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INTRODUCTION

The world your forebears knew is gone, rqvqgeoi by a cqtasirophe S0
intense that few hving even know its origins. The new world is twisted
and strange, filled with the distorted remnants of the world before and
the strange new Jfhings cct’fotiysed into being by the Fall.

Into this world step the survivors, bound togeiher by blood or icleoiogy
or ciesperqiion into someihing new. You will piqy ihrough their stories,
and as they explore new realms, suffer dark times and celebrate great
victories you will craft a new world together. At the heart of all of those
will be your characters; learned or savage, diplomaﬁc or dictatorial,
your fqmily‘s hisiory will be filled with the characters you make. As the
ages turn, their iegacy will shqpe the world.

Inspiration comes from games like Fallout, STALKER and Civilization,
books like Alastair Reynoids' Terminal World and Walter Miller Jr's
A Canticle for Leibowitz, and films like Mad Max and 9. The system
is heqvily inspired by Vincent Baker's Apoca]ypse Wor]d, as well as
offshoots like Dungeon World and Monsterhearts. Other ideas have been
inspireci by Mumm v the Curse, Tenra Bansho Zero, Burning Wheel Go]d,
Danger Patrol and more - give them a read and see what inspires youl

HOW TO PLAY LEGACY

To play, you'ﬂ need some friends and at least two six-sided dice (referreoi
to as 2d6 from here on), cﬂihough two per person is better. Youll also
want some paper, some penciis, and preferably the prinieci out handouts
available free online. One of you will be the Game Master (GM) and
the rest will be the players. The GM is tasked with keeping track of
the setting, providing resistance and challenges to the characters, and
making sure all the players get equal amounts of screen time and
chances to shine. The players make families and characters and play
Jrhrough their stories.

& XN~

Legacy is a roleplqying game, and a roleplaying game is like a
conversation between the players and the GM, working together
to build a story and see what the characters get up to. Sometimes,
to provicle chqﬂenge and drama, a discrete chunk of rules
(called a "move” here) will trigger based on events in the
ongoing conversation and players will have to roll dice and
make difficult choices to determine what happens next. Each
move has a fictional trigger - someihing your character
or fctmﬂy has to be oioing in the story of the world for
the mechanics to start up - and often the consequences
of moves will be just as much fictional (gaining you enemies,
qﬂies, or informqiion) as ihey will be mechanical (giving
you bonuses or penalties to your character’s traits).

Your position in the fiction is very
powerfui, giving you opportunities N,
you may not have otherwise gaine g
or enabling you to gain things for free

you'd normally have to roll for. On the
other hand, if it's been established
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that you're in a bad situation - say, tied to a chair with your hands
behind your back - you won't be able to use the Fiercely Assault move
to attack your captors unless you can convince the other players it
makes sense in the context of the fiction. When you're thinking about
what actions a character has available to them, remember what's been
established so far: their personqhty, their caquihfies, their possessions,
their location in the scene, the location the scene's tqking plqce in, their
Qﬂies, and so on. Gaining backup or a home J[erri’[ory otolvcm’[qge can be
far more powerful than a bonus to dice rolls.

The GM makes moves too, but theirs are different. The GM never rolls
dice, and spends their time responcﬁling to the plcxyers' actions: when a
plotyer rolls a 6 or below, when everyone looks to the GM to see what
hqppens next, or when the plctyers do something which has previously
s established immediate consequences (a ‘golden opportunity’) they can
use whichever of their moves they deem appropriate. Each GM move
is a way of raising the stakes, shqking up the situation and provioling
deersi’fy using standard GM tricks you may be familiar with from
other games: spli’r’ring up the characters, reveqhng unwelcome secrets,
offering opportunities with prices, and so on. These are codified and
listed in the GM section on page 90. I'd recommend that the GM
takes some time to read {hrough that chqpter, especiqﬂy if they
haven't plqyed an Apocqupse Engine game before.

OVERVIEW

Cl’mp’cer L: S’car’cing Legacy contains the tools for starting a game -
game setup, world creation, and tips to help get things going.

. Chap’cer 9: Families introduces your quﬂy, a collection of Fall survivors
who have banded together to survive in the new world. This chapfer
". details basic quﬂy moves, treaties, Surpluses and Nee&s, and provides

five different quily qrchetypes to choose from.

Chap’cer 3: Characters details your Character, the quﬂy member chosen
to save the quﬂy from disaster or seize new opportunities in a pqrticulqr
Age. This chqpter details basic Character moves, harm and heahng, and
presents eight Character plqybooks for you to use.

Chapter 4: The Turning of Ages gives rules for the passing of time and

how Families chqnge as Ages turn and generqﬁons rise and fall.

Chap’cer 5: Running Legacy gives advice to the Game Master on how
to run Legacy, divided into a general Agenolq, broad Principles and

individual moves to use in response to plotyer actions.

Chap’cer 6: Threats details how to bring trouble into the characters' lives,
and provides a selection of monsters, natural disasters and organisations
for the Game Master to use.




HQTQ‘S an example Of hOW a move is sfructureol:

ACTIVATE FORGOTTEN LORE"

When you try to use an incantation or gadget of the World

Before?, say what you expect it to do and roll +Lore®. On a hit?, it

does what you expect it to do, but choose one:

+ 1 only last a short time, and you'ﬂ need to act quickly to take
Qcivotnfqge of it.

+ It sets a long-forgotten working in motion, with risky ramifications.

+ It won't work again until you've spent some time in peace
sfudying it.

On a 10+°, a flash of insight shows you this frctgment's place in

the World Before, giving you context, wisdom or clues to greater

power.

1.  The name of the move.
2. The fiction trigger for the move. If your character does this,
carry out the move; if you want to roll the move, you need to per-
form the trigger. It goes both ways and it's not op’tionql: when your
character activates a qugei of the World Before you must roll to
Activate ForgoHen Lore, and if you want to Activate ForgoHen
Lore you must use an incantation or gadget of the World Before.
3. When a move tells you to roll, you roll 2d6, add up the values
on each dice and add the named stat - in this case Lore. If you've
been told you have +1 forward you get +] to your next appropriate
roﬂ, while a modifier of +1 ongoing gives you +1to all qpproprioﬁre
rolls until a condition is met.

4. A hit' is a result of 7 or above, and means you succeed at least
partially. On a 6-, you probably don't succeed and the GM has the
opportunity to make a move in response.

5. There are two broad categories of success in moves: some give
you full success on a 10+ and Jtough choices on a 7-9, while some
(such as this rnove) give you a full success on a 7+ and give an
extra bonus if you roll a 10+.







STARTING LEGACY




CHAPTER 1: STARTING LEGACY
SETTING UP THE GAME

‘When you get ’fogether to plqy Legacy, someone has to volunteer to be
the GM. It's their responsibﬂity to keep the game running and chaﬂenge
the plqyers, qccorcling to the Agenola and Principles, They should take
some time to read the GM section of the book, starting on page 90.
Then the group works ’[ogether to build the world ’[hey'ﬂ be playing in.

HOMELAND CREATION

WHAT WAS IT LIKE BEFORE?

"Youve heard stories passed down from your grandparents and
great-grandparents of the world when they were young: golden and
full of wonders.

Your World Before should be highly advanced, with marvels that
blur the line between fechnology and magic. Make your location large
and cornphccded enough to contain plen’ry of plqy, as deohng with the
events of the Fall and rebuﬂchng in the aftermath should be the main

thrust of your game.

+ A vast network of research facilities embedded under the crust of a
hostile planet, experimenting with teleportation and travel to strange
dimensions.

+ A city that stretched from horizon to horizon, with gleotming white
obelisks connecting minds and creating gestal’f intellects of incredible
infeﬂigence.

+ A lush jungle with plqnfs and animals engineereol to proviole every

convenience humotnify could desire.




How pIp IT END?

They say that when the end came, it was impossible to ignore.
Cities crumbled, societies fell apart and reality itself screamed as it was
twisted into a new and terrifying form.

The causes of the Fall aren't as important as how it plqyecl out. The
Fall created monsters and calamities, and distorted the 1andscc1pe into
forms that promise both danger and opportunity. Your Fall needs to
create threats to fight, disasters to avoid, and new and uncanny ways
of hvinq

+ The portotls went wild, warping the network of facilities and fiﬂing
large sections with the environments and inhabitants of alien planes.
Worse, the portals have let in dark intelligences that whisper into
people’s minds and possess them to grant terrible power.

+ The gesfql’r mind anppeol, turning everyone connected to the obelisks
into psychotic murderers and senohng the automatic caretakers of the
city haywire. Only the great pctrks, far away from any obelisks, are
safe from the hordes of rampaging civilians and vicious machines.

+ The mutation safeguards in the engineered life reversed themselves,
and when the creatures explode& into countless forms and functions
the other sctfeguqrds were the first to go. Even among humani{y,
now living in scorched cleqrings or up in the treetops, mutations and

variants spread through the populqtion.

WHO LIVES THERE?
When the smoke cleared, survivors puﬂed themselves out of their
makeshift shelters and were surpriseol to find they weren't alone. In the

ruins, Jrhey built a plqce to live.

G XN~

Your homeland should have 3-6 settlements of varying sizes, to give
scattered and nomadic families plen{y of plqces to move between. At
least in the first Age, these settlements should be small - think between
20 and 150 people. Give every settlement a name, a tradition, a taboo,
and a unique resource or qdvqn’rage‘ More if you like.

+ Paranoid Rattletown, in the depths of the mctnufctcfuring
fcxcihty's foundry, lets only a few visitors in J[hrough the
clausfrophobic trappecl corridors that keep it safe but also
isolated. Great mechanised hammers hotng ominously over the
plClZQ where new visitors are judged,

+ The settlement of Big Lake tries to forget the terrors of the
outside world, reveﬂing in drugs and music. They only
survive because other settlements would riot without
Big Lake's luxuries and pleqsures.

+ Canopy is a web of wakwcxys and treechouses that keeps
its citizens safe high above the rampaging beasts
below. The inhabitants wear avian masks
and decorate houses with feathers,
a ritualistic cqmouﬂage to hide
themselves from the beasts.

> ¥ -
P—r



WHAT’S THREATENING IT?
Of course, the Fall wasn't a singie event. The world we live in is eternqﬂy
Fallen, and every threat we face hides another fast approaching.

The Homeland is in dqnger. There's something coming that could
wipe its settlements off the map, and itll need many families Working
iogeiher in order to stop it from coming to fruition.

+ The ﬂuxing poriais have disgorged a iunneﬂing beast into the earth,
and now its endless hunger for rock and steel could doom the compiexi
Someone needs to find a way to kill it before the eqrihquqkes bring
the roof down on everyone.

+ The ierraforming engines that your ancestors used to alter the climate
to their 1iking were sent out of control by the crazed gesioiii mind, and
now snow-clouds sweep ihrough the sky from the west. In two months,
everyihing will be ice.

+ A new mutation is appearing among the beasts of the jungle, but
this one doesn't give clcst, Or venomous spines, or choking spores - it
gives inteﬂigence. The beasts are gqthering in their hundreds, led by

the new mutants, and it seems oniy dipiomacy can avert war.

