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1. Synopsis 

Operation Strömberg is an urban game. According to the audience, it can be delivered as either a LARP 

with a lot of roleplay, or a competitive urban quest with very little roleplay to none.  

The final objective of the game is to defuse a “bomb” set by Sebastian Strömberg – a romantic and 

intelligent, but morally derailed leader of a fictional Swedish terrorist organization with anarchist ideology.  

To do that, teams of 3-5 players impersonating newbie secret agents, explore the city and do quests. Each 

quest gives a reward – one symbol for the code necessary to defuse the bomb.  

There are two types of quests:  

1) puzzles – players need to figure out something based on clues they have, incl. to decipher a coded 

message and  

2) interaction with NPCs – players meet with one “hostile” NPC – Sebastian’s wife, and one “friendly”-ish 

NPC – a former comrade of Sebastian’s, who got upset with him and left the organization. In both cases 

the players need to figure out the correct things to say so that the NPCs give them the information they 

need. 

The players compete with time – the “bomb” is supposed to explode at a set moment in time, known to 

the players.  

The overall duration of the game for one team is about 3-4 hours. 

2. Locations  

Each quest is related to a location the players need to figure out and visit. 

Operation Strömberg is not exactly a tourist game that will take you to the most popular places and 

educate in their history. However, by playing it, they can get a pretty good feeling of what a city is actually 

like and its spirit. The game relies a lot on surprising or even shocking the player with the places it takes 

them and with what they see there. For that we use locations that look scary/abandoned (while still being 

in a safe area), and assets such as a partner bar, providing a private room where the NPC can have gun 

replicas around and arrange lines of powdered sugar on the table, as he/she speaks to the team.  

Players are also kept on their toes by the need to keep a low profile – and not only because of ingame 

reasons. For example, in the final stage they get a car key and a location of a small parking lot, where they 

need to actually find which car will open as they press the button, which involves them in a mildly 

suspicious activity with a potential to draw by-passers’ attention.  This escalates when the players start 

tinkering with a “bomb” in the car’s trunk. At that point Sebastian himself shows up and takes a hostage, 

waving a gun replica in the process.  

Thus the most difficult part of running this game is the selection of locations. They need to be not too 

crowded, some of them need to even look abandoned, while all of them need to be in a safe area. A 

friendly bar/café or a similar establishment is a must.  
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3. Route  

The locations form a route.  

The game is linear, so is the route/sequence of locations that you need to set. And so is the movement 

of the players.  

Unlike so many other instances of linear games, the players do know/have clues about all the locations 

since the very beginning of the game (except the final one – the car with the bomb). A part of the player 

experience is to “plan” the route, for which the players need to work with the evidence material they are 

given at the beginning of the game, their knowledge of the city, and/or with a map. In reality, the locations 

are sequenced in such a way that there is only one sensible route, but the players will have to figure 

that out. When the game takes place in a city that it unfamiliar to the players, it might be a good idea to 

include one local person in each team to help them. 

A very important feature is that the players are only allowed to walk and use public transport. No private 

cars and no taxi/Uber are allowed. Bicycles might be allowed but are not very practical, at least for the 

route in Sofia; also Sofia is not very bicycle-friendly and that issue has never aroused. 

In Sofia, the game starts in a residential area complex in the southeastern part of the city and takes the 

players to the city center.  

Operation Stromberg route in Sofia. The locations 6-10 are in reality much closer to each other than the 

numbers are put on the map to be visible on this scale – basically the walking distance between them 

ranges from 10 to 20 minutes. 
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4. Timing 

The game is competitive against time – the “bomb” is supposed to explode at a set moment in time, 

known to the players. That time must be decided carefully. Failure is an actual possible outcome for the 

players if they are too slow, still they must have reasonable time not only to figure out the puzzles and 

make their interactions, but also to enjoy the process and the city. It is important to set aside some time 

after their first interaction, where they receive an actual infodump. They need the time to review all the 

paperwork, figure out the route and plan their actions.  Ideally, the first location would be adjacent to a 

small park or garden with some benches of gazebos. 

Feeling the pressure of time sometimes makes players to take a risk and try and defuse the bomb without 

having the entire code – by guessing one or more symbols. This makes for good moments of tension at the 

end.  

The overall duration of the game for one team is about 3-4 hours. The entire enterprise could take 5-6 

hours in total, depending on the number of teams, as every other team starts 15-20 minutes after the 

previous one. This is in fact one of the issues of the game, discussed with more detail in section 6. 

5. Communication with players 

5.1. Giving the quests 

Communicating the quests to the players is a major issue in LARP. As mentioned above, we wanted the 

players to have all the information since the very beginning of the game and plan their actions based on 

that information – as part of the training added value of the game.  

This is done by a document the players receive ingame immediately after the start. Our team is tempted 

in 1) studying military history and affairs and 2) using ridiculously absurd abbreviations, so we started to 

call this document “Order of Battle” – or “OrBa” (it sounds funny in Bulgarian when we shorten it like 

that1).  

Ingame, the OrBa is an actual Order to the agents from the EUOCT HQ. EUOCT (European Union 

Organization for Counter Terrorism) is the fictitious organization the players’ characters are a part of 

ingame. The document provides the players with all ingame information they need – what is their 

objective and what are the steps to achieve it – it basically gives them all the quests at once.  

