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Introduction

Legacieds a Fantasy themed Live Action Roleplay Game (LARP) held in the Pacific Northwest. There are three

primary resources for Legacies to acquaint players with the game: Libgacies Website at

http://www.legacieslarp.otgheL e gaci e s P |aadyhis bosk) thezgaciesdRulebook The website serves

as the communication portal for the game, providing information on upcoming events, links to the game books, conta

information for game officials, and a forum so that players can communicate witlo ga¢he r . The Lege
Guide is provides a detailed explanation about what the game is like, familiarizing players with LARPs in general angl ihegacie
specific. It also contains in depth details on the game world in which the game is playedin.of t hi s wri ting t
very outdated and a new version is being worked on in tandem with this Rulebook. Many sections of this Rulebook referer
particular sections of the Players6 Q@uyiedres;6 tGue sdee raevfaei rleanbcl
writing but are instead optimistic references to a 2009 ed

This Rulebook describes how the game is played rather than the setting the game is played inyaethesPta Gui dThe di s
purpose of the Rulebook is to provide details on how a player performs actions as their character while playing Leghoigs, and
they should respond to actions performed by other players that are directed at their chametdriveAAction Roleplaying Game
players must physically perform a representation of a certain action for it to happen but there are constraints basafdtgrofrad|
players involved and how fantastical elements such as magic can be represented.

TheRulebook is broken down into chapters of similar content but very few concepts are self contained. The interrelatédheature o
rules will cause frequent references to earlier or later chapters. The Index at the back of the book is meant to fedeaemqaieko

assist in finding content within a specific chapter and is recommended to assist in tracking down references. Thedivaptars

of this book are pieces that are intended to be read in; dhgeremaining six chapters do not havemochn ol ogy . i Cha
Basicso is the foundation chapter, introdCbapget h2: mGhart &c
players to the character from a Rules perspective, detailing how players determine wied #igiit character has and how the
character progresses to gain new abilities. The L ogngd e s
persona for the character rather t3anLidedi andgDewhatahot tiescl
respond when their characfetls victim to harmful adversity.

The subsequent chapters flesh out specific aspects o$inthe
weaponcombat af el y whil e AChapter 5: Wizard and Scribeo discuss
AChapter 7: Smitho discuss in detail how thmOmlapttewo &:ir oT keis e
noble pusuits and how characters go about stealing from other characters without the players stealing from each other. Fin:
AChapter 9: Monstero describes some of the adver sidimportath at
as the first three even if a character does not possess any of the applicable abilities described in the chapteradahenehastill

use those abilities on a playerés character, so that playe

At first glance many new players likely will find the prospect of familiarizing themselves with so many rules to be dauntings There |
much to read here. Established players all started out new themselves once and do not have expectations that nelvhplayers wil
everything memorized perfectly their first game. New players are encouraged to ask questions bothaaid genrtee forums
available on the Legacies Website. It is helpful and encouraged for players to read the rulebook in entirety pridir o gaeie,

but not expected. Many concepts within the game book will make much more sense when players actually see the game in
though feedback on ill explained concepts is always appreciated.

As a final note, before players delve further into thekhtwo editions of the Legacies Rulebook are published eactdyenare in the
December/January time frame and one in the June/July time frame. The reasonabfatapid revisions isneant to address
deficiencies in either the book or in the underlymites that are identifiedver the course of six months. Largely the changes are
minor and accompanying each release of a Rulebook is a change list describing what rules are different between thig#iaurrent ec
and the previous one.
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Chapter 1 TheBasics

There are many things players may have their characteas begacieswith corresponding rule® facilitate those
actiors. Manyrules are interrelateénd they build upoonearother. At the foundation are basic rules and concepts
that playes should be familiar with to make the other rules more accessible, as well as some essential principles tt
apply to how players should condticeir seVesat Legacies.

The Fundamental Rule

Unlike traditional Table Top Roleplaying games where conflict is resolved in a turn based fashion and players can easilylreference
rulebookwhenever is convenient, Live Action Roleplaying Games resolve conflict in real time so the rules for conflict resekdio

to be easily remembered. To facilitate this, the rules in this laogklytake thestance of describing what players canrdier than

what they cannot, with few exceptions, as this presents the rules in arsishgleger, and e to remembeform. The rulebook

does not try to exhaustively describe every potential situation for each rule. As such, players should play to théhspiutesf
Attempts to find | oophol emflictsto achieve knoouttomeonatentienl byfite interdr spiritoaithey e r ¢
rules is considered cheating.

Players should play to the intent of the rules, as that is fundametteleffectiveness of theegacies RuleSystem

Players

Rules of Conduct

The Rules of Conduct are rules that govern how players, rather than their characters, should behave while at gameouRlayars s
create an unsafe or disrespectful environment for other players, and should maintain a certain level of maturitpimuihe age
requiremenbf Legacies is sixteen years old to create an environment where mature bahdviespectful actions can be reasonably
expected. Legacies is an awill organization; players participate of their own free veiid are allowed to paat the will of the
Owners of LegaciesAs an organization, Legacies does not discriminate based on age (except the minimum age requirement), gen
race, ethnicity, sexual or religious preferences, mental disabilities or physical handicaps. Tieesameted of its players.

The following actions and behaviors &N®T tolerated from players. Playesballnot:

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

U Consume alcoholic beverages oy dtegal drugs or substances during a Legacies event, nor arrive at an event intoxicated.

U Carry anyreal worldweapons at an event, regardless of whether they are licensed. The only exception is a small foldin
knife for utility or eating purposes, whichust be sheathed at all times when not in direct use.

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

U Behave in a rude or disrespectful manner to the manageéinghe Owners and Referees of Legacies (discussed further
below),or players whileOut of GameincludingOut of Gamedisplays of temper.

U Regardless of religiousr political beliefs, proselytize to players or in any way bridgt of Gamereligious or political
matters to game.

Additionally, the following actins are strictly prohibited:

U There is NO rap®f characterdn Game No matter how realistiplayerswish to maketheir roleplay, this will not be
tolerated. It may be in a character history, but may never come into game through roleplay osteygmg Outsituation
(refer to the s@uotilamnetri tihnedhil St eppiphegr ).

U No one is to ever be actually physically bound or confined in any way, shape or form. They may not be physically locke
into a room, tied up or gagged. All of these things can be achieved thsouoglation (Example: Eaping a rope around a
¢ h ar a xttemitied t® simulate binding their arms and leg#) player may only lock themselves in a room @ut of
Gamesituations. Example:Changinggarmentsusing the restroom facilitiesiceterg)

U Every player's physical space and privacy must be respattall times. If a player indicates they are uncomfortable with
the physical activity of another player the activity must cease. (Example: Physically picking up or totiohingayers

U A player may never touch another playedat of Gamepossessios (wallet, purse, keysetcetera All Out of Game
possessions must be marked clearly with orange ribbon opbtggaced underneathabgédRef er t o t he sec
I'tems 0o | at er InGametenmsbebngindi@gharaetery (swordpmar, etceteramay not be hidde@ut of Game

0 A player should not bring an@ut of Gameissues to a game site. Any player disturbing the game witkgaomw related
issues may be asked to leave immediately.

None of these restrictions are unreasonableafiitlpto maintain a positive game environment.
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Cheating

Players should not knowingly violate the rules within this book, or act contrary to the spirit of the rules herein. Tloé poin
roleplaying games igeneraland Live Action Roleplaying games specifically is to inhabit an imaginary world and participate in social
interaction within the world rather than to win. Events may not always go in the favor of a character but failure dautecastri
much to the soal interaction as success. Deviating from the rules interferes withithignd detracts from the experience of the
other players. Doing so will not be tolerated.

Referees

To police cheating and facilitate the smooth operation of the game there aresvgaime positions, collectively referred to as
referees. The referee positions and duties are discussed in depthLiegtées Players Guide i n A Chapt er 2:
Legaci eso. T h i s summaryto famileanize magersavith e&acpostion ta & sufficient extent that references later in
this book make sense.

Owners
The Owners hold the rights to Legad@égellectual and physical property and act as management for the gameor@aeize events
and are responsible for tiheaintenance of the game. They are the final authority in the game, superseding the other referee position

Logistics Referees

Logistics, as the Logistics Referees are collectively referred, is responsible for maintaining both the player anddsvergcaphic
information for administrative purposes. When players first get to event they pay their event fee to Logistics in eschheige f
current character card(s) for event, as well as any new item tags each character is owed.

Plot Referees

Plot is darged with simulating the greater game world that Legacies takes place in. The event site that Legacies is helg in typic:
represents the town in whithe characters live. Plot referees play temporary roles of characters and sengtgng the tow from

the greater game world and facilitate players taking their characters out into that greater game world.

Rules Referees

The Rules Refereesssist the Ownenwith the maintenance ofhe rulebook andhelp withanyrevisionsthat should be made to it to
clarify or expand certain rules. They also field questions about how certain rules work while at event, and any playpresttbn
abouta certain rule mechanic should ask a Rules Referee.

Thi evesd Referees
Thievesd Referees seroff avempeeeiahg ztehefpturefo i tems bet ween
be stolen and the Thievesd refs act as a form of accountahb

Safety Referees

The Safety Referees perform inspections of the boffer weajmoansure that they are safe and tend to any injuries that happen while
players are at an event. They are also responsible for setting safety policies to ensure a game environment with arditoal haz
players.

Punishment

Players caught cheating orviolation of Legacies policies are subject to a range of punishments, as appropriate for their actions. It
the hope of Legacies that such measures should be little used, however should an action warrant it, Logistics, Platreieddeale
candispe se a variety of punishments as described in the Legac
can range from a verbal warning, to a more official recorded warning (commonly referrecatd Bse f Warni ngo) ,
alteraton of a Character Card(Character Cards are discussed later in this chapter), and in severe circumstances suspension
banishment of players from the game.

In Game (IG) vs. Out of Game (O0G)

The termdn Game (IG)andOut of Game (OOGare used frequentlin Legacies to differentiate between whailayer (the person
attending Legacie®nows, does, is affected by, has, or experiences and whettdhecter(the role or persona adopted by the player)
knows, does, is affected by, has, or experiences.

Charaters, as they live their life within the game world, interact with other characters, are aware of everything that is lor Game
within the atmosphere that they inhabit, but are unaware of everything that is Out of Game, or within the atmosphest wbthe r

It is important for players to actively distinguish between the two terms, to be aware that while they as players mayhkaow or
something, their charactarayhave no reason to be conscious of it.
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OOG Players

Out of Game players are plagehat are not actively assuming the identity of a character. The Live Action Roleplaying experience is
strongly bolstered by the illusion that the player is actually living within the game world of the characters, and plagezsQht of

Game diminik this illusion, detracting from the overall experience for other players. As such players are encouraged to maintain t
role of their characters as often as possible, and to step out of the role of their character only when necessaryratelyas disc
possible so as to not i mpact othersd experience.

Certain areas are always considered to be Out of Game, as are the players within thoSehareakin that Plotises as a base of
operations, as well as the area the Plot Referees sleep (if they are two separate places), and restrooms/shower hayses are
considered Out of Game. The kitchen in the main dining area is also considered Out of Game, asl iwithfileviously modern
appliances that are hard to ignore and unsafe to have combat in, however if players working in the kitchen wish tovesthtoron

as their characters, In Game, that is their prerogative in the kitchen. Characters maytoobrile®f these Out of Game areas to
avoid events that are transpiring In Game, and to do so is considered cheating.

If a player has a very specific reason to spend more than a few moments Out of Game, they should clearly do so by donning
Orange headbah(headbands are discussed in depth at the end of this chapter), and strive to stayghtibiofnsthe periphery as
much as possible so as to not interfere with players actively playing their characters. If a player is actively plagimaydleéér and
needs to step Out of Game for just a moment (Example: asking a referee a quick questiomtidistinguish the transition by
holding a weapon on their head (if they have one) or their fist (if they do not). Such action should be taken very tsparisgiyve

the In Game atmosphere, and should not be used to break out of the In Gameremtito make a casual Out of Game comment to
other players.

Generally, players will only b®ut of Gamewvhen they are:

Changing characters/garb

Packing up their possessions to leave event

Using the restroom/showering

Searching foy or asking questions af referee

Injured or ill

Involved in aStand Dowr(See the Safety Section below)

In most other circumstances, including when sleeping, playpasiremain In Game as their charactetEsomething is sai®ut of
Gamewithout an orange headband hand/wepon sign it may be legitimately takemiGame All of the players arat the gaméo
play, so each player is encouraged to reniaitameas much as possible to improve everyone's experience. If there is iagress
need for a player to remain Out of Gartieey should communicate thisdoe ofOwnersof Legaciesas soon as possible

OO0OG Items

Items that belong to the player, but not the character they are currently playing (Ex@lmple: p| ayer 6s keys, no
food, or possessions forcharacter they are not currently playing) are considered Out of Game, and may not be interacted with k
other players. Such items should be clearly marked as such, either by hiding the Out of Game items under an orangdngoth, ma
them with orange sueyors tape or duct tape, or by placing them under a bed. Out of Game items should be kepgittatsofrsich

as possible to maintain the In Game atmosphere (Exalpkping all Out of Game items in a Rubbermaid tub clearly marked with
orange surveyorgpe, and then draping a tapestry over the tub to obscure it from direct view).

| et et et et et eni4

Items belonging to the character currently being played are considered In Game and should not be stored with Out os@aiime item
areas that are designated as Out of Gamdd bunk, in a bathroom, in the dining hall kitchen), as said items are fair game for other
characters to interact wittA player should have all of the items belonging to their character at each event that they play tha
character, unless Plot has dfieally given permission otherwise.

OOG Information

Players should distinguish between what their character knows and what they, as the player, know. If a player hegiayamother
tal king about something that fpéersonbse oHaryseatserarci d,n et vDa
character does not also know about the information In Gakdditionally many of the rules within this book are meant as something
for players to be aware of btiie characters should not.beCharacters should only react or referefdfects that are clearly
designated as being In Game.

Meta-Gaming

MetaGaming is the term used to describe when a player uses Out of Game information In Game, and is consideredaheating.
example, a playahat notices Out of Game that another player Hdsgicltem, then later steals tivagicltem In Gamethat would

be MetaGaming because their character did not know aboutMhgic Item, only the player did. A player must never use
information gainedut of Game In Game If a player does not know if knowledge isitf Gameor In Game they should assume it
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is Out of Game To assist in this, players should not volunt@eGame information to other playe@t of Game especially during
the course ofhe game.

Certain things are alwaysubof Gameand a player should never use them foGhmeknowledge. For example a player may never
use knowl edge coliaracen catd hCharactgrd do ywat wadk saround with sheets of paper stating thigiesleven
though players are required to for the game mechanics to work. Al§&gmethere is no distinction betwed?layer Characters
(PCs)played by the playerand Non Player Characters NPC9 temporarily played by Plot Refereebey are all denizens of the
game world. A character should not react differently just because they know a character is an NPC (though obvioudlgra chara
would react differently seeing a human merchant then they would seeing an army of skeletbimgyraaithem).

Characters

Roleplaying is the process of assuming the role of a constructed identity and interacting with other players who dotthersatae,
a collaborative story with dynamic actors. As mentioned briefliéta-Gamingin the prevwous section, there are two different types
of characters whom players assume a role as.

Player Characters (PCare long term charactethat are played for many events, each character controlled by an individual player
who determines the identity and acts of that character, and guides the growth and development of that character over time. Playe
build their own characters, and provide the costuming and foogiseir PCs.

NonPlayer Characters (NPCgre temporary characters that are created andotied by the Plot team to represent personalities and
monsters in the greater game world. The Plot team may contract other players to briefly play the role of NPCs (anraativily c
referred to ablPCing however the ownership of the NPC remainsantrol of Plot

The distinction between PC and NPC is administrative and revateesmidhow the characters are managed Out of Game. In Game
they are all denizens of the same game world.

Character Card

Character Cardsare a record of the abilities and capacities of a character, as well as certain administrative information for the play
It is not a record of who a character is, but rather it states what a character is capable of doing. Players mushaesacetiwaic

for the character they are currently playing on their person, while playing that character. Both PCs and NPCs haveatusacter
however the character cards for NR@Gay beabbreviated.

During the course of game players may be asked to sheiwdiaracter card to a referee to establish that the abilities that they are
using are available to their charactekt any point a player may ask to have another player's character card checked by the neare
Plot, Rules, orLogistics referee or by oref the game Quvners. This includes NPC cardReferees also randomly check character
cards as an audit of the playership as a whole, so players shoulkhadlit as an accusation should they be asked to show their
character card to a refered.one gayer is asked to show their card to another player who is not a Plot, Rules, or Logistics Referee o
one of the owners they should not do so, and report the request to either a Rules Referee or an Owner.

If a player does not have their card when checked, or a ref finds their character card on the ground, the player aiilefBianget
for the event (For more information on Blanket §&hapter2 : Ch a) # anbtleer @ager finds a character cardthe ground
they can either return it to the player (who will suffer no ill consequences for losing it) or may give it to athes affdndng player
will be subject tahe consequences.

Anatomy of a Character Card

The PC character card has severalfdf er e nt pieces of information recorded on
pertinent information to the player. The format and exact details on the character card are occasionally revisedindopnesstor

in an easier to refence mannerNot all of the fields on the character card are discussed in this Rulebook; however the following are
the major pieces of information that players should be familiar with:

Character Name

The character name on the Character Catldeisiameahe character most identifies with. Characters may use any name they wish In
Game, they can lie about their identity or go by nick names, but the name on the Character Card is what they ultiniftely iden
themselves by.

Race

Legacies allows players tdgy characters from a variety of fantastical races, filomarvesandOrcsto mundanéHumans iChap
2: Char act er suinmanyafshe rmced ancsthie ey i e s P |has ynedepth @etallsuof theeraces, including the
history and culture fothe race. The race of the character dictates certain makeup and costuming requirements that the player m
conform t o, and grants access to certain innate abicHangedi e s
under certai conditions.

Pagel0of 137



Racial Abilities

Each race allows access to certain innate abilities cBiibl Abilities(also referred to aRacialg, which are discussed in detail in
AChapter 2: Characterso. Mo st r a c eash clhaeacter typically may enly haveftwotofthe e e
three Racial Abilitiegthe Mongrelrace has many Racial Abilities to choose two abilities freionnansonly have one Racial Ability

that everyHumancharacter has)Players choose the Racial Abilities their character when they make the character, and may only
change which Racial Abilities their character can use under specific circumstances.

Skill Points

Skills Pointsrepresents quantity used to bugkills each purchase ofkill requiring a certai number of Skill Points. The pool of

total Skill points currently available to a character is recorded on the Character Card, as well as the total nungpanofSkill
Pointsd the number of remaining Skill Points out of the total that haoteyet ben used to purchasdifls, and can be used to buy

new Skills for the characterEach event a character is played, that character will receive a quantity of additional Skill Points referrec
to asBlanket Additionally, Bribe (see immediately belowjpay ke used to buy new Skill Points.

