned off your ass.  You’ve got a little money, but you still owe your hookup fifteen bucks for the buzz.  But, like, if these guys got change for a twenty....
ITEMS:  pipe, twenty-dollar bill, one-dollar bill, brownie
FORFEIT: None. Like, if you want to leave, leave. Or don't.
Useless Stoner
(Bill, Ted, Shags, Lucy, Alice, Mary Jane)
“Dude, I AM SOOOO high right now!”
BACKGROUND:  You live in the middle of nowhere, and the most interesting pastime you can think of for a Friday night is to get stoned and wander around having an adventure.

“When they had eaten and drunk I sent two of my company to see what manner of men the people of the place might be, and they had a third man under them. They started at once, and went about among the Lotus-eaters, who did them no hurt, but gave them to eat of the lotus, which was so delicious that those who ate of it left off caring about home, and did not even want to go back and say what had happened to them, but were for staying and munching lotus with the Lotus-eaters without thinking further of their return; nevertheless, though they wept bitterly I forced them back to the ships and made them fast under the benches.” (Odyssey, Book IX)

GOAL:  To help these stressed out dudes, like, chill out.  You can’t really help them, but you think you can help them – by cheering them up and getting their mind off their problems.
INTERACTIONS:  They want help.  You can’t really give it to them.  You can’t really remember what the name of this road is.  And you’re not sure what this town’s name is, either.  You’ve been wandering around for an hour, stoned off your ass.  You’ve got a little money, but you still owe your hookup fifteen bucks for the buzz.  But, like, if these guys got change for a twenty....

ITEMS:  pipe, twenty-dollar bill, one-dollar bill, brownie
FORFEIT:  None. Like, if you want to leave, leave. Or don't.

Useless Stoner
(Bill, Ted, Shags, Lucy, Alice, Mary Jane)

“Dude, I am SOOO HIGH right now!”
BACKGROUND:  You live in the middle of nowhere, and the most interesting pastime you can think of for a Friday night is to get stoned and wander around having an adventure.

“When they had eaten and drunk I sent two of my company to see what manner of men the people of the place might be, and they had a third man under them. They started at once, and went about among the Lotus-eaters, who did them no hurt, but gave them to eat of the lotus, which was so delicious that those who ate of it left off caring about home, and did not even want to go back and say what had happened to them, but were for staying and munching lotus with the Lotus-eaters without thinking further of their return; nevertheless, though they wept bitterly I forced them back to the ships and made them fast under the benches.” (Odyssey, Book IX)

GOAL:  To help these stressed out dudes, like, chill out.  You can’t really help them, but you think you can help them – by cheering them up and getting their mind off their problems.
INTERACTIONS:  They want help.  You can’t really give it to them.  You can’t really remember what the name of this road is.  And you’re not sure what this town’s name is, either.  You’ve been wandering around for an hour, stoned off your ass.  You’ve got a little money, but you still owe your hookup fifteen bucks for the buzz.  But, like, if these guys got change for a twenty....

ITEMS:  pipe, twenty-dollar bill, one-dollar bill, brownie
FORFEIT:  None. Like, if you want to leave, leave. Or don't.
Creepy Trucker
(Joe Bob, Bobby Joe, Bertha, Shanaynay)
“We all got needs.  Come on over here and show me how bad you need that ride, boy.”

BACKGROUND:  You’ve been on the road, back and forth across this great nation for two weeks.  You’ve found that the road offers a lot of perverse pleasures for a man who’s only in town for a half hour…  Just long enough…

The cannibals in the Odyssey were “man eaters.” Well, that broken down youth has sure got a purdy mouth…
GOAL:  To entice, trick, or force some of these lost souls into depraved and perverse sexual acts.  Gender doesn’t matter.  You go for the “broken down and desperate” type.  You’re not likely to succeed, but you sure are going to creep them out!

INTERACTIONS:  You and your partner (if applicable) pull up in your truck.  These folks look like they need a ride.  Start with trickery and guile to get one of them alone.  You have to make sure they’re “sufficiently grateful” for your help.  Resort to offering them all a ride only after you’ve creeped them out so much they wouldn’t even consider accepting. And don't even give it to them… You have a schedule to keep.
ITEMS:  Gross Can, five-dollar bill, five-dollar bill, map
FORFEIT:  The creepy trucker cops a greasy feel. (No lasting effect other than a desire for a shower.)
Creepy Trucker’s Partner
(Joe Bob, Bobby Joe, Bertha, Shanaynay)
“Well shoot, missy!  You gonna show me what else you can do with that mouth?”

BACKGROUND:  You’ve been on the road, back and forth across this great nation for two weeks.  You’ve found that the road offers a lot of perverse pleasures for a man who’s only in town for a half hour…  Just long enough…

The cannibals in the Odyssey were “man eaters.” Well, that broken down youth has sure got a purdy mouth…
GOAL:  To help your pal entice, trick, or force some of these lost souls into depraved and perverse sexual acts.  Gender doesn’t matter to him – or you.  Y'all go for the “broken down and desperate” type.  You’re not likely to succeed, but you sure are going to creep them out!

