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Welcome to Shattered Legacies LARP!

This  Rulebook  should  be  able  to  guide  you
through the basics of what LARP is, and how to
play in our system.

We run regularly throughout the academic year,
usually twice a week, and we hold an end-of-
year  event  during  the  summer.  Ordinarily,  we
run an indoor bar-night session on a Wednesday
night, and run a series of adventures outside on
Sunday afternoons.

We are now entering the fifth and final year of
our campaign, and after a massively successful
end of year event, we're really looking forward
to  the  coming  year.  If  you've  ever  got  any
concerns or worries – we're your friends, and we
want to ensure the game is fun. Come talk to us!

What is LARP?

LARP stands  for  Live  Action  Role  Play.  We
dress up  in  fantasy-style  costumes and talk  to
each other  as  if  we were the characters  we're
dressed as. There is a rules system for handling
combat and magic, but the focus of the game is
on  the  interaction  between  characters  and  the
development of the story.

ShatLeg  is  a  high  fantasy  heroic  adventuring
system. This means that the world is magical and
strange, that the player characters are generally
considered  the good guys,  and that  they often
achieve their aims by killing monsters. The story
and  rules  are  handled  by  a  volunteer  referee
team, who also play the majority of non-player
characters.

How do I play Shattered Legacies?

LARP is  a  consensual  hobby,  where  everyone
has to play off each other. When you're playing
the game, we prefer it if you remain IC as often
as you can. You're there to have fun, and to allow
others to have fun with you. There will be times
when  it  is  appropriate  to  take  a  break  and
go OC, eg during Time Freezes or Time Out, or
if  you  need  a  rule  explaining  on  the  fly,  but
whenever you drop OC, it  stops the game for
everyone near you.

It is also important to remember that people will
think, say and know different things when they
are  IC  to  when  they  are  OC.  Characters  in
ShatLeg  can  be  aggressive,  stuck-up,  racist,
manipulative and overall extremely unpleasant at
times  –  our  players  and refs  aren't  really  like
that, and such behaviour is a part of the game
and never  intended to  offend or  upset  anyone
OC. Think of it as a bit like watching a movie:
the bad guys have to  be nasty,  the good guys
have to be flawed, and if you're not emotionally
engaged with it, it's not as much fun. It's actually
very  common  to  find  players  after  time-out
talking  about  how  “I  was  so
[scared/angry/confused/nearly-dead]...  it  was
GREAT!”  That  said,  if  you  are  seriously
uncomfortable with anything in the game, come
and talk to a ref about it.
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Spoilers!
Shattered Legacies, as a LARP, has a
combination of elements which make
it fascinating and fun to play. One of
those draws is 'revelation',  in finding

out  interesting  or  mysterious  pieces  of
information out as your character. Discovering
something new in character, though, can be a
very delicate matter:  it  is  far,  far  harder  and
much less rewarding roleplaying that moment
if  you already know it.  Please, please, please
keep any significant information you pick up as
player or monster to yourself, because blurting
it out ruins the game for others.

IC = In Character, i.e. when you are playing
your character

OC = Out of Character, i.e. when you are not
playing your character



Uptime and Downtime

Wednesdays evenings will  see roleplaying with
the other Adventurers, and Sunday will have you
roleplaying as well as fighting on an adventure.
These  two  sessions,  when  you  are  playing  a
character,  are  called  'uptime'.  Between  the
Sunday session and the Wednesday session, we
also  operate  'downtime',  where we  respond  to
emails submitted by our players about what their
characters are doing with the rest of their time
during the week.

Downtimes can be as simple or as detailed as
you like, but you are limited in what you can do.
These are:

� Character advancement: you will receive
a certain number of character points each
week. You can spend these on learning
new skills and abilities, or if  you are a
rune mage or  an alchemist,  on crafting
new runed items or potions.

� Major and Minor Actions: each week you
attend, you will  have the opportunity to
submit  a  free  text  downtime,  detailing
what you hope to spend time doing with
your  character.  You will  get  one Major
Action each week, which is the focus of
your  character’s  efforts,  and  as  many
Minor Actions as you need, small errands
and tasks that shouldn’t take more than a
few minutes. 

