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GAMEPLAY

1. In assassins, teams or individuals are arranged in an ordered circular list, with 
each team assigned to “assassinate” members of the next team in the list. 
When all  members of a team are assassinated,  that  team is “eliminated”, 
leaves the circle, and the team assigned to assassinate members of that team 
is reassigned to the team assigned to the team having been eliminated. This 
continues until there are only two teams left in the circle. In that case, each 
team  is  assigned  to  eliminate  the  other.  When  one  of  the  two  teams  is 
eliminated, the other team wins the game.

2. Each  team  would  be  provided  the  list  of  its  members  for  internal 
communication,  and the  list  of  players  on  the  team they  are  assigned  to 
assassinate. No other information would be provided.

3. In this version of assassins, players may also kill in defense. Thus, if team A is 
assigned to eliminate team B and team B finds that out, members of team B 
may defense-kill members of team A.

DISCLAIMERS

1. For the entirety of this document, including the section above, the following 
definitions apply exclusively:

1. A “kill”  is a procedure by which active players become inactive players 
after being hit with a NERF dart or other approved projectile in specific 
conditions.

2. A “gun” or “blaster” is an approved NERF blaster. A “dart” is  an approved 
NERF dart.

2. No part of this document should be construed as suggesting any breach of 
law.

ELIGIBILITY

1. To participate in EEP/Acad Assassins, you must be an EEPer or Acad registered 
full-time at UW for the entirety of the quarter when the game is held.

2. EEPers and Acads not registered full-time for the entirety of the quarter when 
the game is held, as well as EEP/Acad Alumni may register with permission 
from the Game Administrator.

3. All others are not eligible to participate.



SUPPLIES

1. The following are required for Assassins:

1. A NERF blaster (NERF gun) and darts.

1. Players objecting to use of a NERF blaster may use another projectile 
(for  example, rolled-up socks),  however any request to use another 
projectile must be approved by the game administrator, and all players 
must  be  notified  of  the  exemption.  Melee  weapons  will  not  be 
considered for this exemption.

2. Players may not carry more than 6 darts and/or more than one blaster. 
For players using projectiles under the above exemption, no more than 
6 projectiles may be carried.

3. Further restrictions on the use of NERF blasters are in the following 
section.

2. An ID card with the player's name and k-code..

1. This must be carried at all times while active and inside an approved 
area of play. k-codes are used to validate kills on-line and are e-mailed 
individually  when  the  game  is  scheduled  to  start  by  the  Game 
Administrator. Be prepared to make your ID card during the 24-hour 
preparation period after the game is scheduled to start and before the 
game begins.

NERF BLASTER USE

We are fortunate to play on a campus that tolerates use of mock weaponry in on-
campus games. On some college campuses, use of NERF blasters is not allowed. If 
NERF blasters are misused, we may lose the privilege. This will affect not only us, but 
also other groups such as Humans vs. Zombies Tag (HvZT). The following rules are 
based on the HvZT rules on NERF blaster use. Please be especially careful to comply 
with these rules.

1. The idea  of  a  NERF blaster  is  that  no  one can get  hurt.  Players  must  be 
comfortable shooting themselves in the face repeatedly at point-blank range 
with the NERF blaster as it is used in the game. With this restriction in mind, 
modifications of blasters and darts are permitted, but:

2. “Do not paint your blaster. Do not paint your blaster. DO NOT PAINT YOUR 
BLASTER.”

3. Only NERF models may be used. If you are in doubt, check with the game 
administrator.

4. Be courteous with your weaponry. Avoid aiming for an opponent’s head: it’s 
rude  and  unnecessary.  Don’t  shoot  a  player  if  you  know that  he/she  has 
already been shot  by a member of  your team. Players are responsible  for 



keeping  track  of  their  blasters  and  darts,  as  well  as  cleaning  up  after 
themselves.

5. Players should be especially careful to avoid striking non-players with their 
darts.  Any  player  found  to  have  struck  a  non-player  will  be  subject  to 
immediate disqualification from the game.

6. While players are allowed to keep their weapons on themselves in class, the 
libraries, and other safe zones, they should never flaunt them, point them at 
people, or be evasive about them. All inquiries should be answered truthfully. 
While weaponry needn’t be concealed, it should be sufficiently put away.

APPROVED TIMES OF PLAY

1. The game will start no earlier than 8am on the first Monday of classes of the 
quarter for which it is scheduled and end no later than 11:59pm on the last 
Friday  of  classes  of  the  quarter  for  which  it  is  scheduled.  The  Game 
Administrator  is  otherwise  free  to  determine the  start  and end dates  and 
times, as well as pause the game for any reason. Any time between the start 
and end times, with the exception of explicit pauses, is an approved time of 
play.