The OrBa also has a lot of “annexes”:  

1) background info on the setting – ingame info on Sebastian Strömberg and his organisation’s 

history. From those the players need to extract info about how to communicate with the NPCs and 

which are the right things to tell them to get the necessary information. It is also the main clue to 

guess the “key word” for deciphering a coded message at a later stage; 

                                                           
1 Бойна заповед (Bojna Zapoved)  BoZa. Boza originally is a malt drink popular on the Balkans made by fermenting 
wheat or millet. However, in Bulgarian it is also used figuratively meaning “something bland, without qualities”, e.g. 
“that show was a total boza”.  
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2) “physical evidence” -  ziplock bags containing sheets of paper with clues to figure out the locations, 

referred to in the OrBa text, as well as some photographs; 

3) necessary aids – e.g. pencils, but, most importantly, a small UV light. 

5.2. Providing help 

Players can also get help ingame at all times if they get stuck – via an ingame Viber of the EUOCT “Heuristics 

and Analysis” department.  

6. Issues 

1) The game contains a lot of bullshit.  

First and most important, it does not deal very elegantly with the issue of why the symbols of the code 

would be hidden the way they are and findable by the players. The clumsy explanation is that it is some 

form of failsafe in case the assault gets cancelled for some reason and Sebastian is not there to defuse the 

bomb himself. So other people from the organization have to, and, for secrecy’s sake, they do not know 

the code, but have access to clues how to get it. Secondly, there is a lot of spy bullshit all around, but let’s 

say many players don’t realize it’s bullshit and in general everybody mostly has fun with it. 

2) It is a challenge to accommodate more than 3-4 teams of players.  

Each team plays the game in their own “instance” – by setting there is only one team of agents. This creates 

the issue of time management so that no teams meet on any of the quest locations. There are two tools 

that we have used to do that: 1) different starting times – every next team goes to the starting point 15-

30 minutes after the previous one. This is a good solution, especially if you can afford more time for 

running the game for all the teams. Otherwise it is risky and it creates stress for the team and a lot of extra 

communication with NPCs to delay some team or to push other. 2) More than one route. This is, however, 

quite resource intensive. We had two routes leading to the same final locations – the bar and the bomb 

(we did not have two bar and two bombs). Finally, it led to the issues of the first option.  

That being said, it is not impossible and we have managed to accommodate as many as 8 teams. The bar 

location has the biggest clusterfuck potential and we had 2 or 3 teams ran into each other there because 

of bad coordination from our part of the two “Sebastian’s wife” NPCs.  

3) The game is quite heavy on personnel requirements 

There are 7 NPCs. One additional orga person is needed to circulate the starting area and supervise the 

props (if a team removes or otherwise damages a prop, it needs to be replaced for the next team). 

Someone also needs to be on Viber and communicate with the NPCs on the teams’ progress, however, 

this could be made by the same person or one of the NPCs. This made the game unsustainable for us to 

ran for profit.  
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7. The Players’ experience 

 This section provides a step by step description of the experience of each player team.  

STAGE 1: Sign in 

The player buys a game or sings in on the game website/fb page. The game website/fb page provides super 

basic information about what an urban quest is, what type of puzzles there will be, where does the game 

take place, how much time does it take, how much walking is involved. If applicable, a choice of available 

dates and starting hours is provided, and the player selects among them. Normally this person becomes 

the team leader and his/her an email and phone are used for further communication provided they have 

given their agreement and all GDPR requirements are observed. 

STAGE 2: Out of game email 

Latest 2 days before the game the team leader gets an out of game email with more detailed information 

and instructions, as well as an attachment with general information on the setting. The text of the email 

we have used as well as the general description of the setting can be found in the Annex.  

STAGE 3: Ingame message 

The day before the game the team leader gets an ingame SMS/Viber message with the starting location – 

Game Location (GL) 1, and what to look for once the team gets there.  In our case it is a person with a black 

bowler hat. We do not have a fixed format for this message; it goes something like “Your team is expected 

to be at Mladost 3 Metrostation at 1500 hours sharp. Once there, contact the agent who can be recognized 

by wearing a black bowler hat”. 

STAGE 4: First contact 

The players make first contact. And it is not the agent they expected. It is an NPC dressed like, looking like 

and speaking like a not completely adequate homeless person. He/she has the black bowler specified in 

the message – either ridiculously wearing it or just playing with it – but is not its original owner. When the 

players (or one of them) approach the NPC, he/she tells them, muttering, a confused story about a car, 

which kidnapped a suspiciously looking guy who originally wore the bowler. The hat fell off from the guy’s 

head and the guy was able to throw away a package without being noticed by the kidnappers. Then the 

homeless person offers the players to have the package – usually in exchange for something small – like a 

gum, a cigarette, a coin, candy, bottle of water – whatever they have to offer. The players are given an 

envelope, containing the file with the OrBa. 
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Sofia, GL 1 (Mladost 3 Metrostation) 

 

Sofia, GL1 – NPC location (behind the metrostation, next to the parking lot) 

 

 

STAGE 5: Processing the info 

The players familiarize themselves with the contents of the envelope. The OrBa gives them the quests; the 

“physical evidences” with it are basically puzzles leading to the next GLs. Eventually they figure out the 

next location they need to go. 
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The File The “Physical evidence” 

 

STAGE 6: Poster in a creepy place 

GL2 is an abandoned, creepy looking, but actually quite safe place (a big polyclinic, a popular playground 

and a police office are among the adjacent points of interest). The clue to the place is a vague description 

of the location compared to adjacent buildings (“just next to that high apartment block opposite to the 

polyclinic” – the polyclinic is an easy object to locate on the map). Once there, the players need to find a 

poster of Sebastian’s organization with a QR code on it. Scanning the QR code leads to an image with a 

symbol. It is the first symbol the players get in the game, not *THE* first symbol of the code sequence.  

