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Introduction

Place Holder Text — Here we will talk about the two sections of the book, OOG material that goes through “Chapter 4:
Interpreting the Game World”, and the IG material that makes up the rest of the book. Explain what this book is and is
not
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Chapter 1: New to LARP and Legacies

Legacies is a fantasy themed Live Action Role Playing (LARP) game with monthly games in Western Washington.
For those unfamiliar with role playing, or the specific live action variant of role playing that information may still
leave several questions. Even people familiar with the idea of LARP may have several questions concerning the
particulars of Legacies. This chapter is intended to answer the high level question of what exactly Legacies is while
the rest of the book is intended to familiarize players with the particulars of the game.

What is Live Action Role Playing (LARP)

LARP is an outlet for players to escape the stresses and rigors of everyday life temporarily, with the same intent of novels, movies,
and video games, though inherently more physical and social in nature than those mediums. The basis of the experience is assuming
the identity of an imaginary character, or role playing a constructed identity.

Role Playing

Role playing is the heart of the LARP experience; live action merely denotes what type of role playing it is. For new players
unfamiliar with role playing, it is a broad term that encompasses an array of sub types, most of which can be broken down further. In
a very generic sense, role playing is the act of pretending to fill a role or identity that a person does not actually fulfill. In a broad
sense, this is what actors do as a matter of career, though typically in a very orchestrated and scripted manner. Many people who
attend employment training or betterment classes often are asked to role play specific positions at a job during an exercise, usually in
hopes of showing a different point of view or giving a fellow trainee an avenue to practice a new skill. Re-enactors, whether they are
Civil War, Renaissance, or Medieval, are participating in a form of role play when they recreate past events.

There is a subset of role playing that is meant to be fun, where the participants assume roles of a character as part of a game. Players
fulfill imaginary roles of characters placed in a created setting. The most familiar or common settings for such games are fantasy
themed worlds; fantasy in this sense is used specifically to denote settings reminiscent of the Middle Earth created by J.R.R. Tolkien
for Lord of the Rings, though with many variations and unique elements, rather than simply as a synonym for imaginary. Fantasy by
no means has a monopoly on settings; science fiction, pure historical or modern (settings as true to the real world as possible), and
urban gothic/horror (a setting very similar to our own world, but typically with the addition of some horror elements such as vampires)
settings are also common.

Within the category of role playing games there are many subtypes that differ on how the game is played, whether the player is
assuming a role created for them by a game designer or creating the identity of their character themselves, and whether the player is
playing alone or in a small group, or with many other players simultaneously. The most common types of role playing games are
listed below, both to expand the understanding of role playing for those completely unfamiliar with the concept, and to give a basis of
comparison for those familiar with one or my types of role playing games but not specifically Live Action Role Playing games.

Computer/Console RPGs - Electronic role playing games, whether on the computer or on a video game console, are the most common
type. There is a great deal of variation between games, but most share some common elements. For example, the possible actions a
character can take are hard coded in the game, following a strict set of rules and limiting how a player may portray the actions of their
character. There is typically heavy emphasis on combat which makes up the bulk of the game content; however the actual rules for
conflict resolution are typically hidden from the player. Games supporting a single player or only a small group of players tend to be
story driven along one or at most a few plot paths, with typically only a couple options for how characters actual act and are portrayed.
The player is not given a great deal of freedom in determining the identity of a character but is rather only given options programmed
by the designers into who the character really is. actions in the game are hard coded, limiting what a character can actually do in only
the loosest definition.

Games supporting large numbers of players tend to be very open ended, opting to script short encounters rather than tell a larger story.
The game itself has very little logic dedicated to creating an identity for a character, focusing instead on offering a path to simply
improve the abilities and powers of characters rather than fleshing out a personality. Players may choose to put forth a particular
personality for a character as they interact with other players, but the game design does not typically do a great deal to encourage such
portrayal. While massive online games offer an option for players to assume roles as characters and act accordingly, more often than
not players ignore that aspect and treat the game as an action game with power advancement.

In general computer and console role playing games have at best only a tangential relationship to LARP, and players expecting that a
LARP will be a live action version of such games are typically disappointed.

Table Top — Also called Pen and Paper role playing games, Table Top games were the first really popularized by the game Dungeons
& Dragons. Table Top games are sold as books that describe the rules of the game and often the game world or setting. The games
are played socially in small groups typically between three and seven, with one player assuming the role as game master or storyteller
and the other players assuming roles as characters. The game master controls the direction of the game, creating stories for the
characters to act out in and arbitrating the use of the rules for the game. They play the same role that software plays in Computer Role
Playing Games.
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The names Table Top and Pen and Paper come from the way the games are played. Typically the vital statistics of a character,
including their physical and mental attributes, skills, name, age, and race, are recorded on pieces of paper usually called character
sheets. The character sheet represents what a character can do and how they appear, but not who they really are. Typically the game
play involves the game master describing a scene and what is happening in that scene and the players saying what their character is
doing or intends to do and holding conversations with other players as if they were their character. Occasionally small props and
miniature sculptures of characters will be used to visualize a scene, but most often the entire setting resides in the imagination of the
players, much as scenes described in novels live in the reader’s mind.

When a player wishes their character to perform a difficult action, for example attacking another character with a sword, they inform
the game master of their actions, but that alone does not guarantee success. Based off of the skills on their character sheet, the
character will have varying chances of success. The player then typically rolls a die or multiple dice and the results from the roll
determine whether the player succeeds. The use of dice lead most games to be played on a table, hence the moniker Table Top, and
the use of character sheets was the inspiration for the name Pen and Paper.

LARP may trace its lineage back to Table Top games, but they do not share many traits. Table Top games take place almost entirely
within the players’ minds, don’t usually support large numbers of players, and rather than physically acting out actions players roll
dice to represent actions. All of these aspects combined means that actions are not resolved in real time, but rather an action that
would feasibly only take seconds to actually perform take a great deal more time to do resolve while playing a Table Top game. It
does have the advantage of playing out an epic story at the kitchen table though.

Hybrid Role Playing — Hybrid Role Playing is the middle ground between Table Top and LARP, and was popularized by the Minds’
Eye Theater games made by White Wolf. Rather than played at a table, the game takes place in settings that attempt to model the
scenes in the game. Players are encouraged to dress up as their characters to make the illusion that they are in the story world appear
more real. Usually Hybrid games can accommaodate larger numbers of players, constrained primarily by what the location of the game
can support and how many players the organizers of the game are comfortable dealing with.

Hybrid games often include a team of story tellers rather than a single game master as Table Top games do. The term story teller is
used rather than game master as their primary duty is to describe scenes to players, set the stage for certain events to happen within the
game world, and present adversity for the players’ characters to overcome. Unlike game masters in Table Top games they are not as
central in adjudicating the rules and determining actions. Additionally, the players mostly interact directly with the characters of other
players rather than with the story tellers, so the story teller’s interactions with the players is not as individualized as it is in Table Top.

Much of the game is centered around social interaction between characters. Similar to Table Top, when a player wishes their
character to perform a certain action they tend to describe what the character is doing rather than physically doing it, and dice or a
contested game of Paper-Rock-Scissors usually determines whether the character is successful. This is the most telling difference
between LARP and Hybrid games, as the actions are still primarily imagined, and resolution of those actions is still not real time.

Live Action Role Playing

The previous section covered a great deal of what LARP is not, but for those unfamiliar with the concept, there is probably still a great
deal of questions regarding what Live Action Role Playing is. There is a large amount of diversity between LARP games, but they all
share certain characteristics. The focus of a LARP game is to create an immersive environment for the players to assume the roles of
their characters. They are social games where much of the point of playing is assuming the identity of a character and interacting with
the characters of other players. Players are usually required to dress as their character would, carry physical representations of their
character’s possessions, and the game settings try to mimic the imaginary world in which the game takes place. When a character
performs an action, the player physically either attempts the action or models the action using certain game rules in situations where a
particular action would be unsafe to actually perform. The resolution for actions happens as the action is performed, and it takes
however long it would take the character to actually perform the action. No dice or other mechanism is used to determine the success
of an action; rather the action succeeds only if the player performs it correctly.

Beyond those characteristics, different games can be quite diverse. For example, games can run from a dozen players to several
thousand at large European LARP events, though in the United States most events are between 30 and 100 players per event. A game
can be a single event, or it can be episodic, with events scheduled every month or couple of months, and continuity of the game story
is preserved each event. Some games have almost no rules, with the characters only able to do what the player can actually do, and
actions are limited to those that can be safely carried out. Other games utilize a greater number of rules to provide ways of modeling
what would otherwise be an unsafe action. For example, actually attacking a character with a real sword would not be acceptable, but
rules can be utilized to allow a player to use a foam weapon and safely hit their adversary, as well as determine how hurt the adversary
should be after being struck. Rules also allow characters to perform skills that the player does not possess, and to model fantastical
elements such as magic that are not present in reality.

Some Live Action Role Playing games will have a staff of storytellers to set a scene, add external intrigue and conflict, and bring forth
story lines for characters to participate in. These story lines are not written in stone, nor are the characters participating following a
script. Rather, the player acts as their character would in the situation, and while the storytellers may have an idea how they would
like a storyline to go they may find that the actions of the characters cause the storyline to follow a completely different path. Other
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games do not utilize storytellers, and may, for example, separate characters into two or more opposing factions that act against each
other.

Welcome to Legacies

As the previous section details, there is a great variance in LARP between different games. Knowing that Legacies is a LARP
narrows what sort of experience Legacies presents somewhat, and allows for a baseline set of expectations, but still leaves many
questions directed towards the specifics of the game and what it is like to play.

Particular style of LARP that Legacies strives for

Legacies is a fantasy themed LARP, with dwarves and goblins, swords and magic. To model the fantastic setting and moderate
conflict resolution there is a robust rules system that allows the introduction of elements such as magic that are not real world
phenomena. Combat uses replica weapons made of foam and latex to ensure hitting other players with the weapons is safe. When a
character wishes to cast a spell at another player they generally say a specific phrase for that spell and throw a small projectile made of
cloth and birdseed at the target. The specific phrase informs the target of which spell is directed at them, and whether they take the
effects is dependent on whether they are physically hit with the birdseed packet or not. Use of birdseed packets and other models for
fantastical elements does require some suspension of disbelief from the players; obviously the little packet is not a fireball however the
players pretend that it is.

The characters of Legacies are larger than life, heroes and villains, and are considered exceptional relative to the average denizen in
the game world. Legacies events are held once a month for a full weekend. Continuity is preserved between events, with the
occurrences of previous events impacting what happens in the current event. A player may play the same character for as many events
as they wish, or until the character meets their ultimate demise. When a player first makes a character they are given a number of Skill
Points that can be used to buy various skills for the character. The skills dictate what a character can do and how well they can do it.
Each event a player plays a specific character that character will receive a few more skill points that can be used to buy more skills.
Through this mechanism characters grow and learn; they become more capable and can phase down bigger challenges.

Many fantasy themed games have a concept of character class, where a specific character is pigeon holed into a specific archetype.
Characters may be a fighter, or a wizard, or a thief, for example, and based off of which character class they fall under the character is
restricted in what skills they may learn. Legacies takes a different approach and uses a classless system for characters. Much like in
the real world a character may be exposed to a wide variety of occupations over their life and are not limited in what skills they may
buy. Some players wish their character to possess a wide variety of skills, making the character versatile to face a number of
situations, while other players wish their character to be focused on just a few skill categories, making their character far more
powerful in some regards but at the expense of adaptability.

Atmosphere of Legacies

Legacies has an active playership of around 150 players at any point in time, though in over a decade of the game’s life far more than
that have participated. At each monthly event between 50 and 80 players typically attend, depending on the timing of the event.
Legacies events are held at Boy Scout campgrounds and Washington State Park group sites, usually in the Southern Puget Sound
region around Olympia, Washington. These sites tend to be several hundred acres with cabins for characters to sleep in and a variety
of community areas such as meal halls (considered either an Inn or Tavern in game depending on the accommodations of the hall) for
characters to gather at and socialize. The sites are rustic but still have running water, electricity, and shower facilities.

The site for Legacies represents a single portion of the game world, usually a small town called Fortnight though sometimes the
location within the game world will be different if the game isn’t being held at one of the typical game sites. Legacies uses a team of
story tellers, referred to as Plot to represent the rest of the game world interacting with Fortnight. Most visibly they bring adversity
from the outside world into the game town, but they also are charged with representing the less confrontational elements of the game
world that may come through the town.

Players are required to dress up as their character, and are encourage to keep anachronistic items, items visibly modern in nature and
out of place in the medieval fantasy setting of the game, hidden out of site. Exceptions are made for eye glasses and other medical
equipment, and leniency is allowed with footwear, as periodesque (describing something that fits in with the medieval fantasy setting)
footwear is often quite expensive. In some LARPs the Plot team represents monsters with simple tabards, requiring characters to
imagine what the monster may actually look like. The phrase “What do I see” is often heard as the players ask what the tabard
bedecked individual what they are supposed to be representing. Legacies, however, has similar costuming requirements for the Non-
Player Characters (NPCs), characters created for temporary use by Plot rather than the permanent characters that belong to a specific
player. NPCs should look like the monster they represent, and there should not be a great deal of doubt in the minds of Player
Characters (PCs), permanent characters being played and belonging to specific players rather than the Plot team, what they see when
they encounter the NPC. Legacies owns a great deal of costuming and garb to be worn by NPCs and continually invests in new
costuming.
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The Atmosphere In Game (1G)

The term In Game (IG) refers to what is experienced by the characters as they live in the game world. The player characters live in
the town of Fortnight, a rough town similar in flavor to a frontier town in the American West 150 years ago such as Tombstone or
Deadwood. Fortnight is located in a frontier territory of the Kingdom of Alba, a land reminiscent of medieval England but with its
own unique fantastical elements and flavor. The land is a feudal society, which extends to Fortnight itself, however rather than
housing the typical serfs and peasants, craftsman and farmers, Fortnight attracts the folks of the world that do not fit in elsewhere. The
population has a reputation within the nation for being rough and individualized, but also willing to face down adversity and challenge
when it arises. The inhabitants may commonly be perceived as uncivilized but on many occasions they have acted to preserve the
stability of the greater nation.

The town does attract a wide assortment of characters; some are on the run from elements in the rest of society, some are just looking
for a place to fit in and have unable to find their place among more polite company. Others may be looking to prove themselves or are
there because they feel they have the opportunity to do good or bad. The characters attracted to Fortnight are a varied lot, and it is not
uncommon for there to be tensions among different elements within the town, occasionally breaking out into outright hostilities.
However much like an argumentative family, no matter how much they fight among themselves they will typically band together
when faced with an outside threat. For many reasons Fortnight is a magnet for external adversity, and the characters that don’t fit in
elsewhere in society are well equipped to defend their current home.

The bulk of the information found here is intended to describe the world the characters live in: what the nations and lands are like,
what each of the races is like, the various religions a character may subscribe to, beliefs on life and death, and what monsters and other
creatures share the world with the player characters. The individuals that a character will interact with are more varied than even the
most diverse cities in our real world.

The Atmosphere Out of Game (O0G)

Out of Game (OOG) refers to the aspects of the game known to the players, but do not apply to characters. For example, a player’s
personal items such as keys or a wallet are considered OOG because they are not present in the game world. In this instance OOG is
referring to the experience for the player rather than the character. Regardless of occasional 1G conflict between characters, most
players generally get along with each other and see the game really as a collection of friends. New players are welcomed warmly and
most players recognize that new blood brings new social interactions for their own characters, and IG social interactions is ultimately
what drives enjoyment of the game. At the beginning of a Legacies event most players go around greeting their friends they haven’t
seen since the prior event and meeting the new players. After the event is over the majority of players grab a late lunch at the same
restaurant, a tradition referred to as Afters, so they can talk about what transpired at the just concluded event and have some more time
socializing out of game with other players before going home.

Between events there is a great deal of activity on the Legacies online forums, where players can stay in touch, role play online with
their fellow players, and stay up to date with what is going on with Legacies. Occasionally a player will announce a party between
events, giving everyone another opportunity to get together, even if it does entail less costuming that they normally see each other in.

In a group of 150 players, it is expected that a couple of them might not be amicable to each other OOG. In these occasional instances
players are encouraged not to let out of game disagreements manifest during the game, and generally should behave as adults and not
let their disagreement affect the fun of the other players.

Resources for New Players

This site is meant to provide an introduction for players to what Legacies is like Out of Game, as well as familiarize them with the
game world that their character lives in. This book does not stand on its own however; it is complemented by a variety of external
resources:

» The Legacies Website: http://www.legacieslarp.org is the central repository for information and the primary tool for the
organizers to communicate to players, and players to communicate among themselves. Dates and locations of upcoming
events, announcements and news, pictures, links to useful website, character policies and more are all available on the site.

