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Chapter 1
0. Introduction
This text contains a description of the main features of The Fog LARP ingame world/setting. These are objective and true
facts about the world. Individual characters may deny some of these facts (such as not believing in magic), but that doesn‘t
change them – just as gravity doesn‘t cancel out because you don‘t believe in it.
Some important aspects of the setting are presented in more depth elsewhere (Book of Magic, Book of the Seventh Path,
Book of Alchemy). On others, not everything is told on purpose – this allows the characters to learn and speculate ingame.
The lore is constantly developing and growing.

Chapter 1: The Fog LARP Lore Basics
1.1. Main concepts
• The laws of physics are like in the real world. Except that there is magic. It can change them.
• Technology is at a level resembling the late Middle Ages. Except there is a Seventh Path. It is an
advanced technology that counteracts magic.
• Geography is like the real world. We have still only uncovered the Balkan Peninsula.
• The world is inhabited by people of different races (mostly humans and elves, but also others), and
magical beings with varying degrees of intelligence.
• There are other worlds. They are rather other plains of existence. E.g. the world of shadows.

What is the Fog?
It is the familiar climatic phenomenon. Only it is very dense and has supernatural properties.
It emerged as a reaction to the excessive use of magic during the Mage Wars. It’s all we know so far.
The Fog suppresses magic – it is a kind of an anti-magic field.
It‘s almost impossible for people to live in the Fog. Large groups cannot move through the Fog,
because they die.
• The Fog does not never has covered everything. It is rather a barrier between different places.
Sometimes a very thick barrier.
• The Fog tends to dissipate. In the uncovered part of the map it is almost gone.
• Bad things often come out of the Fog. We don‘t know why yet.
•
•
•
•

1.2. Gods and Deities
Original gods:
•
•
•
•
•
•

Breyta – god of change, respectively, of magic.
Timi – god of time.
Evilok – god of death.
Dreyma – god of dreams.
Marthrod – goddess of nightmares.
Leid – goddess of pathways.

Other gods/deities introduced by players:
• Pelor god of the sun and of agriculture, adopted from Wizards of the Coast Dungeons & Dragons
franchise).
• Gargavran – a deity whose concept is entirely created by a group of players whose characters believe
He is a physical manifestation of destiny.
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Глава 1
1.3. Races and Population
• The world is inhabited by relatively numerous humans and elves, and a smaller number to single
representatives of other fantastic races – such as orcs, dwarves and others.
• In addition to their race, a character can be undead (most often a vampire). This is a condition – i.e.
vampires are not a „race.“
• Race is only important for role play. There are no meta-skills related to race.

The player characters are not the entire population of the world – a world inhabited by several hundred
people is not convincing. It is assumed that there is a fictitious population that is engaged in agriculture,
production and trade, pays taxes, fights on other fronts, etc.

1.4. Languages and Names
Languages
•
•
•
•

The local languages (Bulgarian, Greek, Serbian, Romanian);
The Trade language (English);
The Imperial language (Latin);
Draconic (the original language of magic).

Names
• Names of people and places can be of local origin, Anglo-Saxon, Latin, elven (from different settings),
mixed.

1.5. Calendar
The calendar in the game coincides with that of real life. By lore it was introduced by Emperor Jarn (see
section 2.2.)
•
•
•
•
•
•

Year 0 – the Emperor’s crowning;
962 – the Emperor’s death;
992 – 1098 – Mage Wars;
1098 – Cataclysm;
1098 – 1700 – The Dark Age;
2010 – 2021 – contemporary age.

