Introduction to the Game
What is Fanwar LARP?
In Live Action Role Playing (LARP), players pretend to be someone else, living
in a different time or place, and acting out events that might happen in that world.
Many of these games involve battles, and so LARPers use safe, padded props that
look like weapons to act out the combat. Unlike in a play where everyone has certain
lines to say and the story is set, in LARP, the players each act out a certain person
and make their own decisions for that person as the game evolves.
Live Action Role Playing is a combination of sports, drama, and table-top role
playing games. It has many forms and settings all over the world, and has been a
popular pastime for kids and adults for generations. Every child who plays at
pretend has done LARP, although they didn’t know they were doing it. We are not
the creators of LARP, but rather, those keeping the tradition of imaginative play alive
in our culture.
Our LARP is specifically medieval fantasy based, with swords, spells, and
dragons, but many other settings exist with other LARP groups and players. We have
created a set of rules to keep everyone playing safely, fairly, and focused. That is
what the FanWar LARP Rule Book is for. Our game has been continuously added
onto by all the players, so that over time it has stayed fresh and exciting. The game
world we use has also been affected by hundreds of players over time, so when you
step into our story, you are entering a long history of adventures, mysteries and
battles!
All the steps to learning to play the game have been clearly organized for you
in this book, from the simplest and most important in the front, to the very complex
and rare in the back. The book is broken up into chapters based on how complex of a
game you are involved in. Simple battles can be done using just the first Chapters.
More complex stories can be told using character creation rules, and the most
complex of adventures can be taken on using the entire set.
Welcome to our game. We love what we do, and hope you enjoy it as well.

“All the works of man have their origin in creative fantasy.
What right have we then to depreciate imagination.”
- Carl Jung
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FanWar Etiquette: The Three Rules of Life
Before we can play the game, we need to make sure we all know how to play
fairly and safely. Below are three rules that will help you not just as a FanWar player,
but in the rest of your life as well!
1. Take Care of the People - Never do anything that will hurt someone.
Kindness Always Wins. We are here to play and have fun. If someone is
ever hurt or frustrated by the game, stop what you are doing, put your fist over
your head (to show you are out of game) and ask them “ Are you ok? What do
you need?” Look them in the eyes and be friendly! If you have injured or
angered them, apologize and wait until they are ready to join the game again
before you do. If you need help, get a Game Master or a referee to help you.
This rule also means take care of yourself! It's important to take breaks,
drink plenty of water and know your own limits.
2. Take Care of the Things - Never do anything that damages the materials.
The weapons are fragile. The FanWar equipment is expensive to make
and if damaged can be dangerous. Do not be rough with the weapons or yank,
smack, or step on the equipment. We spend hours of our time just making one
sword. Take care of the things so that everyone can enjoy them.
3. Make it Work - Listen carefully and follow the directions. Use the procedures.
Fair Play makes for Good Gaming. FanWar is a game that takes a lot of
honesty and trust. In order for a LARP to work, everyone has to play fairly and
honestly, even if it means their character is going to die! If you play the game
by the rules and accept when you are tagged, you will do great at FanWar.
You need to trust the Game Master and the game world to work. If you
get wounded, it is not the end of the world, you can get healed by another
player very quickly. But if you deny you were hit or argue about it, it wastes
everyone’s time and ruins the game for everyone. You may have to admit that
you were wrong, but that is part of life. When we all play fair and trust each
other to do the same, the game is that much better!
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The Five Rules

Basic Rules
Battle

There are just five basic rules one needs to know in order to get into the game
of FanWar. It might look like there are a lot more than that when you see other
players using all kinds of abilities, but what you're seeing are add-ons to the basic
rules, not more rules you need to know to start. The five rules are really the core of
the game and all anyone needs to know to get started battling. They are as follows:
1. Wounding
2. First Aid
3. Carrying
4. Knock Out
5. Fumble