» The Legacies Rulebook, available at http://www.legacieslarp.org/game/rulebook.php, contains the rules and mechanics used
to actually play the game.

» The Legacies Online Forums, at http://www.legacieslarp.org/forum/, is an excellent place for new players to talk with
established players prior to attending event, get more details on what the game is like, and get questions answered. All of the
Legacies players were once new to the game and so are generally sympathetic to the experiences of potential new players.

» The Owners of the Legacies game, who organize and act as administrators at each event (more details in Chapter 2:
Organization of Legacies), can be reached with questions via email, at owners@legacieslarp.org.

In addition to these resources, the New Player Checklist contains recommendations for what a first time player should do prior to
attending game. It includes a list of items to bring to the game as well how to submit a character prior to arriving to event. Players
who head the recommendations in the checklist will likely find their introduction to the game goes smoother.
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A Final Word on What Legacies is Not

Legacies is not reality and it is not acceptable for players to confuse the game with the real world. Much like video games, role
playing games have generated sensationalist press stories by reporters more interested in attracting viewers rather than accurately
portraying the games. In the past fear mongering stories have painted a picture of role playing games seducing impressionable minds
into mistaking the game for reality and performing some atrocious action in real life as a result. Instances such as this have
legitimately happened, however the cause is not the result of the game but from the unstable mind of the individual involved:;
something that would eventually be a problem regardless of whether they played role playing games or not.

Such unstable individuals are a rarity but still a worry, even more so in a Live Action Role Playing game than a traditional Table Top
game such as Dungeons and Dragons, as steps have been taken to make the experience more immersive. Aware of this danger,
Legacies does not permit players who have issue discerning the difference between the game and reality to continue playing. There
have not been any outright dangerous individuals who suffer from such cognitive issues who have attended the game, however the
administrators of Legacies watch for them none the less. Players are reminded that this is a game, an escape from the stresses of work
and outside life, a place where those things can be put aside for a weekend, but at the end of game those things are there still there.
Legacies is not reality, nor is it a replacement for reality.

Legacies is also not a cult, nor in any way intended to exert influence or control over the players that attend it. While theologies have
been constructed for use in the game, these religions are intended to be fictional. They are not a replacement for real world beliefs,
and as with other elements of the game, any player having difficulty separating fiction from reality will be barred from further

attendance.

Common Terms

LARP in general and Legacies specifically has a lexicon of unique terms. Below are common terms used throughout this book that

some readers may not be familiar with.

Term

Definition

In Game (IG)

Any actions or items that are considered to be within the game world and in play.

Out of Game (OOG)

Any actions or items that are considered to be outside of the game world and out of the realm of play.

Physical Representation

A real, physical item that represents something In Game.

Phys Rep A short hand way of saying Physical Representation. See previous entry for details.

Character Card The card given to players each event that contains all logistical information on a character (skills, name, bribe, etc)
Skill Points The points used to buy skills for a character.

Bribe A reward system used by the organization to thank players for their service.

Player A person who engages in play at Legacies.

Character A made up, pretend, person that exists only within the game world (In Game) and is portrayed by a player.

Player Character (PC)

A character played and controlled by a player.

Non Player Character (NPC)

A character played by a volunteer player, but completely controlled by Plot.

Player Character Races

The races that exist within the game world that are available to play as Player Characters.

Non Player Character Races

The races that exist in the game world that are only available to be played as Non Player Characters.

Anachronistic

Any item, term, or concept that does not fit within the mythos and setting of the game world (watches, radios, etc.).

Periodesque

A term that indicates that an item, term, or concept fits within the pseudo-medieval/renaissance feel of the game setting.

Page 11 of 164




Chapter 2: Organization of Legacies

Legacies is the longest continuously running and most successful LARP in the Pacific Northwest region of the United
States. In the course of the organization’s life the manner in which it has been operated and the policies that it adheres
to have been continuously refined to improve the overall experience for the players and ensure continued prosperity of
Legacies. The owners of Legacies have sought to run it in such a manner that the players have a voice in the
organization and are provided a level of transparency to the operation of the game.

Positions within the Game

There are several different positions defined in the game to ensure that Legacies is run smoothly both at game and between events.
These positions have specific duties defined by the owners and are compensated with bribe to recognize the contribution of the players
to the game. Some of the positions are appointed and have no set term, while others are appointed from amongst a pool of volunteers
within the playership for specified terms. The position of Player’s Representative specifically is filled via general elections by the
playership at specified times of the year. The roster showing the most current members in each of the positions is available on the
website at http://www.legacieslarp.org/gamemenu/referees.php.

Owners

The owners are the proprietors of the game. They are responsible for maintenance of the organization, organizing events, establishing
game policy, maintaining game balance, overseeing the development and release of game books, and handling any disciplinary issues
or instances of cheating. They are the right-holders to the Legacies intellectual property as well as the controllers of all physical
property belonging to the organization. Each referee committee is subordinate to the owners, and should a member of an appropriate
referee committee not be available the owners will act in the referees’ stead. Additionally the owners police the website and prevent
abuse of the online resources.

The owners may be contacted at owners@Iegacieslarp.org. Any questions, comments, or suggestions about the game in general, or
that do not fall in the specific areas covered by the referees below should be directed to the owners. Additionally, any issues with
referees or other players should also be directed to the owners.

The owners do not currently collect monetary compensation for their role in the game despite it being well within the right as the
proprietors. Instead they receive a flat rate amount of bribe for their work both in and out of game. When particularly time
consuming duties arise they receive additional bribe at the hourly rate established for all players and posted on the website. The
owners do not pay an event fee. They also are not assigned a cleanup job however the event site is ultimately their responsibility.
They ensure the site is clean and perform a walk-through with the manager of the event site.

Referees (Refs)

The referees are appointed or elected players to whom the owners have delegated specific responsibilities. The referees are logically
grouped by responsibility into referee committee and in most instances report to the head of that committee. In turn the head of the
committee reports to the owners. In the cases where there is not a specific head of a committee the individual referees report directly
to the owners.

In addition to the specific duties of each referee committee, members of several of the committees are authorized to check character
cards and spell cards belonging to any player, including fellow referees and the owners, to ensure that the spell cards are being
properly updated when a player uses spells, and that the player is not using skills not listed on their character card. Referees with this
authority have been instructed by the owners to randomly check these cards following major battles in the game and during quiet
moments when they would not be interrupting gameplay. They may also be asked to check character cards by other players who may
suspect someone is inappropriately using skills. In general the latter scenario is rare as most players tend to give other players the
benefit of the doubt, so if a player has been asked to show a referee their cards it is likely they have only been randomly selected and
should not take offense.

Players should treat referees with respect. The referees are working to better the game and fulfill necessary duties and should receive
praise for doing so. In addition, the owners have vested the referees with authority in their given responsibilities and that authority
extends to reprimand players who show the referee disrespect or disregard the referee’s authority. In general such conflicts are quite
rare and if a player has issue with a referee or the referee’s action there is a system for escalating issues detailed later in this section.

Logistics Refs

Logistics maintains all documentation and data regarding player and character demographics. Logistics also manages event sign in
and sign out. The Head of Logistics is appointed by the owners and is the most trusted position within the organization as they are
directly responsible for all character information. At event the Head of Logistics runs the check-in process: they collect event fees and
sign players in, print out character cards and give them to the appropriate players, assigns cleanup jobs, enter characters belonging to
new players into the database, and oversees the other Logistics Referees as they manage the rest of the check-in process.
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At the end of event the Head of Logistics also runs the check-out process. Once a player has finished cleaning their area and
completed their cleanup job they need to show their character cards to the Head of Logistics so that any changes to the character or the
player’s bribe during event may be recorded in the database. Between events the Head of Logistics will update characters according
to the players’ wishes. The Head of Logistics may be contacted at logistics@legacieslarp.org or via the Character Update Utility on
the website at: http://www.legacieslarp.org/logisticsmenu/update.php.

The Head of Logistics appoints assistants to help with the check-in process. The assistants are responsible for handling any character
production, helping new players create characters, put together the starting equipment for new characters, and fill out spell cards.
Additionally, during event any Logistics Referee may ask to see a player’s character card or spell card. They may write on character
cards and may assist with Resurrections. The Head of Logistics, and any Logistics Referees they specify, may perform safety checks
on weapons. Exotic weapon designs and missile weapons may only be checked by the Head of Safety rather than Logistics.

Logistics Referees may not miss more than two events in a six month period. If the Head of Logistics is going to miss an event they
must make arrangements with the owners in advance. The Head of Logistics serves as long as they and the owners are willing.
Logistics Referees serve as long as they, the Head of Logistics, and the owners are willing.

At game the Head of Logistics and the Logistics Referees are compensated bribe at twice the rate per hour listed on the website.
Additionally the Head of Logistics receives a flat rate amount of bribe for their work between events doing character updates.
Logistics Referees are not assigned a cleanup job.

Rules Refs

Rules Refs answer and clarify all questions related to the rules of the game. They may adjudicate any situation in which rules are in
question at game, with the exception of situations in which they are personally involved. Additionally they answer questions regarding
rules on the Legacies website forum. The Rules Referees also discuss changes that should be made to the rules; however only the
owners have the authority to actually authorize an alteration to the rules. The Rules Referees propose and weigh possible rules
changes but the ultimate authority over rules changes rests with the owners. This is to maintain consistent rules between Rules teams,
and prevent the changing of the rules to specifically benefit any member of the Rules team.

At event Rules Referees may assist players when they use the resurrection skill in game. They may also write on character cards and
request to see any player’s spell card or character card.

The Head of Rules is appointed by the Owners in July and January. They serve six month terms: January to June or July to December.
Any player is eligible to run for Head of Rules and must announce their interest in running one month prior to elections on the
Legacies website forum. The Head of Rules must meet the following requirements:

The Head of Rules must attend every event of their Rules term

The Head of Rules must maintain a presence on the Legacies web forums

The Head of Rules must be able to respond to player emails at rules@legacieslarp.org.

The Head of Rules must organize at least two rules meetings outside of event during their rules term, during a time that
allows the owners to attend. The first meeting should be early in the term to discuss any potential rules changes. There
should also be a meeting towards the end of the term to review any changes and their associated edits in the rulebook.
Interim meetings may also be needed depended on the magnitude of the changes.

YV VY

The Head of Rules appoints three assistant Rules Referees. These referees must attend four of the six events in their rules term and
maintain a presence on the website forums. They must also attend all rules meetings outside of event. Rules Refs will receive a flat
rate amount of bribe for each event they attend and will accrue bribe per the published rates on the website for time spent outside of
game at rules meetings. Additionally, Rules Refs are not assigned a cleanup job at the end of events during their term.

Plot Refs

It is the job of the Plot Referees (often referred to simply as Plot) to represent the game world outside of the town of Fortnight (the in
game town where the events of Legacies occur) and to model the impact of the greater game world. Plot constructs stories for the
player characters to participate in and interacts with the PCs through the use of non-player characters (typically short term characters
invented by Plot whose skill points and progress are not officially tracked by Logistics). Additionally Plot manages all player
character travel and communication outside of Fortnight and any player who wishes for their character to leave the town for a specific
reason should contact Plot. Plot also adjudicates the use of the lore skills, the Racial Ability divination, and the higher magic rituals.
Finally, players may go to Plot when performing a resurrection or when they need something written on their character card. Plot
Refs may ask to see any player’s character card or spell card.

The Head of Plot is in charge of overseeing Plot, organizing the Plot team, and handling all communications between events with
players. The Head of Plot is selected twice a year and serves a six month term. They then appoint a number of players not exceeding
ten percent of the average players per event from the previous term to assist them as Plot Referees.

There are two Plot terms per year: January through June, and July through December. The appointment for Head of Plot takes place
during the months of May and November. The newly elected Head of Plot will serve the month prior to their Plot term (June or
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December) on the outgoing Plot team in order to familiarize themselves with the events from the previous Plot reign. Any player is
eligible to run for Head of Plot and must simply announce their intentions to the Owners privately prior to a set deadline, so that their
application can be considered. The owners will review all applicants to the position, conduct a comprehensive interview, and arrive at
their selection two months before the new Head of Plot will take office. However, before a player nominates themselves for Head of
Plot they must be convinced they can meet the following requirements:

» The Head of Plot must attend every event of their plot term
» The Head of Plot must maintain a presence on the Legacies web forums
» The Head of Plot must be able to respond to player emails at plot@Ilegacieslarp.org.

The Plot Referees under the Head of Plot must be able to attend four out of six events in a Plot term. Additionally the Head of Plot
and the Plot Referees are expected to meet at least once between each event, whether in person or virtually over a conference call, to
plan the story for the next event. Players on Plot may not play their player characters during the plot term.

Both the Head of Plot and the Plot Referees receive a flat rate amount of bribe in compensation for each event they attend as Plot.
Additionally they will be compensated in bribe according to the posted rate on the Legacies website for any time in between events
they spend planning or working on props for an upcoming event, and any money they spend on props for Plot. Plot does not receive a
cleanup job at the end of events; however they are responsible for making sure plot camp is clean, as are any areas used for story
modules. Plot Referees do not need to pay an event fee.

Safety Refs

Safety refs attend to all injuries and illnesses while at a game. Minor injuries will be treated onsite while players who sustain more
serious injuries will be transported offsite to a medical facility for treatment. A Head of Safety is appointed by the owners to serve as
long as they and the owners are willing. In addition to injuries the Head of Safety is also responsible for examining any exotic weapon
phys reps (weapons that deviate from the traditional foam and latex over a rigid core design) and all traps made with the trap skills to
ensure that they are safe to be used. The Head of Safety may optionally appoint other Safety Referees to assist them should injuries
happen at event. All members of Safety must, at a minimum, have extensive first aid treatment and be properly certified as such.

The Head of Safety and any Safety Referees they appoint receive a flat rate amount of bribe as compensation for each event they
attend. Additionally, they will receive a flat rate amount of bribe as bonus should they have to deal with any medical situation that
develops during the event.

Thieves’ Refs

When one character has broken into another character’s cabin to steal in game items they must have a Thieves’ Ref present. The
Thieves’ Ref serves two purposes: they are there to act as a form of accountability, verifying that only in game items were taken but
that no theft of other players’ personal items took place, and to referee the situation to make sure the appropriate game rules are
respected.

When a player wishes for their character to break into another cabin to steal in game items they first find a Thieves’ Ref. Prior to
entering the cabin the Thieves’ Ref will check the cabin defense folder (described in depth in the rulebook) for any notes from the
residence that might be pertinent to the burglary in process, such as descriptions of traps that have been set up to defend the cabin.
The Thieves’ Ref is the only player position allowed to look in a cabin defense folder. Once the burglarizing character has entered the
cabin the Thieves’ Ref will adjudicate the use of any traps, monitor exactly what items were taken, verifying that no out of game items
were touched, and once the burglary is finished report to the Head of Plot a summary of which items were taken and who was
involved. Thieves’ Refs may never act in an official capacity when burglarizing a cabin themselves; they must instead find a fellow
Thieves’ Ref.

Thieves’ Refs must seek owner approval and pass a written test prior to attaining the position. They must retake the test every 12
months in order to maintain the position but otherwise have no limit on term. They may step down from the position when they wish.
Thieves’ Refs receive a flat rate quantity of bribe each time they act in the capacity of Thieves’ Ref at an event.

Other Positions

Web Administrator

The Web Administrator develops and maintains the Legacies website. They are responsible for policing the forum, with the assistance
of the ownership and appointed moderators, addressing any issues players have with the website, communicating with the webhosting
company, and developing new features. The Web Administrator is also responsible for all back end data stored on the website, and as
such it is considered a highly sensitive position, second only to the Head of Logistics in the level of trust required. Additionally the
Web Administrator must have a proven track record as a software engineer in order to fulfill the duties of the position.

The Web Administrator is appointed by the owners and serves as long as they and the owners are willing. They are compensated in
bribe according to the rates published on the website. The Web Administrator may be contacted at web@legacieslarp.org.
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Escalating Issues

Should a player have issue with a referee, or disagree with a call made by a referee, they should talk to the head of the applicable
referee committee (or the owners directly for issues with a Thieves’ Ref or the Player Rep) rather than argue with the referee. If the
player still has grievance after talking with the head of the applicable committee they can then speak directly with the owners, but only
after speaking with the head of the committee. Players not comfortable speaking with a referee or the owners may instead have the
Player Rep bring the issue forward on their behalf. The Player Rep will maintain the confidentiality of the player in question.

Being removed from a Position

Referees who abuse their authority, otherwise cheat, or in the case of Rules and Plot referees or Player Rep, miss two events during a
term while acting in that capacity, will be removed from their position and will be ineligible to hold position at Legacies for a period
no shorter than a year from the date they were removed.

