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Attribution-NonCommercial 4.0 International (CC BY-NC 4.0)

You are free to:

  Share — copy and redistribute the material in any 
medium or format

  Adapt — remix, transform, and build upon the material
Under the following terms:
  The licensor cannot revoke these freedoms as long as 

you follow the license terms.

Under the following terms:

   Attribution — You must give appropriate credit, 
provide a link to the license, and indicate if changes 
were made. You may do so in any reasonable 
manner, but not in any way that suggests the 
licensor endorses you or your use.

   NonCommercial — You may not use the material for 
commercial purposes.

  No additional restrictions — You may not apply legal 
terms or technological measures that legally restrict 
others from doing anything the license permits.

Notices:

  You do not have to comply with the license for elements 
of the material in the public domain or where your use 
is permitted by an applicable exception or limitation.

  No warranties are given. The license may not give you 
all of the permissions necessary for your intended use. 
For example, other rights such as publicity, privacy, 
or moral rights may limit how you use the material.



Creative Commons Attribution-NonCommercial 4.0 International 
Public License
 By exercising the Licensed Rights (def ined below),  You accept 
and agree to be bound by the terms and conditions of this Creative 
Commons Attr ibution-NonCommercial  4.0 International  Publ ic 
License (“Public License”). To the extent this Public License may be 
interpreted as a contract, You are granted the Licensed Rights in 
consideration of Your acceptance of these terms and conditions, and 
the Licensor grants You such rights in consideration of benefits the 
Licensor receives from making the Licensed Material available under 
these terms and conditions.

Section 1 – Definitions.
 Adapted Material means material subject to Copyright and Similar 
Rights that is derived from or based upon the Licensed Material 
and in which the Licensed Material is translated, altered, arranged, 
transformed, or otherwise modified in a manner requiring permission 
under the Copyright and Similar Rights held by the Licensor. For 
purposes of this Public License, where the Licensed Material is a 
musical work, per formance, or sound recording, Adapted Material 
is always produced where the Licensed Material is synched in timed 
relation with a moving image.
 Adapter’s License means the license You apply to Your Copyright 
and Similar Rights in Your contributions to Adapted Material  in 
accordance with the terms and conditions of this Public License.
 Copyright and Similar Rights means copyright and/or similar 
r ights closely related to copyright including, without l imitation, 
per formance, broadcast, sound recording, and Sui Generis Database 
Rights, without regard to how the rights are labeled or categorized. 
For purposes of this Public License, the rights specif ied in Section 
2(b)(1)-(2) are not Copyright and Similar Rights.
 Ef fective Technological Measures means those measures that, in 
the absence of proper authority, may not be circumvented under 
laws fulf i l l ing obligations under Article 11 of the WIPO Copyright 
Treaty adopted on December 20, 1996, and/or similar international 
agreements.
 Exceptions and Limitations means fair use, fair dealing, and/or 
any other exception or l imitation to Copyright and Similar Rights 
that applies to Your use of the Licensed Material.
 Licensed Material means the artistic or l iterary work, database, 
or other material to which the Licensor applied this Public License.
 Licensed Rights means the rights granted to You subject to the 
terms and conditions of this Public License, which are limited to all 
Copyright and Similar Rights that apply to Your use of the Licensed 
Material and that the Licensor has authority to l icense.
 Licensor means the individual(s)  or entity( ies)  granting rights 
under this Public License.
 NonCommercial  means not primari ly intended for or directed 
towards commercial advantage or monetary compensation. For pur -
poses of this Public License, the exchange of the Licensed Material 
for other material subject to Copyright and Similar Rights by digital 
f i le-sharing or similar means is NonCommercial provided there is no 
payment of monetary compensation in connection with the exchange.
 Share means to provide material to the public by any means or 
process that requires permission under the Licensed Rights, such 
as reproduction, public display, public per formance, distribution, 
dissemination, communication, or importation, and to make material 
available to the public including in ways that members of the public 
may access the material  from a place and at a t ime individually 
chosen by them.
 Sui Generis Database Rights means rights other than copyright 
resulting from Directive 96/9/EC of the European Parliament and of 
the Council of 11 March 1996 on the legal protection of databases, as 
amended and/or succeeded, as well as other essentially equivalent 
rights anywhere in the world.
 You means the individual or entity exercising the Licensed Rights 
under this Public License. Your has a corresponding meaning.

