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Chapter 1: General Rules 
This chapter contains general rules a player should be familiar with when attending an event.  Specific rules regarding racial 

abilities, skill use, magic, and monster abilities are located in later chapters.  This chapter is divided into two sections: Out-

of-Game (OOG) rules, and In-Game (IG) rules.  OOG rules govern a playerôs conduct, as well as explain the Legacies referee 

system, while the IG rules govern the actions of a playerôs character, serving as mechanisms for a character to simulate 

actions that are not reasonably possible or are unsafe in the real world.     

Out-of-Game Rules 

The Fundamental Rule 
The fundamental rule/principle of Legacies is intent.  A player should not take advantage of any loopholes in the rules.  This 

is considered cheating (refer to the section titled ñCheatingò later in this chapter).  The rules are intended to be fair and fun.  

If a player is confused about any rule they should ask a Rules Referee (refer to the section titled ñRefereesò later in this 

chapter). 

Rules of Conduct  
These rules are intended to guide player behavior, not character behavior.  Repercussions for breaking these rules will be 

severe.  They may include, but are not limited to, loss of blanket or reduction of Skill Points (refer to Chapter 8: Logistics and 

Character Management), a referee warning (refer to the section titled ñReferee Warningsò later in this chapter), or permanent 

expulsion from the game. 

 

Legacies is an at-will organization; players participate of their own free will.  As an organization, Legacies does not 

discriminate based on age (except the minimum age requirement), gender, race, ethnicity, sexual or religious preferences, 

mental disabilities or physical handicaps.  The same is expected of its players. 

 

Additionally, our players will not: 

¶ Engage in any illegal activities as defined by state, municipal, or federal law, while at a Legacies event. 

¶ Consume alcoholic beverages or any illegal drugs or substances during a Legacies event, nor arrive at an event 

intoxicated. 

¶ Carry any weapons at an event, regardless of whether they are licensed.  The only exception is a small folding knife 

for utility or eating purposes, which must be sheathed at all times when not in direct use. 

¶ Misrepresent the organization of Legacies, its membership, or its intent at any time. 

¶ Behave in a rude or disrespectful manner to the management or players while OOG, including OOG displays of 

temper.  

¶ Regardless of religious beliefs, proselytize to players or in any way bring OOG religious matters to game. 

Special Notes 
The Legacies organization will not tolerate having the following rules broken by any player.  Issues concerning the following 

subjects may cause immediate suspension of play and/or permanent expulsion for any player breaking the following rules: 

 

¶ There is NO IG rape.  No matter how realistic we wish to make our role-play, this will not be tolerated.  It may be in a 

character history, but may never come into game through role-play or even a Fade to Black situation (refer to the section 

titled ñStepping Out & Fade to Blackò later in this chapter). 

¶ No one is to ever be actually physically bound or confined in any way, shape or form.  They may not be physically 

locked into a room, tied up or gagged.  All of these things can be achieved through role-play.  A player may only lock 

themselves in a room for OOG situations.  (IE: Changing, using the restroom facilities, etc.) 

¶ Every player's physical space and privacy must be respected at all times.  If a player indicates they are uncomfortable 

with the physical activity of another player the activity must cease.  (Example:  Physically picking up or touching them, 

etc.) 

¶ A player may never touch another player's OOG possessions.  All OOG possessions must be marked clearly with orange 

ribbon or tape (Refer to the section titled ñOOG Itemsò later in this chapter).  IG items may not be hidden OOG. 

¶ A player should not bring any OOG issues to a game site.  Any player disturbing the game with non-game related issues 

may be asked to leave immediately. 
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Laws of Etiquette 

Cheating 

Cheating is unacceptable at Legacies.  Any person caught cheating will be immediately referred to the Owners.  Possible 

penalties include, but are not limited to, referee warnings (refer to the section titled ñReferee Warningsò later in this chapter) 

and expulsion from the organization. 

Fire 

Most of the campsites have designated fire pits.  Fires must be attended at all times.  A 15 foot radius around a fire is a non-

combat zone, so IG conflicts are resolved via the non-combatant rules, detailed in Chapter 3: Combat, Damage, and Death. 

Gibbering 

Each call a player makes should be clear and distinct.  Any signature call that is slurred, wrong, or otherwise 

incomprehensible results in failure, and the affect the player is attempting is flubbed.  The player still loses the spell, 

alchemical compound, use of the intended ability, or whatever it happens to be.  

Meta-gaming 

Meta-gaming is when a player mixes OOG knowledge with IG knowledge.  For example, a player that notices OOG that 

another player has a magic item, then later steals the magic item IG would be meta-gaming because their character did not 

know about the magic item, only the player did.  This is considered cheating.  A player must never use information gained 

OOG, IG.  If a player does not know if knowledge is OOG or IG, they should assume it is OOG.  To assist in this, players 

should not volunteer OOG information, especially during the course of the game. 

Certain things are always OOG and a player should never use them for IG knowledge.  For example a player may never use 

knowledge of another playerôs character card.  Characters do not walk around with sheets of paper stating their abilities even 

though players are required to for the game mechanics to work.  Also, IG there is no distinction between PCôs and NPCôs; 

they are all denizens of the game world.  A character should not react differently just because they know a character is an 

NPC (though obviously a character would react differently seeing a human merchant then they would seeing an army of 

skeletons marching at them).    

OOG Players 

A player must be IG a majority (if not the entirety) of the weekend, either by playing their character or volunteering as an 

NPC for Plot.  There are certain areas that are always OOG, including Plot Camp and restrooms.  A player may not enter an 

OOG area or go OOG to escape something happening IG (this would be considered cheating).  A player must have an orange 

headband on or they will be considered in game (unless they are injured).  This is the only acceptable way to represent being 

OOG, with the exception that NPCôs may place their weapon above their head to distinguish that they are OOG since they 

have a greater need to transfer between being OOG and IG quickly.  Generally, players will only be OOG when they are: 

¶ changing characters/garb 

¶ using the restroom/showering 

¶ searching for a referee 

¶ injured or ill 

If something is said OOG without an orange headband, it may be legitimately taken IG.  All of the players are here to play, 

so each player is encouraged to remain IG as much as possible to improve everyone's experience. If there is a pressing need 

for a player to remain OOG, they should communicate this to the owners at once.  