1. Wounding

FanWar is essentially a game of freeze tag where players can "freeze" (Wound)
and "unfreeze" (First Aid) each other. The difference is in the props we use. Instead
of tagging each other with our hands, in a LARP we use specially made soft foam
padded props that look like weapons. The goal is to tag a player on the body
anywhere, except the head, without getting tagged yourself! All you need to do is
gently tag your opponent to score a hit! No real force is necessary.
If you can tag your opponent's body with your weapon, they are then
wounded and they immediately drop to one knee to show that they are wounded
and thus out of the fight for now.
Keep in mind that for an
If you are wounded, we imagine that you are
attack to count, it needs to be
actually unconscious. You can’t shout for help (“Hey, a full swing or thrust.
come help me, I’m unconscious…”) or warn other
players of anything as it doesn’t make sense in the
If an attack hits something
world of the game. All you can do is watch the
else first - a weapon, a shield,
battle silently, maybe give a little groan so players
etc - before it hits you, it
around you might notice that you are down and
doesn't count. It needs to be a
consider helping you.
clean hit!
Just because you're wounded doesn't mean
you're out for the whole battle, so stay alert! There
are all sorts of ways you can get back into the fight.

This rule is to discourage the
use of excessive force to break
through someone's guard.
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Hit Points
Sometimes in the game a
creature, like a giant or an ogre, will
be able to take more than one wound
before dropping. Each wound
removes a hit point (HP). When their
HP reaches 0, that creature is
unconscious, just like anyone else.
Some attacks also deal more
than one damage at a time. If you ever
take more damage in one attack than
it would take to bring you to
unconsciousness, you "cap" that
damage, and are only taken to 0 HP.
For example, as a player with 1 HP, if I take a hit for 5 damage it only takes my HP to
0 (not -4!) and I drop unconscious. I take any hits after I am down normally!
Killing Blows & Dying
While you are down you are still vulnerable to attack and can even be killed!
Any time you take damage while down, you move further into what we call
"Negative Hit Points" starting from 0 HP.
Each time you take damage, announce which negative point you are at,
("Negative One... Negative Two..." etc.) so players know you are taking the damage.
You remain at that negative HP until you are healed. If you receive healing (see First
Aid below), you will be restored to consciousness at your full hit points, usually just
the 1 HP for players.
If you take damage while you are being healed, you still move further into the
negatives and the healing is stopped and must be tried again. Players can also tag
you and call "Interrupt" to stop you from healing but without damaging you. This is a
good way to stop enemies from getting back up without having to kill them.
When you reach -4 HP you are dead and First Aid can no longer revive you!
Each form of the game handles death a little differently. Sometimes you will need to
"reinforce" as a new character from your base or in advanced forms of the game
there are spells that can resurrect you. Either way, don't worry, death in FanWar
usually isn't too serious!
4
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2. First Aid
Now that you know how to wound and be
wounded, the next thing you need to know is how to
help your allies rejoin the battle.
To wake up a wounded player, touch them with
both hands (usually on the shoulder), call "First Aid"
and begin counting up from 1 to 20. When you reach
20 that player is fully healed (important for creatures
with more HP!) and stands up to rejoin the combat.
Note that any Hacked limbs are not healed. If for any
reason you stop counting before your ally is revived,
or if an enemy attacks them, you must start all over
again from 1!
If you have help from another player who is
also tagging your wounded ally, the First Aid only
takes a count of 10, but you must both start the count
together (you might need to start over). First Aid
never gets faster than a count of 10.

You might ask why we don’t
fall down on the ground
and act out being wounded.
While that might look cool
on camera, it is a dangerous
thing to do in any sport,
especially one as active as
LARP.
Players are running all over
the place so if you're lying
on the ground, you're very
likely to get stepped on! If
you get wounded, just drop
to one knee (or squat down)
and keep alert to your
surroundings so that you
stay safe!

Remember, your enemies will be trying their best to keep you from helping
anyone. They will try to drive you away by attacking you, making it very difficult to
revive your teammates without getting wounded yourself. So teamwork is important
not just to speed up the First Aid, but to watch each other's backs!

