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Kanar Zero  

The Story So Far . . . 
It is the fifteenth year of the reign of King Wilmont Narrdmyr, the first of the Human 
Kings. With the death of the Darklord, Laereth, the 16 Human Tribes have been united, 
and the King has set an ambitious goal, to pacify and settle the entirety of the Cantel 
Plains, from the Brennad Mountains to east, home to the Dwarves of Hill and Stone, to the 
endless forests in the west; from the impassible mountains to the south, to the mysterious 
and forbidding Ashani Forest in the north, home to the enigmatic and ageless Elves of 
Ashan. 
 
You have chosen to follow Lord Charles Gilcrest into the wild, untamed forests to the 
northeast of the new national capital of Maelcor. Lord Charles has started to build a 
settlement he is calling “Aontu,” which means “unity” in the dialect of the locals humans. It 
is not much to look at so far, merely some small outbuildings, some tiny shops, and a few 
wooden walled camps. But with time and effort the Lord and his loyal subjects hope to turn 
this settlement into a real town, with walls of stone and a proper fortress to defend the 
region from the dreadful monsters that lurk in every cave and every glade. 

Halflings are rare, but worth their weight in gold due to their exceptional skills as bakers, 
brewers, cooks, and story-tellers. Elves and Dwarves are even more rare, as many of their 
kind do not trust humans, and that distrust is often reciprocated. Half-breeds are “almost” 
non-existent. 

Lord Charles has equally grand plans to King Wilmont’s; to scout everything within 50 
miles of Aontu, place his findings on a map, and make an ally of (or conquer) every 
significant force or threat within that region.  



Game Synopsis 
This LARP campaign has a beginning, a middle, and an end. It is estimated to run for three 
years, but that may change based on the actions of the player characters. This campaign is 
set at the beginning of the human Kingdom of Narrdmyr, just over a thousand years before 
the “current” Kanar campaign. This game uses a stripped down version of the Kanar 
rulebook, with lower hit points, lower damage calls, lower armor totals, lower XP costs, 
fewer spells, lower XP awarded, and fewer conditions.  
 
Technology and magic are not as advanced here in Year 15 of the Time of Man (15 TM) as 
they are in Year 1018 TM. Enchanting is very hit or miss, resurrection is uncommon, and 
limited to certain geographic locations. Magic is more clearly divided between the elements, 
and much easier to perform, as long as you have a few minutes to rest between spells. The 
16 Tribes are just now emerging from barbarism. Fine clothing is wool and cotton, leathers 
and furs are still common. The dialects are more distinct between the tribes. 

The title of King was chosen as it means the same as High Chieftain. Chiefs and Lords are 
the same, as there are not yet words for Barons, Counts, and Dukes in the language of the 
humans. The words for shaman, witch doctor, mage, and cleric are synonyms in this era. 
Skalds, bards, and others that work magic through song are sacrosanct, not because they 
are beloved bringers of news and entertainment, but because they are figures of terrible 
power, respected and feared for their ability to ease the suffering of an ailing town, or bring 
ruin to a battlefield. 

This campaign will not change any established Kanar history, but it will fill in some details 
of what “actually” happened in a certain region of what will become the Duchy of Dynsforth, 
at the second dawning of human civilization.  

Sharp-eyed players will note that Kanar Zero eliminated Lore Skills. This was a strategic 
decision. In place of lore skills, all characters will have access to the K-Zero Wiki, which will 
launch with a general overview of what humans in the brand new Kingdom of Narrdmyr 
would know, and will be updated each month with “many” of the facts that characters 
learned at the last event. (There will also be a change log page that will just list the facts 
that were added each month, so players don’t have to hunt for the new information.) Some 
secrets will remain secret, but most information about the world will be quickly spread by 
the travelers, merchants, spies, and entertainers than move throughout the region. 

Immersion and standards for garb and props 
The primary goal of this LARP is to have fun. But the close secondary goal is to have fun 
through high immersion. After a player’s third event they are expected to have “passable” 
garb, including period-looking footwear, pants or skirt or kilt, tunic or other top, and a 
period hat or head-covering of some sort. The “period” of K-Zero is earlier than that of K1, 
but it is still a fantasy game, so anything close to 500s CE through 1500s CE will fly. If you 
have questions or concerns, please don’t hesitate to email the staff a picture of individual 
items of garb, or your whole kit. Likewise, props should all enhance the game’s immersion. 
(As the author is a player with poor eyesight, all forms of glasses and spectacles will be 
exempted, along with any other medical, sensory, or mobility devices.) 



Dialects 
Players are highly encouraged to adopt an accent or a manner of speaking for their 
character that is obviously distinct from the accent or manner of speech of the player. If you 
cannot maintain an approximation of a British, French, Spanish, German, Irish, Scottish, 
Austrian, Cockney, Welsh, Russian, Flemish, Belgian, Italian, Finnish, Norwegian, 
Swedish, Latvian, Lithuanian, Estonian, Greek, Andorran, Afrikaans, Turkish, Swiss, 
Romanian, Icelandic, Portuguese, Moroccan, Serbian, Albanian, or Czechian accent, please 
try your best.     