Bribe

Bribe (occasionallyBribe Point$ is an abstract currency used by Legaciesetgard players who volunteer time and resources to
improve Legacies, by serving as a Refei¢BCing donating costuming or props to the amgation, or through other methods that
improve the game. Bribe is a quantity associated with the player rather than their character, and may be used tortayséilditio
Points oResurrection§ or any of a pl ayer 6s omhbtanradditidna in &ame money fomahgractars. s o b

Body Points

To model how resilient a character happens to be, how much damage and punishment they can endure and live to tedchbout it,
character has a quantity Body Points When a character takelsmage from a weapon or spell, typically they take a numeric
guantity of damage to distinguish the relative fierceness of the attack. If a characterotiaar mefense (physical armor Rusl),
this damage is subtr act e dPoilfits, andnif theltierent Body Pairt tbtal dréps below zeno then dharaBter d
dies. Characters begin with a total number of Body Points calculated by: 10 + (Total Skill PoimtdééE8)they have the Racial
Ability Constitution( s ee @A Chapt efor mdre inf@iatianjaThis \@luesidroundetd the closest integerCharacters can
further increase their Body Points by purchasing the Bkily The character card lists the total Body Points that the character has
when fully healthy. Players mustentally keep track of their current Body Points when they take damage.

Rush

Rushmodel s a characterds ability to BodyPointsRushwscaaguaetityithat danagaisa t
subtracted from. Characters begin the gamb wat Rush, but may gain Rush by buying the skill of the same name (further details of
Rush are present in its ski |lThedaasterrcarddiststhe iotaliRosh that theachatiaessrher? : C

they have not been attackeBlayers must mentally keep track of their current Rush when they are attacked.

Resurrections

Much of Legacies involves adversity that characters must face; this adversity can prove fatal for the characters. | Ufdikiheea
fantastical elementsf d.egacies allows for death to not alwaysdyeermanent malady. Specifics of character death are described in
fi Ch a p Life and Beath , however from a simplistic perspective, chara
times corresponding to the number Résurrectionscurrently on the character card. Each time a character is brought back they
typically lose a Resuection; when they have zero resurrecti@ml go to Spirit agaithey may not be brought back and are
permanently dead (referred to @ande). Resurrections may only be gained back by spenBiilge. The character card lists both

the current number dResurrections a character has as well as the number of Permanent Resurrections that were lost and may neve
repurchased.

Skills

Skills are the occupational abilities that a charapmssessesThere are a great number of skills that a character mag;, lsame
skills enable a character to perform a certain ability as many times as they wish, while other skills only allow the thpeafdem
an action a certain number of times per purchase of the skill. In the latter case, characters may pév@statices of the skills so
that they can perform the ability an additional number of tim8kills are purchased witBkill Points The skills the character
currently has purchased, as well as the number of purchases of the skills, are listezharaettter card.

Production

Specific skills allow characters to produce items In Game and are collectively referreldrtmastion Skills Each purchase of one

of these skills grants a character a specific numb&raduction Pointsn a certain areaSmith Scribe and Apothecary Characters

with Production Points in a certain area may produce items In Game from that particular area. The Character Card dfas a tall
Production Points in each area, available to the character.
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Spell Slots
Spell Slotsallow a character to caspellsinnately, one casting per Spell Slot. They are broken dowspbl leve] with a certain
number of Spell Slots per level. Characters receive a Spell Slot each time they p8psibSoskills.

Armor

In addition toBody Pointsand Rush characters determine how much damage that they can take based on how much armor they &
wearing. In order for a character to wear armor they must have bohtiseRemndItem Tag(both described in the next section
bel ow: )dorrespendingdo that armér essentially the player needs to physically own actual a@bf Gameand have an

Item Tag that asserts that their character also owns the lni@amefi Chaft éSrmi t ho di scusses ar mor

Armor Points

Every piece of armor has associated Armor Points, the amount of damage that that piece of armor can absorb before dsiaage beg
subtract from a characterds Body Points. A player twttheiol d
character is currently wearing in order to get a total amount of damage that their armor can absorb. Damage is rspdoif@tico

it is subtracted from the total Armor Points for a character regardless of where they took damage ahdmyhatmor was covering

that location. A character may restore Armor Points that they have lost to damage by having a character (either threanst¢hess o
character) repair the armor with tA@prentice SmithJourneyman Smittor Master Smithskills, as appropriate, andSixty Count
Counted Action( di scussed below in the Aseand ¢characteriwihethe fagpropriater ImithASkill may n
perform anmAssisted Counb reduce the time for the Counted Action in half.

Lightly and Heavily Armored

Characters will be immune to certain Effects and be restricted from using certain Abilities depending mndi@awmor they are
wearing. If they are wearing total of50 Armor Points or leswhen the armor is undamaged (has not been Hitsaat full Armor

Points) they are considered to léghtly Armored If the armor a character is wearing totalssio Armor Points or morevhen

undamagedthey are considered to bteavily Armored For the purposes of determining whether a charactaglgly Armored or

Heavily Armored the Armor Points gained from the Magic Spbiktic Armor as well aghe Ritual Enchantmeninbue Temporary
Magic Itemshould not be included in the sum of Armor Points.

For Example, if a character is wearing a Maseafted Soft Armor Shirt (Armor Points 40) that has been Ritually enchanted with
Imbue Temporary Magic Item to have an additional 10 Armor Points, and they have the Spell Mystic ZrmdomoOr Points)
currently cast on them, theurrently have a total af00 Armor Points for the purposes of determining how much damage they can
take. However, as neither the Armor Points from Mystic Armor, nor those from Imbue Temporary Magic Itetowatahvhether

the character is Lightly Armored, for that purpose they are only considered to have the 40 Armor Points SafitmAireor Shirt.

A character will not switch from being Heavily Armored to Lighfiymored just because they sustain damage to #raior Points

0 the designation is based on the Armor Point total when the armor is undankageeixample, if a character has 60 Armor Points
normally, they do not becomeightly Armored if they sustain or more damage to their Armor PointH.they wish to become
Lightly Armored they must physically remove some of the armor they are wearing until the undamaged Armor PoiriQaial is
less.

ltems
Items represent the possessions of a character In Game. Just because a player happens to owiteanspetiti€ Game does not
automatically mean their Character owns the same i toprovidé n G

an equitable environment for players, and to create an economy In Game that is not tiedabvibed economy Every item used
to affect the game world requirbsth anltem Tagand a correspondinghysical Representation

Iltem Tags

Item Tagsare tiny pieces of paper with the name of a particular item written on it. Each Item Tag corrésmonidem that exists In
Game. If a character has an Item Tag for a particular item they own that item In Game. Every item that has an imggohen the
world in some fashion, essentially any item necessary for an ability or that has an IrE@ecyevhether it be a sword, a piece of
armor, aSpell Scrol) etceterarequires an Item Tag to be usddgisticsis responsible for creating and distributing Item Tags Out of
Game. When a player makes a new character Logistics provides that playerceithim number of Iltem Tags as chosen by the
pl ayer ; Logistics also provi des Protduetion Pbiatgp buildenéem. a pl ayer us

By convention Item Tags corresponding to items made by a Smith are @pék,Scrollsand Potions are green, and Alchemical
Compounds and EIlixirs are red. I'n the specific exepdgthe on
Ritual Scroll, which will simultaneously count as the item tag for the Ritual Scroll.

Cerain mundane items can be used without an Item Tag so long as their impact is minimal in the game world. For examf

characters do not need an Item Tag for their clothing or for innocuous props such as mugs, candles or lanterns fpmiairesiee

(though a tag is needed if the light is used outside of a cabin to provide illumination for a character as that can impaarevent
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chests. In the case of chests and other forms of storage, a lack of an Item Tag can be a hindrance, as it canntit peoteckés
contents (doing otherwise could have an effect on In Game eagtite chest could now interfere with the actions of Charactdrs

the playerchoosego secure an Item Tag for the chest it could have a lock attached, per the rulels snloc i C hSanghd r o
while an Item Tag may not strictly be needed for an item there is benefit in having one.

Physical Representations (Phys Reps)

Phys Repsre the physical objects that represent an item, a real world object that a player can hold and use. In order to use an |
Tag, the player needs to provide a corresponding Phys Rep; the Item Tag is the way of determining that the charactéhecan hav
item In Game but the Phys Rep is what the character usamfftec Payers attack one another with actual befafe weapons, the

Item Tagis just a way of denoting that the character legitimately has the weapon they are wielding). Players mushppropsate

Phys Rep for every Item Tag their character uses or carries on their patsuite versa if the Phys Rep is intended to have an effect
on game play (for example, rope)

As characters are played it is not uncommon for them to acquire roreags than they can realistically Phys Rep, so they may store

those Item Tags in their sleeping area or stashed somewhere in the environment (within reason; just because an itérintag can f
hole does not mean the suit of armor it represents cobldjvever, just because players are allowed to store Item Tags without Phys
Reps does not mean they can use the item without Phys Reps. When they retrieve the Item Tag they are again reqaretye have

Rep.

Magic Item Phys Reps

For any item that has a Ritual Enchantment plagezhi t (see AChapter 5: Wi zard and Scri
same Phys Rep for the item. If the item is transferred to another character or the original Phys Rep breaks down feotinedamag
Phys Rep should be replaced with one that looks very similar, preferably identical. A Phys Rep that looks different meaysexly

after receiving explicit permission from the Ownarsd the player should provide justification for using a Physw#pa different
appearance (For Example, they bought a nicer Phys Rep and it seems more fitting for the Magic Item).

Creating Items

Characters can obtain Item Tags through three metliddscquire the item In Game (purchase it from anotPlalyer Charaer or

from an NPC merchansteal it, or find it)2) St art t he game with it when the charac
character creation), &) Make the item withProductionskills. The Production skills are broken up ithoeecategries, based on the

type of items that each skill allows the character to creat@th (items a typical craftsman could produeeeapons, armoitraps,
garmentsgtcetery, Scribe(special items created by writing specific teQpell Scrolls Ritual Scrdis, Spell Focusesetcetery and
Apothecary(special brewed or mixed items created from specific recidebemical Compound®otions Elixirs).

Each production type is broken up into three skilsprentice JourneymanandMaster (Example:Apprentice ScribeJourneyman
Scribe Master Scribg which grant a certain number of Production Points per purchase (3, 5, and 7 respectively) as well as the abil
to make certain items (Example: Apprentice Scribe allawbkaracter to scribe Spell Sitiso Once they purchase Journeyman Scribe
they may additionally scrib8pell Focuses and Alchemical Recipasd once they purchase Master Scribe they may now also scribe
Ritual Scrollsand Elixir Recipes The combined sum of Production Points for adpation type, the production granted by the
number of purchases of Apprentice, Journeyman, and Master skills for that production type added together, is colleativabethe

of Production Points that the character may use to makes items of that modyod.

The items within a production type each haweraduction Point cost associated with them, which is the number of Production Points
it takes to make the item. Additionally there is a monetary cost for the raw materials that the characteonemiNébly need In
Game to make the item, 3 copper per Production Point for most items and 6 copper per Production Point for certaimspébial ite
monetary system in Legacies is described later in this chapter). Between events players emad (ogjstics @legacieslarp.oyg

or use the Logistics contact form on the webditio(//www.legacieslarp.org/logistics/update.plamd state whahey are spending

their Production Points to maké specifics of the procedure can be found in the Legacies Logistics Policy Manual
(http://www.legacieslarp.org/gamemenu/gamemateria).pldd the beginning of event when the player signs in and pays their event
fee theyalsopay the copper cost for producing the ispand receive theorrespondingtem tads) for the item(s).

If an item requires more production points than a characteerdly has they have two options. They can spend multiple events
building the item, putting forth a portion of their Production Points each ¢éoemtrdthe completion of the item, or they can have
other characters with Production Points for the samédyation type contribute to the effort. In the latter instance it does not matter if
the assisting characters have not purchased the same level of production skill (ERaof@eacter withApprentice Smitltan still
contribute to a project being made by a character thatlaater Smith Unspent Production Points do not transfer from one event to
the next.

Item Quality

The items produced by the various Production skills are categoriztéddey differentqualities to reflect the relative In Game skill
necessary to produce the item. This distinction also affects how the item may be destroyed and whethealofegiahlor ritual
enchantments may be put on the item. Items that require the Appréiltioé & particular production type to produce are considered
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Standard Craftecand are considered the lowest quality items. Items that require the character have at least one purchase of
Journeyman skill are consider€uality Craftedand in the casef Smithitems may be temporarily enhanced Mgpgic Spellsor
Alchemical CompoundsndElixirs. Items that require at least one purchase of the Master skill are conditiestst Crafted They

are more difficult to destroy than Quality or Standard edhitems, and in thinstance of Smitlitems, may be enchanted for long
durations by Rituals (Ritual enhanced items are often calagic Item3 in addition to temporarily enhanced by Magic Spell or
Alchemical Compound.

Destroying Items

Items produced wiit Production skills magnly be destroyed in two waysitker they are consumed when used or are destroyed by a
specific gameEffect intended to destroy itemsSpell Scrolls Alichemical Compoung$otions Elixirs, Ritual Scrollsand certain
consumableSnith items such as candles are consumed as they are used, destroying themselves regardless of the Item Quz
Characters may also target items with certaffects and abilities to destroy an item (Example: Bkl Shatter Strikeallows a
character to éstroy the item when they hit it with their weapon and use the Wii$ter Craftedtems are much harder to destroy

and only oneEffectin the game, the skibhatterUnshatterablecan be used to destroy Master Crafted items.

If an item has a correspdimg Item Tag characters cannot choose to just physically destroy the item even if the item seems easi
ruined. For exampleSpell Scrollsare typically physically represented by a sheet of paper with some arcane looking writing on it,
which feasibly should be destroyed just by ripping up the parchment. For the purpose of game mechanics a charactestrday not |
s0; instead they must uaespecific ability to destroy the Spell Scroll.

Items without an Item Tag, like a letter that a player used as a prop but does not have an Item Tag, may be destroyleel wgehout
of an ability. If the Phys Rep belongs to another player permissiondsheujranted Out of Game before actually destroying the
prop; if the owner does not wish for the prop to actually be ruined Out of Game a Counted Action (discussed later fitetfimelya
be used to mimic destroying the item. As an exception to thisigal structures such as cabins may not be destioyeqdayers
using any mechanic as it is not feasible to represent that the structure has been deBlmiyedy do so, but only with specific
permission granted by the Owners.

Money

Legacies has itswn currency that characters useekchange for goods and services In Game. Unlike other items the coins and gems
of Legacies require only Phys Reps, as they do not have corresponding item tags. When a player makes a nevoglsicstdt
providet hem with an initial sum of coins for their character.
seek to acquire coins from Out of Game souasedoing so is cheating

The base currency is a copper coin commonly referred tappropriatelyCopper. Alternate names for the coin include pence and
bits. The next denomination of coin, worth 10 copper, is a silver coin often called sterling, shilling, orSiveply The subsequent
denomination of coin, worth 10 sterling, & gold colored coin frequently called gold crown, gold piece, or siGqily.

For transactiosinvolving larger denominations of coitharacters might opt to pay with various gems instead of coemsGare
always worth at leasteveralgold crowns andrary in value depending on the type of gem. In addition to gems and coins artificer
items such as necklaces and bracelets make good barter items as they are fairly small and easy to transport but wattfaquite a
MasterCrafted amulet often goes f80 gold crownshowever unlike coins and gems they do not have a fixed denominaGems

are marked with a number inscribed into the face of each dem.gem without a number etched into the face is a fakkee gems
values are as follows:

10 gold
20gold
30 gold
40 gold
50 gold

aghrwNPE

Brlnglng Iltems to Event

Generally every event players must bring all of the Item Tags and In Game Money belonging to characters that they lmgend to p
they may not intentionally leave any character possessions at homesielsdganot draconian about enforcing this, as it is understood
that the small tags and loose coin can easily get misplaced between events, however Items should not deliberatelyobmeleft at
When not playing a certain character the player may plazdtéim Tags and money for that character in an Out of Game area
(Example: Under a bed or in a bin clearly marked as Out of Game). While playing a character all possessions for thatudharact
considered In Game and may not be left in an Out of Ganaehargever they may be hidden in any In Game location that the player
wishes.

As an exception to this, any event where Plot has dictated that the In Game events are taking place outside of thennihyach#théow
game typically occurin is not bound by this rule. The playemay decide what items their character would bring with them as they
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traveled outside of the town and bring just those items. All items that the character is not bringing with them muat beeleft
Pl ayemeds ho

Performing Actions

Legacies is a Live Action Roleplaying game and as such strives to have players actually engage in the actions thattbesraziear
performing. Some actions, however, are infeasible to actually physically accomplish, eithasé they would be unsafe for the
players to perform or because they involve fantastical elements of the game world that cannot be accomplished in ouealundane
world. Legacies uses a hybrid of simulated and agthgsicalactions tocreate a fantdigal environment in which the players still
actually perform some action to represent what their character is doing. Other players should be able to determinayehi a pl
attempting to accomplish simply by observing the behavior of that player.

Simuated Actions

Legacies is a fantasy themed LARP, with larger than life heroes and villains, magic spells and make believe races amd mons
Many of the actions and effects that are conceivable in the imaginary world that the game takes place fieasibledor players to
perform while acting as their characters, either because of their fantastical nature, safety considerations, or gesilglidy iofea
actually doingso without considerable logistical preparation (Example: A player could conoémevay to actually rig up a system

to throw a fireball to represent a Magic Spell, but not without a great deal of preparation and significant safety concerns).

The bulk of this rulebook discusses the various fantastical or real world impracticalsaatid effects that are availabdecharacters

and the means for the player to model these actions. Collectively actions that cannot conceivably be actually perforstealdand
have a method describing how to model them are referred $oradated Atons Each Simulated Action must be performed in a
specific way so that other players can easily determine what action the character is attempting to perform In Gameifaséed on s
observation of the Out of Game actions that the player performs.

Weapon Combat

In the real world getting hit by a sword or mace anywhere is going to be a significant impairment to the victim and gettainly
something safe to actually dd.egacies has a fantastical view on weapon combat, where experienced fighters can shrug of sevel
blows and continue fighting. Combat is full contact using boffer safe foam weapons. If a swing of the weapon connbets with
target it is considered to kia hit the target; if imisses or has the majority of the energy from the swing blocked with another weapon
or shield it is considered to have missed the target. While this method of modeling whether a weapon has hit itsatdyget is f
realistic, the epercussions to the target is fairly fantastical. Each hit of the weapon does a certain amount of damage, which the tal
then subtracts from a pool of damage that they can sustain before dying. Until the character depletes that pool tleedye not
hindered; while it is certainly their prerogative to act out how their character wespdnd tahe injury if they wish they are not
required to until their character has suffered enough damage to fully deplete that pool, thus incapacitating #re charact

The specific details of how weapon combat wor ks is disscus
di scussed more fully in fAiChapter 3: Life and Deatho.