OOG Items 

All items that a player designates as OOG must be either wrapped in an orange ribbon or tape, or placed underneath a bunk.  

Tents are IG, but no combat or thieving may take place in them, with the exception of tents that are used at cabin sites of the 

playersô own volition.  IG items may not be hidden or stored in an OOG area. 

Physical Role-play 

As mentioned in the Special Notes section, a player must respect another player's personal space at all times.  This requires 

that many physical actions be represented by a 3-count instead of actually performing the physical actions (refer to the 

section titled ñCounted Actionsò later in this chapter).  However, if consensual, some restrictions can be lifted.  For example, 

players may physically carry or rifle through the pockets and clothes of another player instead of performing a Counted 
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Action.  Every instance is unique and the players must make their intentions clear when asking for permission for physical 

role-play.  Physical role-play is only allowed in non-combat situations; players may not exercise this to tackle or physically 

strike someone with anything other than a safety-approved phys rep (refer to the section titled ñPhysical Representationsò in 

Chapter 7).  It is not meant to make combat more realistic or intense.  Players may not ever assume they may use physical 

role-play with another character unless they have received explicit permission to do so.  If at any time a player asks another 

player to stop they must comply immediately. 

Stand Down 

Sometimes during the weekend the game needs to pause.  Usually this occurs when someone is hurt, but it may happen for 

many reasons.  Whenever a person feels the need to pause the game, they call, "Stand Down!"  Everyone who hears this must 

drop immediately to their knees (or squat, or get down somehow) and cease whatever they were doing.  Players should not 

talk, nor continue to shout Stand Down; they should simply sit and wait until it ends.  Other players may not have heard the 

Stand Down and may continue to play.  Players should not shout at them or get upset.  The other players will eventually 

notice the Stand Down.  To end a Stand Down, the person who called it yells out, "3, 2, 1, Lay On!"  At which point 

everyone may resume his or her activity.  In the case of a medical Stand Down, players should point in the direction of the 

medical situation.  They SHOULD NOT impede a Safety Ref in any way! When in a stand down, no movement or 

preparations can be taken in anticipation of the end of the stand down.  

Referees 
Referees are there to help the game run smoothly, resolve conflicts, clarify confusion, and answer questions.  A player should 

not argue with a Ref's decision.  There are different types of referees; a player should attempt to find the appropriate one for 

any particular situation.  For issues with a referee's decision, refer to the section titled ñPlayer Grievancesò later in this 

chapter.  Only a Plot, Rules, Logistics or Full Ref may look at a character card for a PC or an NPC; no other players may 

demand to see character cards. 

 

The Head of Rules, Head of Plot, and Player Representative are elected every six months.  The Owners of Legacies appoint 

the Head of Logistics.  The Head of Rules, Head of Plot, and Head of Logistics are responsible for choosing players to serve 

as Rules Refs, Plot Refs, and Logistics Refs respectively.  

 

Referee Warning 

All referees, except Thieves Refs, are empowered to give Referee Warnings as they see fit.  This is done when a player is not 

complying with Legacies' policies or rules.  Each warning is recorded in the player database. If any player receives two 

Referee Warnings in a one-year period, or three over any period of time, they will be asked to stop attending events.   

Alternately, if a player is interfering or arguing with a ref attempting to perform their duties, the ref may deny the player their 

blanket for the weekend, strip their character of Skill Points, or, in extreme cases, retire a character from play. 

 

Character Cards 
A player must have their character card for a specific character on their person at all times when playing that character.  This 

card says what skills a character may use.  At any point a player may ask to have another player's character card checked by 

the nearest plot, rules, or logistics referee or by one of the owners.  This includes NPC cards.  If a player does not have their 

card when checked, or a ref finds their character card on the ground, the player will not receive Blanket for the event (For 

more information on Blanket see Chapter 8).  If another player finds a character card on the ground they can either return it to 

the player (who will suffer no ill consequences for losing it) or may give it to a ref and suffer the consequences. 

Stepping Out & Fade to Black 
These OOG mechanisms are for the comfort and protection of all players.  Anyone should feel free to invoke them whenever 

necessary.  No one will ever be penalized for either Stepping Out or asking for a Fade to Black situation. 

 

Stepping Out:  Characters are not required to participate in a situation which they are not comfortable with this organization 

will not ask a player to engage in anything with which they are comfortable, ever.  For example, if a character is involved in a 

torture scene and the player does not wish to be involved, they may ñStep Out.ò  Though the Legacies organization is 

concerned about protecting players, characters do not enjoy the same benefits.  If a player chooses to step out of a situation, a 

member of the organization staff will come take their character's place and do their best to resolve the situation.  
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Understandably, they may fail to do exactly what the player would have done.  When the situation is over, whoever took the 

player's place will find them and explain what occurred. 

 

Fade To Black:  Fade to black, though similar to stepping out, is slightly different.  While there are some things that the 

Legacies organization will never simulate nor even cause to occur to a character in game, there are other types of situations 

which are acceptable to be placed in a storyline but cannot be simulated in real life.  These situations become ñFade to Blackò 

situations.  All players involved discuss what would have occurred without role-playing the scenario, and then move on. 

In Game Rules 

Types of Effects 
Legacies has different classifications of effects, grouped by a common trait of the effects.  Often times, rather than referring 

to each effect in one of these classifications when discussing a particular rule, the classification itself will be referenced.  The 

common classifications are listed in this in this section. 

Instant Effects 

An instant effect is an effect, such as a spell or alchemy that happens instantly rather than is sustained over a period of time.  