BUILDING FAMILIES AND CHARACTERS

Next comes Family creation (see pages 14 - 39). The players each choose
a Family piaybook, pick options and fill in blanks. For best results, each
piqyer should be the oniy one using a pariiculoir plqybook Name your
chmiiy and think about what ihey're like. What's their fashion? Are
ihey a true family or a commune or corporqiion? What do ihey call
themselves? What do the His’[ory options you took tell you about the
other Families? What do their Needs say about the crises they re going
: ihrough, especiaﬂy the big—piciure threat created in Homeland creation
.. above? Put that all together and think of an Objective for your quily
- the ihing ihey most want to achieve at the start of the game. GM, use

all this as grist for your notes and ideas for your maps.

Finally come Characters (see pages 42 - 83). Each player picks a
Character playbook and uses them to make a Character of the first
Age, chosen by the quﬂy to deal with their Objective. Again, piayers
should avoid doubhng up on Character piaybooks. Name them and
think about their plqce in the quily and their relationships to the
other Characters. chks’[ory entries are optionoti, but can help flesh out
these reiaiionships. Once all the Characters are made, it's time to start
the game. For your first Age, start with the Characters iogeiher and
co-operating with each other to deal with the threat created in homeland
creation, while also pursuing their quﬂy's Objective. If it makes sense,
try to give the characters a few scenes interacting with the rest of the

Fctmily to flesh them out a little.




PLAY DANGEROUSLY

When playing roleplaying games it's often easy to fall into safe methods
of plctyA You act conservqtively, cctrefuﬂy husband your resources, and
are leery of mqking new allies or breqking old relq’fionships. Legacy,
however, works a lot better with proactive plqyers who are wﬂhng to
risk everyfhing, so here are some ideas on how to plcxy:

+ Think about what's driving the other characters, and how you can
help make that interesting.

+ Make your plqce in the fqmily and in the world cool and interesting.

+ Alwqys follow the fiction.

+ Play proactively, act dangerously.

+ Ask questions, imagine the answers.

RUNNING THE FIRST SESSION

If you're the GM, your job in the first session will be mostly reactive.
Give the players space to fill out what their Character's daily lives are
like, how their quﬂy deals with each other and outsiders, how the
Characters relate to each other and how they want to start going about
Qccomphshing their quﬂy's Objectives. Don't WOoIry that much about
calling for rolls - in the first session, focus more on getting players to tell
you about their Family and Character and respond with your own ideas
about other factions, threats or places out there in the world. Be observant
for conflicts and scarcities in the world, as Jfhey're the seeds you can
grow future plof from. Make a list of every’rhing the Families want, and
everything the Characters want. They can't have those fhings. Why
not? And what will the Characters do about that?

The GM section (starting Page 90) goes in-depth about how to run
Legacy and you should read up on it between sessions, but for now

& N~

here s some gulohng pnnc1ples to gle you gOlI’lg

+ Get comfortable with the basic moves, and get players to roll them
a few times too.

+ Write down every detail.

+ Ask questions to flesh out the world.

+ Turn the players' questions back on them.

+ Bring urgency to the characters’ lives.

+ Firmly establish each Family's Surpluses and Needs, strengths
and weaknesses.

+ Give every character screen time with the other characters.

+ Provide interesting NPCs within the players' Families and

from other factions.

+ Look for seeds you can use for future conflicts.

+ Twist their ideas by splicing them with ones of your own.

+ Give them opportunities to pursue their Objectives
- with steep prices.

Youre here to keep the creative juices

flowing, and to make sure people don't 7

fall back onto clichés when creating the g ‘

world. Remember that youre a player [~ ) 4

too; give yourself a chance to make your ‘ 1 /

own details and get invested in the game.
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CHAPTER 2: FAMILIES

Families are the groups of survivors your Characters hail frorn, and are
fixed points between Ages. It's recommended that each player has their
own Family to control, but if you want to have multiple players hail
from one Family go adhead! Each Family has three stats:

+ Reach represents your qunﬂy's influence in the wider world. You roll
+Reach to gorner information, obtain resources, and gain access to
people, plqces or Jrhings.

+ Grasp represents your Family's ability to hold onto the things it has.
You roll +Grasp to maintain fornily integrity ihrough qdversi’[y, get
chkup, and to seize by force.

+ Mood represenrs your Fcrrnﬂy's overall WeHbeing. Mood porssively
boosts or hinders your fcirnily's actions depending on how many
Surpluses and Needs they have. Adoliiionorﬂy, you roll +Mood to see
how your family grows or siruggies over 1ong periods of time.

Families also have Tech. Tech represents your Fcrrniiy's hoard of
advanced iechnology and scavengeci lore. Characters can take Tech
from their Fctrnily's hoard and use it to get a boost to their actions with
the ]ury—Rigging move.

To make a quniiy, you start by choosing a playbook. Each ploybook gives
a basic s’[yle for your chrnﬂy, which you flesh out by choosing options:

+ Your Doctrine: Your family's general philosophy in life - what they
believe, and what rhey desire.

+ Your Lifesiyle: How your fcrrnily lives, whether that's established in a
singie region, chspersed across a wide range or J[rciveﬂing norncxdicqﬂy

. between settlements.

" + Your Traditions: How your fcrmily members are related, what ihey

“ look like, and how they are governed.

+ Two Playbook Moves: Some playbooks have one mandatory move,
while others give you free choice.

+ Recent His’fory: Stqrfing relq’fionsnips with other Families, the things
you have a surplus of and the Jthings you have a need for.

+ Stats: Two choices for Reach and Grctsp, a fixed starting Mood, and
a starting Tech of O.

+ Gear: The possessions characters from this Family can start with.
Some of these will have rules attached, but these will be explqined
in the next chqp’[er.

HOW BIG IS A FAMILY?

At the start of the game, an average Family has 20-30 able-bo-
died adults in it. One with a Surplus: recruits might have 40-50,
while one with Need: recruits rnighr have 10-15.




BASIC FAMILY MOVES

Access

When your Family seek access to a person, place or thing you do not
control roll +Reach. On a 10+ you get what you want - a meeting, a
guide, a toy to play with. On a 7-9, there are strings attached. Choose one:

+ Your people had to chg deep Erase a Surplus or gain Need: get out
of debt.

+ Your agents can't seal the deal, but introduce your Character to
someone who can.

+ The people who control it offer your agents a lesser alternative.

REeapinG THE WIND

When your Family sends people out for information on a person,
faction or place, roll +Reach. On a hit, they come back a few days later
with rumours, secrets and scout reports. Pick 1 ’fhing to learn; the GM
will give you further information, and the quﬂy takes +1 forward
acting on it. On a 10+ pick 3.

+ The perspective of the person/place/thing’s neighbours.
+ Reports of some upcoming upset.

+ Clues to a hidden s{rengfh or unknown his’fory

+ A warning of a coming ]oehrotyctl

+ An opportunity for profit, with or without risk.

Horp ToGETHER
‘When your Family must stay loyal and endure adversity, roll +Grasp.
On a hit you rnosﬂy remain ok; pick 1

& XN~

+ You lose some people to desertion and harm. Gain Need: recruits.

+ You promised them something to get them through. Now the danger
has passed, it's time to pay up. If you don't, take -1 Grasp ongoing for
the rest of the AgeA

+ The clcmger hasn't potssed so much as shifted into a different, more

manqgeqble problern. Say what it is.

On a 10+ you are brough’t close ’toge’fher by the trial; gain Surplus:
morale in addition to the above results.

Craim Y Force

When you direct your quily to claim some{hing as theirs, no
matter who it pisses off, roll +Grasp4 On a hit they succeed in
Jquing it, but not without cost. On a 7-9 choose two. On a 10+,
choose one:

+ Your hold on it is tenuous, and more effort will be
needed to secure it.

+ Your chmily comes away wounded.
Someone important is hurt and your

family gains Need: medicine. A ‘
+ You make enemies; the GM will say (e ‘
who, and you take -1 Reach decding : d

with them this Age
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SURPLUS AND NEED

Reach, Grasp and Tech don't tell the full story of a Family's strengths
and weaknesses. They also have their Surpluses and Needs, and these
can play a major factor in how successful your fqmﬂy is. If your fqmﬂy
has high morale and a full armoury, fhey're hkely to succeed in quing
an enemy forfress, while a lack of medicine or hygiene can make it
difficult to survive a disease outbreak.

+ When your farnﬂy makes use of a Surplus, exhaust it and improve
the success of a roll by one step (6- goes to 7-9, 7-9 to 10+).

+ When the fqmﬂy is hindered by a Need, the GM can add a
complicqﬁon or downside stemming from the Need in addition to the
results of your roll.

.+ If a Need could be met by a Surplus, erase both.

‘While Needs always have an effect, Surpluses are more limited; exhausted
Surpluses only become available for reuse at the start of the next session,
or at the beginning of a new Age if that happens first. Surpluses that are
erased, on the other hand, are wipecl from your sheet - Jthey're gone, forever.

If a move tells you to gain a Surplus or Need that's cﬂready on your
sheet, gain a different one that everyone thinks is appropriate given the
current situation in the fiction.

MOOD

You calculate Mood by subtracting your total Needs from your total
Surpluses, upclotﬁng it every time you gqin or lose a Surplus or Need.

All Families start with a Mood of -1

s Mood works as an overall measure of your Family's health, and ranges
_from +3 to -3. If gaining a new Surplus or Need would put you beyond
"that, one of the foﬂowing moves triggers:

Frusu witH RESOURCES
When you would gain a Surplus and Mood is already +3, instead

ChOOS@ one:

+ Sell off the excess Surplus for 1 Tech.

+ Gift the excess to your allies and gain +1 ongoing to Reach for the
next month.

+ Hold a great celebration and gain +] ongoing to Grqsp for the next
month.

Farr inTo Crisis
When you would gain a Need and Mood is cﬂreqdy -3, instead choose one:

+ Someone takes deanfotge of your weakness - lose some territory or
an important alliance.

+ Your fotmﬂy falls into bickering and infigh’ring, giving you -1 ongoing
to Grasp until the dispute is resolved.

+ Your fomily retreats into solitude to work ’[hrough its issues, giving
you -1 ongoing to Reach until they are convinced out of isolation.




WHO RUNS BARTERTOWN?
The player always has control of the actions their Family takes.
The GM cannot decide that the Family as a whole does something
without the player's consent; their tools are limited to dictating the
behaviour of individual family member NPCs or forcing the family
to Hold Steady before it can do something. The standard mode of
plqy is that your Character is influential within the qunily, such
that the Family does what the Character wants them to. They
don't need to be officiaﬂy in chqrge, but should have sufficient clout
that when they suggest something should be done it gets done. This
minimises the dissonance in the player's mind between what their
Family wants and what the Character wants.
If a player wants to do something different - have a character
as an outcast, a leader deposed by a coup, a slave or peon of the
quﬂy, or a traveller separoﬁrec{ from the Fotrnﬂy by a 1ong distance
- there’s a few options they can choose from:
+ Mcake it more difficult from them to use Family moves - they
have to successfully Hold Together to use any of the other moves.
+ Split the Family - have the Family for this Age consist of the
Character's fellow outcasts, their stiﬂ—lqul retainers, the other
slaves, or their travelling companions. The character can use all
Family moves, but should get one to two extra Needs from the split.
+ Create a proxy character - the player also controls the official
head of the family, and commands the Family from the perspec-
tive of this proxy. Note that this proxy shouldn't have their own
plqybook, and should have different desires and goqls than the

player's true Character.