Sofia, GL 2 in Mladost 3 residential area 
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Poster of Sebastian Strömberg’s organization “New Beginning” 
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STAGE 7: The buried gun 

 Players proceed to GL3 – a vacant grass covered space behind a bus stop. To figure out which bus stop to 

visit they need to solve another puzzle. It is a transcript of a dialogue between Sebastian and one of his 

men, where he tells the guy where the gun had been hidden. He does that using a riddle – personal names 

signifying digits based on alphabetical order – i.e. A is for 1, B for 2, etc.). The digits form a number. The 

bus stops in Sofia have numbers, by which they can be located on the internet. There, below a lone tree, 

under a stone, marked by us with spray paint, a prop gun in a ziplock is “buried” (there is very little actual 

digging involved). The N-th letter of the imprint on the gun is the symbol the players are after. Players are 

specifically instructed in the OrBa to not touch the gun with bare hands to avoid leaving fingerprints, and 

to leave everything just the way they found it – i.e. to bury the gun back for the next team. 

Sofia, GL 3 in Mladost 3 residential area – bus stop 

 
 

Sofia, GL 3 in Mladost 3 residential area – tree 
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Prop gun with imprint on the handle 

 

 

STAGE 8: Canary food 

To identify the next location (GL4), the players need to figure out a shopping list Sebastian let for his wife 

on the fridge. It specifies a certain mini mall in the area and contains, apart from some random groceries, 

the “Food for Sebastian” item. The background info given to the players mentions that Sebastian had a 

canary he cherished a lot before it died (which was recently, and threw him into a serious nervous 

breakdown). He had named the canary after himself – Sebastian. The shopping list item tips the players to 

go to the pet food shop in the mini mall. There they need to recognize the pattern of the shop windows, 

drawn on the back of the shopping list and identify a letter – part of a pet food commercial – in the marked 

window.  

Sebastian’s shopping list and pet shop windows puzzle 
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STAGE 9: Taras Shevchenko 

GL 5 is a space with benches adjacent to a monument to the Ukrainian poet Taras Shevchenko. To figure 

it out, the players read another transcript, where Sebastian recites a poem, without specifying the author, 

and philosophies on it. Basically, the players need to google the poem and then – to google where in the 

city the monument to Shevchenko is located. Once there, they need to find a sticker on a bench (the sticker 

gets removed afterwards). 

Sebastian’s organization sticker with a different color letter  

 

STAGE 10: Sebastian’s wife 

Here the players don’t need to solve any puzzles - the OrBa provides them with the exact location and they 

just need to get there – it is a café at a mall in the center (GL 6). There they meet Sebastian’s Bulgarian 

wife posing as friends of his. To succeed, they need to have carefully read his background and remembered 

a few key things. Sebastian’s wife is an NPC instructed to give them some hard time, while choosing the 

level of difficulty based on their capability assessed on the spot. Eventually she tells them the symbol she 

knows.  
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STAGE 11: Taking a photo 

GL7 is also given in the OrBa, together with a picture of an NPC taken in profile. The players need to identify 

the NPC, who is sitting on a bench, or a table at a café – at a populated public area. The NPC is a member 

of Sebastian’s organization. The players are given the task to secretly take an en fas photo of the person 

and send it via Viber to the “Heuristics and Analysis” department. The experts there would run the photo 

through a facial recognition software to get the first name of the person, as one of the symbols is known 

to be the first letter of his/her name. Shortly after the photo of the right person is sent, the players get 

back a message with the name. The ways players complete this task trying hard to be intensely 

inconspicuous is a source of great fun for the organizers. 

NPC picture in profile 

 

STAGE 12 – the hidden symbol 

The OrBa states that “one of the symbols is already known to us and is provided on this set of documents”. 

It is actually written on the front of the folder and it is huge, but it is written with UV ink. Therefore, the 

players need to figure out that they have to use the UV light from the envelop to check with it all the 

papers they have. This happens at a different point in time with different teams of players.  

STAGE 13 – meeting the snitch 

GL8 is a friendly bar downtown, where a former comrade of Sebastian’s spends a lot of time. The location 

is specified in the OrBa, but there is a trick. There is a guard in front of the room, where the NPC is. The 

guard would only let the players in if they say the password. The players have the phrase, but it is coded 

with the Vigenere cipher. The evidence clearly states that it is the Vigenere cipher, so they can google it. 