1.6. Territories and States
As a result of the Cataclysm, the then existing political and state structure disintegrated. The surviving population survived
and started to live in small communities. Meta-game, these are the municipalities on the real map of Bulgaria; and in the
future – of other countries as well.
In time, new states with different degrees and types of organization have formed. They do not include all municipalities – in
some there is still Fog; others stubbornly prefer to be independent, while rather not being that interesting enough, or just
their turn to be annexed hot having come.
The actual “real” names of municipalities and settlements are used, but a gradual process of their change is encouraged,
according to the identity of the different „nations“ on the map.
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By the time being, some of the largest states and formation that everyone has heard of and know something about are:
• Bdin Empire – a union between the state of Bdin and the elven kingdom of Avanor. With this act it became the
largest of the known countries. At the head is the former Supreme Lord, and now emperor, Moroes, with whom the
elven queen Marian of Avanor is in vassal relations. The Bdin Empire does not support a large army, but small specialized
units, yet is currently the largest and richest country as a result of skillful political and commercial maneuvers.
• Knyazdom of East Wind – until recently, the state had the form of a feudal union with collective leadership, but after
the catastrophe caused by the meteorite, it declared itself an elected monarchy, with Knyaz Gattir elected at its head.
The local population traditionally professes democratic values, freedom of belief and action. It has a small professional
army. The main part of its territory is in Dobrudzha, which is why it is famous for the export of wheat.
The Bdin Empire and the Knyazdom form the core of the Northern Union. The Northern Union has traditionally been in
confrontation with the Kingdom of the Seven Hills.
• - The Kingdom of the Seven Hills – a military state with an aggressive external policy. Its economy is dependent
on the constant war effort and needs it to function, although large volumes of all-civilian goods are exported, among
which wine – including to countries with which the Kingdom is currently at war. The kingdom has a large army, which is
considered to be the most organized in the known world. At the head of the state and the army is King Tirion Tih.
Two years ago, the Kingdom lost the last great war against the Northern Union. Their current joint actions with former
enemies raise more than one eyebrow.
• Noldor – a mainly elven community led by Lord Elve, known for its strong value-based reserves to human states
and empires. Declares and supports the independence and right to a traditional way of life of all creatures other
than human beings, oppressed by the aggressively dominant human culture. They strive for independence and selfsufficiency and despise participation in lasting unions, alliances and councils. A former ally of the Kingdom of the Seven
Hills in the Great War, the attack on their lands by the Kingdom only reinforces distrust of the great human powers.
• Gargavran – a relatively recently emerged bloody cult to a crow-like deity, known for human sacrifice, led by a
fearsome chieftain named Tot Bacchus Corax. They support Noldor in defending the attack on their lands.
• Heralds of Chaos – a free union with anarchist ideology and enigmatic policies, which professes freedom and
independence above all.
• Guild of the Sand Blades – an economic union with a focus on trade and profit. The origins of the Guild are in the
unknown lands far to the east, where some of their most interesting goods come from. In the past known for their
neutrality and readiness to deal with anyone. Today, the harsh reality of an economic catastrophe and the devaluation of
money is forcing the Guild to reluctantly take a side.
This section is to be supplemented with a more detailed presentation of all factions with more than a defined number
of players.

1.7. Money
Since Imperial times, the main currency in all known states has been called „Dragon“. Traditionally, 1 Dragon is equal to 10
gold coins, respectively one gold – to 10 silver, and 1 silver - to 10 copper.
The economy is not developing well. Money is constantly depreciating. A manifestation of this is the fact that coins have not
been made from the respective metals for a long time, and the rulers print banknotes.
With the fall of the meteorite, a complete economic catastrophe has occurred and money completely lost its value. Currently
no one knows what the future economy will look like – if there are any survivors at all.