Game Policies

Legacies has several policies designed to promote a safe and fun game environment for all players. Players should familiarize
themselves with the policies and abide by them to ensure the game runs smoothly. Some policies are simply guidelines designed to
improve the game, however some policies are absolute and will result in punitive measures should they be violated. A policy will
specifically state if there is a punishment associated with breaking it.

Safety

There are several safety policies are in place to ensure a safe and hazard free game environment. LARP can be a very active recreation
and the owners have taken steps to establish a set of policies to any risk associated with the game. Breaking many of the safety
policies will result in punitive measures.

Fires

Fires may only be built in designated fire pits, fire places, or open air barbeques. These areas are clearly marked at each site attended
by Legacies. Once a fire has been constructed it must be attended to at all times until it has died out. Fires may not be constructed if
there is an active burn ban in the county the event is taking place in. Failure to comply with any of these restrictions will result in
suspension of blanket (see “Punitive Measures” below) for all players involved.

The area within a ten foot radius of any open flame, whether it is a camp fire or a candle, is designated as a non-com zone and players
must use the non-com rules outlined within the rulebook while within this area.

Drugs and Alcohol

Illegal drugs and alcoholic beverages are strictly prohibited at Legacies. Possession of illegal drugs or alcohol, or being intoxicated
while at an event will result in the player being immediately banned from game. Additionally, players found to possess illegal drugs
will be detained and the authorities will be notified.

Health Issues

Players are not required to report any existing health issues or the use of over the counter or prescription medication to a Safety
Referee; the owners of Legacies understand that a player’s health can be a very personal matter and respect the player’s privacy.
However players are highly encouraged to report any potentially serious issues to Safety so that the Safety referee may respond more
quickly should an emergency involving the health issue arise. Additionally players wishing to be designated non-com (non-
combatants, details are in the combat and damage portion of the players guide) need to provide at least some high level justification to
the owners even if they do not delve into details.

Out of Game Violence

Absolutely no real world violence is tolerated at Legacies. The use of foam and latex weapons are the only accepted means of
representing physical conflict at Legacies. Using any other objects, including using one’s own body, during physical altercations is
strictly prohibited. Any player expressing real life physical, and in some cases verbal, violence will be immediately removed from the
site and may be banned from Legacies.

Weapon Permissions

Combat at Legacies is represented through full contact foam and latex weapons. With the full contact nature of combat comes a
responsibility to take care during combat. Any player may request another player swing lighter (or request that a referee ask a player
to swing lighter) and those wishes must be respected. Players who fail to respect those wishes, or continually fight in a manner
deemed unsafe by either a Safety Referee or an owner may have their weapon permissions temporarily or permanently revoked,
effectively baring the player from weapon combat at Legacies.
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Players
Players have a responsibility to their fellow players to maintain a cordial and friendly game environment for everyone. Policies have
been put in place to minimize conflict between players due to out of game conflict.

Rules of Conduct

The Rules of Conduct listed within the rulebook are rules to guide the player’s behavior rather than that of their characters. Failure to
follow the rules of conduct is considered cheating and appropriate repercussions will accompany the infraction. The Rules of Conduct
are not unreasonable and all players should familiarize themselves with them prior to attending event.

Gentleman’s Rule

If two players have an out of game conflict and cannot reconcile their differences than one or the other may issue a Gentleman’s Rule.
Once a Gentleman’s Rule exists between two players they may not interact either in or out of game while at event until such time as
both players agree to lift the Gentleman’s Rule. Additionally, interaction on the Legacies web forum should be limited to the Out of
Game forums, and only then they may not address the other player directly, nor may the content of their posts be in anyway seen as
impolite with regard to the other player.

If a player wishes to issue a Gentleman’s Rule with another player they must contact the owners. The other player need not be
consenting to the Gentleman’s Rule. If either player violates the Gentleman’s Rule they will be subject to punitive measures. The
owners may not be subject to a Gentleman’s Rule, nor may they issue one against another player.

Intimacy at Game

Many couples participate at game, and indeed due to the friendly environment of camaraderie present among the playership many
couples form from meeting at Legacies. Regardless of the nature of the in game or out of game relationship between two players the
extent of physical intimacy they may share at event is limited to that which would qualify for a PG rating in movies. While staying in
cabins at the event sites no two players may share a bunk even if they are married. They may share a tent, however they must remain
attired such that there is no question of their activity in the tent. Intercourse of any form is strictly prohibited and any player caught
participating shall be at the very least suspended from game.

Event
Legacies maintains policies to facilitate the smooth execution of each event and uphold a good reputation with the management of
each site used for events.

Children at game

The minimum age requirement for Legacies is sixteen years of age. People under the age of sixteen may not attend event even with
supervision. This is to minimize liability due to the physical nature of combat at Legacies and because of the occasionally mature
subject matter that can be discussed at game. Players between the ages of sixteen and eighteen must explicitly receive permission to
attend event from the owners prior to attending event. They must other have their parents sign a waiver prior to each game to ensure
that their parents are aware and are accepting of the player’s participation at game. Parents of players are encouraged to contact the
owners if they have any questions or concerns about the nature of Legacies.

Arrival Time

The earliest arrival time permitted for an event is listed on the events page on the Legacies Website. If no time is listed the player
should assume the arrival time is 3 PM. No players are allowed on site, including the parking lot, prior to that time. Additionally,
even if that time has been reached players are not to leave the parking lot until one of the owners is on site. Players that do not abide
the arrival time or do not wait for an owner to be onsite will not receive blanket for that event (See “Suspension of Blanket” under
“Punitive Measures” later in the chapter).

Start of Game

Game play commences at 8:00 PM Friday night of event. After 8:00 PM players should either be playing their character or wearing an
orange headband to designate that they are not yet in character. Players that arrive after 8:00 PM are asked to minimize interference
with players actively playing characters as they transport their possessions to their sleeping area, set up any decorations, get into their
character’s garb, and check in with Logistics.

End of Game

The end time for game varies based off of the location of the event and any restrictions put in place by the management of the event
location. The end time will be published in the game flyer available at Logistics Friday nights during check-in. Once the end of game
has been reached players have three hours to clean up their sleeping area and any shared spaced attached to the sleeping area, such as
bathrooms, perform their clean up job, check out with Logistics, and attend closing ceremonies. If three hours is not sufficient for
certain players they must cease playing earlier in order to complete all of the given tasks in time.
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Cleanup

Each player is responsible for cleaning up their sleeping area and associated shared space, such as bathrooms. They will also be
assigned a cleanup job when they check in with Logistics Friday night. This cleanup job typically a task to clean up after the
playership as a whole. If Logistics forgets to give a player a cleanup job it is that player’s job to find the Head of Logistics and get
one assigned. Players must clean up their own area and perform their cleanup job prior to checking out with Logistics at the end of
event. Players leaving early should clean their area prior to departure and request a cleanup job from Logistics that they can perform
prior to event ending.

Failure to sufficiently clean up the sleeping area, attached shared area, or perform the cleanup job will result in a suspension of blanket
for the event (See ‘Punitive Measures’ below). Repeated failure to cleanup appropriately may result in more severe punitive measures.
It is the responsibility of each player to clean up after themselves and maintain the location the game is held at.

Closing Ceremonies

At the end of event, after the site has been fully cleaned and all players have checked out with Logistics, the playership gathers to go
over any issues that came up during event. The Owners and Referee committees will make any announcements they feel are
necessary. The location of Afters will also be announced.

Afters

Following the end of an event, many players attend an informal meal at a specified area restaurant. This is not officially part of a
Legacies event; rather it is simply an activity many of the players choose to participate in to unwind from the weekend’s activities and
have one last opportunity to socialize with their fellow players prior to the next event. Often times Player Awards, recognition for
certain activities at event, will be held at Afters. The restaurant is typically announced at Closing Ceremonies.

Smoking

Smoking is only allowed in designated areas at Legacies, as specified in the event flyer available at Logistics during sign in. All
cigarette butts must be disposed of in the proper receptacle; any player seen simply tossing butts on the ground will no longer be
allowed to smoke at Legacies and will receive a suspension of blanket (see “Punitive Measures” below for more information) as will
players smoking outside the designated area. Smoking in buildings will result in automatic suspension from Legacies. The
Washington State law banning smoking within 25 feet of a building entrance must also be respected.

Players that give cigarettes to players under the age of eighteen will be immediately banned from game. Additionally players
pressuring other players to begin smoking will not be tolerated.

Atmosphere
LARPs in general strive to maintain a certain atmosphere to lend to the illusion of the game world. The following policies have been
put in place to lend to the development and maintenance of that illusion at Legacies.

Racial Makeup

All players must meet the costuming requirements detailed in the rulebook for the race of their character. Good racial makeup
substantially improves the game atmosphere and players are encouraged to be as elaborate as possible when representing the
appearance of their character’s race, but at the very least they must meet the requirements set forth in the rulebook. They are given a
three event grace period after making their character to meet these costuming requirements. Following that grace period the player
will no longer be allowed to use the racial abilities of their character and will not receive blanket (See “Suspension of Blanket” under
“Punitive Measures” below) until such time as they meet the costuming requirements for their character’s race.

Phys reps

New players have three events to obtain basic garments for their characters. These garments do not need to be fancy but an attempt
must be made to look periodesque. Prior to the fourth event new players may wear modern clothing but are encouraged to seek out
established players and ask to borrow more appropriate garb. After a new player’s third event they will no longer receive blanket until
they have obtained at least basic periodesque garb.

Players who have made new characters have three events to obtain phys reps for any item tags for that character, such as armor and
weapons. During those three events they may reap the benefit of any item tags without actually having a phys rep for the item, for
example they may receive armor points for any armor item tags without actually having the armor phys reps. Weapon phys reps are
the exception to this, as an actual phys rep is necessary to participate in combat with a weapon. After the third event a player may not
utilize an item tag without a phys rep for it; doing so is cheating.

Anachronisms

Anachronistic items are objects that do not fit into the high fantasy/medieval atmosphere of Legacies (periodesque is often used to
describe items that do fit within the atmosphere). Some anachronisms such as glasses, modern shoes or watches are acceptable;
however players are urged to keep the number of anachronistic items to a minimum. A great deal of the success of Legacies rests on
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the atmosphere so any out of game items, such as coats and street clothes should be stashed out of sight. It is also requested that if
possible, players attempt to replace obviously anachronistic items such as modern eating and drink wear with more periodesque
appearing items. Players are encouraged to add to the atmosphere of the game whenever possible.

Light Sources

All personal light sources should be periodesque(conform to the atmosphere of the game environment) and have no dangerous open
flames. Modern lights converted to look periodesque are acceptable, such as mounting a battery powered light within a lantern or
using a Halloween prop torch. If a modern light is converted it should not have a focused beam of light as flashlights do, and the light
should be muted to produce comparable intensity light to that of an oil lantern. Flashlights should only be used in out of game
emergencies. Failure to do so may result in suspension of blanket (see “Punitive Measures” below for more information).

Characters

The majority of character specific policies are set by Logistics and available on in the Logistics Policy Manual on the Legacies
website: http://www.legacieslarp.org/gamemenu/gamematerial.php. All players are highly encouraged to be familiar with the content
on the website and to watch the website for any announcements concerning updates.

Sundering

A character is said to sunder when they have died and have no remaining resurrections, or when they are successfully targeted by a
Sunder ritual. A sundered character may no longer be played and the skill points for that character are lost. Sundered characters may
be brought back into play only through the use of the Reincarnation ritual, and only then if it is cast within one year of the character
sundering.

Players may not bring back a sundered character as the race Dhampari (a race of beings that have made deals to come back from the
dead), unless the character sundered as a result of cheating on the part of another player and the owners have given explicit approval.

New players will not have their characters sunder within their first three events. If they reach zero resurrections for their character
they may continue to resurrect until their fourth event. Once they have reached their fourth event they will sunder as normal.

Further details on sundering are available in the rulebook.

Punitive Measures

In order to provide a consistent and equitable environment for all players, Legacies has a variety of punitive measures that can be used
to prevent abuse of the game system and discourage inappropriate or discourteous behavior. It is rare for a situation to arise that
warrants more than a verbal warning, however greater measures do exist for the few situations that call for them. In general the
playership of Legacies is an incredibly honest and courteous crowd and it is only the few individuals that make punitive measurements
necessary at all. It should be noted that the Owners are willing to hold referees and their fellow owner accountable in the same
manner they hold regular players accountable. Indeed, the game officials, be they referees or owners, have a responsibility to set
examples for the playership and failure to do so will be looked down upon heavily.

Should a player be subject to a punitive measure, the details remain confidential between them and the Owners. Regardless of the
punishment meted out it is considered a courtesy to keep the matter private. If the punished party wishes to discuss the details with
others, that is their prerogative, but the Owners will not participate in the disclosure. Other players should not expect to be informed
of the exchange between the punished party and Owners however if the punishment was initiated because of a wrong directed at
another player or players, the wronged party will be informed that a punishment was handed out. They will not receive specifics
however.

Lesser Offenses

Most situations that arise do not call for particularly severe punishment. Legacies prefers to give players the benefit of the doubt
unless given a compelling reason to believe otherwise. In addition most infractions that arise are either the result of forgetfulness or
misunderstanding, or are fairly minor. For example, players that do not tear up item tags that were expended during a conflict or mark
the spells they used on their spell card at the end of a battle will likely receive a simple verbal warning unless the behavior seems
endemic. Players that fail to cleanup at the end of event will receive slightly harsher punishment, but unless it is a repeat offense that
will likely be relatively minor as well.

Verbal Warning
Situations that arise because of a misunderstanding, simple forgetfulness, or are quite minor will result in a simple verbal warning
from a referee. These warnings are a simple way of pointing out behavior that should not be repeated.

Suspension of Blanket
For repeat instances of behavior that would normally garner a verbal warning, minor instances of cheating, or failure to follow certain
policies, a player will not receive blanket at the end of event. This means that they will not receive the skill points awarded to each
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character played at the event simply for having been played. In greater offenses Logistics might also decline to update a player’s
character, preventing them from buying new skills or resurrections.

Suspension of Weapons Privileges

In the very specific instance where a player has been asked repeatedly to swing their weapon lighter during combat and failed to do so,
or are consistently fighting in a manner deemed unsafe, they will have their weapon privileges revoked. This means they may not
wield melee or missile weapons in combat for a duration specified by a referee.

Greater Offenses

Greater offenses will be met with greater punishment. Some example offenses that are looked on more harshly by the organization are
blatant cheating, intentionally harming another player or intentionally creating a safety risk, and frequent, reoccurring instances of
minor offenses. Ultimately the severity of the offense and the corresponding severity of punishment are determined by the owners.
Often times more than one punishment will be assigned, for example a player will likely also receive a ref warning if they have done
something severe enough to lose a character.

Ref Warning

Ref warnings are officially tracked warnings issued by a referee to another player. When a ref warning has been issued it is entered
into the player database and will remain on record from that point forward. Referees may assign ref warnings as they deem
appropriate, but typically reserve the warnings for blatant cheating, when forced into an argument by players, or after repeated verbal
warnings have not been effective at deterring minor offenses. All referees excepting Thieves Refs may issue referee warnings,
however should a player feel a referee has abused the authority they may appeal to the owners.

Players that receive a ref warning automatically receive a suspension of blanket for that event and are ineligible for a ref position for a
period of one year following the warning. The issuing referee may also request the owners issue even more severe penalty if the
situation seems to warrant it.

Loss of Skill Points
Players that have been issued a suspension of blanket as punishment on several occasions, or who have committed infractions more
severe than is covered by the suspension of blanket will have a certain amount of skill points docked from their character.

Loss of Character

Players who cheat in a severe way, or been lost skill points as punishment on several occasions for less major offenses are subject to
the deletion of one, or all of their characters. Additionally, players found to have forged bribe awards or created counterfeit game tags
will immediately lose all of their characters and bribe from the database.

Ineligible for Ref Position

Depending on the offense if it is believed that the player cannot be trusted in a referee position as a result of the offense they will be
ineligible to serve in that capacity either for a specified period of time, or potentially permanently. Players who receive a ref warning
are automatically ineligible for a referee position for a period of one year following the warning, though optionally longer if the
offense warrants it. In addition players removed from a referee position by the owners are ineligible for a one year period, though
longer suspensions may also be assigned.

Suspension of play

Players may be suspended from play for a period of time, and be disallowed to attend events while the suspension is in effect.
Suspensions range from a single month to one year. For offenses that would necessitate greater than a one year suspension the player
will instead be banned from game.

Banned

If a player receives two ref warnings within a one year time frame, or three ref warnings in the history of play, or commits a
particularly gross offense, or has consistently committed a multitude of minor offenses for a great duration, they will be banned from
game and will never be allowed to return.  Additionally, particularly severe offenses, especially those that have resulted in the
intentional injury of another player, or have jeopardized the organization’s reputation with the managers of the physical sites that
events take place on, may be banned immediately. The owners of Legacies do not ban players from game lightly, and have only
banned a handful of players in the history of the game.
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Chapter 3: Creating a Character

The characters that people seem to enjoy playing most at Legacies are those that are more than the summation of the
skills on a character card. Live Action Role Playing is more than just a sport where players try to win via a well
thought out skill set; it is about assuming the identity of a character within the game world and helping live out the
imaginary life of that character. Players who play a character card often seem to have less enjoyment out of the game
as they are assuming the role of a very shallow character with very little identity.