3

Free text downtimes

We  love  receiving  emails  from  our  players
letting  us  know  their  thoughts  and  plans.  It
helps us understand your character a lot better,
and allows them space to grow and affect the
world.
When you submit a free text downtime, your
response will be based on the following:

1) Is the action itself achievable?

eg.  'I  try  to  get  to  the  bottom of  the  drug-
dealing criminal gang' vs 'I kill the Kaisar'

2) Do you have a plan?

eg. 'I speak to Paul's NPC contact I made in the
bar on Weds, who is going to show me where
to find the dealers. I'm going to buy some drugs
from them, and try to chat any information I
can get from them, and maybe try to get a job'
vs 'I sail to Kalingrad and leap over the walls
and land on the Kaisar's face. LOL'

3) Is the action, or your part in it, interesting,
supportive  of  the  game  or  characters,  or
otherwise awesome?



Safety

For a game that is fun for everyone, our first rule
must be one of safety.

� ‘Man Down’ . If you hear this call, cease
all play immediately, and repeat the call
until  everyone has stopped. This call  is
used to signify that someone is injured,
or  something  else  has  happened  which
means that someone is no longer safe to
fight  -  such  as  that  their  glasses  have
come off. Do not be afraid to use this call
if you are possibly injured.

� Never  stab  with  a  LARP  weapon.
LARP  weapons  are  made  of  foam
wrapped around a carbon-fibre core. The
act  of  stabbing is  most  likely going to
send  the  core  through  the  tip,  and
possibly into the person. There are such
things as stab-safe weapons:  we do not
allow people to stab with these. This is to
prevent  misunderstandings  of  what  is
stab-safe and not.

� Pull  your  blows.  Hold  your  weapon
firmly  but  loosely,  and  make  sure  that
you  are  attempting  to  only  touch  your
target with the weapon rather than really
damage  them.  Although  designed  for
minimal weight and therefore damage, an
unpulled blow can still hurt.

� Sometimes you will  have the ability to
fight with your hands. Never, ever, aim at
someone's face, and only use light, open-
handed 'tag' style contact.

� Weapons  checking.  Only  use  ref-
approved LARP weapons. We will make
sure that your weapon is safe for use, and
make sure that everyone else's are too.

� Avoid head hits. Although the head is a
valid location to attack in combat, make
absolutely certain that it is entirely safe,
more so than with any other location.

� If  you are ever in doubt about whether
someone is  acting safely,  talk  to  a  ref.
Accidents do happen, but it is better for
us  to  take the responsibility  of  dealing
with an unsafe player.

Game Calls and Signals

Sometimes it will be necessary for us to signify
something OC. These are the calls  and signals
we shall be using.

Time In  -  indicates that play is beginning, or
resuming where it left off.

Time  Freeze  -  cease  all  play  immediately,
stand  still,  close  your  eyes,  and  hum  unless
directed otherwise.

Time Out  - indicates that play has ended.

Time  Ish  -  indicates  that  whilst  play  has
technically ended,  you're  welcome to continue
roleplaying if you really want to.

A finger in the air indicates that someone is OC.
Roleplay  accordingly.  If  you  need  to  clarify
anything with a ref whilst IC, you may put your
finger in the air to signify that you are talking
OC. 

Refs  will  sometimes  wear  high-vis  to  indicate
that  they  are  not  there  in-game,  rather  than
keeping their fingers in the air.
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End of Combat!

Built into and integral to our combats, skills and
encounters  is  the  'end  of  combat'.  This  time
symbolises characters getting their breath back,
and when magical enchantments fade. A lot of
abilities you pick up will have a limiter based
on combats.

Sometimes,  if  encounters  are  especially  long,
there will be an 'End of Combat!' call. This tells
you about 10 minutes have passed – the heroes
get  their  second  (or  sometimes  even  third  or
fourth!)  wind, but  their  magical  enchantments
still fade.



Combat

We have done our best to create a rules system
where the responsibility for counting hits, taking
spell effects and so on, lies with each individual
taking part. Constant interruption by a ref team
on the matter of rules breaks up immersion and
the flow of the game.

Character sheet

To help you keep track of how powerful you are,
we will create an online character sheet for you,
that  you  should  be  able  to  see  once  you've
created an account on the appropriate site. This
sheet will  be updated as we process your skill
downtimes, and will include a list of all the skills
available to you. You will have any number of
the following statistics:

Health  - We use a locational hit point system,
consisting of head, torso, two arms and two legs.
Each location has a certain number of hit points.
When a location is struck by a weapon, the hits
on that location are reduced by the damage call
attached to the strike. When a location is reduced
to zero, it is unusable. If that location is the head
or chest, you begin dying. A location can never
be taken below zero hits.