In the current installment of The Fog, the game money from the previous installment (2019), that players have
on themselves, can be used. But lore wise at the moment they have no value, and for the gameplay they do
not matter.
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1.8. Magic Creatures, Hexers, Druids. Interaction with the Environment (PvE)
• In The Fog LARP setting there are magical beings – such as ogres, werewolves, golems, fairies, leshen
and others, also known as „monsters“. They are part of the environment and are non-playing characters
(NPCs).
• Sometimes their presence is related to a specific quest or storyline, and sometimes they just roam
around and interact with the players at random in the way that is characteristic of the respective being.
• You can learn more about the different magical beings ingame – from the Hexers’ Guild (witchers),
from other players who have met them, and often – from the monsters themselves.
• Remember: monsters are there to make your game more interesting. Do not forget that there are
people who are your friends under the costumes. Be careful in combat interactions and treat the
people under the costumes with respect.
• The Hexers are a supra-factional ingame organization that is entirely focused on the interaction
between characters and the different magical beings.
• Hexers have special meta skills that work only on such beings and are inapplicable when interacting with
other playable characters.
• The Hexers are united in the Hexers’ Guild, created and led by Sevar of Pontus (Lazar Kyosev).
• The Druids are a supra-factional game organization that is entirely focused on the interaction of the
characters with the environment.
• As a rule, they are earth mages, but there may be exceptions.
• Ingame, the Druids strive to maintain the balance between order and chaos in nature, beyond politics
and the aspirations of the rulers
• The Druid Circle has been created and is led by Mahtan (Victor Kachovski).
PvE main rules:
• Each NPC/monster, has an ID card. If you suspect that something is not according to the rules, ask for
the NPC’s card AFTER the interaction, and then look for a GM.
• If an NPC says „Immune!“ – stop the physical interaction. Obviously the approach you are using does
not work.
• It is normal for NPCs to do things that are not written in the general rules – this is usually for a
specific purpose and/or narrative.
• NPCs can be searched by the player, always “off-game” and they always give everything they have to
give – usually quest items.
• Not all NPCs are monsters, and not all monsters are evil. Those who are interactive respond to verbal
contact.
• Ingame factions such as Hexers, Druids and the Academy can help you with information about
quests, story and generally what to do or not do when meeting monsters.
• NPCs can use a variety of effects, often based on those already described in the Book of Magic – if
you do not understand what to do, ask and follow the NPC’ instructions.
• Always follow the safety rules, whether you are physically or verbally interacting with the NPC.
Behind the mask there is a player who is there to create an experience for you.
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1.9. Quest Items and Artifacts
The following are part of the game:
• Items that are directly related to quests – quest items. Their purpose is to be handed over to an NPC or
GM or delivered to a certain location in order to complete the quest. For example, an enchanted stone that
must be found and taken to the Druid Circle.
• Items that have a meta application in the interaction between player characters. They are not a quest
objective. Such are, for example, the Oculus of the Seventh Path.
• Items that cannot be affected by players with meta skills (indestructible, un- hidable) are called
artifacts.
Quest items are marked with The Fog LARP stickers (unless their size and/or surface make it impossible or very unpractical) –
see more in the Player‘s Handbook. Quest items are different for each game and information about them is obtained ingame.
Items with meta application in this game are:
Seventh Path devices
Necessary to apply the meta-effects of the Order of the Seventh Path. In essence, they are
flashlights that need to be lit up when applying the effect and using the keyword.
If activated by a mage, the mage dies („sudden death“).
If activated by a “normal” character, nothing happens.
They are not marked with a sticker.
In case of taking away the device, it is not the device itself that is taken over, but its
replacement card, as per the Player‘s Handbook.
After the game, the devices must be returned to Nikolay Nikolov „Siegfried“ or another
member of the team.

Oculus of the Seventh Path
They can be used to see mages of any school of magic, while under the effect of the transport
spell of the respective school, as well as objects hidden with the spell „In the Earth’s Bowels“.
The oculus can be used by any character (they don‘t have to be from the Seventh Path; it
doesn‘t matter if they are a mage).
You can see the normal world as well through the oculus.
After the game, the oculus must be returned to Nikolay Nikolov „Siegfried“ or another
member of the team.
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Bombs
Bombs are electronic devices that:
• Type 1: two minutes after activation, they start emitting a specific alarm sound.
• Type 2: two seconds after activation, they start emitting a specific alarm sound.
When a bomb is activated, everyone within a radius of 10 meters (or diameter of 20 meters)
falls heavily wounded.
Bombs are a limited game resource that can only be obtained through a special quest for
each of the two factions and can be used once. After use, they should be returned to the GM
at the earliest opportunity.