Packets

Legacies uses small cloth packets filled with birdseed as aoWegnveying certaireffects to a target. A player announces what
Effect their character is using (detailed $ignature Calldbelow) and then throws the packet at the character they widBffe to

target. If the packet hits the target charactee eren j ust the targetds clothes i n most
Effectdescription if this is not the case), the target suffers the results Bffdet and should act accordingly. If the packet misses the
target then théffect is wasted. Spells are most often conveyed via packet, but certain other fantastical abilities that work over

distance are also conveyed in this manner.

In the middle of combat it can often be difficult for a target to be aware of the fact that thelyitweith a packet. If the target did
not seem to register that they were hit, the person throwing the packet should try to verbally alert them and if tegistegethe
alert, the player should grant the target time to verbalize any defenshe. tdfget remains oblivious, the player throwing the packet
should simply not count that as the use of the Ability.

Chance Bags

Certain abilities are more involved, both in terms of the time they take to car(yypidally at least several minutegndin the
mechanic to perform them. These abilities are not combat focuseal sot require mechanics that allow for easy and immediate
resolution, and they also typically require a referee to adjudicate their use. Most importantly, these abilitiémdo aguaranteed
chance of success even if carried out correctly. In order to model this element of chaPtet, Reéeree adjudicating the situation

will have the player draw from a small bag or pouch containing colored stori#ack, blue, and whit If the player draws a blue
stone the action succeeds, if they draw a white stone it succeeds with effects above and beyond normal, and if thagldstena bl

it fails critically with some adverse effecT here are always ten stones in the baggctlfy there is one white stone, one black stone,
and eight blue stonghowever in certain circumstances there may be an extra blue stone rather than a black stone, and it is al
possible under certain circumstances for up to seven of the blue stdeerefaced with black stones (Example: When performing a

Pagel5 of 137



Ritual if the character does not properly follow each step of the ritual they will have a blue stone replaced with a édatksiep

they did not successfully perform)Examples of abilities hat use Chance Bags are the Racial Abilitivination, the Skill
Resurrection and high magiRituals Every Ability that uses the Chance Bag discusses conditions that will cause the typical
configuration of stones within the bag to change.

Cool Down

Any ability that requires a pull from a Chance Bag has a Cool Down pefithdrty minutesin which thecharactemust wait before
using the ability agaimvithout additional adverse effectdf the character chooses to perform the action again within thinytes
then a blue stone is replaced with a black stone within the chance bag. The Cool Down period stacks for each adbitihgractir
uses the ability multiple times within thirty minutes, multiple blue stones will be replaced with black shoueggd, the Chance Bag
will never have more than eight black stones regardless of compounding adverse conBitioegamplejf a character performs
three Resurrections within thirty minutaiey would have single black stone for the first resurrection as norarmahdditional black
stone for the second Resurrectidor a total of two black stonesand two additional Black Stones for the third Resurredfiona
total of three black stones)

If a playerdraws a white stone from the Chance Bag the Cool Down period is negated and they may immediately perform the act
again without penalty.This only negates the Cool Down from that particular draw from the Chance Bag, so penalties from previou
draws arenot negated.

Plot Refs should carry one white stone, nine blue stones, and eight black stones in their Chance Bag, so that thelycaraisoper
all potential permutations of the ten stones within the bag.

Signature Calls (Sig Calls)

Signature call are a way of informing other players of what Simulated Action is being exercised to clear up ambiguity. For exampl
simply throwing a birdseed packet at another playees not convey information about wtffect the packet is supposed to
represent.ls the packet a Spell or a packet delivered Racial Ability, and which sp8piéibor Racial Abilityis it supposed to be? If

a character is hit by a weapon, how much damage do they sustain?

The majority ofEffects defined within this rulebook have associated Sig Call that should be verbally spoken when Hiffect is

being used to inform other players of tBfect When a character strikes another character with a weapon the player should say «
Signature Call representing how much damage theesdekvers( di scussed in depth in fAiChapte
casts a spell they verbally state the spell that they are casting.

Most Signature Calls are considered Out of Game. The player is announciiffeittebeing delivered so that legr players are
informed, however the character is not simultaneously telling other characters what has transpired. For example,dthacdaiers
around announcing some numeric damage to the targets of their weapon attacks, any more than re&iersrisheat out some
numeric damage that their firearms deliver. This is, in effect, Out of Game information to describe what is happenirey #imGam
while characters may be aware of the results of the SignatureEXalinple:that guy hits a lot hardeghan the otherwhatever that
woman did to my friend just now caused him to fall over descktery, they are not aware of the Out of Game mechanic that was
used to achieve de results.

Certain few Signature Calls are considered In Game, and thactdrais actually announcing what they are doing when the player
speaks a Sig Call. The convention in this book is to designate all Signature Calls that are considered to be |niskeniady and

italics (Example:fiSome Signature Callis In Game, wHe fiAnother Signature Callis Out of Game, as designdtby the useof
underline and italigs Asanexample of In Game Signature Calls, all Spells require the character to speak a specific phrase In Gar
to use a spell.

Gibbering

Each call a playemakes should be clear and distintten announcing a Signature Cafiny SignatureCall that is slurred, wrong, or
otherwise incomprehensible results in failure, and Effect the player is attempting iwasted. The player still loses ti@pell
Alchemcal Compounduse of the intended altjli etceterathat they attempted to use. The act of misspeaking a Sig Call is often
referred to a&ibbering A misspoken Sig Call is often called-aub.

Counted Actions

Counted Actionsimulate actions that a chatar 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 Igs physic
picking up another player, cutting the limloff of another character, or physically breaking objects are all actions that would be
appropriately represented as Counted Actions. Likewise, some In Bif@ats that would take a certain amount of time to achieve,
for example the Monster Racial AhyliLife Dranwhi ch can represent a vampire drinki
Counted Action to represent the time that expires while utilizing the In Gdieet
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Counted actions are actions that take place over a counted period of tinperfdron 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 toitijtigzithedy

of a peasant, but the person playing the pedsambtcomforable actually being carried, would instead use a Counted Action and
state fALifting up Peasant One, Lifting up Peasant Twiog. Li
Each count should take at least one second, though itakaylonger if saying a complicated action. Rushing the count to finish
quicker is considere@ibbering

While performing a Counted Action the player should pantomime the action they are attempting. If performing the actitreon an
character, the tget character either must willingly allow the action to be performed or be either prone or incapacitated in such a we
that they could not resist the actiofor examplethe target character could be under the effects of theRaellyze have their ans

and legs both tied up, or be unconscious or dead. While the action is being performed the character performing it nttizgecamce

the action and perform no other; for examptenhile performing the action another character attacks them, theynotagtefend
themselves otherwise they fail to perform the Counted Action and must start over. If performing a Counted Action on anott
character the target must also remain still and not perform other actions. The one exception, characterResishnse or
ImmunityEffects (described later in this chapter) to negat&ffectthat has targeted them.

The minimum Counted Action is to three, and is commonly referred toTases Count Also common is a count to one minute,
referred to as &ixty 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 perfoonniteda
action to represe actions that are unsafe for the player to actually do, rather than actions representing Efféetmehe player
should choose a count that represents how long the action would actually take to perform should the player physicaliyveittempt
aminimum amount being a Three Count.

Assisted Counts

Certain Counted Actions may be simultaneously attempted by two characters to reduce the amount of time necessary thecomplet
action. Both players will need to pantomime the action being simulatddnahe case of Counted Actions corresponding to the use
of a Skill or Ability, both characters must possess the Skill or Ability. Not all Counted Actions may be assisted; ticeSkleor

Ability that requires a counted action will explicitly stdf another character may assist, otherwise it should be assumed that they may
not. When a second person assists with a Counted Action it cuts in half the amount of time necessary to completeothehask, f
point the player started assisting. Foample, if a second player attempts to assist with the application of thé&igilAid, and the

first player is already twenty seconds into the Sixty Count, the remaining forty seconds will be cut down to twenty seconds.

There is a drawback to receiviagsistance with a Counted Action. Should either platey participating in the Counted Action it
must be started over, rather than continuing at the point the player stopped. For this reason, the player who begtadtAeti©aun
may choose not tolalw others to assist even if the other player is insistent on helping.

Radius Actions

Certain Abilities will affect one character or all characters within a certain radius, or require that the charactee Aditigytdoes

not stray outside ad sgecifiedradius, the specifics detailed in the description ofajyglicableAbilities The radius is centered on the
location of the right foot of the player who used the Ability, at the time that they activated the Abligyength of the radius ise

of two distances; Radius ofWeapon Reacls a radius whose length is determined by how far the player using the ability can reach
with their weapon without overextending themsel@ieshat is, how far they can feasibly reach with their weapon withecbining
unbalanced or unable to quickly return to a relaxed upright position. A Radius of Weapon Reach is typically used te tdetermin
valid targets of effects that require the character to be holding a weapon, such as tMer&kilParry. A Radiusof Arm Sparis a
radius whose distance is equal to the Arm Span of the player using the ability, from finger tip to fingebtith instances these are
considered loose measurements used for quickly determining a distance, and should playersstianeague whether they are
within the radius or not, they should err on the side of being within the radius.

PhysicalActions

Physical actions are actions the player actually performs to represent what their character does. The vast raajuitg af
character takes are physical actions, and likely players will not even be conscious of this. If a character wantsotm drimkif) the

player actually picks up the mug and drinks from it. If a character wants to see what is happeningttwer gide of the event site
the player physically gets up and walks to the other side of the event site. Physical actions are the myriad of aptayes tres

their character perform not by announcing what they are doing, but by simply doing.

Physical Roleplay

Pl ayers must respect other playersd6 personal s paceaGotntead| |
Action instead of actually performing the physical actions. However, if the other party is consentinggestaoi®ns may be lifted.

For example, players may physically carry other players or rifle through the pockets and clothes of another player instead
performing aCounted Actionshould they have the permission of the other play€very instance isnique and the players must
make their intentions clear when asking for permission for physical roleplay. Physical roleplay is only alloweec@mban
situations; players may not ever tackle or physically stakether playewith anything other than aafetyapproved Phys Rep.
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Physical Roleplay is not meant to make combat more realistic or intense. Players may not ever assume they may uskeplaysical r
with anothermlayerunless they have received explicit permission to do so during each ins@nednstance of permission does not
represent blanket permission for the same action in the future, and just because a player is comfortable with a spetfyenthe
performing an action does not imply that they are comfortable with all other plpgeiorming the same actionf, at any time, a
player asks another player to stop they must comply immediately.

Stepping Out

Legacies is a venue for players to have fun by assuming a role in a fantastical world. If at any point a player isnteitleanitto a
situation their character is in, but for whatever In Game reason their charactetor would notleave, the player maS$tep Oubf

the situation. If a player chooses tBtep Outof a situationthey should inform the other players involved and find the nearest Plot,
Logistics, or Rules ref, or Owner, without a personal stake in the scene in question. Thawidfedesthep | ayer 6 s pl ac e
assume t he r odhaacterdoingtheiebegi to eegolve tidessituation. Understandahby refereamay fail to do exactly

what the player would have done. When the situation is thvereferee whaook the player's place will find them and explain what
transpir ed absencetOther playdrsashoald rivtsact disrespectfully to players that choose to Step Out of a scene.

Effects

The term Effect is used to denote an ability or power defined withirRihlisbookthat a character uses to imp#uwir self another
characterpr an object (sometimes including buildings). Effects Siraulated Actionshat operate under the consistent framework
established by the rules system and the term is used generically to cover everything from the damage done by a weaptmeattack,
effect of a Spell, to Racial Abilities. Effect (with a capital E) is used to denote something that delivers an affech aisuse has a
result that is codified by the ruleI.he term Target is used to denote the character an Effect is used onhehient Target Item is
used to denote the item an Effect is used on.

Grouping Effects

Legacies has different classificationskffects, grouped by a common trait of tBéfects. Often times, rather than referring to each
Effect in one of these classifitans when discussing a particular rule, the classification itself will be referenced. The common
classifications are listed in this section.

Effects by Result

Effects that collectively do something similare often referred to collectivelipy the aim of theEffects. The mechanics foeach
Effectin the group may be different, but the nature of whagtfiect attempts to achieve is similar. The common groupings by result
are:

Instant Effects

An Instant Bfect is anEffect, such as a sdebr alchemy that happens instantly rather thaimgsustained over a ped of time. The
results of annstantEffect will not simply expire after a given time or condition. For example, the HpallrestoreBody Pointdost
from injury. These restored Body Points will not disappear simply because a period of time has passed. The desgpgptign of
Alchemical compound®acial Abilities or Elixirs specify if they ardnstantEf f ect s by not i npgns$ thaartiob he
andAssassirstrikes are considered Instant Effects.

Active Effects

An Active Effect is arEffectin the game world that functions over a period of time, rather than simply delivering an immediate but
un-sustained result. For examptie spellPin holds a target in place for ten minutes. THffectis sustained over that ten minute
period but ceases at the end of that time. Likewise, raffiegts are considered active until a specific condition is met. For example,
the defensivéSpell ShieldSpellis considered active until the target uses it to resist another spell. Spells, Alchemy, Elixirs, and Racia
Abilities wild.l specify a duration other than Alnstanto if

Damage Dealing Effect§sometimes Damage Dhag Attacks)

Any Effectthat can damagRush Physical Armoy or Body Pointds considered a Damage Dealing Effect. The description of Spells,
Alchemical Compounds, Elixirs, and Warrior and Assassin skills will list any numeric damage, dedingredby the Effect. For
more information seéChapter 3Life and Death. The list of Damage Dealing Effects is as follows:

0 Spells/Alchemies: Blight, Burn, D e a dssfruction(as applicable)Explosive Frost Bolt Frostbite Inferng Lightning
Bolt, Mana Storm

U  Elixirs: Holy Water(as applicable)

0  Skills: Fatal Strike Lethal Strike Vicious Strike Wounding StrikeWeaponSkills (as modified byBack Strikeand Critical
Strike

U Ritual Effects: Bolt of Mana
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Instant Death Effects
Effects thatcause a character tnstantly becomdead, bypass the one minute Bleeding to Death count {i@apter 3Life and
Deathd) are considered Instant Death Effects. The list of Instant Death Effects is as follows:

0 Spells/Alchemies: Death
0  Skills: Death StrikeMortal Strike Killing Blow
U Racial Abilities: Engulf

Instant Spirit Effects
Effectsthatc ause a character to instantly become a Spirit,aebypa
considered Instargpirit Effects. The list of Instarpirit Effects is as follows:

0  Elixir : Wyvern Poison
U Racial Abilities: TheKiss

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

U Spells/Alchemies: Bestow Bless Heal, Healing Draught, Lay of HandsLife, Major Heal, Minor Heal
U Racial Abilities: Healing

Life Effects
Life Effects areEffects that will restore a character to life after they have bled to death, but prior to the character going to spirit (se
fiChapter 3Life and Deattd). The list of Life Effects is as follows:

U Spells/Alchemies:Life
U Racial Abilities: Healing

Mind Altering Effects
Mind Altering Effects arall Effects that alter the behavior of a charactetlor control oftheir actions. Certain racial abilitielow a
character to resisflind Altering Effects. The list of Mind Altering Effects is as follows:

U Spells/Alchemies: BedazzleCuring of the Madnes$§riendship Truth Spell Edict, Truth Compound
U Racial Abilities: Control Emotion Dragon RhymingMind Control

Note: The Racial AbilityFearis a specific exception and is not considered a Mind Altering Effect.

Necromantic Effects
Necromantic Effects are all Effects that are associated with interacting with or creating Undead, or communicatingDe#h.the
This list of Necromantic Effects is as follows:

U Spells/Alchemy: Creation of the DeadDe ads &6 Co mihaad sn@ n D eDsetarduscét | FoghTurning af he t i ©
Dead

U Racial Abilities: Control Undead Create Undeadinfection (when used to transfm a target into UndeadlNecromancy
Undead

Effects by Category
Collectively, certain Effects fall into distinct categories based on how a character would gain the ability to use the Effect

0  Skills: Occupational talents that characters acquire over time by expending Skill Points. Skiflgthienbe classified into
groupings of similar skills, for examplé&Veapons Skillgshat provide the ability to wield different types of weapons,
Production Skik which allow the character to build items In Gameetera

Spells:Magical effects that can be used @ipell SlotsSpell Scrollsor Potions

Alchemical Compounds:Mixtures of reagents that form fantastical chemical compounds.

Racial Abilities (Racials): Innate abilities granted to a character by virtue of the race of the character.

Elixir: Compounds similar to, but significantly more powerful than Alchemical Compounds.

Ritual: High magical Effects exercised by the completion of many indivisegds, typically requiring multiple characters to
bring to bear.

[ - et et et enH

Pagel9 of 137



There is a loose hierarchy between categories, with Skills, Spells, and Alchemical Compounds being roughly of similaangbtency
Racial Abilities, Elixirs, and Rituals being of increasinglgwerful effect This hierarchy is not definitive however, as certain spells
may temporarily counter certain Racial Abilities, for example.

Effects by Delivery Method
Effects are sometimes discussed based on how they are conveyed to a target chardeteemhmethod

U Weapon Delivered(sometimes Weapon Delivered Attack)Effects that are conveyed to another character by striking that
character with a weapar claw Phg Rep

0 Packet Delivered: Effects that are conveyed to another character by throwitydseed packet at the character and
successfully hitting them, or in many cases their garments and other items on their perspellg{i:xcept for Potions)
certainAlchemicalCompounda&ndElixirs, and certairRacial Abilitiesare considered Packet Delivered.

0 Touch Delivered: Certain Effects can be conveyed to a target simply by physically touching the target (ideavdan
physically violentmanner). Spells cast froBpell Scrollor Spell slotscan be delivered by touchther than packet if the
casting character chooses, however packet delivaleltemical Compoundand Elixirs may not. Additionally certain
Racial Abilities are delivered by touch.

U Conversation or Eye Contact Delivered:Certain Racial Abilities and some i& are conveyed to a target through a
specified period of eye contact or conversation. Eye contact is considered any period that another character isheoking at
face of the character even if not specifically the ey@snversation is considered apgriod of time either the character or
the target is talking to the other, and the other can be reasonably said to be conscious of the words. One charaatter talkir
another in the middle of combat proballlyes nofulfill this metric unless banteringack and forthbut characters on either
side of a barrier aware of each other likely do. Players are expected to be honest about whether they were consciou
another player talking to them In Game.