The results of an instant effect will not simply expire after a given time or condition.  For example, the spell Heal restores 

Body Points lost from injury.  These restored Body Points will not disappear simply because a period of time has passed.  The 

description of Spells, Alchemical compounds, Racial Ability or Elixir specify if they are instant effects by noting that the 

duration is ñInstantò.  Warrior and Assassin stikes are considered Instant Effects, with the exception of Waylay.    

Active Effects 

An Active Effect is an effect in the game world that functions over a period of time, rather than simply delivering an 

immediate but un-sustained result.  For example, the spell Pin holds a target in place for ten minutes.  This effect is sustained 

over that ten minute period but ceases at the end of that time.  Likewise, many effects are considered active until a specific 

condition is met.  For example, the defensive spell Spell Shield is considered active until the target uses it to resist another 

spell. Spells, Alchemy, Elixirs, and Racial Abilities will specify a duration other than ñInstantò if they are Active Effects.   

Damage Dealing Effects 

Any effect that can damage Rush, Physical Armor, or Body Points is considered a Damage Dealing Effect. The description of 

Spells, Alchemical Compounds, Elixirs, and Warrior and Assassin skills will list any numeric damage, if any, done by the 

effect. For more information see Chapter 3: Combat, Damage, and Death. The list of Damage Dealing Effects is as follows: 

Spells/Alchemies:  Burn, Deadôs Destructuion (as applicable), Explosive, Frost Bolt, Inferno, Lightning Bolt, Mana Storm 

Elixirs:  Holy Water (as applicable)  

Skills: Fatal Strike, Lethal Strike, Subduing Strike, Weapon Skills (as modified by Back Strike and Critical Strike) 

Instant Death Effects 

Effects that bypass the one minute Bleeding to Death count (see Chapter 3: Combat, Damage, and Death) and instantly kill a 

target (take them to the ten minute count before they go to Spirit) are considered Instant Death Effects. The list of Instant 

Death Effects is as follows: 

Spells/Alchemies:  Death  

Skills: Death Strike, Mortal Strike 

Healing Effects 

Healing effects are effects that restore body points to a hurt character. The list of Healing Effects is as follows: 

Spells/Alchemies:  Heal, Healing Draught, Lay of Hands, Life, Major Heal, Minor Heal 

Racial abilities:  Healing 

Life Effects 

Life effects are effects that will restore a character to life after they have bled to death, but prior to the character going to 

spirit (see Chapter 3: Combat, Damage, and Death). The list of Life Effects is as follows:  

Spells/Alchemies:  Life 

Racial abilities:  Healing 



Legacies Rulebook, Summer 2007 

8 

Copyright 2007 Chris Melton & Josh Brown-White 

Mind Altering Effects  

Mind Altering Effects are any effect that alters the behavior of a character or somehow controls their actions. Certain racial 

abilities allow a character to resist mind-altering effects.  The list of Mind Altering Effects is as follows: 

Spells/Alchemies:  Bedazzle, Curing of the Madness, Friendship, Truth Spell, Edict, Euphoria, Truth Compound 

Racial abilities:  Beguilement, Charm, Control Emotion, Mind Control, Possession 

Skills: Dragon Rhyming 

Determining Effectiveness 
A player cannot be certain if an action taken against another character is effective unless either the effect is either a Damage 

Dealing effect, Instant Death effect, a Healing effect, or a Life effect, as the results are visibly obvious (armor gets damaged, 

wounds open on the person, or wounds close on the person).  With other effects it is only possible to determine if the effect 

worked by using a skill to determine the outcome, as the target may be faking the effects.  For spells the skill Identify must be 

used to determine if the spell did take effect, for alchemy and elixirs the skill Alchemical Lore must be used.  If the target of 

an effect makes no effort to conceal that the effect did nothing, for example they were hit with the pin spell but are still 

running about, the player that delivered the effect can infer that it was not effective. 

Counted Actions 
Counted Actions simulate actions that a character could conceivably accomplish, but are either unsafe for the player to 

actually attempt, or the target of the action may not be comfortable with the player attempting.  For example, actions such as 

physically picking up another player, cutting the limbs off of another character, or physically breaking objects are all actions 

that would be appropriately represented as Counted Actions.  Likewise, some In Game effects that would take a certain 

amount of time to achieve, for example the Monster Racial Ability Life Drain which can represent a vampire drinking a 

victimôs blood, are modeled using a Counted Action to represent the time that expires while utilizing the In Game effect. 

 

Counted actions are actions that take place over a counted period of time.  To perform a Counted Action, the player states 

what they are doing followed by a count, repeated until they reach the full count.  For example, a character that wishes to lift 

up the injured body of a peasant, but the person playing the peasant isnôt comfortable actually being carried, would instead 

use a Counted Action and state ñLifting up Peasant One, Lifting up Peasant Two, Lifting up Peasant Threeò to announce the 

action that they are performing.  Each count should take at least one second, though it may take longer if saying a 

complicated action. 

 

While performing a Counted Action the player should pantomime the action they are attempting.  If performing the action on 

another character, the target character either must willingly allow the action to be performed or be either prone or 

incapacitated in such a way that they could not resist the action: for example the target character could be under the effects of 

the spell Paralyze, have their arms and legs both tied up, or be unconscious or dead.  While the action is being performed the 

character performing it must concentrate on the action and perform no other; for example if while performing the action 

another character attacks them, they may not defend themselves otherwise they fail to perform the Counted Action and must 

start over.  If performing a Counted Action on another character the target must also remain still and not perform other 

actions.  The one exception, characters may use passive defenses, designated by the signature call ñResistò, for example the 

spells Armor, Shield, and Spell Shield, and the Racial Abilities Resist Charm, Resist Fear, Resist Curse, Resist Magic, 

Constitution, and Resist Pain.      

