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HATS ON!

HATS. AGOOD GAME.




Welcome to Hats On!, a freeform live-action role-play game/open engine based on hats!
All players (anyone who can wear a hat* » .eam more below;) N€€d to start playing with us:
e This Hats On! Guide e A Writing Tool e AHat!

Hats On! works by players assuming roles based on headwear, more quickly referred to as ‘hats’,
which can be but are not limited to:

e Baseball hats e Headbands e A papercrown
e Trucker hats e Bandanas e Fedoras

e Beanies e Aflower behind the e Bowler hats

e Hardhats ear e Cowboy hats
e Sun hats e Sunglasses e Afancywig

e Visors e Achef’s hat e A“hat”

When assuming a role via hat, the player creates three basic features of their character:
1. Name 2. Profession 3. Goalin-game

With the profession feature, the player names two unique skills of their own creativity:
e Afoam cheese hat may give the character high knowledge of football and the ability to talk
to cows. Or maybe proficiency in cheesemongering and weakness to cheese-based puns.
e A party hat might grant high charisma for small talk and excellent dancing moves. Or
perhaps expert gathering skills and luck when relating actions to celebrations.
e Ablank hat can give the character open options, but the player must decorate the hat such
that the skills would be understandable.

This info should be recorded. You can use the cut-out record templates on the last page, but any
paper should suffice. Once noted by write or by type, the record should be kept in the hat; brims
are helpful here, and if brims aren’t an option, get creative — the record must be with the hat!

So you’ve got your hat/character, profession, goal, and record. Now become your characterin
the game/world by wearing your/their hat and accomplish their goal! As you go, decide your
character’s actions with their skills, and make your own meta calls when needed.

In addition to base skills from the profession, hats can be enhanced with power-ups (player
determined) through adornments, or add-ons like:

e Apinbutton e Asignature e Asticker
e Anactual button e Aribbon e Apanache
e Abrooch e Apatch e Embroidery

Notably, hats can and are highly encouraged to be traded between players in swaps. Consider
the player as a machine and the hat as a power source; it should fuel the movement/action, with
the player/character translating that energy into real-time movements/actions, with some
additional help from meta play. If you’re still confused, no worries —it’s a brain swap! Swaps must
be consensual between both players! Importantly, hats cannot be immediately swapped back
between two players. For a hat/character to return to its original player, the swap must occur
between two players who have not swapped previously at any point of the game.




e Thankfully, Futurama writer and mathematician Ken Keeler solved this with a proof stating
that regardless of how many trades occur, original pairs (in this case player and hat) can be
returned to using only two extra (not previously swapped) players.

o Think of it this way, swaps add an element of intrigue —
= how does a player channel the character of a hat they didn’t originate?
= jnwhatways can a new player/hat combination reach a goal that a previous
ohe couldn’t?
=  why wouldn’t that hat look good on you?

e Butifyou get attached to your hat, you either don’t have to swap or you can count on

bringing new people into the game as players. The Hats On! community keeps growing!

A player can create as many characters as “hats” they want/have. A player can swap hats with
their self as often as they like without penalty or announcement.

This is why it’s so important to keep the record in the hat. The name, profession (with skills), and
goal remain mostly consistent between players in swaps so they can keep the energy of the game
going. Power-ups imbued by add-ons may or may not translate one-to-one across players in
swaps. Players have the option to do that or they can newly interpret the add-on’s power-up.

Hats On! allows players/characters to quickly transition in and out of game depending on player
need, taking however long in between. We’re always ready to play - just have your hat handy!

Hats On! can be played indoors, outdoors, online, solo, small group, large group, anywhere hats
of some kind are allowed, and for however manageably short or ongoing a period.
e If playing online and wanting to use the swap system, consider drawing or taking a photo of
the hat to swap in chat with your co-players for more engaging play.

Hats On! doesn’t require a gamemaster, or hatmaker, but one can enhance the roleplay and
make a more cohesive story if using it for a one-shot or campaign. Hats On! can be used with
other mechanics, engines, or tools to create hybrid gameplay. Get your thinking caps on!

While the game is scalable and freeform larping, Hats On! is also world to itself where players can
freely engage with each other across games and experiences. To help connect you with players in
the wild, make your own buttons, pins, or stickers with our cutout logos on the last page!

Hats On! can help you improv better, create immersive character experiences, or even add a twist
on going to the grocery store thanks to its freeform format. This engine is built for connecting
people through things we like: self-expression, fashion, thrifting, sports, hats, crafting, games,
games with hats, jokes. When you craft your hat/character, you’re sharing a bit of yourself with
the world. When you play or swap with another player, a bit of you goes with them and a bit of
them goes with you. World building becomes community building - connection with empathy and
a bit of personal flair. Speaking as someone who’s reluctant to give up a good hat, what | love
more is getting a good hat with a good story. What | love even more is making friends who like to
play games too.

Help us make a new world or take in the one before us with a new perspective. Hats On! to you!
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What are you waiting for? We’re stoked for you to start playing with us! We’ll see you out there!

Step 1: Fill a Record and Print this page (or vice versa) Step 2: Cut the Record around the dash line
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— Let other players know you’re here! Turn these into stickers, buttons, pins, and more! —



Credits, Appreciation, Post-script, and Sentiments
Credits

Produced by
Logo and related art produced by using Canva

Credits and Appreciation
Credit and thanks to Dr. Ken Keeler for the proof, also known as the ‘Futurama theorem’.

Appreciation
The family, who all love hats
.for one of the coolest hats | have

The I

.for turning chores into fun

Post-script
Supportyour local game stores, creators, and players who make play fun, friendly, and involving.

Sentiments
Thank you to the GCC Judges for looking at the hat | threw in the ring.
Player, | hope you have a good day.