2. The  start  date/time,  end  date/time,  and  any  pauses  in  the  game  will  be 
announced by the Game Administrator with an advance warning of at least 24 
hours.

APPROVED AREAS OF PLAY

1. Approved areas of play are defined as any ground, street, parking lot, parking 
garage, or walkway on the UW Seattle campus (as defined by the green area 
on the UW-Seattle campus map) with the following exceptions:

1. NE  45th St,  15th Ave  NE,  Pacific  St,  Montlake  Blvd,  and  all  sidewalks 
immediately bordering those streets are safe zones

2. Stevens Way, Whitman Court, Pend Orielle Road, Memorial Way, Columbia 
Road, Boat St, University Way, Brooklyn Ave, 40th St / Lincoln Way, 41st St, 
Campus Parkway, and other medium-to-large traffic streets are safe zones, 
but sidewalks bordering these streets are not exempt. Players may not use 
these streets in any manner except for legal transportation use, and to 
cross  them.  Small-traffic  streets  that  are  typically  walked  on  are  legal 
areas of play.

3. IMA athletic fields and tennis courts are safe zones while there are any 
assassins  players present  or  while  the fields  or  courts  are used for  an 
athletic activity. For example, a player is safe from the moment he/she 
arrives on an IMA athletic field or tennis court for the purpose of engaging 
in or spectating on an athletic activity to the moment he/she leaves the 
field or court. Players simply passing through unused fields are not safe.



4. Interiors of vehicles are safe zones.

5. Interiors of buildings as well as basements, elevated balconies, and roofs 
are safe zones.

6. Areas within 20 feet of any bus stop sign, including temporary ones, or 
shelters. Players may not move temporary bus stop signs.

7. The  following  area  around  the  Robinson  Center,  including  the  entire 
boundary, from 30 minutes before to 30 minutes after Robinson Center 
hours, is a safe zone. It is not a safe zone otherwise.

KILLS

1. A kill is possible in either of the following scenarios:

1. If the player performing the kill  is on a team assigned to eliminate the 
team including the player being killed, OR

2. If  the player being killed is  on a team assigned to eliminate  the  team 
including the player performing the kill, and the player performing the kill 
is reasonably confident that the player being killed is on a team assigned 
to  eliminate  the  team  including  the  player  performing  the  kill.  The 
standard of reasonable confidence is vague – mere suspicion, gossip, or 
noticed stalking does not establish reasonable confidence, OR

3. If the player being killed is the game administrator – see next section.

2. A kill  is initiated by the player performing the kill  shooting a NERF dart or 
throwing an approved projectile. A kill is completed by collision of this dart of 
projectile  with any  part  of  the  body  or  clothing  (but  not  backpack,  boots, 
laptop, etc.) of the player being killed. In addition,



1. The dart or other projectile must not come in contact with anything else 
(excluding air) after being fired and before the kill is completed.

2. The player performing the kill is active (alive) and fully inside an active 
area of play at the time when the kill is initiated.

3. The player being killed is active (alive) and fully inside an active area of 
play just before the kills is completed.

4. The kill is initiated and completed during an approved time of play.

3. Individual  players  may request  immunity  from being  killed  due  to  a  class 
activity or official university business, including hosting prospective students. 
Players  who  would  like  to  request  immunity  must  contact  the  game 
administrator with the time period and reason. Players may not perform kills 
while immune from being killed. The requirement to request permission in 
advance is waived if there is not enough advance warning of the activity, and 
if the activity is obligatory for the student.

4. The game administrator may not perform kills, but may be killed – see next 
section.

KILLING THE GAME ADMINISTRATOR

1. Any active player may perform a kill on the game administrator. The kill must 
conform to the same rules as for normal players.

2. If  an  active  player  performs  a  kill  on  the  game  administrator,  the  game 
administrator will reveal some game-related information to that player.

3. No player may kill the game administrator more than once per day.

INACTIVE PLAYERS

1. With the exception of the game administrator, players who have been killed 
are considered inactive.

2. Inactive  players  may  not  perform kills,  but  may  continue  to  solicit  game-
related information in the same way as active players.

SOLICITATION AND ASSISTANCE

1. Players  may  discuss  the  game  and  share  game-related  information  and 
information  about  players'  whereabouts  with  other  players.  Players  may 
provide game-related assistance to other players.