They also get a table of letters necessary to decipher. What they need to guess is which is the “key word” 

necessary to decipher the phase. Can you guess it after reading all the game materials? ;)  

The Vigenere cipher puzzle is the closest thing to a bottleneck in the game. Without it the players cannot 

get access to the NPC who provides them with the final game location. 
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After passing through the guard, the players enter a separate room, where they meet Andrei. This is the 

most RP heavy part of the entire game. The atmosphere in the room is very RP friendly – Andrei is dressed 

like a mafia guy, with sunglasses on regardless the room being quite dark, has a couple of prop guns around 

including an RPK, and ignores the players for a while, being busy arranging lines of powder sugar with a 

credit card. Our Andrei is quite devoted and crazy so he even snorts a line. It is the incarnated image of a 

corrupted guy who betrayed the organization for money and is ready to personally betray Sebastian 

Strömberg out of jealousy and spite. This interaction is designed to make the players stop and think about 

motivations, justification of causes and actions. It also leads them to the end game – eventually Andrei 

gives them the address of a parking lot and a license plate number. Ideally, he would also give them a 

“duplicate” of the car key, but this is only feasible with one team. When there are more teams, we cannot 

provide car keys for everyone, unless we have more than one bomb in the trunk of more than one car. We 

use an NPC – Andrei’s associate, who appears when the players identify the car and opens it for them.  

  
Sebastian once told me: “We are the same greedy bastards as they are. It's just how people are”. That's 

why I betrayed him – because I'm a greedy bastard. 

STAGE 14 – Endgame 
 
The most important part of the endgame and its culmination is the process of entering the cipher and so 

defusing the bomb. To do that the players first need to locate the car by its license plate number on a small 

street parking area downtown (GL 9). An NPC then appears to open the car. And the moment of truth 

comes. 

Sometimes the players have failed 1 or 2 quests and do not have all the symbols. Pressed for time, they 

risk to try entering the code with what they have guessing the symbols they miss. Sometimes they die.  

In our practice most teams get to bomb with all the symbols in their hands. The most frequent reason for 

those who don’t, is that they have been too slow at the beginning – taking too much time to figure out all 

the riddles before moving out. The hardest one is the Vigenere cipher, sometimes they stop moving to 

solve it midgame, spend too much time on it, then panic and rush through the rest. 

Also, at some point the players realize that apart from code symbols they would probably need to know 

their order. The order, in which the symbols need to be entered, is never mentioned in the OrBa. It is 

because it does not matter. If they ask on Viber, the answer is that there is no information on that. This 

uncertainty keeps them nervous up to the very end. 
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The “bomb” is a case, containing a battery, cables and some electronics connected to a number of 

switches, as well as a speaker and several lights. 

The bomb 

 

 

Switching the right seven switches (out of a total of 15) in any order makes the green light turn on meaning 

the “bomb” is “defused”. Switching any wrong switch at any time makes the four red lights flash and 

triggers an alarm sound meaning the bomb exploded and the players are dead.  

To prepare the bomb for the game, each button is assigned a symbol. The correct seven buttons, which 

are placed randomly, get the “correct” symbols from the code. The others get other, random symbols. The 

symbols are written on paper and scotch taped to the case. This allows for the symbols to be changed 

without the need to tinker with the hardware. 

There is also an on/off key switch, which is an actual key going in a keyhole (above the lights). The entire 

thing needs to be turned on to work. The bomb could be either turned on the entire time (which spends 

battery), or the key can be given to the players together with the car key (or at any other point of the 

game), or a friendly NPC could appear and turn the bomb on after the players open the car trunk, or a GM 

appearing as a GM might do it – we have implemented all of the above options, depending on the game 

and the players. 

Sebastian Strömberg appearance 

If the players get the code wrong and the bomb explodes, they usually are a little disappointed but still 

happy with the game. We quickly debrief them out of character and have a good laugh. In our practice this 

happens with no more than 10% of the teams. It is actually harder with the successful teams, as a green 

light blinking is totally not the climaxing end and the reward they have expected. That is why we reward 

them with Sebastian Strömberg himself appearing in the final scene, after they have successfully defused 

the bomb. He takes the NPC hostage with a prop gun, which makes the players to freeze, and then says a 
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few words in the lines of “you guys think you are smart but this was a ruse all along so that I can get to 

Andrei” – it does not really matter what exactly he says, as long at the players get that their characters 

have been tricked.  

As a fail safe, the Sebastian NPC is prepared with a Swedish phrase meaning “STFU” for the unlikely event 

that a player speaks Swedish and decides to be a smart ass.
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8. Quest summary 

Q# What Where When Why 
Source of 
information (how 
players know) 

Reward 
Necessary assets and 
props 

1 Go to location X to meet a 
secret agent. They will 
provide you with all the 
information you need to fulfil 
the task. 

GL 1 At XX:XX 
hours 
(starting hour 
og the game) 

OG: To start the game 
IG: to receive your 
orders with regard to 
the mission. 

SMS/Viber message  Envelope with 
OrBa 

1 NPC – “homeless 
person”. 
An envelope containing 
the paper folder with 
the OrBa and “physical 
evidence”.  

2 Figure out where an 
abandoned site is and find a 
New Beginning poster there.  

GL 2 Not specified To find one symbol 
from the bomb 
deactivation code. 

The OrBa + physical 
evidence 

Symbol “X” OrBa. 
“Physical Evidence 26”. 
Poster of New 
Beginning with QR code.  

3 Figure out where Sebastian 
has hidden a hand gun and 
find it. 

GL 3 Not specified To find one symbol 
from the deactivation 
code.  

The OrBa + physical 
evidence 

Symbol “W” OrBa. 
“Physical Evidence 4”. 
Hand gun prop. 
 

