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We emerge from the feeble leaves of change, 
forgotten stories, remnants of legends. 

We long for you in between eternal fears and hopes, 
myths, key to hidden doors.

Feel the jaws, 
the hunter chases you in the twilight of dreams.

An old lady awaits with forced smile, 
veiled wisdom.

The pale skin brights behind the mirror, 
dream of desire. 

Leave your fear behind, your destiny awaits you

- You are in the threshold of Niria, land of tales -

Document by José Castillo Meseguer

I want to thank Jesús Perez Zamora, Irina Boltova and 
José Fabregat Pinilla for their help and inspiration.

This is a larp about magic realism and common people’s paranoia. 
A search for a meaning in constant belief and disbelief. 
Where to follow a fatuus fire out of desperation and dangerous 
curiosity.
The search for an impossible called Niria.



For the participants

In this urban larp you will find

• A magical realism setting concealed as incertitude and paranoia. 

• A light-dark mood, that fits the original version of the folk tales.

• Social interaction with other characters.

• A collaborative approach that evolves into tension and conflict.

• Co-creation in the form of stories and character development.

• A fix ending, with personal variations according to your character’s 
choices.

• A small number of scenes intended to enhance the atmosphere but 
not to control the larp. And the possibility to create your own.

• Use of riddles to reaffirm the folk tales’ frame (where any answer 
extracted from the tales will be the correct one)

“ (…) the key to the closet was stained with blood, she tried 
two or three times to wipe it off; but the blood would not 

come out; in vain did she wash it, and even rub it with soap 
and sand.” 

In short

Niria is an international, English speaking, urban larp where participants 
give life to common people which reality has been shattered by the 
folktales with their rules and desires.

A modern reinterpretation of the folktales and their motifs, a magic 
realism experience where to see our daily world with the eyes of 
superstition and delirium.

As setting we will make the most of the majestic city of Krakow and its 
most hidden secret places.

It is not intended as play to win or lose, but to flow following Somnia’s 
style.

“A whirring sound was heard in the air, and twelve ravens 
approached, landing together.  

As they touched the earth (…)”

Inspiration

Niria is inspired directly from the European folk tales and folklore. Taking 
from them their lessons, their bitterness and of course their magic.

A magic that can be seen in our everyday life when treated as a dream.

Other sources of inspiration are those works that see an alternative 
magic hidden in the cities we live in.

“So they put a little straw behind the stove and laid him in it. 
And he could not drink from his mother, for he would have 

stuck her with his quills.”



VII.—The one that never was, a life with no future, permanent solitude 
in company, hard work for no tomorrow.

VIII.—The one left behind, an impostor, the search for a non-existent 
better place.

IX.—The one who knows, dark feathers of words, past errors fixed in 
silence. Choose this character if you enjoy a less secretive larp. This 
characters requires the participant to document themselves about 
folk tales and traditions.

X.—The depending one. Friend of their friends, somehow lazy, 
somehow open to life. Brightness to be discovered. An opportunity 
to rise from the fire or perish in the process. Choose this character if 
you enjoy playing in a group.

XI.—The irrelevant one, the always forgotten place. Temptation to 
create the own story. Loyalty or glory. Choose this character if you 
enjoy playing in a group.

XII.—The burden one, a too realistic way of life. A person buried 
under other people’s problems. Responsibility and strength. Choose 
this character if you enjoy playing in a group.

XIII.—The pariah, an outcast. Glory due to hard work. Wish for 
revenge or forgiveness. Spiky quills that keep strangers at bay. 

XIV.—The one to lead, interrupted childhood, elder and protector. 
The search for a place to call home.

XV.—The one to follow, interrupted childhood, younger and defiant. 
The search for a place to call home.

XVI.—The one subdued by society. Dresses in threes. A fight towards 
and against the illusion of a comfortable, soul devouring good

Characters

Characters are mundane people drag by the unknown.

Their information is incomplete in those elements not related to the 
larp. It will be in the participant ́s hands filling the details to make the 
character their own.

Each character is tied to a folk tale, although a new tale might be 
discovered during the larp.

Below you can find a short description of all available characters. The 
assignation will be made by the organizer, but requests will be taken into 
consideration.

I.—The one in red, someone in constant fear. The carrier of a heavy 
burden. A reactive character.

II.—The one lost in the woods, someone that doubts their own 
capabilities. Destined to moments of greatness if able to win against 
the self.

