
The NERO LARP Mission Statement 

Preface: NERO®, is a live action roleplaying game based in a medieval fantasy genre. The 

NERO Game Systems© support player characters that advance in experience and ability based on 

event attendance and treasure acquired during game play.  

Our Mission: We will entertain our players by providing a gaming atmosphere that is 

both challenging and fun, regardless of whether a person prefers adventure, combat, 

political, physical, role-playing, or mental challenges.   We will offer our members well-

balanced events that provide all of our players an equal opportunity to be both entertained 

and advance in the areas of their particular skills and interests. 

Staff and Volunteer Guidelines 
In support of our Mission Statement, the following policies define the manner in which those providing 

the entertainment at NERO events, the Staff and Volunteers who play Non Player Characters (NPC's), are 

to conduct themselves. 

 If you have any problems with anyone, at any time, contact a Staff member of the local chapter 

immediately and they will address the issues. If Staff does not satisfy your dilemma, contact the General 

Manager of the Chapter. Finally, contact Joseph Valenti, the president of NERO ®, if your situation has not 

been addressed. 

 1. Report to the Monster Marshal 

There is usually at least one Staff member in Monster Camp to keep the Monster Camp and NPC's 

Organized. He/she is called the Monster Marshal and usually runs Monster Desk. This is the person to 

whom you should report for duty and who must be informed when you retire for the night or leave site for 

any reason. NPC's who fail to do this may not receive their XP blankets for the event.  

2. Know the NERO ® Rules 

As an NPC it is important that you understand the NERO ® Rules. If you aren't familiar with the NERO ® 

Rules contact a staff member or the monster marshal and they'll review the rules with you thoroughly.   

3. Know the NERO ® Staff 

As an NPC it is important for you to know whom the Staff members are. It is equally important for our 

Staff to meet and know you. Some Chapters list their on their web site while many place a list of their staff 

members on the wall at Logistics & Monster Camp at each event or introduce their Staff members at 

opening and closing ceremonies.   

4. Have Fun and Ensure Others Do As Well 

Staff and Volunteers (NPC’s) are here to entertain the Event Players while enjoying themselves. We are all 

NERO ® members and we all deserve to enjoy ourselves. Staff and Volunteers (NPC’s) are not to oppress, 

abuse or bully the Event Players, the Staff, or fellow Volunteers (NPC’s). The quickest way to loose your 

membership is to be rude, obnoxious, oppressive, or disrespectful to another NERO member.  

5. Be Civil 



It is important that NERO ® NPC's act appropriately while NPC'ing. Always treat other Members with 

respect and courtesy. If there is any dispute, remain calm, allow the player leeway and bring the matter to 

the attention of a marshal as appropriate.  

6. Help Other Players 

The quickest way to make friends in NERO ® is to help another person excel in a Skill that you are 

advanced in. Do not belittle or make fun of another player’s actions. As a NERO ® Member, when you 

notice another player having difficulty in a role-play or combat situation, take the time to introduce yourself 

and offer them help in mastering their skills.  

7. Make encounters fun 

Try to consider it your goal as Staff or Volunteer to challenge any particular player at that player's skill 

level and make the encounter fun for them. This may mean that there are times when you should play down 

your own better abilities. There are also times when plot will require you to make an encounter hard 

regardless of the consequences to the players. If you have any doubts of what should be done, ask the plot 

people running the event or one of the responsible encounter leaders.  

8. Help keep players calm 

NERO is a very high adrenaline game. On occasion the game becomes very stressful and the players, both 

PC and NPC, become excited. This is our goal, to get the players to 'be' their character, to 'live' the moment 

in our world. If a player gets so excited that they begin to yell and scream out of game, it is up to the Staff, 

and the NPC's to calm that person down and keep the game going. If we work together we will have great 

game flow, and excellent role-play.  

9. Be trustworthy 

Two of the most important aspects of NPC'ing is Trust and Silence. The PC's trust the NPC's to entertain 

them and to keep information attained about them a secret. It is very important that staff and NPC's do not 

discuss anything about other players with other NPC's or PC's and even more important to keep the 

information acquired through NPC'ing out of game when you play your personal character. Never speak 

out of game with other players concerning in-game topics.  