SurprrLus aND NEED EXAMPLES

+ Morale + Recruits

+ Weaponry + Medicine

+ Barter goods + Justice

+ Culture + Trade

+ Land + Obligqﬁon

+ Gossip + Peace

+ Leadership + Reconnaissance
+ Transport + Contacts

+ Operqtives + Defences

+ Avarice + Progress




TREATIES

Your Family is a large organisation that has trade partners and battle
allies, and relies on a network of social influence based on respect, fear,
and debts owed. This is measured in your Treaty score with other
Families and orgqnisq’fions, ranging between O and 4.

You can give more Treaty to another Family at will as a bargaining
chip, but once it's given to them you have no say in how it's used. Each
fctmﬂy also has an Alliance move, a way to get Trequ on other groups
when the move is Jrriggered.

There are two things you can do with Treaty: spencl it to call in a
favour, or roll it to help another Family.

"CaLL 1N A DEsT
When you need some{hing from another Famﬂy, no matter how it
messes them up, say what debt you're claiming due, spend 1 Treqty

and choose one:
If ’rhey're an NPC faction:

+ Gain +2 to Access or Claim by Force something of theirs (spend after
roﬂing)A

+ Get them to back you up, fall into indecision, or protect somefhing
important.

If J[hey‘re a PC quﬂy with a Trecﬁ[y on you:

+ Say what you want them to do, and give them -1 Treoﬁ[y on you if
they don't.
+ Take one of their Surpluses for this session.

If ’fhey‘re a PC qunﬂy without Treq’fy on you:

+ Scty what you want them to do, and they have to Hold Together to
do Qny’rhing else.

+ Take one of their Surpluses permanently and give them +1 Treaty
on you.

Lexp Aip

When your quﬂy throws its weight behind another, roll +Trea’cy
with them. On a hit, you give that Family +1 but if you roll @ 7-9 your

quily is exposecl to olcmger, retribution or unforeseen consequences.




FAMILY PLAYBOOKS

Tue Excrave oF ByGoNE Lore
Arcane scholars who cling to the wonders - and horrors - of the World
Before.

Tue GiLpep CoMPANY OF MERCHANTS
Discerning traders, avaricious collectors and opulent hoarders.

THE LAWGIVERS OF THE WASTELAND

THE TyranT KINGS
Thugs, warlords and conquerors bringing the world under their
dominion by force.

Fierce hunters motivated by a strict moral code.
THE SERVANTS OF THE ONE TRUE FarTh
Religious ideologues who hold their family close and their doctrine closer.







THE ENCLAVE OF BYGONE LORE

The wonders of the World Before were glorious, and even as the Fall
continues to ravage the world we will hold onto them. As the old sun
sets and a new sun rises, we will remember them.

The Enclave of Bygone Lore uses Reach to get access to the Tech they
desire and to take their rightful place as advisors and arcane engineers.

CRrEATING AN ENCLAVE
To create your Enclave, choose a name, stats, doctrine, hfestyle, history
and moves.

StaTs

Choose one:

Reach 2, Grqsp -1, Mood -1, Tech O if they send their members out to

teach others forgotten lore.

Reach 1, Grasp O, Mood -1, Tech O if they keep the light of civilisation

secret and safe.

DoctrINE

Cl’lOOSQ CInEs

Holding Back Another Fall: When a piece of dangerous technology is
brought back to the Family, they can break it down into 2 Tech.

Uplifting Mankind's Remnants: If others heed your Family's advice
on grand projects, ’they take +1 forward.

Better Living Through Technology: When you spend more than 1
Tech you get 1 back, but every time you encounter a large fragment
of pre»FaH artifice you gain Need: avarice.

LIrFESTYLE
Choose one:

Nomadic: You keep your technology shrouded, and itll look mundane
to the casual observer.

Dispersed: When you write to Fctmily in other settlements for
insights, their advice lets you take +1 forward.

Settled: When you encounter a fragment of pre-Fall culture,
you know its cultural significance.
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History
Pick two Surpluses: Pick three Needs:

+ Defences + Recruits

+ Operatives + Trade

+ Knowledge + Motivation

+ Camaraderie + Lectolership

+ Culture + Barter Goods

Then, look at the other Families.

One of them looks like civilisation's best chance to regrow. They take
2-Treaty on your Enclave.

One quﬂy = perhqps the same one, perhqps not - has seen the true

_power of your fechnology. Take 2-Treaty on each other.

TRADITIONS

Populace: Close-knit families passing secrets to their children, demqgogues
and those who seek their knowledge, vat-grown cluplicotfes, somefhing
else.

Style: Hidden within bulky environment suits, utilitarian clothes studded
with strange implqnfs, monastic robes embroidered with intricate circuitry,
something else.

Governance: Meritocratic academic bureaucmcy, anarchic rule of the
loudest and most interesting, hidebound council of elders, something else.

AvrLiANCE MOVE
‘When you spend time and effort showing another group how to use
> their fechnology better, gain 1—Trecﬁty on them.

ExcLave MovVEs

Choose two:

Sufficien’tly Advanced: Your quﬂy has retained access to some of the
wonders of the World Before. Choose one:

+ Medical treatments able to cure any ailment.

+ A ward that shields a wide area from harm.

+ A weapon that could sloty any foe.

+ A vehicle that can swifﬂy transport a dozen people from horizon to
horizon.

It comes with 3-Power. To activate it, roll +Power spent (minimum 1).
On a 10+ it works perfecﬂy, exotcﬂy as desired. On a 7-9 it does what
you wanted, but it's either out of action for the near future or there are
weird anomalies (you choose). On a miss, it erupts with chaotic power
and bizarre side effects.

Choose how Power is regqined:

+ Renewable Energy: 1 Power every few months, climate permitting.

+ Precious Fuels: 1 Power per material Surplus erased.

+ Mysfic Sacrifice: 1 Power per named quﬂy member or quyer
Character sacrificed.




Woeird Science: When your Family puts together a device powerful
enough to shape the local area for generations, say what they want it
to do. The GM will give one to three of the following conditions:

+ Itll take weeks/months/yeqrs to build.

+ You'll need to erase a certain Surplus.

+ It only work for a limited 1ength of time before neeoling to rechqrge.
+ Youll need to hook it up to a certain power source.

+ You'll have to sacrifice 1/2/3 Tech.

Deep Knowledge: Your Famﬂy has a well-curated and extensive store
of records on certain fields. Choose one:

+ Grand Architecture, from Surface to Stars.

+ Magic and Artifice of the Glorious Past

+ The Horrors Birthed by the Fall

+ The Frqgmenfed Lands and their Hidden Depths

+ Persons and Proceechngs of Historical Significcmce

When your Character encounters a creature, item or situation covered
]oy this field, tell everyone a fact about it and take +1 ongoing acting
on that information. The GM will also tell you something you can do
to gain 1 Tech from the subject.

An Eye for Details: Your Family sees hidden relevance in stories that
others overlook. When they Read the Wind you can ask one extra
question, cmyfhing you like.

I Am Become Death: When your family uses their most terrifying and
brutal devices to Claim By Force, gain +2 per Tech spent instead of +1.

GEar
Characters from this Family can start with as many as they like of
the following:

+ The dog-eared journal of a researcher or explorer.
+ Dusty travelling clothes or a simple robe.
+ Reverently maintained heirloom arms (melee or ranged, hi-tech).
+ A month's worth of dehydrated rations and nutritional supplements.
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THE GILDED COMPANY OF MERCHANTS

Fire fell from the heavens, the seas boiled, and the very laws of
reali’ry were torn apart. Through all this tumult, though, one ’fhing
has sfqyeol true: people need Jfhings, and someone has to sell the things
to the people.

The Gilded Company of Merchants uses Reach to get buyers for their
produce and to understand the true worth of the things they encounter.

CreaTING A CoMPANY
To create your Company, choose a name, stats, doctrine, hfes’ryle,
his’fory and moves.

StaTs

Cl’lOOSQ one:

Reach 2, Grasp -], Mood -1, Tech O if Jrhey grease palms and shower
friends with gifts.

Reach 1, Grasp O, Mood -1, Tech O if theyre canny operators with a
shrewd eye on the budgef

DocTtrINE

ChOOS@ one:

Traders in Stories and Song: When your Family puts on a
performance in a new location, they take +1 forward in dealing with
that community.

Cutthroat Extortionists: When a customer wants your goods but can't
afford them, your Family can convince them to perform any favour
as payment instead.

Men of Wealth and Taste: When your quﬂy gains a luxurious or
extravagant Surplus, Jrhey take +1 forward.

L1FESTYLE

ChOOS@ one:

|

Nomadic: When your Family comes to a new areq, tell the
group what hidden resource brought you here.

Dispersecl: The transport of goods and messages between
settlements is another Stock in Trade for your Famﬂy

Settled: Everyone who carries something valuable to your
settlement will bring it to your Family first.
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History
Pick two Surpluses: Pick three Needs:

+ Barter Goods + Justice

+ Contacts + Weaponry

+ Recruits + Medicine

+ Camaraderie + Reconnaissance

+ Culture + Leadership

Then, look at the other Families.

Everyone, like it or not, has to trade with your Compqny. Take l-Treotty
on all the other Families.

One of them came to your rescue when a deal went way south. They

_tqke 2-Treaty on you.

TRADITIONS
Populqce: loose confederqcy of traders, aristocrats living off their
pre-FQH heirlooms, enthusiastic but eccentric collectors, something else.

S’cyle: Luxurious silks and furs, elegqnf but hqrdy trail wear, packs and
pockefs bulging with curios, somefhing else.

Governance: Decadent merchqnf—princes and their indentured servants,
an open market of favours and votes, inolepenclent trade under a sfricﬂy-
enforced charter, something else.

AvrLiANCE MOVE
When you make another group part of your trading operation
(supphers, distributors or vendors) gain l—Treaty on them.

. CoMpPaNY MOVES
Tcke SfOCk in TIQ&Q Ql’ld one oﬂ’ler:

Stock in Trade: Your Fotrnﬂy has a pqrticulqr producf range fhey trade
in, and you can expect to have those wares around unless your quﬂy

s (ﬂeeply in need and Mood is at -3. Choose one, two, or three.

—

Arms and ammunition.
Art, music and culture.
Books, maps, and instruction manuals for forgoﬁen H’lings.

Food, fresh or preservecl.
Living creatures, bred or cqptured.

Mementos of the World Before.

Ol’lC@ er session, you can &IO.W on one Of your S{OCkS in Tracle ins{'eaol

+
+
+
+ Drugs, spices or venoms.
+
+
+

Of eX]flClUSﬁl’lg a Surplus.




Cabinet of Wonders: When you delve deep into your Family's
reserves in search of something useful, describe what it is and what
you want it for. It should fit with your Stock in Trade or a Surplus of
yours. The GM will give you 1-3 downsides, and then you can decide
whether you still want to take it.

+ It1ll be useless afterwards.

+ Its value will be immediately obvious to anyone who sees you
carrying it.

+ Youre taking it away from an agreed buyer, and therell be
consequences if it isn't returned.

+ Youll need help from a specific character or NPC to use it well.

Brand Loyalty: Your Family never needs to roll to get Access to someone
you have traded with before, and ’fhey will ctlways be wiﬂing to at least
listen to what you have to say.