 

The minimum Counted Action is to three, and is commonly referred to as a Three Count.  Also common is a count to one 

minute, referred to as a Sixty Count.  Most In Game actions that require a Counted Action to perform will specify the 

duration, though in the instance of Monster Racial Abilities the duration of the Counted Action can be at the discretion of 

Plot.  When performing a counted action to represent actions that are unsafe for the player to actually do, rather than actions 

representing In Game effects, the player should choose a count that represents how long the action would actually take to 

perform should the player physically attempt it, with a minimum amount being a Three Count.       

Headbands 
There are a number of different colored headbands that indicate special properties about the player or character wearing them. 

Orange - The player is out of game.  They should be ñairò and their comments or actions should not affect in game play.  

Exceptions may apply due to plot/monster abilities. 

White - The character wearing this is a spirit. 

Yellow - The player wearing this headband is a non-com.  

Blue - NPC only, used to represent the intangible ability. 
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Hostile Actions 
Certain effects in the game, such as some spells and monster abilities, are broken when the victim is subject to, or a 

participant in, a hostile action.  The description of the spell or effect later in this book will clearly say if this is the case.  

Hostile actions include the following actions towards another character: 

¶ An attack or attempted attack with any sort of weapon. 

¶ Casting or attempting to cast any spell, even friendly ones, on someone. 

¶ Using or attempting to use any alchemical compounds, even friendly ones, on someone. 

¶ The search or attempted search of someone (refer to the section titled ñSearching a Personò in Chapter 6). 

Item Tags 
Item tags (small tags with the name and description of an item) are issued to characters to represent IG items.  A character 

only needs item tags for items that affect the game world.  They are not necessary for shoes, pants, or rocks, etc., because 

these are all things that are easy to come by and have little impact in conflict.  All weapons, armor, alchemy, potions, Elixirs, 

spell scrolls, spell books, and ritual scrolls require item tags to be used, because they can effect conflicts and are not easy to 

come by.  Characters receive a certain number of item tags at character creation; to acquire more they must trade with other 

characters or make new items using production skills.  Refer to Chapter 7: Equipment and Item Creation for more 

information. NPCôs may be carrying items for plot purposes, but may not have tags for these items. This is a matter of 

expediency for plot and players should not confront plot asking for tags for these items. Plot also has the authority to approve 

or deny the issuance of tags for special, plot related items, such as dragon scales, etc.  

Physical Representations (Phys Reps) 
Physical Representations (Phys Reps) are the actual physical objects used to represent items IG.  A foam sword is the phys 

rep for a sword; a small vial is the phys rep for a magic potion, etc.  As a general rule, any IG item requires both a phys rep 

and an item tag to accompany it.  Alchemical recipes, magical scrolls, ritual scrolls, potions, and spell books all require phys 

reps, as do the more mundane items such as swords and armor.  Some phys reps can be used for multiple tags, especially 

weapons.  To switch tags, a character must return to their cabin/tent to indicate that a new item has been fetched.  A character 

should not carry items on them that they do not have phys reps for, especially any items that are not easily concealable (so a 

character with two sword item tags but only one sword phys rep may not have both tags on their person at the same time).  

Permanent magical items must have one designated phys rep that may not be changed.  If the phys rep is destroyed or lost, a 

player may get another one, so long as it looks as similar as possible to the original.  If a magic item is stolen, that phys rep 

must accompany it wherever it goes.  If the player is not comfortable giving the phys rep to the thief to use, the thief must 

replace it with a phys rep that resembles the original.  All players are expected to provide their own garb and phys-reps, 

including weapons, after their first three months.  Refer to Chapter 7: Equipment and Item Creation for tips on constructing 

Phys Reps. 
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Chapter 2: Character Creation 
 

This chapter contains the information necessary for character creation.  Making a new character is very simple and involves 

only five steps. 

 

Step 1: Form a character idea.  Before choosing a race and skills it is important to determine what sort of character to play.  

This is the most important step in making your character.  This is who your character is and is not.  Everything else, from 

your race, skills, and history to how your character will interact with the other characters will be guided by your character 

concept.  Should a character be a cowardly thief, imposing warrior, or a tavern keeper with a secret past?  The questionnaire 

found at www.legacieslarp.org/playermenu/playerresources.php can assist in fleshing out a character.  Donôt worry about 

getting everything perfect the first time you play your character.  The other characters will not know every detail about your 

character the first time they meet, so some details can be fleshed out later. 

 

Step 2: Choose a race.  Legacies has several different races a player may choose from.  The list of races is available below 

in the section titled ñPlayer Character Races,ò along with a brief description and costuming requirements for each race.  

 

Step 3: Choose racial abilities.  With the exception of humans, each player may select 2 racial abilities for their character.  

Most races have 3 racial abilities to choose from, but mongrels have quite a few more.   

 

Step 4: Buy skills.  Skills represent what a character can do in the game and range from wielding weapons or crafting armor, 

to casting magic spells.  Please keep in mind that these are the skills of the character, not the player.  Just because you can 

read, doesn't mean your character can.  

 

Step 5: Buy starting equipment.  Each new character receives money to purchase equipment. The amount they receive is 6 

gold for the first 10 Skill Points, and 5 copper for each skill point thereafter. (I.E. a character starting with 50 skill points will 

start with 8 gold: 6 initial gold plus 200 copper for the 40 skill additional skill points above 10)  This gold represents the 

amount of wealth in coin and items the character has amassed during their life before beginning play as that character.  This 

gold may be used to buy starting equipment at the rate of 2 copper per production point of each item.  Production Point costs 

are listed in Chapter 7: Equipment and Item Creation.  Sixth level Ritual Scrolls may not be purchased at character creation. 

Player Character Races 
This section contains a brief description of each race; detailed explanations of each race's history and culture can be found in 

the Player's Guide.  These brief descriptions are broad generalizations to help a player develop a character concept.  