Section 2 – Scope.
License grant.
 Subject to the terms and conditions of this Public License, the 
Licensor hereby grants You a worldwide, royalty-free, non-subli -
censable, non-exclusive, irrevocable license to exercise the Licensed 
Rights in the Licensed Material to:
 reproduce and Share the Licensed Material, in whole or in part, 
for NonCommercial purposes only; and
 produce, reproduce, and Share Adapted Material for NonCommercial 
purposes only.
 Exceptions and Limitations. For the avoidance of doubt, where 
Exceptions and Limitations apply to Your use, this Public License 
does not apply, and You do not need to comply with its terms and 
conditions.
 Term. The term of this Public License is specified in Section 6(a).
 Media and formats; technical modifications allowed. The Licensor 
authorizes You to exercise the Licensed Rights in al l  media and 
formats whether now known or hereafter created, and to make tech-
nical modifications necessary to do so. The Licensor waives and/or 
agrees not to assert any right or authority to forbid You from making 
technical modifications necessary to exercise the Licensed Rights, 
including technical modifications necessary to circumvent Ef fective 
Technological Measures. For purposes of this Public License, simply 
making modifications authorized by this Section 2(a)(4) never produces 
Adapted Material.
 Downstream recipients.
 Of fer from the Licensor – Licensed Material. Every recipient of the 
Licensed Material automatically receives an of fer from the Licensor 
to exercise the Licensed Rights under the terms and conditions of 
this Public License.
 No downstream restrict ions. You may not of fer or impose any 
additional or dif ferent terms or conditions on, or apply any Ef fective 
Technological Measures to, the Licensed Material if doing so restricts 
exercise of  the Licensed Rights by any recipient of  the Licensed 
Material.
 No endorsement. Nothing in this Public License constitutes or may 
be construed as permission to assert or imply that You are, or that 
Your use of the Licensed Material is, connected with, or sponsored, 
endorsed, or granted of f icial status by, the Licensor or others des-
ignated to receive attribution as provided in Section 3(a)(1)(A)( i ) .

Other rights.
 Moral rights, such as the right of integrity, are not licensed under 
this Public License, nor are publicity, privacy, and/or other similar 
personality rights; however, to the extent possible, the Licensor waives 
and/or agrees not to assert any such rights held by the Licensor to 
the l imited extent necessary to allow You to exercise the Licensed 
Rights, but not otherwise.
 Patent and trademark rights are not l icensed under this Public 
License.
 To the extent possible, the Licensor waives any right to collect 
royalties from You for the exercise of the Licensed Rights, whether 
directly or through a collecting society under any voluntary or waiv-
able statutory or compulsory l icensing scheme. In all  other cases 
the Licensor expressly reserves any right to collect such royalties, 
including when the Licensed Material is used other than for Non-
Commercial purposes.

Section 3 – License Conditions.
 Your exercise of the Licensed Rights is expressly made subject to 
the following conditions.

Attribution.
 If  You Share the Licensed Material ( including in modified form), 
You must:
 retain the fol lowing i f  i t  is  supplied by the Licensor with the 
Licensed Material:
 identif ication of the creator(s) of the Licensed Material and any 
others designated to receive attribution, in any reasonable manner 
requested by the Licensor ( including by pseudonym if designated);
 a copyright notice;
 a notice that refers to this Public License;
 a notice that refers to the disclaimer of warranties;
 a URI or hyperlink to the Licensed Material to the extent reasonably 
practicable;
 indicate i f  You modif ied the Licensed Material  and retain an 
indication of any previous modifications; and
 indicate the Licensed Material is l icensed under this Public Li-
cense, and include the text of, or the URI or hyperlink to, this Public 
License.
 You may satisfy the conditions in Section 3(a)(1) in any reasonable 
manner based on the medium, means, and context in which You 
Share the Licensed Material. For example, it may be reasonable to 
satisfy the conditions by providing a URI or hyperlink to a resource 
that includes the required information.
 If requested by the Licensor, You must remove any of the information 
required by Section 3(a)(1)(A) to the extent reasonably practicable.
 If You Share Adapted Material You produce, the Adapter’s License 
You apply must not prevent recipients of the Adapted Material from 
complying with this Public License.

Section 4 – Sui Generis Database Rights.
 Where the Licensed Rights include Sui Generis Database Rights 
that apply to Your use of the Licensed Material:
 for the avoidance of doubt, Section 2(a)(1) grants You the right to 
extract, reuse, reproduce, and Share all or a substantial portion of 
the contents of the database for NonCommercial purposes only;
 if You include all or a substantial portion of the database contents 
in a database in which You have Sui Generis Database Rights, then 
the database in which You have Sui Generis Database Rights (but 
not its individual contents) is Adapted Material; and
 You must comply with the conditions in Section 3(a) i f  You Share 
all or a substantial portion of the contents of the database.
 For the avoidance of doubt, this Section 4 supplements and does 
not replace Your obligations under this Public License where the 
Licensed Rights include other Copyright and Similar Rights.

Section 5 – Disclaimer of Warranties and Limitation of Liabil ity.
  Unless otherwise separately undertaken by the Licensor, to the 
extent possible, the Licensor of fers the Licensed Material as-is and 
as-available, and makes no representations or warranties of any 
kind concerning the Licensed Material,  whether express, implied, 
statutory, or other. This includes, without l imitation, warranties of 
title, merchantability, fitness for a particular purpose, non-infringe-
ment, absence of latent or other defects, accuracy, or the presence 
or absence of errors, whether or not known or discoverable. Where 
disclaimers of  warranties are not al lowed in ful l  or in part,  this 
disclaimer may not apply to You.
 To the extent possible, in no event will  the Licensor be l iable to 
You on any legal theory (including, without limitation, negligence) or 
otherwise for any direct, special, indirect, incidental, consequential, 
punitive, exemplary, or other losses, costs, expenses, or damages 
arising out of this Public License or use of the Licensed Material, 
even if the Licensor has been advised of the possibility of such losses, 
costs, expenses, or damages. Where a l imitation of l iabil ity is not 
allowed in full or in part, this l imitation may not apply to You.
 The disclaimer of warranties and limitation of l iabil ity provided 
above shall be interpreted in a manner that, to the extent possible, 
most closely approximates an absolute disclaimer and waiver of all 
l iabil ity.

