


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

We run regularly throughout the academic year, lhstaice a
week, and we hold an end-of-year event during tn@&nser.
Ordinarily, we run an indoor bar-night session owednesday
night, and run a series of adventures outside omdagu
afternoons.

We are now entering the third year of our campaggm whilst
the road hasn't always been smooth, we enjoy rgnaimd enjoy
having happy players. If you've ever got any cons@&r worries
— we're your friends, and we want to ensure theegarfun.
Come talk to us!

LARP stands for Live Action Role Play. We dressimffantasy-

style costumes and talk to each other as if we #ereharacters
we're dressed as. There is a rules system for ingrzthmbat and
magic, but the focus of the game is on the intevadbetween

characters and the development of the story.

ShatlLeg is a high fantasy heroic adventuring sysfiéns means
that the world is magical and strange, that thgelzharacters
are generally considered the good guys, and they tften

achieve their aims by killing monsters. The stong aules are
handled by a volunteer referee team, who also fhleynajority

of non-player characters.

LARP is a consensual hobby, where everyone halayooff each

other. When you're playing the game, we prefdnjibu remain In Character (IC) as often as you Yau.re
there to have fun, and to allow others to havewith you. There will be times when it is appriage to
take a break and go Out of Character (OCHwemg Time Freezes or Time Out, or if you needla
explaining on the fly, but whenever you drop OGtdps the game for everyone near you.

It is also important to remember that people wWilhk, say and know different things when they &etd
when they are OC. Characters in ShatLeg can beesgjge, stuck-up, racist, manipulative and overall
extremely unpleasant at times — our players argla't really like that, and such behaviour i of the
game and never intended to offend or upset any@eTBink of it as a bit like watching a movie: thad
guys have to be nasty, the good guys have to ivedlaand if you're not emotionally engaged witlit's, not

as much fun. It's actually very common to find ey after time-out talking about how “I was so
[scared/angry/confused/nearly-dead]... it was GREARat said, if you are seriously uncomfortabletiwi
anything in the game, come and talk to a ref altout

A big part of the ShatLeg game is also the eleroémhystery and discovery — neither the system her t
setting is completely open to players, and moreautfh is revealed as play progresses. For thismeaso
ask all our players to keep certain things to thewes. This comes up in two major ways:

Information - it is likely that you will find outriformation in play that not everyone has access to.
Talking about IC information outside of time-in detts from the game for other people because you
rob them of the opportunity to discover or readh® information themselves in-game.

Statistics — it is likely you will be asked to plagrtain people or creatures with unusual abilitres
much the same reason as above, please keep tlatsdosiourself — knowing the strengths and
weaknesses of an opponent is different to discogeand learning about them for yourself.



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

Never stab with a LARP weapon. LARP weapons areentddoam wrapped around a carbon-fibre core.
The act of stabbing is most likely going to sengl tbore through the tip, and possibly into the per3dere
are such things as stab-safe weapons: we do rmw glkople to stab with these. This is to prevent
misunderstandings of what is stab-safe and not.

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

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

Sometimes you will have the ability to fight witloyr hands. Never,
ever, aim at someone's face, and only use lighend@mnded 'tag’
style contact.

Try to avoid head hits. Although the head is ads&dcation to attack
in combat, make absolutely certain that it is ehfirsafe, more so
than with any other location.

‘Man Down’. If you hear this call, cease all plaprhediately, and
repeat the call until everyone has stopped. THISsased to signify
that someone is injured, or something else hasdmgupwhich means
that someone is no longer safe to fight - sucthaistheir glasses have
come off. Do not be afraid to use this call if yane injured or if you
believe someone else is.

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

Sometimes it will be necessary for us to signifjnething OC. These are the calls and signals wé lskal
using.

Time In - indicates that play is beginning, or resumingehit 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, youre 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.



We like to see the heroes battle it out in epididgeand epic looking battles against powerful erenand
for them to teeter on the brink of exterminatioaually without falling off).

To this effect, we encourage slightly slower andendramatic fighting (it's safer and easier to fldiws
this way, too). Effectively, this means avoidinguiah-rolling' — slowing down strikes to one a secandnost
is a good place to start.

To simulate a combat, there are a number of ruidscalls we use to represent different attack$isits or
effects. Learning all of these effects takes tithgou are ever unsure, ask 'What does that do?'.