Rather players who begin by determining some degree of identity for the character they wish to play and from there determining what
skills and equipment fit that character seem to develop the more enjoyable and enduring characters. This chapter details both the
specific steps of creating a character card and gives suggestions for on how a player might formulate a greater identity for their
characters.

The ordering of this chapter is not meant to dictate the order by which players go about creating characters. Each player goes through
a different ordering of steps to ultimately arrive at their final character. Some players may sit down with the rulebook first and pick
skills and abilities for their character, then decide on what sort of history would be necessary for their character to have developed
those skills. Other players will save the building the character card until the very last step and instead decide on the complete history
of their character, and the identity that would result from that history, before finally deciding which skills and abilities fit. Several
players tend to have a more organic approach where they begin with a very rough idea what type of character they want to play, a
loose history, and adapt and adjust both while actually building their character.

What Type of Character to Play

There are two general routes that players most often follow when deciding what type of character they wish to play. Some players
first decide what they want their character to be able to do, the basic set of skills they want their character to have in game, and from
there create an identity for their character around their character’s abilities. The other common route is to decide who the character is,
the high level identity of the character, and then figure out what skills make the most sense given that identity.

Neither way is more “correct” than the other, and each way will lead itself to players who think in different manners.

Looking for Character Inspiration

The initial seeds that ultimately grow into the form of a character can come from multiple places, and revolve around the question
“What sort of character do I want to play”. The answer to this question can start with something very generic, like “I want to play a
fighter”, or more specific “I want to play a primitive Felinae warrior from an environment similar to the African Bush”.

Players may be reading through the players guide and decide that a particular race or culture would be interesting to play, or one of the
In Game organizations described may be particularly appealing. Alternately, as many of the cultures in the game world have rough
analogs that once existed in the real world, players may find a particularly concept for their character from our own history. If a
player has no idea for what sort of character to make a good starting place is to read up on real world professions from past points in
history throughout the world, looking at the details that make up those professions, and asking themselves if that sounds like an
appealing sort of life to play out at Legacies.

Another starting point is the list of skills in the game. Melee fighting may seem fun, or the magic system might interest players. A
character concept can be built around these skills by asking particular questions, for example: What sort of character would posses
these skills? How would the character have learned them? What sort of life would the character live if they relied on those skills for
a living? The next section, “Building the Character” goes into detail concerning the choice of skills for a character.

Getting Inspiration from Outside media

It is common for players to decide on an initial character concept after having been exposed to a particular piece of media, whether it
is a television show, movie, video or computer game, anime, or novel. The actual source of inspiration for the character concept can
be quite varied; it might be the setting, profession of a certain character, particular theology or belief, the back story of one of the
characters, or the particular style and behavior of a certain character. There is nothing wrong with a player getting a high level
concept of a character from another media so long as it fits with the Legacies game world; however there are many pitfalls that
develop when trying to pull in specifics.

Players should keep in mind that they must fit their character into the game world of Legacies, rather than force Legacies to change to
fit their character concept. Specifics from other media often do not fit well with Legacies; for example wanting a particular back story
for a character that mimics that of some well like character in a fantasy novel isn’t feasible if it relies on elements on in the Legacies
game world. By the same note, if a particular concept requires some game effect or ability that isn’t available at Legacies or is
infeasible for a starting character. Players should keep in mind whether an idea from a different media is compatible with Legacies.

LARP is a social experience, and a large part of Legacies is interacting with other Legacies characters. Part of what makes live action
roleplaying work is creating an immersive experience that gives the illusion of living within the particular game world. Most players
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don’t want to interact with characters from a popular anime or video game, but rather characters from Legacies. They certainly don’t
want to interact with a poor copy of Captain Jack Sparrow or Drizzt the Drow because neither of those are Legacies characters.

Building the Character

The Legacies rulebook contains the specific steps to building a character. What is not listed in the rulebook are more in depth
suggestions and considerations that new players may wish to think about while building a character. First time players do not
typically have the benefit of knowing the context that they will be playing their characters in: choices concerning which race to play,
which skills to choose, and so forth affect more than the abilities of the character, but also how the player’s character will be perceived
by other characters.

Picking a Race and Racial Abilities

There are many factions a player should consider when choosing what race and racial abilities they want for their character. Some of
the considerations are entirely practical; players should carefully consider whether the racial makeup and costuming requirements for
the race are something they wish to deal with. Some races require extensive use of costuming makeup, for example players wishing to
play Endrani must paint at the bare minimum the entirety of their face and neck black, and ideally all of their exposed skin should be
colored black. Other races require prosthetics, or partial or full masks, all of which can be cumbersome and very warm. Before any
player chooses a race they should carefully consider whether they would be comfortable with the costuming requirements the entire
time they play their character.

Other considerations that should be taken into account when players choose a race are various ways that race will influence their in
game interactions and the identity of their character. Each race has a particular culture, discussed in depth elsewhere, which can
heavily influence characters raised in the traditional manner of their race. For characters raised in the culture of a specific land or
nation rather than in the traditional culture of their race, the views and prejudices of that land towards the race can heavily influence
the life of any member of the race raised in that land.

Players should also read the section on “Living in Warwick” within each Race description and carefully consider whether they still
wish to play that race, as the game takes place within the town of Fortnight, located within the Duchy of Warwick, part of the
kingdom of Alba. The other player characters tend to be exceptions to the norm, so the specific reactions within Fortnight may vary
from those of the average Alban citizen, however players of a specific race may still need to work to overcome initial reactions.

Finally, when choosing which Racial Abilities the player would like for their character, they should consider more than just what a
Racial Ability does, but also how it would shape and influence the identity of the character. The description of each race has a specific
section addressing how the racial abilities of a race might affect the identity of characters from that race.

Buying Skills

Specific details on purchasing skills are available in the rulebook. When players are purchasing skills they should carefully read the
skill description and any other applicable content to make sure the skill is actually one they are comfortable using. For example
anyone buying spell slots should also read the chapter in the rulebook discussing magic to ensure the mechanics are something they
wish to use. Additionally, the article “Game Rules from a Character Perspective” gives alternate viewpoints to the In Game
interpretation of specific skills. Viewing a skill in a different light may convince players that a skill they would usually pass on
actually fits the flavor of their characters very well.

When buying skills, players should also think about the impact of having a particular skill on who their character is. They should also
think about how their character learned the skill, as the learning process may comprise a very influential event in a character’s past.
For example, players who want to buy the skill resurrection for their character should consider what impact being able to see the
spirits of the dead will have on their character. Some character’s might become jaded and numb to the idea of death, having been
exposed to the results for a great portion of their life, while others might be instilled with a great feeling of responsibility towards the
dead. Player’s should also consider how their character gained the ability to see the dead and help guide them back to life, since such
a talent would not likely be learned offhand.

What a character can do, and how they learned to do it should have an impact into the basic nature of a character and skills should not
be purchased lightly or without regard to how the skill would impact the character possessing it.

A Note on Lores
The lore skill is reasonably unique among the skills for a number of reasons. It is a highly flexible skill, as each purchase of lore
should have a specific focus. Players do not purchase a generic skill called lore, but rather lore: some specific subject, for example
lore: undead, lore: Alban history, or lore: legendary Felinae. Purchasing a lore is also a unique process. During character creation,
players need to ask the Head of Logistics if a specific lore is even allowed. The Head of Logistics is not likely to allow things like
lore: the History of Another Player’s Characters. Once a player has verified that a lore is allowed, they must then verify with the
Head of Plot that their character should be allowed to have the skill. The Head of Plot will ask the player to provide some justification
for why their character should know a particular lore and the player will be expected to justify it within their character history (more
on character history later in this chapter). A player whose character primarily has melee skills may have a hard time explaining why
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their character would know lore: Politics of the Royal Guild of Mages, Scribes, and Apothecaries though if the character served as a
guard within the guild it might still make sense. Both the Head of Logistics and the Head of Plot may suggest alternate lores, or ask
for a different name for a lore to provide clarification over what knowledge it covers. Players should keep in mind that they do not
have a specific right to choose any lore but rather are only allowed the privilege of a specific lore once they have been granted
approval by both referees involved in the process. Finally, while there are no specific prerequisite skills for lores in general, the Head
of Logistics may assign prerequisite skills for certain lores if it seems appropriate. For example, it makes little sense for a character to
have lore: Ritual Theory if they are unable to perform Rituals, or lore: Alchemical Theory if they do not have any Apothecary skills.
Lores taught In Game by other characters do not need the specific approval of either referee (if they are already in play they should
have already been approved), however the Head of Logistics may still apply a prerequisite skill if appropriate prior to the player
purchasing the skill for their character.

The lore skill is further unique in that it is not an active skill that is involved in the In Game conflict resolution system, nor does it
have impact on the other skills of the game. It represents what a character knows rather than what a character can do. Despite the
additional steps involved in purchasing a lore players are encouraged to purchase lores to represent knowledge a character has gained
from their history and experiences. Characters are not automatically granted knowledge of a subject simply because there is a
reference to it in their character history; just because a player has decided that in the past their character was part of the Thracian
Legion does not mean they can ask Plot what the common tactics employed by the legion are. Instead, they would only receive an
answer if they purchased lore: legion tactics or a similar lore for their character. That said, players do not need to take a lore for
anything they actually know, simply for things they wish to ask questions concerning when they speak with Plot.

When players choose a lore they should consider how general or specific to make a lore. Very broadly worded lores have the potential
to be used much more often; however the Head of Plot will provide much less detail when answering general lores than specific lores.
For example, a player could take lore: Undead or lore: Vampires, both of which would give information on vampires. However the
undead lore is likely to receive more vague or unspecific answers when used to garner information about vampires, whereas the
specific vampire lore will get far more informative answers. At the same time, the undead lore will also grant information about
skeletons, zombies, and so forth, whereas the vampire lore is not applicable in those instances.

Finally, if players wish to buy lores they should consider how two or more lores might be used in conjunction. For example, lore:
Alban History might be used in conjunction with lore: Alban Geography to see if similar past events might share some geographic
feature in common. Two or more fairly broad lores can be combined to generate very specific information, emulating the results of
taking one very specific lore on the subject. Doing so counts as a question for each lore combined, but it creates a great deal of
flexibility. Lores can become extremely powerful if several are taken and used in conjunction with each other.

The lore skill is the most flexible skill in the game and ultimately its effectiveness is limited only by the creativity of the players using
the skill. Players often find even the most specific lore that they rarely use pays off in the rare situations where it is applicable. Lores
can be a more involved process to acquire than other skills however they can have tremendous influence on the game—far more so
than other skills. Being good at combat can help have a huge impact on specific encounters, but being able to ascertain pertinent
information to a story Plot is telling can change the entire direction of the story and is an excellent source of conversation and
discussion with other characters. The saying “Knowledge is Power” is as true at Legacies as it is in real life.

Initial Equipment

Much like the rest of the character creation process, the specific mechanic of buying starting character equipment is detailed in the
rulebook. When players are purchasing the initial equipment for their character they are advised to spend as much of the initial
Starting Production their character receives as they can. During the character creation process players may purchase equipment at a
far lower price than they will encounter when buying equipment In Game.

At the same time, players should consider how their character might have come to own their starting possessions. Many items would
not be commonly found in the hands of the average citizen of the game world; for example the average enlisted soldier in the Alban
Army will never own a master crafted sword or master crafted armor. Full spell books cost a great deal more than minor magical
practitioners can afford. Some items, such as the elixirs Wyvern Poison and Obfuscate are not even available for common purchase.
Deciding how a character came to own certain possessions can lead to a great deal of back-story for a character.

Submitting Characters to Logistics

New players are encouraged to read through the rulebook and players’ guide prior to event and at the very least formulate a high level
idea of what sort of character they wish to play. When they arrive at event a Logistics referee can help answer any questions and
assist in picking skills and equipment for the new player’s first character. That said, Logistics is often incredibly busy and new
players are likely to have a long wait before they can be helped. They are encouraged to send a write-up of the skills and equipment
they want to the Head of Logistics prior to event so their wait at Logistics at event is kept to a minimum. Many starting players
submit a write-up for their skills in advance but forget about choosing starting equipment; of the two, choosing starting equipment is
typically the more time consuming task and new players will benefit greatly if they submit equipment lists prior to event. Players can
submit any questions to logistics@legacieslarp.org or post them on the Legacies website forums.
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More than a Character Card

Many types of roleplaying games, especially computer roleplaying games, stress the skills and attributes on a player’s character, and
revolve around the acquisition of new skills and overall advancement of the character. LARP is a very different mentality, where the
bulk of the game revolves around a character’s interaction with other characters, rather than the use of skills on the character card. As
such, players generally have more fun if they spend the bulk of their effort when creating their character focusing on who their
character really is, what sort of personality and approach they take when interacting with others, what circumstances will affect the
mood the character appears to be in, and so forth rather than agonizing the ideal set of skills for their character. In fact, to reiterate a
theme, players generally find the game more enjoyable when they tailor the skills around their character, and what skills make sense
for the character even if the skills don’t immediately make their character more effective in conflict.

New Character Questionnaire

The “Character Questionnaire” contains a series of questions to assist players in fleshing out their characters and establish a clear
conception of character identity. Players are highly encouraged to fill out the questionnaire; however if players do not wish to do so
they will benefit from generally thinking about who their character is, their character’s moral and theological beliefs, and what events
have lead the character to become the person that they are.

Character history

A character history is a recorded set of events and circumstances that have shaped who the character is and how they came to the town
of Fortnight. It is not mandatory; however it can help immensely in establishing a solid identity for the character and giving players a
springboard for interacting with other characters in game. Moreover, a player may not reference any past events that have happened
to their character to other players without their character history first being approved by Plot. If a player has already filled out the
Character Questionnaire they will find the character history a bit easier to write as they have already thought about who their character
is and what lead the character being that way.

When players begin to write their character history they should start by first forming a strong impression of who their character is at
present. Once they have that, players should begin thinking what would make their character that way, what would lead the character
to their current position in society, and how the character arrived at their current circumstances. Players will likely find themselves
asking many of the same questions they asked themselves when filling out the Character Questionnaire, which is why it is highly
recommended doing that first. For example, common questions that are typically addressed in the character history are, where did the
character come from, what sort of culture was the character raised in, what important people and places have shaped the character,
what major events have affected the course of the character’s life, has religion played a major role in who the character is, and if so,
why, and has the character given their allegiance to any particular people or organizations.

While all of those questions are very important, the most important thing for a player to think about is why their character is now in
Fortnight, and why is the character likely to stay. The answer to those two questions is very likely to dictate how their character
behaves and responds to events while in the town the game takes place in. Moreover, players with characters that do not have a strong
reason to stay, or actively have reason to move on may find that they are compromising on their character trying to justify continuing
to remain in Fortnight.

Things to Avoid

There are several common pitfalls that players often run into while composing character histories. First and foremost, players should
avoid developing a character conception that requires they change the nature of the game world or include drastic new elements to the
world in order to explain their character. Such a character history will not be approved and players will likely be very frustrated when
they need to dramatically change their character as a result. When writing the character history players should constantly be
questioning if it fits with the rest of the events and information detailed within this book, whether it contradicts or requires alteration
of the information herein in order for the character history to work, or if additions need to be made to the game world, and if so, how
significant. Every player ultimately is writing character histories that must fit with the game world so any changes to existing
information on the game world can impact a great deal of other players and characters. Some information is safe to add, for example
minor towns to a region or very minor nobility, but a new land or nation is not likely to be approved.

Additionally, while the player characters are considered exceptional players need to be careful to what extent. In the history of
Legacies there have been hundreds of player character and it would be unreasonable for each of those characters to be “the chosen
one” by some deity, nation, or people. Character histories that put a huge amount of importance or influence on a player character will
likely not be approved; player characters are generally not allowed to be major nobility, or seen to have influence with major nobility
for example.

Players should also be careful when detailing the accomplishments of their character that such accomplishments seem realistic with
regard to the character. It is unreasonable to claim that a character with very few skill points has managed to best great warriors in
single combat, or worked to achieve elevated rank within one of the many organizations within the game world. Ultimately players
will need to be able to justify the contents of their character history to Plot and be able to successfully defend any accomplishments
their character has made.
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Also, while writing a character history, players should not include or reference player characters from other players without the
explicit permission of the other player. Plot will contact other players to make sure permission was given. Players should never
reference other player characters that they, themselves, have played.