10. Act fairly and honestly 

Never use out of game knowledge to target a player. This includes looting them to take special items that 

you know they possess through out of game knowledge, targeting them for death or attack because you do 

not personally like them, or bringing an encounter to them because there is good treasure on it and they are 

your friend. Such things are unfair, hurt the game and constitute cheating.  

11. Avoid public arguments and control your temper 

Do not argue with anyone. NPC's should never raise their voice above conversation level when discussing 

things with other players. Arguing with other players, NPC's or Staff Members will detract from the game, 

the morale of NERO ® members, and is detrimental to the reputation of NERO ® NPC's and Staff. If you 

get into a confrontation with an individual for any reason, politely ask their name, introduce yourself and 

tell them you will go find a marshal and catch back up with them afterward. 

12. Carry documentation 



Volunteers (NPC’s) should never enter game without proper documentation of their abilities and a 

Volunteer (NPC) can never modify their documentation regardless of whether they think it will be more 

challenging or fun for players. If a group of NPC's enter game with a lead Volunteer it is acceptable for the 

lead Volunteer to have all the documentation for the group. Some players may want to carry their own 

documentation for reference. 

13. Be thorough in your documentation. 

Always document the specific spells and equipment (gases included) you are carrying on an appropriate 

Skill Sheet, with Tags, or on a piece of paper. Documenting spells and equipment willfc decrease or 

eliminate the perception that NPC's always conveniently have the counter spell or equipment for any PC 

action taken. If using the Cast On The Fly (COTF) system please be sure that you are permitted to cast all 

spells (i.e. - No Death Spells, Awaken, Dispel Magic, etc.) as many chapters using COTF limit the spells 

usable by NPC’s.  

14. Observe the cabin rules. 

NPC's who are not designated search or steal active (written on NPC documentation) should never enter a 

PC's Cabin to search. Furthermore, NPC's may not enter the cabin of any PC and search through their 

belongings without a marshal present to observe your actions. This is done to protect people's personal 

belongings and their privacy, and protect you from possible legal implications. A marshal must be present 

should there be any concern that out-of-game items were taken and/or the proper rules were followed for 

taking in-game items.  

15. Don't make encounters more deadly then intended. 

Death is part of the game but it is not the mission of each and every NPC to deliver. If you are not killing 

blow active, you must not take extraordinary measures to ensure a player dies. This includes sending them 

into the woods as a raised undead until their death count is over, Placing virtually untouchable and deadly 

NPC's to guard over their body until they die and/or resurrect or Putting them in a Circle of Power or 

Warded Building to ensure that they die. Deaths like this are simply not cool or fun. Most PC's want to be 

afraid but want the chance to be snatched from the jaws of death by heroic action, or ingenuity or at worst, 

to die a glorious death worthy of telling. Giving people such chances makes the game more fun and makes 

it seem fairer. 

16. Observe established controls on your power and motivations. 

You may not play a monster that has the ability to deliver killing blows or search and steal from PC's 

without permission of the staff members running plot for the event. In general, Killing Blow, Search and/or 

Steal active NPC's must be accompanied by a responsible encounter leader. If you have any doubts about 

the monster you have been handed to play, ask the proper staff member what you are and are not permitted 

to do.  

17. Manage your treasure properly 

In general there is an established amount of treasure for particular monsters to carry. When you leave 

monster camp, be sure you have enough treasure for each of your lives/resets. In a hectic battle where you 

need to reset in a hurry, if no one loots you do not drop the money on the ground unless instructed to by the 

encounter leader (never at night)." 

18. Never steal treasure from Monster Camp 



Never take treasure from NPC camp to keep for your character. This is considered cheating and when 

caught you will be banned from NPC'ing as well as suffer losses to your character.  

19. Help preserve the in-game atmosphere. 

We prefer that you travel in-game anywhere and everywhere. At least grab a tabard and go out as a farmer 

when going to the bathrooms, or walking to the tavern for some food. If we all stay in-game, all the time, 

the atmosphere of the game will always be in-game, and fewer people will interrupt with out of game 

statements. If you have to go out of game, you must have a white headband on. Failure to abide by this rule 

could result in your removal from the camp, perhaps an extreme action, but worth it to keep our in-game 

atmosphere from being destroyed.  