To keep track of how well you are holding up, yail have any number of the following statistics:

Endurance - We use a locational hit point system, consisthead, torso, two arms and two legs. Each
location has a certain number of hit points. Whdacation is struck by a weapon, the hits on tbaation
are reduced by the damage call attached to tHeestfhen a location is reduced to zero, it is ublesdf
that location is the head or chest, lay down arginbgour deathcount. A location can never be tdbkelow
zero hits.

Deathcount When the hit points on your head or chest are aedluo zero, you must begin your
deathcount. The default is two minutes. This casitémporarily halted if you are being magicallyalesl. If
you are not healed by the end of the count, yoaratier is dead. A ref will normally keep trackvdien
your count began — consult with them before dentadeath.

Resistance — This is a measure of your ability to shrug ofigital effects. Your total number of resists is
the number you can draw on each ten minutes @ tmmbat. See the 'Magic' section for more details.

If you are unconscious, dying, asleep, paralysedtamned, you always count as unresisting, andbean
grappled by one person. You must be 'unresistongsgdmeone to begin an 'Execute’ count on you.



Armour  Armour is stronger and more resilient than endcganits, and as such, is ablative. This means
that when it is struck for damage, regardless efdamage call, it takes a single point of damagndo
location.

Physical Armour — this armour is locational, mundane armour. listre phys-repped. Physical
armour will stack with other types of armour.

There are five types of physical armour:
Padded — arming jacket, gambeson, fur
Light — leather armour
Reinforced — leather armour with metal embellishimethick and/or heavy leather
Chain — chain mail
Plate — plate armour

Magical Armour — this armour is non-locational, and
will protect against all hits until destroyed. Hrmot be repaired.
Magical armour will stack with other types of armou

Natural Armour — this armour cannot be repaired, but it
can be healed, although endurance hits will alwagke
precedence with healing. Natural armour will stadkh other
types of armour.

Destroyed armour — of any type — does not countstacking
purposes. For example, if you cast a spell grangimg 2 points
of magical armour and these are destroyed, you caay the
same spell again.

Likewise, if you are wearing armour granting yopdint to each
location and these are destroyed, and you havemimns to
magically gain 1 point of physical armour to eaobalion, you
will gain up to the maximum of 1 point of armourefiring the
original damage would have no effect.
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Our damage calls will always be one of the follogvin

Single - 1 point of damage to a location

Double - 2 points of damage to a location

Triple - 3 points of damage to a location

Quad - 4 points of damage to a location

Loc zero - reduce location to zero hits, and destroy anyoarm

Sunder - reduces armour location to zero hits. This dassaffect body hits. Also destroys shields
Poison effect — if this strike hits armour, ignore the effect. dras a 'Single’

Permanent effect — effect cannot be healed or removed until the paemgeffect has been removed

Execute - 10 seconds of continuous roleplayed hacking laddy part of an unresisting character. During
this execution, you should call ‘Execute’, followed the count. Each count of 'Execute’ also dd&ngle'.

If the call is aborted before conclusion, it mustdbarted again from the start. At the conclusiothe count,
that location is rendered totally destroyed andeatdble. For safety reasons, you should not agtozdke
physical contact with the target.

Smite  Unless briefed otherwise, you should always tSkeite' as a 'Single'.

Global effect the effect is replicated to each location.
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There are a variety of different effects other tdamage you may take:

Knockback - take two full steps away from the direction of thlow. If you block the blow, you must still
take the effect. An exception to this would be Hwual Hands rule - you need to have at least agyy man
hands-worth of weapon as the source of the calfyriore it (ie, single-handed weapon knockback can b
parried by a single-handed weapon, double-handegheveknockback must be parried by either a double-
handed weapon or two weapons). Please note yowtparry in this way with short weapons.

Strikedown - immediately fall over. If the ground is unsafewch and take no other action for 3 seconds.
You may attempt to parry as per the descriptiothrafckback'.

Repel immediately move 30ft away from the caster, ardain that distance for 30 seconds.
Through - damage call ignores armour, directly damagingydots

Cleave - damage ignores ablativeness of armour. For exathgl call "Double Cleave" removes two layers
of armour on an armoured location. If there is amig point of armour on the struck location the aurmis
destroyed and one point of damage is done to tdg bo

Sub damage is temporary to hitpoints, and will heaurally after 2 minutes. If this hits armour, igedt.
'Sub’ and normal damage stack.