INTERACTIONS:  You and your partner pull up in your truck.  These folks look like they need a ride.  Start with trickery and guile to help your partner get one of them alone.  You have to make sure they’re “sufficiently grateful” for your help, after all.  You are willing to pay for minor sex acts.  Resort to offering them all a ride only after you’ve creeped them out so much they wouldn’t even consider accepting. And don't even give it to them… You have a schedule to keep.
ITEMS:  Gross Can, twenty-dollar bill, ten-dollar bill, Fifty Dollar Bill
FORFEIT:  The creepy trucker cops a greasy feel. (No lasting effect other than a desire for a shower.)
Unsupervised Child
(Tyler, Michael, Gregory, Tristan,
Haley, Erin, Jenny, Bradley)

“Tag!  You’re it!”

BACKGROUND:  You’re a child about 8 years old.  Your family lets you run loose with your friends, and they don’t really keep track of where you are.  On school nights you have to be in bed by 8:30, but on weekends, you just have to be back before mommy and daddy stumble in from the honky tonk, which tends to be around 3:00am.


“Nausicaa, how did your mother bear a girl so careless?  Your splendid clothes are lying here uncared for…” (Athena, Odyssey Book VI)

GOAL:  To have fun playing with your friends.  Also, teasing these poor suckers.


INTERACTIONS:  First of all, it’s fun to make fun of people.  You and your friends should tease these adults for being such losers that they’re broken down on the side of the road.  Second of all, you’re having fun.  Play freeze tag, and use the broken down car (“What!  Do you need it for something?”) as a ten-count base!  Play knights and monsters and make the poor stranded “old people” the monsters.  Play keep-away with their car keys!

Special:  Your combat card value is reduced by 8, to a minimum of 1.  This also improves your ability to steal things and get away. You lose ties, though. Show this box text if the player doubts you.


ITEMS:  Canadian penny


FORFEIT:  None.  Running from a child.  Go you.

Unsupervised Child
(Tyler, Michael, Gregory, Tristan,

Haley, Erin, Jenny, Bradley)

“Tag!  You’re it!”

BACKGROUND:  You’re a child about 8 years old.  Your family lets you run loose with your friends, and they don’t really keep track of where you are.  On school nights you have to be in bed by 8:30, but on weekends, you just have to be back before mommy and daddy stumble in from the honky tonk, which tends to be around 3:00am.


“Nausicaa, how did your mother bear a girl so careless?  Your splendid clothes are lying here uncared for…” (Athena, Odyssey Book VI)

GOAL:  To have fun playing with your friends.  Also, teasing these poor suckers.


INTERACTIONS:  First of all, it’s fun to make fun of people.  You and your friends should tease these adults for being such losers that they’re broken down on the side of the road.  Second of all, you’re having fun.  Play freeze tag, and use the broken down car (“What!  Do you need it for something?”) as a ten-count base!  Play knights and monsters and make the poor stranded “old people” the monsters.  Play keep-away with their car keys!

Special:  Your combat card value is reduced by 8, to a minimum of 1.  This also improves your ability to steal things and get away. You lose ties, though. Show this box text if the player doubts you.


ITEMS:  Canadian penny

FORFEIT:  None.  Running from a child.  Go you.
Unsupervised Child
(Tyler, Michael, Gregory, Tristan,
Haley, Erin, Jenny, Bradley)

“Tag!  You’re it!”

BACKGROUND:  You’re a child about 8 years old.  Your family lets you run loose with your friends, and they don’t really keep track of where you are.  On school nights you have to be in bed by 8:30, but on weekends, you just have to be back before mommy and daddy stumble in from the honky tonk, which tends to be around 3:00am.


“Nausicaa, how did your mother bear a girl so careless?  Your splendid clothes are lying here uncared for…” (Athena, Odyssey Book VI)

GOAL:  To have fun playing with your friends.  Also, teasing these poor suckers.


INTERACTIONS:  First of all, it’s fun to make fun of people.  You and your friends should tease these adults for being such losers that they’re broken down on the side of the road.  Second of all, you’re having fun.  Play freeze tag, and use the broken down car (“What!  Do you need it for something?”) as a ten-count base!  Play knights and monsters and make the poor stranded “old people” the monsters.  Play keep-away with their car keys!

Special:  Your combat card value is reduced by 8, to a minimum of 1.  This also improves your ability to steal things and get away. You lose ties, though. Show this box text if the player doubts you.


ITEMS:  Canadian penny


FORFEIT:  None.  Running from a child.  Go you.


Unsupervised Child
(Tyler, Michael, Gregory, Tristan,

Haley, Erin, Jenny, Bradley)

“Tag!  You’re it!”

BACKGROUND:  You’re a child about 8 years old.  Your family lets you run loose with your friends, and they don’t really keep track of where you are.  On school nights you have to be in bed by 8:30, but on weekends, you just have to be back before mommy and daddy stumble in from the honky tonk, which tends to be around 3:00am.