The average peasant  in the Shattered Legacies
world has 1 hit to each location, compared to a
muscular thug probably weighing in at 3 hits.

Armour  – Armour is stronger and more resilient
than you are. In Shattered Legacies, this means it
is ablative. When armour is struck for damage,
regardless of that damage call, it takes a single
point of damage to that location.

All three types of armours can 'stack' with each
other – that is, you can have all three different
types on top of each other, and gain the benefits
of  each.  In  most  cases,  you  will  not  gain  the
benefit of stacking the same types of armour one
atop the other. Destroyed armour does not count
for stacking purposes.

Physical Armour  – this armour is locational,
mundane armour. It must be phys-repped. It can
be  repaired.  Your  main  armour  choices  are
outlined below:

Magical  Armour  –  this  armour  is  non-
locational, and will protect against all hits until
destroyed. It cannot be repaired.

Natural  Armour  –  this  armour  cannot  be
repaired, although it  can be healed. Endurance
hits will always take precedence with healing.
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Padded – eg, arming jacket, gambeson, fur

Light – eg, leather armour

Reinforced  –  eg,  leather  armour  with  metal
embellishments, thick and/or heavy leather

Chain – eg, chain mail

Composite  –  eg,  any  other  armour  that  includes
metal as its chief component

Plate – eg, plate armour

Dying

When the hit points on your head or chest are
reduced to zero, you begin dying. This means
fall to the floor, immobile. In your head, start
counting to 2 minutes – this is the 'deathcount'.
Remember that seconds are slow when you're
pumped full of adrenaline!

If  you  no  one  begins  healing  you  in  that  2
minutes, your character is dead - and you get a
chance to make a new character.



Resistance  –  This  is  a  measure  of  your
willpower, and your ability to shrug off magical
effects.  Your  total  number  of  resists  is  the
number you can draw on each ten minutes or for
a  combat.  See  the  'Magic'  section  for  more
details.

If you are unconscious, dying, asleep, paralysed
or stunned, you always count as unresisting, and
can  be  grappled  by  one  person.  You  must  be
'unresisting'  for someone to begin an 'Execute'
count on you.

Weapons  –  Most  characters  will  wield  one
signature  weapon  for  the  duration  of  their
career. Your main choices are outlined below:

Shields –  Some characters will  use their  off-
hand to carry a shield, with which they can parry
and block blows incredibly effectively.

Feats  -  People  who  are  exceptionally  well
trained,  unusually  lucky,  or  otherwise
particularly powerful  occasionally can  pull  off
unusual attacks or surprising manoeuvres. 

Lores –  Every skill your character knows that
isn't explicitly a combat skill is probably a 'lore',
from basic literacy to powerful magics.

Inventory  –  Money,  herbs,  runes,  alchemy,
pretty dresses – whatever your character owns as
a particularly relevant item that you're not just
carrying is a part of your inventory.

Combat Calls

To simulate epic combat,  we use a number of
rules  and  calls  to  represent  truly  powerful  or
skillful attacks or effects. Learning all of these of
course takes time, and no one's expecting you to
learn  them  all  before  play.  If  you  are  ever
unsure, ask 'What does that do?'.

Damage

At  the  simplest  level,  our  damage  calls  will
always be limited to one of the following:

Single  - 1 hit point of damage to a location

Double  - 2 hit points of damage to a location

Triple  - 3 hit points of damage to a location

Quad - 4 hit points of damage to a location

Anyone can pick up a sword and hit  someone
with all their strength to call 'single'.  A trained
soldier may call  'double'.  Only true masters of
warfare will ever call anything higher than that.
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Swords – simple to learn and versatile, swords are
able to deal a lot of damage with minimal training.

Hammers – heavy, blunt weapons with which the
well trained can beat aside their enemies.