Information provided in this section should not be considered rules on how a race must be played, simply a quick synopsis of 

the race on average.  The races available to a player are: 

 

- Barbarian 

- Canids 

- Dhampari 

- Dragoon 

- Dwarf 

- Felinae 

- Goblin  

- Gypsy 

- Half Fae (Phookik)  

- Human 

- Mongrel 

- Ogre or Half-Ogres 

- Orc or Half-Orcs 

- Paleteth 

- Sidhe Endrani 

- Sidhe Gael'Braugh 

- Sidhe Taelgranis 

Race Descriptions 
The format for each race is as follows: 

  

Culture:   A brief synopsis of how the culture of most of the race was structured. 

Costuming Requirement:   These are the minimum costuming requirements for a particular race.  If a player does not meet 

the basic makeup requirements within three months, the character will not receive Blanket (for 

more information on blanket see Chapter 8: Logistics and Character Management). If, after six 

months, the player has still not met the basic makeup requirements the racial abilities for their 

character will be removed until such time as the makeup requirements are met. 

The Barbarians 

Culture: Barbarians are any people who hail from one of the less civilized tribes of the world.  These are people who are at 

odds with the peculiar social complexities of urban life.  Barbarians have simple and straightforward values and 

beliefs. 

Costuming Requirement:  Barbarians must have totemic or runic drawings or symbols across their face. 

http://www.legacieslarp.org/playermenu/playerresources.php
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The Canids 

Culture: The Canids are pack hunters and territorial.  While they see the need to interact with others, they do so grudgingly 

and are loath to trust anyone not proven their friend.  Canids today remain some of the fiercest and deadly pack 

hunters in the world. 

Costuming Requirement: Canids must wear makeup or prosthetics that make them appear canine. Full head masks are 

recommended, but not required. 

 

The Dhampari 

Culture: This disturbing race is composed of those who were stillborn or died before birth, or whose souls were sundered, 

and, in exchange for a continued half-life, swore an oath to Ravnos, the god of the undead. The Dhampari have no 

culture to speak of, since each individual Dhampari is driven to complete the mission of their return. The Dhampari 

are as pale and cold as the dead. 

Costuming Requirement: All Dhampari must wear grayish or grayish-blue make-up on all exposed skin.  Dhampari may 

appear to be undead versions of any PC race and may have the makeup/prosthetics from that race, but their skin 

must be distinguishably grayish-blue, to indicate an undead look. 

 

The Dragoons 

Culture: Dragoons are a race that is reputedly related to the dragons themselves. Some profess to be born of dragon and 

mortal unions, while others say they were indeed dragons that were cursed to be in a lesser form. They are a highly 

eclectic and very intelligent race. Their unique abilities to hide amongst the other races make them very sought after 

for spying and espionage. 

Costuming Requirement: Scales represented on exposed body parts using either make-up or prosthetics. While using their 

Chameleon racial ability Dragoon players must conform to the costuming requirements of the particular race whose 

form they have assumed.  Moreover, while using the Chameleon ability they must carry a small eye mask with 

scales drawn on it in the event that they go to spirit and need to quickly represent the dragoon costuming 

requirements. 

 

The Dwarves 

Culture The dwarves are often seen as a stern, brusque, cheerless, and unimaginative race.  Dwarves are a stoic, hard-

working race, not given to frivolity or flamboyance.  To them, life is serious business, work is virtue, and nothing is 

as pleasing as a job well done.  Anything that dwarves set themselves to is done well or at least to the very best of 

their ability, and this attitude has produced some of the best artisans in the world.  There is no craftsmanship better 

than dwarven craftsmanship. 

Costuming Requirement: Dwarves must wear a lock of hair braided, no shorter than 6 inches long.  The hair can be 

decorated as they see fit. 

 

The Felinae 

Culture: The Felinae are an enigmatic race, known for their mutable tempers and inscrutable ways.  They often seem a 

conundrum of contradictions:  aloof yet passionate, noble yet almost malicious in their playfulness, indolent yet 

capable of incredible energy and violence. 

Costuming Requirement: All Felinae must wear either a cat-mask or cat-like make up on their faces. 

 

The Goblins 

Culture: Goblins are a sniveling, sneaking, lying, thieving, cowardly race. They are bold when they have an obvious 

advantage, but otherwise resort to subterfuge and deception. They are small, gnarled goblinoids, distantly related to 

orcs. 

Costuming Requirement: Green make-up on all exposed skin. Green prosthetic ears and a green nose prosthetic.  

 

The Gypsies 

Culture:  The Gypsies are a strange, flamboyant, and nomadic race.  They live by their own customs and laws and seldom 

give more than lip service to the rules of other societies.  Gypsies are intensely ethnocentric, giving absolute 

devotion and loyalty to their band, blood, and family before all others. 

Costuming Requirement: All Gypsies must wear a rose design of some kind either on a cheek, the neck, or the back of a 

hand.  This design takes the form of a tattoo and cannot be removed from the gypsy in any way. 

 

The Half Fae (Phookik) 

Culture: The Half Fae (sometimes called Phookik, though many view the term as derogatory) are just as the name emplies, 

half faery and half any other PC race.. The fae parent may be of either the Summer Court or the Winter Court, and 

are not restricted to the traditional western fae. For example a Half Fae may be half djinn or kitsune. All Half Fae 
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feel drawn to others of their kind to a lesser or greater extent, regardless of the nature of their parents, and to full  fae. 

This can lead to small enclaves of Half Fae, with a unique culture unto themselves.  Other than that, as half breeds 

they can be culturally influenced by either parent. 

Costuming Requirement: All Half Fae show some feature of their fae parent, whether antlers from a Tuatha parent or wings 

from a pixie parent. The player must contact plot to get permission for their costuming proposal.  

 

The Humans 

Culture: Humans can be found in nearly every land, in all occupations, amongst most of the other Races.   Some Humans 

have adapted themselves to the cultures of other Races, while other Humans have fashioned their own.  There is no 

one overall Human culture to speak of. 

Costuming Requirements:  None 

 

The Mongrels 

Culture:  Mongrels are a not a race proper, but a catchall to describe the oddities of the game world.  They can range from 

golems and constructs, to magically or alchemically mutated versions of other races or creatures. As such the player 

is free to create their own culture for their mongrel. 