Tripwires
They are a secured fire cracker tripwired near the ground in order for an opponent to stumble
into it and activate it.
When a tripwire is activated the character who activated it is heavily wounded.
Tripwires are not marked with a sticker.
Tripwires are a limited game resource that can only be obtained through a special quest for
each of the two factions and can be used once.
After being used, tripwires are to be disposed of.
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Chapter 2: Additional Reading
2.1. The Creation Myth
There were the Dragons.
The Dragons created Chaos.
Chaos originated the Gods.
One of the Gods, Timi, rebelled against the Dragons and created time to make them mortal.
Time originated Order.
The Dragons made Chaos to clash with Order.
Debris scattered in all directions.
Timi realized that Order would have been destroyed by Chaos and therefore stretched their time so that the clash became
eternal.
Due to the energy from the clash some of the debris fused and formed new worlds. On those worlds living beings appeared.
All worlds consist of both Order and Chaos. That is why the worlds as well as the beings native to each of them are different
– because of the different proportion between Order and Chaos.
The Dragons stared to age.
This world, of which we think as “our world”, was the only world, in which Order and Chaos were absolutely and completely
balanced. The ancient seers realized that in such a perfect balance they would never be able to create anything. That is why
they appealed to God Breyta – the God of Change.
Breyta was unsure of what to do, so he turned to the Dragons. Than from Chaos emerged Aevilok – the God of Death – as
there already was time. Also Leid, Goddess of Pathways appeared, as well as Goddess Martrod who immediately conflicted
with the patron of dreams Dreyma.
The deities convened and after giving the issue some thought they created the Pathways between the worlds.As for Breyta, he
secretly created magic and offered it to the seers. That is how they learned to make Changes.
God Dreyma saw that all beings, when falling asleep or dying, were coming to him. However, they were not coming to him in
flesh. So he determined they had souls. He then found a way to feed from the energy of the souls, but without harming them
and thus he grew in power.
Martrod convinced Breyta that Dreyma’s actions were dangerous. Breyta then Changed one of the worlds, put it on the Path
of all souls after their death and allowed Martrod to rule it. Since then only the souls of the sleeping go to Dreyma.
Such was Martrod’s nature, that all souls entering her world started to suffer in terrible nightmares without being able to
leave. Breyta realized he went too far and turned to Timi asking him to undo what he had done. Timi did not agree with this
request, but still he promised to stop the time for the souls in Martrod’s world until someone took them or until they ceased
to exist.
Irritated by Timi’s refusal Breyta went to Aevilok and they decided that there should be a way to return the souls before they
were taken or ceased to exist. Breyta invented a spell with which a soul stopped to dream Martrod’s nightmares and returned
to its body without remembering anything of them. Aevilok, however, looked at death not as a Change but as an end. That is
why in his way the nightmares remained. This is how necromancy came to be.