III.—The one in blue, a mind blurred in fog, the discovery of ones’ good 
and evil. A person driven by love and/or passion. A reactive character.

IV.—The curious one. A foolish or idealistic being that rejects the 
obvious knowingly. A person driven by love or/and obsession.

V.—The one who travels, rootless, tired of the darkness of the world. 
Always looking for the good of those who suffer the most. A tale with 
several riddles.

VI.—The one to be, living an alien life, dreams that weren’t, cruelty 
out of unhappiness. The hand that was never meant to be evil. The 
bringer of gifts.



Basic information

Food is not included. Instead, participants will get their own in the city 
according to their taste and economic situation.

Regarding alcohol, all participants are responsible adults and will be 
treated as such. Getting drunk can be a danger to the play of others and 
will not be accepted.

You can only use the phone for larp related topics (except emergencies). 
You can use your own phone number if you block communications not 
related to the larp, if you are unable to please buy a prepaid card.

You require a smartphone compatible with Slack (iOS 11.1 or above/
Android 5.0 or above) to play the larp.

You will receive a google map including relevant points (a recommendation 
of restaurants, and monuments) and markers with the larp zones.

Lodging

We will provide different lodging possibilities that fit the larp requirements 
(more information soon)

Participants will receive an email with all relevant information regarding 
their lodging. They are required to check in and leave their belongings 
before the larp.

For other lodging options, please contact the organizers.

For those participants that require so, the organization can try to find a 
lodging for them before or after the larp.

XVII.—The sacrificial one. Voices of death on the rise. The zenith of 
life always a step away. 

XVIII.—The one to be redeemed, skin to be shed. The return to 
the hall where the living dwell. Chose this archetype if you agree on 
knowing too much,furthermore if you can withstand the disdain of 
others.

“When winter came the snow spread a white cloth over the 
grave, and when the spring sun had removed it again, the man 

took himself another wife.” Before and After the larp

Mezen art. The birds a symbol of human souls.



Rules of Niria

Dream of rules both diegetic and extra-diegetic. They affect both 
participant and character.

There is only oblivion for those who ignore 
the calling

It is an undeserved honour to be chosen,

and an unforgivable betrayal to defy this destiny.

Those who dare will be freed from their past and future

until only a useful tool remains.

Explanation

Those characters that actively ignore Niria and try to escape will fall 
from reality and be taken as a disposable tool.

This is a viable ending for a character and you can choose that closure if 
you wish to. But please do it the latest possible, as the larp will be over 
for you.

If your character has a dependence with others wait until you have given 
and ending to your common tale before choosing this option.

How to dress 

This is a contemporary larp, so dress as your character would. 

Dressing up can be a strong tool for immersion, so it is recommended to 
wear clothes different than you normally do.

Also, please add a detail according to your character to make your attire 
unique.

Arrival

We will meet Friday afternoon at 16:00 at the starting zone, dressed and 
prepared.

Delays must be informed to the organizers. Late participants will be 
added when possible (not to disturb other participants).

Leaving

The post-larp workshops ends Saturday night at 10 pm. There will be 
a post-larp party around the city , but it is of course optional and any 
participant that has to leave can do so.

English language larp

All communication during the larp will be in English, no matter which 
participants are present.

The exception are certain opponents that may mix other languages to 
generate a sense of oddness.

“(...)but he had further to go, and had to climb the tree, so 
that just as he was coming down from it, he saw the wolf 
coming, which, as you may suppose, frightened him very 

much.”



Only the carriers of an ending shall be 
accepted

A journey with a purpose.

A calling to the faraway king.

A present to unlock the passage.

The ending to their own tale.

Explanation

When characters finally meet Niria they will be questioned about the 
ending of their tale.

Those who had defied the process or where unable to finish their tale 
will be punished. This is a viable option for a personal ending.

Characters that underwent a tale switch, when fulfilled, carry an ending 
as well.

Also, those condemned can still be saved by others if given an ending.

“Each time she picked a flower she thought that she could see 
an even more beautiful one a little way off, and she ran after it, 

going further and further into the woods. But the wolf (...)”

No salvation shall come from those who 
dwell in reality

It may not seem so, but you no longer are.

Your life nothing but versions of a tale.

Those who walk at your side are but reflections on a pond.

Do not seek their help, they will dissolve and let you to drown.

Explanation

Characters can still see reality as it is told to be. But those not related to 
Niria are unable to understand or believe what is happening. They are 
mere extras, part of the setting in the tale to be.