Ra’cioning; Your Fotmily is skilled at wringing every last benefit from
their resources. Whenever you exhaust a surplus for any reason, hold L
spend | hold to get +1 forward to another action that surplus could help.

A~varicious Appraisql: When your quily tries to work out the worth
of a new chuisiﬁon roll +Reac]:1; on a 10+ you have a goocl idea how
much you could get for it, as well as some details on its past owner(s).
On a 7-9 choose one:

+ It's useless to you, but one of your allies could make use of it.

+ It's increchbly, qucleningly valuable. Someone in your farnﬂy
becomes obsessed with it, and you'H have to deal with them or Hold
Together to successfully sell it.

+ It's very valuable, but one of your enemies or rivals knows you
have it and ’fhey‘re mctking plqnsA

®& XN~

Whaddaya Buying? When your Family brings goods to market
roll +Reach. On a hit you're able to sell them for a fair price. On a 7-9
pick 1, 10+ pick 2:

+ You hear an interesting rumour.
+ You make friends with another merchant, giving you easy access to
another Stock in Trade while in this area.

+ They don't redlise the true worth of what they paid with.

GEAR

Characters from this Family can start with as many as J[hey

like of the following:
+ Weﬂ»fiﬁing and s’fyhsh clothingA

+ Well-crafted and storied weapons from famous artisans
(melee or ranged, elegant).

+ Well-trained servants (Follower Quahfy +1,
Expertise: grooming and pampering).

+ Well-preserved food, enough to put
on a lavish feast. 4
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THE LAWGIVERS OF THE WASTELAND

Humanity is hurt, bleeding. The land cries out for justice. If there's no-one
around to keep people on the straight and narrow and uphold the law,
you'ﬂ just have to step up and take the law into your own hands.

The Lawgivers of the Wastelands use Reach to track down their targets,
and Grasp to bring them in.

CREATING THE LAWGIVERS
To create your Lawgivers, choose a name, stats, doctrine, lifestyle,
his’tory and moves.

StaTs

Choose one:

Reach 1, Grqsp 0, Mood -1, Tech O if Jthey use favours and allies to bring

down their foes.

Reach O, Grasp 1, Mood -1, Tech O if it's a loose band of solitary judges

and executioners.

DoctrINE

| Choose one:
Hired Guns: When you accept a job to take down a target, your Family
gains a temporary Surplus in trade goods, gossip or reconnaissance for
the job's duration.
Righteous Vigilantes: When you come to a scene of violence, you can
ask the GM one question about the victim or the attacker.

Bounty Hunters: When you drag a criminal back to a settlement,
your Family gets +1 Reach there for the next month.

| LIrFESTYLE
Choose one:

. Nomadic: When your Family moves on from a settlement where A,
, they laid down the law, name one thing that settlement will now
, always (or never) do.

Dispersed: When your quily spreqcls word someone’s Wanted,
Jrhey'll find no shelter in allied towns.

Settled: Your Family is known as the local law and your
judgements in all matters are respected.
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History
Pick two Surpluses: Pick three Needs:

+ Weaponry + Obligation
+ Transport + Medicine

+ Lea&ership + Recruits

+ Defences + Camaraderie
+ Reconnaissance + Trade

Then, look at the other Families.

Your Fctmﬂy's pursuit of justice steps on toes and ruffles feathers. Give
everyone else 1-Treaty.

Your quily took down a band of raiders and saved a Fctmﬂy from

. extinction. Take 2-Treaty on them.

TRADITIONS

Populqce: goﬁhering of the Wronged and vengeful, far-removed
descendants of cops and soldiers, corrupt syncliccﬁ[e &abbling in protection
and extortion, something else.

S’cyle: bris’[hng weapons and bqrely—containe& Violence, simple uniforms and
hidden blades, cheerful colours and makeshift munitions, something else.

Governance: lone Vigilqn’res cqﬂing in for support when neeoleol,
complex 1egc11 codes overseen by elderly judges, hierarchy of respect
from legbreqkers to godfathers, somefhing else.

ALL1ANCE MOVE
When you bring another group's hated foe to justice, your Family gains
> 1-Treaty on them.

LaAwGIVER MOVES
Take quing Down the Law and one other:

Laying Down the Law: Everything you do is motivated ]oy a strict
moral code, potssecl down fhrough the quily.

Who Qlways deserves pro’tecfion? Your quily and Character take +1
while protecting them.

Opﬁons: The sick, the poor, the young, the weak, the old, pqrficular race,
parhculqr gender, par’ticular faith, doctors, teachers, slaves, etc.

Who always deserves your justice? Your Family and Character take +1
while pursuing them.

Options: The rich, the strong, murderers, thieves, slavers, cheats, bigots,
imperiahs{s, hoarders, ete.

‘What does your quﬂy's code prevent you from doing in the name of
justice? Your Family and Character take -1 ongoing if you go further,
until the GM thinks you've made amends.

Opﬁons: theft, beq’fings, kidnqpping, extortion, murder, befrayal, etc




Ear to the Ground: When your quily goes into a community 1ooking
for information on a target, roll +Reach. On a 7-9 learn 1, on a 10+
learn 3. Tell us how you find this out.

+ Where to find their lair.

+ Who their allies are.

+ How &qngerous their gang is.
+ What they're planning.

This is a Civilised Land: Your quily has claimed a territory as theirs,
and so 1ong as J[hey pqtrol it and keep its citizens safe ’they'ﬂ know

Jrhrough rumours QI’ICJ Whispers When someone ]oreaks their 1C1WS4

Additionally, its people will gradually start behaving according to
their principles over time.

Round Up the Posse: When you brandish your quﬂy's qufhority in
a non-hostile land you can recruit a gang of locals to fight at your side

and take someone down. So long as you work towards bringing that
target to justice you can use them as a group of Followers (Quality +1,
Expertise: vigilante justice), and when they fight alongside you they
reduce the harm you take by 1

Tooled Up and Looking for Trouble: When you arm up your Family
and move out en masse to bring justice to your quarry, you may
exhaust up to 3 Surpluses to gain hold, 1 for . While you hunt, you
may spend 1 hold to:

+ Take out a specified target irnrneolicxtely.
+ Negcﬂe an incoming attack.

+ Force your foes out into the open.

+ Bring out reinforcements.

GEar
Characters from this Family can start with as many as they like of
the following:

+ A battered leather coat.

+ Weapons used to capture and subdue (melee or ranged, nonlethal).
+ An obvious sym]ool of Qufhority

+ A sturdy and reliable method of transport (vehicle or animal)

+ Trail rations.







THE SERVANTS OF THE ONE TRUE FAITH

Some say that we are forsaken, cursed, cast into damnation for our
hubris and our sins. We know better. This is no eternal torment but
a refining fire, stripping away everything we don't need to create a

better, holier world.

The Servants of the One True Faith use Grasp to keep a firm hold on
their congregation and to fulfil the doctrines of their faith.

CREATING THE SERVANTS
To create your Servants, choose a name, stats, doctrine, hfes’tyle, his’tory
and moves.

StaTs

Cl’lOOSQ one:

Reach -], Grasp 2, Mood -1, Tech O if they keep themselves pure and

distant from the fallen wretches.

Reach O, Grasp 1, Mood -1, Tech O if they deign to aid the unrighteous
with acts of charity.

DocTtrINE

ChOOS@ one:

The Faith is Mother, the Faith is Father: The bonds of faith between

you are more than natural. When Family members are in deep
distress, other members somehow know.

The Canticle of Illumination: When you enter a hostile community,
you will not be harmed so 1ong as you provioie some aid.

The Cleansing Fires of Puri’ty: When you fighi the horrors of the Fall,

the wounds you inflict will never heal.

LiFeEsTYLE

Cl’lOOS@ one:

Nomadic: When you display your faith in a new settlement, some
locals will join you.

Dispersed: The faith has been sprectd far, and you'H cﬂwqys find
lociging and food with other faithful in a settlement.

Settled: Your Family can erase any Surplus to erase Need: recruits
by going on a conversion drive.




History
Pick two Surpluses: Pick three Needs:

+ Culture + Land

+ Leqdership + Trade

+ Medicine + Medicine

+ Peace + Progress

+ Recruits + Barter Goods

Then, ]'udge each other quﬂy:
Righteous: Say what fhey did to win you over and give them l-Trthy.
Corrupt: Take 1-Treaty on them, and they say what happened to make

your Family Condemn J[hem

TRADITIONS
Populace: Secluded monastic community, evangehstic cult full of
zealous converts, diqurc{fe survivors of an unimaginqble ccﬂqmi’ry,
something else.

Style: Outlandish and impractical ceremonial wear, plain homespun
robes, conspicuous symbols of prosperify and devo’fion, somefhing else.

Governance: Qcolyfes interpreting the utterances of an oracle, &ogmqfic
adherence to a holy text, many shepherols guicling many flocks,
something else.

AvrLiANCE MOVE

When you pu]ohcly condemn another group for their sins, hold 1
Pubhcly absolve them of those same sins and spencl that hold to gain
* 1-Treaty on them.

SErvANT MOVES
Take Faith of the Fallen and one other:

Faith of the Fallen: Your Famﬂy has a faith they chng to more ctrclenﬂy

than life. Choose one tenet:

+ The restoration and heqhng of humqnity,

+ The protection of the unfortunate.

+ The renunciation of the Before.

+ The attainment of goourlood fhrough transformative power.
+ Travel to a pristine and unspoﬂed land.

When your Fomﬂy gains something that furthers their tenet, hold 1
When an emissary of your chmﬂy - including your Character - draws
on this vision of future perfec’rion, spenol 1 hold to:

+ Gain an insight towards your current goql.
+ Ignore all Needs for one move.

+ Plant the seeds of your faith in the mind of another.




Sacrifice: When you Whip your Famﬂy into a frenzy then send them
into battle, you can gain Need: recruits, Need: medicine and/or Need:
leadership. For each you take, choose one:

+ Darkness will cloud your enemies’ eyes, Qﬂowing you to take them
]oy surprise.

+ One chosen champion of your quﬂy will be unharmed ]oy the
foe's attacks.

+ The site of the battle will be marked and forever stand as a testament
to your righfeousness.

A Voice in the Wilderness: When your quily condemns a powerful
figure or organisation in a pubhc plqce roll +Grasp. On a 7-9, choose
one; on a 10+ choose two.

+ They may be angry, but you'ﬂ suffer no reprisals‘

+ You receive grqteful donations; gain Surp]us; barter goools
+ The crowd delivers a representative of your foe to you.

+ The audience riots, forcing your enemy into retreat.

Prophecy from Pain: When you roll a 10+ on Hold Together someone
in your Famﬂy receives a vision of how you rnigh’t reach future
prosperity. Take +1 forward when acting on it.

Ecumenical Eye: When your Family Reads the Wind to learn of
another faith, you (ﬂwctys learn the details of their beliefs no matter
what you roll.

GEar
Characters from this Famﬂy can start with as many as {hey like of
the foHowing:

+ Religious vestments.

+ Ritualistic or ceremonial weapons (melee, inconspicuous).

+ A small holy book and religious symbol.

+ Simple, bland but nutritious rations.

+ An qcolyfe under instruction in the faith (Follower Quotlify +1,
Expertise: theology and minor rites).
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THE TYRANT KINGS

The old world was weak. Their great workings made them soft,
inflexible, unable to qdqpf It's time for a new way of doing things, a
new world order for a new world.