“Nausicaa, how did your mother bear a girl so careless?  Your splendid clothes are lying here uncared for…” (Athena, Odyssey Book VI)

GOAL:  To have fun playing with your friends.  Also, teasing these poor suckers.


INTERACTIONS:  First of all, it’s fun to make fun of people.  You and your friends should tease these adults for being such losers that they’re broken down on the side of the road.  Second of all, you’re having fun.  Play freeze tag, and use the broken down car (“What!  Do you need it for something?”) as a ten-count base!  Play knights and monsters and make the poor stranded “old people” the monsters.  Play keep-away with their car keys!

Special:  Your combat card value is reduced by 8, to a minimum of 1.  This also improves your ability to steal things and get away. You lose ties, though. Show this box text if the player doubts you.


ITEMS:  Canadian penny


FORFEIT:  None.  Running from a child.  Go you.

Cold-Hearted Car Salesman
(Jackie, Barb, Jimmy, Nick)
“Say, you folks need a lift?  I’ve got a great deal on an ‘05 Silverado, and I’m willing to sell it to you right now!”
BACKGROUND:  Car sales in Hyckesville are really slow, especially in these tough times.  You’re desperate for a sale, and your life sucks, so you don’t care about anyone other than yourself.

“'… You're here because deathless gods despise you.’” (Aeolus, Odyssey Book X)

GOAL:  To sell these poor saps a car.  They’re desperate, so you’re going to jack up the price, too.  Of course, you’re not likely to succeed.

INTERACTIONS:  You pull up in your fancy SUV with plenty of room, but refuse to give them a ride (if they ask).  Instead, you offer to sell them used 2005 Silverado.  You even have a photo of it!  Tease them by acting like you’ll consider giving them a ride somewhere, but then say the only way you’ll let them in your car is if they’re committed to buying that Silverado.  If they agree, the credit check shows they can't afford it (you've got the equipment in your car), so never mind, no ride for them. If they knock you out, the SUV breaks down.

ITEMS:  car ad, car ad, sale papers, one-dollar bill
FORFEIT:  Somehow the person trying to run (successful or not) winds up with a copy of the car ad…

Blind Old Person

(Ruby, Mae, Andy, Dick)

“I was in a situation just like yours back in ’73…”

BACKGROUND:  You’re over 80 years old and mostly blind, but that doesn’t mean you have to stay home on a Friday night – especially when you can swipe some cash from your daughter-in-law’s purse!  So you get out your cane and wander around the roads at night without your daughter-in-law knowing until the cops find you and bring you home.


“Your death will come far from the sea, such a gentle passing, when you are bowed down with a ripe old age, and your people prospering around you. In all these things I'm telling you the truth.'” (Teiresias, Odyssey, Book XI)

GOAL:  You’re bored, so helping these poor kids will make you happy.  Also, you know that the number of a tow and service station nearby is 443-555-1212.

INTERACTIONS:  Tell them stories of your youth.  Ask them what a con is.  Make them explain what they do at the con.  Make them explain LARP.  Make them explain it lots.  You’re not serious helpful like the Teiresias in the Odyssey; you’re just an old person who’s useless to the stranded Car people. If you like, you can get "crazier" and tell the Car characters that there's a vampire and a couple of cannibals in town. (It's true, by the way.)
Special:  Regardless of your actual card, your combat card value is “3,” and your stealing card value is “Jack”.  You lose ties. Show this box text if anyone doubts you.


ITEMS:  cane, one-dollar bill, five-dollar bill, ten-dollar bill, ten-dollar bill


FORFEIT:  You get drubbed by a cane, and it hurts, but you’re not knocked out. (No lasting effect.)
Foreigner (not the band)

(Juan, Ran Li, Yashik, Lobi)

“Hola. Veo que su coche está quebrado me dejó ayudarle de cualquier manera que pueda.”
BACKGROUND:  Vous êtes monté ici sur votre Vespa.  (You rode over here on your vespa).  Vous êtes un Étranger et vous ne parlez pas anglais.  (You’re a stranger and you don’t speak English)

GOAL:  Sie möchten diesen Leuten in jeder Hinsicht helfen, die Sie können. (You want to help these people any way you can)

INTERACTIONS:  Siete molto utili, ma non parlate una parola dell'inglese e succhiate ai charades.  (You are very helpful, but you don't speak a word of English and you suck at Charades.)  Inoltre avete un programma.  (You also have a map.)  Dovreste dare alla gente dell'automobile il programma.  (You should give the car people the map.)
Hint:  If you speak a foreign language, do so, as fast as possible.  If you don’t speak a foreign language, babble on in fake Chinese (aka “ching-chang-chow-la”) or something.  Eventually you realize how fruitless this is and leave. If you're feeling really nice and the Car players are really good at miming, maybe give them some money, starting with the foreign money.
ITEMS:  600 francs, hundred-dollar bill, twenty-dollar bill, one-dollar bill, map
FORFEIT:  None.