4 Go to a pet shop and solve the 
windows puzzle. 

GL4 Not specified To find one symbol 
from the deactivation 
code. 

The OrBa + physical 
evidence 

Symbol “E” OrBa. 
“Physical Evidence 12”. 
 

5 Figure out the location where 
there are New Beginning 
stickers on the back of 
benches. 

GL5 Not specified To find one symbol 
from the deactivation 
code. 

The OrBa + physical 
evidence 

Symbol “B” OrBa. 
“Physical evidence 6”. 

6 Meet Sebastian’s wife and 
convince her to give away the 
symbol she knows. 

GL6 Between 
XX:XX and 
YY:YY hours. 

To get one symbol 
from the deactivation 
code  

The OrBa Symbol “7” 1 NPC – Sebastian’s wife 
Background info on 
Sebastian 
“Physical evidence 34”. 
 

7 Recognize a person by their 
picture taken in profile and 
take an en fas picture of that 
person 

GL7 Between 
XX:XX and 
YY:YY hours. 

To get one symbol 
from the deactivation 
code 

The OrBa + physical 
evidence 

Symbol “P” 1 NPC – Sebastian’s 
comrade 
Background info on 
Sebastian 
“Physical evidence 17”. 
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Q# What Where When Why 
Source of 
information (how 
players know) 

Reward 
Necessary assets and 
props 

8 Figure out how is a symbol 
written on the paper 
documents 

N/A Not specified To get one symbol 
from the deactivation 
code 

The OrBa Symbol “4” UV pen 
UV lights for each team 

9 Decipher the password to get 
through Andrei’s guard 

GL8 Between 
XX:XX and 
YY:YY hours. 

To get to Andrei The OrBa Meeting Andrei 1 NPC – guard 
Friendly bar/café  
OrBa. 
“Physical evidence 3” – 
coded phrase 
The Vigenere square 
(tabula recta) 
Background info on 
Sebastian 

10 Convince Andrei to give the 
location of the bomb 

GL8 Between 
XX:XX and 
YY:YY hours. 

To get the location of 
the bomb 

The OrBa The location of 
the car the bomb 

1 NPC – Andrei 
Friendly bar/café  

11 Identify the car with the bomb GL9 By the time 
the bomb is 
supposed to 
explode. 

To access the bomb NPC - Andrei Access to the 
bomb 

1 NPC – Andrei’s 
associate 
Car 
Bomb 

12 Enter the code GL9 By the time 
the bomb is 
supposed to 
explode. 

OG: To end the game 
IG: To defuse the 
bomb 

The previous quests Success. 
Secret reward: 
meet Sebastian 

1 NPC – Sebastian 
Car 
Bomb 
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8. Adapting the game for your city 

Adapting “Operation Strömberg” to another city is a creative process of finding the meeting point between 

the idea and the available resources. You may end up with a quite different game and this not only is ok, 

but also actually is how it should be. Here are some steps that we would take if we had to run the game 

somewhere else: 

1) Find a bar (or other type of establishment) where the Andrei interaction could take place. If such is not 

available whatsoever, try and come with an alternative – such as a park gazebo, someone’s place or garage, 

etc. The location needs to be close to the location of the game finale. It does not necessarily need to be 

downtown – your approach could be exactly the opposite: starting point in the center and final point – in 

the periphery.  

2) Find a suitable location for the game finale. Check the availability of a car (it would most probably be 

the car of a team member). If no car is available, come up with an alternative – e.g. a prop garbage bin or 

something else. Adapt the quest accordingly. 

3) Find a bomb prop. It needs to be commissioned to some electronics people. Alternatively, we might be 

able to send/borrow you one – it is, as many other things in life, a simple question of money2. Do not forget 

that the number of symbols of the deactivation code defines the number of quests.  

4) Figure out if the situation in your city requires any authorities to be notified on the game. While we in 

Sofia can still enjoy a comfortable degree of Balkan anarchy, that might not be the case where you are.  

5) The only NPC that is really indispensable, is Andrei. Find a good Andrei, and see how many more you 

can afford. The idea of the game is to have as many as possible, but sometimes reality is harsh. Adapt the 

quests accordingly.  

6) Make, if you wish, a table with two columns and number of rows equal to the number of code symbols. 

Put down the symbols in the first column and the respective quests in the other. We find this simple tool 

very useful, to avoid mistakes.  

7) Select the other game locations according the final number of quests in such a way that they make a 

sensible route – having in mind available public transportation and the total time you want the game to 

take. Adapt the quests to suit the available location instead of searching for a specific location to suit a 

quest.  

8) Change the story the way need or feel you want to and make an edition you like.  

For any question, feel free to contact us.  

Good luck! 

9. Other versions of the game 

For your information and without any detail, “Operation Strömberg” exists and has been run by us in two 

other versions.  

                                                           
2 For the installment in Krakow, we could bring it, depending of the means and time of travel. 
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1) Highly competitive game with several teams of players, impersonating competing secret services, 

fighting each other to get first to the endgame in a Cold War context. We could not use airsoft replicas in 

the city, so we had to come with elimination mechanics involving red laser dots and immobilizing a player 

by placing hand on their shoulder. The entire thing was a bit lame, but the people had lots of fun. 