20. Help clean and care for Monster Camp, Costumes, and Props 

a.         Replace the lids on make-up tubes and pancake containers. Every event there will be some lids 

missing, some caps that have rolled off the table, or pancake make-up that fell to the floor. These things 

contribute most to the use and loss of our Make-up. If we are all careful with applying and removing make-

up, we’ll keep it in good condition and waste very little.  

b.         Throw Garbage in the Trashcans. People often leave their trash on the table or on the floor for other 

people to throw away. When you are finished with a particular item and it becomes Trash, please place it in 

the Garbage Can.  

c.         In Monster Camp - If you knock something over or drop something, pick it up.  If you see someone 

else knock something over, politely inform him or her that they knocked it over and ask him or her to pick 

it up, and then go over and help them to pick it up.  During an opportune time, be sure to introduce yourself 

to the other person with your name and asking his/hers.  If we all work together, Monster Camp can stay 

clean. 

 d.         Return Weapons, Costumes, Tabards, Masks, and other Props to the appropriate person or place. 

Do NOT throw these things on the floor, on a table, lean them up against the wall or toss them 'anywhere' 

you want. The quickest way to be BANNED from NPC'ing is to treat the Costumes, Masks, Weapons and 

other props with less than appropriate care.  

Thanks everyone! Have a Great Game!                         Joseph A. Valenti         President 

NERO Sportsmanship Policy  

All Nero Participants  

- Follow the spirit of the rules, as well as the letter of the rules.  

- Play fairly and honestly.  

- Be considerate of all other Nero participants.  

- Remember, everyone has the right to enjoy Nero as much as you do.  

- Contribute to the fun of all Nero participants.  

- Don't play in a style that detracts from the fun of the event, or anyone's chance to have fun at an event.  



Staff, Marshals, etc...  

- Abide by the expectations that apply to all Nero participants.  

- It is your job to run the event. Remember, you are not playing against the players. Everyone's enjoyment 

of the event is your top priority.  

- All participants must be treated equally and equitably, by you and by other participants. Favoritism will 

not be tolerated.  

- Run events in a professional manner. Remember that you represent Nero to anyone present at an event, 

whether participating or observing.  

Administration (National, Local, etc...)  

- Abide by the expectations that apply to all Nero participants, Staff, Marshals, etc....  

- Respond and communicate in a timely, respectful, and articulate manner.  

- Uphold the authority of your staff, and do not overrule them without careful investigation. 

NERO Member Code of Conduct© 

NERO expects its members to act responsibly as adults, to respect other players, and 

abide by the NERO rules and policies. 

Nero will not tolerate dangerous non-game physical violence, damage or theft of non-

game items or property, vandalism, display of pornographic materials, open and gross 

lewdness, or any actions by an individual or group which demonstrates a wanton lack of 

respect for the safety or security of the people, property or environment at any Nero site. 

Nero does not condone any form of out-of-game bigotry or discrimination against any 

group or individuals because of their out of game afflictions, including race, gender, age, 

religion, ethnic background, ideology, sexual orientation, physical appearance, handicap 

or disability. Or any other part of a player's background.  

All players in the NERO game are responsible for knowing the rules contained in the 

rulebook and following them in the course of play. Nero reserves the right to remove you 

from play or otherwise limit you participation in NERO if it is found that you have 

disobeyed the NERO rules. Nero will make every reasonable effort to inform you of all 

rules changes, interpretations and corrections.  

Remember that in all case it is the spirit of the rule and not the literal meaning of the rule 

that should guide you. If you find a loophole in a rule that obviously goes against the 

rules intention, then you should bring this your local rules committee. Knowingly trying 



to take advantage of this unintended loophole is cheesy at best and could be considered 

cheating at worse if your interpretation is gravely contrast. 

If there is a dispute over a rules interpretation between players, a Marshal should be 

called to act as an arbitrator. When dealing with a marshal or other NERO representative, 

you can help by presenting your case calmly and by answering all of the marshals 

questions as directly as possible. Once a decision is made, play along with it and don't 

question the marshal's ruling- the Marshal may have been aware of facts unavailable to 

you or may be making a decision based on what was intended by the rule. 