For reference, the 16 tribes of humans came from the following clans: 

Alversden 
Baern 
Belthshazarr 
Callahan 
Cather 
Del Ray 
Dynforth 
Erin 
Folkner 
Gilcrest 
Holbrook 
Lyorn 
Narrdmyr  
Pendelton 
Ravenshunt 
Smith. 



General Notes on Combat 
Weapons wielded with 1 hand call 1 damage, even if normally a two-handed weapon. 
Weapons wielded with 2 hands call 2 damage, even if normally a one-handed weapon. 
There are some spells and skills that that can increase this. 

The soft cap for Hit Points is 15. The soft cap for Armor Points is 20. Some spells, tags, or 
skills MAY exceed these soft caps. The hard cap for combined HP+AP is 50. 

Hands, feet, groin, head, and neck above the collar bone, are not legal targets. Players are 
not required to take damage if struck in one of these areas, but may do so at their option. 

For safety reasons, K-Zero is a “reasonable contact” game. Hit hard enough for your 
opponent to feel it. Calibrate based on your opponent. If you feel your opponent should 
recalibrate up to hit you harder, or down to hit you softer, tell them “please calibrate up,” or 
“please calibrate down.”  
 
It is recommended that players wear groin protection, but not required. Accidents happen. 

Armor 
There are five locations where armor may be worn: left arm, right arm, left leg, right leg, 
and torso. A location must be “mostly” covered to provide AP. Marshals will judge each 
player’s armor on a case-by-case basis. 
Leather armor provides 1AP/location. 
Chain and Scale provides 2AP/Location. 
Plate provides 4AP/location. 

Races 
By default, all characters are humans. The total number of elven, dwarven, and halfling 
PCs is limited. The height and make-up restrictions for playing one of these races are 
strictly enforced. Half-humans are not a playable race. For every twenty players, 1 of each 
demi-human race will open, upon application, after the first event. Demi-humans will have 
additional goals assigned by their elders, and will be expected to make progress on those 
goals at each event that they attend. 
1:20, Elves: ear tips, no facial hair 
1:20, Dwarves: 5’ 6” and under, some facial hair required regardless of gender.   
1:20, Halflings: ear tips, 5’4” and under. 

Hit points and Fatigue  
All characters start with 5 hit points, and may purchase more via the Physical  
Development skill. 

All characters have fatigue points equal to their number of hit points. Fatigue points are 
used to cast spells and to use special abilities. Each spell and ability will list the number of 



fatigue points that are expended to cast that spell or use that ability. If you attempt to use 
a spell or ability that would take you below 0 Fatigue, or while already out of Fatigue, you 
may do so, but at the cost of Hit Points instead of Fatigue Points. 

Fatigue Points return at a rate of 1/minute when out of combat AND sitting or lying down. 

Resurrection 
The Walkers left all manner of magic shrines, gateways, standing stones, and hidden 
grottos scattered across the land and seas. With a little bit of searching it is usually 
possible to find an alter where one of the Walkers can be beseeched to return a dead family 
member or friend to life. The price that must be paid varies, but is usually steep. 

Events 
K-Zero events will all be one-day events, lasting from 10am to 10pm on Saturdays, on the 
Kanar land, 10418 Plank Rd, Milan, MI 48160.  There will always be the possibility of soft 
roleplaying, camping, songs, sparring, and food after each event at the preference of the 
players. Event fees will be $20. There will be a pre-game meeting and Q&A at 9:30am in 
the parking lot, and a post of any announcement from the pre-game meeting will be on the 
bulletin board just behind the check-in shed. Your first K-Zero event is free. Thereafter, 
KGE Annual Membership ($20) and a KGE Annual Registration Form will be required to 
play K-Zero, but event fees are totally separate. 

Mandatory NPC Shift 
When you pre-register, or when you check-in if you did not pre-reg, you will be asked to 
sign-up for a one hour NPC shift. Shifts are of a limited size, and slots are first-come-first-
serve, so please pre-reg, or arrive early. For your NPC shift there will be a variety of combat 
and non-combat roles. Please bring a set of non-descript garb or a set of black pants and a 
black shirt for your NPC shift, and additional garb, make-up, and/or masks will be 
provided. Missing one NPC shift will not cause a penalty, but you will be expected to make 
up that shift at your arrival at the next event. Missing a second shift will prevent XP gains 
until the lost time is made up. Missing a third shift will prevent future attendance at K-
Zero events. 
 