3. Carrying
Sometimes in a battle you will find you need to move a wounded player, either
to get an ally somewhere safer for First Aid, or maybe to capture an enemy player. In
the game we imagine that we are all full grown adults and should be able to move
each other around. In reality, actually picking someone up is too dangerous.
Thus, in order to move another player, you tag that player with both hands and
call “Carrying” (and in some games, your Size). The player who you have tagged
must then stand up and walk with you wherever you lead them. You can only walk
and cannot fight or use any other abilities (like First Aid) unless you "drop" the other
player. Just like with First Aid, if a friend assists you in carrying someone all three of
you are then permitted to run instead of walk! Often your ability to Carry players to
safety will make or break the battle.
Fantasy Warplay - Junior League
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4. Knock Out
Wounding a player with your weapon isn't the only way to drop them. You can
also knock someone unconscious by using the pommel of your weapon (the padded
part on the base of the hilt or handle). This is an attack which represents clobbering
someone over the head, but remember: for safety we never actually tag on the head!
To do this, call "Knock Out!" and tag a player on their back, between the
shoulder blades . If you successfully tag them, they drop and take a knee just as if
you had wounded them normally. If you get knocked out this way, you are
unconscious and need be woken up by First Aid (or othermagical healing), just like
you had been wounded normally..
The major difference between Knock Out and Wounding is that Knock Out
bypasses Body Armor and Hit Points (which we will discuss later). Knock Out is also
a way to safely take someone out of the fight without having to hurt them, so you can
use it without fear of accidentally causing someone to die in the game. Thus, Knock
Out becomes very important in more advanced versions of the game, but can still be
handy in basic battles.

5. The Fumble Rule

The most important rule we save for last, because without this rule, we can’t
play at all. Above all else, LARP must be safe! This rule means that if anyone does
anything to you that actually hurts you (tagging with too much force, playing too
rough and unsafely), you are allowed to call “Fumble” on that player.
If a player calls a Fumble on their attacker, the attacker takes the effect of the
attack instead of the player who was hit. This is why it is called a Fumble, because in
game we imagine that the attacker bungled their attack so badly that they actually
manage to hit themselves instead of their intended target!
What this means out of game is if you Fumble someone, you cannot receive
first aid or healing nor engage in the game in any way until the person you fumbled
is ready to continue playing! This means that you are out for as long as the hurt
player feels they need to be ready to play again! If they sit out for the rest of the
battle, or even the rest of the entire set, you must stay with them and make sure they
get any help they need. Once they are ready and back in the game, you can resume
play. But remember: since you took your own attack, you will still be wounded and
need to get healing or first aid!
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While this might seem extreme, it is necessary. Knowing that if you are too
rough you will be watching all day keeps players from getting forceful in battle. We
rarely have players getting hurt enough to need to sit out for any long period of time,
but that is because we have the rule and players know they must be safe and
maintain an attitude of fair play.
If you Fumble against someone, it is generally a good idea to apologize right
away and explain it was an accident. Ask the person what they need (ice, or help
over to a seat, etc.). Most players are fine really, and don’t need anything after a
fumble but just want to alert you to the fact that you're hitting too hard. But it’s
important to acknowledge your
willingness to help!
On the Honor System
Players often worry about cheating. What if a
Hold & Out of Game
player calls fumbles but isn’t really hurt?
These two rules aren't part of What if I tag a player but they don't drop?
the rules for battle, but are
important to understand when
These things are rare, we can usually trust
playing at a FanWar event. If you
players to police themselves on whether or not
ever hear a GM call out "Hold!" this they are wounded or something really hurt,
means to immediately freeze where after all they're the one who felt it. But, if and
you are, as if someone had hit
when cheating does happen, just bring it up
'pause' on a movie! Sometimes the with your GM and let them resolve it with that
GM needs to tell everyone about a
player. You, as a player, need to maintain good
sudden change in the battle, or
relationships with your fellow players.
there may be an emergency
situation, so it's important to
If someone often fumbles people for no reason,
always listen for Holds. If you hear maybe FanWar is not a good game for them.
"Hold", repeat the call to make sure LARP is a physical game, and requires you to
everyone hears it.
get hit. If you're not comfortable getting hit,
don’t play.
If you ever see a person with
their fist held on top of their
More importantly, FanWar is a game that
head, this means they are out of
takes a lot of honesty and trust. We need
game. People who are out of game everyone to be able to play on the honor
will not be interacting with the
system. If a player can't be trusted to battle
battle, so don't worry and don't
safely and fairly, then they can't be trusted to
attack them! Out of game people
play the game at all, since it requires so much
are usually refereeing or returning honesty in all aspects of the game.
to base to change roles.
Fantasy Warplay - Junior League
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Currency of Roekron
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The Equipment