Section 6 – Term and Termination.
 This Public License applies for the term of the Copyright and 
Similar Rights licensed here. However, if You fail to comply with this 
Public License, then Your rights under this Public License terminate 
automatically.
 Where Your right to use the Licensed Material  has terminated 
under Section 6(a), it reinstates:
 automatically as of the date the violation is cured, provided it is 
cured within 30 days of Your discovery of the violation; or
 upon express reinstatement by the Licensor.
 For the avoidance of doubt, this Section 6(b) does not af fect any 
right the Licensor may have to seek remedies for Your violations of 
this Public License.
 For the avoidance of doubt, the Licensor may also of fer the Licensed 
Material under separate terms or conditions or stop distributing the 
Licensed Material at any time; however, doing so will  not terminate 
this Public License.

Sections 1, 5, 6, 7, and 8 survive termination of this Public License.

Section 7 – Other Terms and Conditions.
 The Licensor shall  not be bound by any additional or dif ferent 
terms or conditions communicated by You unless expressly agreed.
 Any arrangements, understandings, or agreements regarding the 
Licensed Material not stated herein are separate from and independent 
of the terms and conditions of this Public License.

Section 8 – Interpretation.
 For the avoidance of doubt, this Public License does not, and shall 
not be interpreted to, reduce, limit, restrict, or impose conditions on 
any use of the Licensed Material that could lawfully be made without 
permission under this Public License.
 To the extent possible, i f  any provision of this Public License is 
deemed unenforceable, i t  shall  be automatical ly reformed to the 
minimum extent necessary to make it enforceable. If  the provision 
cannot be reformed, it  shall  be severed from this Public License 
without af fect ing the enforceabil i ty of  the remaining terms and 
conditions.
 No term or condition of this Public License wil l  be waived and 
no failure to comply consented to unless expressly agreed to by the 
Licensor.
 Nothing in this Public License constitutes or may be interpreted 
as a l imitation upon, or waiver of,  any privi leges and immunities 
that apply to the Licensor or You, including from the legal processes 
of any jurisdiction or authority.
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T he original title of this larp was “Soul Strip Poker,” but wiser 
heads persuaded me to rename it for my educational larp 
charity. Minors should not be exposed to the words “Strip 
Poker.” Nevertheless, the original title is apropos.

 Secret Ante investigates what it means to be a character, perhaps 
even a person, through a modified version of the classic strip poker 
game. Instead of taking off clothing and baring our skin, we bare 
our souls. This is not a complex larp, but it may be a difficult one. 
It shouldn’t be traumatic—it’s not intended to be, anyway. This 
experience could be quite enjoyable. It will be revealing, no matter 
what. It can be used as an introduction to the character-making 
aspect of larping, a standalone adventure with goals, or an exercise 
that is part of a larger work, such as a pre-larp workshop. 

For 5-20 players
If there are more than seven players, break into groups to dif-
ferent tables. There should be no more than seven and no fewer 
than four at any one table. Players must be mature adults; 
trust is a key factor, as very personal secrets may be revealed.

Requirements
 ♦  Set up enough tables and chairs for everyone inside 

one quiet room. If enough are not available, everyone 
plays on the floor. 

 ♦  Provide at least one regular deck of playing cards 
(including two Jokers) for each group.

 ♦  Please have a stack of blank white paper, at least 
three sheets per player.

 ♦  Ensure that there are enough working pens or 
pencils for everyone.

 ♦  There is no GM.
 ♦  Everyone should read or have this document read and 

explained to them.

 ♦  Everyone in the room will be expected to participate.

Summary
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Timing
Allow approximately: 

45 minutes of preparation

75 minutes of poker playing

75 minutes of cashing in chips

45 minutes of debriefing

You are free to adjust these durations as you must, but 
don’t skip any section and don’t reduce any time by more 
than 15 minutes.

Rules
 ♦  Players are not allowed to physically touch any 

other players at all during this larp. 

 ♦  Turn off electronic devices so they will not distract 
you.

 ♦  Make a concerted effort to use the restroom, get a 
snack or a smoke before beginning, so there will be 
no reason to step out of the room. 

 ♦  Any intimate knowledge gained in Secret Ante 
remains with the players. Don’t gossip. 

Setting
You are in Purgatory, the waiting room before Heaven. It looks 
exactly like the room you are in. There are tables and chairs, 
enough for all. It is quiet except for the noise you make. There 
doesn’t seem to be anything outside this room; however, if 
you leave for any reason, you may notice a corridor, other 
rooms, and other people. You can interact with them as you 
wish. But when you are back in this room, it seems like they 
weren’t there. Did you just imagine them, or did someone 
imagine them for you?
 There doesn’t seem to be anything to do here except play 
poker. You have no objects to wager, but you do have your 
souls. 
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Part I

T o prepare for this larp, all participants should introduce 
themselves to one another briefly, at least their name, 
where they are from, and maybe why they joined this 
event. Real answers by real people. No fiction yet.

 Next, this document should be explained, paraphrased, 
read aloud, or a copy given to each participant to read, or a 
combination of these actions. If printed on one side, the blank 
backside of this document can be used for writing instead of 
new, fresh paper (but it has to be read first). 

Part II

N ow comes the hard part: deciding whom you are going 
to play. This is the biggest decision you will have to make 
in this event. You cannot change your character once 
you have begun. 