Special:  All Mongrels must be approved by Plot. 

Costuming Requirement: All Mongrels must approve costuming and make-up through plot and must not look like or be too 

similar to existing requirements for other PC Races. 

 

The Ogres or Half-Ogres 

Culture:  Ogres are innately competitive, and make natural bullies.  Society has stomped on them, and they in turn stomp on 

others. Occasionally it comes to be that a woman becomes pregnant with a half-ogre child.  The resulting baby is 

seldom favored by either people and is frequently unwanted and outcast. 

Costuming Requirement: All Ogres and Half-Ogres must wear red facial paint over all exposed skin. 

 

The Orcs or Half-Orcs 

Culture:  Orcs are a tribal, goblinoid race from the wilds. They tend to live in tribal groups and prey on the other races.  Half-

Orcs born of non-Orc mothers are treated as a cheap source of labor.  They are put to work as early as possible and 

forced to do the most degrading, disgusting, and dangerous tasks the Orcs can devise. Some manage to escape this 

fate and eke out a living amongst the other races.   

Costuming Requirement: All Orcs and Half-Orcs must wear green make-up over all exposed skin, and must wear some form 

of war paint on their faces.  

 

The Paleteth 

Culture: Sometimes condemned and outcast as bastard half-breeds, the half-sidhe Paleteth are pariahs.  To fill the void of 

societal abandonment, the Paleteth often form a surrogate family of their friends, to which they display a tenacious 

loyalty that is rivaled only by the familial bond of the Gypsies. 

Costuming Requirement: All Paleteth must wear prosthetic ears as well as a triangular mark on the left side of their neck.  

The mark must be at least 1 inch on each side of the triangle. 

The Sidhe Endrani  

Culture: Endrani are creatures of extreme emotions, bouncing between love, hate, fear, loathing, and other such extremities 

at an alarming rate.  These dark skinned Sidhe are often mistaken as evil by outsiders.  

Costuming Requirement: All Endrani must wear black make-up on all exposed skin, as well as ear extensions. 

 

The Sidhe Gael'Braugh 

Culture:  Gael'Braugh are tribal Sidhe by nature and share the deep wild with the Felinae. They are one of the oldest races of 

the world and often look on the other races as younger siblings; to be taught, and guided. They have a great affinity 

for nature and wild spaces and are great healers. 

Costuming Requirement: All Gael'Braugh must wear a prosthetic ridged nose bridge or draw three horizontal lines across 

their nose.  They must also wear prosthetic ear extensions.   

 

The Sidhe Taelgranis 

Culture: The Taelgranis are a dark reflection of their Sidhe counterparts.  Shadowy and secretive, wary of strangers, these 

beings believe most in the gathering of knowledge. They are a very close-knit society with the intent to gather and 

collect secrets. They are renowned as the best teachers and spies. Taelgranis are quiet creatures very rarely known to 

speak above the sound of a whisper.  

Costuming Requirement: All Taelgranis must wear pale face makeup on all exposed skin, as well as ear extensions. 
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Racial Abilities 
Each race has innate "racial abilities" that they use.  Although most races are known to have three distinct abilities, a 

character only has two of these.  At character creation, a player may pick any two of the three available racial abilities.  These 

abilities do not cost any Skill Points and may not be changed after character creation.  Abilities encased in brackets {} are 

unique to that race.  Mongrels have access to all of the common racial abilities as no two mongrels are alike, but they are not 

a cohesive enough group to have a unique racial ability. The racial abilities for each race are:  

 
Races Choice of Racial Abilities 

Barbarian  {Wrath}, Divination, Sense Deception 

Canid {Scenting}, Claws, Sense Deception 

Dhampari  {Necromancy}, Resist Fear, Resist Pain 

Dragoon  {Chameleon}, Claws, Silvertongue 

Dwarf  {Constitution}, Recovery, Sense Deception 

Felinae  {Nine Lives}, Claws, Resist Charm 

Goblin {Evasion}, Hoodwink, Claws 

Gypsy  {Curse}, Divination, Resist Fear 

Human +15 extra Skill Points to spend at character creation.  These points do not count towards a character's total SP when 
calculating blanket, starting coin, or the bribe to Skill Point conversion. (See Chapter 8 for details).  

Mongrel Claws, Divination, Hoodwink, Recovery, Resist Charm, Resist Curse, Resist Fear, Resist Pain, Sense Deception, Silver 

Tongue.  Mongrels may have two of the same racial ability rather than two separate racial abilities as the other races must, if 
they wish.(Note: All Mongrel characters must be approved by Plot before being played.) 

Ogre or Half-Ogre {Strength}, Recovery, Resist Pain 

Orc or Half-Orc {Pelt}, Claws, Resist Pain 

Paleteth {Resist Magic}, Divination, Resist Charm 

Phookik (Half-Fae) { Glamour}, Hoodwink, Silver Tongue 

Sidhe Endrani {Fear}, Resist Charm, Resist Curse 

Sidhe Gael'Braugh  {Healing}, Resist Charm, Sense Deception  

Sidhe Taelgranis  {Shadow Cloak}, Resist Charm, Silver Tongue 

Racial Ability Descriptions 

The format for each racial ability is as follows: 

 

Description:   A brief explanation of what the ability does in game. 

System:   The detailed rules for how the ability works. 

Uses:   How often the character may use this ability (either 3 times an event or constantly). 

Call:   Gives the signature call for the ability that informs other players what is occurring. Calls within quotes " " are 

considered IG, all others are OOG.  

Delivery:   If applicable, it explains how the effects of the ability would be delivered to other characters. 

Duration:   If applicable, it gives the amount of time the effects of the ability last. 

 

 

Chameleon 

Description:  This ability allows the character to change their physical form to look and smell like any PC race. 