If you feel a Marshal's ruling was incorrect or unfair, you may bring this to the attention 

of an Adjudicator. See the Adjudication Policies for more information. 

Do not nitpick on the details of the situation - understand and follow the intent of the 

rules. If you play fair and be considerate of everyone else's enjoyment of the game, your 

comments will be taken more seriously and will be better respected. 

Nero does not allow alcohol or any illegal drug at its events. This includes alcohol in the 

parking lot or anywhere on the premises, even before the game begins or after it ends. 

NERO will remove any member who NERO suspects is intoxicated or high. 

Cheating and Metagaming Policy 

Players who are caught cheating or meta-gaming raise the risk of being suspended or 

kicked out of NERO. Remember, you do not have a right to play our game.  

If you know of someone cheating, you should immediately report this to a marshal. 

Metagaming is harder to call. It is difficult to keep from bragging about your adventures 

to people out-of-game. And sometimes people do not remember if they got information 

in-game or out-of-game. If you do not want people to act of information they have 

discovered out-of-game, the best solution is to never tell any secrets! 

Peer pressure counts for a lot here. Don't let your teammates cheat or metagame. Sooner 

or later, he or she will get caught and everyone will assume that you are guilty as well. 

This leads to a tender subject: Gossip about cheaters and metagamers. It is common for 

players to gripe about other players and call them cheaters or metagamers but the fact is 

that Nero is very proud of the fact that we have so few.  



Gossip can ruin our game. We all need to watch what we say about other players. 

Hearsay and Innuendo have no place in NERO.  

If you think that someone is cheating or metagaming, don't whine and complain to your 

friends about it- report it to a marshal! And if a marshal comes to you and asks about a 

possible cheating situation, please cooperate and don't take it personally.  

If someone makes an accusation against someone else ask, "How do you know that?" If 

they have firsthand knowledge, ask" Why haven't you reported that to a Marshal?" If they 

don't have firsthand knowledge, refuse to listen to them. 

Only by working together and trusting each other enough to give the benefit of the doubt 

can we keep this game running fairly for everyone. Your cooperation is crucial to make 

sure we have a fair, fun game.  

Thank You 

NERO National and Chapter Services 

(Some or all of these services may not be available from NERO 
Chronicles, please contact Derek Jones for specific services.) 

This section lists the available products and services that NERO® offers. Not All Chapters offer all 

Services.  

Go Here For The Most Up To Date List.  

 Character History Assistance: Players may use the in-game knowledge contained in the players 

handbook to create a believable character history. The history should then be submitted to the local chapter 

plot council for review and approval. Many chapters respond to submissions within two weeks though 30 

days is also widely used. There is no charge for assisting and reviewing character histories of our players. 

 Adventure (Module): This service typically involves a 2-4 hour adventure. Many chapters offer 

adventures when events are not running, to keep NERO ® members interested in the game. Advance notice 

is usually needed for an adventure to be setup and run. Most adventures are run for 6 to 10 people though 

any number from one to twenty can attend, and usually have a start and a finish involving one topic. A 

maximum of One-Half a blanket is awarded for each Adventure. 

 Two-day Weekend Event: Weekend events usually take place beginning Friday night and continue until 

Sunday at about noon. There are adventures to go on with puzzles and riddles to solve, large battles to 

participate in, and a tremendous amount of interaction with other players. Most chapters charge more if 

they have no advance notice, or pre-payment to attend an event. I.e. Friday to Sunday would award a 

maximum of 2 Experience Blankets. 

 Play for a day: This is a service directed toward our members who cannot play for an entire weekend, or 

prefer to play for a day, and go home at the end of the night. Contact the Chapter holding the event to see 

what the Play For a Day cost is. 



 Extended Weekend Events: Extended weekend events last for several days, from Friday to Monday, or 

Tuesday, etc. for each day extended beyond the Sunday finish adds another 24 hours of role-play! One 

blanket is awarded per 24-hour period at these events. I.e. Friday to Monday would award a maximum of 3 

Experience Blankets. Extended weekends cost more for each additional day. 