Out of respect to the people not taking part in the larp, participants will 
interact the minimum possible with anyone that does not carries the 
symbol of Niria.

Also, they will avoid going to critical places such as hospitals, police 
stations and similar (except, of course, for issues not related to the larp)

Organizers and collaborators not carrying the symbol of Niria are playing 
people not related to Niria and should be ignored as well (this will be 
used to prepare scenes and moving around)



This larp requires of permanent connection between the players by 
phone and chat, but internet is also a distraction and will not be used 
for anything not related to the larp. Of course, searching for information 
about folk tales, locations, maps or anything the character may need is 
not only allowed but encouraged.

Riddles

Folk tales are but the teaching of tradition in a way that kids in their 
innocence will hear. But which adult will take such advice apart from a 
desperate one?

This larp includes several moments in which reality clashes with tell-tales 
of unreality. Participants can get victorious by following the teachings of 
traditional tales. 

This is not intended as riddle solving but to enhance the feeling of magic 
reality. There will never be a fixed solution but any inspired by a tale will 
be adequate.

Possibilities extracted from folk tales and believed by the characters will 
have the desired effect.

Mark of Niria

The ones called by Niria carry a mark, invisible to anyone but those 
related to it. A symbol of belonging that will not disappear until the 
cycle is over.

This of course is an extradiegetic way to help participants distinguish 
those involved in the larp. But it is also a diegetic reason for any character 
to engage others.

E.G: The men in that distant table keeps staring at me, the mark of Niria 
in his forearm.

I sit in front of him, and in anger I say: “Who are you and why are you 
stalking me?”

Mechanics

Apart from the three rules of Niria, there are additional mechanics 
designed to enhance the larp.

Common people

The falsehood we face call us, but we are still who we are, simple people 
in a everyday-life city.

This is a larp of common people. Common people do not carry weapons, 
hit others publicly, are afraid of legal consequences, etc.

No physical action is allowed in public. Furthermore, the ones in private 
should come out of absolute desperation. If weapons are required foam 
ones will be present in the scene location, and should be left behind once 
the character leaves.

Paranoia

But there is nothing normal in what is going on. They are afraid, and 
only curiosity and deep need makes them carry on.

And so, they believe in disbelief, they continue until, lost in the woods, 
there is no turning back.

Each time your character is too afraid or sceptic, look for a reason to 
continue. It can be fear, it can be need, it can be others wellbeing. Niria 
does not like to be ignored.

Life or death

Your own lives are at stake. Therefore, any other thing seems superfluous. 
Who would check social media when you are about to lose everything?



Participants are encouraged to create their own scenes based on 
traditional tales. 

The ones prepared by the organization seek to enhance the sense of 
magic-reality and will be used when they provide value to the larp. But 
participants should not wait for them to happen, since this is not the 
purpose of their design.

Characters should meet and perform their own tale-like moments to 
guide their story to an end. They have the city at their disposal and if 
they require privacy, they can inform the organizers (see Niria knows) to 
find them an adequate space.

Participants will be provided with examples and tools for tale generation 
during workshops.

Foul the ogre

When the time for revenge comes, wits and preparation are the best 
weapons against the big bad wolves. 

Wolves are the antagonist in this larp. The characters are wisely afraid 
of them. But the time may come when out of desperation characters will 
decide to stand their ground and find the proper place and way to face 
their enemies.

In short, as the larp drives closer to the end, to fight against the wolves is 
not only possible but encouraged. Still, remember, prepare and be wise 
if you wish to foul the ogre.

Once upon a time

To reinforce the belief in this clash of tales and reality shocking and alien 
situations should take place, and so they will.

The larp contains several possible scenes. They are not mandatory or 
trigger events, but intended to enhance the feeling of unreality.

This scenes are open to all characters, even if they were initially designed 
to specific ones. 

Tiny place

Tales about small things are at times the greater ones, but they have 
quite a big problem, there is not much space in them.

Scenes that include the word “small” in its clues take place in small 
locations. They are designed for a maximum of 5-7 participants. Those 
that require some action to reconnect with the larp can still attend over 
this number. In that case, it is good for some of the characters to act as 
mere spectators.

A place between worlds

So many huts in the woods, lost forests and castles, so many far away 
kingdoms, that at the end are nothing but the idea of the place, instead 
of an exact one in time and space.

To reduce the need of wandering around we count with a limited number 
of locations. Therefore, participants can find themselves several times at 
the same place. Characters will be aware of this, they seem to remember 
the place, but at the same time it is a different one, in a shifting reality of 
living walls.