 Are you going to play yourself? Your younger self? A friend? 
A relative? Another, different larp character? A fictional char-
acter like Harry Potter or Hamlet? 
 Spend a few minutes reflecting on who you will portray, 
because you will be expected to know many things about this 
character on a deep level: their fears, desires, hopes, dreams, 
etc. Introspective reflection into this person drives your ex-
perience and the experience of others in this event. Since 
the poker game you are about to play involves betting with 
qualities of the character, the more you can generate and the 
more aspects you can detail, the more currency you will have 
to bet. If you want to be a high roller, for example, playing 
yourself or someone intimately known to you would be the 
best option. If you instead want to minimize your emotional 
risk in the game, embody the soul of a fictionalized person. 
Be sure to choose a person with human qualities. 
 Do not reveal the character you are playing until the end. 
More on this below.
 Players should discuss or reveal the depth they want to 
go to, or expect to go to, in this larp. In other words, how 

Preparation 
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serious and revealing do you want this game to be? There’s 
no requirement either way, but all players should have fore-
warning about how intense the game could potentially be. 
Maybe someone doesn’t want to venture far into his or her 
own psyche, but another player does. Are those two comfort-
able playing with each other?  
 There aren’t safewords for this larp, but there does need to be 
informed consent between all the participants about what they 
are getting in to. Again, this could be played as a lighthearted 
get-to-know-you party game, or it could lend great weight to 
an existing larp character, perhaps as preparation for another 
larp, or it could be a slow boat to our Heart of Darkness.
 The participants must mutually agree to the direction it 
will go beforehand, and set up their social contract. The game 
might not go that far, or it might go further. It’s up to you.
 This discussion should occur before, during, and even 
again after you decide on which character you are going to 
play, as it may affect your choice. 

Part III

O nce you have your character in mind, you need to create 
your “bank” to gamble with. Tear the paper into strips. 
Finish reading this document first if the backside will 
also be your paper, but make sure to keep at least one 

copy around.
 On one side of each strip write each of the following qual-
ities, one word per strip, with at least one strip for each:

 ♦ Joy
 ♦ Fury
 ♦ Fear
 ♦ Fantasy
 ♦ Failure
 ♦ Success
 ♦ Sorrow
 ♦ Hope
 ♦ Dream
 ♦ Love
 ♦ Identity*
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Each of these represents an aspect of the character you are 
going to play, and are taken from the point of view of that 
character. 

Joy ♦ What brings happiness to the character?
Fury ♦ What enrages or makes the character angry?
Fear ♦ What is the character afraid of?
Fantasy ♦ What is this character’s sexual vision?
Failure ♦ What has this character failed? This is an actual 

failure, not a potential one. A potential failure would 
be a Fear.

Success ♦ What has this character succeeded at? Again, 
an actual success, not a possible one.

Sorrow ♦ What saddens this character? This could be 
anything that the character laments, from a present 
situation, to a person, to their own past indiscretions. 

Hope ♦ What is this character hoping for?
Dream ♦ What is an actual dream this character has had 

during sleep? Unlike conscious fears and fantasies, 
these are unconscious reveals. Or they’re merely weird 
and mean nothing. 

Love ♦ What does this character love? This may be a 
person, an action, or anything. It means something or 
someone that the character deeply cherishes and is 
willing to sacrifice part of themselves or themselves for. 

*Identity ♦ Who is this character? You do not have to 
write the name of the character down, you can leave it 
blank. More notes on the Identity below.

Write something on the backside of each strip that will re-
mind you of the answer (you can leave Identity blank if you 
wish). It might be a few keywords, a symbol, or a statement. 
Just write something to provoke your understanding of that 
aspect of the character. 
 You should be prepared, when asked, to respond to each 
trait with at least a minute (but no more than three) of expla-
nation. That is, for Fear an answer of “I am afraid of snakes” 
isn’t enough. The response must be either an explanation, an 
anecdote, or dwelling on the Fear’s origins, circumstances, 
conditions, or effects. Tell the story behind it. 
 For example, Hamlet might write down “father” for Sorrow, 
and Harry Potter would probably draw a broomstick for Joy, 
to represent his love of Quidditch and flying. They would be 
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able to expound about either for at least a minute. 
 As you can tell by now, coming up with answers to all of those 
qualities for a fictional character could be very difficult. As the 
poker game continues, you might have to generate more of these 
qualities to continue playing, as they represent the betting chips. 
 Again, deciding whom you are going to play is the hardest 
decision to make. If you play yourself you have a vast wealth 
of experience and aspects to draw upon. On the other hand, 
you are wagering your own fears, fantasies, failures, etc. 

 ♦  It’s probably more intellectually challenging to play 
a fictional character, and more emotionally trying to 
play You. 

 There’s no right or wrong to your responses, but be honest. 
You don’t have to think of the best or worst of anything; it 
doesn’t have to be your deepest fear nor your darkest fanta-
sy. But it has to be something truthful to the character, as 
honest as you can make it. 
 Once you have your character in mind and their qualities 
on the slips of paper, indicate you are ready to play by sitting 
at the table with the papers, their title (not answer) face up in 
front of you. These slips of paper will hereafter be called 
chips, as in poker chips.

Your Identity Chip
 You don’t need to write down the name of the character 
you are playing, you should know at least that much. You 
can leave the slip blank. The Identity chip cannot be played 
until the last hand or as your last bet. 