U Applied: SomeAlchemical Compoundand Elixirs are apfied to a surface in order to take effect. For example, the
compoundPaste of Stickineds spread across a surface to make a highly adhesive area that can trap characters and obje
A Counted Actiornis used to simulate the time necessary to applgtbstance to an area.

U Ingested: Potions as well as certaidlchemical Compoundand Elixirs, take effect by beingngestedor poured down a
characterés throat. I f a packet i s uThedCoan€ountdd &dbiPth y s
simulate drinking the item. Alternatively the item can by physically represented by a small container of actually ingestibl
fluid (Example:Water, juice etceterathat the player actually drinks.

U Radius: Certain Racial Abilities, Skills, and Tragarget one or all players within a certain radius, as described above in
Radius Abilities

Legal Targets of Effects

For safety considerations, and to model certain Effects, the various delivery methods for Effects have restrictionstoeyvdagre
hit a player and when the player has to take the Effect. For example, it is unsafe to strike other players in thie \Wweagomis, so
the head is not a legal target and a player does not have to take the Effiegtapbn strike to the head.

Packet Delivered Effects

When being struck by a packet the only illegal target is themggers struck in the eye with a packletnot need to take the effects
This is because anyone struck in the eye with a pagkedrallyrequires some down time or medical attention. Additionally, players
should not intentionally aim for the head or the groin with packets. However, ik straay of those places, thtargetmust still take

the effect. If a packet hits any part of a player, including gashields,or weapons, they must take the effecfEhis is one
disadvantage to large, flowing cloak3he sole exception for what coitstes a legal target of a packet is launched weapon attacks
simul ated by packets at event sites where | aunched weapons

Touch Delivered Effects

Generally a player may notorgran) and in theroade ofearfemad ptayee bréasts, forehe dake oh
delivering a Touch Delivered Effect. With the specific permission of the other player, asked and granted just priothte Hfiect,

a player may t ouch netkéd that is bllahe playér aay eeach. sPlayers ahduldde aware that just because the
were previously granted permission that does not taeadorl y |
neck.

Weapon Delivered Effects

The head and neck above the shouldgnain, and hands from the wrist down are all illegal tardet3Neapon Delivered Effects and

a player should not aim for thenfeet from the ankle down are also illegal if they are planted on the groundhayt &e in the air

they may legally be struckVeapon Delivered Effects generalyust make contact with a part of thedyd a cloak weapon, or
shield de@snotusuallycount. If a Weapon Delivered Effect misses the body but it is not obvious that it hasadoioe example if it
hits a thick cloak but misses the body, the tar geeyarerightly | d
ignoring the effects. Some Weapon Delivered Effects may target items, for example tigh&tkdr Strikeor still confer effect to

the character if garb, shields, or weapons are hit, for exa®mak Strike but only if specifically noted in the description of the Effect.
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Effect Duration

The descriptions of each Effect throughout the rulebook will contain information about how long the Effect lasts. Tieically
durations will be Instant, meaning that the Effect immediately does something but is not sustained, 10 Minutes or OrecHour, w
means theEffect is sustained for a period &b Minutesor One Hour, or Until Used, which denotes Effect that is trigged by a
specific condition. For example, ti&pell ShieldSpellis used when the player decides they wish to resist the effeatetifer spell

cast upon them, and will stay active on the character until they make that decision.

There are two conditions in which Effects on a character will always expire, unless specifically noted otherwise iniptierdescr
the Effect:1) At theend of an event ar®) When the charactdrecomes &pirit after dying. For example, in the afore mentioned case
of Spell Shield, it would normally last until the player chose to use it, hoyweven if the event ended without the player ever using
Spell Shield they would still need a new instance of it cast upon their character during the next Legacies event. ifikaivise,
character were to die amdcome a Spiriffor more information seéChapter 3L i f e a n)dheyBveuldinded a new instance of
Spell Shield cast upon them once they are restored to life.

Countermeasures

Countermeasures are specific Effects that are used to counteract the results of other Effects that the chatmttessiaby targeted

by. They are classified by the nature in which they counteract the other Effects, which in turn can determine whetan partict
Countermeasure can be used by a character, and whether the opposing character is aware ththth&puwrgermeasureWith all
Countermeasurebe player whose character is using the Countermeasure must staignidieire Callof the Countermeasure within
three seconds of theffEct striking their character, otherwise the Countermeasuwesaccessfuand they suffer the effects of the
Effect that they wished to avoid.

Avoidance

When a character utilizes #&voidance Countermeasure to neutralize an Effect that hit them it is effectively the s &ffect
missed them to begin withlt simulatesa character moving out of the way of the Effect or deflecting the Effect away from their
person. The use of Avoidance Countermeasures is apparent to other characters. If Multiple Effects are conveyed exampde for

a Weapon Delivered attack thatals both damage and has further effects, one use of an Avoidance Countermeasure negates all of
Effects at once. Each Avoidance Countermeasure has a \Bigneture Call

Resistance

A Resistance Countermeasure is a limited use ability to shrug effeults of an Effect that successfully was conveyed to a
character. The Effect did hit successfubyt was immediately counteracted. If Multiple Effects are conveyed at once, for example a
Weapon Delivered attack that deals damage and has furtleet<: ffhe Resistance Countermeasure only counteracts one of the effects
unless other Countermeasures are used in conjunction (including other Resistance Countermeasures). Resistance Caunterme
can be used even when the character is incapacitated.

It is not apparent to observing characters that a Resistance Countermeasure \wamastethstancedowever if the target behaves

in a manner that shows the original Effect was not effe¢iExample:Continuing to move around after being hit with & spell),

or the original Effect was ®amage DealingInstant Death, Healingor Life Effect or other characters use a diagnostic skill if the
target character pretends to be effected anywsy use of a Resistance Countermeasure can be implied. In the latter scenario, th
target character must be aware of the Effect that was targeted at them In Game in order to justifiably pretend to befieckst ti

they are only aware of beingrgeted by the Effect Out of Game, pretending wouldvVietaGaming The Signature call for
Resistance Countermeasures is alwRgsist

Immunity

Immunity Countermeasures are constant effect countermeasures that prevent the character from ever bdiby effidate types of
Effects. For example, aNPC Golem thatcannot think for itself would have dmmunity Countermeasure against norrviihd
Altering Effects Immunity Countermeasures are specific to certain types of Effects, and if Multiple Efiectsreveyed at once the
Countermeasure may only protect against some of the Efféfdise Weapon Delivered attack previously mentioned also conveyed
some other Effect in addition to damage, the Immunity Counter would only negate the damage portiah,case¢. Other
Countermeasures, including other Immunity Countermeasures, may be used to counteract the other Effects. The use of Immt
Countermeasures are apparent to other characters, and may be used when a character is incapacitated. eTdad| $aynatomunity
Countermeasures is alwalpe Effect

Headbandsand Hand Signs

Certain Effects are active for a period of time and observing characters need to be aware that the Effect is beingatised or th
character is in a certain state, durihgttentire duration. Rather than continually repeating a Sign@alteplayers employing these
Effects or whose character is in a certain state utilize either specific hand signs to show that they are using thevédfeztspecific
colored headbandEffects that require specific hand signs describe the hand sign in their description. Players should not use the h:
sign unless they are actively using the Effect.
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Headbands
U0  White: this represents that the character has died and is 1Spirin(seeli Chapt er 3: Life and Dea
U Blue: the character is actively using the Monster Racial Abifitangible

Additionally, the player may wear the following headbands to designate somethingtegiiosélfOut of Game:

U Orange: the player is Out of Game amat currently playing a character. Players playing their characters should ignore the
player.

0 Yellow: the player is injured or siolr otherwisenot up to physical conflicind are subject to Ne@ombat Rules (discussed
below in the section fASafety)

Hand Signs
0 Hand Spread In Front of Face:the character is invisible as a result of either the Racial Ability Shadow Cloak or the
Monster Racial Ability Fleetness. Other players should pretend that they do not see them
U Fist on Head: The player is temporarily Out of Game. Alternatively, if holding a weapon or item the player may hold the
item on top of their head.

Safety

Legacies strives to provide a safe atmosphere for players to enjoy themselves without injury. The SafetyhRefesstseveral
policies detailed inthe e gac i e s P ltodgipenmaintain aGafe ghrae environment. In addition to those policies there are the
following rules that players should adhere to:

Phys RepChecks

At the beginning of every game playaraist bring every Physical Representation intended to be used as a weapon in Legacie
simulated combat as well as Phys Reps of shields and bucklers to a Safety Ref for inspection. Players will be askatte¢o @ithe
repair Phys Reps deemed to be uasafd resubmit them for inspection, or store the Phys Reps in their car or under a bed (an Out ¢
Game area) to ensure that the unsafe Phys Reps are not actually used during play. Even if a PhysdRegpgetion the event
previous, players must stiiring it to a Safety Ref for frmmspectionto ensure that it had not been danthdering the previous game

or intervening weeks outside of game.

Stand Downs

Injuries at Legacies are reasonably rare, but because of the physical nature of the gamegthsrvahlysical activities, injuries do
happen. If a player appears injured enough that they teeéeimporarily pause scene in order to recover or receive medical
attention, someone should clearly announce the pffiétsad Down. During a Stand Dowrhe game is temporarily paused and all
players in the area should crouch, kneel, sit, or otherwise lower themselves so as toalestiattyone entering the scene that action
has stopped. It also enables any Safety Referee approaching the area yofiqditke injured party. During a Stand Down players
shouldnot talk unless specifically attending to the injured player or quietly notifying unaware players in the area that thev@&tand

is in progress; a quiet atmosphere is more conducive to all®dafegy Referees to convey ordeAll players MUST obey the orders

of the Safety Referee during a Stand Dov@nce the injured player has been attended to and action can commence, the player the
called the Stand B8 @awnayOh o éand the StamchDownnandenotify players that the scene can recommence.
Players should not move from the location they were in when the Stand Down was called, nor work to prepare themselves
anticipation of the Stand Down ending (Exampeplayer may nbdraw an additional weapon that they did not have in hand prior to
the Stand Down being called, nor may they move to a position more advantageous for escaping a hostil¢hsintaggnvere in

prior to the Stand Down).

Under very limited circumstances Stand Down may be called for nomjury related reasons. If a referee needs to convey
information to many players involved in a scene at once, Out of Game, and the information is specifically time sensitple: kExa
Rules Referee noticing a widespdemisunderstanding of a pertinent rule during a s¢ceme) player notices a potential safety hazard
(Example:Apl ayer notices that anot her pl ayerés boffer weapon
should be called. Stand Do should be used as rarely as possible, as they are highly disruptive to particular scenes In Game, &
break the immersion of the game illusion.

Non CombatRules

In specific situations it is unsafe to use the normal conflict rules for Legacies, eitheisbeof environmental hazards or because one
of the people involved in the conflict currently has an injury or iliness that puts them at risk when using the normabratEsess

the safety concerns and still allow conflict an alternate deliveryraystéerred to adlon Comba{Non Com) is used. Specifically,

Non Com rules must be used when one of the two (or more) players involveiréctaskirmish is within ten feet of an open fire, on
stairs, owith a player who isvearing a Yellow Headbandilds c us sed above in the gesb)lodeBHg
that Non Com rules should be used on them as they are sick or injured. Players involved in a skirmish near those mghbl@me usi
Com rules, but who do not meet the criteria themselsiesuld use the normal conflict rules. Certain other situations may also be
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designated a Non Com situation by any Plot or Rules Referee, or by the Owners, if they feel the environment is unghfe to use
normal conflict rules.

When in aNon Com situation players may not physically hit each other with weapons or throw birdseed packets at each other. Th
may only engage each other usiPgjnt and Clickattacks. This means that instead of actually hitting another player with a weapon or
throwing a bird seed packet at the other player they simply point toward the other player and recite their signature calp(ér exam
"10 edge" or "By my wil/ I call forth the Pi nagetheothfrlpyeraat t a
if the Non Com rules were not being used. This means that if they are using a weapon they must be within striking distance with 1
weapon; if they are throwing a packet or using a missile weapon they must be within 20 feet of the target.

Attacksusing theNon Comrules within range of the target are automatically successful. The target may not actually parry or dodg
the attack, though they may use thlertal Parry and Mortal Dodge Skills (or other Countermeasur@sto avoid the effects if
appliable. NormalGibbering and Machine Gunning rules still apply so attacking characters should clearly pronoSiyreature

Calls and spacS8ignatureCalls apart at least as much as the signature calls would be separated when not in a non confsgtuation
AiChapter 4: Warrioro for ma8hielddpmofide nonpeotedtian m nan comMituatibons.n e Gunni

Players should try to minimize thedw Com situations they are in. They should try and move from unsafe areas during engagement
if possibde and only wear a yellow headband if it is truly unsafe for them to engage in physical combat. If a player is attaeked nea
camp fire they should move®wardthe perimeter while using the non com rules and then switch to normal engagement rules onc
they are a safe distance away. Abuse ofNba Com rules(Example:Intentionally moving to a Non Com situation to be able to
automatically hit targets¥ considered cheating.
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Chapter 2: Character

The heart of Legacies is the characters, the inzagiroles that the players assume when occupying the fantastical
game world. Theegaci es P Icentaiasrirs depthGuaierthledesigned to assist players in developing the
identities of their characters, the culture, mindset, beliefs, and behaviors that their characters exhibit under vario
circumstances. It is geared at helping players determinetlveitocharacters really are. The rulebook, on the other
hand, is ultimately focused on what the characters can do and how the players go about simulating those actions.

This chapter is focused on what steps go into making the character from a game esesthadpoint. Players are highly encouraged
to simultaneously develop the identity and personality of their character but those activities are covered in far morahagepth
LegaciesP | ay e r s Bltinately tdisschapter is focused on making therati@r card anthe steps for buying initial equipment
for the character, as well as discussing how the character acquires new skills over the course of being played.

Character Creation

Character creation is the process of conceiving an alternate peosplay at Legacieghe Player CharacterfPC). There are two
distinct stages of creating a Player Character, creating the charactér edrdt the character can do, and deciding on the identity of
the characterwho the character is. Creating a chanacted revolves around making certain limited decisidnghich of the Player
Races to play, which skills to initially pick, what starting equipment to buy, and so forth, and is largebople®f this book.
Deciding on an identity for the characternmich less structured and revolves around figuring out who the character is, what they
believe, how they act in certain situations, what sort of personality they havd. §liea c i e s P koaeysehatsagpecGrumork e
depth.

There are five basic gis that players typically follow when creating a character card, detailed below. There is no absolute order f
these stepshut rathertheyare presented in the order that most players tend to chddsst players find it useful to have at least a
broadidea of what type of character they intend to play before choosing a race and skill points, though other players fithdta race
they think would be particularly fun to play and use that as inspiration, or find a particular set of skills they thinkeafounlto have

and build out from there. The order is up to each player.

U Step 1- Create a Character Concept:A Character Concepis an idea of who and what a character is. For example, is the
character @owardly Goblin thief, imposingCanid warrior, or aDwarf tavern keeper with a secret pasttan be very high
level (Example: Afore mentioned Goblin Thiedy very detailedExample: A Goblin Thief who grew up in the slums of
Dover. She is very independent minded asdd to a seléufficient lifestyle. While she makes a living as a thief she has
become quite the marti al ruf fian, having to defendaher
player already has an idea of what sort of character tqiplegn be very helpful in determining what Race, Racial Abilities,
and Skills to choose for the character. The gaci e s P lofierg advice én dedeuniinéhg a character history, as well
as a set of questions in its appendix that can be usedhmflés character.

U Step 2- Pick a Race:There are many different Player Races a player may choose for their chaacheconferring special
innate abilities called Racial Abilities, but also impose restrictions in the form of costume requiremesssunye identify
the character as a member of the Race. Players should make sure that they are comfortable with the costume requiren
when choosing a particular race.

U Step 3- Pick Racial Abilities: With the exception of players playiffumancharacers, each player must choose two Racial
Abilities for their character, out of the list of Racial Abilities available to a particular Race. Most Races have tlalee Rac
Abilities to choose from, except fdlongrelswhich have many more available Racial itlds, and Humans who only have
one Racial Ability, which all Human characters automatigadigsess

U Step 4- Buy Skills: Each player chooses certain occupational talents for their character referred to as Skills, which ar
purchased witlskill Points The first character a player makes for Legacies begins with 50 Skill Points to spend, though the)
may choose not to spend all of them initially, saving the remainder to buy additional Skills at a later date. Each subsequ
character a player makes begiigh 10 Skill Points; however a player may sp@ribe to buy additional Skill Pointat any
time, includingduring character creation Each Skill requires an expenditure of a certain number of Skill Points which are
subtracted from the available poolwifspent Skill Points.

0 Step 5- Buy Starting Equipment: Each new character receiviesoduction Pointso purchase equipment such as weapons,
armor, Spell Focusesand other useful items, the actual amount being a function of how many starting Skill &oints
character has. They recei2B0 Production Poinfslus an additionab Production Pointper Skill Point, thus characters with
more initial Skill Points begin with more initial equipment (Examplecharacter starting with 50 Skill Points would begin
with 500 Production Point§ 250 Production Pointplus 250 Production Pointdor the 50 Skill Points). Players may
purchase any of the In Game items that can be producedPvattuction Skills with the exception of sixth levaRitual
Scrolls Each Item hs an associated Production Point cost associated with it; if a player wishes to acquire an item the
subtract its associated Production Points from their pool of starting Production Points. Of specific note, Ritualgndlixirs,
Smith items made of spiet materials, for example: Silver, Cold Iron, etcetera (for further details on special materials see the
end of HAChapter 7: Smitho), cost double their associat
associated Production Pointo t a | of 50 Production Points, but would su
production points. Explanations for the different possible items are covered in a variety of chapters within this book
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depending on whether they are prodliegith the Smith Scribe or Apothecaryskills, as are the items Production costs
Speci fically they can be found in AChapter 5: Wi Amyr d &
leftover Production Points are converted to In Gawia at the rate of 2 Copper Pieces per Production P&llatyers that
desire more equipment for their character than they currently can afford may purchase additional Production Points for th
character during Character creation viitibe, at the ratef 1 Bribe Point per Production Point.

Races

The game world of Legacies is filled with a menagerie of fantastical creatures, many of them intelligent in the sara bensanth

in the real world are. Each type of intelligent creature is referred &Race though the term is used to denote a species rather than
to distinguish between groups within a species as we do in the real world to describe people from different geographigthegion
distinctive traits.