Your own road to adventure

Those born with a not so brilliant future need to take the road and seek 
for adventure, and so do those who wish for fortune. 

Baba yaga’s symbols



Doing so, you do not turn into pure evil, but into a selfish creature, not 
caring about the destiny of others. The only thing that matters anymore 
is your own tale and what it will grant you.

Corrupted characters will have moments of realization and remorse. The 
option of redemption is there as well, but it will be harder and harder 
each time. 

Those characters with strong ties to others, should think on how this 
change will affect their experience. Turning into the wolves’ side will 
not eliminate their relation, but shift it. So try to make this change as 
interesting as possible.

A new tale to tell

There are those who disagree with the tale assigned to them. And so, 
they grab their boots and decide their own story to tell.

Another way to undergo a character change is to switch your character’s 
tale. Only European folk tales will be accepted.

The change needs to be communicated to the organizers and other 
participants (see Niria knows). The organizers will try their best to adapt 
to this new story.

For those with a dependency to other characters, the change is only 
possible if your common tale has an end or if all of you switch together 
to another tale (or different ones).

No one left behind

No character is ever completely guilty or fully innocent.

Not all stories are exactly as they seem.

There is always time for redemption.

The motifs of allies and enemies are never fully clear.

You never know when you will need someone’s help.

Who am I anymore

When brother, sister, daughter or son, arrive finally back to their own, 
there is little resemblance to the one that did leave home.

Characters will be immersed into situations above their limits, changing 
them deeply in a way decided by the participant. A character evolution is 
not only possible but desired.

The wolf in me

There is a Wolf in you, you can feel it. A voice, a roar, a wish, a feeling. 
The necessity to rebel, to break with the place that has been assigned to 
you. What if you screamed with all your strengths? What if you betray 
all that is expected from you?

Those who need a change or that feel it will improve the larp have the 
opportunity to slowly turn to the wolves’ side. This is a conceit character 
change, it is not black or white, but a descent into an each time darker 
grey. 



Larp scheduling structure 

On a meeting point a basic explanation regarding the larp and the city 
will take place. It will be followed by the pre-larp workshops.

Immediately afterwards the larp starts. It is intended to play in an 
uninterrupted and fluid fashion. As safe space, participants can dispose 
of any city part (we recommend to seek for a comfortable cafeteria or 
park, and to call the organizers if you need their help)

The larp closes when the characters finally confront Niria and its 
consequences. 

The end will be followed by a short explanation and post-larp workshops.

Afterwards, we will party free from our characters. 

For more information about the larp schedule and the workshops check 
the following document:

Oh, how the poor little sister sobbed as she was forced to 
carry the water, and how the tears streamed down her cheeks! 
“Dear God, please help us,” she cried. “If only the wild animals 

had devoured us in the woods, then we would have died 
together.”

Ultimately their presence is required to confront Niria.

The worst thing you can do to someone in a larp is to ignore them. No 
character should be ignored. They can be screamed, confronted, hit, 
questioned, or even interrogated but never ignored.

Niria Knows

Niria as an overall entity knows all that occurs in every moment, but that 
is not the case for the organizers, moreover when the characters are lost 
within the city.

For this purpose, participants will write in the chat channels anything 
relevant that has happened or is about to happen. 

This occurs both in a diegetic way, when characters inform others in the 
common group, and extra-diegetic when they write something that their 
characters would never reveal (using a parallel extra-diegetic channel)

Diegetic messages will sometimes tip off the wolves, but at the same 
time is the perfect way to ambush them. While the extra-diegetics allow 
to inform organizers about requirements

Extra-diegetic messages cannot be anticlimactic, and should always keep 
the resemblance of being a part of the larp:

E.G: 

Character1: *Niria- And so, they walked in the search for a place of calm 
where to turn the hay into gold.

Organizer: *Niria- Lost in the woods of buildings they arrived to the 
forest clearing in “address”.

Many strange entities are present in the chat group, but they cannot 
be kicked out. Parallel chat groups are not allowed. Private chats may 
contain a maximum of three participants, and any relevant information 
discussed in them should find its way into the common chat.

“Death would not take him. There was no place for him in 
Paradise and no place for him in Hell as well. For all I know he 

may be living yet. “

https://www.dropbox.com/s/agxp7lko0iyfiv5/Niria%20-%20Larp%20workshops%20and%20structure.pdf?dl=1