K-Zero Experience Points 
Characters in K-Zero start with 10 character points with which to build their character. 
Skill costs are listed on the K-Zero Skill Chart. All characters MAY start with the skills 
One-Handed Sword, One Handed Blunt, and Thrown Weapons for free, if they wish. After 
character creation, any unspent character points are added to the character sheet as 
available character points. 
 
Each event will provide a minimum of 1 Experience Point, and a maximum of 5 Experience 
Points, based on the number of objectives the PCs complete. This will be a standard bell 
curve, and the average will be three, assuming the PCs “meet expectations” of the number 
of successful missions they complete in forwarding Lord Charles’ goals. There may or may 



not be a bonus objective that will add (or subtract) global experience for the event. Players 
will have to work very hard to achieve 5 XP at an event, and players will have to slack off 
very hard to achieve 1 XP at an event.  

The soft cap on experience for a character is 100xp. Through event attendance a character 
will be able to learn up to 100xp worth of skills during the course of this campaign. The 
hard cap for experience is 150xp.  
 
Characters that start the campaign after the first event begin the game with 1 XP for each 
event they missed. Characters that miss an event also earn 1XP for that missed event. 

Magic 
The elements split the schools of magic into four distinct fields. Each type of elemental 
magic is purchased separately. Bardic magic may be purchased in addition to elemental 
magic, to increase the area of effect of existing spells.  

Incantations 
Spell incantations are standardized. More powerful spells have longer incantations. This is 
done by repeating the successive lines of each spell level.  First level spells require one line. 
Second level spells require the first line once, and the second line spoken twice. Third level 
spells require the first line once, the second line twice, and the third line three times, and 
so on. Players may use the following example incantation for all spells, or may create their 
own incantations, as long as each line has at lease six words. 

“I call upon the element of <Earth/Air/Water/Fire>” x1 
“I call upon the energy of <Light/Darkness/Balance/Chaos>” x2 
“I command this power to my hand.” x3. 
“I will this magic into being.” x4 
‘I shape this spell with passion.” x5 

Incantations must be spoken with a volume and intensity above that of normal 
conversation. Bardic magic follows the same rules, but the incantations must also be sung. 

Spells known at character creation and Learning new spells  
If your character starts with the ability to cast, you may learn 1 spell from that level, and 
each level under it, i.e if you have Level 1 Fire Spells, you may know 1 Level 1 Fire Spell, if 
you have Level 3 Fire Spells, you may start with 3 level 1, 2 level 2, and 1 Level 3 Spells.  
 
After character creation the only way to learn a spell is to be taught by another character 
WITH the assistance of a scroll of that spell, or WITH the assistance of an enchanted item 
that contains that spell.  A scroll is expended in the teaching process, an enchanted item is 
not. 

There absolutely –are– spells in existence other than the ones detailed in the Spell List. 



Tagged Items, Nordic Tags, and Stealing 
Items that have a game mechanical effect, or have a value in-game, will be tagged, 
preferable by taping a plastic tag sleeve to the item, or by attaching a tag sleeve to the 
container in which the item is carried.  

Tagged items may be stolen through subterfuge or through violence. Once the theft is 
complete, the thief should quickly take the tagged item to the Fence Area, where the tag 
will be removed from its sleeve, and the physical representation may be stored for collection 
by the owner. 
 
Some tagged items will be marked with one of two special symbols. These items either don’t 
need to be turned in to the Fence until the end of the event, or until the end of the 
campaign. (This system originated in one of the Nordic LARPs, and is credited to them.]  

[Add graphic of both symbols.] 

Players are welcome to request the staff add the return-at-end-of-event symbol to the tags 
for one or more of their phys. reps. if they wish to do so. Players are discouraged from 
adding the return-at-end-of-campaign symbol to items they hope to get back someday, but 
the game will happily accept donations of items for use as Nordic Tagged Items. 

Learning Skills 
If you have sufficient unspent XP after an event, your character may attempt to learn any 
skill that you already know, or that you have witnessed another PC or NPC use. If you 
already know Physical Development, you may buy it again without restriction. If you don’t 
have Physical Development, but watched an unarmored character take five blows from a 
dagger and not fall unconscious, you can assume that character had something special 
going on and try to “learn by trial and error,” between events. When you fill out the signout 
form, you list the skill you are trying to learn, and who you are learning it from. If the 
character actually does have that skill, you learn it. If they don’t, your character doesn’t 
learn it, but no XP is spent, and that XP will be available after your next event.   
 
The guesswork of learning a skill can be eliminated by approaching a character and asking 
to be taught. This requires some roleplaying, and possibly some practice, both of which K-
Zero Staff encourage, but it also can take time away from completing missions for Lord 
Charles, which can have negative consequences of their own. 

What does my character do between events? 
Generally, your character does similar things to what they do at events. Travel, craft, go on 
missions, etcetera.  There are no Between Events Actions for PCs. Anything you want to do 
to affect the story, do it on the field, as your character, in-game.