The Tyrant Kings use Grasp to control their vassal states and to wage
war on their enemies.

CREATING THE TYRANTS
To create your Tyrants, choose a name, stats, doctrine, hfesfyle, history
and moves.

StaTs

Choose one:

Reach -1, Grctsp 2, Mood -l, Tech O if Jrhey burn and pinge their way
Jrhrough the world.

Reach O, Grasp 1, Mood -1, Tech O if they give limited freedoms to their

conquered VClSSCllSA

DoctrINE

Cl’lOOSQ CInEs

The New Imperium: When your Family brings another group under
their dominion, they gain Surplus: recruits or Surplus: morale.

Chaos Reigns: Your Family are masters of destruction and can rehctbly
sneak saboteurs and arsonists into any location.

Together Against the World: When your Family fights to rescue or
avenge a Family member, take +1 to Grasp.

LIFESTYLE
Choose one:

Nomadic: Your Family is an ctlwotys—mctrching army, and will never
be cqughf unarmed.

Dispersed: Your Family are masters at working in enemy territory,
and members always have at least one weapon concealed.

Settled: Though your quily is established, Jrhey remain ever-

vigilant; guard patrols will tell you if anything hostile crosses
the borders.
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History
Pick two Surpluses: Pick three Needs:

+ Weaponry + Avarice
+ Transport + Medicine
+ Slaves + Recruits
+ Land + Culture
+ Lectclership + Contacts

Then, look at the other Families.
Nobooly can afford to ignore you. Gain l—Treaty on all of them.

Someone’s a threat even to the Tyrants, and you worry about them.
They take Q—Trequ on your Famﬂy

TRADITIONS
Populace: conscripteol soldiers mqrching on an endless war, vassal
ViHQges giving tribute and warriors, fctmﬂy of veterans that survived

the Fall fogether, something else.
S’cy]e: ordered and well-drilled precision, barbaric bru’rah{y with leathers

and spikes, masks/helmets decorated Qccording to rank, somefhing else.

Governance: Rule of the strongest fighﬁng off regular chqﬂengers,
zealous conqueror and her advisors, battle companies sitting in council,
some{hing else.

AvrLiANCE MOVE
When you give another Family a position of power in your empire’s
hierqrchy, gain l»Treq’[y on them.

. "TYRANT MOVES

Pick two moves:

Always Outnumbered, Never Ou’cgunned: Choose what gives your

Family a ferocious eclge in battle:

+ A huge, bristling cornucopia of weaponry.
+ Afew iﬂ»tempereol but devqsfqﬁng relics of the Fall.
+ A feral, bqrely—reshained kiﬂing instinct.

Start with 3-Arsenal. When you go all-out on an enemy, you may
spend 1-Arsenal to:

+ Dismqy and overwhelm your foes.
+ qusficqﬂy alter the battlefield or your plqce in it.
+ Leave the battlefield in whatever direction you wish.

At the start of a new Age, reset to 3-Arsenal.

Conscription: With access to a lqrge group of people and financial,
emotional or brutal leverqge over them your Famﬂy can gain Surp]us:
recruits but choose one:

+ The conscripts chafe under your Fctmﬂy's rule and are ploHing a rebellion.
+ They're green and will likely break in the next major battle.
+ They'H only fighf for you so long as fhey have faith in your promises.




Dominion: When your Famﬂy takes over a settlement, roll +Grasp. On

a 10+ pick 2, on 7-9 pick 1

+ The heads of the settlement conspire with the Tyranfs to keep the
people peqceful and cooperative.

+ They uneqsﬂy send tribute. Gain 2 Tech.

+ Your Family puts fear into their neigh]oours; take +1 ongoing to
Reach against them for this Age.

Lords of War: When you bring together all your armies and march
to battle against a stated target take +1 ongoing to Claim by Force so
long as you stay together, but if you give up without conquering your

target gain Need: leadership.

Tyranny: When your Family makes an example out of a dissenter,
a defeated foe or a useless minion, hold 1. Spend hold 1-for-1 to force a
quily member or a resident of a conquereol settlement to:

+ Perform a task for you, no matter the risk.
+ Give up a secret they'd rather you not hear.
+ Give up all their possessions.

GEar
Characters from this Family can start with any of the following:

+ Prqgmaﬁc, tattered or striking clofhing.

+ Fearsome, inﬁmidqﬁng Wweaponry (melee or ranged, brufa])

+ A small gang of scarred minions (Follower Quality +1, Expertise:
intimidation and extortion).

+ A case of luxury food and drink, liberated from a recent acquisition.

+ Transport for you and your gang.










CHAPTER 3: CHARACTERS

At the start of every Age, including the first one, your chmﬂy might
grow or shrink, chqnge hancls, have an ioleologicctl shift or many other
things. Either way theyll come out of that with needs that must be
addressed if theyre to continue to survive and grow. That's where the
Characters come in.

Your Character is the person tasked with braving the wild and fractured
world to find the things the quily needs, while keeping an eye out for
other allies and opportunities to improve the Famﬂy's stqnding.

There are four stats for Characters in Legacy-

+ Force is your Qbﬂi’fy to Violenﬂy force chqnge on the world. You roll
+Force to murder your enemies, to capture monsters, and to drive off
armies.

+ quy is your qbﬂify to forge las’fing connections with others. You roll
+Sway to seal deals and create pctr’merships that will last the ages.

+ Steel is your Qbﬂify to keep your wits about you and push aside pain
and fear. You roll +Steel when confronted with stress, injury, mind-
rending anomalies and the many other threats of the wasteland.

+ Loreis your a]oih’[y to understand the magic and science of the World
Before. Roll +Lore to hack fogefher frqgmenfed bits of old world tech

and arcane knowlecﬁlge into something that works well enough.

To make a Character, you start by choosing a playbook. Each playbook
is a par’ricular type of pos’r-cmpocalyp’ric protagonist, customised by
selecfing from a number of options:

+ You have a free choice of names - as naming conventions will be
heqvily influenced by your quily there are too many options to list
on each playbook. Think about what a name mighf say about your
character’s status in the quﬂy or their personahfy.

+ Your looks define how your character appears to others - their face,
their eyes, their body, their gender presentation. Your character's race
and sex are also fhings you should think about, but are too broad to
be confined to a list of options.

+ Each character has backstory with the other characters; you've been
’[hrough friendships, alliances and rivalries with each other before the start
of the game, and these options let you get stmighf into the roleplqying
while explaining Why your characters might be working together.

+ quybook moves: Each playbook lets you choose two moves to
customise your character’s pqr’ficular specialﬁes.

+ Gear: In addition to whatever gear you get from your family, you
can pick three pieces of unique kit that may gain you dean{ages
mechqnicaﬂy, in the fiction, or both.




BASIC CHARACTER MOVES

ActivaTE FORGOTTEN LORE

When you try to use an incantation or gqclget of the World Before,
say what you expect it to do and roll +Lore. On a hit, it does what you
expect it to do, but choose one:

+ It1ll only last a short time, and you‘ﬂ need to act quickly to take
qdvqntage of it.

+ [t sets a 1ong—forgoHen Working in motion, with risky ramifications.

+ It won't work again until you've spent some time in peace studying it.

On a 10+, a flash of insigh’r also shows you this frqgmen{'s plqce in the

World Before, giving you context, wisdom or clues to greater power.

This move hinges upon the technologiccd idiom you've decided for your
game. If the World Before was defined by cybernetics and computers,
you might use this move to hack into networks and modify someone'’s
robot arm. If it was defined by arcane glyphs and hovering crystals,
you might use this to try and coax a fireball from a metal rod or shut
down a protective ward. Either way, make sure to work in line with
the World Before that exists in your group's imaginations.

CaLr For Aip

When you fail to succeed as well as you‘ve liked, say what another
character in close proximity can do to help out. If they can successfuﬂy
do it, you can increase your result by one category - 6- becomes 7-9,

7-9 becomes 10+.

Deruse

When you try to mitigate a dangerous situation with

+ Intimidation or physiccﬂ exertion, roll +Force

+ Fast chxlking or misdirection, roll +Sway

+ Endurance or quick action, roll +Steel

+ Improvise& technology or remembered information, roll +Lore

On a 10+ the situation is safe unless drqmqticctﬂy disrup{ed
On a7-9, you've bough’f some time, but choose one:

+ The GM will demand something from you in order to secure
sotfe’ryA

+ It's only a temporary reprieve, and the olcmger will soon
return.

+ You've deflected the danger onto someone/something else
rather than dealing with it entirely.




F1ERCELY AssauLT

When you use violence to hurt, capture or drive off your enemies, roll
+Force. On a hit, you've achieved your goal - they're wounded, bound
or ﬂeeing. On a 7-9, choose one from your list and the GM chooses two
from theirs. On a 10+, choose two from your list and the GM chooses

one from theirs.
Character list:

+ You scavenge something valuable from the aftermath - gain +1 Tech.
+ You glecm some useful information from your foes.

+ Your avenue of escape is clear.

+ You inflict savage, terrifying hotrm, frightening and &ismaying your foes.

GM list:

e Somefhing or someone important to you is harmed.

+ Others will come after you.

+ You take Harm appropriate to the enemy.

+ The situation is destabilised and chaos will soon follow.

~
Ox WEaPONS

They don't factor into the mechanics of Fiercely Assault, as once
battle is joined the most important fhing is how you make use
of the tools you have. Instead, wedpons come with descriptive
tags, which define which conflicts the Wweapon will be useful in
and what happens when it is used. Depending on the tags on the
Wweapons you bring to bear, fighﬁng mighf be out of the question,
or so effective you don't even need to roll. For exqmple, with only
a Walking staff (melee, inconspicuous) it'll be Jrough to take out a
sniper in a Jrowenng ruin, while access to an ancient orbital cannon
(hi-tech, area, brutal) will take out most foes with ease. Here's a list
of possible tags:

+ Melee - useful for Qﬂqcking someﬂqing within a few metres.

+ Ranged - useful for attacking something out of arm'’s reach but
within eyesight.

+ Area - when it's used, it affects everyfhing in the area.

+ Hi-Tech - has some weird properties - affects intqngibles, terrifies
witnesses, creates fires that never go out, etc.

Unreliable - can work far better than expecteol, but can also
break spectacularly.

Brutal - Qbsolufely devastates its targets, rending them and causing
collateral damqge.

Inconspicuous - people won't see this weapon as a danger
Silent - the Wweapon doesn't draw attention when used.
Nonlethal - this weapon incapacitates instead of oleotling 1Qs’ring
harm.

Elegan’c - the weapon is impressive and ﬂashy in use.




ForGe a TREATY
When you strike a deal with someone, roll +Sway. On a hit, theyll do
it, and in good faith. On a 10+ choose one:

+ The deal will last until the end of the next Age

+ They spreqol goool word of mouth; gain l—Treaer on their fqmﬂy.

+ They give you goool ctclvice, an inferesﬁng rumour or a dire warning;
get +1 ongoing when you act on it.

This system won't help you get to the point where a deal can be

struck, but it also doesn't ]'uclge you based on how you got there.

A deal founded on intimidation or deceit can still last for Ages if
struck by a master of Sway. If you fail to drive home your advan-
tage with good rolls, however, expect reprisals.

UrY-RI1GGING
hen you rig up advanced technology to augment your efforts, erase
1 Tech for each quget used and get +1 to your move. For each Tech
you spencl, say what it is and what it tells you about the World Before.