Axes – sharp as well as heavy, axes are capable of
tearing enemies apart, although they are difficult to
use

Great weapons – giant two-handed weapons of any
type are very heavy, and almost always capable of
knocking aside lesser foes

Knives  –  sharp,  close  weapons,  well  known  for
delivering quick, deadly strikes

Skirmishing  shield  –  normally  a  punch-grip,  but
always smaller, skirmishing shields are for use by
those who need to travel light and want to throw
themselves into the fight

Large shield – usually arm-grip, to spread out the
great  weight,  tower shields and large kite shields
help those who carry them to prevent being hit at all

Style
We like to see the heroes battle it out in
epic  feeling  and  epic  looking  battles
against powerful enemies, and for them
to teeter on the brink of extermination

(usually without  falling off).  To this end,  we
encourage slightly slower and more dramatic
fighting (it's safer and easier to pull blows this
way,  too).  Effectively,  this  means  avoiding
'drum-rolling' – slowing down strikes to one a
second at most is a good place to start.



Other Damage Effects

Beyond simple damage, there are a host of other
calls which will affect your hits, or how you take
them, but in slightly different ways.

Sub – damage is  temporary to  hitpoints,  and
will  heal  naturally after 2 minutes.  If  this  hits
armour,  ignore  it.  'Sub'  and  normal  damage
stack.

Loc  Zero -  reduce location  to  zero  hits,  and
destroy any armour

Through  - damage call ignores armour, directly
damaging body hits

Cleave - damage ignores resilience of armour.
For example the call "Double Cleave" removes
two layers of armour on an armoured location. If
there is only one point of armour on the struck
location, the armour is destroyed and one point
of damage is done to the body

Sunder  - reduces armour location to zero hits.
This  does  not  affect  body  hits.  Also  destroys
shields

Execute  – if any Execute count reaches 10, the
affected  location  is  rendered  totally  destroyed
and unhealable. Any weapon skill may be used
for 10 seconds of continuous roleplayed hacking
at a body part of an unresisting character. During
this execution, you should call 'Excute', followed
by the count. Each count of 'Execute' also does a
'Single'. If the call is aborted before conclusion,
it  must  be  restarted.  For  safety  reasons,  you
should not actually make physical contact.

Poison
effect  – if
this  strike
hits  armour,
ignore  the
effect.  Treat
as a 'Single'

Permanent
effect – effect
cannot  be
healed  or
treated  until
specifically
removed

Global  effect  – the effect is replicated to each
location.

Smite  – take  as  a  'Single',   unless  briefed
otherwise.

Damage Enchanted  – take damage normally,
unless briefed otherwise.

Slay - immediately fall unconscious and begin
your deathcount. You cannot be revived unless
the 'Slay' effect is removed.
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Parrying and Dodging

There is no 'parry' or 'dodge' call to replicate the
effects of parrying or dodging: you will need to
actually parry or dodge. Shattered Legacies is a
physical game! If  you do manage to dodge or
parry a blow, you take no damage from it.

The  exception  to  this  is  when  you  parry
someone  who  adds  either  'Knockback'  or
'Strikedown' to their damage call. These mighty
blows do more than just injure – they throw you
around with sheer force!

In these situations, we use the 'equal hands' rule:
you need to have at least as many hands-worth
of weapon as the source of the call to ignore it
(ie,  single-handed  weapon  knockback  can  be
parried  by  a  single-handed  weapon,  double-
handed weapon knockback must be parried by
either  a  double-handed  weapon  or  two
weapons).

Please note you cannot parry in this way with
short weapons.



Effects

There are a variety of different effects other than
damage you may take,  which  will  affect  your
character:

Knockback  - take two full steps away from the
direction of the blow. If you block the blow, you
must still  take the effect.  An exception to this
would be the 

Strikedown  -  immediately  fall  over.  If  the
ground is unsafe crouch and take no other action
for 3 seconds. You may attempt to parry as per
the description of 'knockback'.

Repel  –  immediately move 30ft away from the
caster, and remain that distance for 30 seconds.

Mute - you cannot speak IC for 30 seconds. All
OC calls are of course unaffected

Stun  – either drop both hands to your sides or
fall over for at least 5 seconds. You cannot block,
parry or us skills. You are considered unresisting
during this time, and may not call ‘Resist’.

Sleep – roleplay feeling sleepy and fall asleep
within  ten  seconds.  They  remain  asleep  for  2
minutes  or  until  hit  with  damage,  subdual  or
otherwise.  The target  is  considered unresisting
during this time, and may not call ‘Resist’.