2) “Operation Strömberg” in the woods. This one is the same as “Operation Strömberg” in the city, only it 

was in the woods. The quests were completely different. For example, the bomb was on a private jet plane 

that crashed, and the players needed to locate it’s pilot – a wounded polish guy who spoke actual Polish, 

etc. 

 

Annex: Game resources 

1. Email to participants 

Dear “Operation Strömberg” participants, 

Please read carefully the information in this email. This is very important, because there will be no briefing 

before the game itself. 

Once you have read the e-mail, please reply to confirm. 

What's the story in this game? 

Please read the attached PDF file – there you will find information on what is the setting of the game, what 

is going on and what your objectives are. 

What happens next? 

The day before the game you will receive an SMS at the phone number you specified when you ordered 

your ticket. The SMS will contain information about where you should be at the starting time of your game 

in Sofia. This SMS is a part of the game. You need to confirm that you have received it by answering: 

"Acknowledged". 

A little later that day, you'll get a phone call from us. It is not part of the game itself - we will call you to 

make sure that you have received both this email and the SMS. We will be able to discuss any questions 

or concerns about the game you might have. 

At the start time of your game, your team must be gathered and ready at the location specified in the SMS. 

Then the game will start for you. 

Locations, distances and traveling in this game 

Your starting location will be at a metro station in one of the city's neighborhoods. 

The location where the game ends, is in the city center. 
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We kindly remind you that the use of a car during the game itself is not allowed. The game is designed in 

a way that it would also be inconvenient :) 

Keep in mind: you could go to your starting point by car, but after the game you would have to go back to 

pick it up. We recommend that you commute by subway, but you could use any other type of public 

transport if you wish. 

The game involves some walking. The walking distance is within the limit of a normal walk for a day and 

does not exceed 3-4 km, unless you extend it on your own initiative. 

Will there be breaks? Can we get a coffee on the way, or get warm if the weather is cold? 

You will have sufficient time to complete the game.  

Like all else, this game also has to end at some point. You will have a deadline, by which you would either 

have succeeded to complete your objective, or not. This deadline is 4 hours after the start time of your 

game. If you're faster, you'll finish earlier. 

However, you are those who are in control over when and what to do within these time limist. 

This means not only that you will have the opportunity to rest and have something to eat or drink, but also 

that you could do it whenever you want to, and as many times as you like, without having to inform us 

specifically about it. 

In addition, you should know that the game itself involves two instances times when you will be indoors 

and you will be able to consume drinks or visit WC if you need. 

What do we need to carry? 

- Comfortable clothes, suitable to the weather outside. 

- Comfortable walking shoes; 

- Umbrellas or raincoats if the weather requires; 

- Day passes for public transport – a day pass is the best and cheapest option.   

- A smartphone with mobile internet and Viber installed. We only need the number of the team 

leader to have Viber. Please make sure that the battery on that phone is charged.  

- A small amount of money – the game itself does not require you to buy anything or spend any 

money whatsoever, but you might want to get something to drink or to eat on the way. 

What are the rules we need to know? 

- Do not use a car during the game. A taxi is also a car :) During the game you should use public 

transport and your feet. 

- Never ever enter places with restricted access – we would never make a quest requiring people 

to enter such places. 

- It's a spy game and you're supposed to pretend to be secret agents. It is important, however, that 

you do not overdo it to the point of getting the attention of the real police officers or other security 

personnel. 
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- We remind you that you, as adult citizens, are yourselves responsible for your actions and for 

observing the law.  

 

2. Email attachment – the game setting 

Operation Strömberg is a game. Everything in this document is fiction, created by the designers of the 

game. 

The story in the game 

„New Beginning“ is a relatively young, but dangerous terrorist organization with an anarchist ideology.  

It has been found around 2009 –  in the peak of the global economic crisis – in Sweden.  The key points in 

the organization’s ideology are: to eliminate the state as means of governance and to take the corrupt 

politicians out of the picture; ordinary people shall organize in small self-supporting and self-governing 

communes.  

Since 2012 „New Beginning” has been led by Sebastian Strömberg – a Swede who has strong ties with 

Bulgaria. Under his leadership, active structures of the organization have been formed also in Bulgaria, 

England, Denmark and Poland. He has been receiving financial support from ideologically similar 

organizations such as Greenpeace and Anonymous. As a result of New Beginning’s activity so far, many 

people have been killed and the financial losses from their attacks amount to millions of euros. 

Two weeks ago the press and international police exchanges reported that Sebastian Stromberg was killed 

by the Swedish security forces. 

You are new and still not fully trained operatives of the EU Organization for Counter-Terrorism (EUOCT). 

This organization started working just a few months ago amid serious doubts on the part of the European 

public about its prospective effectiveness. 

It seems that the Office is starting well. It is the only agency that has received on time a piece of 

information of an utmost importance – the Bulgarian section of New Beginning is preparing a bomb assault 

during an international high-level conference held in Sofia. The explosion is to take place this week. 

For political reasons, EUOCT has chosen to act discreetly and not involve the regular law enforcement 

authorities. 

You are the only operatives who can react quickly enough on the spot. Your task is to find the explosive 

device and defuse it. Further information will be provided during the operation to prevent an information 

leakage. 
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3. The OrBa 
 

 
OPERATION STRÖMBERG 

ORDER FOR ACTION 

Situation 

Carefully read the information below before proceeding with the tasks. 