~

ApvaNcep TecH

If you'd prefer to go a bit more in-depth with your Tech, here's an
alternative system: when you pick up a piece of tech work out with
the GM what it can do, expressed ina single sentence. For exqmple:

+ Remove gravity from something smaller than a fist, letting it
float freely.

+ Project an image into the sky, visible for miles around.

+ Flashes blue light that blinds everyone looking at it.

You then have the choice of either using it to get the desired effect
(you don't need to roll to get the effect, but might need to roll to
take advantage of it) or cashing it in to add 1 to your Family's Tech
stat. When the Age turns, Tech described like this is automatically

cashed in.




WASTELAND SURVIVAL
When you navigate ’[hrough the wasteland outside of settled lands,
roll +Steel.

On a hit, pick two:

+ You don't get into cloinger.
+ You don't get delayed.
+ You don't run out of supplies.

On a 10+, also pick one:

+ You discover a hidden treasure in the wasteland, worth a lot if you
can secure it.

+ You discover a new, safer pqih you can use in the future to travel
this route without IoHing.

+ You discover a secret of the wasteland - details on a threat, signs of
foreign civilisation, an indication of the origin of the Fall.

FOLLOWERS

While the whole Fotrnily acting in concert uses the Family's stats and a
Character acting alone uses the Character’s stats, sometimes the Character
gets neip from a few quniiy members or other small band and the situation
is less clear. In those situations, you can treat the helpers as followers.

Followers have two sirnple stats: their Quqliiy (mnging from +1 for cqqule
helpers to +3 for eximordinctry allies) and their area of expertise (Qnyihing
from intimidation or huniing to art or engineering). When you send them
to do someihing outside your supervision, use the foHowing move:

. UnpER ORDERS
When you send a group of followers to perforrn a task within their area
“of expertise, roll +Quqli’cy. On a 10+ ihey do it, no probierni On a 7-9,

ChOOS@ one:

+ It's done, but not as completely or as successfully as you'd like.
+ It's done, but therell be unfortunate consequences.
+ It's done, but it cost them; their Quqliiy oirops ]oy L

When a group of followers hits Quqliiy @) ihey are no 1onger useful to
you - ihey may be wounded, dead, no 1onger interested in helping you,
or unable to provide further information.

‘When your Character is perforrning an action and your followers are
simply assisting, ihey serve ds an increase in quantity rather than
quali’[y; a group of librarians may help you research more quickiy and
Cornprehensively, but won't help you come to the iigl’i’[ conclusions.
This can still be very usefui, especiqﬂy when sheer numbers matter
in the established fiction. A pariiculcir case for this is combat: when a
combqi—cqquie group of followers aids you in a fighi, you can add the
area tag to your weapons, ctHowing you to take on forces that would
otherwise be overpowering.

Assistants whose cqquﬂifies are only average, followers acting outside
their area of expertise, or those who don't owe pqriiculqr 1quliy to your
Character shouldn't use this system - the GM should sirnply decide how

their actions work out based on the fictional context.




HARM

The new world is full of do.ngers, from rqiding bandits to alchemical
abominations. When these dangers strike, you may suffer Harm.

Each source of clqrnqge will have its own Harm rating, from lto 5. If
your character has Armour, reduce the Harm you take by its rating.

Each character has 5 Harm slots, each with its own fictional and/or
mechanical consequences. ‘When you take a given amount of Harm
you mark off that many slots (in whatever order you want), with each
checked slot enforcing its own fictional and mechanical consequences
until it's healed. The fifth slot on all playbooks is the Dead slot - for

more on that see below.

Tougher characters will have more ‘superficial’ slots to check off before
Jrhey start Jrc1king stat penqlties, but even the non-mechanical ones
have implications in the fiction; a Winded Seeker won't be able to
sprint up a hill, and a Bleeding Survivor will have to bind their wound
or suffer further harm.

Sources or HArM

Harm comes in many different flavours - here’s what kinds of sources
can deal each rank of Harm. Note that Characters are a lot tougher
than your average person thanks to Armour (and being the main
characters of your game), so things that would kill even the most
fearsome monster might leave them limping and bleeding but alive.
For more details on different dangers and the Harm they can cause,

look in Chapter 6 [page 112].
I Harm: Punches, kicks, a savage beating, a swarm of rats.
2 Harm: Improvised weapons, claws and teeth, a pack of mutated dogs.

3 Harm: The best weapons that modern crafters can make, a sweeping

blow from a Night Hulker.

4 Harm: Artifact weapons from the World Before, the jaws of
a Flamewalker.

5 Harm: The howling teeth of the Maelstrom, grounol zero at a

ciefonqting reactor.




HEALING HARM

You have two options for healing:

PROFESSIONAL CARE

When you get healing in a place of safefy, you can heal all Harm
by exhqusﬁng an qppropriate Surplus - yours or someone else’s with
their permission.

Suake It OFF
When you take a few moments to shake off your injuries, roll +Harm
checked. No matter what the outcome, heal a Harm slot.

On a 13+, choose one:

+ You're permqnenﬂy weakened. Choose a slot to have a permanent
(if reduced) effect - it can never be healed.

+ The healing is a rush-job, liable to rupture at a moment's notice. Until
you get some proper R&R, any time you receive Harm, take +1 Harm.

+ Youll feel this one for a 1ong time. Rewrite any superficial Harm
slot - not necessqrily one that's currenﬂy filled - and give it a stat
penalfy.

On a 10-12, choose one:

+ You're mosﬂy fixed up, but you'ﬂ be in and out of consciousness for
the next 24 hours.

+ Youll keep feeling the effects of the wound you healed until you get
some R&R.

+ While you were puHing yourself Jtogeﬂrler someone took chvctnfctge
of the distraction.

-DEATH

So what happens when you check the Dead Harm slot? First, each
plqybook has its own move that triggers when you die, deqling with
the immediate ramifications of your death; the Sentinel has one last
stand, while the Seeker's experimenful Jfechnology goes haywire,

Second, you choose one of your class moves and link it to one of your
possessions as a relic. Death Moves aren't Qpphcable for this. Any member
of your quﬂy who's holding that relic is able to use that move, for the
rest of history.

If your character has died, make a new one from a new playbook, and
the GM will work to bring you in to the story as soon as makes sense.







CHARACTER PLAYBOOKS

TuE ELDER

You've lived longer than anyone else and guicleci your clyncxsfy through
ccthmi’[y after cqlqmity with a combination of wisdom, empoﬁthy and
cold pragmatism. You just need to get your dynasfy through one more
crisis, and then you can retire.

The Elder uses Sway to keep their minions in line, work out what

makes others tick, and reshqpe their fqmily to be what it needs to be.

Tue Exvoy

Your family has an appetite too rich for their scarce resources, and the
.clans in this VQHQY have Qlwotys hated your advanced tech. With time
you could turn that round and have them eating out of your hand,
easy, but you only have two dqys until the crystal myrmiclons get here
and you just don't have that luxury. Time to break out the big guns.

The Envoy uses quy to make deals and unearth secrets, and Force to
lead their new allies to victory.

Tue HuNTER

What do you do when a rippling horror stalks the night a traitor has
stolen your granolfa’rher's sword or a charismatic warlord is rqﬂying
your enemies? You call a Hunter, of course. With shqrp steel and

blazing guns they'H cut righf to the heart of the problem.

Hunters use Force to wage war and hunt down the inhuman.

* THE REMNANT

“The Fall wasnt all ershing stars and ravenous swarms. As the
ahgnments fractured and the ca’[qs’rrophic energies dischqrged, some
people were twisted and altered into ’[hings eternal and inhuman. Some
of these Remnants have found Qdopfive families Wiﬂing to look past

their oddities and grqfeful for the services ’[hey bring.

Remnants use Lore to make use of their chaotic abilities, and Sway to
bring the wisdom of the World Before into modern conflicts.

"THE SCAVENGER

Want to know the incantation that chqrges your solar cannons? The
chip that turns toxic sludge into crystql clear water? The location of
that lost arsenal you need to figh’f off the empire next door? Best talk

to a chvenger.

Scavengers use Lore to recognise the things they pick out of the ruins of
the past, and Steel to survive the process of getting home.




THE SEEKER

Barely any fragments of the world before survived the Fall, and those
that weren't smashed by fearful zealots were hoarded in secret by
withdrawn misers. Then you came qlongA Armed with keen insigh’t
and a head full of half-remembered cantrips, you will piece toge{her
the broken shards, pry out the hidden treasures and set back into

motion the mystic motchinery of the world.

The Seeker focuses on Lore above all else.

THE SENTINEL

There's no safe place in this world, but your kin need someplace to call
home. It's your cctﬂing, then, to be the bulwark on which your families’
foes break, the unblinking eye they cannot hide from, and the keen
blade that stops them hurﬁng anyone else.

The Sentinel uses Steel to weather their enemies” attacks and Force to

push them back.

THE SurvivOoR

This world's thrown every’fhing it has at you, and Jfhrough quick wits
and sheer grit you've made it through. Now your fctmﬂy needs someone
who'll get through the monsters of the past and the ]ootrbotrity of the
present to get them what Jrhey need.

The Survivor uses Steel to keep going through danger and continue
surviving.







THE ELDER

You've lived longer than anyone else and guided your dynasty through
cqlqmity after cctlctmify with a combination of wisdom, empathy and
cold pragmatism. You just need to get your dynasty ’fhrough one more
crisis, and then you can retire.

The Elder uses Sway to keep their minions in line, work out what
makes others tick and reshape their family to be what it needs to be.

CRrEATING AN ELDER
To create your Elder, choose a name, looks, stats, backs’tory, moves,

and gear.
Looxks
Mascuhne, feminine, concealed, ambiguous

Wrinkled che, wise face, tired fctce, Iough face

Clouded eyes, sharp eyes, 1oughing eyes, wedry eyes
Bent bociy, wiry bocly, slight ]oooly

StaTS

Choose one:

Force -1, Lore +], Steel O, Sway +2
Force -1, Lore O, Steel +], Sway +2
Force O, Lore +], Steel -1, Sway +2

BacksTory

Everyone goes round the table and introduces their characters by outlook,
appearance and history. Go around again, and on your turn choose another
player for at least one:

I've known the likes of . many a time.
is wise beyond their years.

would mqke a gOOd mqtch fOl’ one Of my foﬂowers.

Basic Moves
You get all the basic moves (see pages 43).



ELpErR MoOVES

Choose two:

Loya] Staff: After a 1ong life of service you're the one giving orders and
deciding the quﬂy's course, and have quﬂy members to do your
work for you. These helpers form a group of Followers with Qucﬂi{y +9

and two of the foﬂowing areas of expertise, each provioled by a named

head of staff:

+ Bodyguqrds: protection, escort, security, retreat.

+ Scholars: 1ore/ useful trivia, engineering, scavenging.

+ Spies: infiltration, coercion, H’lievery, clisguise.

+ Artists: performqnce, merrquking, gossip, minor magic.

When you send your trusted attendants to perform a task for you, use
*the Under Orders move (page 46). If the Quality of your staff drops
you may repair it by spending time recruiting new heads of staff; each
significotn’r new member you recruit gives them +1 Quqlity up to their
originotl value.

The Voice of Experience: When you give someone advice on their
current situation and foﬂowing it to the letter brings them success, both
of you can take an advance.