Paralyse  - you cannot move or speak IC for 30
seconds,  although  you  remain  aware  of  your
surroundings.  You  are  considered  unresisting
during this time, and may not call ‘Resist’.

Negate – unless  briefed  otherwise,  instantly
removes  all  magical  effects  and spells.  Active
Runes count as magical effects, inactive Runes
and alchemy do not.

Negate  effect – instantly removes the specific
effect

Grapple  - if three people have contact with you
and are calling 'Grapple', you are unable to cast
spells or fight. You move only as directed. An
unresisting target  may be grappled by a single
person.

Strength  - you may 'Grapple' as if three people.

Strength  Resist  –  you  are  not  successfully
'Grappled'  by only three people,  and require a
combined effort of five people to be grappled.

Drain  – instantly lose 3 spell points from your
spell point pool.

Counterspell  –  When  you  choose  to
'Counterspell'  a  spell,  you  must  call
'Counterspell'  loudly enough for the caster and
the caster's target to hear you. The caster's target
counts as resisting. You must be within range of
both the caster and the caster's target.

Heal – This effect  will  restore lost  hit  points.
For  example,  'Single  Global  Heal'  will  restore
one lost hit point to each location. A 'Heal' will
never take you above maximum hits.

Repair  -  This  effect  will  restore lost  physical
armour  points.  For  example,  'Single  Global
Repair' will restore one lost armour point to each
location. A 'Repair' will never take your armour
above maximum hits.

Gain – Any call which has 'Gain' in it will  not
stack with any other call which has 'Gain' in it.
For example, if someone casts a spell with the
call 'Gain 1 Resist', and later casts a spell with
the call 'Gain 3 Resists', you will have in total
gained  3  resists.  'Gain'  will  stack  with  your
Statistics.

Add  – Any call which has 'Add' in it  will  stack
with any other call which has 'Add' in it, except
itself. For example, if someone casts a spell with
the call 'Add 1 Resist', and later casts a spell with
the call  'Add 3 Resists',  you will  have in total
added  4  resists.  'Add'  will  stack  with  your
Statistics and with anything 'Gained'.

Immune  effect  – call 'no effect' when hit with
effect. Any other parts of a call to which you are
at least partially Immune you still  take. If  you
are  'Immune',  you  do  not  have  to  count  as
resisting to ignore the effect.
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Magic

Spellcasting  has  a  standardised  format  to
demonstrate to everyone what is happening. You
must have at  least  one hand entirely free.  For
each  level  of  the  spell,  you  must  make  a
dramatic gesture: our standard is crossing one or
both  arms across  the body,  and pulling away.
You must also perform an IC vocal: an example
spell  might  be ‘By my  Skill  in the  Art,  I  cast
Bolt’.

One  you  have  cast  the  spell  IC,  you  should
follow with the OC call,  making it  clear who
you are targeting, and what effect the spell has
on  them.  Following  on  with  the  previous
example,  I  might  call  ‘Paul:  Lesser  Single
Knockback’.

Spell  effects  default  to  the  chest.  Most  spell
effects have a range of 30ft.

In addition to damage and effects from above,
the  following  are  all  only  encountered  with
magic:

Lesser  spell effect - Spell requires one resist to
be 'Resisted'.

Greater  spell effect - Spell requires two resists
to be 'Resisted'.

Activate  – You must make this call when you
activate a Rune. The call  symbolises the faint
glow or other appropriate effect of an activated
Rune. An activated Rune loses all abilities if hit
by a Negate, or if the holder of the Rune is also
hit by a Negate.

Mass spell effect  - Spell effect is replicated on
each person within 10 ft of the caster.

Cone spell  effect – Caster must indicate a 90'
arc. Spell effect is replicated on each person in
that arc within 30 ft of the caster

Resist  –  When you choose to 'Resist' a spell,
you  must  call  'Resist'  loudly  enough  for  the
caster to hear you. You are then 'immune' to that
spell  effect  from  that  caster  for  the  next  ten
minutes, or until the end of the combat.
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Your Magic; Your Vocals
You can call spells whatever you want,
so long as it fits the description of the
spell.  We  encourage  any  spellcasting
character  to flavour their spell  vocals

to whatever fits best for that character. It  can
also help you remember what your spells do!
It might also be a consideration, at least for the
first handful of games, to create an interesting
phys-rep  of  eg,  a  wizard's  spellbook  or  a
priest's holy book to hold your vocals and spell
effects in until they're memorised. 