 Extended Character History Assistance: To aid players in creating a solid character history, many 

NERO ® chapters, NERO ® Recruiters, and NERO ® representatives provide extended character history 

assistance. The player is met with or spoken with via telephone or e-mail and his preferences are 

determined and an extensive multi-page character history is written. The player is taking the time to 

develop his or her character and is rewarded a maximum of one blanket. This service can also be used to 

continue the story-line of a character, placing their experiences into various written forms including diary 

entries and newsletters articles. A Maximum of 2 of these can be purchased per month. 

 NERO ® Plot Submission, small: Players may submit plot write-ups to the plot council explaining what 

they prefer their character to be doing for any period of time, usually between five and thirty days. The 

submission is at least 5 sentences long but not more than half a page. A response will be sent within 15 

days explaining what occurred with the character for that period of time. There is a charge for this service. 

A maximum of 1 blanket is rewarded for this service. 

 NERO ® Plot Submission, Large: Players may submit plot write-ups to the plot council explaining what 

they prefer their character to be doing for any period of time, usually between five and thirty days. The 

submission is rather extensive but not more than two pages. A response will be sent within 15 days 

explaining what occurred with the character for that period of time. There is a charge for this service, and 

Experience equal to 2 blankets is awarded.  

 NERO ® Role-play Session: Players may interact with Plot through a person to person meeting. During 

this time the player will interact with certain characters and/or groups while role-playing through what their 

character does. There is are two types of Role-play sessions available; 1) up to 1 hour role-play session 

(Short); and 2) up to 8 hour role-play session (Long). There is a charge for each of these services. The 

maximum of one-half a Blanket is awarded for a Short role-play session, and the maximum of one Blanket 

is awarded for a Long role-play session. 

Marshal Definitions 
Formal Magic Marshal: FM Marshal’s can inspect and authorize players to cast formal 

magic spells while in-game.    The FM Marshall will attend the Formal Spell Casting and 

will accept all components from the caster when the spell is completed, marking spell 

details on all casters cards as necessary. 

Monster Marshal: A Monster Marshall is able to determine the monsters that are to be 

sent into play, either as random or planned encounters. There can be any number of 

Monster Marshals at a chapter, and in some chapters all staff members are monster 

marshals too.  

Race Marshal: Race Marshals coordinate plot for the Race they are a marshal of in the local 

chapter or at the National level if they are a NERO ® International representative. These people 

are the Local Chapter Contact or National Contact, and they help to distribute the Race Handbook 

to players who request them. The Race Marshal also advises players on how to apply make-up, 

dress in proper Racial garb and how to role-play a character of that Race in General. Race 

Marshals are also responsible for reviewing each character in-game, every quarter or so, to 



evaluate if the proper make-up and aesthetics are being used, or to warn if someone who is not 

playing their race correctly.  

Rules Marshall: A Rules Marshal can answer a question about how a NERO ® Rule works. There 

is rarely ever a reason to call a hold to find out how a rule works. Local Chapters have Rules 

Marshals to make calls when a question arises during game play, and too discuss ideas, 

suggestions, and feedback on current rules with National Rules Council members. 

Safety Marshal: A Safety marshal may choose to halt and move play at any time, at their 

discretion. It isn’t easy to interrupt play, but when an unsafe zone or time period is encountered, it 

is necessary. If the area is unsafe, be careful when leaving and be sure to advise the Marshal of an 

alternative area if you know of one. 

Weapons Marshal: A Weapons Marshal can inspect any weapon at any time, and may deem the 

weapon either safe or unsafe for combat, at their discretion. We all entrust our weapon marshals 

with our safety, and when they request a weapon to be re-made, let us spend the time to make it 

again, so that we will not hurt ourselves or anyone else. 

Please do not needle our marshals with your theory. 

In some chapters, a Staff Member acts as all of the Marshals when a decision needs to be 

made. 

Goblin Stamp Redemption Policy© 
(last updated 5/10/2004) 

The Goblin Stamp Redemption Policy is not in force to decrease the value of any particular 
volunteer’s time or effort in helping NERO, it concentrates on maintaining game balance and an 
even playing field for all NERO ® players at all NERO ® chapters. 