Goals
 You decide your own goals for this character in Purgatory. 
For example:
 Will your character gain redemption and ascend to heaven 
when others have taken all of your chips, i.e., do you need to 
purge or confess? Or do you need to acquire as many chips 
as possible, all of them, to achieve omniscience? What hap-
pens if you collect all of one type of chip? Is there specific 
knowledge you need to gain, or need to disclose? 
 Each character can have different goals, and they don’t 
need to be stated to the others. Do decide on a goal for your 
play. You can play to win or play to lose. It’s your choice.
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Y ou are going to play the card game of poker for a little 
over an hour. Instead of betting for money or clothing, 
you are betting details about your character. 

Character Role-Playing
Role-play the character you chose as you play poker. Embody 
that character once you sit down ready to play. Think, talk, 
and act like them as best you can. Assume you have been 
in this room for an extremely long time, and you’re probably 
dead. Someone has explained the rules of poker to you. You all 
understand the same language. Play the character realistically 
but don’t speak only in Klingon, attempt to drink another’s 
blood, cast lightning bolt on the doors, or anything else that 
would distract from the exploration of that character’s Hopes, 
Fears, Dreams, etc. There are no conflict, combat, or magic 
mechanics to use here. Just introspection and poker. In be-
tween hands, feel free to banter as your character. Remember 
the social contract established at the beginning about the 
level of levity for the larp. 

Chip Value
 ♦  Each chip has the same value, i.e., Hopes aren’t worth 

any more or less than Sorrows. 

 ♦  However, you can triple the value of any chip once 
by writing “All” on it. 

If you lose your chip in a poker hand, the person who has it 
can cash it in at any time and demand you tell them the an-
swer, i.e., “What is your Dream?” or “What is your Fantasy?” 
Normally, each chip can only be revealed to one person, the 
person who wins it. But by writing “All” on it, you increase 
the value of the chip by three because it means you will reveal 
that aspect to everyone in the room when the owner cashes 
it in. Only the person who created that chip can change it to 

Poker Play
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All. More about this under Cashing Out below, but for now 
know that each chip is worth either one (the default), or three, 
for All. Every chip, including Identity, can be raised. Once 
raised, it can’t be brought back down.
 It is up to the players and characters to add extra value 
to the qualities if they choose. Perhaps you really want to 
know who a character’s Love is. That chip is therefore more 
valuable to you than someone else’s Dreams. But that’s in 
the mind of the beholder. For the game, there are only two 
values to each chip—one or three. If someone bets a Love they 
can be matched or called with any other single chip. Raising 
would mean two (or more) chips or changing one chip to All. 

 ♦  Two chips are worth more than one. 

 ♦  Three regular chips are worth one All. 

 ♦  Once a player loses a chip, it cannot be changed into 
All unless they win it back, i.e., if you lose a Fantasy 
chip, the new  owner can’t make it an All chip.

 ♦  Chips raised to All cannot be reduced to one.

 ♦  You can bet other people’s chips, but you cannot 
change them to All.

 ♦  Players can “buy” or make more chips by simply 
writing down more qualities on paper. They cannot 
do this to raise a bet. Each has to be truthful, and 
cannot repeat any previous chip. Harry Potter can’t 
have another joy of flying chip. 

How big is your pool of chips?
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B efore every hand of poker, everyone must ante in, which 
means contributing something to the pot to be able to 
play at the table. More about the ante in the Appendix.

 ♦  To ante in, each player must briefly reveal to 
everyone at the table either one of their character’s 
annoyances or tiny delights. 

 ♦  Go around the table and state something that annoys 
the character (not enrages them, just bothers them) or 
something that gives a small amount of pleasure (but 
not a full joy). Some examples of annoyances: traffic, 
body odor, or a certain celebrity. Some delights: petting a 
cat, cool breezes on hot days, the smell of fresh lemons. 
This shouldn’t take long, less than 30 seconds for each 
person. All players must complete it if they want to play 
the hand. The ante isn’t written down, it is stated orally 
to all at the table. Annoyances or tiny delights don’t need 
to be explained like the chips, merely stated.

 ♦  Antes are always for All and they aren’t kept, nor can 
they be used in regular betting. 

The Dealer
The first person to sit down at the table ready to play is the 
first dealer. After each hand, the dealer switches to the person 
sitting to their left, rotating clockwise. 

 ♦   Everyone gets to be the dealer at least once. If this 
means time must be cut from Cashing Out or the 
Debrief, so be it.

 ♦  The dealer chooses which aspect will be used for 

Ante
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the first round of betting for that hand. They decide 
if everyone must first bet a Success or a Hope, a 
Fantasy or Failure. If a player does not have that 
aspect, they either must generate one or fold.

 ♦  The dealer chooses this aspect just after dealing the 
cards but before she—the dealer—looks at her own 
hand. Others can look at their cards if they want and 
then decide to generate the needed chip or fold, but 
the dealer must pick the chip before they know their 
cards. 

Subsequent betting and raises can be any chip of any type. 
Only the dealer chooses the first round. The dealer cannot 
pick Identity until everyone has been the dealer once. It is 
recommended to play Identity after an hour of poker has 
concluded, as it marks the end of regular play and the start 
of cashing out. 
 The dealer should be the one to shuffle and deal the cards, 
but if that is problematic, someone else can do it. But the 
dealer always chooses the chip for the first bet for everyone. 
Raising and the second round of betting can be any type of 
chip. The original chip the dealer called must be included in 
any betting on the first round, but raises or the second round 
of betting aren’t dependent on the type of chip, just the value.