The termPlayer Racess often used talenote the subset &aces a player may choose to make a character from. Each Player Race
conveys certain beneficial innate abilities, referred tRasial Abilities and additionally stipulates certain costume requirements to
identify the character @ member of that specific race. Additionally, thee gac i e s P Idescrilees sulures; custams, and
views unique to each Player Rastwould the character be raised in the cultural homeland of that Radeo details the cultures and

customsofvari ous nations, shoul d a <char act # playdrsechoosa theyendy have theiri d |
character adopt these cultural sifies, however the choice éflayer Race is not intended to force players to play their character in a
certainmannerl f t hey wish to forgo incorporating the cultural sp

Significant new cultural elements outside of the Players Guide need the approvalafdPlioe Ownerprior to being referenced In
Game.

PlayerRace List
The races available layer Characterare:

Races
U  Barbarian i Dwarf U  Goblinor HalfGoblin U  Mongrel U  Taelgranis
0 Canid U  Endrani U  Gypsy U0  Ogre or HalfOgre
U  Dhampari U  Felinae U  Half-Fae U  Orc or Half Orc
U  Dragoon 0 Gael 6B U  Human U0 Paleteth

PlayerRace Description
The descriptions are presented in the following format:

U Race Name The most common label the race is referred to by, which may or may not be what the race itself prefers to |
called. For example, fe®arbariansor Mongrelsactually prefer to be called by either label.

U Description: A short synopsis of the race to acclimate players. Far mesegth descriptions are present in tlegacies
Pl ay er sAnydiltuie discussed is not universal to Rexce, but simply a description of the culture of their homeland.

U Costume Requirementsthe basic physical representations that a player must incorporate into their costepredent a
member of that race. New players have thEgentsto meet these regrements, after which point they will no longer be
allowed to use th&acial Abilitiesof that raceand may eventually be switched to a Human if they continue to not meet
costuming requirementsExisting players making new characters will not be alloweglay the character until they fulfill
the costume requirements.

Barbarian

Description: The term barbarian is typically used as a slur to describe any peoples a particular culture considers primitive. T
of Nippon commonly consider most outsid barbarians, and most outside cultures that interact with Nippon consider the Nip
barbarians. When Legacies refers to Barbarians it is not referring to the slur, but rather a specific race known ass,E
composed of several cultures of Humdecent, unified by some common elements. Barbarians live in tribes or clans, occ
steadings or villages numbering usually no more than several hundred, rather than forming large towns and cities. e/
typically plays a much smaller role the society, though livestock and animal husbandry are quite prevalent. Barbarians, reg
of culture, tend to be a very martially oriented society, with a much higher percentage of the society being familiarhaitdlihg
of weapons. Theytendt be an incredibly honest and forthright peop
All of the Barbarian cultures are indeed considered primitive by outsiders, despite having some incredibly sopt
advancements.

All Human cultures have barbaric roots. As the cultures advanced to more agriculture based societies, and villages grew
the Barbarian spirit that once gripped the societies pacified, leaving the Human peoples thavadoughands today. Most land
still have some remote regions that still live in the traditional lifestyle of their Barbarian ancestry, but there anatisprgltares
where the Barbarian spirit never surrendered. The most prevalent Barbarian cultuhes Moesk of Nordehavn and Skollar, tl
Nuada of Labradoin Inishmora the Highlanders of Schohieim Inishmora the Mongols of the northern Shalkaran Steppes, ant
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Dervishes of the deep Damascan desert.

NOTE: The Barbarian and Gypsy races are uaiguthat they differ from another race, Humans, only by the culture they were

in. While there is a hereditary propensity for tHedcial Abilities, it is the culture of the «
actual development of tHeacial Abilities. It is only the culture that defines the race and players wishing to play a character

either a Barbarian or a Gypsy people, but then raised and adopting a different culture should play a Human. LikewiselzltHt
raised and added by either a Barbarian or Gypsy culture should play one of those two races.

Costume Requirement8arbarians must have totemic or runic drawings or symbols across their face.

Canid

Description: Canids are sapient, bipedal canines who typically shun the trappings of society to travel in primitiwersatic packs
in unsettled lands. The degree of primitiveness depends on how much contact the Canids have with more civilizdd peop!
remde locations some packs are completely feral, whose language is little better than growls, barks, and howls one wadal
with their four legged brethren, and without even primitive tools. However the majority of Canids have had enough exies
other races to have adopted a semblance of the local language, and are advanced enough to have armor of hide andabdr
knives of stone, and have mastered the use of fireegions where the Canid packs regularly come in contact withzeitidn it is
not uncommon for members of the pack to trade furs and hides to the other local people, in exchange for items of met
spun cloth.

The Canid race is divided into three species: the Lupus, Vulpas, and Canus. The Lupas haveatgawith various types ¢
wolves and are the most numerous living in remote locations. The Vulpas appear very similar to smaller wild canindexasc
and coyotes. Of the three species, Vulpas seem most comfortable operating as loners, thoagh alsey comfortable pac
creatures. They have been very successful working on the outskirts of other civilizations. The Canus appear to be desce
common dogs and jackals. They also prefer life in the wilderness, but as the amount of trtdyloeations have dwindled in mar
lands the aggressively territorial Lupus have forced many Canus into towns and cities.

Costume Requirementanids must wear makeup or prosthetics that make them appear danlineead masks are recommend
but notrequired.

Dhampari
Description: The Dhampari are a cursed race, made up of the once dead from other player character races. Most Dhan

tasted life to begin with, either being stillborn or dying in early infancy. Others had a chance 4dtdife bowilling to accept thei
death. Most beliefs hold that the spirits of the dead make a deal with Ravnos, Lord of the Undead, or comparahiefigngeass
oath to the false deity in exchange for a second chance at life. The Dhampari doerabes the nature of their oath until Ravr
calls upon the Dhampari to serve him in the mortal realm; a compulsion they cannot resist. Their oath cannot be doriest
upon in advance through any manner.

Whatever oath a Dhampari swears, most atiiést that they received the short end of the bargain. When returned to the worlc
living they may not be technically undead, but that distinction provides very little comfort. The nature of their eigstieanty
visible, with them baring thebvious signs of their initial death for all to see. The Dhampari are shunned by almost all sc
disgust being obvious on the faces of even their former loved ones.

For the Dhampari who had lived passed infancy in their first life, it is hadistmguish which ones have it worse: the ones strip
of their previous mortal memories when they were reborn as Dhampari, or those whose memory is intact but are unable
their old place in the world, for which they damned themselves tryingtuon to.

Despite their cold, dead appearance, Dhampari are living. They have a metabolism, and eat and age as the rest of tHénesc
also have spirits, as strong as those naturally born, unlike individuals who return to the world of tharlixigh the Reincarnatio
magic ritual. However rather than going through birth again, Ravnos will simply will Dhampari into mortal existencdy t
making their bodies appear in their nia@llate teens, or twenties, to improve the likelihood thereri will live to fulfill their end
of their bargain to him.

Costume RequirementAll Dhampari must wear grayish or grayiblue makeup on all exposed skin. Dhampari may appear tc
undead versions of any PC race and may have the makeup/prsstitetichat race, but their skin must be distinguishably gray
blue, to indicate an undead lookor races that do not have visible skin under their fur or scales, scars and exposed bone can
to the prosthetics to give the appropriate appearance

Dragoon
Description: The Dragoons are a highly distrusted race of shapeshifters, with a lineage originating with Dragons. In their nat

their ancestry is clear; some appear as small bipedal dragon but most appear vaguely human, shoiwimgfatpgrtdraconic traits
small leather wings, patches of scales, horns or boney ridges. Few dragoons remain in their natural form, howevesteajptita
use their unique Racial Ability to instead appear as any of the Bithyesr CharacteiRacesso as to avoid the mistrust directed at th
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by members of the other races. Ironicaillys for this very reason that most of the other races distrust Dragoons, as many ente
Dragoons opt to use their shapeshifting abilities under the employee as assassins and spies.

The morphic nature of the Dragoons extends to more than jusafipgarance. Individual Dragoons spend so much time amonc
Dragoon cultures, under the guise of a different race, that they do not have much of a unique racial identity themselves.
Costume Requirementdragoons must havecales represented on exeal body parts using either malge or prosthetics. While
using theirChameleorRacial Ability Dragoon players must conform to the costuming requirements of the particular race whos
they have assumed. Moreover, while using the Chameleon abilitynthstycarry a small eye mask with scales drawn on it in
event that they go tBpirit and need to quickly represent the dragoon costuming requirements.

Dwarf

Description: The Dwarven people are as ageless as the mountains they IDevanves ardoelieved to ace, long agabeimmigrants
from Faery;wild Fae who did not choose a side in the conflict that has gripped the Fae for the length of memory. They are a
somber people who hold strongly to tradition and who, in many ways, are sotagsi from the rest of the world thahe Taelgranis
They carve their homes out of the very hearts of mountains, first as shelter from the latter days of the Dragon War$§,candhine
hardships that followed. Many Dwarves will never leave théteshef the mountains to experience the outside wérlthe furthest
they travel is through the tunnels that connect the three Dwarven kingdoms to visit kin in another kingdom. Over the ttmdl
surface of their mountain homes have become infestéid pvedators, monsters, and Goblinoids, the climate has become
harsher, and in the north the Goblin Wastes have set in around the mountains. All of this offers little reason forhtdage their
isolationist habits, insteag@mainingintent on waking their crafts within the security of their carved cities.

Dwarves that do mingle with other races are typically outcasts or were raised by a family that long ago left their lrooestiadl
now live among another culture. For these families tlageestill many traditions that hold over despite their isolation from
Dwarven homeland, for they tend to hold on to their traditions harder than other @easre occasion certabwarves living in
their mountain homes will stray to the surfacespimg the interests of their homeland.

Costume Requirement®warves must wear a lock of hair braided, no shorter than 6 inches long. The hair can be decorate
see fitand can be in either a beard, or in their hair.

Endrani

Description: The Endrani are a dark skinned race of Sidhe whose culture is defined by ruthless ambition. They are a ¢
warring houses locked in a game of thrones, using any means to advance their house and themselves, just as likely
carefully picled words at an opportune moment as with blades. Their society aatSigldly refined selective process, quick
weeding out the weak and leaving the strong. Other races fear them, both because of their ruthless cunning, and Bedearsie
have deeloped the ability to literally focus their will at the instinctual core of an opponent and temporarily inspire
uncontrolled terror.

Endrani society is one of the few truly matriarchal societies in Pangaea. Lineage is traced through the metreearbld most
of the power,; at first glance men appear subservient and marginalized, wighdeertyrights outside of their personal belonging
and fewer societal rights

Endrani found in other cultures tend to either be recent or ancestratsutoahe past entire Endrani houses, large extended fan
that can number between fifty to a few thousand, have been driven out of their society when they have been bested theiiv
ruthless games of politics. Some of these outcasts aiiltl ilogether and remain traditions with the intent of returning and re:
their revenge, while others have either spread into the wind or slowly had their house assimilated into whatever cultwvecttie
home, having their traditions slowly surrenei.

Costume Requirement&ndrani must wear black makm on all exposed skin, as well as ear extensions.

Felinae

Description: The Felinae are bipedal, sapient felines defined by their ability to adapt to whatever environment they find the
More than any other race, Humans included, Felinae can make themselves at home in whatever culture and lands theygete
enbrace local customs rather than persistently hold on to their own. In their ancestral homelands in the KategonianuBarekt:
forest in the native tongue of its inhabitants) along the southern border of Damascus the Felinae live a savagdifpsigidias the
apex predators in the jungles hunting all creatures for food, other Player Character Races ihdasid) the junglehe predatory
instincts quickly fall below the surface and a displaced individual can adapt to such an extentcasn® dree of the most urbar
personalities within a Malayan court. This level of cultural adaptability leads many Felinae to travel among culturatgdibge
societal differences, and Felinae have spread to all corners of the known world and mordovprick ability to embrace loce
culture has made them welcome in almost all lands. Rather than remaining different, they quickly fit in to a host bidturegs.
lead the race to encountering few prejudices and enabled them to climb the socintztgr many societies. It is not that t
predatory instincts that define primitive Felinae are gone, but rather that the Felinae are most adept at applyingetheia rven
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environmeniso that it does not seem out of place. Rather than stalkétygth tooth and claw, a Felinae in a foreign court can
as easily apply the same principles with carefully selected words to the right individuals.

Felinae are divided into three subspecies, defined mostly by their colorations and similar morphology. The Celicanetyo
resemble the morphology of small cats such as domesticated house cats, SenkishiagdCats The Swaras resemble vario
midsized cats such &heetah and Lynx and the Khans most closely resemble great cats such as lions and tigers. The dis
mostly arbitrary, used by the Thracian legions to assume certain aptitudes, whether magic, stealth, or combat amarag t
however all of the subspecies in reality have comparable skill in all of the aptitudes. The Felinae themselves raedty aeg
subspecies lines and will often intermarry. Offspring typically will inherit the morphology of only one of thesptreugh
personality traits are equally inherited from both parents. It is rare for a Felinae child to inherit a mix of physicéri$tars from
both parents and is most typical when one of the parents haskeliwae ancestor (Example: a grandpd was aPaleteth with a
Felinae parent), though even then not common.

Costume Requirement®ll Felinae must wear either a eattask or catike make up on their faces.

Gael 6Braugh

Description: Gael'Braugh are tribal Sidhe by nature and share the wide with the Felinae. They are one of the oldest races o
world and often look on the other races as younger siblings; to be taught, and guided. They have a great affinity dad rvaitdr
spaces and are great healers.

Costume RequirementssaelBraugh must wear a prosthetic ridged nose bridge or draw three horizontal lines across their nos
must also wear prosthetic ear extensions.

Goblin or Half -Goblin

Description: Goblins are a sniveling, sneaking, lying, thieving, cowardly rabeyTare bold when they have an obvious advant
but otherwise resort to subterfuge and deception. They are small, gnarled Goblinoids, distantly related to Orcs.

Costume Requirementssoblins require green make on all exposed skin as well as greeosthetic pointed ears.

Gypsy
Description: The Gypsies are a strange, flamboyant, and nomadic race. They live by their own customs and laws and se

more than lip service to the rules of other societies. Gypsies are intensely ethnocemgahgolute devotion and loyalty to the
band, blood, and family before all others.

NOTE: The Barbarian and Gypsy races are unique in that they differ from another race, Humans, only by the culture theydw
in. While there is a hereditary prosty for theirRacial Abilities, it is the culture of the «
actual development of tHeacial Abilities. It is only the culture that defines the race and players wishing to play a character
either a Barbaan or a Gypsy people, but then raised and adopting a different culture should play a Human. Likewise a Hur
raised and adopted by either a Barbarian or Gypsy culture should play one of those two races.

Costume Requirement$sypsies must wear a @slesign of some kind either on a cheek, the neck, or the back of a hand. This
takes the form of a tattoo and cannot be removed from the gypsy in any way.

Half-Fae

Description: The Half Fae are just as the name implies, half Fardyhalf any other PC Rac€he Fae parent may be of either t
Summer Court or the Winter Court, and are not restricted to the traditional western Fexarkple a Half Fae may be halfiih or

Kitsune. All Half Fae feel drawn to others of their kimdat lesser or greater extent, regardless of the nature of their parents, anc
Fae. This can lead to small enclaves of Half Fae, with a unique culture unto themselves. Other than that, as haly lweaede
culturally influenced by either paren

Special All Half-Fae characters must be approved by Plot prior to play.

Costume Requirementddalf-Faedo not have common markings shared by all members of their race butstatkeisome featur:
specific to theifFae paren{Example:Antlers from a Tatha parentwings from a pixie pareht The player must contaftot to get
permission for their costuming proposal.

Human

Description: Humans can be found in nearly every land, in all occupations, amongst most of the other Races. Some Hur
adapted themselves to the cultures of other Races, while other Humans have fashioned their own. There is no one ove
culture to speak of.

Costume Requirementdiuman characters are distinguished by their lack of costuming requirements.

Mongrel
Description: Mongrels are a not a race proper, but a catchall to describe the oddities of the game world. They can range frc
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and constructs, to magically or alchemically mutated versions of other races or creatures. As such the playecrisafiee¢htr own
culture for their mongrel.

Special All Mongrel characters must be approved by Plot prior to play.

Costume RequirementsAll Mongrels must approve costuming and malgethroughPlot and must not look like or be too similar -
existing regirements for other Races.

Ogre or Half-Ogre

Description: Ogres are innately competitive, and make natural bullies. Society has stomped on them, and they in turn
others.Occasionally it comes to be that a woman becomes pregnant with-agreléhild. The resulting baby is seldom favored
either people and is frequently unwanted and outcast.

Costume Requirement®gres and HalDgres must wear red facial paint over all exposed skin.

Orc or Half-Orc

Description: Orcs are a tribal, Goblinoid race from the wilds. They tend to live in tribal groups and prey on the otheraife®scs
born of norROrc mothers are treateas a cheap source of laborhe¥ are put to work as early as possible and forced to do the
degrading, disgusting, and danges tasks the Orcs can deviSame manage to escape this fate and eke out a living among
other races.

Costume Requirement®rcs and HaHOrcs must wear green make over all exposed skin, and must wear some fof war paint
on their faces.

Paleteth

Description: Sometimes condemned and outcast as bastarthieaéls, the halBidhe Paleteth are pariahs. To fill the void of soci
abandonment, the Paleteth often form a surrogate family of their frienakjdb they display a tenacious loyalty that is rivaled o
by the familial bond of the Gypsies.

Costume Requirement$aleteth must wear prosthetic extensios as well as a triangular mark on the left side of their neck.
mark must be at leastiich on each side of the triangle.

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

believe most in the gathering of knowledge. They are a very-klisaociety with the intent to gather and collect secrets. They
renowned as the best teachers and spies. Taelgranis are quiet creatures very rarely known to speak above the sowerd of a w
Costume Requirement§aelgranis must wear pale face makeup on all exposed skin, as walkHeticear extensions.

Racial Abilities (Racials)

Racial Abilities are innate abilitiggossessetly the variousRaces Typically Racial Abilities are much more powerful than Skill

however unlike Skills which continue to accrue as a character is played the character has a set number of Racial Abilitiegtlthat are v

them for the duratio of their time In Game.During character creation the player selects two different Raciats fhe list of

available Racial Abilities for their Race, except Humancharacters who only receive one Racial, Mahgrel characters that may
choose two of the same Racial Ability. During the first tHegentsof playing the character a player mawoge which Racials they
picked once, however once a character has pkgred more than thrdéventsthe only method to change Racial Abilities is via the
Ritual Transmute Spirit

Racial List
The Racial Abilities available to eaétlayer CharacteiRaceare:
Race Choice of Racial Abilities
Barbarian {Wrath}, Divination, Sense Deception
Canid {Pack SengeClaws, Sense Deception
Dhampari {Necromancy}, ResistFear, Resist Pain
Dragoon {Chameleon},Dragon RhymingSilver Tongue
Dwarf {Constitution}, Recovery, Sense Deception
Endrani {Fear}, Resist CharmiRemoveCurse
Felinae {Nine Lives}, Claws, Resist Charm
Gael 6 Br a | {Healing}, Resist Charm, Sense Deception
Goblin {Evasion}, Hoodwink, Claws
Gypsy {Curse}, Divination, ResisFear
Half-Fae {Glamour}, Dragon RhymingHoodwink
Human {Additional Skill Points}
Mongref Claws, Divination,Dragon RhymingHoodwink, RecoveryRemove CurseResist Charm, Resist Fear, Resist Pain, Sense Deception,
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Tongue

Ogre or HalfOgre | {Strength}, Recovery, Resist Pain

Orc or HaltOrc {Pelt}, Claws, Resist Pain

Paleteth

{Resist Magic}, Divination, Resist Charm

Taelgranis {Shadow Cloak}, Resist Charm, Silver Tongue

I

. Mongrels mayif they wish,have two of the sameaRial Ability rather than two separaiacial Abilities as the other races must.