Suspicious Security Guard

(Tyler, Skylar, Bubba, Lurlene)


“Do you know you’re five hundred yards from private property?”


BACKGROUND:  You’re paid to patrol around to keep people from sneaking into the farmers’ fields and stealing their produce.  Your spouse just left you and you’re in need of a power trip.  Look!  Some poor, hapless, stranded motorists to harass!


GOAL:  Harass the car people.  Find out what they know.  Find out if they’re here to steal some corn.  Find out what they’re doing out here.  Find out where they’re going.  Find out what a “con” is.  Find out what they do at this freaky “con”.  Find out what “LARP” is…  etc…


INTERACTIONS:  City folks always lie.  Interrogate them, threaten to cuff them.  Eventually, since they haven’t done anything wrong, you have to leave them alone.  If they actually commit a crime in front of you (like stealing from you) things may come to a fight where they’ll probably tie you up and stow you in your car.  Fun times!  Regardless, they can’t steal your car (it obviously has LoJack) and you will refuse to give them a ride.

Special:  If someone steals from you, you always notice something is missing after they’ve stolen it.  You may not know who stole it, but you’ll blame the city folks unless it’s obvious.


ITEMS:  plastic cinch-cuffs, pepper spray, radio, hundred-dollar bill

FORFEIT:  If the Guard has it out, you get hit with pepper spray.  Otherwise, nothing.

Teen Runaway
(Sharon, Dirk)
“Hey, can I get a ride?”
BACKGROUND:  Your mom grounded you until you’re eighteen!  Your dad just lets her get away with being a fascist!  You can’t stand living under their “emotionally abusive” (editor’s note:  not really) tyranny any longer!

GOAL:  To get a ride.

INTERACTIONS:  You just ran away from your parents, whom you hate (for now).  You can rant on about how they took away your cell phone or cancelled your MySpace account, or wouldn’t let your boyfriend/girlfriend sleep over, etc.  Eventually, you will get cold feet and want to go home.

ITEMS (the essentials):  iPod, Journal, Dad’s AmEx, twenty-dollar bill, ten-dollar bill
FORFEIT:  Running away from a runaway?  Trade cards!


Con-Artist

(Harrison, Amy)
“I can fix that.  I’m a mechanic.  Normally we charge $75 an hour, but I’ll  do it for $50.”

BACKGROUND:  You’re not a mechanic.  You’re a con artist.  You want to get paid up front, not fix the car, and run off.  Alternately, if you want to practice another kind of con, here’s your chance.
GOAL:  To make money.

INTERACTIONS:  You walk up and start your con.  If you’re not a skilled con-artist in real life, try the “I’m a mechanic” con and try to get paid up front.  Run off while you’re working on the car and they’re distracted.  If you know some other con, perhaps using some of the other equipment you’ve got, go for it.  Good luck!

Alternate Con:  The lottery ticket you have has had the date very carefully altered with a needle and a pen.  Give reason why you can’t claim it (i.e. wanted by the police, owe back taxes, etc.) and offer to sell the ticket to anyone for $300 (halfsies).  Obviously they’ll negotiate, but that’s the point.  Bargain poorly, and let them buy it for whatever they’re willing to pay.  Suckers.

ITEMS:  twenty-dollar bill, one-dollar bill (for short change cons), winning lottery ticket, “winning numbers” page FORFEIT:  The con-artist steals your two smallest dollar-amount bills

Con-Artist’s Partner

(Willy, Jane)

“Did you guys see this new forty dollar bill?”

BACKGROUND:  There is no $40 bill.  You’re a con artist.  You could also pose as a mechanic, get paid up front, not fix the car, and run off.
GOAL:  To make money.

INTERACTIONS:  You walk up and start your con.  If you’re not a skilled con-artist in real life, try the “I’m a mechanic” con and try to get paid up front.  Run off while you’re working on the car and they’re distracted.  If you know some other con, perhaps using some of the other equipment you’ve got, go for it.  Good luck!

Alternate (bad) Con:  There’s a new forty dollar bill.  It’s really cool!  It has the face of Ronald Reagan on it, and you’re barely willing to part with it.  Or so you want to convince people of.  This is a really bad con, so you should wait until your partner has tried his first…
ITEMS:  twenty-dollar bill, one-dollar bill, forty-dollar bill
FORFEIT:  The con-artist steals your two smallest dollar-amount bills


Truck Stop Prostitute
(Pepper, Honey, Cherry, Baby, etc.)

“Looks like y’all could use a pick-me up.  What say you pick me up?”

BACKGROUND:  A car full of hookers on their way to the truck stop passes some stranded motorists.  Stranded motorists have been some of your best customers in the past – they’re both bored and anxious at the same time.  NOTE:  The sex workers never travel alone, so wait to get some hooker partner(s).