An improvised explosive device is set in a car located in Sofia. 

The car was supposed to be parked in front of the Arabella Hotel, where the official meeting is taking place 

and where the device should have exploded to cause casualties and material damage. Due to the 

unexpected elimination of Strömberg, the car was abandoned in the city center, its location yet unknown 

to us. 

ATTENTION! The device is set to detonate at XX.XX, no matter the location! 

The explosive device can be neutralized. This can be done by entering a code consisting of symbols. The 

code is not known to us. 

In each assault planned by him, Strömberg provides a way for the code to be known by a third party as a 

failsafe option in case his demands are met by the authorities and he cannot personally deactivate the 

device. 

Thanks to our informant we know how to learn the symbols of the code for this case. 

Mission 

Your mission is to find out where the location of the device is located and to neutralize it by entering 

the correct code. Follow the instructions on page 2 of this document. 

ATTENTION TO THE FOLLOWING: 

- By HQ decision, local authorities are not informed about the operation. Maintain strict discretion 

in your actions! 

- With regard to the above, DO NOT take anything with you – all evidence should remain where 

you found them and as you found them! Do not leave fingerprints! 

- You can receive limited assistance from the Heuristics and Analysis Department only via Viber 

messages, number +359 XXX XXX XXX. 
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Instructions for retrieving the symbols for the code   

The available information on each of the symbols is presented below in the order comprising the most optimal 

route according to the Heuristics and Analysis Department. However, compliance with this recommendation is 

at your discretion. 

1) We know that one of the symbols was in a very prominent place - on the last NB posters. 

Unfortunately, most of them have been removed, but it is very likely that there is some are left in 

a deserted place near Strömberg's apartment in Mladost 3. See Physical evidence (PE) №26 - 

excerpt from the testimony of the Strömberg’s drug dealer. 

2) One symbol is the third letter of the brand of the handgun Strömberg shot the VIP Reality security 

guy with. The gun has been hidden personally by Strömberg. A conversation where he gives the 

location to one of his operatives has been recorded. The excerpt is enclosed – see PE №4. Do not 

take any with you evidence! The gun must remain exactly as it was! 

3) One of the symbols is associated with a pet shop window at the Mladost 2 mini mall. See PE №12. 

4) One symbol is on the NB stickers. We have information where there are some stickers left – see 

PE №6. 

5) Every time there is an assault, a symbol is known by Strömberg's wife - Biliana Strömberg. 

Information has been received that today between XX:XX and XX:XX she will be sitting on the Costa 

Café on the first floor of the Mall of Sofia, where acquaintances will come to see her. Talk to her 

under the pretext that you are friends of Strömberg’s. Convince her that you really are and make 

her tell you the symbol. You will recognize her by the enclosed photo (see PE № 34) 

6) One of the symbols is the first letter of the first name of one of Stromberg's associates. We have a 

picture of him in profile - see PE №17. We need a full-face photo of him in order for facial 

recognition software to find him in our database, where we have him for sure. We have 

information that between XX:XX and XX:XX hours he will be in the City Garden – being a paintor 

he likes to make sketches there. Your task is to make an enfas photograph, without him realizing, 

and then send it via Viber to the number: +359 XXX XXX XXX. “Heuristics and Analysis” will send 

back a message with the name you need. 

7) One symbol we already know. It is written on this set of paperwork.  

Instructions on getting the location of the car with the device 

You will meet with our informant - Andrei. He can be found after XX:XX hours it in one of the bars that NN 

uses for money laundering - Abordage, on Veslets Street. 

To get access, you must use one of the New Beginning secret pass phrases. You will find it coded with the 

Vigenere cypher – see envelope "PE №9". It has been encrypted personally by Sebastian Strömberg. 
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4. Physical evidence 

PE №26  

He usually made me bring the stuff to him at his apartment. He was too lazy to come to me. I don’t remember the number of the 

block… It is the high one, just opposite of the polyclinic.  

PE №4 

“All right, we deviated from the topic. This gun – it is Sebastian 5. If you lose it, I'll beat the shit out of you, you know. OK, so you 

pass by the bus stop and you turn right, just after the parking fence. You go through the grass to a solitary tree. I buried the gun 

under a stone next to the tree. There's a green X on the stone, especially for you to find it, because you're dumb.” 

"Why is the X green?" 

"Because I only had green spray, you idiot." 

“Oh…. ok. Ah, wait a minute, which bus stop is that? 

“Excellent question. Do pay attention now. The bus stop is... Are you paying attention?” 

“Yes boss!” 

“The bus stop is: Anton, Ivan, Anton and Zahari.” 

"Who are those guys?" 

"These aren't people, dude. This is the number of the bus stop. 

“Oh…  got it!” 

“Nice. Get lost now.” 

PE №4  
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PE №6  

- Listen, man, when a nation has a big river in their country, its soul is completely different. Wide. Free. They have a lot of water, 

and the Finns also have a lot of water - the land of a thousand lakes, you know…. But it is not the same. And they are still fighting 

for freedom. Listen, listen to this: 

 

The mighty Dniper roars and bellows, 

The wind in anger howls and raves, 

Down to the ground it bends the willows, 

And mountain-high lifts up the waves. 