System:  The player must meet the makeup requirements for the race they are impersonating, but cannot use this ability to 

impersonate a specific person.  When in spirit form, the dragoon returns to and resurrects in their natural form.  They may 

change into many different races, each with a unique scent, provided there is a significant change in costuming.  As with the 

Mongrel race, Plot must OK the change into any Mongrel form beforehand.  Returning to their natural form does not count 

against their total uses for the event.  This ability may be used in conjunction with Disguise. 

3x an event Signature Call:  Chameleon   

Delivery:  N/A Duration:  Instant 

 

Constitution 

Description:  Each use of this ability allows the character to resist any one alchemy or Elixir  that would otherwise affect 

them, regardless of the alchemy or Elixir  effect.  When "Resist" is called and this racial is used, the compound in question has 

no effect on that character.  Similarly, one use of this ability may allow the character to avoid the effects of the monster racial 

ability Infection by calling "Resist" when targeted by the racial ability.  Finally, characters that possess this racial ability will 

gain 2 body points for every 10 skill points on their character card, rather than 1 body point as other characters do. 

System:  Call "Resist" within 3 seconds of being hit by an alchemical compound. 

3x an event Signature Call:  Resist 

Delivery:  N/A Duration:  Instant 
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Curse 

Description:  Each use of this ability allows the character to place a terrible curse upon a target character.  

System:  The target may not benefit from any healing affect except racial abilities.  If the target is resurrected with the 

resurrection skill, they only return to 1 body, no matter the type of resurrection is performed.  The gypsy may remove his or 

her curse at will by notifying the cursed victim.  A character may only have one curse on them at a time, but a Gypsy may 

have up to 3 curses active at any given time. 

3x an event Signature Call:  "Matriarch forsake you!" 

Delivery:  Packet Duration:  Until the end of event; lasts through a resurrection 

 

Claws 

Description: This ability grants the character natural weapons in the form of claws.  Mongrels, with the explicit permission 

of the head of Plot, may use this racial to represent other natural weapons such as tusks, horns, fangs, spiked tails, etc. 

System:  The character may have two claws, phys rep'd by 2 boffer weapons.  The 'blades' of the weapons may not be over 

24" in length and must be clearly labeled as claws.  Claws count as quality crafted items that cannot be fumbled or stolen.  If 

shattered, a restore spell (or similar effect) will repair them.  Claws are compatible with any type of warrior/thief/fighter skill 

except waylay.  A claw may be wielded in one hand while a one handed or small weapon is wielded in the other, assuming 

the character has the necessary skill to do so on their character card.  Base damage is: 2 Claw. 

Constant Effect Signature Call:  <dmg> claw 

Delivery:  Boffer Weapons Duration:  N/A 

 

Divination 

Description:  This ability allows the character to divine the future.   

System:  The character must role-play some form of divination (Ex: throwing bones, casting dice, gazing into a crystal ball, 

reading tarot cards).  The method of divination is the player's choice, but must be approved by Plot.  For each use, the player 

may ask a Plot Ref about a future event.  Questions about the past or present are not allowed.  Questions about random 

outcomes (such as any pull from a draw bag) will receive random answers that may not come to pass.  If Plot cannot answer a 

question, the Divination fails. 

3x an event Signature Call:  None 

Delivery:  Pre-approved method of divination Duration:  Time required for role-play of divination, asking a Plot Ref, 

and receiving an answer. 

 

Evasion 

Description:  Each use of this ability allows a character to evade any one weapon delivered attack. 

System:  When hit by any weapon delivered attack (including traps, specialty strikes, heroic strikes, claws, spell strike) the 

character can call Resist and avoid all effects of the strike. This can be used for both melee attacks and missile weapon 

attacks. This does not affect thrown alchemy, spells, or racial abilities.  

3x an event Signature Call:  Resist 

Delivery:  N/A Duration:  Instant 

 

Fear  

Description:  Each use of this ability allows the character to terrify their target. 

System:  The target becomes terrified to the point of being unintelligible.  They will run and hide from everyone and 

everything for 10 minutes.  If the target character cannot run (confined in any manner) they must hide, even if it is just 

cowering on the floor.  The target character may not use any skills, though they are not considered willing targets of Counted 

Actions targeted at them. Like all packet delivered racial abilities this cannot be Mortal Dodged. 

3x an event Signature Call:  "Know the Fear!" 

Delivery:  Packet Duration:  10 minutes 

 

Glamour  

Description:  Each use of this ability allows the character to deny the target access to any magical abilities. 

System:  The target is prevented from using any magical ability.  They cannot use spell slots, cannot cast from scrolls, and 

cannot access any ritual Enchantments on their person or items they carry (see Chapter 4: Magic and Rituals). Any spell 

effects that are active on the person when hit are dispelled, similar to the spell Fading Magic.  The target may be affected by 

spells cast on them by others during the duration and they will take effect normally. This racial can only be resisted by Resist 

Magic.  

3x an event Signature Call:  Glamour 

Delivery:  Packet Duration:  10 minutes 
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Healing 

Description:  This ability allows the character to completely heal someone as long as they still have a body.  

System:  By placing their hands upon the target (including themselves), the character can restore someone to full body points, 

with all body parts intact, regardless of whether they are alive or dead.  This only works if the target still has at least a torso 

remaining.  This racial ability is capable of returning a spirit to its body, bringing the target back to full health in lieu of a 

resurrection.  Characters brought back to life in this manner react as if they pulled a white stone from a resurrection bag.  This 

ability will not affect unwilling targets.  For more information see Chapter 3: Combat, Damage, and Death. 

3x an event Signature Call:  Healing 

Delivery:  Physical touch. Duration:  Instant 

 

Hoodwink 

Description:  Each use of this ability allows a character to hide an item on their person. 

System:  Any one phys-rep'd item can be hidden on a character's person (in their pouches, clothing, pockets, etc.) and not 

found for one hour.  As soon as the item leaves sight it may be 'hoodwinked' and cannot be found (even with a detailed 

search).  Any item hoodwinked must have a 3x5 card with it stating that it is hoodwinked and the time the hoodwink began. 