Mongrelsmay only takea Racial Ability once, however, if it is designat&dnstantlyor Wheneveuse, as detailed in their description

below.

{} denote Racial Abilities unique tthat PC Race, though NPC races may also have the Racial Ability.

Racial Descriptiors
The descriptions are presented in the following format:

U Racial Name The Out of Game name for the Racial Ability.

U Description: A generalsummaryof what the Racial Abilitydoes This is not intended as a description of how or why the
Effect works In Game.

i System The game mechanics for the Racial Ability, describing how the Racial works Out of Game. These are the detaile
rules describing how the ability works within thegacies rules framework.

0 Signature Call: The game call used to notify other players that the racial ability is being used. All Signature Calls are

considered Out of Game, excepting those thatitatieized and underlined which are considered In Gamdn Game
Signature Calls actually argpokenby the character rather than player, and any Effect In Game that would prevent the
character from speaking would prevent the use of these particular abilities.

U Uses:The number ofimes per an Event that the ¢ Ability may be used.3x per Eventneans that the character may use
the ability three times over the coursEan Event Constantlymeans the Racial is always in usé&/henevemeans the
character may use the ability as many times as they wishebdtto specify when they are using it.

U Duration: How long the Racial Ability has effect once it has been usestant duration means that the effects of the ability

resolve the moment they are used.

U Delivery: The means in which the ability is used on theo character, if applicable. Delivery methods are discussed in

AChapter 10.

Additional Skill Points

Description This Racial Ability grantsbonus skill points that may be spent on ¢
Skills the player wishes.

System This Racial Ability grants 15 additional Skill Points that the player can s
on their character during character creation. These skill points are counted sef
from the characterdés tot al s k i | grhowpnmamny,
Body Points the character has nor wheaoalculating Blanket ( s e e i C
Advancement o | ater in the <chapt erByibeq
This Racial Ability is not suppressed by Effects that would normally suppress K
Abilities, unl ess specified other wis
this Racial Ability then 15 Skill Points worth of Skills must be removed for t
Character Card

SignatureCall: N/A

Chameleon

Description This Racial Ability allows the charactés assume the physical form a
scent of any other PC race.

System When used, the player changes the costuming of their character to m¢
costuming requirementsf any PC Race of their choice. While in that form they ¢
all physical indication to other characters that they are the PC Race whose form t
assuming, including teard characters that use the Pack Sense racial on them. P
may assume diffent forms of the same PC Race, complete with unique scentg
regard to Pack Sense, provided that there is a significant difference in costumi
makes them actually appear like different individuaBharacters may revert to the
native form freg, without consuming another use of this Racial ability, and will g
revert to their native form the moment they go to Spirit. They alilb Resurrect in
their native form. This ability may be used in conjunction with the Bkdljuise
SignatureCall: AChameleon

NOTE: Costuming forMongrel and Half-Fae races must be approved by Plot prior

use.

Constantly
Duration: N/A
Delivery. N/A

3x per Event
Duration: Instant
Delivery. N/A
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Constitution

Descriptionn This Racial Ability makes the charactbardier than mosthus able to
sustain more damage as well as resist chemicadbiatabjical attacks.

System This Racial Ability acts as Resistance CountermeasuagainstAlchemy and
Elixirs as well as the Monster Racial Abilitigsfectionand Pathogenand may be use
three times in an event. Additionaltharacters that possess this racial ability will g
2 body points for every 10 skill points on their character card, rather than 1 body
ascharacters without this Racial Abilifjo.

SignatureCall: fiResisb

Curse
Description This Racial Ability deliversa terrible curseupon other characters
preventing the target from benefiting from most Healing and Life Effects.

System The target may not benefit from ahlealing Effector Life Effect or any Hfect
that restore limbs or addsBody Points with the exceptions of the Racial Abilitie
Healing and Recovery Abilities that grant additional benefits in addition to mjiag
Body Points, such as the Racial Abilit}rath, will still grant the other benefitg
however the character will not receive the benefit of additional Body Points. I
target is resurrected with tiResurrectionSkill they are restored to full higla with all
limbs intact, but are still under the effects of Curse. Characters at 0 bod
unconscious will still automatically heal to 1 body after ten minutes. This Effect
only be removed by the racial abiliRemove Cursehe character that iginal used this
Ability may not cancel its effectsA character may only have one curse on them
time, but a Gypsy may have up to 3 curses active at any given time. Creatures
monster Racial AbilityRegeneratiorcannot regenerate when cursadd can be ki#d
as if they did not have theaRial Ability. The Kkill First Aid can be used to assess {
wounds of a cursed character, but not heal them.
SignatureCall: fiCurse Upon Yo

Claws

Description This Racial Ability allows a character to fightth claws or other naturg
weaponryrather than weapons made by Smiths

System The ability allows the character to fight with a claw in each hand. Claw
Physically Represented by a boffer 4w
Cl awdo as base damage. A character m
with claws. Claws are considered Qualltyafteditems for tle purposes of determirgn
what Hfects may be used on therithe SpellEnchanted Bladand the Alchemylade
Venomaffect both Claws simultaneouslif. a Claw is destroyed byhatter Strike
Shatter Unshatterableor the Shatter Spell, it may be restored by anyfféct that
restoes a limb. A character may choose to fight with a Claw in one hand and ei
One Handed Edge, One Handed Blunt, or Small Weapon in the other, provide
have the appropriate Weapon Skill, without needing Rtegentine or Two Weapon
Skills.

This Racial Ability acts as almmunity Countermeasurghen walking on a surface ¢
holding an item covered in the Alcher@jl of Slipperiness

SignatureCall: fixDamage Call> Claw

NOTE: Mongrelsmay use this ability to simulate natural weapons dtfen claws, for|
example horns or tail barbs, with the approval of Plot. Likewise, Plot may use
represent other natural weapons of monster races.

Divination

Description This Racial Ability enables a character to get a brief glimpse of pos
future events.

System In order to use this ability the player must first get a Plot Ref as a witneg
to adjudicate the use dfie Racial Ability. They then roleplay a method of divinati
with the appropriate Phys Reps as necessary, and when done they inform the PI
a future scene or setting that they are attempting to divine upon as well as the
behind their cha e . For example, a player mig

3x per Event
Duration: Instant
Delivery. N/A

3x per Event
Duration: Until end of event
Delivery. Packet

Constantly
Duration: N/A
Delivery. N/A

Whenever

Duration: Time required for roleplay o
divination, asking a Plot Ref, an
receiving an answer.

Delivery. N/A
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road between Fortnight and Port Blackwater over the next week. My intent is t
when and where the highwayman will s

The player will then draw from &hance Bag For the first Divination that thg
character has done for the event there will be one white stone and nine blue
During each subsequent Divinatidhat the character perforntisat eventa blue stong
will be removed and a black stone will be added &ach previous Divinatiof
performed Additionally, if the player has made no effort to represbatDivination
performed (no roleplay or Physical representation for the Divination) two blue g
will be replaced with black stones, and if they did esent the Divination but put fort
the minimum effort, one blue stone will be replaced with a black stone. Players t
an exceptional job of representing the Divination, either by great use of props to
scene or copious research on their chdd®mation method Out of Game so that th
character really gives the illusion
discretion, and have a black stone replaced with a blue stbdéitionally if a Player
has alLore Skill appropriate to what tlyeare divining on they may opt to spend one
of the Lore to convert a black stone back into a blue, though no more than one
stone is converted in this way per draw. If there are no black stormmvert, the
using the Lore has no benefif he Plot Referee will make a small hash mark nex
Divination on the Character Card each time the ability is used, in order to tra
number of black stones that should be in the bag.

If the player pulls a white or blue stone from the bag the Plot itehmswer the spirit
of the question asked, typically with symbolism appropriate for the divination me
The player will likely need to interpret the symbolism, howeifethey pull the white
stone the Plot Ref may either be much more straightforwitdthe answer or provid
many more details. A black stone will result in a negative effect, sutgethe
discretion of the Plot Ref and with a severity determined by the number of black ¢
The Plot ref will never answer the question if the plagulled a black stonevhether to
provide erroneous information or otherwise

If the player attempts to divine on a future scene that is dependent on the answe
Divination to occur, or similar paradox, the Plot ref will ask the player to diving
another scene.Similarly, if the player attempts to divine on a future event tha
entirely dependent on a truly random factor, for example what the results of a pu
a Chance Bag will be, the Plot ref will ask the player to divine on anothee.s@te
answers that the Plot Ref provides are only possible future events, and the aci
players may cause them to not come to pass.

Like all Chance Bag based abilities Divination is subjectool Down i Ap p en
Det ai |l ed Ex ahmgpth exaniple bf®isinaion in use.

SignatureCall: N/A

NOTE: Unlike the other Racial Abilities, Divination is not a simple ability to use
places expectations on the player using it to familiarize themselves enough wit
chosen method of Divination through Out of Game research on historical meth
divination so as to be able to portragrformingthe Divination. It also expects th
necessary props for their chosen method. Suggested methods of Divination, inaty
are not limited togazing into a crystal ball, performing a Tarot spread, Rune cag
and reading entrails. It is suggested that the player talk to the head of Plot abo
chosen method and the props they intend toifuseey intend to take th®ivination
Racial Ahlity to determine if they are sufficient

Dragon Rhyming
Descriptionnt This Racial Ability compet the actions of another character throy
verbal command.

System After a minute or moref conversation with the targehe charactespeaksa
verbal command, ten words or less, to the target, which the target must obey
minutesor until the command has been completed, whichever is sodier Signature
call "Dragon Rhyming" shouldeébappended to the end of the command. The target
not be directly compelled to injure or kilheir self, however they may be issueq

command that indirectly leads to their injury (Example: The target may not be t

3x per Event
Duration: 10 Minutes
Delivery. Conversation
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stab themselves but may be taddwait in place until an approaching monster rea
them) Usage of this ability may not be directly detedigalighthe targemay infer the
use of soméMind Altering Effecif they resisthe effects. The spdbetect Charmwill
identify an individal under compulsionThis is considered a Mind Altering Effect.
SignatureCall: <uj to a ten word command> Dragon Rhynding

Evasion

Descriptiont This Racial Abilitygrants an almost preternatural skilldatdging weapor
attacks.

System This Racial Ability acts asraAvoidanceCountermeasuragainstMelee and
Missile Weapon Delivered Attacles well as the effects of Trapsith the exception o
Portcullis Traps

SignatureCall: fiEvasion

Fear

Descriptiont This Racial Abilityinspires uncontrollable terror imtarget.

System For ten minutes the target is consumed by terror and must run from every
If they are unable to flethe area they must hide, and failing the ability to hide, n
cower where they are. The target may not use any Skills other than Body, hawe
not considered immobilized or willing with regard@Gounted Actions

SignatureCall: iKnow the Feabd

Glamour

Description This Racial Ability deprives a target charactesf the use of magic for

short period.

System The target is prevented from using any magical ability. They carasvtfrom
Spell Slots or SpellScrolls, and cannot access aRitual Enchantmentsn their person
or items they carry (seChapter5: Wi z ar d a hn dny Spelisthab aredactive or
thetargetwhen hit are dispelled, similar to the spe#lding Magic The targé may be
affected by Pells cast on them by others during the duratibthis ability. This Rcial

can only be resisted Besist Magic

SignatureCall: iGlamouo

Healing
Description This Racial Ability allows characters feerform miraculous healing ¢

their selfor other characters.

System To use this Racial Ability the character must place one hand, palm dow
the targed s  t(imcludng their owl and recite thaignature cald they may not use
this ability if the torso of the target has been destroyElde target will be restored t
full Body Points and have all crippled or destroyed body parts restored, regard
whether the target is alive or dead wheis tbility is used on themThis Racial Ability
is capable of returning Spirit to its body, bringing the target back to full health in |
of aResurrection. Characters brought back to life in this manner react as if they
a white stone from €hance Bag This ability will not affect unwilling targetaho are
Spirits, howeverif used on a living target it does not require consefor more
information see fAChapter 3: Life and
SignatureCall: iHealingd

Hoodwink

Descriptiont This Racial Ability makes items disappear from sight and not reapp
until the charactechoossto reveal them.

System To use Hoodwink the character hides a Phys Rep out of sight on their
(Example: In a pouch or satchel, in a pocket, concealed behind a cloak, etcete
recites the Signature Call. The Item is then considered Out of Game and the Itg
shoudl®e kept on the player. The Phys
tape also designating that it is out of game, however, it no longer needs to be corn
While an item is under Hoodwink it cannot be taken from the character or dest
Hoodwink lasts for one hour; however, the character may choose to drop Hoodw

3x per Event
Duration: Instant
Delivery. N/A

3x per Event
Duration: 10 Minutes
Delivery. Packet

3x per Event
Duration: 10 Minutes
Delivery. Packet

3x per Event
Duration: Instant
Delivery. Touch

3x per Event

Duration: One Hour
Delivery Hi di ng i
person

tem o
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will and bring the item back In Game. As soon as Hoodwink is dropped the orang
should be removed from the Phys and the item is considered In Game at that poin

Items that are bound to another character via the Rigmf# Link or Spirit Shackles
may not be hidden with Hoodwink though attempting to hide them does not cour
use of this Racial Ability. The character may hide items that are bound to theiithe
one of those Rituals. Magic Items hidden with Hoodwink do not take u
EnchantmentSlain t he character (see fiChapte

SignatureCall: iHoodwinkd

Necromancy
Descriptiont This Racial Abilitygrantsthe ability to raisg¢he dead as Zombie minior

and banish existing Zombies and similar undead.

System When the charactespeaksthe Signature Call fiRise My Minions, all dead
bodies withina Radius of Arm Spainstantly becom&ombies The Zombies have a
of the Body Pointsand Rushthatthe deadcharactethadin life. If they possessethe
Racial AbilitiesClawsor Peltin life, they have them as Zombig though they do no
have any other PC Racial AbilityThey are mindlesand may only use Weapon Ski
and the SkillsCritical Strike and Back Strike The Zombies will follow all command
given by thecharacterwho crated them, assuming the commands are possib
attempt. After 10 minutes, the zombies fall to the ground dead. Those cha
resume their 10ninute counts before theirpBit | eaves t heir bo
Li f e andZomkeea tréated irhis fashion are considered to have thenster
Racial Abilities MindlessandUndead

Alternatively this ability may be used to-daimate all characters with the Undead &
Mindless Monster Racial Abilities that are within a Radius of Arm Span from
character using this ability. The ch

and all mindless undead within the effected radius must fall over dead. This

mindless undead raised by the character with this ability, as well as mindlessl

animated through different means.

SignatureCall: fiRise My Miniondori Rest My Mi ni ons o

Nine Lives

Description This Racial Ability grants charactepseternatural ability to avoid death
the skin of their teeth.

System Each use of this ability allows the character to avoid the restitee effect
that would normallysend them t®leeding to DeathDead or Spirit,, thoughthis is not
considered arvoidance CountermeasureAfter use of this ability, the character
reduced to 1Body Point has no remainingRush Armor Points or any active Sped

Alchemy, or Elixis that actas aResistance Countermeasufgxample:Spell Shield
Serum. This ability may not be used the character has less than 1 Body Pqg
however it may be used in situations where the character is unconscious for 1
other than being at 0 Body Points (Example: the character was affected by th
Waylayor the Alchemical Compoun8lleep Gas

Additionally, characters with Nine Lives receive 7 points of Rush per purchase
skill, rather than 5 points.

SignatureCall: fiNine Live

Pack Sense

Descriptionn This Racial Ability grantsan exceptional sense of smell that allo
charactergo identify who is and is nad member otheir pack by their scent alores
well as detect poisonous compoundk additionally grants partial immunity again
Effects that would compel them to kill other pack members.

System This ability has two modes of use: Scenting and Tracking. By perform
Three CountCount ed Acti on , AiScenting Oon
Characters with this ability may scent food and dtimldetermine if it contains toxin

or poisons such as alchemical compounds, potions, or elixirs. They may not id

3x per Event

Duration: 10 minutednstant

Delivery. All deadundeadbodies within
aradius equal to the arm spanpidyer.

3x per Event
Duration: Instant
Delivery. N/A

Whenever
Duration: Instant
Delivery: Roleplay sniffing
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what the compound is without either tAkchemical Loreor Identify skills.

The Scenting Three Count may also be used on anotheactdrato determine trait
about the charactefThe character targeted by the Scenting must disclose the follg
information:
U The Race of their character unless they are currently using the Racial Al
Chameleon or Shape Shifting, in which case thengt disclose the Race of th
current form they have aBisguissmekidl to
appear as another Race must disclose their true Race rather than the ¢
Race.
0  Whether they are currently affectdte Monster Racial Abilitiegnfection and
Pathogen
0  Whether they currently haveny active Alchemical or Elixir effects on the
though the target should not disclose which effects unlessSteating
character specifies they have thellSAlchemical Lore

The character using Pad8ense to Scent another character must be within a Rad
Arm Span from the target and pantomime sniffing at the target. This ability is us
affect the area that the target is in rather than the target them self, so it is not ne
for the targéto be considered willing per the rules of Counted Action. That said
character performing the scenting may not walk about while Scenting so the targ
simply walk away to avoid the scrutiny.

Alternatively Characters with Pack Sense may usealfil@y to track other character
typically during a Plot module. Characters using this ability perform a repeated
Count Counted Action, ATr acki ngnd Dea Rlat
Refereewill lead the character along the path of theget they are tracking as long
the character repeats the Three Count.

Pack Sense magisobe used to track characters that have used a Racial Ability
invisible (Shadow Cloalor Fleetness The character with Pack Sense must either
the taget go invisible or bénformed of the presence of the tarppgtanother characte
that witnessed the target go invisible. Ttlearacter may repeatedly perform f{
Tracking Three Count to follow the invisible character around though they ma|
otherwiseinteract with the invisible character.