Statesman: When you draw on your reputation in someone else’s
court, roll +SwoyA On a 10+, everyone there seeks out and values your
opinion. On a 7-9, choose one group that rejects and schemes against
you: the person in charge, their advisors and qﬂies, or the lesser masses.

Political Upheaval: When you convince your Family to undergo
radical change, roll +Sway. On a hit, shift their Doctrine or Lifestyle
. to whatever you like or swap one quﬂy move for another. On a 7-9,

Jthey gain Need: morale as the chqnge is qccepfed only grudgingly.

.Tough Old Soul: You've survived a lot more than your Fotmﬂy mighf
believe. When you suffer Harm, tell everyone about the last time this
happened to you and take +1 forward acting on this past experience.

GEAar
In addition to what you get from your quﬂy, pick three:

+ A powerful weapon from your younger dcxys (melee or ranged,
brutal, hi-tech).

+ Barelyfiﬁing old armour puﬂed out of storage (Armour 1).

+ A box full of mementos of your 1ong life and your famﬂy's history.

+ A case of medical supplies (3 uses, -2 to Shake It Off per use).

+ A third area of expertise for Loycd Staff.




Harm
When you suffer Harm, check one box. To heal, exhaust a relevant
Surplus in a place of safety or attempt to Shake It Off (see page 48).

+ Trembhng

+ Fearful

+ Dazed (-1 Lore)

+ Mangled (-1 Force)
+ Dead

DEeatH

When you mark off your Dead box, tell your companions who you
name as your successor. Y our nomination will be respec’red by all parties,
at least initially.

Choose one of your possessions as a relic, and one of your moves; while
a quﬂy member holds that relic, they can use that move.

ELDER ADVANCEMENT
When you learn something new that shakes up your unclerstcxnchng
of the world, take an advance:

+ Get +1 Steel

+ Get +1 Force

+ Get +1 Lore

+ Get +] Sway

+ Get a new Elder move

+ Get a new Elder move

+ Get a move from another plctybook

EQCh Q&VC{HC@ can only be quken once.







THE ENVOY

Your family has an appetite too rich for their scarce resources, and the
clans in this vaﬂey have always hated your advanced tech. With
time you could turn that round and have them eating out of your
hand, easy, but you only have two cictys until the crysfql myrmidons
get here and you just don't have that 1uxury. Time to break out the
]oig guns.

The Envoy uses Sway to make deals and unearth secrets, and Force to
lead their new allies to victory.

CreaTING AN ENnvVOy
To create your Envoy, choose a name, looks, stats, chksfory, moves,
and gear.

Looxks

qucuhne, feminine, concecﬂed, meiguous
Smooth face, handsome face, striking face
Ccdculcﬁring eyes, arresting eyes, frosfy eyes, welcoming eyes

Muscular body, angular body, gorgeous body, slim body

StaTs
Choose one:

Force +1, Lore O, Steel -1, Sway +2
Force +92, Lore -1, Steel O, Sway +1
Force O, Lore +], Steel -1, Sway +2

BacksTory

Everyone goes round the table and introduces their characters by
outlook, appearance and history. Go around again, and on your turn
choose another player for at least one:

showed me the truths of their family in confidence.
will make a good bodyguard.

I suspect s sfeotling my secrets for their fqmily.

Basic Moves
You get all the basic moves (see pages 43).

® XN~




Exvoy Moves

Choose two:

Wasteland Savant: Whenever you roll Wasteland Survival to
travel a route youyve used before, you alwqys get to pick one of the
10+ options even if you roll a 9 or lower.

Fragile Alliance: When you try to bring many groups roge’fher to
occomphsh a gool, roll +Sway. On a hit ’rhey'H stick ’[ogerher long enough
to see the job through. On a 10+ some will stick around afterwards to see
what you have plcmned next.

Long Memories: When you enter a new court, roll +Lore. On a 7-9
name one secret of the leaders, and an enemy of theirs. On a 10+ you
also helped one of those parties in a major way in the past. Say how.

" A Matter of Honour: When you win a duel (of swords, riddles, acrobatics,
whatever), roll +Swo.y. On a hit you're seen by the audience as the correct,
or at least most honourable, party. On a 10+, choose one:

+ Your opponent now views you with friendship or respect.
+ The audience rewards your display with valuable gifts.

+ Someone there offers you employmenr based on the skills demonstrated.

The Black Dossier: Like all successful pohhcrqns ‘you know how to explorr
the weakness of others. When you use someone's shameful or illicit secrets
as 1everc1ge get +1 to Forge a Trequ, but the deal is conditional on the
secret staying hidden.

GEar
In addition to what you get from your quily, pick three:

* + Fine jeweﬂery and eyefca’tching clo{hing.

..+ Exotic preserved foods and other intriguing gifrsr

+ Duelling weapons, both close-up and ranged (melee, ranged, elegant).

+ Majestic transport (vehicle or animal).

+ Trail rations and lucidi’ry tablets (no need to sleep for up to a week,
double need for an equal time after).




Harm
When you suffer Harm, check one box. To heal, spend a relevant
Surplus in a place of safety or attempt to Shake It Off (see page 48).

+ Dashingly Scarred

+ Angry

+ Bleeding (-1 Force)

+ Shell-Shocked (-1 Steel)
+ Dead

DEeatH

Even when you mark off your Dead box, you still have one more deal
to comple’fe. Hand one of your companions a message or sigil to deliver,
and say what the recipient will do if they do so.

Choose one of your possessions as a relic, and one of your moves; while
a Fctrnily member holds that relic, they can use that move.

Exvoy ADVANCEMENT

When you successfuﬂy broker a dectl between ofhers, Jque an Q&VGHC@:

+ Get +1 Steel

4+ Get +1 Force

4+ Get +1 Lore

+ Get +1 Sway

+ Get a new Envoy move

+ Get a new Envoy move

+ Get a move from another playbook

EC{Ch qdvqnce can only }:)e tqken once.







THE HUNTER

What do you do when a rippling horror stalks the night, a traitor has
stolen your grandfct’fher's sword or a charismatic warlord is rqﬂying your
enemies? You call a Hunter, of course. With sharp steel and blazing quns
J[hey'H cut right to the heart of the pro]olern.

Hunters use Force to wage war and hunt down the inhuman.

CreaTING A HUNTER
To create your Hunter, choose a name, looks, stats, backs’rory, moves,
and gear.

Looxks
Mascuhne, feminine, conceoled, ombiguous

Scarred face, blunt face, bony face, gaunt face
Mad eyes, cunning eyes, sad eyes

Hard body, sfocky ]oooly, stringy body, compact body, huge body

StaTs

Choose one:

Force +2, Lore O, Steel +1, Sway -1
Force +2, Lore +], Steel O, Sway -1
Force +2, Lore -1, Steel O, Sway +1

BacksTory

Everyone goes round the table and introduces their characters by
outlook, appearance and history. Go around again, and on your turn
choose another player for at least one:

has fough{ shoulder to shoulder with me.

once left me for dead.

is smart enough to be worth keeping around.

Basic Moves
You get all the basic moves (see pages 43).



HuxTER MOVES

Choose two:

A Shadow in the Wind: When you focus on moving sfeqlfhily, nofhing
and no-one will notice you so 1ong as fhey haven't Qhreot&y spoHed you.
Even when you attack, there'll be a period of confusion for you to exploi’[.

Hunter for Hire: when you Forge a Treaty to take down a target
(man, beast, or horror) you can roll +Force instead of +Sway.

Hun’cer's Lore: When Yyou come upon some Sigl’l Of an inhumqn CT@QJEUIQ,

roll +Lore. On a 10+ choose 3, on a 7-9 choose L

+ What special abilities does it have?
+ Where does it make its lair?
+ What does it hunger for?

"+ How 1ong before it strikes qgain?
+ What hqppeneol here?

‘When you act on this information, take +1 forward.

Eternal Arsenal: You odwqys have more weapons. If your main
weapon is taken out you'H have lesser replqcements (me]ee or ranged,
inconspicuous) within easy reach, and even if those are taken from you
you'H be able to improvise replqcements given 5 minutes.

Red in Tooth and Claw: When you take a few moments to size up
your target, roll +Force. On a 7-9 hold 2, on a 10+ hold 3. Once battle's
begun, spend 1 hold at any time to:

+ Slice away their weaponry, giving them -1 Harm.

+ Separate your target from any of their allies.

o+ Carve somefhing valuable from your target.

+ Realise what would need to hqppen to allow you (or your allies) to

Fiercely Assault them.
Lose all hold if you or your quarry escape the fight.

GEar
In addition to what you get from your quﬂy, pick three:

+ Camouﬂage paint and a short-burst invisibilify drive (3 uses)

+ A 1ong—rc1nge weapon (ranged, two of silent, area, hi-tech, non]efha]).

+ Something for close-up work (rne]ee, two of brul‘o], inconspicuous,
nonlethal, elegant).

+ Compact and durable bocly armour (Armour 1).

+ An assortment of baits and traps for all creatures.




Harm
When you suffer Harm, check one box. To heal, spend a relevant
Surplus in a place of safety or attempt to Shake It Off (see page 48).

+ On the defensive
+ Out of ammo

+ Blood-soaked

+ Enraged (-1 Steel)
+ Dead

DEeatH
Even as you mark off your Dead box you make one final strike,
destroying or killing whatever killed you.

Choose one of your possessions as a relic, and one of your moves; while
a quﬂy member holds that relic, they can use that move.

HuNTER ADVANCEMENT

When you Jere dOWIl a memorable fO@, take an Q&VQHC@:

+ Get +1 Steel

4+ Get +1 Force

4+ Get +1 Lore

+ Get +1 quy

+ Get a new Hunter move

+ Get a new Hunter move

+ Get a move from another playboock

EQCh Q&VQDC@ can only be tqken once.




-.‘F,'r&’-‘ B

R




THE REMNANT

The Fall wasn't all crashing stars and ravenous swarms. As the
ctlignmen’ts fractured and the cct’rctsfrophic energies dischargeol, some
people were twisted and altered into things eternal and inhuman.
Some of these Remnants have found Qdoptive families wiﬂing to look

past their oddities and grateful for the services ’fhey bring.

Remnants use Lore to make use of their chaotic abilities, and Sway to
bring the wisdom of the World Before into modern conflicts.

CREATING A REMNANT
To create your Remnant, choose a name, looks, stats, backstory, moves,
and gear.

Looxks

Masculine, feminine, ﬂucfuctfing, neither
Shifting face, blank face, twisted face

Shining eyes, human eyes, no eyes, dozens of eyes

Humanoid body, fluid ]oocly, colossal bo&y, bloated bociy, pqtchwork ]oocly

StaTs

Choose one:

Force -1, Lore +2, Steel +1, Sway O
Force -1, Lore +], Steel O, Sway +2
Force -1, Lore +2, Steel O, Sway +1

BacksTory

Everyone goes round the table and introduces their characters by outlook,
appearance and history. Go around again, and on your turn choose another
player for at least one:

[ still remember the look of fearon s face when Jrhey
saw me.

welcomed me as one Of their own.

made me do something terrible.

Basic Moves
You get all the basic moves (see pages 43).