2.2. Ancient History
2.2.1. The Empire
One of the last Dragons, Svikari, settled in our world. In the need to comprehend his mortality he grew an affection towards
humans. He taught their seers to use Draconic language. However, seers were always the first target in the numerous
skirmishes and wars. So Svikari made the leaders of the different factions to create the first common government. One day,
however, Svikari appeared mortally wounded. He promised to return, then burst into flames and turned to ashes.
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The sages failed to maintain order after the disappearance of Svikari, because power struggles began between them. Sometime
around that time, they came to be called Mages. Most of them took pride in mastering the language of the Dragons and
forgot that their magic was a gift from Breyta.
There was one of them, however, named Smerlo, of the Elven race, who had an unquenchable thirst for knowledge, and also
a great willpower. He was able to accept the fact he was no greater than his kin. He came to the conclusion that Breyta’s Gift
was intended for everybody who was on the Human world and not only for a few chosen. However, to master the craft, one
ought to understand and accept Change, which not everybody could do.
The world was plunged in bloodshed and disorder. A young Elven chieftain, named Jarn, managed to unite under his leadership
a significant part of the fragmented Elven domains and even a few Human ones – here by military force, there – with threats,
or persuasion, bribery and other political tricks. Smerlo went to him and after appraising him decided to stay.
Smerlo influenced Jarn deeply with his knowledge and will power. For less than a hundred years Jarn united under his rule the
entire known world. The tributary rulers he left to govern in his name eventually crowned him Emperor under the name of Jarn
I. Several years later Smerlo unexpectedly disappeared without a trace.
Jarn I never ceased hoping that his mentor would come back. But until then, he worked to preserve the achievements made
with the Mage’s help. He hired the best officials to run the empire, paid gold and honours to the best military minds to train his
armies, established and funded schools and academies, where the most talented scientists were enlisted. All youngsters eager
for knowledge were accepted there for free to learn sciences while at the same time being educated in the imperial doctrine.
The Elven language was too difficult for Humans, who at the same time represented the most numerous population group in
the Empire; they themselves spoke in different languages and more often than not didn’t understand each other. Therefore,
by Emperor’s order his academics created a new artificial language to be used to generally govern the state, write all official
papers, make judicial proceedings and teach sciences. Judging by preserved documents, ever since its creation this language
has been known as the “Imperial language”.
Emperor Jarn I also introduced the “Draconic calendar”, which is in use even today. The year of Jarn’s crowning as emperor
was set as year one of the calendar. Jarn was crowned a little more than 2000 years ago and Dragon Svikari’s disappearance
is dated somewhere around 100-200 years Before the Emperor (B.E.).
With the growth and centralization of the Empire, the influence of the mages united around the Mage Academy increased – it
was only one of a large number of schools in the Empire, but the only one in which magic was taught. Over time, the Academy
gained an extremely strong influence, which, combined with the very power of mages to do things that other people could
not, led to its establishment almost as a state within a state. This troubled the emperor and led to the creation of the Order
of the Seventh Path, a secret organization that dealt with surveillance, intimidation, blackmail, and even the elimination of
particularly inconvenient wizards.
Emperor Jаrn‘s political acumen was shown to a great extent by his ability to delegate and decentralize. The emperor could
not create, strengthen, and sustain the world-wide empire for a millennium, spending his time trying to directly control
everything. An obvious result of his political skill in this sense is the absence of any open manifestations of separatism and
significant uprisings – either by regions and vassal estates or by any sections of the population. The political struggles in the
empire took place mainly on the stage of the Imperial Council and, of course, its backstage. All known illegal actions with
a political orientation were not anti-imperial in nature – they were aimed at controlling certain levers of power within the
empire, not its disintegration.
This was the biggest problem and the tragic political mistake of the Emperor, which he did not suspect. The lack of ideologically
backed and vital opposition led to no alternative and the subsequent disintegration did not give birth to more progressive
forms of government in the individual territories. The most powerful structure – the mage one – easily overpowered completely
the best organized one – the bureaucratic. At the same time, there were deep contradictions among the mage class, and the
subsequent split, which escalated into a full-scale military conflict in which the two sides almost completely destroyed each
other, led to the total destruction of all political, economic and cultural achievements of the imperial era.
The mistake that the Emperor not only suspected, but sought to correct, was the lack of an heir. The authors of speculations