All out-of-game efforts made by members should be rewarded with Goblin Stamps. Later, the 
Goblin Stamps can be converted to blankets of experience or other approved reward like 
production items. 

Goblin Stamps can be used at some chapters for out-of-game benefits, but most often players 
convert their hard-earned Goblin Stamps into in-game benefits of some sort.  

The compensation and conversion rates are becoming standardized for reasons of game 
balance.  The new standard reward for helping shall become Goblin Stamps. If someone turns in 
a character history, weapons, tabards, or packets, they get Goblin Stamps. IF someone NPC’s, 
they get Goblin Stamps. 

Transferability of Goblin Stamps:       Goblin Stamps are not transferable in any way except 
when first received. For Example, an entire group of people may be volunteering their time and 
effort for NERO.  In this case, it is quite acceptable to allow the Goblin Stamps to be distributed 
evenly among more than one person, as long as it is done at the time they are awarded.  For 
instance, 5 people might make a total of 600 spell packets for NPC camp.  When the packets are 
turned in to monster camp, the Goblin Stamps may be distributed evenly amongst all five of the 
volunteers. Now imagine that one person made all the packets, and received all the Goblin 
Stamps. To allow that person to transfer several hundred of his/her Goblin Stamps to one or more 



friends who are at an event next month so they can spend 100 Goblin Stamps, and possibly 
burden the game, would be inappropriate. 

Redemption of Goblin Stamps:         Remember these production items are always marked 
Unrestricted. Any more that are given out should be marked LCO, and be directly associated with 
a plot line. 

A).    Goblin Stamps may be redeemed for Production Point Treasure or Silver Pieces, or any 
combination thereof, dependant upon the chapter. The Goblin Stamp to level of production item 
exchange rate is 1 goblin point to 1 level of a production item. The maximum amount of 
production treasure received is equal to 100 levels of production items, per character, per 
calendar month. The maximum amount of Goblin Stamps redeemed at any one chapter, in one 
month, is one hundred (100). This means that if there are two events in the same month, a player 
may NOT redeem 100 Goblin Stamps twice in the same month from the same chapter. They 
could redeem 50 levels of production from two or more chapters if they have Goblin Stamps at 
both chapters. The goblin point to silver piece exchange rate is 1 for 1. So a player with 100 
Goblin Stamps could request 100 silver pieces (10 gold pieces), though the chapter does not 
need to produce the coin if it would burden their game, or the chapter may choose not go utilize 
the goblin points to silver policy as a whole. 

B).    A “Blanket” of experience may be earned by redeeming 50 Goblin Stamps.  Called the 
Goblin Blanket or Plug-In Blanket, the maximum number of blankets earned in this manner is 
equal to 1 blanket per weekend, per character. This maximum is applied to the character, 
regardless of how many different chapters the player has earned Goblin Stamps at. This blanket 
is above and beyond any blankets earned for events actually attended.  
 
C).    Goblin Stamps may be redeemed to “buy back” the 3rd death or higher of any character.  
You can never buy back your first two deaths. Buying back deaths can never be done in the 
middle of an event.  The cost for each death that is “bought back” is 100 Goblin Stamps. 

D).    Production Items made using Goblin Stamps have a life between 23 and 24 months. 

NERO LARP General Policies 

NERO LARP Guiding Principles 
•        Only Members may hold positions in the Organization. 
•        No person will be barred from Membership as described by the Discrimination Laws 

of the United States of America 
•        All Members may participate in all Events of the Organization 
•        Membership does not convey the right to gain In Game/Plot Benefits 

Playing the Chapter you Own: NERO National strongly discourages its Local Chapter Owners from 

playing Characters in their own Chapter, especially if they are an active part of their plot team. 

 An Event must be open to *all* players: Placing a restriction on a number of PCs or a number of NPCs 

is fine, but every player must be given the choice of one or the other. For example, a particular campsite 

might have a limit of 150 players total.  The chapter would announce “Our next Event is being held on 

<date>.  We have a maximum of 150 total PCs and NPCs, so sign up soon”.  This is acceptable.  