Finally, when giving a reason for their character to have come to Fortnight and remain within the town, players should be careful to
not make any justification overly contrived. This is most common when players wish to remain active members of foreign
organizations. For example, a character that is a sworn Samurai in Nippon has very little justification remaining in Fortnight, as to do
so would very likely be considered an abandonment of duty. Trying to explain that the character’s lord in Nippon had reason to assign
the character to some prolonged task in Fortnight, a town in a country two thirds of the known world away from Nippon, is likely to
be seen as very contrived.

These pitfalls have not been enumerated and explained to put players off the notion of composing a history for their character and
submitting it to Plot. Rather, they have been discussed to help facilitate the writing of a character history and help reduce any
frustration players might have resulting from Plot rejecting a history.

Plot Approval

A player’s conceptualization of the game world and their character’s place within it may not coincide with the official
conceptualization of the game world. A player may not reference their character history while playing their character until Plot has
officially approved it. Until explicit approval has been given the events in a character history have not happened. Players should
submit all character histories to plot@legacieslarp.org, and Plot will respond with approval or feedback. Often, Plot will ask for
revisions to character histories and players should not take this personally.

Players are encouraged to submit questions or solicit details on the game world while writing their character history. This guide is
meant to provide detail about the game world but the depth of information is not exhaustive. It is not uncommon for players to have
questions about specific details that are not within this guide. If a player is comfortable asking the questions in a public venue the
Legacies website forums are a good place to ask. If the question concerns potentially sensitive information regarding their character
Plot would be happy to answer inquiries privately via email.

Submitting to Plot

All character histories should be sent to plot@legacieslarp.org. The only format character histories should be sent in are text or rich
text files, or Microsoft Word documents. Players should not simply type or paste their character history into the body of the email to
Plot. Once Plot has approved a character history it is saved for future reference. Physical files make it much easier for Plot to
organize, track, and reference, and simplifies the transfer of character histories to the next Plot team once their term is up.

The actual layout of the character history that works best for plot is a bullet point list of major events, no more than one or two
sentences apiece, at the beginning of the document, succeeded by paragraphs providing in depth detail on the character’s life up to the
time they arrived in Fortnight. The details of the character history should be written to efficiently convey information, rather than to
entertain plot. They should more resemble a report on a character’s life than a story or narrative of the character. Depth and detail are
important, but Plot does not have the time to read the specific dialogs a character has had with other characters in their history or the
detailed scene information describing each location in detail.

Why Submit the History to Plot

There are a couple reasons players may wish to submit a history to Plot. The first has been referenced several times previously;
players may not actively reference events in their character’s past until Plot has approved the history. There are many reasons why a
player would wish for this permission, but primarily it is so they have additional material to interact with the other characters with.
Moreover, if a player wishes their character to belong to any of the in game organizations when they bring their character into play,
they must have Plot buyoff.

Additionally, if a player has submitted their character history to Plot, they may find that Plot will use elements out of the history to
launch more personalized storylines specifically designed to include that character. If this is something that interests a player, they
should include more open ended events, often referred to as hooks, which have not been thoroughly concluded, so that Plot may build
off of them. For example, a player may include a nemesis that their character has continually come in conflict with, and allowed the
nemesis to remain at large. Plot then has the option to bring that nemesis back and challenge the player’s character yet again, this time
while they actually play their character.

If players do not wish to have Plot interaction with their character in this manner they may put a small note at the top of their character
history informing Plot of such. The Plot team will respect the player’s wishes should this note be present.

Updating the Character History

Players that have played their character for quite a while, and have been involved in many events over the course of playing their
character, may wish to update their character history with those events, so future plot teams can be aware of the actions that have
taken place in game. It is perfectly reasonable and acceptable to do so, so long as the player does not change the content of their
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character history prior to those events without the approval of Plot. When including the updated material, players should not
misrepresent the actions of their character, and updates are still subject to the approval of the Head of Plot.
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Chapter 4: Game Rules from the Character Perspective

The game rules exist to provide a framework for conflict resolution and a means to model fantastical elements such as
magic which cannot actually be physically represented. In terms of usage the rules must function in a uniform manner
to provide a level playing field; in essence everyone must interpret and use the rules the same for them to be effective.
However, how the characters within the game world see the effects of the rules can be interpreted a great deal. For
example skill Critical Strike simply increases the amount of base damage a character does with a weapon, and from a
system standpoint that must function the same for every character with the skill. However, the player can interpret how that skill has
increased the damage for their character. A player whose character fights with a foil may believe their character has become more
skilled with the rapier and is more capable of hitting vital areas, whereas a player whose character fights with a two handed sword may
determine that their character has become stronger and is capable of delivering more powerful blows.

One skill may mean multiple things to different characters, and interpreting the in game representation of that skill can lead to two
characters with very different flavors despite the same set of skills. In essence, the skills a player has on their character card does not
determine the identity of their character.

The Rules OOG and I1G

When first coming to Legacies it is often difficult to separate out the information that the player knows from that which the character
should know. What information is purely Out of Game, and what effects are safe for a character to discuss with other characters?
Some instances are not cut and dry, but generally it is possible to separate between what rules and terminology is OOG and what is IG.

Which effects Characters don’t know about

Much of the rules system is meant as an Out of Game mechanic to simulate an In Game effect. The results of the mechanic can be
seen by characters IG but the actual mechanics that generate the results are unknown to the characters. For example, many of the
racial abilities have noticeable results In Game; the Racial Ability Pelt clearly makes the target naturally more resistant to damage
than they would normally be but there is no 1G concept of the Racial Ability subtracting 3 from every damage call. Likewise the
mechanics of skills are invisible to characters. A character in game has no concept of a Character Card, nor any knowledge of what is
on it. They should not talk to other characters about how many Critical Strikes that character has purchased or how much damage a
character can swing for. Characters can see another character leap in front of a sword to save their friend or notice that a particular
warrior is holding their ground, shaking off all magic and deflecting every strike with a flurry of well timed parries, but they have no
concept that a Heroic Act was used or that a character is in Last Stand but that causing the character to lose their resolve will kill them.
Likewise, there is no IG concept of Rush, a skill that represents a character’s ability to be fleet of foot when in combat, nor is there a
numeric amount of Body Points In Game that signify how much abuse a character can take. Characters simply see someone who is
very fast on their feet or can take serious punishment that would kill most others.

Characters should not talk about or reference game mechanics, how an effect is modeled in the rulebook, or most of the skills directly.
They should not bring up the idea of a character card, or reference what might be on a character’s character card.

Which effects Characters know about

Generally the effects of a rule can be determined In Game. A character may not know that their opponent just used the skill Lethal
Strike on them, but they can certainly determine that the last hit hurt a great deal more than previous strikes. They may not know that
the Racial Ability The Kiss was used on their friend, but they can see the victim dead on the ground and if they have the skill
Resurrection they can see the spirit of their friend displaced from the corpse. Some abilities have names that would be very fitting to
refer to the ability In Game. Asking an Ogre if they would use their strength to move something, despite the Racial Ability actually
being called Strength, makes sense since that phrasing would not seem out of place. Likewise, popular lore references a gypsy crone’s
ability to level their evil eye to curse someone, so describing the Racial Ability Curse as a gypsy curse seems appropriate. There is no
hard and fast metric for determining whether a label for an ability should be In Game or Out of Game, which is why no rule exists in
the rulebook discussing this. Instead, this section exists here to encourage players to think up realistic ways of describing an effect
rather than simply referring to the label for an ability used in the rulebook. If a term seems more appropriate to be used talking about
a character Out of Game rather than carrying on a realistic dialog within the game then it probably should not be used by characters.

Thus actual terms that get put on character cards are considered Out of Game; however the results that manifest within the game can
be referenced assuming the character has reason to know about the ability. For example, it is acceptable to know that Player
Character Races have certain special abilities, even if the term Racial Ability, or the specific names of the Racial Abilities are
inappropriate to bring up during In Game conversation, as all of the Player Character Races have been a significant part of the world
long enough for that to be common knowledge. Non Player Character Races should not have their abilities referenced by characters
unless they are blatantly demonstrating the abilities or the player character referencing the race’s Racial Abilities has a Lore skill
specific to that race. Even then, players should come up with a suitable description appropriate to that race’s specific abilities, both
because as previously mentioned the Out of Game labels for an ability should be avoided most of the time and because while a
specific ability may be quite versatile or generic, the race’s specific application of it might be very narrow and specific. For example
the Monster Racial Ability labeled Life Drain is a generic mechanic for draining the life of the target, however it manifests In Game
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quite differently between a Vampire and a Frost Wight. The former bites a major artery or vein of the target and drains them of their
blood in classic horror movie fashion while the latter uses the ability to simulate draining all of the heat from the target and leaving
them in a severely hypothermic state.

Also common knowledge in game are the effects of any ability that has an In Game Signature Call, as specified in the rulebook, as in
this instance the character using the ability is essentially announcing what they are doing. Basic inference can be used to associate this
In Game announcement with the actual effect delivered. All magic spells, for example, have In Game Signature Calls, so any
character may reference the effects of a spell. Additionally, as the same In Game phrase including the name of the spell is used
whenever the spell is used it makes sense for spells to be referenced by name. In addition to spells, certain skills and racial abilities
also have In Game Signature Calls.

Certain skills can be used to ascertain information about effects in game. An appropriate Lore skill can tell something about an
ability, First Aid and Resurrection grant knowledge about dying characters and how to resuscitate them, Alchemical Lore grants
insight into what alchemy and elixirs do, and anyone who can cast or copy a Ritual Scroll has much greater insight into the specifics
of a ritual than characters lacking these abilities.

IG Interpretations of the Skills

The skills that go on a character card define the mechanics of what a character can do; for example the skill One Handed Edge means
that a character may wield edged weapons such as swords and axes that can comfortably and effectively used with a single hand. The
skill descriptions in the rulebook are the OOG mechanics that govern how a skill is used and these mechanics must be constant
between characters to ensure a consistent application of the rules. This does not mean that two characters with the same exact skills
are identical; In Game a famous swordsman does not teach their protégés One Handed Edge, but rather how to wield a rapier or
katana. Two characters may have the same skill sets on their character cards but have very different ways of representing the skills in
game. By interpreting the IG representation of a skill in different ways characters can develop different flavors. What follows are
suggestions for different In Game interpretations of skills, though the list is not completely comprehensive and players are encouraged
to interpret the skills as they think best fits their character.

Fighting Skills

At first glance the Warriors, Assassins and Heroic Strike skill categories may seem pretty cut and dry. There could be some variation
in the types of weapons wielded with particular weapon skills, and a character could wield anything from a buckler to a tower shield
with the Shield skill, but often players don’t think far beyond that. When examined though, many skills can lead to multiple
interpretations. Lethal Strike is used to deliver a far more damaging attack, but that attack could take the form of a devastating and
powerful blow from a great axe in the hands of an Ogre, to a very surgical and precise rapier strike in the hands of a lithe fencer.
Heroic Act can be used by an altruistic character to leap in front of danger and take punishment for a damsel in distress, or it can be
used by a more nefariously minded individual as a means to jump in front of a beneficial effect meant to help another character.
Shatter Unshatterable can be viewed as a brute force attempt to break even the best made weapon, but in the hands of a more
cerebrally oriented character it could be seen as the character examining the master worked blade for an overlooked imperfection and
striking to exploit the flaw. The Assassins category of skills as a whole are typically viewed in the context of their name; a collection
of skills that characters trained in the art of murder would employee while carrying out their dishonorable occupation. However by a
different light the same skills could represent an experienced warrior’s familiarity with different types of armor and lessons learned
while facing armored opponents on the battlefield.

A martially oriented character might pick certain skills for frequent use, but they might also purchase some fighting skills for use only
under certain circumstances. For example, characters modeled after the Spartan warriors of ancient Greece might utilize the skill Last
Stand on a regular basis, holding their ground as they were rigorously taught to do during their upbringing. Another character may
also have the skill Last Stand, but they only use the skill under very extreme and specific circumstances, for example an otherwise
pacifistic character might utilize the skill to model the change in resolve when defending the lives of helpless characters. In these two
instances, the same skill is used to model two very different character mentalities.

Production Skills

The various production based skills, such as Smith, Scribe, and Apothecary, allow a level of variation in how they are represented by
characters In Game. It is probably easiest to think up variations of the Smith skill, as it used to produce the greatest variety of items.
Some characters may have worked as a seamstress or tailor prior to being thrust into a life of adventure and may use the skill
exclusively to work with textiles and making garments. Characters from more rough backgrounds may have learned to work animal
hides at an early age and are skilled at producing everything from leather armor to boots, but have no skill with metal to speak of.
Characters that previously lived a nomadic lifestyle with a small clan or tribe, such as Gypsy and Barbarian characters, may produce a
variety of smaller items, whether they are textiles, daggers, rope, or chests, as the tribe they grew up in did not have very many
members skilled with their hands. Having shown an aptitude the character may find that fellow tribe members come to them with a
great variety of requests. Other characters may have joined the Alban army and found that they were required to craft a wide variety
of goods for the fellow troops, from large items to small, and now do not restrict what they produce with the Smith skill to any
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particular set of items. The skill itself is incredibly versatile and any limitations are willful by the player to match what application
makes sense for the character.

The Apothecary skill is much more limited than Smith in the items that a character can produce, but arguably it can be more diverse in
how the player interprets the application of the skill than Smith. The compounds produce, whether they are Alchemy, magic Potions,
or wondrous Elixirs are all fantastical in nature, and a player can decide how the character goes about producing the items. The
character may be a man of science, a methodical chemist exploring the properties of nature and producing compounds through the
combinations of various reagents, arriving at a substance more potent combined than the sum of its parts. A character could also be
hail from a life as a village herbalist, harnessing the innate properties of various plants and minerals. Perhaps the character believes
that the potency of the compound comes not from the ingredients, but is rather imbued into the mixture using the character’s own
energy.

As with Apothecary the Scribe skill involves making items with fantastical results, in this case magic spell scrolls, spell books, and the
powerful ritual scrolls. Similarly the player may interpret how the character goes about producing these items. They may be a scribe
in the proper sense, charged with the recording and copying of text as scribes were during our own medieval period, and the resultant
spell scrolls are simply the result of the methodical copying of existing work. Less refined scribes, perhaps hailing from the Barbarian
race, could use the secret of runes to encode magical energy within a scroll, to be released when focused on by a reader. The Physical
Representation (Phys Rep) of the spell scrolls need only be a 3” x 5 (or larger) piece of paper or similar material. The player creating
the item may make the Phys Rep reflect the mindset of the character; in the afore mention example of the Barbarian with Scribe the
Phys Rep could be covered in Norse Futhark runes. A character hailing from a tribal background may use pieces of animal hide with
pictographs beseeching the totem of the animal in question for assistance.

Additionally, whether a character has just purchased Apprentice level of a production skill or has purchased up to Master can also
change how a character may represent the skills. A character with just one or two Apprentice purchases of a skill may view their
character as just a dabbler, having picked up the skill tangentially in the course of other work, whereas a character with one or more
purchases of Master might have a considerable amount of their identity tied to the skill. A character with Master Smith, for example,
might consider themselves an armor smith first and foremost, someone who apprenticed and worked to reach that level of profession,
whereas a character with Apprentice Smith might have learned it in the process of banging their armor back into shape after battles and
are not confident enough in their skill to construct anything more ambitious than a dagger out of some spare metal..

Healing

The two healing skills, First Aid and Resurrection can be viewed very differently between characters. A character hailing from the
Royal College of Physicians would likely view first aid as a science, utilizing knowledge of an injured character’s anatomy and type of
wounds to prevent them from dying. Less educated characters from more rural areas might see first aid as a mix between sound
medicinal practices, such as applying pressure to stop a wound from bleeding out, and folk remedies that at best accomplish little.

Interpreting how Resurrection is represented could arguably lead to one of most diverse In Game representations of a skill mechanic,
as fundamentally the skill lends itself to questioning the theological and philosophical nature of life and death. Is the act of putting a
spirit back into its body an act of compassion, saving the spirit from a dreadful existence walking the mortal realm in some damned
spectral state, or is it a travesty, preventing the soul from moving on to whatever afterlife might be waiting? Is the act of sharing the
spirit’s memories as the spirit reassumes its place in the mortal coil an act of intimacy or a violation? Finally, what is actually
transpiring as the character resurrects a spirit? Is the character exerting their will to give the spirit mortal form again, or are they
simply acting as a conduit for the spirit to bridge the gap between life and death?

How a player answers these questions for their character can go a long way to differentiating how they view and represent the
Resurrection skill In Game.