Tracking is an exception to the typical rules for Counted Actions in that the cha
using Tracking may move about while performing the Counted Action. Charg
using Pack Sense to track must pantorrsmiéfing at the ground.

Finally, no Effect can compel the characterowingly deliver aDbamage Dealingor
Instant Death Effecanother character they consider a friend or pack mé&t. this
purpose Pack Sense is considerethamunity Countaneasure

SignatureCall: <Three CounCounted Actionr fiNo Ef fect o as
Example iScenting One, S ¢ e mort"Tratking Aney dracking
Two, TrackingThreé'

Pelt
Descriptionn This Racial Ability grants charactexr very thickhide, absorbing som| Constantly
damage done to them. Duration: N/A

System All Damage Dealing Effectmflict 5 fewer pointsof damageo characters witl] Delivery. N/A
Pelt. If this reduces the attack to O or negative damage, this racial acttnasamity
Countermeasure

SignatureCall: A No Ef f e &ordesspdints offdamiagewi t h

Recovery
Description This Racial Ability enables charactersdbake off damage done to thg 3x per Event
and return to full health. Duration: Instant

System While alive and conscious (at 1 or mddedy Poin} a charactemay perform Delivery. N/A
Sixty Couniwhile engaged in total redt standing, sitting, or laying in one spdit the
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end of the Sixty Count they must say the Signature €df e ¢ o,vaewhighbpoint
their Body Points are fully restored, as is one crippledtimb t he char a
the character aborts the Sixty Count it is not considered a use of the Racial Ability
SignatureCall: fixSixty CountCounted Action>Recoveryp

Remove Curse

Descriptiont This Racial Ability grants resistant¢e the Curse and may also remove
from other characters.

System This racial ability may be used one of two ways. First, it may be used
Resistance Countermeasuwgainst the racial abilit¢urse Alternatively, the charactg
may touch another character affectedGiysea nd say ClrBee mow er e
existing instance oCursefrom that character.

SignatureCall: i R e s i fiR¢mbve Curse

Resist Charm

Descriptiont This Racial Ability grants resistanée mental compulsions.

System This Racial Ability acts as Resistance CountermeaswagainstMind Altering
Effects

SignatureCall: fiResisb

Resist Fear
Description This Racial Ability grants resistance to the Racial Abifigar.
System This Racial Ability acts as Resistance Countermeaswagainst-ear

SignatureCal: A Resi st o

Resist Magic
Description This Racial Ability grants resistande magical spell@nd some magicq

effects.

System This Racial Ability acts as &esistance Countermeasuegyainst Spells,
including from Potionsdamage from the RituaBolt of Mang and from the Racia
Ability Glamour.
SignatureCall: fiResisb

Resist Pain

Description This Racial Ability grants resistant@ someweapon attack

System This Racial Ability acts as @&esistance Countermeasuagainst\Weapon
Delivered Attackghat incapacitate a limb, render the character unconscious, (
Instant Death Effectshoweverit may not be used to resist numeric damage done
Damage Dealing Attack If an attack does both numeric damage and an addit
effect that is coveretly this Racial Ability, the additional effect can be resisted tho
the character still takes the numeric damage. For example, if a character was h
attack with the SitgenCaushwcoukl beGesistédswithiihis @bijli
but the character would still take the 10 damage.

SignatureCall: fiResisb

Sense Deception
Descriptionn This Racial Ability enables a character to detetien they are being

misledby another character and to what extent.

System When a character with this ability believes someone is lying, they may sa
Signature Calli Se ns e D amnd ¢hp taiget most tell them if they were lyi
telling a halftruth, or telling the complete truth. When specifying the degre
falsehood the exchange should be considered Out of Game with regard tg
observers, howevgthe player using SenseeBeption is aware of the information
Game.

If usedagainsta character currently using the Racial Ability Silver Tongue this ab
has no effect, however the character using it is aware that the target has empl

3x per Event
Duration: Instant
Delivery. Touch

3x per Event
Duration: Instant
Delivery. N/A

3x per Event
Duration: Instant
Delivery. N/A

3x per Event
Duration: Instant
Delivery. N/A

3x per Event
Duration: Instant
Delivery. N/A

3x per Event
Duration: Instant

Delivery. Conversation
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ability that allows their worslto evade scrutiny.
SignatureCalliSense Deceptiono

Shadow Cloak
Descriptiont This Racial Ability is a limited and temporary form of invisibility
System The character recites the Signat@al and holds a hand, fingers spread ap
in front of their fact to notify other players that they are currently under the effe
the Racial Ability. The player must keep their hand in front of their face the entireg
Shadow Cloak is active. Dte r pl ayers should 1ignor
character is invisible. While under the effects of Shadow Cloak the character m
interact with the world or characters, though they may move about slowly and g
The following are an exapte of actions that are considered interacting with the w
or characters for the purposes of cancelling Shadow Cloak, hawiever not an
exhaustive list:
U Talking, even at a whisper.
U Physically touching another character, even lightly brushing aghest
0O Picking up or manipulating objec
person at the time of activating Shadow Cloak.
U Breaking twigs or loud movement, though in general players in Shadow
will be given the benefit of the doubt.
U Moving faster than a walking pace.
U Smoking or possessing an illuminated light source.
U Using any ability other tharResistance Countermeasur@s Immunity
Countermeasures
SignatureCali Shadow Cl oak?o

Silver Tongue
Description This Racial Ability represents thability to ignore effectof abilities that

would otherwise compéhe characteto betruthful.
System When used, Silver Tongue allows the character to ignorefieets of any
Effect that would compel them to tell the trithch as the Speliruth. Both Effects
that are currently affecting the character as well as Effects that target the ch
following the activation of Silver Tongue may be ignored. This is nolmamunity
Countermeasure¢o Truth Effects,as the Truth Effects are technicabytive on the
character, the character may simply ignore them.

Furthermore, while active, this Racial Ability does act as an Immunity Counterme
to the Racial AbilitySense Deception Silver Tongue may not be used to counter a
of Sense Decejain that was used prior to Silver Tongue being active.

SignatureCall: A Si | veromMomoaetf fect o i f targe

Strength
Description This Racial Ability makes a charactercredibly strong angllows them

perform significant feats of strength.
System Strength allows the character to perform 3 "feats of strength” per event.
Feats of Strength include (but are not limited to):

0O By reciting the Signature Cal/l f
the spellsPin, Bind, Paralyze the Alchemical Compoun®aste of Stickiness
the Monster RaciaEntangle physical bindings or an Entangle Trap. |
character is simultanedysunder multiple applicable Effects, one use of H
of Strength will negate all of them.

0 Adding + 20 damage and Grush effect to an existing damage call to al
cripple a limb. This can be used in conjunction with lte¢hal Strikeand
Fatal Strikeskills, and is added prior to multiplying the damage with th
strikes. For Example A°. char acter that woul d
could optionally use a Feat of Strength to swing for "30 Crush". If usg
conjunction withLethal Strikethey would swing fofLethal Strike 300 Crush

U Roleplay Feats of Strength, such as throwing someone, pushing people
holding characters in placeicetera Roleplay Feats may not go beyond

3x per Event
Duration: 10 Minutes
Delivery. N/A

3x per Event
Duration: 10 minutes
Delivery. N/A

3x per Event
Duration: Instant
Delivery. Weapon, Touch
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bounds of what the player can quickly and easily represithout going Oulf
of Game. Characters can "Feat of Strength, pushing you away" ar
recipient can quickly backpedal out of the way and pretend they werg
knocked back. The character may ,nobwever, throw someone over t
tavern, which wouldequire the target to run to the other side of the tavern
of Game to represent having been thrown over it.
0 Act as aResistance Countermeasucethe Monster Racial AbilityVeakness
SignatureCal: i Feat of, SitFreeantg tohfd StArcd n gtnik R e
fi damage cal Crusho

Wrath

Description This Racial Ability puts a character in a controlled rage and gf 3x per Event
immunity to most Effects that do not deal damage. Duration: 10 Minutes
SystemUponusing this ability, the following conditions apply to the character: Delivery. N/A

U All Active Effects from Spells, Alchemy and Elixirs currently affecting {
character are removed, both helpful and adverse.
0 The character receives an additional Bxtly Pointswhile in Wrath. Once
the character is no longer under the effects of Wrath they lose these tem
Body Points.
U The character is only affected by Racial Abilities, Rituals, @amage
Dealing Effects
U The character may use any skill or other ability they mssse
U They may still pick and choose their targets.
The player must constantly display the enraged state of their character. If the
portraying their Wrath, which they may choose to do, the Wrath ends. When the
ends, by duration or by choice, tblearacter dropt 0 Body Points and ignconscious
(See the Chapter 3: Life and DeathJhe character may beevived via any of the
criteria that restore a character to consciousness the character must rest fb®
Minutes @ they are not alloed to walk or use any Skills. The character is nd
considered prone with respect to Counted Actions after lseingedbut are considere
such while still unconscious. Aife Effectwill instantly revive the character at fu
Body Points anckliminate the ned fora period of rest.If a player uses Wrath whil
already in Wrath it extends the duration that they are in Wrath but also exten
duration that they must rest; the time necessary to recover from unconsciousnes
extended and a single LifdfEct will still nullify the need for a period of rest.

This Racial Ability may be used as Awoidance Countermeasute the Racial Ability
Fear. Using it in this way still sends the character into Wraltihey must utilize ong
use of this Racial Abilit for each instance of Fear that the player wishes to avoid
example, if they are struck by Fear once they are already in Wrath the playe
utilize another one of their uses of Wrath if they wish to avoid the effects of Fear.
SignatureCall: A Wr at h o

Skills

Skills are the occupational knowledge of a character. They are abilities that a character is able to learn and buyookss tfe
events as the character is played, rather than abilities that are innate and the character beglioh aittrRacial Abilities, or abilities
that are granted by an item, such as Spells and Alchemy. Players begin with a certain number of Skill Points to orytt&ills f
character as discussed at the beginning of this chapter, and will accrue mbRoiBkdl for their character each time they play the
character (discussed |l ater in this chapter in the section

Skill List

The Skill List contains the names of each Skill, as well as the associated Skill Point Cost in ordex $&ithdigr a character and add
it to the character card. It also contains a list of Prerequisite skills that need to be purchased prior to buyiagdthkkiljumber of
Production Points, if any, the Skill grantSkills that cost 0 Skill Points maye purchased for free, howeyafter Character Creation
they still need to be learned before a character acquires them (see the&Hiingobelow for details on teaching and learning skills).

Skill Skill Point Cost Prerequisite

Defensive Skills Skill Point Cost Prerequisites

Body 2 None

Juggling 6 Mortal Dodge x2 or Mortal Parry x2
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Mortal Dodge 6 Rush x3 (Cumulative)
Mortal Parry 6 Body x3 (Cumulative)

Rush 2 None

AssassinSkills Skill Point Cost Prerequisites

Back Strike 5! Weapon Skill

Death Strike 6 Back Strike x2 (Cumulative)
Fatal Strike 6 Back Strike x2 (Cumulative)
Hobbling Blow 3 Back Strike (Cumulative)
Killing Blow 4 Weapon Skill

Vicious Strike 3 Back Strike (Cumulative)
Waylay 8 Back Strike

Warrior Skills Skill Point Cost Prerequisites

Crippling Strike

3

Critical Strike (Cumulative)

Critical Strike 5! Weapon Skill

Fumble Strike 4 Critical Strike (Cumulative)
Lethal Strike 6 Critical Strike x2 (Cumulative)
Mortal Strike 6 Critical Strike x2 (Cumulative)
ShatterStrike 5 Critical Strike (Cumulative)
Wounding Strike 3 Critical Strike (Cumulative)

Heroic Skills Skill Point Cost Prerequisites

Armor Breach 6 Shatter Strike x3 (Cumulative)

Dastardly Deed 6 Death Strike x5 or Mortal Strike x5 (Cumulative)

Daylight Assassin 6 Death Strike x 3 (Cumulative) or Fatal Strike x 3 (Cumulatiowe
Hobbling Blow x 6 (Cumulative)

Heroic Act 6 Mortal Parry 8 (Cumulative)

Last Stand 10 Mortal Parry x5 (Cumulative) anderoic Act (Cumulative)

ShatterUnshatterable 8 Shatter Strike x5 (Cumulative) and Armor Breach (Cumulative|

Fighting Style Skills

Skill Point Cost

Prerequisites

Shield 6 None
Florentine 3 MeleeWeapon Skill
Two Weapons 4 Florentine

8

Style Master

Melee Weapon Skill

Melee Weapon Skills

Skill Point Cost

Prerequisites

Small Weapon 0 None
1 HandedBlunt 3 None
1 HandedEdge 3 None
1.5HandedBlunt 4 None
1.5HandedEdge 4 None
2 HandedBlunt 5 None
2 HandedEdge 5 None
Weapons Master 15 None

Missile Weapon Skills

Skill Point Cost

Prerequisites

Artillery 5 None
Hand Bow 2 None
Javelin 4 None
Long Bow 4 None
Marksman 10 None
Thrown Weapon 0 None

Production Skills

Skill Point Cost

Prerequisites

Production Points

Apprentice Apothecary 3 Alchemical Lore 3
Journeymaripothecary 5 Apprentice Apothecary x3 (Cumulative) 5
Master Apothecary 7 Journeyman Apothecary x3 (Cumulative) 7
Apprentice Scribe 3 Casting 3
Journeyman Scribe 5 Apprentice Scribe x3 (Cumulative) 5
Master Scribe 7 Journeyman Scribe X€umulative) 7
Apprentice Smith 3 None 3
Journeyman Smith 5 Apprentice Smith x3 (Cumulative) 5
Master Smith 7 Journeyman Smith x3 (Cumulative) 7

Magic Skills

Skill Point Cost

Prerequisites

Read Magic

0

Read/Write
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Casting 2 None

Level 1Spell Slot 1 Casting

Level 2 Spell Slot 2 Level 1 Spell Slot (Cumulative)
Level 3 Spell Slot 3 Level 2 Spell Slot (Cumulative)
Level 4 Spell Slot 4 Level 3 Spell Slot (Cumulative)
Level 5 Spell Slot 5 Level 4 Spell Slot (Cumulative)
Level 6 Spell Slot 6 Level 5 Spell Slot (Cumulative)
Level 7 Spell Slot 7 Level 6 Spell Slot (Cumulative)
Identify 3 Ability to cast a 2nd level spell.
Spell Sonnet 8 Ability to cast 1st level spell
Ritual Cost Prerequisite

Anchorhead 2 Casting

Incanting(Apprentice) 1 Level 7 Spell Slot130 SP spent in spell slotslentify
Incanting (Journeyman) 2 Incanting (Apprentice)
Incanting (Master) 3 Incanting (Journeyman)
Incanting (Grand Master) | 4 Incanting (Master)

Incanting (Adept) 5 Incanting (Grandviaster)
Incanting (Archon) 6 Incanting (Adept)

Healing Cost Prerequisite

First Aid 0 None

Resurrection 8 First Aid

Knowledge Cost Prerequisite

Alchemical Lore 0 Read/Write

Lore <Specific> 2 Nong

Read/Write 0 None

Teaching 2 None

Thieving Cost Prerequisite

Disguise 6 None

Escapology 3 None

Lock Picking 4 None

Set/Disarm Trap 4 None

"The Skill Cost for these Skills increase with the number of purchases the character has. See the Skill Descriptiomsmizetew fo

details.

2 Usually Lore has no associated prerequisite skills; however lores that expand on other Skills do require the other Skill a:
prerequisite. See the Skill Description of Lore below.

Skill Descriptiors
The descriptions are categorized by Skill Category (ftpla: Defensive Skills, Magic Skillgtceterpaand presented in the following

format:

i
i

Skill Name: The Out of Game name for tiskill.

Description: A generalsummaryof what the Skill does. This is not intended as a description of how or why the Effect works
In Game.

System The game mechanics for the Skill, describing how the Skill works Out of Game. These are the detailed rule
describing how thé&kill works within the Legacies rules framework.

Uses:The number of times per an Event that the Skill may be u$eger Purchasemeans that the character may use the
ability once over the coursaf an Eventfor each time they buy the skillConstantlymeans the Skills always in use,
possibly excepting certain conditions as stated in the System section of pertinent\8kiélsevemeans the character may

use the skill as many times as they wish, but need to specify when they are ustnBrivduction Points per lrchase
(where X is 3, 5 or 7) is how many production points each purchase of the skill grants.

Signature Call: The game call used to notify other players that the Skill is being used. All Signature Calls are considere
Out of Game, excepting those thaé #alicized and underlined which are considered In Game. In Game Signature Calls
actually are said by the character rather than player, and any Effect In Game that would prevent the character from speal
would prevent the use of these particularitied.

Prerequisites Any Skills that must be purchased prior to purchasing the given Ski{Culihulative)then the prerequisites

must bemet additionally for each subsequent purchase of the Skill (ExaMpleal Dodgehas a prerequi si
(Cumul ative)o. For two pur chas esxpadhasédofirfRusmine pibchabgerthree ¢ h
Mort al Dodges, and so forth). Some Skills have multip
all of theprerequisites must be met;tifth ey ar e | oi n B dne ovihé dthergprerequisite usttbé met, but not
both. If two skills have the same prerequisites, the same skill purchase may be used to fulfill both prerequisites.

Skill Cost: The number of Skill Points necessary to buy a single purchase of the Skill.
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Defensive Skills

Defensive Skills are used to protect the character from harm, and range from abilities that simply increase the amount
damage a character can sustain toskilat actively assist the character in avoiding the hostile attack completely.

Body
Descripton Thi s skill increases a charac
System Each purchase of t hiBedyPdnitotalby3. nc

SignatureCall: N/A
Special: This skill does not need to be taught to the character viaghehingskill.

Jugglin

Description This skill allows the character to swat Packet Delivékithemyor Spells

or Missile Weaponharmlessly away with the palm of their hand.

System When the charactdrlocks a Packet Delivered Alchemical Compouwndspell,
or a thrown or launched Missile Weapwith the open palm of one hand and states
Signature Call it is considered &voidance Countermeasufer that Alchemy,Spell,

or Missile Weapon Alternatively the character may catch the packet or weapstead
of blocking of deflecting it and similarly avoid the effects, however they may

throw the caught item back if the item is a thrown weapon and they have the appr
skill.

SignatureCalAaJuggl i ngo

Mortal Dodge
Description This skill allows the character to miraculously dodge Baeket Delivered

EffectexceptingRacial Abilities or one missile weapon attack that would otherwise
them.