Poker
The rules of poker are explained in the Appendix, including 
the ranking of hands and cards. 

 ♦  All hands of Secret Ante will be five-card draw. Thus 
there are only two rounds of betting for each hand: once 
after everyone has their cards, and then after the draw. 

 ♦  Exception: A different hand of poker, or Texas Hold 
‘Em style, can be played only if everyone at the table 
agrees to it. If everyone agrees to a different type of 
poker, the chips and values remain the same, the 
order of dealers remains the same (with everyone 
playing the dealer at least once), and the rule about 
the Identity chip not being used until late in the game 
remain in effect.  
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Jokers
There needs to be two Joker cards in the deck. 
 Each Joker is a wild card, meaning it can duplicate any 
other card in the deck. If it matters, the original card outranks 
the wild one. Jokers also have a special ability on the chips.

 ♦  If you win a hand using a Joker, remove the Joker 
from the deck and place it in front of your chips. It 
is now out of the game. If you lose your hand that 
contained a Joker, it goes into the discard pile and 
shuffled back into the deck. 

 ♦  At any point, you can use the Joker to turn any 
one of your chips into a Lie. Only you will know 
which chip it is, so be honest and only Lie about one 
chip (sort of an oxymoron, honest about lying). You 
can decide which one to Lie about ahead of time, or 
when someone cashes that chip out. You don’t need to 
reveal the Joker, or indicate in any way that the chip, 
like the cake, is a lie**. But when you recount the 
story behind that chip, lie. It can be a small white lie, 
e.g., you say you made more money on that Success 
than what your really brought in, or it can be a 
complete fabrication: your father didn’t die in a tragic 
auto accident, in fact, he’s still alive but you haven’t 
seen or heard from him in years. But no one needs to 
know that. 

 ♦  You can lie about either a single-person chip or an All 
chip.

 ♦  What is it like to lie as a fictional character? 

 ♦  If playing yourself, why did you lie about that chip?

 ♦  You don’t have to use your Joker on any chip, you can 
remain honest if you wish. 

 ♦  If you manage to win both Jokers, you can lie twice.

 ♦  Jokers can also be bet as a single chip. They can’t 
be turned into an All, however.  
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Identity
After everyone has had the chance to be the dealer at least 
once, and the group has played poker for more than an hour, 
it is up to the dealer to decide when the Identity chip is to be 
played in the first round of betting. If there is a time limit to 
Secret Ante, Identity should be played when there is roughly 
10 minutes remaining to the poker phase. 
 Not everyone needs to put their Identity into the pot (they 
can fold), and if someone lost all their chips they may already 
have bet Identity and then, maybe, come up with more chips 
upon reflection to get back into the game. In that case, they 
don’t need to put in Identity again, but will have to put some-
thing in. Players can decide to reveal their Identity to All as 
part of betting, as normal.
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A fter everyone has finished playing poker, it is time to 
cash in your winnings. There should be at least an hour 
to do this, as it will involve a lot of private one-on-one 
conversations. 

 Note that it is possible to cash in a chip or chips at any 
time, including during poker play, but once cashed, it cannot 
be used in any more betting. It’s gone. It’s rude to cash in a 
chip during the middle of a hand, but possible. 
 When cashing out, it is possible to trade chips if both 
owners agree. This means that someone can sell your secrets 
to someone you don’t want to reveal to; such is the nature 
of Lady Luck. That may be a good time to use the Joker. To 
trade, just negotiate it and exchange scrip. The values of the 
chips are whatever someone is willing to pay for them. Try 
to make trades before the cashing occurs.
 To cash out, the All chips should be revealed first, called 
by whoever owns the chip. The person who wrote the paper 
needs to reveal the story behind what they wrote to everyone 
in the room. 
 Once the All chips have been revealed, the single chips 
should be spent. This will involve two people talking inti-
mately in private corners of the room, or whispering to one 
another. They can go in any order that makes sense, but it 
is the responsibility of the owner to cash in the chip. 
 When revealing your trait you can provide as much de-
tail as you like, and you can choose to retell the events as 
they happened, or skirt the actual details and instead dwell 
on how that aspect makes you feel. The choice is up to you. 
The only requirement is that it is honest to the character. 
The person cashing in the chip can ask clarifying questions 
or even further queries, but the owner is not compelled to 
reveal any more. Remember that each chip is worth at least 
a minute of explanation. 

Cashing Out
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 When revealing the contents of a chip, and listening to 
them, try to remain in character. 
 If any chip owners decide to keep their single chip to cash 
out later, after the game—privately—that is their purview. 
Once outside the room and the larp, though, the owner won’t 
be compelled to jump back into their character to reveal that 
secret at a moment’s notice, however. The All chips must be 
exposed to all in the room in this session.

 ♦  When a chip has been cashed, the paper should be 
ceremonially destroyed, e.g., torn into shreds, or, 
if your facility permits it, burned. 

 ♦  Courtesy, decorum, and these rules dictate that what 
people discover about other characters remains with 
the room and not shared with others. 