Magic

Magic, as a fantastical element of the game, can be explained and interpreted in a huge variety of ways, since there is no certainty
about its specific nature. The Signature Call of a spell, the saying a player uses to announce which spell they are casting, intentionally
has a component, a three or greater syllable Preamble, that is determined by the player. The intent of this is that while some
constancy, in this case everything following the preamble, is needed so other players can easily determine what spell has been cast,
there is still room for the player to bring a unique element specific to their character into the casting of each spell. For example, a
character may beseech a deity, speak a few words in a foreign language, or formulate a rhyme, prior to casting each spell. This alone
can provide an individual touch to magic, but players may go further, perhaps deciding that there are spells the character is morally
opposed to using. For example a healer might be very reticent or outright unable to cast damaging spells. Other characters might
decide that their character has only been taught how to cast a very narrow list of spells and has no affinity with the majority. A
martially oriented character that uses magic to augment their fighting ability might only know how to cast protective spells and some
specific combat spells.

The culture a character hails from may also determine their perspectives on magic. Cultures that are very distrustful of magic may
make a character inclined to conceal their abilities, whereas cultures where magic is rare and venerated may cause a character to be
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accustomed to a certain amount of deference purely because of their abilities. Characters without magical ability may also have
superstitions about those that do have it, and react accordingly. The culture of birth for a character may also play a role in they go
about viewing magic; from a very refined nation such as Malay a magic user might grow up thinking that magic is harnessed through
formalized practice and study whereas characters from much less civilized lands may view magic as a very wild and primal force that
cannot be broken down into formulas. How a character views magic can lead to a range of how they present their magical abilities In
Game.

Where does Magic come from?

One of the central unanswered questions within the Legacies game world concerns the nature and origin of magic. This question has
intentionally been left unaddressed Out of Game to encourage multiple beliefs among characters In Game. Some possible beliefs
include that magic is granted as reward for paying deference to a specific deity, that the gods made magic freely available to all who
have come to understand certain mysteries of the universe, that magic is simply an innate power within all beings and meditation and
focus can harness is, that particular totemic spirits grant magic to those whom display affinity for that totem, that each item in nature
has its own spirit that can be beseeched for favor, studying runes reveal secrets of magic, and that magic is a natural force as prevalent
as gravity and mutable by those who have learned to exert their will on it. Subscribing to different beliefs can produce very diverse
characters, and inspire very interesting conversations between two magical practitioners of different bents.

Ritual Variations

Magic Rituals are powerful, high level magical spells that require both an incredibly skilled magical practitioner and a Ritual Scroll,
an item produced by a character with the Scribe skill, to perform. The term Incanter is used to mean the magical practitioner
performing the ritual. The ritual system in the rulebook requires following certain steps while performing a ritual else wise the chance
of the ritual successfully being performed decreases. Much like magic in general, characters are free to develop their own theories for
why the steps are needed and what is actually transpiring when a ritual is performed. Additionally, as the rulebook discusses ,
variations of the rituals can be performed in conjunction with the use of appropriate Lore skills. The ultimate result of the ritual will
be the same, but how the ritual achieves the result can be altered. For example, the mechanic of the Scry ritual grants the character
answers to three questions, and this is generally achieved by the player being told they see images answering these questions in a
reflective surface, for example a scrying mirror. However a character that believes in spiritual totems of animals and has at least one
appropriate Lore regarding this belief (ex: Lore: Totem Spirits, Animal Totems, etc) could choose to use the Scry ritual to ask for
answers from a specific totem that would then seek out the answers and communicate them back to the Incanter. In both instances
three questions are answered, but by using a Lore skill the player is able to perform rituals in a manner appropriate specifically for
their character.

The Incanter with the Lore concerning Totems could apply the same lore to multiple rituals. Imbue Temporary Magic Item could be
seen as calling upon a totem to impart some aspect of themselves into an item, beseeching Totems appropriate for the desired magical
effect. A Rabbit totem would be a good choice if the Incanter wanted to add the skill Rush, a skill modeling a character’s ability to
bob and weave out of danger, into an item, but a Wolf Totem would be far more appropriate for adding an offensive skill such as
Lethal Strike to an item. The same Incanter could further use their lore to ask a Badger totem to guard their home as they cast
Hallowed Ground.

Similarly, other Lore skills can be applied to the ritual system. When performing the ritual Sunder to end the life of another character,
an Incanter with a Lore concerning great fae could summon the Erlking to hunt down the target and steal their soul. Alternatively a
character that believed heavily in the Thracian Pantheon and had a suitable Lore skill (ex: Lore: Thracian Gods or a Lore specific to a
certain deity, i.e. Lore: Nul) could use the Sunder ritual as a means to entreat a god for action against a specific target. As “Chapter
10: Theology and Belief” discusses, characters can interpret one God in multiple ways. Nul seems like a good fit when imploring a
god to sunder a character, as Nul is the god of death, however Vindikari, the goddess of vengeance could also be a viable option.
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Chapter 5: Interlude

The story of our people, my people and yours, began centuries ago, during a time which has long since been forgotten.
During those times there was no need for recorded history, for most was told orally from generation to generation,
passing the lore and knowledge of our ancestors throughout time. It was during those times that a great kingdom
existed, encompassing much of the great continent, a kingdom populated by humans and Sidhe. The Great Kingdom,
which few remember today and much of the knowledge of which has been forgotten, was guided and protected by the
Great Dragons that ruled the land. The people of the Great Kingdom believed the dragons to be gods, worshiping them as such.
However, it was this belief that caused the upheaval known among the human and Sidhe people as the Dragon Wars, and changed the
world and civilization forever.

During the time of the Great Kingdom of Sidhe and humans, there were other kingdoms and civilizations that existed in outlying
areas. These lands were populated by monsters, Goblinoids and giant kin, great and powerful creatures capable of easily destroying
the resourceful though fragile Sidhe and human people. Thus, as legend states, the Great Dragons took to these people, helping to
assemble them into one great kingdom, serving as their guardians and protectors from the dangers outside. For centuries, this is how
the Great Kingdom survived, the appreciative people of the Great Kingdom paying homage to their Great Dragon protectors, their
gods. During this time, the people were protected from monsters and other dangers, their kingdom was self-sustaining and
prosperous, and they knew nothing but peace.

However, as with all things, all that may remain constant is the perpetual need for change, and that change came at the hands of a
powerful Sidhe sorcerer who would grow to become the first known Arch Mage. Legend states that Baeltraven was a mild Sidhe,
diminutive in stature and a powerful seer who had been born with the gift of foresight, one of the first known to the world. It was said
that Baeltraven could see through the ripples of all that was known and watch the threads of fate and life as they became intertwined,
transitioning from what was to be to what has become. Many were afraid of this gift, but most saw it as a blessing from the Great
Dragons, a blessing that would eventually result in Baeltraven’s appointment as the Oracle of the kingdom. Similarly, magic, which
had always been strongly believed to have been a gift from the Great Dragons, had always come easily to Baeltraven. His weak build
and limited physical prowess coupled with unmatched intellect and an astonishing gift of foresight kept him within the safe confines
of the kingdom and indoors where he could practice and develop his magical abilities in private. Baeltraven, though often quiet, was
also quite stern and had the capacity to be bold and authoritative when he so desired. Yet, most often, he kept to himself, except when
in regards to his closest friend and ally, his cousin Shaeldraven.

Just as Baeltraven’s intellect and magical aptitude was unmatched by all others, as was the skill and precision for which Shaeldraven
used his sword. Although the Great Kingdom knew no war, proficient fighters were necessary to keep the peace within the kingdom
during minor disputes, as well as when hunting parties would depart from the safety of the kingdom in search of quality meats and
other provisions. Shaeldraven, a powerful man of intimidating size and demeanor, had always possessed a natural aptitude for
physically demanding skills, especially any which involved the use of his sword. He was well known throughout the kingdom as one
of the best and most honorable warriors and a headstrong leader who would mercilessly fight for those to whom he was loyal, and
Shaeldraven was extremely loyal to Baeltraven. Thus, when Baeltraven stumbled upon a discovery that would shake the Great
Kingdom and force a nation of people to question their very faith, it was Shaeldraven who stood by his side, supporting and protecting
him all the while as the Great Kingdom began to tear apart.

Baeltraven, raised as a strong believer in the gifts of the Great Dragons and taught that all magic was one of the many blessings
bestowed upon his people by these great deities, was a devoted follower of these ancient orders. As a scholar and proficient mage, he
studied these philosophies and sought to better understand these gifts. It was during his years of self-education in these arts that
Baeltraven stumbled upon ancient and arcane magic’s and in doing so, Baeltraven learned that the Great Dragons were not, in fact, the
ones responsible for this power, they were not the source of all magic, but rather one of many mediums, many methods of channeling
the magic. In short, Baeltraven discovered that we could all create our own magic, from the very energy of the world living and
breathing around us, or even from within ourselves.

Crushed and disoriented, Baeltraven did not know what to do; seeking guidance he sought the aid of his closest and most trusted
companion, Shaeldraven. However, Shaeldraven too was awestruck by the newfound knowledge that the Great Dragons were not the
creators of magic, and although in his heart he knew that his cousin would never lie to him, he needed confirmation that it was, in
deed, the truth. So, reluctantly, Baeltraven went on to prove that he could create his own magic, magic not known to be any gifted by
the six Great Dragons of the six Dragon Orders. Baeltraven showed that through physically and mentally taxing rites, one could
create astounding and lasting effects, such as by enchanting Shaeldraven’s sword with powerful magic’s and linking it to Shaeldraven
so that no other may take the sword from him. Although that alone was enough to convince Shaeldraven that Baeltraven had unlocked
a truth in the secrets of magic, Baeltraven went further to demonstrate the awesome power of his abilities. Through a series of
complicated steps Baeltraven not only summoned a creature, a feat which had been unheard of until that time, but actually summoned
a Great Dragon, then quickly dismissed it, proving not only that the magic was not provided by the Great Dragons, but that they too
were also subject to its power.

Steeped with ambivalence from the disillusionment of everything they had known to be truth, Shaeldraven and Baeltraven did not
know what to do. They recognized that although this was an incredible discovery that it could easily result in upheaval within the
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Great Kingdom. Baeltraven attempted to use his gift of foresight to guide him to the right path, but the future seemed murky
regardless of the path they chose, seemingly no easy answer to their predicament, leaving the two Sidhe to determine the path they
were to follow on their own. After much deliberation, the cousins determined that although the information could prove to be
devastating, as big proponents for shared knowledge, they decided that the people deserved to know the truth. However, although
their intentions were well met and sincere, the effects of this knowledge would be felt all across Pangaea, among every kingdom and
civilization.

Knowing that no one would believe them, the cousins prepared to demonstrate the discovery. After gathering the kingdom together,
Baeltraven and Shaeldraven announced the discovery. Shock and disbelief, which quickly turned into anger and accusations of
blasphemy, spread across the crowd. It was then that with his commanding presence and merciless devotion Shaeldraven screamed at
the crowd, his booming voice smothering their collective cry, bearing his sword toward them, warning them to stay back and allow
Baeltraven, the revered Oracle of the Great Kingdom, the opportunity to present his case or he would dispatch of them all. It was then
that it is said that Shaeldraven cried out his booming words, soaked in conviction and determination, “I call upon the ancients, call
upon my ancestors, to give me the strength to destroy each of you and protect this man if you do not let him speak.” It is said that as
those words echoed over the crowd, raiment light emanated from Shaeldraven’s body and sword, swathing him in a foreboding glow.
Stunned, the crowd began to hush, and as if by pure intimidation alone, they stood quietly while Baeltraven explained what he had
discovered. In awe, the kingdom watched as Baeltraven once again demonstrated his abilities, just as he had for his cousin.

Stunned gasps of astonishment echoed throughout the kingdom as Baeltraven concluded his demonstration, followed by a chilling
silence. As Baeltraven scanned the crowd, watching as realization of the truth began to set in, he took a deep breath, preparing to
remind the people that although the great dragons are not the deities they had once believed them to be, they were still their guardians,
the reason why their kingdom was successful and peaceful. However, before Baeltraven could speak, cries of resentment and outrage
began to explode from the populace. Wounded and betrayed, the people verbally unleashed their frustration. They were infuriated by
the deception of the Great Dragon’s tricking them into believing they were gods, so arrogant as to have themselves worshipped as
such; the people demanded retribution.

Baeltraven and Shaeldraven attempted in vain to calm the populace, attempting to remind them that the Great Dragons had always
been good to them, assisting in the formation of the kingdom and the union of the Sidhe and human people, and protecting them from
monsters and other dangers. Baeltraven, still a follower of the Dragon Orders at heart, urged for the people to remember that although
the truth of the Great Dragons was not as they once believed, that the teachings of the orders still hold merit and the deeds of the Great
Dragons should still be praised. However, there was no suppressing the rage of the crowd, instead Baeltraven and Shaeldraven stood
helpless as they listened to the populace argue about the Great Dragons, their very kingdom dividing before their very eyes.

Soon, a large faction formed, demanding that they be ridded of the presence of the Great Dragons, who were only using the people of
the Great Kingdom as puppets in their own game of self-indulgence. This faction, a mixture of both human and Sidhe, conspired to
storm the Dragons Keep, a large mountain on the very outskirts of the Kingdom, demanding for the Great Dragons to leave their
kingdom and never return. As the party set out to Dragons Keep, a large crowd of bystanders followed. Some of the followers urged
for the Great Dragons to not be angered, while others, still confused and uncertain of what to believe, silently followed, curious as to
how things would unfold. Powerless, Shaeldraven and Baeltraven watched a bulk of their kingdom set forth to make the final blow
that would eventually lead to the splintering of their great kingdom once and for all.

It was then, it is said, that Baeltraven had a painful and powerful vision that gripped his body, throwing him to the ground. As he lay
on the cobblestone unconscious, Shaeldraven attempting to awaken him, Baeltraven saw the future of the Great Kingdom; he saw a
split among the people. The Sidhe would divide and no longer be one people, anger and pride separating them farther and farther
from one another, and the humans would do the same. Baeltraven watched as the Great Kingdom was swallowed by new, feuding
kingdoms and bombarded by monsters, Goblinoids and giant kin. Finally, Baeltraven witnessed a rift tearing between the planes of
existence and creatures slipping through, now realizing for the first time that there are realms outside of our own. As Baeltraven
began to regain consciousness, he opened his eyes, revealing to Shaeldraven that they were now white, absent of all color, and that he
had been rendered completely blind. It was from that point on that the only sights Baeltraven would ever see were those granted to
him by his gift of foresight. Some believe that the Great Dragon Chronos gave him the vision, intending for him to see how time and
space has now changed in an effort to warn him, but that the blindness was an unfortunate side effect of the vision. Others believe that
it was a god or goddess punishing Baeltraven for his foolishness in revealing the truth about the Great Dragons, while others believe it
was the Great Dragons punishing him for uncovering their ruse. Yet, the truth of how Baeltraven was blinded has never been known.

When the citizens of the Great Kingdom reached Dragons Keep, they demanded for the Great Dragons to come out. Confused by the
anger and animosity in which they yelled, the Great Dragons quickly emerged from the mountain, concerned about the suspicions of
the people. Dozens of Great Dragons poured out of a cave, the six Great Dragons worshipped in the Dragon Orders lined up in the
front. However, Lord Chronos was nowhere to be found, and in fact, has not been seen since.

Immediately, the people began shouting accusations toward the Great Dragons, saying that they had deliberately deceived them,
making them believe that they were deities that required worship. The screaming went on for quite some time, the Great Dragons
quietly absorbing all of the accusations. Finally, Lady Fyornil, the dragon of fire, cried out in anger, her tremendous voice shattering
the roar of screams from the populace. With small, agitated flames escaping her tongue and nostrils as she spoke, her red scales
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shimmering in the light, Lord Fyornil screamed, “We never lied to any of you!” She reared back, as if she were about to attack the
people, when an icy stare from Lady Aia, the iridescent white dragon of life, stopped her. Turning toward the people, in a soothing
tone, Lady Aia said, “You are the ones who believed us to be gods and goddesses; you are the ones who worshipped us. We neither
desired nor required such praise from any of you...”

The other Great Dragons nodded in agreement as Lady Gurana, the massive brown dragon of earth, continued with Lady Aia’s
explanation, “We never confirmed nor denied your beliefs for we recognized that you needed them. As a people, you demand an
explanation for why our world is as it is, but when you could not understand why things function as it does, you created your own
explanation, and in doing so, you created the belief that we controlled all magic.”

A smaller, sleek black dragon with bright red eyes stepped forward, peering down at the people before him ominously. He was known
as Lord Thanatos, though often referred to as Styx, the dragon of death. Despite his intimidating demeanor, as he spoke, there seemed
to be a gentle understanding in his voice, “You practiced magic’s for which you did not understand. You lived in a world for which
you did not have all the answers; no one has all the answers. Yet, you struggled to find an explanation, to find a reason. We were
easy targets for such adoration after everything we had done to help protect your people; it was only natural to think us as gods and
goddesses. We did not want you to believe such things, but it was decided by higher powers that as a nation you needed this belief.
You needed faith to comfort and guide you, for you were not ready to understand the truth about faith.”