Mute - Target cannot speak IC for 10 minutes, or umtil ef combat. All OC calls are of course unaffected

Stun - Target must roleplay being stunned for at leas#@&nds. They cannot use any skills during thie ti
nor raise a weapon in defence. They may fall owvestagger a maximum of two steps. The target is
considered unresisting during this time, and m&ycab ‘Resist’.

Sleep - Target feels sleepy and falls asleep within &roads. They remain asleep for 2 minutes or uittil h
with damage, subdual or otherwise. The target isidered unresisting during this time, and may aait
‘Resist’.

Paralyse - Target cannot

move or speak IC for 30

seconds, although they

remain aware of their

surroundings. The target is

considered unresisting

during this time, and may

not call ‘Resist’.

Slay - immediately fall
unconscious and begin your deathcount. You carmogVived unless the 'Slay' effect is removed.

Negate unless stated otherwise, remove all magical effaod spells on a target. For example 'Negate

Slay' would only 'Negate' any 'Slay' effects on thget. Active Runes count as magical effectsgtina
Runes and alchemy do not.

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

Strength - if someone calls 'Strength Grapple’, they magpple’ as if they were three people. If they call
'Strength Resist', they are not successfully 'Aeappy only three people, and require a combirfemiteof
five people to 'Grapple'.

Enchanted unless briefed otherwise, take 'Enchanted' damagaally.

In the majority of cases, you will not take theeeffif you don't take the damage. For examplegif plock a
'Single Stun', you don't take any damage and yewat stunned. Knockback and Strikedown are thg onl
exceptions.
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Spellcasting has a standardised format to demaestoa
everyone what is happening. You must have at least
hand entirely free. For each level of the spelly youst
make a dramatic gesture. You must also performGn |
vocal, and poetic license is encouraged. An exarspéd!
might be ‘By mySkill in theArt, | castBolt’. This should
be followed by an OC call, making it clear who yare
targeting, and what effect the spell has on thestiowing

on with the previous example, | might call ‘Paukedser
Single Knockback'.

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

In addition to combinations of the above calls, the
following are usually only encountered with magic:

Resist  When you choose to 'Resist' a spell, you must
call 'Resist' loudly enough for the caster to hgaur. You

are then immune to that spell effect from that erafir the
next ten minutes, or until the end of the combat.

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

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

Counterspell — When you choose to 'Counterspell’ a
spell, you must call '‘Counterspell' loudly enough the
caster and the caster's target to hear you. Thersatarget
counts as resisting. You must be within range dhlibe
caster and the caster's target.

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 actigdaRune
loses all abilities if hit by a Negate, or if theltker 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.

Heal — This effect will restore lost hit points. Foraample,
'Single Global Heal' will restore one lost hit poto each
location. A 'Heal' will never take you above maximmaits.

Repair - This effect will restore lost physical armour pagint
For example, 'Single Global Repair' will restoreeolost
armour point to each location. A 'Repair' will netake your
armour above maximum hits.

Gain — Any call which has 'Gain' in it wilhot stack with any other call which has 'Gain’ irFbr example,
if someone casts a spell with the call 'Gain 1 ®gsind later casts a spell with the call 'GaRe3ists', you
will have in total gained 3 resists. 'Gain' wikhek with your Statistics.

Add — Any call which has 'Add' in ivill stack with any other call which has 'Add' in cept itself. For
example, if someone casts a spell with the calt’'AdResist’, and later casts a spell with the 'éalt 3
Resists', you will have in total added 4 resistsld’ will stack with your Statistics and with anitg

'‘Gained'.



There are a number of factors to consider whertiogea character. You want to have some idea ot wba
want to do, some idea of what you can do, and sde@of what would be both fun and awesome.

Here are a few ideas about how to make a character:

You are an Adventurer of the New Star, so you nhaste a reason to be adventuring. This can be
because you grew up listening to the stories, lsxgou want to be famous, because you want to
explore the Wild Lands, or because you're a dangepsychopath and no one else will employ you
to kill things and LIKE you for it — whatever yoait imagine.

Keep personal goals open: if you have a drivingrdee destroy the Goblin who killed your parents,
what happens when you do so? If you have a drigexire to destroy ALL Goblins, you are unlikely
to run out any time soon.

A character who can make friends is more likehha&we friends. A character who no one wants to
talk to can often get bored.