When all exchanges are complete, destroy the remaining 
chips. Tear them into shreds and throw them into the air, 
bathing in a shower of your characteristics, or, if possible, 
burn them in a safe manner. Regardless, get rid of them in 
a ceremonial fashion. 
 When the strips are all gone, the game is over. Break char-
acter, go back to being yourself (you may have already been 
yourself the whole time), and move into the Debrief phase.
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T his debrief is designed to ease people back into their own 
skins. Or, if already buried deep in their own souls, to 
turn their perspective back to the outside world. 

 ♦  Make sure all the chips are gone.

 ♦  You can now touch each other once again. You 
probably should, just to shake hands.

 ♦  Thank one another for the game. Talk to one another 
as players, not characters. Some questions to 
consider asking and discussing:

 ♦  Was it difficult to create the chips? Why?

 ♦  Was it difficult to reveal them? Why? Was it difficult to 
hear them? Why?

 ♦  Did this exercise remind you of something you forgot? 
Was there something you withheld from betting? 

 ♦  If you didn’t play yourself, did you learn anything 
about that character? Did you learn anything about 
yourself? How is that character similar to you?

 ♦  Come up with other questions and ask them. 

This should be informal, and no one should be forced to 
say anything they don’t want to in the debrief, i.e., don’t go 
around the room one by one and ask if the person has more 
secrets they have to reveal now. 
Everyone should have a chance to voice their thoughts on any 
of the above questions or related ones. Make sure everyone 
has a chance to speak. 
 When time is up, you may all leave the room...but have 
you left the larp? Are you keeping any chips as you walk 
away? Are you going to make more to play again?

Debrief
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GM Reflections
P eople are collections of many experiences, some actu-

alized for better or worse, some are only wishes, proto- 
experiences. There are good things and bad things to us 
all. But whether good or bad, every part of us has value.  

We are all worth something for being alive and human. Ev-
erything we experience, or want to experience, adds to our 
soul. It doesn’t have to be tortured or ecstatic to gain value. 
Even silly dreams are currency in Purgatory. The characters 
we choose to play are enhanced upon consideration of their 
many facets. The more we know the character, the richer 
the role-playing. Even if you consciously chose not to play 
yourself, did you subconsciously pick an aspect of yourself 
that has been neglected? 
 It’s important to realize how deep our souls go, yes, but 
also important to know that everyone else, everyone on planet 
Earth, has as much complexity, as many tears and smiles, 
as you. It’s too bad we almost never get to know them all. 
Maybe in Eternity we will. 

Other Uses for Secret Ante
 With a different emphasis, this larp can be used to  
prepare or flesh out another larp character. It can also be 
used as a resurrection mechanic for a boffer larp: any chips 
the character loses are memories lost when they return to 
the living, and any they gain is knowledge they may be able 
to use. Maybe other powers could be gained depending on 
how they perform in the poker game. The exact details are 
left to the GM.  
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I would like to thank Mike Tice for inspiring not only this 
entry to the 2013 Larpwriter Challenge, but for inventing 
the Casino Arcana larp, which subtly influenced me. I 
didn’t plan on submitting something for the Challenge, 

but one night while trying to sleep this game popped out of 
my head almost fully formed. I wrote it down on the notepad 
by my bed with my little light pen, one of the best birthday 
presents I ever received—one of my tiny delights. 
 Special thanks to Kender Kidd for encouraging and be-
lieving in me.
 Mike’s entry for the Challenge, Exodus 22:18 made it 
into the top three finalists. Mine did not, so this is one of my 
Failures. I hope you enjoy it anyways.

Inspiration 
and Thanks
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If you are already familiar with the rules of poker, you do not 
need to read this Appendix.

 Shuffle the deck of cards. Be sure that the two Jokers are 
included.
 After everyone has paid the ante, the dealer deals five 
cards face down to every player, one at a time, starting with 
the person on their left.

Players look at their cards and the first round of betting oc-
curs, starting with the person to the left of the dealer. More 
on betting, below.

A player can Fold, or quit that hand, when it is their turn 
to bet. They do this by placing all their cards face down 
on the table and saying “Fold.” They cannot rejoin the 
hand, and anything they bet cannot be retrieved from 
the pot (the pot is the center of the table, where the 
chips are held and wagered). 

Once betting has concluded, players decide if they wish to 
exchange zero to four of the cards in their hands. They can 
keep what they have or they can trade 1-4 other cards by 
putting the ones they don’t want face down in front of them. 
In Secret Ante, it is not needed to reveal an Ace to put down 
four cards, but if the players wish to make that a house rule, 
that is acceptable. 

Any cards placed down by a player are immediately replaced 
by the dealer, face down, from the deck, and the next player 
on the left decides if they are going to replace any cards, and 
so on, until the trade comes back to the dealer. If there are 
not enough cards in the deck to replace (a highly improbable, 
but not impossible occurrence with six or seven players), the 
discarded cards must be shuffled and used to deal to those 
who need them.  

Appendix
the rules of five-card draw 
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After the cards are exchanged, a second round of betting oc-
curs. Players can fold here as well when it is their turn to bet. 

After the second round of betting is concluded and there 
are at least two people who have not folded, everyone still in 
must reveal their cards. If everyone folds before the end, the 
winner does not need to reveal cards.

The one with the highest hand wins everything in the pot. 

A new hand is begun with the deck being shuffled by the new 
dealer (person to the left of the previous dealer) and everyone 
antes in again. 
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Players can bet their own chips or the chips they won from 
others. The value of the chips remains the same, that is, a 
new possessor of someone else’s chip cannot change it to All. 