As the people listened to the Great Dragon’s, they began to understand. A sense of shame began to wash over them as the Great
Dragon’s continued in their explanation. Lord Vaeltran, the dragon of air, a blue dragon with large blue eyes that seemed to ebb and
flow, stepped forward and spoke. However, when he spoke, his mouth did not open and no sound was uttered, but rather the wind
blew cool and steadily, yet everyone knew his words despite the silence. He said, “We knew that when you were ready, you would
discover the truth on your own. When you, as a people and as a civilization were strong enough to sustain yourselves and capable of
accepting the truth, the truth would find you. We knew this day would come... And this truth that we speak of, the truth is that we are
not gods or goddesses, but rather guardians of this world. We serve to help guide, protect and maintain the cyclical processes of life,
death and all existence; yet we are not deities, but merely servants. The gods and goddesses for which you seek your answers are out
there, being worshipped and praised by an entire world of other beings. We are each servants of those gods and goddesses in our own
way. ”

Finally, the sixth and final of the Great Dragon leaders of the Dragon Orders spoke. A massive blue serpent covered in soft, blue
feathers, Lady Qualtara the dragon of water, spoke. Her voice was firm, yet kind as she explained the final piece to the people before
her, “It was our charge to protect and guide your people, the Sidhe and the humans, until you were able to defend yourselves against
the perils of this world. However, as with all things, balance must be met, and just as we have been protecting you from the dangers
of this world, there are other servants of the deities who have been protecting the other kingdoms, whether they be giants, Cyclopses
or Treeants; there are many servants to the gods and goddesses here to protect this world. We have been waiting for each of the
kingdoms to mature so that we may relinquish our protection and give the world over to each of the kingdoms... And now that you
know that you have capabilities far greater than you ever expected, and that the power of those abilities are within yourselves, that
time is here. The gods and goddesses of this world are here to guide you, not to gift anything to you or give you strength; the strength
is within yourselves. Although you are destined to split apart and find your way separately, you will always have come from the same
Great Kingdom and will always be of the same people. It is now up to you to discover the breadth of your abilities and learn to live
among all the creatures of Pangaea. It is time for us leave and for balance to flow as it must.”

Sighs of sadness seemed to wash over the crowd of Great Dragons as they lowered their heads in respect, whispering something in
dragon-tongue, which none of the Sidhe or humans were able to understand. The Great Dragons then slowly backed away from the
crowd and turned toward the sky and began to flap their wings and flew away. Though many Lesser Dragons remained on Pangaea,
no Great Dragon has ever resided in Dragons Keep ever since.

The powerful gusts of wind produced by the wings of the Great Dragons was enough to send the people stumbling back, though the
Great Dragons had backed away far enough to ensure that no one would be hurt. As the crowd watched the sky darken with the
immense figures flying away, the people began to look at one another, uncertain of what to do. Eventually, the realization began to
settle in: they were without protection and chaos was about to ensue. Cries of fear and hysteria began to radiate from the crowd.

The turmoil and eventual wars that erupted after that day were known among the Sidhe and human people as the Dragon Wars, not
because the war was against the Great Dragons, but rather because the wars were a result of the absence of them. After the people of
the Great Kingdom returned from Dragons Keep, they were uncertain of how to proceed. Pandemonium ensued and the Great
Kingdom began to crumble before it ever had a chance to survive on its own. People blamed one another for the dilemma they were
now faced with, many blaming Shaeldraven and Baeltraven for poisoning the kingdom with the truth of the Great Dragons, others
blaming those who conspired to rid the kingdom of the Great Dragons. Riots began to break out across the kingdom as friends
attacked friends, and family attacked family.

According to legend it was then that a small group of strange and beautiful creatures began to walk slowly, but purposefully
throughout the kingdom. Dressed in flowing robes with long, dark cascading hair, solid black eyes that lacked any white and large
bird-like wings of various colors protruding from their backs, the strange creatures meandered slowly through the Great Kingdom.
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The small group of both males and females casually stared straight ahead as they walked, each with one hand extended to either the
left or the right of the path as if signaling the people to cease whatever they are doing. As they walked everyone stopped their fighting
and feuding, instead staring as the strange creatures, led by a pale skinned female, stopped at the center the kingdom. The female in
the front stared straight ahead while those behind her closed their eyes and lowered their heads in concentration. The female leading
the procession then raised a single finger to her slightly parted lips while closing her black eyes and whispered, “Shhh... Be
forgotten.” Suddenly, the strange creatures were gone; all that was left was a few stray feathers on the ground. It is believed that the
creatures were a little known, and even less remembered race, referred to as the Forgotten. They are believed to be servants of the
deities summoned to end the infighting within the Great Kingdom so that the Sidhe and humans would have a chance to survive. The
Forgotten have the powerful ability of making people forget whatever they desire, including that anyone ever saw them. The only
evidence that the creatures even entered the Great Kingdom was the feathers left behind, the visions of Baeltraven and his apprentices
prophesying that they would arrive, and that the fighting within the Great Kingdom among the Sidhe and human people ceasing after
the feathers were found, as if their anger and rage had magically been forgotten.

After the infighting among the Great Kingdom ceased, it was apparent that they needed leadership, but no one knew who should lead
or how. Make-shift attempts at protecting and leading the kingdom were made, but after all of the kingdoms were opened to allow
balance to flow as it would, the primarily inexperienced fighters of the Great Kingdom were not particularly successful at preventing
their lands from being conquered by the various creatures that were now also free to roam the world as they pleased. The most
successful attempt to keep the Great Kingdom together was made by Shaeldraven, who served as a valiant warrior leading his soldiers
onto the battlefield with brilliant tactics and geared with the enchanted supplies of Baeltraven and his apprentices.

In addition, although the people embraced the deities they had just then come to know, some still accepted and practiced the teachings
of the six Dragon Orders for which they were familiar. Yet, a majority found faith in these newfound deities, some becoming devout
practitioners and building churches in their honor. However, despite these positive influences, the Sidhe and human people were not
accustomed to war and as time went on, frustration in divergent beliefs and the struggle to maintain their lands wearied the people.
Over the course of several decades since the absence of the Great Dragons, factions began to emerge within the Great Kingdom,
severing the kingdom into smaller pieces that would eventually evolve and over centuries become completely separate races of people
intermingled with the races of the other kingdoms freed upon Pangaea. And that is how our people, my people and yours, came to be
as they are in this world, coexisting as they do. However, the stories of each race of people is unique to one another and just as
important as how we inherited and dispersed across these lands.
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Chapter 6: Introduction to the Game World

The name of the game world is Pangaea, after the goddess who sacrificed her life to form the world, or so the belief

goes in the most prevalent theology within the game world, the Thracian Pantheon. Other cultures have their own

name for the world, but the majority of inhabitants refer to it as Pangaea. Some parallels between Pangaea and the

real world exist; certainly many of the cultures and lands within it were influenced by some real world counterpart,

and for the sake of simplicity the calendar used to track dates and the names of the week have a striking similarity to

the calendar and days used by players when not at game. However there are also a great deal of differences between
Pangaea and the Earth players know. Legacies is a fantasy themed game, and in that vein Pangaea has many fantastical elements with
no analog in the real world. The presence of multiple sentient races, and monsters and beasts far more dangerous, alone would alter
the flavor of the game world environment. The first several chapters of this book were designed to introduce players to the game of
Legacies; the rest of this book is focused on introducing players to the world their characters inhabit.

World History

The first records in any of Pangaea’s people’s history talk in vague detail about the fall of civilization and the desolation of the world
following the fall. Very little detail is known, even among the Taelgranis librarians, but it is generally held that a nation of Sidhe and
Humans waged war against the various dragons and those who would be allies of the dragons. This war was unlike any fought since
then, as remnant artifacts suggest that the Sidhe and Human nation were far more technologically and magically adapt than any
present day civilization. The various Dragon orders suggest that the conflict revolved around the revelation that the Great Dragons
were not true divine beings and the sense of betrayal that followed such revelations, while some scholars suggest that such information
was well established by the start of the war, and that in truth it was started to prove the capacity of the Sidhe and Humans to the
Dragons, and yet others suggest the war started with the Dragons seeking retribution on the nation of Sidhe and Humans for the
murder of Oberon by Ravnos. Whatever the reasons, the conflict soon touched all parts of the world, devastated the lands, involved
all of the peoples of Pangaea, and ultimately resulted in the complete collapse of near all civilizations more than three millennia ago.

The survivors of the Dragon Wars, as the prolonged conflict became to be called, and their generations hence, lived little better than
beasts in a blasted land. Many of the Pangaean peoples were essentially starting from scratch, but as the centuries passed primitive
civilizations began to develop and evolve. The first large, city based civilizations to develop after the Dragon Wars were the island
city-states of Krete, Nikiria in what is now Damascus, and the first kingdoms of Shalkara. Kreten settlers landed on the mainland and
laid the first foundations of Rome 2200 years ago, and within a century what had started as a small settlement called Rome had
developed into the aggressively expansionist nation. The chief Roman Precept, Gaius Janus Thracias, riding a wave of popularity
after having finally successfully subjugated the entirety of Damascus, seized control of the Roman government and established the
empire of Thracia. The current calendar begins the day he took position as the emperor, and the first month is named in his honor.

The empire of Thracia was even more interested in conquest than the Rome that had birthed it. Massive navies were sent to conquer
distant lands, and by 200 the barbarian peoples of Inishmora and Alba were under the rule of the Thrasians. At its height, the Thracian
empire controlled the bottom quarter of Sylvanator, taken mile by bloody mile from the Sidhe, the entirety of the lands which would
become Alba, Inishmora, Malay, and the sultanate of Damascus, the western lands of Shalkara, and the entirety of Doomstadt, from
the border of Malay to the Goblin Wastes. Even the Endrani’s potent innate ability to inspire terror was unable to fully stop the
massive legions leveled against them. Only the caverns of the Subtellurium and Dragon Spine mountains, and the lands of
Nordehavn, Skollar and Nippon, were able to avoid or prevent Thracia from gaining any foothold.

The impact of the empire’s expansion was multitude; each land Thracia came to, they brought their beliefs and theology. In order to
facilitate the integration of a new land, the native’s beliefs were added to the Thracian Pantheon, and followers became the most
numerous of any belief. The Empire of Thracia was also responsible for causing a greater distribution of the various races, both from
their habit of taking slaves and moving them to new lands, and because the legions spreading across Pangaea quickly became
multiracial to leverage the strengths of all of the races. Most importantly though, Thracia established towns and cities in lands where
the natives had not recovered significantly from the Dragon War and were at best living in dirty little villages. The Thracian conquest
of a land was often ironically the catalyst that caused the natives to develop their own civilizations.

The stability of Thracia was heavily linked to the success of its legions. When the legions were successfully acquiring more land,
resources, and slaves, the empire flourished, but when the legions floundered and the expansion of the empire stagnated, unrest
quickly developed. Following a fifty year inability to expand further, the unrest reached its breaking point and many provincial
governors opted to defy the government in Rome and splinter from the empire. During the same period a Felinae gladiatorial slave
named Titus, widely popular among the citizens of Rome proper, lead a massive slave revolt heavily romanticized throughout the
capital. While the Thracian Legions were dealing with both of these issues, the Pharaoh Ptolemious IV united the people of Damascus
and overthrew the shackles of Thracian rule. The loss of Damascus, and its huge agricultural base, caused widespread famine
throughout the core of the Thracian Empire.

By 500 all Thracian Legions outside of the Thracian mainland had been recalled to deal with the riots and widespread unrest in the
heart of the empire. Some token legions rebelled, most notably the Third Legion under the command of Acturus Kommedra stationed
on the isle of Alba, and stayed behind hoping to increase their personal power, but within a century and a half all remnants of Thracian
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rule outside of the Thracian mainland were gone. The sacking of Alba by the Norsk barbarians of Nérdehavn in 640 effectively ended
the last Thracian outpost.

In the wake of the Thracian Empire the lands formerly under Thracian rule began to reassert their own culture and the painful birth of
most modern nations took place. However in the year 749 most of the known lands of Pangaea, including the Subtellurium, were
ravaged by a virulent plague resistant to magical cures known as the Null Magicus Plague, and between one third and one half of the
population died in each land over the course of the next three decades. The origins of the plague are still unknown, though hypotheses
abound, but the results were without question. With the huge number dead the advancement of the civilizations was delayed
centuries. The plague has resurfaced a number of times in the centuries since, but not nearly to the same drastic effect. It last raged
through Alba three centuries ago, and prompted the founding of the Royal College of Physicians.

In 1166 a tactical marriage on the part of King Edward Il of Alba and Queen Eleanor of Malay succeeded the conquest of Inishmora,
lead to the founding of Imajicka, and though dwarfed in landmass by several other nations, the new land quickly rose to prominence
among the other lands. Following prolonged conflicts with several successive united Goblinoid armies from the Goblin Wastes,
Doomstadt was weakened enough that Imajicka was able to conquer that nation as well. Following the rise of Imajicka, Pangaea as a
whole was mostly stable. At any point in time at least one nation was dealing with some significant conflict, but changes that affected
many nations were rare. With the lands of Inishmora, Alba, Malay, and Doomstadt united under one flag there was enough unified
resources to generate a stabilizing force for much of the world.

Still to come

e War with Nordehavn
e Damascan bargain

e Shalkaran fleet

o Fall of Imajicka

World Geography

The known lands of Pangaea are comprised of two major continents and several island nations. The two continents are separated by a
vast ocean that extends off the known map in several directions. Within each continent are multiple nations that are discussed in depth
in “Chapter 9: Nations and Lands”. The specific geography of each land is discussed in more detail within Chapter 9; this section is
meant as an overview for the world in general.

The southern continent is comprised of a vast desert in the west, expansive stretches of tropical jungle in the south, and fertile and
gentle lands in the east. The northern continent has a large uninterrupted temperate forest in the northwest, warmed by currents and
weather generated by a giant oceanic maelstrom south of the land. As travelers move east the currents are sufficient to keep the water
unfrozen but are not sufficient to warm the air of the land. Snow and ice from the northern pole extend to the fjords that break up the
costal boarder and the land is mountainous and rugged. Further east the land warms again, but that is of little blessing, as the terrain
and its denizens are blighted and dangerous. Vast amounts of magic were released on the region millennia previous as a scourge to
punish the inhabitants and the effects still linger. The land is parched and broken.

To the south of the Wastes the land slowly becomes more fertile and hospitable. From the Wastes extends a massive mountain chain,
the tallest and longest in the known world, which bisects the continent and divides one side from the other. Travel between the two
sides is accomplished through only a handful of passes effectively isolating the civilizations on either side from each other.

Under the northern half of the northern continent, and extending south to the two central islands of Alba and Inishmora is a vast
network of honeycombed caverns and passages called the Subtellurium. Some of the caverns are only a couple hundred feet from the
surface, others miles down into the mantle of Pangaea where geothermal heat raises the temperature significantly. No light but that
that is artificially created illuminates these depths, though despite the absence of the sun life ekes out a violent existence extending
from sulfur vents and underground rivers.

The geographic and climatic differences within regions have given rise to a multitude of cultures, each suited best for the lands they
reside in. Peoples of the temperate and fertile regions live a life of relative ease, with food and water plentiful, and the weather more
often in their favor than not. The peoples of the deserts and wastes, the frigid north and the dark Subtellurium, live a much harder life,
where food can be scarce and the environment is their enemy. Such environments tend to create a much harder and fierce society than
the temperate lands of plenty tend to do.
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Traveling the World

Travel throughout Pangaea is incredibly slow. Travel by land is primarily on foot, horseback, or wagon, though the Mongol
barbarians are known to also domesticate Gaustronis, large half-ton terrestrial birds, to augment their herds of steppe ponies. On
heavily trafficked trade routes stone roads have been built, but the majority of roads are little better than bare dirt which quickly
become muddy quagmires during rainy periods. To remote villages and towns even the use of the word road is generous; with the
road more resembling widen paths capable of accommodating a single cart-width. In the remote stretches of trade roads brigands and
highwaymen are not uncommon, and there are more dangerous creatures lurking as well, so the wary merchant will hire guardsmen to
safeguard their cargo.

Travel by sea is arguably even slower. Most ships are top heavy, pondering sailing vessels that are easy prey to violent storms. The
ships of Thracias Unitas, the Sultanate of Damascus, Shalkara, and Nippon are little changed from the designs used two millennia
previously. They are fragile coast huggers that only set forth past the horizon when in large numbers that can support each other in the
event the weather turns foul. Only the Norsk barbarians sail the sea with complete impunity; their ships, while small, are designed for
the rough northern seas and as such can weather most anything the sea can throw at them. However the small size of their ships is a
limitation, being able to transport only a small number of people and cargo. Moreover, while the small dragon ships of the Norsk can
face the weather and ocean surface without peril, the sea life is as dangerous if not more so than the monsters that plague the remote
regions of the lands.
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There was once an alternative to land and sea travel. Prior to the Dragon Wars massive, airborne ships are thought to have been
common, and a few of their number survived the cataclysmic war. Unfortunately the last known airship crashed in 2002. Many
factions are searching for ancient ruins in the hopes of uncovering another working airship, as the economic opportunities presented
by such a find would be enormous.