"They sang these words most musically, and as I longed to hear them further I made signs by frowning to my men that they should set me free; but they quickened their stroke, and Eurylochus and Perimedes bound me with still stronger bonds till we had got out of hearing of the Sirens' voices. Then my men took the wax from their ears and unbound me.” (Odyssey, Book XII)

GOAL:  To get paid for performing sex acts on the poor stranded folk (or any other characters nearby; but the poor stranded folk are the top priority). No rides, sorry, not enough room.

INTERACTIONS:  Broach the topic of prostitution in that subtle way. Say things like “Hey, baby, you look a little stressed.  How about we go back in that cornfield so I can blow off some of your steam?”  Or…  “It gets boring waiting to be rescued.  How about I give you a little private entertainment?”  NOTE:  The car characters may want your condom for sex among themselves.  You’re willing to sell them for five bucks.

ITEMS:  five-dollar bill, five-dollar bill, condom, condom

FORFEIT:  The prostitute takes your lowest value dollar bill.
Truck Stop Prostitute
(Pepper, Honey, Cherry, Baby, etc.)


“Looks like y’all could use a pick-me up.  What say you pick me up?”

BACKGROUND:  A car full of hookers on their way to the truck stop passes some stranded motorists.  Stranded motorists have been some of your best customers in the past – they’re both bored and anxious at the same time.  NOTE:  The sex workers never travel alone, so wait to get some hooker partner(s).


"They sang these words most musically, and as I longed to hear them further I made signs by frowning to my men that they should set me free; but they quickened their stroke, and Eurylochus and Perimedes bound me with still stronger bonds till we had got out of hearing of the Sirens' voices. Then my men took the wax from their ears and unbound me.” (Odyssey, Book XII)

GOAL:  To get paid for performing sex acts on the poor stranded folk (or any other characters nearby; but the poor stranded folk are the top priority). No rides, sorry, not enough room.


INTERACTIONS:  Broach the topic of prostitution in that subtle way. Say things like “Hey, baby, you look a little stressed.  How about we go back in that cornfield so I can blow off some of your steam?”  Or…  “It gets boring waiting to be rescued.  How about I give you a little private entertainment?”  NOTE:  The car characters may want your condom for sex among themselves.  You’re willing to sell them for five bucks.


ITEMS:  five-dollar bill, five-dollar bill, condom, condom


FORFEIT:  The prostitute takes your lowest value dollar bill.



Truck Stop Prostitute
(Pepper, Honey, Cherry, Baby, etc.)


“Looks like y’all could use a pick-me up.  What say you pick me up?”

BACKGROUND:  A car full of hookers on their way to the truck stop passes some stranded motorists.  Stranded motorists have been some of your best customers in the past – they’re both bored and anxious at the same time.  NOTE:  The sex workers never travel alone, so wait to get some hooker partner(s).


"They sang these words most musically, and as I longed to hear them further I made signs by frowning to my men that they should set me free; but they quickened their stroke, and Eurylochus and Perimedes bound me with still stronger bonds till we had got out of hearing of the Sirens' voices. Then my men took the wax from their ears and unbound me.” (Odyssey, Book XII)

GOAL:  To get paid for performing sex acts on the poor stranded folk (or any other characters nearby; but the poor stranded folk are the top priority). No rides, sorry, not enough room.


INTERACTIONS:  Broach the topic of prostitution in that subtle way. Say things like “Hey, baby, you look a little stressed.  How about we go back in that cornfield so I can blow off some of your steam?”  Or…  “It gets boring waiting to be rescued.  How about I give you a little private entertainment?”  NOTE:  The car characters may want your condom for sex among themselves.  You’re willing to sell them for five bucks.


ITEMS:  five-dollar bill, five-dollar bill, condom, condom


FORFEIT:  The prostitute takes your lowest value dollar bill.

Truck Stop Prostitute
(Pepper, Honey, Cherry, Baby, etc.)


“Looks like y’all could use a pick-me up.  What say you pick me up?”

BACKGROUND:  A car full of hookers on their way to the truck stop passes some stranded motorists.  Stranded motorists have been some of your best customers in the past – they’re both bored and anxious at the same time.  NOTE:  The sex workers never travel alone, so wait to get some hooker partner(s).


"They sang these words most musically, and as I longed to hear them further I made signs by frowning to my men that they should set me free; but they quickened their stroke, and Eurylochus and Perimedes bound me with still stronger bonds till we had got out of hearing of the Sirens' voices. Then my men took the wax from their ears and unbound me.” (Odyssey, Book XII)

GOAL:  To get paid for performing sex acts on the poor stranded folk (or any other characters nearby; but the poor stranded folk are the top priority). No rides, sorry, not enough room.


INTERACTIONS:  Broach the topic of prostitution in that subtle way. Say things like “Hey, baby, you look a little stressed.  How about we go back in that cornfield so I can blow off some of your steam?”  Or…  “It gets boring waiting to be rescued.  How about I give you a little private entertainment?”  NOTE:  The car characters may want your condom for sex among themselves.  You’re willing to sell them for five bucks.