 

The pale-faced moon picked out this moment 

To peek out from behind a cloud, 

Like a canoe upon the ocean 

It first tips up, and then dips down. 

 

The cocks don’t crow to wake the morning, 

There’s not as yet a sound of man, 

The owls in glades call out their warnings, 

And ash trees creak and creak again 

 

"But there is no mentioning of freedom there, Seb." 

“Oh, but there is. But you are deaf to it. This is exactly why you put these stickers on the benches right next to his monument. It’s 

a shame! Such disregard! You should be ashamed!” 

“But why? He is a freedom fighter, and we are freedom fighter, boss!” 

“This doesn't mean you are allowed to vandalize benches with stickers wherever you like! I bet those stickers are still there!” 

“I think they are indeed…. But Seb… I think we do a lot of vandalism most of the time in general….” 

“Yeah… I guess you are right… So I guess this is what catharsis means…”  
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PE №34  

 

 

PE №17  

 

 

 

PE №3 

Password phrase: 

Vibtz, Ztoeq, Jsewwwm   
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Vigenere square (tabula recta) 

 A B C D E F G H I J K L M N O P Q R S T U V W X Y Z 

A A B C D E F G H I J K L M N O P Q R S T U V W X Y Z 

B B C D E F G H I J K L M N O P Q R S T U V W X Y Z A 

C C D E F G H I J K L M N O P Q R S T U V W X Y Z A B 

D D E F G H I J K L M N O P Q R S T U V W X Y Z A B C 

E E F G H I J K L M N O P Q R S T U V W X Y Z A B C D 

F F G H I J K L M N O P Q R S T U V W X Y Z A B C D E 

G G H I J K L M N O P Q R S T U V W X Y Z A B C D E F 

H H I J K L M N O P Q R S T U V W X Y Z A B C D E F G 

I I J K L M N O P Q R S T U V W X Y Z A B C D E F G H 

J J K L M N O P Q R S T U V W X Y Z A B C D E F G H I 

K K L M N O P Q R S T U V W X Y Z A B C D E F G H I J 

L L M N O P Q R S T U V W X Y Z A B C D E F G H I J K 

M M N O P Q R S T U V W X Y Z A B C D E F G H I J K L 

N N O P Q R S T U V W X Y Z A B C D E F G H I J K L M 

O O P Q R S T U V W X Y Z A B C D E F G H I J K L M N 

P P Q R S T U V W X Y Z A B C D E F G H I J K L M N O 

Q Q R S T U V W X Y Z A B C D E F G H I J K L M N O P 

R R S T U V W X Y Z A B C D E F G H I J K L M N O P Q 

S S T U V W X Y Z A B C D E F G H I J K L M N O P Q R 

T T U V W X Y Z A B C D E F G H I J K L M N O P Q R S 

U U V W X Y Z A B C D E F G H I J K L M N O P Q R S T 

V V W X Y Z A B C D E F G H I J K L M N O P Q R S T U 

W W X Y Z A B C D E F G H I J K L M N O P Q R S T U V 

X X Y Z A B C D E F G H I J K L M N O P Q R S T U V W 

Y Y Z A B C D E F G H I J K L M N O P Q R S T U V W X 

Z Z A B C D E F G H I J K L M N O P Q R S T U V W X Y 
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5. Background information on Sebastian Strömberg 

Who is Sebastian Stromberg 

Sebastian Stromberg was born on July 24, 1990 in Stockholm, in a family of liberal intellectuals. Ever since 

high school, he has been interested in the works of famous anarchist philosophers such as Proudhon, 

Kropotkin, Stirner. 

In 2009, Sebastian started studying Economic History at the University of Uppsala. It was there he was 

approached by activists of the freshly founded New Beginning organization. Almost immediately after he 

was recruited, Sebastian was scandalized by the lack of organization and systematic approach in the 

actions of the organization’s leadership. And he was able to quickly take over the power. Thanks to his 

efficiency and charisma, in 2012 Sebastian Stromberg was already recognized as the sole leader of New 

Beginning.  

He has played the major role in the organization’s radicalization and taking the course of terrorist action. 

He first visited Bulgaria in 2006, for a student exchange. He then made friends with a group of local young 

people with anarchist attitudes. Over the years he has visited several times and his stays became longer 

every time. The real reason for the latter was that he met his wife-to-be, Biliana, a native of Yambol city, 

an environmentalist with some extreme views. Thus Sebastian permanently bound his life with Bulgaria, 

learned to speak Bulgarian, and also was several times arrested for various acts of rioting and vandalism. 

However, for some unknown reason, he was never sentenced. 

Sebastian Stromberg is an extremely interesting individual not only because of his unusual life but also 

because of the psychological characteristics of his personality. He is extremely narcissistic, and he strongly 

believes that he has been called for a higher mission. Exceptionally charismatic. Although at first glance he 

might seem confused and chaotic, he is, in fact, rarely good at organizing people and manage intricate 

plans.  

Stromberg is maniacally obsessed with firearms. Extremely attached to his favorite M16 rifle, which he 

calls with his own name – Sebastian. All his other weapons also bear his name, accompanied by a number. 

Heavily involved in heavy metal music, he has demonstrated a significant emotional engagement with 

musicians such as Burzum, Mayhem and Celtic Frost. Recently he fell into a several-month depression 

because of the death of his favorite canary (Sebastian). 

  
 