Once you have the five basic rules down you can select your gear and get into
the game. FanWar groups weapons and other gear into Equipment Sets that must
be purchased by your character in the game. If you are playing in the Battle League
you have to stick with the weapons from your set and just use those. You may have a
chance to trade out equipment sets between battles. If you're playing in a Character
League you will have the chance to find more weapons later or use gold to purchase
more sets, then mix and match items as much as you want.
Weapons & Shields
Some weapons have important special abilities:
Throwing Weapons (green tag) - Weapons with a green stripe
on their handle can be thrown. These are very useful for dealing with
enemies from a distance. Throwing weapons do have one big
disadvantage: they can be picked up by your enemy and thrown right
back at you, so be careful where you choose to toss that dagger!
Two Handed Weapons (orange tag) - Two Handed weapons
may only be wielded with both hands on them. This means you can't
wield another weapon or a shield with these!
Armor Piercing: (yellow tag) - Weapons with a yellow stripe
on their handle can be used to cut through your opponent's body
armor, including greaves.
To cut through armor, raise the weapon above your head in both
hands and call "Convoke" then call "AV0" as you swing, to let your
opponent know that the attack ignores any armor they might have!
AV0: (packets) - Some missile weapons, like arrows, are
represented by colored packets that we throw, as shooting an actual
bow is far too dangerous. In the advanced rules, many spells also take
the form of packets.
All packets are AV0 (short for "Armor Value = Zero") which
means they cut through body armor. Simply call "AV0" when you
attack. You do not need to Convoke like you would with an Armor
Piercing weapon because packets are always AV0.
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Equipment Sets - 10g each
Set

Equipment

Claymore1

Claymore

Pole-arm2-3

Spear or Double Bladed Staff

Notes
Two Handed
Two Handed, Spear is
Throwing, Staff is Magelore

Bowmen4

Bow and 5 Arrows (Orange Packets) Arrows are AV0

Crossbow5

Crossbow and 3 Bolts (Nerf Darts) Bolts are AV0

Throwing Darts6
Mage's Gear7
Javelinere8
Net & Dagger9
Soldier10
Footman11
Shieldman12
Berseker13

5 Throwing Darts (Grey Packets)
Rod and Wand

Rod and Wand are Magelore

Javelin and Hand Axe

Hand Axe is Armor Piercing,
both are Throwing

Net Packet and Dagger

Large Shield and Flail
Tower Shield and Dagger

Infantry15

Longsword

Fencing16

Saber

Bushi17

Katana

Rogue18

Ninjato and Jitte
Wakizashi and Two Greaves
Long Axe

Longflail22

Longflail

Adventuring Kit24

10

Dagger is Throwing

Jitte is Throwing
Greaves armor one limb each

Broadsword and Short Sword

Axe21
Hammer
Equipment23

Dagger is Throwing

Mace and Short Sword
Broadsword and Dagger

Franciscan20

Dagger is Throwing. Net Immobilizes and
player can't deal damage for 20 seconds
or until someone else removes it.