ITEMS:  five-dollar bill, five-dollar bill, condom, condom


FORFEIT:  The prostitute takes your lowest value dollar bill

Redneck Asshole
(Joe Bob, Jeb, Jim, Kitty, Annie, Mary Sue, etc.)
“Well, well, well.  Look at the stranded city boys…”
BACKGROUND:  You’re coming from a dog fight or a monster truck show or fishing or watching NASCAR or some other horribly stereotypical “red state” activity.  You’ve had approximately too many Bud Lights, and you harbor a deep inferiority complex which instantly activates upon seeing privileged sub/urban “city folk” who obviously think they’re better than you.  This isn’t the first time you’ve done this…

GOAL:  To really make the car people’s lives hell.

INTERACTIONS:  Insult, harass, threaten, bully, and otherwise mess with the car people.  Feel free to mess up their car, throw stuff at them, make them cry, etc.  You can also beat them up if they get uppity.  Once you beat them up, make them cry or otherwise reach the apex of your horrible behavior, it’s time to leave.

ITEMS:  beer bottle, one-dollar bill, pork rinds
FORFEIT:  The redneck deals you a glancing blow and you get a nice black eye (but you don’t fall unconscious). [Technically no lasting effect, but it sucks.]
Redneck Asshole
(Joe Bob, Jeb, Jim, Kitty, Annie, Mary Sue, etc.)
“Well, well, well.  Look at the stranded city boys…”
BACKGROUND:  You’re coming from a dog fight or a monster truck show or fishing or watching NASCAR or some other horribly stereotypical “red state” activity.  You’ve had approximately too many Bud Lights, and you harbor a deep inferiority complex which instantly activates upon seeing privileged sub/urban “city folk” who obviously think they’re better than you.  This isn’t the first time you’ve done this…

GOAL:  To really make the car people’s lives hell.

INTERACTIONS:  Insult, harass, threaten, bully, and otherwise mess with the car people.  Feel free to mess up their car, throw stuff at them, make them cry, etc.  You can also beat them up if they get uppity.  Once you beat them up, make them cry or otherwise reach the apex of your horrible behavior, it’s time to leave.

ITEMS:  beer bottle, one-dollar bill, pork rinds

FORFEIT:  The redneck deals you a glancing blow and you get a nice black eye (but you don’t fall unconscious). [Technically no lasting effect, but it sucks.]

Redneck Asshole
(Joe Bob, Jeb, Jim, Kitty, Annie, Mary Sue, etc.)
“Well, well, well.  Look at the stranded city boys…”
BACKGROUND:  You’re coming from a dog fight or a monster truck show or fishing or watching NASCAR or some other horribly stereotypical “red state” activity.  You’ve had approximately too many Bud Lights, and you harbor a deep inferiority complex which instantly activates upon seeing privileged sub/urban “city folk” who obviously think they’re better than you.  This isn’t the first time you’ve done this…

GOAL:  To really make the car people’s lives hell.

INTERACTIONS:  Insult, harass, threaten, bully, and otherwise mess with the car people.  Feel free to mess up their car, throw stuff at them, make them cry, etc.  You can also beat them up if they get uppity.  Once you beat them up, make them cry or otherwise reach the apex of your horrible behavior, it’s time to leave.

ITEMS:  beer bottle, one-dollar bill, pork rinds

FORFEIT:  The redneck deals you a glancing blow and you get a nice black eye (but you don’t fall unconscious). [Technically no lasting effect, but it sucks.]

Redneck Asshole
(Skylar, Jeb, Jim, Kitty, Annie, Mary Sue, etc.)
“Well, well, well.  Look at the stranded city boys…”
BACKGROUND:  You’re coming from a dog fight or a monster truck show or fishing or watching NASCAR or some other horribly stereotypical “red state” activity.  You’ve had approximately too many Bud Lights, and you harbor a deep inferiority complex which instantly activates upon seeing privileged sub/urban “city folk” who obviously think they’re better than you.  This isn’t the first time you’ve done this…

GOAL:  To really make the car people’s lives hell.

INTERACTIONS:  Insult, harass, threaten, bully, and otherwise mess with the car people.  Feel free to mess up their car, throw stuff at them, make them cry, etc.  You can also beat them up if they get uppity.  Once you beat them up, make them cry or otherwise reach the apex of your horrible behavior, it’s time to leave.

ITEMS:  beer bottle, one-dollar bill, pork rinds

FORFEIT:  The redneck deals you a glancing blow and you get a nice black eye (but you don’t fall unconscious). [Technically no lasting effect, but it sucks.]


Other Breakdown: Driver
(Micah, Kennedy, Ali, Casey)


“Fifteen minutes?  Really?  Thanks!”


BACKGROUND:  You’re on your way to this con, and your car breaks down like thirty feet away from this other broken down car!  You’re in the boffer LARP Friday night, so you don’t know anything about those gothy vampire people.

GOAL:  To show how it could have been.  That is, if people wrote LARPs about people not encountering any difficulty at all…


INTERACTIONS:  You have quadruple A.  When you call them for a tow, they quote you fifteen minutes.