Chaining calls

We have quite a lot of calls, to achieve various
different  effects.  In  a  system that  runs heavy
combat  missions  at  least  once  a  week,  the
variety  keeps  the  encounters  interesting,  and
when added together,  can produce interesting,
unique and powerful effects.

For contrast,  compare the call  'Single'  against
'Quad Strikedown',  against  'Mass Greater  Loc
zero Slay'.

We keep  our  calls  pretty  consistent,  with  the
target  first,  a  resist  level  if  necessary,  then
damage, then effects.



Character  Generation

Hopefully, after having read through the Setting
Guide and the Rules Guide, or at least the Key
Concepts, you should have an  idea of what you
can and want to play.

When  creating  a  new character,  you  have  the
choice of these following races and cultures:

Civilised  Human  –  from  any  of  the
Protectorate, the Alliance or the Heartlands

Destined Human  – from either the swamps to
the west, or descendants of the Horde in Ambala.

Lord's  Empire  Human  –  from the  Empire,
occupied Risin, or a settled refugee in Ambala

Goblin  – from either the mountain valleys or
the  Ze'ausec  civilisation.  Goblins  should  have
black and red make-up covering all visible skin.

Beastkin  – beastkin should wear at least some
furs, and have make-up with appropriate tribal
markings covering all visible skin.

Zaav's  Chosen  Scalekin  -  scalekin  should
have  scale-patterned  make-up  covering  all
visible skin.

Awakened Golem  – Golems should have grey
make-up covering all visible skin.

Runed  – any of the above except golems and
Ze'Ausec may have at least one copy of the same
rune somewhere visible on their skin. This rune
should contrast with any other make-up applied.

Demon  – demons  are  bizarre  metaphysical
creatures  and  will  usually  have  a  unique
appearance.

When you  think  you  have your  idea for  your
character,  please  come  and  discuss  your  idea
with a ref. We want to know what you're playing,
and will probably be able to make suggestions to
the concept which will  make it  more playable,
more fun, and more involved in the world.

Finally,  you  will  need to  choose your  starting
skills. New characters have 13 points to spend
on skills:
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Character Goals
One of  the  most  important  things  to
consider  when creating a character  is
the direction you will  take them over
the next who-knows how many months

and years you will  play this character  for.  A
character  goal,  or  set  of  goals  is  really
important for engaging with the game and the
character.
What  works  well  is  setting  short-term,  mid-
term, and long-term goals. What works best is
having all of these 'open-ended', so that there is
no set end to the journey.
Compare the example of 'I want my character
to  find  the Lost  Treasure  of  the  Miser'  to  'I
want  my  character  to  constantly  hunt  for
treasure'.  In  the  first  case,  what  does  the
character do after he finds the Lost Treasure?
What does he do if the refs never run the plot
you wrote into your background?

Backgrounds 
All  characters  should  have  a  back
story, a series of events and reasons to
explain why they are the way they are.
We love reading back stories too, and it

gives us a much better idea of how to make
game  for  you  as  a  player.  Once  you've
discussed your back story with us for approval,
we may make suggestions on changes which
we  believe  will  make  the  character  more
interesting or fit  better with the system – but
once you've written this story,  it's  ours  to do
with as we please. As a player, you only control
your own character. 
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Skill Prerequisite Description Cost Special
Statistics

Endurance Withstand more damage 1 Free for beastkin. Not available to demons
Sturdy Endurance Withstand even more damage 3

Resistance Shrug off magical effects 2 each First free for goblins. Costs 1 each for Ze'Ausec
Magical Affinity Any magic sphere Skill in channelling magic 1 each 3 spell points each pick. A spell sphere comes with 12

Demon You're a demon 9
Weapon Skills

Basic Weapon Use Ability to hit someone... 1 Free for humans and golems
Sword Training Basic Weapon Use ... with a sword 2
Axe Training Basic Weapon Use ... with an axe 3
Club Training Basic Weapon Use ... with a club 3
Knife Training Basic Weapon Use ... with a knife 2
Cosh Training Basic Weapon Use ... with a short blunt weapon 2