2. Players may use technology to aid in collecting game-related information and 
information about players' whereabouts.

3. Players may not ask non-players or the game administrator for game-related 
assistance or any information about the game or players' whereabouts except 



as permitted in section titled “Killing the Game Administrator”. Players may 
not  obtain  information  from  the  game  web  site  through  guessing  the 
administrator pass code or through forced entry in any way.

EXCESSIVE FORCE AND TACTICS

1. Players may not use excessive force to perform a kill. Excessive force includes 
firing darts or projectiles at very close range or in ways that can cause injury, 
and/or any physical contact. Excessive force does not include firing multiple 
darts or projectiles. 

2. Any kill  achieved with presence of excessive force is invalid.  Players using 
excessive force are subject to disqualification from the game.

REGISTRATION

1. Any  eligible  individual  wishing  to  participate  in  EEP/Acad  Assassins  should 
register  using  the  appropriate  form  on  the  official  web  site  at: 
http://igor.tolkov.com/assassins

2. After registration, players need to validate their accounts. They will need to 
enter the following codes for registration:

1. The  e-code,  which  is  sent  to  the  player  by  e-mail  right  after  he/she 
registers.

2. The p-code, which is posted in the Robinson Center lounge after enough 
users register. Players will have sufficient time to obtain the p-code and 
validate their accounts before the game begins. Please do not e-mail the 
Game Administrator asking for the p-code. Because the p-codes will only 
become available some time after registration, players should keep track 
of and not lose the e-codes.

START, END, AND PAUSES

1. All members will be notified via automated e-mail or other means of the start 
of the scheduled start of the game, end of the game, as well as any pauses 
that the game administrator deems necessary.

ASSIGNMENT

1. A  team is  considered  assigned  to  eliminate  another  team after  the  team 
receives notice of the fact from the game administrator, via an automated e-
mail or other means. A team is not considered assigned to eliminate another 
team unless such notice is received.

REPORTING KILLS

1. After a kill occurs, the player having performed the kill should report it to the 
game administrator. This is done via a form on the Assassins web site.

http://igor.tolkov.com/assassins


1. The player having performed the kill  must inquire of the k-code of  the 
player having been killed. This code is entered into the form. For more 
information on k-codes, see the “Supplies” section.

2. The player having performed the kill should note the time of the kill as 
accurately  and  precisely  as  possible.  This  makes  the  job  of  the  game 
administrator easier, especially when resolving multiple kills happening in 
a short time span.

3. There is a comment section on the form. This serves two purposes. First, it 
is a testimony that allows the game administrator to confirm the kill. The 
comment should be descriptive, especially if it is a defense kill or if is part  
of a series of kills took place in a short time span. If it is a defense kill, it  
must  be  used  to  establish  reasonable  confidence.  Second,  it  will  be 
published on the game web site after the game is finalized, so be creative 
as well as detailed!

2. Since players receive no immunity right after kills, they should move to a safe 
zone before exchanging the k-code.

3. Players will have some time to report kills after the game ends. Kills may be 
reported anytime until the game is finalized, but they should be reported as 
soon  as  possible  after  the  kill.  Failure  to  do  so  may  result  in  delays  in 
reassignment of teams. Purposely delaying the report of a kill  to delay the 
game is not allowed.

WINNING

1. If the game is ended with exactly one team remaining in the sequence, that 
team wins. If the game is ended with no team remaining in the sequence, the 
team that has been eliminated last wins. Otherwise, teams that have not been 
eliminated to the end of the game are eligible for ranking.

2. Eligible teams are ranked as follows:

1. By the total number of players killed by members of the team, regardless 
of whether those players are active (alive) or not at the end of the game

2. In the case of a tie, by the number of players still alive on the team

3. The team ranked 1st wins the game.

WITHDRAWAL

1. Any  player  wishing  to  withdraw  from the  game  after  it  has  been  started 
should contact the game administrator.

2. Any player who withdraws from the game is considered a non-player and is 
permanently  removed  from  his/her  team  and  any  rankings.  However,  the 
team retains the player's kill count.



ARBITRATION

1. Any game-related decision made by the game administrator is final.

AMENDMENTS

1. The game administrator may amend this rule set at anytime without notice.

VALIDITY

1. This rule set is valid if it is hanging on the wall of the Robinson Center lounge.  
Any other versions of this rule set, including the one accessible through the 
game web site, are invalid.

2. There cannot be more than one copy of this rule set hanging on the wall of the 
Robinson Center lounge.

3. E-mail communications from the game administrator supersede anything on 
the game web site.
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