The first bettor can call Check, which means they are still 
in the hand but they aren’t betting. Others can check as 
well until someone until someone bets or everyone at 
the table checks, in which case play proceeds. 

Whenever someone bets something, they state what they are 
betting and put their chip (or chips) into the pot. They can 
put in any number of chips that they are currently holding. 
They can triple the value of any chip they made and still own 
by changing it to an All reveal.

The dealer decides the aspect for the first round of bet-
ting. The first bet of that hand must match or include 
the chip type declared by the dealer. 

If betting comes back to someone on the first round, 
they can raise it with a different quality. Other bettors 
can also raise the bet with other qualities, as long as the 
one stated by the dealer is included. Example: The dealer 
declares Hope as the required quality, so Person A bets 
one Hope on their turn. The person next to them bets 
Hope and raises a Joy. Person C raises again and makes 
their Hope chip All (as an All is worth three other chips). 

A person can bet the same amount or raise it. 

Each person must either:
 put the same amount of chips into the pot
 put the same amount in, plus an additional raise 
 fold – leave the hand, sacrificing any other chips they 
already put in

Betting
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If players check but someone else at the table puts in a bet, 
the person or persons who checked must also bet or fold. 

In other words, everyone who wishes to remain in the 
hand must contribute an equal or higher amount to the 
pot. When betting finally rotates back to the person 
whose bet was highest, and everything is equal (everyone 
who remained in has contributed that amount), if they 
decide to raise it no further, they Call, and betting ends. 
Hands are then revealed. 

Example, continued: After Person C raised to an All Hope, 
Person D folds and Person E also puts in an All Hope. Per-
son A, who put in the first Hope, folds, and Person B, who 
raised a Joy, needs to put one more chip in to stay in. They 
put in one Fear. Thus everyone remaining in the hand has 
contributed chips worth three. Person C calls (they don’t 
raise any further), and hands are exposed for Players B, C, 
and E. Person E has the highest hand, and takes the Hopes, 
a Joy, and a Fear.  

Note: If a player needs to contribute a chip they don’t 
have to remain in the hand; that is, they have to match 
a raise, they can generate more chips by writing some 
up. A player cannot themselves raise the bet by making 
more chips. You can only match a raise (Call) with fresh 
chips. In other words, a player cannot say “I raise you 
ten Fantasies,” and then they start scribbling furiously. 

You can bet your own chips or those of other people as long 
as they are the proper type or value.
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The highest hand wins. In the event of a tie, e.g., two players 
with a pair, the higher card value wins, i.e., a pair of nines 
beats a pair of sevens. If you get into the situation of match-
ing numbers, say, a pair of eights against a pair of eights, the 
suit rankings are from the cover: clubs highest, then hearts, 
spades, diamonds. If that still doesn’t settle it, the next highest 
card in the hand, again to suit rank, and so on until a higher 
hand is determined.

Note that for Secret Ante, Jokers are wild cards and can be 
used to duplicate any other card in the deck when used in a 
hand. In the event of a tie, the actual card beats the Joker, 
e.g., a real Ace beats a Joker impersonating an Ace. There 
are two Jokers in the deck. See “Joker” above for special 
rules on using Jokers. 

Poker hands from highest to lowest:

Royal Flush ♦ A straight from a ten to an ace with all five 
cards of the same suit. Example: Ace, King, Queen, 
Jack, Ten, and all are Clubs.

Straight Flush ♦ Any straight with all five cards of the 
same suit. Example: Five, Six, Seven, Eight, Nine, all 
are Hearts.

Four of a Kind ♦ Any four cards of the same rank. 
Example: four Sixes.

Full House ♦ Any three cards of the same rank together 
with any two cards of the same rank. When comparing 
two Full Houses, the higher ranking three cards wins, 
e.g., three Queens and two Fours beats three Jacks 
and two Fives. Example: Three Threes, two Eights

Flush ♦ Any five cards of the same suit (not consecutive). 
The highest card of the five determines the rank of 
the flush. Example: Two, Five, Seven, Nine, Jack, all 
Spades.

The hands of poker 
and their rankings
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Straight ♦ Any five consecutive cards of different 
suits. Aces can count as either a high or a low card. 
Example: the lowest straight is Ace-Two-Three-Four-
Five.

Three of a Kind ♦ Any three cards of the same rank. 
Example: Three Kings

Two Pair ♦ Any two cards of the same rank together with 
another two cards of the same rank. The highest 
pair of the two determines the rank of the two-pair. 
Example: Two Fours, Two Tens

Pair ♦ Any two cards of the same rank. Example: Two 
Jacks

High Card ♦ Any hand not mentioned above. The highest-
ranking card determines the rank of the hand. 

Card ranks, from highest to lowest, are:

Ace, King, Queen, Jack, Ten, Nine, Eight, Seven,  
 Six, Five, Four, Three, Two, Ace 
Aces can be low or high, whatever benefits the player. 

There are four suits for each card, two black, two red. The 
suits are ranked Clubs, Hearts, Spades, Diamonds, as the 
cover displays from biggest to smallest. 

There are two Jokers that can function as any other card, 
i.e., it is possible to have two Spade Aces: one real one and 
one Joker. Jokers do not have rank. 

** “The cake is a lie” is a line from the video game Portal. 
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