If the player brings the item back into sight (removes it from the pouch, pocket, etc.) the hoodwink effect ends. 

3x an event Signature Call:  Hoodwink 

Delivery:  Hiding the item on the player's 

person. 

Duration:  One Hour  

 

Pelt 

Description:  Their very thick hide gives a character with Pelt the ability to resist some damage delivered to them. 

System:  Reduce all damage done to the character by 3 points.   

Constant Effect Signature Call:  No effect (if hit by 3 or less damage) 

Delivery:  N/A Duration:  Constant 

 

Necromancy 

Description:  Necromancy allows the character to raise dead bodies as their Zombie minions. 

System:  When the character plants one foot and recites the signature call, any dead bodies within reach (while their foot 

remains planted) becomes zombies.  The Zombies have all of the skills, items, Body, Armor, etc., as the dead person did in 

life. If they possessed claws and/or pelt in life, they have them as a zombie.  They are mindless and cannot use skills such as 

production skills, specialty strikes or spell casting ability, but they will attack with the same base damage as in life. The 

Zombies will follow all commands given by the necromancer who created them, assuming the commands are possible to 

attempt.  After 10 minutes, the zombies fall to the ground dead.  Those characters resume their 10-minute counts (before their 

spirit pops). Zombies created in this fashion are considered to have the monster racial abilities mindless and undead. 

3x an event Signature Call:  "Rise My Minions!" 

Delivery:  Touch Duration:  10 minutes 

 

Nine Lives 

Description:  This ability reflects the character's ability to avoid death-dealing effects. 

System:  Each use of this ability allows the character to avoid one effect that would normally kill them or send them straight 

to spirit.  After use of this ability, the character is reduced to 1 body, has no remaining rush, physical armor, spell protections 

or alchemical protections.  

3x an event Signature Call:  Nine Lives 

Delivery:  N/A Duration:  Instant 

 

Recovery 

Description:  After resting, a character may fully recover from any damage done to their body. 

System:  While alive and conscious (at 1 or more body) a character may begin recovering their lost body points.  This must 

be at total rest (not walking around or performing other skills) for the next 60 seconds.  After 60 seconds the character must 

say the signature call, at which point they have returned to full body.  If, at any point, the 60 seconds of recovery is 

interrupted, the character has not expended a use of their ability but they have not recovered any body points.   

3x an event Signature Call:  Recovery (after 60 seconds of rest) 

Delivery:  N/A Duration:  Requires 60 seconds of rest 

 

Resist Charm 

Description:  Each use of resist charm allows the character to resist one mind-altering effect. 

System:  Call "Resist" within 3 seconds of being hit by a mind-altering effect (see the section "Mind-Altering Effects" in 

Chapter 1 for a list of effects resisted by this ability). 
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3x an event Signature Call:  Resist 

Delivery:  N/A Duration:  Instant 

 

Resist Curse 

Description:  Each use allows the character to resist one instance of the racial ability Curse. 

System:  Call "Resist" within 3 seconds of being hit by a curse. 

3x an event Signature Call: Resist  

Delivery:  N/A Duration:  Instant 

 

Resist Fear 

Description:  Each use allows the character to resist one instance of the racial ability Fear.  

System:  Call "Resist" within 3 seconds of being hit by Fear. 

3x an event Signature Call:  Resist 

Delivery:  N/A Duration:  Instant 

 

Resist Magic 

Description:  Three times an event the character may resist one spell or use of the racial Glamour that affects them.  

System:  Call "Resist" within 3 seconds of being hit by a magic spell or Glamour. 

3x an event Signature Call: Resist  

Delivery:  N/A Duration:  Instant 

 

Resist Pain 

Description:  A character may resist three non-damage based weapon attacks (except fumble strike, shatter strike, and Heroic 

Strikes) per event. Characters with claws may use this ability to resist a shattering of their claws.  

System: Call "Resist" within 3 seconds of being hit by non-damage based weapon attack 

3x an event Signature Call: Resist  

Delivery:  N/A Duration:  Instant 

 

Scenting 

Description:  This ability allows a character to use their powerful nose to sniff out different things. 

System:  Characters with this ability may scent toxins or poisons in their food and drink, such as alchemical compounds, 

potions, or elixirs.  They may not identify what the compound is without either the Alchemical Lore or Identify skills.  

Additionally, with a Three Count, the character may: 

¶ Detect an invisible character.  They will not detect that character's specific location, but may follow them as long as 

the character remains within 10 feet. NOTE: the scenting character may NOT attack an invisible target. 

¶ Identify everyoneôs race and individual scent within a ten foot radius, though characters must be within that range 

for the duration of the Three Count.  Identified characters do not have to shout out their race, but may rather whisper 

it specifically to the player using scenting.  This Counted Action targets an area rather than individual characters, so 

those affected do not have to be willing subjects to the Counted Action.  

¶ Track someone during a plot module. 

Constant Effect Signature Call:  Scenting 1, Scenting 2, Scenting 3 

Delivery:  Role-play the act of sniffing Duration:  Constant, though a Three Count is required each time it is 

used. 

Sense Deception 

Description:  Each use of this ability allows the character to ferret out the truth of one statement. 

System:  When a character with this ability believes someone is lying, they may say the signature call and the target must tell 

them if they were lying, telling a half-truth, or telling the complete truth.  If the target character uses the racial ability Silver 

Tongue, Sense Deception will prevail if used last.  Silver Tongue will overcome Sense Deception if it was used second.  A 

character may only use this ability once per incident. 

3x an event Signature Call: Sense Deception  

Delivery:  N/A Duration:  Instant 

 

Shadowcloak 

Description:  Characters with this ability can blend into the shadows and disappear from sight. 

System:  The character says the signature call while placing their hand (with fingers spread apart) in front of their face, and 

disappears from sight.  The character must keep their hand in front of their face the entire time shadow cloak is active. 

The following will break the Shadowcloak: 

¶ Talking, even at a whisper. 

¶ Performing a hostile action. 