System This skill is anAvoidance Countermeasutieat can be used to negate any

Packet Delivered Effecexcept for a Packet Delivered Racial Ability, any one mis
weapon attack that hit the character or itemgleir personor the effects of a Tra
with the exception of Portcullis TrapsAdditionally it can avoid Spells that target t
character as a result of the Spekflect Heavily Armoredcharacters may not us
Mortal Dodge. Additionallya character must be fullgognizantand have full use o
both of their legs to use Mortal Dodge, though they may use it if under the effects
SpellPin. All other Effects that inhibit he use of o theusof Voeta
Dodge including hie SpellParalyze having one or both legs physically bound,
having one or both legs crippled by an In Game Effect.

SignatureCall: A Mor t al Dodgeo

Mortal Parry
Description This skill allows a character to miraculously block one Melee Weg

attack that would have otherwise hit them, using a weapon or shield.

System This skill is anAvoidance Countermeasuegainst meled\eaponDelivered
Attacks Any one attack, includin@pecialty Strikeggranted by Warrior or Assass
Skills, delivered with a melee weapon or tieawsRacial Ability can be negated usin
this skill & the player does not need to physically parry the attack to use this skil
indeed the most common use scenario for Mortal Parry is to stop an attack t
player has failed to physically parryrhe player using this skill must hatree Phys Rep
for a weapon, shieldClaw (See the Racial AbilityClaws for more information)or a
taggedar t i ficer i tem | o,argten Tagcdiraspondihg to thenPhy
Rep on their person (except for Clanem)d the corresponding Skdl Ability to use the
Phys Rep The playermay use this skill asraAvoidance Countermeasuréo any
weapon strike withina Radius of Weapon Reacincluding attacks targeting othe
character®r items

SignatureCall: A Mor t al Parryo

Constantly
PrerequisitesNone
Skill Cost: 2 SP

Whenever
Prerequisites Mortal
Mortal Parry x2

Skill Cost: 6 SP

Dodge x2 or

1x per Purchase
Prerequisites Rush x3(Cumulative)
Skill Cost: 6 SP

1x per Purchase

Prerequisites Body x3 (Cumulative)
and weapon skill

Skill Cost: 6 SP
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Rush
Description Rush represents a character 6s| Constantly

avoid damage. PrerequisitesNone
System Characters have a pool of Rush Points that damage is subtracted from, | Skill Cost:2 SP
the damage being subtracted from Arn
and Deat ho f oThis pod of @oints &dgiasi withs0) but each purchas
Rush grants 5 additional points of Rush. Each time the character is dartag
danege is subtracted from this pool. All Rush Points are restored in the pool eac
the character rests for @ixy Count (standing, sitting, or laying in one spot A
character may not gain the benefits of Rush if theyHmavily Armored Additionally,
a character must be fullyognizantand have full use dfoth oftheir legs to use Rusk
though they may useiftunder the effects of the Sp@in. All other Effects that inhibit
the use of onebs | egs pr ev ePatalyze hahirgg one
or both legs physically bound, or having one or both legs crippled by an In Game
SignatureCall: N/A

Special: This skill does not need to be taught to the character viaghehingskill.

. Assassin Skills
Assassin Skills areunningoffensive attacks that revolve around attacking the target from an advantageous,parsition
have the benefit of bypassing the physical armorRmsho f t he t ar get and st BodykPoimtsg di
For a character to use any of the Assassin Skills they must be attacking from behind theinthtigetstrike must hit theack of the
target For the purpose adeterminingwh at consti t ut e s mustiharéd ther dosgpastthet aa tgtea cdkse rs h o |
attacking while standing entirely behind the target or above the target while they are lying face dowrowatlldut reaching over
their shoulder from the front to hit the target in the back would not.

AssassinSkills may not be used simultaneously witarrior Skills so damageleliveredby Assassin Skills is not modified by
Critical Strike and damagdeliveredby Warrior Skills is not modified bgack Strike

Back Strike

Description This skill increases thBase amage done by weapons when attack Constantly

from behind a targetind additionally allows the attacks to bypAssior andRush PrerequisitesWeapon Skill
SystemEach purchase of this skildl a d d s| Skill Cost:Special, See Chart

damage when attacking from behind a target. Additionally, this skill allows a cha
t o add A theSighatukGab, totdasignate that the attack bypas&awor and
Rush, to damagBody Pointglirectly. The damage increase from this Skill is not ad
to the damage increase from the SKititical Strike If a character has both skills tf
playermug to decide at the time of attack which to apply damage from. If they ch
Critical Strike they may not add dto

Special:Every three purchases of this skill increases the cost to buy the skill add
times by one skill pointSee the chart below for an example of the cost progressior

Purchase Cost Purchase Cost

1to3 5 Skill Points 10to 8 Skill Paints
4106 6 Skill Points 13t0 15 9 Skill Paints
7t09 7 Skill Points 16 to 18 10 Skill Points

SignatureCall: fixdamage call> to body

Death Strike
Description This skill allows a character to kill another with a single successful atty 1x per Purchase

System Upon successful deliverhis strike from behind the targethe target idDead | PrerequisitesBack Strike x2
bypassing theBleeding to Deatlstage(SeefiChapter 3:.Life and Death). This is an| (Cumulative)

Instant DeathEffect. Skill Cost: 6 SP
SignatureCall: AiDeathStriked

Fatal Strike
Description This skill allows a character to deal an immense amount of damage | 1x per Purchase
bypasses Armor andush with a single successful attack. PrerequisitesBack Strike x2

System Upon successful delivergf this strike from behind the target, the charac{ (Cumulative)
deliversten times the amount of damage they would normadijver when attacking Skill Cost: 6 SP
from behind, directly tody Points Bonus damage from the sp&lhchanted Bladés
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not included whertalculatingthis damage, however the strike may staliver magic
damage. Other bonuséSxample:The Elixir of Giant StrengttElixir, bonus damag
from the rituallmbue Temporary Magicétr) are included in calculating the damage.
SignatureCall: fiFatal Strike <damage call x 16>

Hobbling Blow
Descriptiont This skill allows a character to cripple an arm or leg when that arm ¢

is successfully struck with a single succesaftack.

System When using this skill the character must successfully hit a leg or arm g
target from behind. That limb may not be used until healed by an Effect
specifically restores limbs. A character struck in the leg by this strike may only
hop or cravl. If both legs are crippled they may only crawl. If a character is stru
the arm they may not use the arm.

SignatureCall: fiHobbling Blowo

Killing Blow
Descriptiont This skill allows a character to kill an immobilized or incapacitéaedet.

System A character may perform Bhree CouniCounted Action on another charac
to kill them. As with any Counted Action the target must either be willing o
incapacitated or immobilized. Receiving a Killing Blow will bring a character to
Dead stage,bypassingBleeding to Death s ee drChapt Li f e Then
character performing the Killing Blow must pantomime finishing theget off, for
example by pantomiming slitting the
Boffer Weapon. This is aimstant Death Effect

Instad of killing the target, a charac
arms or legs with arhree CountCounted Action. The target must similarly
incapacitated and the character using this skill must pantomime cutting off the
For more information see fiDestroying

Killing Blow may not be used on parts of the body covered buy an item w
corresponding Item Tag. For example, if the target has a chainmaille sleeve or
Gorgetprotecting their neck the character with Killing Blow may not cut off the arr
slit the targetds throat without fir

SignatureCall: AKilling Bl ow 1, Killing Bl o
1, Cutting OffLi mb 2, Cutting Off Li mb 30

Vicious Strike

Description This skill allows a character to deal a great deal of damage which byy
Armor andRush with a single successful attack.

System Upon successful delivergf this strike from behind the target, the charac
delivers five times the amount of damage they would normally deliver when attg
from behind, directly t@ody Points Bonus damage from the sp&lhchanted Bladés
not included whertalculatingthis damage, however the strike may st#liver magic
damage. Other bonus@xample: TheElixir of Giant StrengttElixir, bonus damage
from the rituallmbue Temporary Magic Iténare included in calculetg the damage.
SignatureCall: A Vi ci ous Stri ke <damage call

Waylay

Descriptiont This skill allows a character teenderanother character unconscious,
would happen with a blow to the back of the head.

System Waylay is delivered from behind the target by laying the lemdta weapon
across the tar ge tSiymsature @al &s it 8 ondafertoeactually istrik
the target in the head as the skill simulates. When struck, the target is re
Unconscious( see @A Chapter 3: Life and Dea
howeverthe character is not lowered to 0 Bodyifs udess they additionally sustai
enough Numeric Damage tee A character may be restored to consciousness by

1x per Purchase
PrerequisitesBack Strike (Cumulative)
Skill Cost: 3 SP

Whenever
Prerequisites Weapon Skill
Skill Cost: 4 SP

1x per Purchase
Prerequisites Back Strike
(Cumulative)

Skill Cost: 3 SP

Whenever
PrerequisitesBack Strike
Skill Cost: 8 SP
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of the criteria discussed in the description of Unconsciousness in Chapter 3.

Waylay may be used an unlimited amount of times with onehase. It may only b
performed with weaponsr tagged artificer itemsvielded by theSmall Weaponl
Handed Edge or 1 Hanced Blunt skills.

SignatureCall: fiaylayo

. Warrior Skills

Warrior Skills are skills that make a character more effectiveeapon combat, and unlike Assassin Skills do not require

the character to stand behind the target in order to be effective. However, Warrior Skills also do not bypass Physi

Armor or Rush as Assassin skills do. Damage Dealing attacks are subtractedindry f r om Rush and Physi
3: Li f e anoredaniageaealng Warrior Skills such Mertal Strikeand Crippling Strikeare only effective if the targés
Lightly Armoredor if their current (not total) Armor Pointsre50 or fewer (Example: A character is only wearing a Standardfted
Rigid Breastplateand Soft ArmorVambracesworth51 Armor Pointstotal. If they have not yet taken damage Mortal Strike will not
affect them, but if their armor has sustaidest more damagena has not been repaired, it will).

Warrior Skills may not be used simultaneously with Assassin Skills, so dadeéigeredby Warrior Skills is not modified back
Strike and damagédeliveredby Assassin Skills is not modified I&ritical Strike

Crippling Strike
Description This skill allows a character to cripple an arm or leg when that arm ¢ 1x per Purchase

is successfully struck with a single successful attack. Prerequisites Critical Strike
System When using this skill the character must successfully hit a leg or arm @ (Cumulative)

target. That limb may not be used until healed by an Effect that specifically re| Skill Cost:3 SP

limbs. A character struck in the leg by this strike may only limp, hop or crawl. thf
legs are crippled they may only crawl. If a character is struck in the arm they m
use the arm. This strike is only effective if the targdtightly Armoredor is Heavily
Armoredbut has B or fewer undamagedirmor Pointswhen struck. If thearget hag
more undamaged Armor Points than thi
SignatureCall: ACrippling Strikeo

Critical Strike
Description This skill increases théBase [mmage delivered by weapons wher Constantly

attacking. Prerequisites WeaponSkill
SystemEach purchase of this skildl a d d s| Skill Cost:Special, See Chart
damage. Unlike the SkiBack Strike characters do not need to be behind their targ

use this skill.

Special: Every thregpurchases of this skill increases the cost to buy the skill addit
times by one skill point. See the chart below for an example of the cost progressiq

Purchase Cost Purchase Cost

1to3 5 Skill Paints 10to 2 8 Skill Paints
4106 6 Skill Points 13t0 15 9 Skill Points
7109 7 Skill Paints 16t0 18 10 Skill Points

SignatureCall: fixcdamage call®

Fumble Strike
Descriptiont This skill allows a character to disarm an opponent. 1x per Purchase

System This strike must be successfully delivered to an object being held § PrerequisitesCritical Strike
opponent, such as a weapon or shield, rather than against the person of the of (Cumulative)

When struck, the opponent must drop the object at least six feet away in the di| Skill Cost:4 SP
specifiedby theSignature Call If the target is holding severaimallitems in one hand
for example multiple alchemy vialgnd the hand is struclall objects are fumbled
Only anapplicableAvoidanceCountermeasurer an Effect that binds the object to t
opponent s hand may be used to avoid
SignatureCall: iFumble Strike <direction>

Example: fiFumble Strike left or iFumble Strikeb a ¢ k war d s 0

NOTE: For safetyreasonsplayers are not allowed to tie weapons to their per
Players may not do this to avoid being disarmed.
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Lethal Strike
Description This skill allows a character to deal an immense amount of damage | 1x perPurchase

single successful attack. Prerequisites Critical Strike x2
System Upon successful delivergf this strike the charactedeliversten times the (Cumulative)

amount of damage they would normatigliver when attacking.Bonus damage fron Skill Cost:6 SP

the Spell Enchanted Bladés not included whemwalculatingthis damage however the
strike may stilldeliver magic damage. Other bonugg&xample: theElixir of Giant
Strength Elixir, bonus damage from the rituéinbue Temporary Magic It€mare
included in calculang the damage.

SignatureCall: ALet hal Stri ke <damage call

Mortal Strike
Description This skill allows a character to kill another with a single successful att{ 1x per Purchase

System Upon successful delivergf this strike, the target isDead bypassing the Prerequisites Critical Strike x2
Bleeding to Deatlstage(SeefiChapter 3:Life and Death). This is anlnstant Death| (Cumulative)

Effect. This strike is only effective if the targes Lightly Armoredor is Heavily | Skill Cost:6 SP

Armoredbut has B or fewerundamagedirmor Pointswhen struck If the target has
moreundamaged Armor Pointshan t hi s, they .shoul d ¢
SignatureCall: A Mort al Strikebo

Shatter Strike
Description This skill allows acharacter to break an item with a successful strike. 1x per Purchase

System This strike must be successfully delivered to a target object, such as aw Prerequisites Critical Strike
spell scroll, or trap. The target item is destroyed, unless it is an item that can ¢ (Cumulative)

produced with one of the Master Production Skills (Example&Ritual Scroll, whid | Skill Cost:5 SP

can only be produced once a character has Master Scribe, or a Master Crafted
which can only be produced once a character has Master Smith), so \dalter
Crafted items, which can only be destroyed by the sgiflatter Unshatterable The
target itembs I tem Tag should be ri
struck should not be used again until a new item tag is procured. Only an app
AvoidanceCountermeasurenay be used to avoid this strike unless the item is éna
Crafted, at which point the owner sh
SignatureCal:. A Shatter Strikebo

Wounding Strike
Descriptiornt This skill allows a character to deal a great deal of damage with a § 1x per Purchase
successful attack. Prerequisites Critical Strike
System Upon successful delivergf this strike the character delivers five times tl (Cumulative)

amount of damage they would normally deliver when attackiBgnhus damage fron Skill Cost: 3 SP

the Spell Enchanted Bladés not included whemalculatingthis damagehowever the
strike may stilldeliver magic damage. Other bonug@&xample: theElixir of Giant
Strength Elixir, bonus damage from the ritudmbue Temporary Magic Itémare
included in calculating the damage

SignatureCall: AWounding Strike <damage cal

Heroic Skills
. Heroic Skills areexceptional skills available to characters that have invested heavibsassirandWarrior Skills. They
are combat oriented skills that tend to be more powerful than normal Warrior or Assassin Skills.

Armor Breach
Description This skill allows a character, with one strike, to completely damagq 1x per Purchase
targetrds ar mo Prerequisites Shatter Strike x3
SystemTo successfully use this skildl t (Cumulative)

torso, though either the front or back are valid. The target has their Armor, incl Skill Cost:6 SP

armor granted by th8pell Mystic Armor reduced to 0. This may only be resisted
Avoidance Countermeasures

SignatureCall: fiArmor Breacld
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Dastardly Deed
Descriptiont This skill allows a character to redirect any one Effect that targets

onto another character.

SystemWhen the character is hit by any Effect, with the exception of Rituals, they,
point with their weapon at any other charactexcept the character that original
targeted them with théffect, within a Radius of Weapon Readhnd recite the
Signature Call and the name of the Effect that hit them. The character they des
now takes the effects of the redirected Effect instead of the original charattieris
not considered amvoidance Countermeasuras it does not nullify the fiect but
instead directs it at a different target. This slo®t change the source of thiegt.
The new target may use any applicable Countermeasure to resist the Effect.
SignatureCall: A Dasteadr kiryete n Effect Name>0
Example #fADastardly Deed Fear o

Daylight Assassin

Descriptiont This skill allows the character to use one use of AsgassirSkill from
any position rather than from behind the target.

System Regardless of where the character is standing in relation to the tteaganay
use an Assassin skill in conjunction with this skill against the targéylaymay not
be used with Daylight Assassin.

SignatureCall: Daylight <assassin strike>

Example A Daylight Death Strikeo

Heroic Act

Descriptionn With this skill the character may redirect any one Effect that targ
another character onto themselves.

System The character using this skill must be within weapon's reach of the cha
that originated th&ffect or the target of the EffecThe character using Heroic Act wi
take the full brunt of the Effect that they have redirected, howévey may stilluse
Resistance and Immunity Countermeasures They may not useAvoidance
CountermeasuresThey may redirect any Effect except Rituals

SignatureCall: fiHeroic Acb

Last Stand

Description This skill allows a character fperforma heroic effort to defend a spot
land, but with great cost to their self.

System To use Last Stand the character must recite the Signature Calbtnahere
they stand They may not move more than the length of their arm span away fron
spot. They additionally must roleplay a sense of being resoluteMadjic, Alchemy,
and Elixirs currently affecting the character are dispelled. Should the charante
further than the length of their arm span from the spot they activated the skill, or
acting resolutehey immediately die and go to Spirit (s@eChapt er 3 L
however while they remain in Last Stand they are immune to Magic, Alchemy,
Elixirs and have unlimited uses of the sKillortal Parry. Additionally, they are
immune to damage done by a character with the RBo#lof Mana Racial Abilities
will still affect the character, and the character may stillargeof their own skills anc
abilities

SignatureCall: AiLast Stand

Shatter Unshatterable

Descriptiont This skill allows a character to break any item wituacessful strike.
System This skill functions in the same manner as ShaBike; however it also
breals items produced with one of the Master Production Skills, includinglly
enchantedMagicltems. Only an applicabkvoidanceCountermeasurenay be used tc
avoid this strike.

SignatureCall: AShatter Unshatteralile

1x per Purchase

PrerequisitesMortal Strike x5
(Cumulative)or Death Strike x5

(Cumulative)
Skill Cost: 6 SP

1x per Purchase

Prerequisites DeathStrike x3
(Cumulative) or Fatal Strike x3
(Cumulative) or Hobbling Blow x 6

(Cumulative)
Skill Cost: 6 SP

1x per Purchase

PrerequisitesMortal Parry x 3

(Cumulative)
Skill Cost: 6 SP

1x per Purchase

PrerequisitesMortal Parry x 5
(Cumulative)andHeroic Act

(Cumulative)
Skill Cost: 10 SP

1x per Purchase

Prerequisites Shatter Strike x 5
(Cumulative)and Armor Breach

(Cumulative)
Skill Cost: 8 SP
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