 Player character Level Limitations: Though NERO ® doesn’t encourage limiting the level of characters 

at events, chapters may limit the level of player characters playing their game for a maximum of three (3) 



years. Chapters have the option of allowing the players to remove build from their existing character in 

order to play. The policy must be the same for every NERO® member. 

 Character Re-Writes: A "re-write" is when a new character is created using build from an old character.  

This is not allowed.  The only way a character can be changed is through Spirit Forge or Race Change. A 

player cannot "retire" a character and get a certain percentage of that characters build towards a new 

character. There are two exceptions to this policy.  First - A new player may rewrite his character at the end 

of his second event attended (including events they might have attended as a NPC).  Second - A rewrite 

may be allowed in the decision of an adjudication.  Any rewrite done this way must be registered with 

NERO ® International's Chief Adjudicator, currently Joseph Valenti. 

Player Character Transfers from other LARP’s: A player transferring in from another LARP must start 

a new character. No additional build, levels, items, etc... can be granted to them based on their character in 

the other LARP, or because they are transferring in from another LARP. 

Build Purchasing: A chapter cannot sell build for cash, donations, etc.. A chapter may give "goblin points" 

for cash and donations, and may sell services like "Plot Submissions", and “Character History Assistance” 

but they may not sell build for cash. All blankets applied to a character must follow the blanket policy. 

Build Cheating: Any player that knowingly reports a false amount of build or levels, or abuses the award 

system will be suspended from all NERO ® Chapters for a minimum of six months. In addition, their 

character will be reduced to one half of its actual build level.  Example – Joseph is 10th level with 106 

build.  He goes to an event in another chapter, tells the check in staff he doesn't have his card, but is 12th 

level with 123 build.  After he is caught, he will be suspended for a minimum of 6 months, and his new 

amount of build will be 53. 

Selling NERO ® Items for Out of Game Money: Tagged NERO ® Items cannot be sold for out of game 

currency. This applies to both chapters and players. Any items sold in violation of this policy will be 

destroyed and the involved players will be suspended from all NERO ® International events for a minimum 

of 3 months. Physical Representations can still be sold, however the NERO ® tags that represent the In-

Game item cannot be sold, nor can they be "included" with the physical representation sale. 

Experience and Award Restrictions and Limitations: 

1. The maximum amount of experience any one person can earn can not exceed one blanket per day 

per character, assessed daily, regardless if they are awarded for Event attendance or are Non-Event 

blankets.  

2. A character may earn a maximum of 1 Goblin Blanket per weekend, per character, at a cost of 50 

goblin points.  

3. Each Member is limited to receiving a maximum of two Event Blankets from Plot Submissions 

per character, per month.  

4. Players may not spend Goblin points to purchase experience for an event they were unable to 

attend.  

 

NERO LARP Chapter Cross Promotion 
The National Office is continually promoting all of the licensed NERO Chapters through Conventions, 

Web Sites, Meetings, Rule Books, Magazines, Word of Mouth, and through many other media.  

Each NERO Chapter is expected and encouraged to promote all other NERO businesses and games, 

equally. For example, if a Licensee's Internet Web site contains links to other NERO chapters, it must 



contain a link to ALL other NERO chapters. Alternatively, it could have a link to the www.NeroLarp.com 

Local Chapters page. 

Discussing other games is a good thing. Scott plays Ravenholt and Avendale, and Scott posts to Ravenholt 

mailing list that the Avendale game was good and vice versa. There is no harm in this, and it often 

strengthens the bonds between multiple chapters. 

Posting Event Dates to each others boards, or having a Forum for Other Chapter Event Dates is encouraged 

as well, as there are many players who play many games. If there are multiple chapters with the same event 

dates, the dates should be posted to all chapters’ message boards and mailing lists to make sure we are 

getting the maximum awareness. Lets all make sure we are civilized about conflicting dates and that the 

mailings are coordinated. If all the chapters put out an advertisement together, then the players will be able 

to decide with all the information before them. 

Posting Rumors about another NERO chapter would be inappropriate, but if there is a message from/about 

a NERO® Chapter on the wrong board, a quick e-mail to the chapter involved would be cool so the rumor 

can be slapped down, answered, rebutted, etc.. 

Each Chapters Webmaster uses their own discretion when removing posts that 'don't seem right' for the site. 