Lampoon:  Feel free to totally lampoon the car people.  Make banana-phone calls to friends who are sympathetic and helpful; have positive, happy relationships; celebrate your solidarity as friends.  Talk about how the boffer LARP is OK without you and how you’ve got all your plots in order.  You don’t have to actually get a “phone person” or GM to handle your phone calls – just act out your half of the conversation.  

ITEMS:  twenty-dollar bill, twenty-dollar bill, boffer, medieval costume

FORFEIT:  A person in Renn Fest garb rapidly taps you with a foam covered stick.  Take three dignity damage. [No real effect.]
Other Breakdown: Shotgun
(Micah, Kennedy, Ali, Casey)


“Fifteen minutes?  Really?  Great!”


BACKGROUND:  You’re on your way to this con, and your car breaks down like thirty feet away from this other broken down car!  You’re in the boffer LARP Friday night, so you don’t know anything about those gothy vampire people.


GOAL:  To show how it could have been.  That is, if people wrote LARPs about people not encountering any difficulty at all…


INTERACTIONS:  You brought a lot of absolutely necessary gear, and would like to remind people that there is literally no space left in your car.  But you could loan them some cash...


Lampoon:  Feel free to totally lampoon the car people.  Make banana-phone calls to friends who are sympathetic and helpful; have positive, happy relationships; celebrate your solidarity as friends.  Talk about how the boffer LARP is OK without you and how you’ve got all your plots in order.  You don’t have to actually get a “phone person” or GM to handle your phone calls – just act out your half of the conversation.  


ITEMS:  twenty-dollar bill, twenty-dollar bill, boffer, medieval costume

FORFEIT:  A person in Renn Fest garb rapidly taps you with a foam covered stick.  Take three dignity damage. [No real effect.]

Other Breakdown: Back Seat
(Micah, Kennedy, Ali, Casey)


“Fifteen minutes?  Really?  Awesome!”


BACKGROUND:  You’re on your way to this con, and your car breaks down like thirty feet away from this other broken down car!  You’re in the boffer LARP Friday night, so you don’t know anything about those gothy vampire people.


GOAL:  To show how it could have been.  That is, if people wrote LARPs about people not encountering any difficulty at all…


INTERACTIONS:  You have a credit card with a high limit and a good paying job.  There’s no problem with money for your car.


Lampoon:  Feel free to totally lampoon the car people.  Make banana-phone calls to friends who are sympathetic and helpful; have positive, happy relationships; celebrate your solidarity as friends.  Talk about how the boffer LARP is OK without you and how you’ve got all your plots in order.  You don’t have to actually get a “phone person” or GM to handle your phone calls – just act out your half of the conversation.  


ITEMS:  twenty-dollar bill, twenty-dollar bill, boffer, medieval costume

FORFEIT:  A person in Renn Fest garb rapidly taps you with a foam covered stick.  Take three dignity damage. [No real effect.]

Crazy Homeless Person
(Bud, Sally)
“Wall street and a banana-nana.  Fifty cents please.”
BACKGROUND:  You’re a crazy homeless drifter.  You smell bad and act pretty delusional.
“Hail, child of fair-faced Semele! He who forgets you can in no wise order sweet song.” (Odyssey, Book VII)

GOAL:  To scare and amuse the car people.  At the same time.  To be dangerously mad, a ravening lunatic, truly frightening, arousing all kinds of suspicion, and also sad and feeble at the same time.  True madness is so difficult to portray; do your best facsimile.
Fall back on the following key images/concepts if you're desperate: A conjure-woman with a crush. A feral vampire on the hunt. A deal with the devil, and a guardian angel. A naked man commanding the dead. A squid filled with green men. 

INTERACTIONS:  Walk up to them, show them your Stench so they know how bad you smell, and then proceed to babble at them incomprehensibly, or ask them shabby and strange questions.  If you drew a low card, act goofy and steal stuff from them.  If you drew a high card, act scary and mad and fight them if they provoke you.  Actually, feel free to do both regardless of what card you drew!
ITEMS:  Stench, Stench, Stench, Stench (you’re so smelly you get four of them)

FORFEIT:  Give the person attempting to flee a Stench.

Suspicious Security Guard

(Tyler, Skylar, Bubba, Lurlene)


“Do you know you’re five hundred yards from private property?”


BACKGROUND:  You’re paid to patrol around to keep people from sneaking into the farmers’ fields and stealing their produce.  Your spouse just left you and you’re in need of a power trip.  Look!  Some poor, hapless, stranded motorists to harass!


GOAL:  Harass the car people.  Find out what they know.  Find out if they’re here to steal some corn.  Find out what they’re doing out here.  Find out where they’re going.  Find out what a “con” is.  Find out what they do at this freaky “con”.  Find out what “LARP” is…  etc…


INTERACTIONS:  City folks always lie.  Interrogate them, threaten to cuff them.  Eventually, since they haven’t done anything wrong, you have to leave them alone.  If they actually commit a crime in front of you (like stealing from you) things may come to a fight where they’ll probably tie you up and stow you in your car.  Fun times!  Regardless, they can’t steal your car (it obviously has LoJack) and you will refuse to give them a ride.