Be distinctive, and be loud about it! If you're anétical priest of the goddess of Law, don't back
down if someone breaks the law in front of you! \tévar you believe in, believe you're right!

As an Adventurer of the New Star, you live at thkpense of the political Houses within Ambala.
Although you don't have to like them, you are lyiat the New Star Inn — to live anywhere else
would be a constant drain on your income. You kehe New Star so you have time to train,
investigate, and adventure without worrying aballs.b

When creating a new character, you have the cludiaavhole bunch
of different races and cultures to draw on. Thegescribed more
fully in the Setting book, but essentially, you atge to play any of
the following:

Alliance Human — from any of Ermikov, Kalingrad, Belnikov,
Baigasgrad, Rodengrad, Ambala.

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

Lord's Empire Human — please take into account the current war.

Mountain Goblin - goblins should have black and red makeup
covering all visible skin.

Beastkin — choose an animal you wish to have as your $ritoéem,
e.g. Wolfkin, Ratkin, Gazellekin. Beastkin shouléaw at least some
furs, and have makeup with appropriate tribal nraggicovering all
visible skin.

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

Awakened Golem- please talk to a ref about playing one of thase,
the race is very new. Golems should have grey nmkewering all
visible skin.

Runed — any of the above except golems may have at teestopy
of the same rune somewhere visible on their skinis Tune should
contrast with any other makeup applied.

When you've decided on the background for your atter, feel

welcome to discuss your idea with a ref. We mayehaggestions for
you, or may want to tie your background into areadty in-progress
plot — failing that, if we have a good idea of wiat're playing, we'll

be able to better understand what it is you wamhfthe game.



Finally, you will need to choose your starting kiNew characters have 11 points to spend onollening

skills:
Skil | Prerequisite | Description | Cost | Special
Basic Weaponry Ability to hit someone... 1 This skill is free for imans
Sword Training Basic Weaponry ... with a sword 2
Axe Training Basic Weaponry ... With an axe 3
Club Training Basic Weaponry ... with a club 3
Knife Training Basic Weaponry ... with a knife 2
Cosh Training Basic Weaponry ... with a short blusapon 2
Basic Great Weapon Training Basic Weaponry .. el .. 3
Greatsword Training Basic Great Weapon Traifing ith & greatsword 3
Staff Training Basic Great Weapon Training ... witbtaff 3
Ambidexterity Basic Weaponry ... with two weapon®ate 2
Basic Thrown Weapons Training Basic Weaponry ... @ithrowing weapon 2
Bow Training Basic Weaponry ... with a projectile wea 3
Claws Ability to use claws offensively 3 This skill is ongvailable for beastkin and scalek
Shield Training Ability to use a shield 2
Endurance Withstand more damage 1 This skill is free for beiastk
Greater Endurance Endurance Withstand even more damgg 3
Use Light Armours Ability to wear armour 1
Armour Training Use Light Armours Training in how tse your armou 2
Use Metal Armours Use Light Armours Ability to weaafe or chain 2
Resistance Shrug off magical effects 2 each Goblins start wittedist for free
Theomancy Holy magic of the gods 4 This skil also grants 3 lspeints
Auramancy Magic of the mind and soul 4 This skill also grantspgll points
Magecratft Magic of the elements 4 This skill also grants 3 lgpeihts
Spells Any magic sphere 1 each
Magical Affinity Any magic sphere Skill in channefirmagic 1 This skill can be bought repeatedly
Rune Magic Careful art of inscription
Rune Rune Magic A particular inscription 2 each
Alchemy Natural magic of brewing potion 2
Recipes Alchemy Knowledge of certain potions 1 each
Physician Bandage people to heal them 1
Doctor Physician Bandage people more reliab 3
Herbalism Knowledge of valuable herbs 1
Literacy Reading and writing skills 1 This skill is free fonhans
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To make it clear to everyone what you're playimy] &8 make the game look good, you will have

special clothes, items and possibly makeup to wéem you are playing your character. Any item

that is physically represented is referred to O@ gshys-rep'. The refs or existing players will be

able to help you with suggestions and loan of ghistiitems such as weapons and armour, but
anyone who intends to keep playing is encouragedéatually get their own Kit.