Buckler Shield and Short Sword

Duelist14

Armored Bushi19

AV0, Throwing only
(Only usable by Amazons)

Armor Piercing

War Hammer and Two Greaves

Hammer is Armor Piercing,
Greaves armor one limb each

Bag, Cloak, Rope, Torch

Used torches replaced for free
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Body Armor
Body Armor affects combat by modifying where a person can be hit in order to
wound them. We don’t use real armor, as that would be expensive and unsafe.
Instead we use props like shin guards and colored sashes to show which kind of
armor we are wearing. Body armor is expensive, but can offer life saving protection!
Each level or armor protects increasingly larger areas of your body, called
Zones. Any attacks that hit in the protected zones do not deal damage to you.
Instead, your enemy must hit you in an unprotected zone or use an AV0 attack to cut
through armor. Different armors protect you as below (see the Armor Zone Chart).
(If you ever have bonus AV, wear the sash for your total AV, not for item you are using!)
Greaves (shin guards) - We use shin guards in FanWar to
represent arm and leg armor. If someone is wearing a Greave on a
limb, that entire limb (Zones 0-2) is armored.
Leather Armor (green sash - AV 1) - Protects both arms up to
the elbow and both legs up to the knee. (Zones 0-1)
Chain Mail (yellow sash - AV 2) - Protects arms up to the
shoulder and legs up to the waist. (Zones 0-2)
Half Plate (red sash - AV 3) - Protects the limbs and the upper
torso (Zones 0-3) Only vulnerable in the belly, hips, and lower back
Full Plate (blue sash - AV 4) - Protects all of the limbs and body
(Zones 0-4) except for the belly (the Open Zone).
Armor
Item

Equipment

Notes

Price

Helm25

Helm Mask

Protects from Knockout

10g

Two Greaves

Armors zones 0-2 of the limbs they are
worn on only

10g

Leather Armor27

Green Sash

Armors zones 0-1

10g

Chain Mail28

Yellow Sash

Armors zones 0-2

20g

Half Plate29

Red Sash

Armors zones 0-3

40g

Full Plate30

Blue Sash

Armors zones 0-4

80g

Two Greaves26

Note: The Open Zone is always unarmored!
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Home Made Items & Costume

FanWar encourages people to make their own items for the game. Whether it
is a simple sword, a beautiful costume, a detailed piece of armor, or a weapon no one
has ever imagined, we want kids everywhere to be using their own creative energy
to make their ideas a reality. If you plan to bring your own items from home, you will
need to follow the guidelines below.

1. Safety - If you bring your own items, they must first pass a safety check by a
GM who will inspect them for any possible hazards. If anything seems even a
little unsafe, it will not be allowed in the game. LARP is very active!
Even something safe to wear as a
costume can be dangerous when used
in a combat-like situation. If your items
pass safety, you are allowed to use them
in the game.

2. Possession - Your items stay with you.

If you are in a Battle League, this means
you can use your items instead of a
standard equipment set. If you are in a
Character League you get the items in
addition to any equipment sets your
character already owns. These items
are considered a gift from your family
or friends. You are not allowed to trade
or sell them. If you lose them they
cannot be used again until the next
session.

Weapons
Any weapons you make will function exactly as the version in the game. If you
make an Axe, you can mark it with yellow tape to show it’s Armor Piercing. If
something you make is throwing, you mark it with a green stripe. If you're not sure
what class of weapon you item belongs in, ask your GM.
If you have any questions on how to build good LARP weapons, ask any of the
many experienced builders at our events or check out www.fanwar.com or our video
guides at or our youtube channel: https://www.youtube.com/user/FantasyWarplay
14
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Armor
In the case of armor, we do not allow people to
simply bring a blue sash and have free full plate
mail! The only types of armor we allow people to
bring are costume pieces that look like traditional
armor (usually made of foam, knitted, or even real
chain mail links).
You are then allowed to use a corresponding
armor sash that relates to the type of armor you
brought. Additionally, because realistic armor is
harder to use then a simple sash, these items give
the wearer protection from missile weapons
(Resistance to Missile Weapons) in any area it
covers. Handy for a melee fighter looking to close
the gap against ranged enemies!

Costume
Used mostly in the Character Leagues,
but fun in Battle as well, costumes add flavor
to the game. If you dress up or bring LARP
safe props to use such as foam torches,
hammers, and tools, you gain benefits in the
game.
Usually, for each unique item you bring
and use your character gains a +1 to their
effective level in a Craft that relates to your
costume. If you wear a chef’s hat, you gain a
+1 bonus in Chef. But if you dress up in court
garb, you gain a +1 bonus in Courtier, for
each piece of costume you are wearing.
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