With the limited forms of transportation, travel is very slow. Trade routes have long been established, so travel from one land to
another is practical, but with the restricted modes of travel the volume of people moving from one land to another is not enough to
overly influence the cultures of either land.

Here there be Dragons

Pangaea extends past the borders of the known map, but incredibly little is known of the lands past that region. The massive
maelstrom of the Northwestern Sea affects sea currents for thousands of leagues and even the Norsk sailors consider it a fool man’s
errand to try and get passed it. The South Eastern Sea is subject to daily typhoons and sea life that is known to swallow entire vessels.
If only the foolhardy attempt the maelstrom in the Northwestern Sea, it is the downright suicidal that brave the South Eastern waters.
The Sea of Skollar in the northernmost regions is prowled by equally treacherous sea monsters, but is further blighted by an acidity
that eats through all hulls that try to sail it.

By land the eastern Goblin Wastes are too hostile to cross, both in terms of terrain and its menagerie of denizens. “Here there be
Dragons” is quite possibly a very good description of that land, though as no expedition that deep into the Wastes has ever returned no
one knows for certain.

Just as hostile are the Western Deserts of Damascus. Water and food are nonexistent past a certain point, and great evil lurks in the
heart of the desert. Even the dervishes have a point in which they will not travel further, and no one else is as accomplished at
surviving in the desert as they. South of Damascus are the great tropical forests that the Felinae originally emerged from. The
northern most expanses are filled with feral tribes of Felinae whose society has devolved back to primitive roots. They hunt
everything and everyone who enter their domain quite effectively. The few adventurers that have survived expeditions into their
territory have reported the ruins of cities, ziggurats climbing to the sky, which seemed to once house the Felinae. How far south those
cities extend, and what drove the Felinae from them, has never been determined. No one has ventured further south than the first
couple of cities and returned to report their discoveries.

In each route off the edge of the map lies adversity that hasn’t been overcome. What lies beyond is a great mystery that even the most
stalwart and capable adventurers have yet to unravel.

The Calendar

The Thracian calendar is used in all of the lands fully once occupied by Thracias Unitas, as well as Doomstadt, which only had a
portion of its land conquered. The calendar starts the day Gaius Janus Thracias became emperor, though the basic format mimics an
older calendar which Thracias simply co-opted for his own use. Coincidentally the calendar is identical to our real world calendar, to
remove any confusion over the date in game.

January- Named for Gaius Janus Thracias

February- Named for Thracian General Februis Marcus

March- Traditionally, this month is known along the Thracian coastline for heavy seas and violent storms, so the month was
named for the God Marin.

April- Named for Gaius Janus Thracias’ wife Apira

May- Named for the Thracian philosopher Maiesta

June- Named Castus Junius Thracias, an influential emperor of Thracia

July- Named for a Thracian Legion who saved the Emperor, the Julii.

August- Named for Octavian Augustus Thracias

September- Named for the Thracian word for seventh, Septem; this was the seventh month in the Thracian Calendar
October- Named for the Thracian word for eighth, Octo; this was the eighth month in the Thracian Calendar
November- Named for the Thracian word for ninth, Novem; this was the ninth month in the Thracian Calendar
December- Named for the Thracian word for tenth, Decem; this was the tenth month in the Thracian Calendar

Days of the Week

In the northern lands of Pangaea, including Alba and Inishmora, the days of the week are derived from the Norsk gods worshipped in
Nordehavn , despite most of the lands being ardent followers of the Thracian Pantheon. This is a testament to the influence and
exposure the Norsk barbarians wield. The days of the week are Sunday, Monday, Tuesday, Wednesday, Thursday, Friday, and
Saturday.

VVVVVVVVY VVYVY
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Major Holidays

The former lands of Imajicka (Alba, Inishmora, Doomstadt, Malay)

»  Summer Solstice, Midsummer (All Countries) — June - This is the time when the Summer and Winter Courts of the Fae
exchange Barrows. It is said that it is possible to see them making their procession through the wild parts of the land, and
is good look if you glimpse the Summer court, bad luck if you see the Winter court. There is no evidence that this is true
and the Fae have never spoken on the matter. This holiday is a rest time between the harvesting of the greens of the earth
(vegetables and fruits) and the harvesting of the grains of the earth (wheat, barley, etc.).

»  Winter Solstice, Yule (All Countries) — December - Yule is the other time of year when fables tell that the Courts of the
Fae exchange realms. Yule is a time to reflect on the previous year and to look forward to the year to come. Gifts for
friends and family are traditional during this festival.

» Night of Long Knives (Doomstadt) — December — Simultaneous with the Winter Solstice is the anniversary of the
Doomstadt’s most recent independence. The night commemorates the assassination of most of the Imajickan nobility
while they celebrated the Solstices. It is typically a night of revelry, as the powerful Endrani attempt to demonstrate that
they do not fear a similar fate.

»  All Souls Night (All Countries) — End of October/Beginning of November - Legends say that the veil between this world
and the Lands of the Dead and Lands of the Sundered are thinner on All Souls Night. Strange events do seem to occur
around this holiday. Carved gourds and pumpkins with candles inside are placed outside of homes to keep the evil spirits
at bay. In certain beliefs it also marks the birth of the gods.

» Fall harvest (Alba, Malay, Inishmora) — September - This is a time when the wheat and barley harvests are in and the
harvests of berries and grapes is about to begin. It is a time when people gather together and give thanks for the bounty
of the earth and celebrate what they have reaped.

» Monarch’s Birthday (Alba) - Varies- The current King or Queen’s birthday is celebrated by a day of rest and festivity
throughout the kingdom.

» Queen Anne’s Birthday (Alba, Inishmora) - March 13" - Birthday of Queen Anne (1702-1714), one of Imajicka’s most
beloved monarchs. On this day it is traditional to place a white Tudor rose on your door in reverence of the Queen who
was responsible for eradicating one of the most horrible plagues in history from the land. Gifts to healers are also
common.

» Unification Day- May, commemorates the day that Edward Il of Alba married Eleanor of Chardonay, creating the joint
Kingdom of Imajicka. This holiday is no longer officially celebrated in any nation, and has always been looked upon
with disfavor in Inishmora and Doomstadt.

» Ides (Inishmora) — full moon of each month - A holdover from Thracian times, the Inish celebrate the Ides during the
fool moon of every month. During the celebrations, which are always held at night, the Inish gather around sacred stone
monoliths and give thanks for the blessing of the past month.

» Festival of Fenia (Inishmora) — Mid April- Commemorates Finn Mhic Cumbhail, who forced the Norsk barbarians from
Inish shores. This is usually celebrated by drinking and games of strength and skill.

> Bastion Day (Malay) - July 14" - the day that the citizens of Malay stormed the government prison, signaling the
Malayan Revolution of 1082. To the Malayan people, this represents the equality of all Malayans, regardless of social
rank. It is usually a day of drinking and singing of revolutionary songs. Parliament is suspended for the day and all
government buildings and noble homes are opened to the people.

» Nones (Doomstadt) — new moon of each month - A holdover from Thracian times, Doomstadt celebrates Nones at the
new moon each month. The celebration of Nones is solemn. Families gather in the dark of the night and prey that evil
will be kept at bay and that ill fortune will fall away from them.

» Armistice (Doomstadt) — Mid August - This time is set aside by all of the Houses of Doomstadt as a day of peace. No
battle or fighting between Houses or individuals takes place during this time, although defense against outside forces or
overt attack is forgivable. Violating Armistice is a serious breach of protocol and can result in significant repercussions
from the government and Houses.

Where is the Technology

With roughly two thousand years between the height of our Roman empire of the real world, and the Thracian empire of Pangaea it
would be fair to question why the technological advancement of Pangaea has not been in parity or exceeded that of our own world.
After all, it seems with magic as a tool that can be harnessed that the rate of advancement could be even faster, and indeed this is the
leading theory concerning the advanced society predating the Dragon Wars. Following the decline of the Thracian Empire certain
factors have acted to retard the rate of advancement. The Null Magicus Plague was an epidemic of global proportion that devastated
societies and took decades to truly pass. The effect on societal moral was even worse than the Black Death in our own world, as
magic that had been relied upon for so long to cure ailments was proven powerless to stop the plague. The terror caused by the
combined plague and impotence of magic shook the core of every society; vast numbers of urban dwellers abandoned their homes and
fled into the wilderness to avoid the contagion and convinced that some vast Armageddon was imminent. The details of the Dragon
Wars may have been largely forgotten from the world memory, but the scars of its devastation were imprinted on the psyche of each
civilization. Fear of a similar devastation found easy traction during the first instance of the plague.
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Several times in the intervening centuries it has returned and while the harm the plague has wrecked diminishes with each iteration it
still impacted societies for decades. Borders were closed, and with them the trade of ideas that give rise to innovation. Collaboration
is avoided during such times so advancement happened in isolation.

As further impediment to advancement the innovations and discoveries that have risen out of Damascus, everything from devices of
navigation to the abstract concepts of algebra and the quantity zero, as well as advancements elsewhere built upon Damascan learning,
have mysteriously been scoured several times from the psyche of the Pangaea’s inhabitants (the exact reasons for this are discussed in
detail in the section on “Damascus” within “Chapter 9: Nations and Lands”, however the reason is known by very few even within
Damascus. Few if any Player Characters would have reason to be aware of what transpired to cause the loss, and only then with the
approval of Plot). These technological impediments resulting from the periodic losses of Damascan knowledge cannot be overstated
and arguably this factor has contributed far more to the lack of advancement within the game world.

Finally, societal rigidness has made many civilizations very opposed to a great deal of change. If an advance does not fit into the
societal notion of how the world should be structured and viewed it is ignored, or worse, persecuted. For example the Sidhe of
Sylvanator see advancement as the enabler of the Dragon Wars so have actively worked to kept their society static following the war,
oftentimes quite violently. The Nipponese and Norsk both have a very narrow view of their place in the world as a result of their
religious beliefs and societal mores, so while advancement that is in line with their world view is accepted, any discovery that
challenges the structuring of their society is considered dishonorable. Many other cultures, both national and racial, have similar
views that prevent the adoption of certain ideas.

Finally, magic has been used as a crutch. There is no need for the advancement of firearms when common soldiers can be trained to

read magic scrolls and hurl forth powerful offensive spells, for example. Understanding of the human body for medical reasons is
similarly ignored because magic is used to just fix ailments.
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Chapter 7: The Goblin Wastes and Warwick

The Goblin Wastes

Coming Soon

Formation
Coming Soon

Magic

Coming Soon

Geography

Coming Soon

Map
Coming Soon

Denizens
Coming Soon

Warwick

Coming Soon

History

Coming Soon

The Duchy of Warwick
Coming Soon

Geography

Coming Soon

Map
Coming Soon

Organization of the Land
Coming Soon

Drackenvelt
Coming Soon

Fortnight
Coming Soon

Social structure
Coming Soon

Culture and Customs
Coming Soon

This Section will DEFINITELY be fleshed out in Alpha 2
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Chapter 8: Races

The game world of Legacies contains a variety of sentient races a player may choose from when making their
character. Additionally there are a large number of non-player races that exist to provide adversaries for the player
characters to confront and interact with over the course of playing Legacies. Each playable race is more than just a
costume requirement and set of unique racial abilities; they bring with them a culture and history that players can
draw from when formulating an identity for their character.

Player Race Age

In a great deal of fantasy fiction source materials for games, some races and magic users often live far longer than ordinary humans.
This is not the case at Legacies. A player character is assumed to be the same age as the player, though some exceptions are made if
the player utilizes convincing costume, makeup, and prosthesis to appear younger or older. Even so, characters having ages
significantly higher or lower than the players must get the character passed by the Head of Plot prior to play.

The age of maturity and average lifespan of the player races are all fairly consistent within Alba; the country the game is played in.
Some races may mature slightly faster or slower, but not significantly so, and some races may live slightly shorter or longer lives, but
again, not significantly so. The average age of maturity is 16 years of age for males, +/- 2 years, and 17 years of age for females, +/- 3
years. The average life span for males is 78 years, +/- 7 years, and for females 85 years, +/- 10 years. The use of curative magics and
alchemical compounds has allowed for a lifespan not overly hindered by disease and injury; however neither can halt the advancement
of age.

The lifespan in other lands can be greatly affected by the environment and culture. For example, the surface of the Goblin Wastes is
an incredibly harsh and unforgiving environment, battle is a weekly occurrence, and skilled healers are scarce. Races are lucky to live
half as long there as they would in Alba. Conversely, the land of Sylvanator is a generous, temperate climate and conflict rarely
passes its borders. Inhabitants tend to live a decade longer on average.

The Player Races

The description of each player race is designed to familiarize players with what their character would have been exposed to when
raised among communities of the same race. Not all characters come from that background; the various player races have spread out
among the world and in many cases have given up their traditional viewpoints to adopt those of their new land. “Chapter 9: Nations
and Lands” provides a resource for players that wish to adopt a culture based on the land their character is from, rather than the culture
of the character’s race. Even in that instance the material in this chapter provides a tool to help understand a character’s racial
identity, and general details of playing a member of that race. The format used in description of each race is as follows:

History: The notable events experienced by the race up to present day.

Home Land: The land representing the center of the racial culture

Culture and Customs: The traditions, practices, and viewpoints common among that race

Social Structure: The social organization of that race.

Religion: Predominant beliefs, and notes on any racial variations of a particular religion. Greater detailed descriptions of the
religions are found in “Chapter 10: Theology and Belief”

Views on Others: Stereotypes and reactions to other races or cultures that have contact with this race in their homeland.
Racial Abilities: How the racial abilities affect the racial identity.

Living in Alba: Specifics on playing that race within Alba, the nation that the game setting for Legacies is placed in.
Costuming: Blah

VVVY VVVVY
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Barbarian

The term barbarian is typically used as a slur to describe any peoples a particular culture considers primitive. The people of Nippon
commonly consider most outsiders barbarians, and most outside cultures that interact with Nippon consider the Nipponese barbarians.
When Legacies refers to Barbarians it is not referring to the slur, but rather a specific race known as Barbarians, composed of several
cultures of Human decent, unified by some common elements. Barbarians live in tribes or clans, occupying steadings or villages
numbering usually no more than several hundred, rather than forming large towns and cities. Agriculture typically plays a much
smaller role in the society, though livestock and animal husbandry are quite prevalent. Barbarians, regardless of culture, tend to be a
very martially oriented society, with a much higher percentage of the society being familiar with the handling of weapons. They tend
to be an incredibly honest and forthright people, open in who they are, who they like, and who they don’t like. All of the Barbarian
cultures are indeed considered primitive by outsiders, despite having some incredibly sophisticated advancements.

All Human cultures have barbaric roots. As the cultures advanced to more agriculture based societies, and villages grew into cities,
the Barbarian spirit that once gripped the societies pacified, leaving the Human peoples that occupy most lands today. Most lands still
have some remote regions that still live in the traditional lifestyle of their Barbarian ancestry, but there are some entire cultures where
the Barbarian spirit never surrendered. The most prevalent Barbarian cultures are the Norsk of N6rdehavn and Skollar, the Nuada of
Labrador, the Highlanders of Schohiem, the Mongols of the northern Shalkaran Steppes, and the Dervishes of the deep Damascan
desert.

The specific Cultures that this section will talk about are (which don’t represent ALL barbarians):

The Norsk: Barbarians of Nordehavn and Skollar (note — Skollar also has Germanic and Russian inspired Barbarians but there will
not be sections specifically on them)

The Nuada: The Nuada are a quite people who inhabit the deep forests of Labrador in lower Inishmora. They are a fading race and are
rarely seen outside of their forest homes.

The Highlanders: Highlanders are boisterous people who love tests of skill and strength. They are most comfortable in the hills and
mountains and do not come down into the flatlands often; mostly due to their disdain for the weaker people who live there.

The Mongols: The people of the arid steppes of northern Shalkara are a hardy and nomadic people. They are a culture who love
horses and the freedom that they represent. They roam the steppes of Shalkara and the adjacent portions of the Wastes.

The Dervishes: Dervishes of the western Damascan desert are harsh, superstitious, and rarely forgive an offense. They live in one of
the most deadly environments in the world and they wear their pride and honor for all to see.

NOTE: The Barbarian and Gypsy races are unique in that they differ from another race, Humans, only by the culture they were raised
in. While there is a hereditary propensity for their racial abilities, it is the culture of the character’s childhood