about supernatural interventions from different sources try to substantiate their theories with the argument that in nearly
1000 years none of the four legitimate empresses – two elven and two human women – conceived. Neither any of Jarn‘s many
mistresses were known to have become pregnant. Never, somewhat surprisingly, dis a child appear, legitimate or not, claiming
inheritance. The more logical explanation – that the Emperor was simply sterile, did not enjoy much popularity.
Thus, the sudden and inexplicable death of Jarn in 962 found all the prerequisites – and created additional ones – to throw the
Empire into complete chaos. The need to investigate what appeared to be an unscrupulous bloody assassination of the ruler
increased the atmosphere of mistrust and suspicion with which the state machine, almost immediately under the influence of
its conflicting but powerful mage factions, could not cope, no matter how organized, experienced and independent. With the
onset of the mage wars, the investigation ended several decades later.
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2.2.2. The Mage Wars
The increase in the number of mages led to a deepening of the main contradiction between them – regarding the superiority
of mages over other people. In general, one group preached the objective need to establish full domination of mages over
non-mages. Based on the claim that:
а) „Breyta gave the art to a select few“ - the of religious elitists faction, or
b) „Mages are simply more gifted, more powerful and better at everything“ - the aristocrats’ faction.
The other group professed the idea that magic should be used for the benefit of all people equally – mages or not, and that
there should be equality between mages and others. Based on the claim that:
а) “Breyta‘s gift is for everyone, just not everyone wants or can learn it“ - the religious egalitarians faction, or
b) All individuals are equal. Just as some master the art of music or carpentry, so others master magic. Neither can be the basis
for any privileges. „ – the democratic faction.
Over the years, of course, there were other factions and sub-factions among mages – such as the racists – “Breyta gave the
art of Change to humans, therefore only they have the right to use magic“, etc., but they gradually lost influence – died out or
were assimilated in the two main opposing groups.
This controversy played a major role in the outbreak of the Mage Wars – along with the sheer struggle for redistribution of
the imperial heritage.
The Mage Wars lasted about 100 years – from 992 to 1098.
- First period (992 - 1014): the intensity of hostilities is low – the parties are busy capturing parts of the imperial heritage,
gathering resources and establishing political and economic power in the respective territories.
- Second period (1014 - 1018): First Mage War – military conflicts between the factions, which led to the strengthening of
alliances between schools of the same faction and the consolidation of both groups. This war is fought mainly with conventional
weapons and very limited use of magic – most likely in order to test the enemy and gain positional and long-term strategic
advantages.
- Third period (1018 - 1080) – a period of prolonged tension and rivalry between the two factions, which did not lead to largescale hostilities. Opposition, however, was accompanied by espionage, military threats, competition to gain the loyalty of more
remote communities that were trying to maintain some neutrality, economic pressure, diplomatic maneuvers, propaganda,
political assassinations, and limited local military conflicts. At the same time, both sides were throwing huge amounts of
resources at maintaining strong armies and, above all, at perfecting magic and developing new spells.
- Fourth period (1080 - 1098) – in the middle of 1080 a small border incident provoked a massive attack by the egalitarians
and democrats, which their sources claim to be a pre-emptive strike, after secret plans for a large-scale campaign of their
opponents were revealed. The latter, in turn, claim that the border incident was a provocation aimed at providing a legitimate
reason for aggression, and the documents found were a fake. Whatever the case, there is a consensus in the chronicles of
both parties that at some point the violence got out of hand. All the resources accumulated over 60 years were thrown into
this conflict, and specially developed battle spells with enormous destructive power were used.
The result of this war is known to us as the Cataclysm. This event is believed to date to 1098, but this timing is not entirely
certain. Theologians and magiphysists give different explanations for the causes of the Cataclysm. The degree of Change
caused by such intense use of magic led to an enormous imbalance and intensification of the „chaos-particles“ in a world that
has emerged as fully balanced. This seriously threatened the world’s existence. The subsequent disappearance of magic – i.e.
the tool for causing change – might be an effect caused by objective magiphysical laws. This would mean that the universe by
nature strives for balance. But it may also be the result of deliberate opposition on the part of some kind of protective Essence.
In addition, the warring dominions were separated by the Fog, which to this day physically prevents the passage of groups
larger than three people and has a non-magical, according to mages, nature, but it is definitely not a natural phenomenon. In
general, the Cataclysm posed perhaps the most serious challenge in history to the eventual proof or rejection of the hypothesis
of the existence of the gods.
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