Memorization or Cast On The Fly 
  

A chapter has the option to use spell memorization as per the NERO 8th Edition 

Rulebook, or the equally acceptable Cast On The Fly (COTF) system. 

In COTF when a character would normally study to memorize his spells for the day he 

studies his spell book and from that point on they can cast any spell which was in the 

spell book they used to study from as long as they have an unused spell of that level. 

If a particular spell was not initially available and later is found by the player they may 

take ten minutes to study in game and then add that spell(s) to those they may cast that 

day. There is no requirement to carry a spellbook constantly in order to use COTF. 

A chapter using COTF may chose to limit the use of particular spells by its NPCs, for 

example: A chapter may decide that they wish to limit the number of times an NPC may 

cast dispel magic and even though a particular NPC has four 8th level spell slots they 

may be instructed to never use more than one as a dispel magic. 

National Adjudication Policy© 

“If there is a dispute over a rules interpretation between players, a Marshal should be 

called to act as an arbitrator . . . Once a decision is made, play along with it and don’t 

question the Marshal’s ruling - the Marshal may be aware of facts unavailable to you or 

may be making a decision based on what was intended by the rule.  If you feel the 

Marshal’s decision was incorrect or unfair, you may bring this to the attention of an 

Adjudicator after an event.  You must announce your intention of adjudicating before 



either the end of the event or before resurrecting in the case of death.  All Adjudications 

should be submitted in writing within a month of the incident.”  

Bearing this in mind:  

1) Purpose: 

A) Adjudications are meant to resolve rules misinterpretations between players, or 

between players and a marshal.  A marshal will handle disputes between Non Player 

Characters and players, and disputes between marshals will be handled by other 

means. 

B) Minor mistakes in the heat of combat are a part of the game, and are not grounds 

for adjudication.  Cheating or major rules misinterpretations by a player or a marshal 

are the only grounds to adjudicate. 

 2) Process: 

A) The intent to adjudicate must come before a character resurrects if the situation 

involves the death of a character. If the situation doesn’t permit easy resolution the 

character may opt to resurrect and the issues will be dealt with afterward. 

B) In all other cases, a request for adjudication must be declared before the end of the 

event. 

C) In both cases, NERO must receive the written request for adjudication no later than 

one month after the event. 

 3) Result: 

A) No adjudication will be decided until at least one week after NERO has received 

the written request.  All attempts will be made to resolve the matter before the next 

event, to keep the continuity of the game intact. 

B) Only players directly affected by the results of the adjudication will be notified of 

the results.  No other player has the right to know the outcome. 

C) If warranted, disciplinary action will be taken against any player who knowingly 

violated the rules.  If action is taken, only the offending player will be notified. 

 4) Summary: 

Adjudications are rare and serious occurrences.  Minor rules glitches during the heat 

of combat are a part of the game, and should not be grounds for adjudication.  

Cheating or major rules misinterpretations on the part of a player, NPC, or marshal 

will be adjudicated if requested in a timely manner.  Disciplinary action will be taken 



if the situation warrants it.  Only the players directly involved in adjudication or 

disciplinary matter will be notified of the results. 

NERO LARP Policy and Rules Announcements 
On January 8, 2003, The National Office issued this 1 of 2 clarifications due to some 

chapters not adhering to decisions made at the Symposium in September 2002. All new 

characters will begin at 65 XP (30 Build Points). Any character who did not get the 

benefit of an advanced starting build past 65XP will be given 65 XP or the difference in 

XP to make them equal to a starting XP of 65. Joseph Valenti will answer any questions 

through email. 

On January 8, 2003, The National Office issued this 1 of 2 clarifications due to some 

chapters not adhering to decisions made at the Symposium in September 2002. Spell 

Incantations and other spoken forms of Effects will be changed to include a number to 

indicate the magnitude of the effect, if it contains a damage or healing amount. This is a 

Rule Change, not a Playtest.  The number is part of the incantation of the spell or effect.  

A packet may not be thrown before the entirety of the incant is spoken. This Includes any 

spell Effect that is associated with an unspoken number.  

Example: "<Incantation><damage>", "I call forth a flamebolt. 20" 

 