When putting together your character kit, try tefxe few things in mind:

Makeup. Every race except for human has specifikema requirements, which are

explained above. If you need ideas or help with hmget the right effect, don't be afraid to
ask. The system owns a wide range of colours iazarao facepaint, which is water based
and relatively easy to wash off. This is availatdeuse for players in the first term of

playing their character. After that, we like youbiey your own if you can. Talk to the refs or

the SF&F committee if you are interested in buyingkeup for larp, as there are frequently
organised bulk-buys that could save you a lot oheyo

Period relevance. The ShatLeg setting is not btrimased on any historical period in the
real world, and we are fairly relaxed about whahfans are appropriate. As a general rule,
beastkin, goblins and western Destined will haveyv@mple clothing (think “medieval
peasant” or “viking”), often made of furs or leathiéor the Alliance or Empire, more or less
anything goes, as long as it is not clearly modarstyle. Robes, armour, loose shirts,
tabards or waistcoats are good. Jeans and whinetsaor t-shirts with logos, are not. Have
a look at the photos in the Setting Guide, or askfsor more experienced player, if you
need ideas or aren't sure if a particular itenuitable.

Practicality. ShatLeg is an adventuring system,weadun regular missions outdoors, on not
particularly stable terrain, and sometimes aftek.dgou should be able to run and fight in
your kit, and you should have extra layers you waar with it for warmth, especially in
winter. We strongly encourage, but don't requite,ofiour players to have good hiking
boots or similar, as twisted or otherwise abusddeasnare the most likely form of injury in
any outdoor larp. Also remember that larp kit tadst of punishment, from mud and rain
and combat and falling over. We suggest trawlirggaharity shops (York has loads) for your
clothes and trinkets, and avoid wearing or carrgngthing particularly fragile or valuable.

Character background. How wealthy is your charactEmily? Do you want to show
allegiance to a patrticular religion or politicalrfp® Do you need any phys-reps to use your
skills (eg armour or bandages)? Great charactes kll in the details, and in being visibly
distinctive. Layering of kit can give very effeaivesults with surprisingly little effort, and
has the added advantage of keeping you warm asdmahbly water-resistant, too.
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Every week, you will receive a collection of Exmarce Points (XP) and Action Points (AP). You will
receive 2 AP merely for existing (if you need t@mmrout for a week, as you have exams or real life o
something, your character still does stuff withitheme). If you play on a wednesday, you will raeea
further 2 AP. If you adventure on a sunday, you reiteive 3 XP. If you turn up to help monster, Yiayet 3
AP. So, if you're absolutely awesome and turn ughealtime, you'll receive a total of 7 points eaobek.

Experience Points and Action Points work slightiffedently. XP is spent solely on character advanest,
on learning new skills or improving existing ondsis worth a lot more towards this than AP. AP ¢an
spent on simple advancement, but can also be spentbmitting downtimes.

‘Downtime’ is the space between the bits that kged (‘'uptime'). Whilst you only get to play wedday
night and sunday afternoon, your character isestifting and interacting with the world they live If you
want your character to do anything in particularimy this time, you need to drop us an email. Tdds

range from 'l travel across different bars, coltegtstories and getting drunk' to 'l meet up with as
agreed, and we travel to to assassinate__', and beyond. You may stumble across some

interesting information, or you may receive nothibgt generally speaking 1 AP is equivalent to spema
full day attempting something. We try to responthvgiomething interesting if you are spending AP.

You are also able to spend 0 AP downtimes, whicblevbe for simple actions such as depositing matey
the bank or saying 'hi' to that nice old lady wilie cats you met in that other downtime once.

Very rarely, if we think your downtime puts yourachcter in danger of dying, if something is goiog t
happen that you won't be expecting, or if we neekinbw your exact words for a particular encountes,
may ask you for clarifications, or to uptime sonmigaur actions.
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There are a certain number of items that will bi@uatically stored in your 'inventory', such as atarting
money, money earned through downtimes, herbs gathalchemy brewed or runic items inscribed. Money
is automatically added to your IC bank account, neheis as safe as you believe the bank to bendtare
automatically stored within your room at the Newr3hn. Please note that your rooms do not haweslon.
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Shattered Legacies is an immersive roleplaying gamehich you are encouraged to act however yel fe
your character would. As such, we do not disallday@r versus player combat. However, please ddaket
this to mean it is at all encouraged: other playerge invested time, energy, effort and money thtr
characters, and death can often suck. If you vashawe conflict in your game, there is usually antmre
roleplay and fun to be had by playing out that tonbver a long stretch of time without resortitagmurder.