Basic Great Weapon Use Basic Weapon Use ... really hard... 3
Greatsword Training Basic Great Weapon Use ... with a greatsword 3

Staff Training Basic Great Weapon Use ... with a staff 3
Ambidexterity Basic Weapon Use ... with two weapons at once 2

Basic Throw Weapon Use Basic Weapon Use ... with a throwing weapon 2
Basic Bow Use Basic Weapon Use ... with a projectile weapon 3

Claws Ability to use claws offensively 3 Available to beastkin, scalekin and demons
Armour Skills

Basic Light Armour Use Ability to wear armour 1
Armour Training Basic Light Armour Use Training in how to use your armour 2

Basic Metal Armour Use Basic Light Armour Use Ability to wear plate, chain, etc 2
Basic Shield Use Ability to use a shield 2

Lore
Theomancy Holy magic of the gods 4 Not available to scalekin, Ze'Ausec or demons
Auramancy Magic of the mind and soul 4 Not available to Ze'Ausec
Magecraft Magic of the elements 4 Not available to Ze'Ausec

Spells Any magic sphere A particular spell 1 each
Rune Magic Careful art of inscription 4

Rune Rune Magic A particular inscription 2 each
Alchemy Natural magic of brewing potions 2
Recipes Alchemy Knowledge of certain potions 1 each

Cleansed of Chaos No magic sphere Magical potential is drained 1 Available to Ze'Ausec and Lord's Empire humans
Physician Bandage people to heal them 1

Doctor Physician Bandage people more reliably 3
Herbalism Knowledge of valuable herbs 1
Literacy Reading and writing skills 1 Free for humans



Character Kit

Just as important as background and skills, and
possibly moreso, is the kit you will use for your
character.  There  are  two  important
considerations for all characters:

� It should be practical

Shattered Legacies is active and outdoors. You
want  to  be  able  to  run  in  your  kit  without  it
disintegrating  or  impeding  your  movements.
Cloaks  look  awesome,  but  will  veer  between
strangling you and tangling up your sword arm.

We also  insist  on  people  getting  and  wearing
boots with ankle support  as their  first  priority.
The most common form of long-lasting damage
you can pick up from running around in the dark
over uneven terrain is from twisted ankles. Boots
will change 'not walking for a month' to 'ow'.

You also need to consider that your kit is going
to get muddy, damaged, and possibly lost. Don't
take anything out with you that you would miss!

� It should be distinctive

To start with, we will lend you a base level of kit
so that your character fits in: the society owns
shirts, 'hero pants' (trousers that fit over normal
trousers), armour, weapons and shields. But this
kit  is  usually  in  high  demand,  and  well-
recognised by those of us who have been here
for a while.

What you want to aim for  is  to get  hold of  a
handful  of  items  and  pieces  of  clothing  that
really represent your character – from fingerless
gloves  and  a  ripped  woolly  jumper  for  a
homeless  runaway,  to  a  flouncy  shirt  and
gemmed rings for a noble-born fop. With a bit of
time  and  imagination,  most  of  these  can  be
picked up from charity shops really cheaply, and
there will be a lot of people around you can ask
for ideas.

We've  included  loads  of  photos  in  these  two
guides to help give you some idea of what we
want to see.

Finally, Shattered Legacies uses a lot of water-
based make-up, for characters and for monsters.
If you think you might have an allergy, please let
us know, and we'll see what we can do for you!

A note on PvP

Shattered Legacies is an immersive roleplaying
game,  in  which  you  are  encouraged  to  act
however you feel your character would. As such,
we do not disallow player versus player combat.
However, please do not take this to mean it is at
all encouraged: other players have invested time,
energy,  effort  and money into their  characters,
and death can often suck. If  you wish to have
conflict in your game, there is usually a lot more
roleplay and fun to be had by playing out that
conflict  over  a  long  stretch  of  time  without
resorting to murder.
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Monstering
Each  week  will  see  the  Adventurers
pitch themselves in battle against their
foes.  We  need  everyone  who  isn't
currently  adventuring  to  help  us  out

here! As the 'bad guys', it will be your job to
challenge the players,  to terrify them, and to
make them feel like heroes. This does not mean
your objective is to kill  them: rather,  it  is  to
make  sure  that  they  understand  fully  what
you're there for, and to make it fun.