Special:  If someone steals from you, you always notice something is missing after they’ve stolen it.  You may not know who stole it, but you’ll blame the city folks unless it’s obvious.


ITEMS:  plastic cinch-cuffs, pepper spray, radio, hundred-dollar bill


FORFEIT:  If the Guard has it out, you get hit with pepper spray.  Otherwise, nothing.

Crazy Homeless Person

(Fred, Joan)
“Wall street and a banana-nana.  Fifty cents please.”
BACKGROUND:  You’re a crazy homeless drifter.  You smell bad and act pretty delusional.

“Hail, child of fair-faced Semele! He who forgets you can in no wise order sweet song.” (Odyssey, Book VII)

GOAL:  To scare and amuse the car people.  At the same time.  To be dangerously mad, a ravening lunatic, truly frightening, arousing all kinds of suspicion, and also sad and feeble at the same time.  True madness is so difficult to portray; do your best facsimile.

Fall back on the following key images/concepts if you're desperate: A conjure-woman with a crush. A feral vampire on the hunt. A deal with the devil, and a guardian angel. A naked man commanding the dead. A squid filled with green men. 

INTERACTIONS:  Walk up to them, show them your Stench so they know how bad you smell, and then proceed to babble at them incomprehensibly, or ask them shabby and strange questions.  If you drew a low card, act goofy and steal stuff from them.  If you drew a high card, act scary and mad and fight them if they provoke you.  Actually, feel free to do both regardless of what card you drew!

ITEMS:  Stench, Stench, Stench, Stench (you’re so smelly you get four of them)

FORFEIT:  Give the person attempting to flee a Stench.


Blind Old Person

(Ruby, Mae, Andy, Dick)


“I was in a situation just like yours back in ’73…”

BACKGROUND:  You’re over 80 years old and mostly blind, but that doesn’t mean you have to stay home on a Friday night – especially when you can swipe some cash from your daughter-in-law’s purse!  So you get out your cane and wander around the roads at night without your daughter-in-law knowing until the cops find you and bring you home.


“Your death will come far from the sea, such a gentle passing, when you are bowed down with a ripe old age, and your people prospering around you. In all these things I'm telling you the truth.'” (Teiresias, Odyssey, Book XI)

GOAL:  You’re bored, so helping these poor kids will make you happy.  Also, you know that the number of a tow and service station nearby is 443-555-1212.


INTERACTIONS:  Tell them stories of your youth.  Ask them what a con is.  Make them explain what they do at the con.  Make them explain LARP.  Make them explain it lots.  You’re not serious helpful like the Teiresias in the Odyssey; you’re just an old person who’s useless to the stranded Car people. If you like, you can get "crazier" and tell the Car characters that there's a vampire and a couple of cannibals in town. (It's true, by the way.)

Special:  Regardless of your actual card, your combat card value is “3,” and your stealing card value is “Jack”.  You lose ties. Show this box text if anyone doubts you.


ITEMS:  cane, one-dollar bill, five-dollar bill, ten-dollar bill, ten-dollar bill


FORFEIT:  You get drubbed by a cane, and it hurts, but you’re not knocked out. (No lasting effect.)

GM/Phone Person Notes: Tow Service Phone

Either the car people got the phone number from the old blind person, read it from the map that the truckers or foreigner had, or eventually got hold of 4-1-1, they now have the number for the tow service:  443-555-1212.

Who is the Tow Service Phone Answer-Person?

In the second hour, the voice on the phone will become a real character for a horde player to portray.  To make this make sense, the person handling the tow service phone role should also play the “Gas Station Staff & Witch” role. Show the boxed text below to the player who's going to be doing that.
Phone Responses

Always, no matter what, answer the phone as follows:


“1A towing, where we have the best prices on the East Coast!  How can I help you?”
Here are some facts you know:



* A tow costs $200



* Yes, we’re for real.  A tow costs $200.


* The credit card machine is broken for now (see below) and the driver is going to need cash up front.



* This is because it’s late and anyone who needs a tow at this hour is desperate



* You are located on Rural Route 440, in the town of Hyckesville (pronounced High-Key-Seville by locals; Hicks-Ville by rude city folk)



* The truck will be there in ten minutes (this is probably a lie, but you should stick to it)

The Truck

The truck arrives at the end of Hour 1, regardless of how long ago it was called.  The GMs will handle this; there will be a short “flash forward” shift in setting, and a few things will need to be explained.  Also, the phone lists and horde sheets will change for the second hour.

The Credit Card Machine at 1A Towing
If the car people just can’t seem to get enough money, the credit card machine will start working at the end of Hour 1, just long enough for them to pay for the tow.  Then the machine breaks again for the rest of the game.  This only happens if the car people have failed to gather $200 cash by the time the tow truck arrives.  It’s literally the only lucky break they’re going to catch, and it only happens to move the game forward.