ReMyxanT MOVES

Choose two:

Protean Form: Your entire form was twisted and altered by the Fall,
and after a 1ong struggle you have learned how to master it, at least
pqrficxﬂy, ‘When you contort it into a new configurqtion, roll +Steel. On

a hit, you stay in control and hold 2. On a 10+ hold 3. Spend hold to:

+ Grow protrusions that give you +2 Armour against one hit.
+ Travel to qnywhere in sighf by inhuman means.
+ Shift a limb into a wicked weapon with tags hi-tech, brutal, area, melee.

+ Break or slip J[hrough any obstruction.

Eternal Memories: When you come upon a remnant of the Fall, roll
+Lore. On a hit, the GM tells you some’fhing you remember about
it from before the world was broken, and on a 10+ you can ask a
foﬂow—up question.

Painfully Immortal: When you take Harm, you take +2 Armour
forward as your body reﬂexively protects itself.

Arcane Aberrations: You've gqined a measure of control over the energies
embedded in your booly, When you let them emerge and force them to
twist the world around you, roll +Lore. On a hit the energy bursts free and

does roughly what you wanted, but on a 7-9 there are unintended side
effects described by the GM.

Inhuman Elegunce: When you spenci time alone with someone, H’ley
can become fixated on you. Roll +Sway. On a 10+ hold 3, on a 7-9 hold
2. You can spencl 1 hold at any time to have them:

+ Give you somefhing you want.
> + Spy for you.

,+ Protect you from harm.

+ Introduce you to someone.

GEAr
In addition to what you get from your cxciopteci fotrnﬂy, pick three:

+ A keepsake whose origin is forgoﬁen.

+ Tattered clo{hing of an unknown sfyle

+ An indestructible artefact of mysterious purpose.

+ Another Remnant much less human but fiercely 1oyc11 (Follower
Quqli’ry +2, Expertise: animalistic sqvqgery).

+ A botg of stones that form strange patterns when you roll them.




Harm
When you suffer Harm, check one box. To heal, spend a relevant
Surplus in a place of safety or attempt to Shake It Off (see page 48).

+ Shqpeshifﬁng

+ Angry

+ Hallucinating (-1 Steel)
+ Exhausted (-1 Force)

+ Dead

DeatH

Even mortal injury cannot stop the chaos within you. Choose: cut

loose in a frenzy of destruction then flee into the wasteland insane and
bestial, or collapse, insensate, as your body and mind transform into
something new:.

Choose something you leave behind as a relic, and one of your moves;
while a Family member holds that relic, they can use that move.

REMNANT ADVANCEMENT
When you forge a human relationship despite your strange ways,
take an advance:

+ Get +1 Steel

+ Get +1 Force

4+ Get +1 Lore

+ Get +1 Sway

4+ Get a new Remnant move

4+ Get a new Remnant move

+ Get a move from another plqybook

EQCh q&vance can Ol’lly be taken once.







THE SCAVENGER

Want to know the incantation that charges your solar cannons? The
chip that turns toxic sluclge into crystal clear water? The location of
that lost arsenal you need to fighf off the empire next door? Best talk

to a chvenger

Scavengers use Lore to recognise the things they pick out of the ruins of
the past, and Steel to survive the process of getting home.

CREATING A SCAVENGER
To create your Scavenger, choose a name, looks, stats, chks’tory,

moves, and gear.
Looxks
Mascuhne, feminine, concealed, ambiguous

Gas-masked face, pretty face, grimy face

Squinty eyes, calm eyes, appraising eyes, guﬂ’fy eyes
Lithe bocly, scarred bociy, worn bocly, athletic bocly

StaTS

Choose one:

Force -1, Lore +2, Steel +1, Sway O
Force O, Lore +], Steel +2, Sway -1
Force O, Lore +92, Steel +1, Sway -1

BacksTory

Everyone goes round the table and introduces their characters by
outlook, appearance and history. Go around again, and on your turn
choose another player for at least one:

has much to learn about life in the wasteland.
is why I come back to civilisation.

shqres my l'LlS't fOT discovery

Basic Moves
You get all the basic moves (see pages 43).



ScaAVENGER MOVES

Choose two:

Scrapheap Ingenui’cy: When you spend a few hours wiring up and
harmonising all the odd junk you carry around with you, you can
accomplish great things. Choose a main feature:

+ Sensors that can detect any trace of however

miniscule.
+ A shield against
+ Communication from afar.
+ Destruction of whatever it's attached to.

The GM will choose one downside:

T Someone needs to stay with it all the way up to and during its activation.
+ Itll require some potent energy source.

+ It needs to chotrge up before it triggers.
Tech Attunement: Whether through some inborn talent or years of

experience spotting tell-tale signs, you can Qlwqys detect the advanced
tech of the World Before. Whenever it's within a few hundred meters,
the GM will tell you how much there is and roughly where to look.

Architectural Eye: When you take an hour or so to scrutinise and plan
the explorqtion of a new ruin, roll +Steel. On a 7-9 hold 2; on a 10+ hold
3. While you explore the ruin, spencl your hold 1-for-1 to:

+ Find a path around a blockqge or obstacle.
+ Work out what dangers are active in the ruin.
+ Find a way to use the ruin as a weapon.

. Bagful of Trickss When you search around in your rucksack for
somefhing to assist in the current situation, roll +Steel. On « hit you puH

“ something out thatll definifely help. On a 7-9, choose one:

+ You spend a while rooting Qround, and someﬂ'ling makes use of
the distraction.

+ You have to make do with a similar item, of the GM's choice.

+ There's a quirk to using it that1l need your concentration.

Ruin Survivor: When you find a bolt hole in a ruin, no-one will find
you if you don't want them to.

GEar
In addition to what you get from your quﬂy, pick three:

+ A bulky hazardous environment suit (1 Armour, 9 vs. chemiccﬂs, fire
and radiation).

+ A box of glow»rods and flares.

+ A pseuolo—infeﬂigenf infqngible familiar, able to understand sirnple
commands (Follower Quah{y +1, Expertise: ghosﬂy scoufing).

+ A bandolier of arcane bombs, each with their own odd effect (3 uses,
unre]iab]e, areaq, inconspicuous).

+ An insulated, camouﬂaged, crush-resistant, wcﬁerfcoﬂec’[ing tent.




Harm
When you suffer Harm, check one box. To heal, spend a relevant
surplus in a place of safety or attempt to Shake It Off (see page 48).

+ Sprqined

+ Winded

+ Hallucinating (-1 Steel)
+ Terrified (-1 Force)

+ Dead

DEeatH
When you mark off your Dead box you leave behind clues to the

location of your greatest stash. If found, it will hold at least: 2 Tech, one
powerful weapon (any four tags), and enough food to feed someone
for 10 years.

Choose one of your possessions as a relic, and one of your moves; while
a Family member holds that relic, they can use that move.

SCAVENGER ADVANCEMENT
When you bring a new wonder back to civilisation, take an advance:

+ Get +1 Steel

+ Get +1 Force

+ Get +1 Lore

+ Get +] Sway

+ Get a new Scavenger move

+ Get a new Scavenger move

+ Get a move from another playbook

EQCh Q&VC{HC@ can only be quken once.







THE SEEKER

Barely any fragments of the world before survived the Fall, and those
that weren't smashed by fearful zealots were hoarded in secret by
withdrawn misers. Then you came qlong. Armed with keen insigh’f
and a head full of half-remembered cantrips, you will piece togefher
the broken shards, pry out the hidden treasures and set back into
motion the mystic machinery of the world.

The Seeker focuses on Lore above all else.

CREATING A SEEKER
To create your Seeker, choose a name, looks, stats, backstory, moves,
and gear.

Looxks

qucuhne, feminine, concectled, ctrnbiguous

Young face, kind face, aged face, pale face

Naive eyes, soft eyes, quick eyes, bright eyes

Compqct ]oooly, awkward body, fit ]oooly, energetic body

StaTs

Choose one:

Force -1, Lore +2, Steel +1, Sway O
Force O, Lore +2, Steel +1, Sway -1
Force -1, Lore +2, Steel O, Sway +1

BacksTory

Everyone goes round the table and introduces their characters by outlook,
appearance and history. Go around again, and on your turn choose another
player for at least one:

I[fear — hates what they don't understand.
can guide me to the truth.

will be soon lost without my technology.

Basic Moves
You get all the basic moves (see pages 43).
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SEEkKER MOVES

Choose two:

Visionary Archaeologis’c: When you come upon the ruins of a device
from the World Before, roll +Lore. On a 7-9 ask 1, on a 10+ ask 2.

+ What's its power source and how can it be removed?
+ What was this built to do, and what's happenecl since it was destroyed?
+ How was this broken, and how can I repair it?

Curative Admixture: When you improvise a device to tend to someone’s

WOU.H&S, spenol 13 Tech. FOI every Tech spent ChOOS@ one:

+ They heal 1 Harm over the next few hours.
+ They ignore all wound effects until they next rest.
T They gain -1 ongoing to Shake It Off until J[hey next rest.

World Traveller: You have an innate sense of direction, boosted ]oy
your encyclopaedic knowledge of the world. When you navigate to
somewhere you've been before with Wasteland Survival, roll +Lore
rather than +Steel

Duck and Cover: While you seek shelter and hide instead of fighfing,

take +1 Armour.

Experimental Energy Projector: You have several chunks of scavenged
Jtechnology, wired fogether into a deadly if unstable weapon (ranged,
area, hi-tech). When you Fiercely Assault with it you roll +Lore instead

of +Force, but choose one:

+ It goes hqywire/ qffec’fing far more than you desired.
+ The energies turn on you, leqving you with hngering physicod aberrations.

o+ It's olotmqgecl and will need to be recalibrated in a place of sctfefy,

. GEAR
In addition to what you get from your quﬂy, pick three:

+ Small thoughffcrys’[ods, embedded with memories of the world before
(3 uses, +1 to Activate Forgotten Lore on use).

+ A sfurdy walking staff (inconspicuous, non]efha], melee).

+ A metal detector.

4+ Ceramic earplugs, able to block out more than sound.

+ A food and water purificctfion kit.




Harm
When you suffer Harm, check one box. To heal, spend a relevant
Surplus in a place of safety or attempt to Shake It Off (see page 48).

+ Winded

+ Glitching aura

+ Terrified (-1 Steel)

+ Mind-Scrambled (-1 Lore)
+ Dead

DEeatH
When you mark off your Dead box, your tech goes haywire. Everyone

has a few minutes to flee before the entire area is wracked by devastating
energy and becomes a scorched, deadly wasteland forever after.
Choose one of your possessions as a relic, and one of your moves; while
a Fctrnily member holds that relic, they can use that move.

SEEKER ADVANCEMENT
When you uncover a revelation about the World Before, take
an advance:

+ Get +1 Steel

+ Get +1 Force

+ Get +1 Lore

+ Get +] Sway

+ Get a new Seeker move

+ Get a new Seeker move

+ Get a move from another plctybook

EQCh Q&VC{HC@ can only be quken once.







THE SENTINEL

There's no safe place in this world, but your kin need someplace to call
home. It's your cctﬂing, then, to be the bulwark on which your families’
foes break, the unblinking eye they cannot hide from, and the keen
blade that stops them hurﬁng anyone else.

The Sentinel uses Steel to weather their enemies” attacks and Force to

push them back.

CREATING A SENTINEL
To create your Sentinel, choose a name, looks, stats, backs’tory, moves,
and gear.

Looxks

Mascuhne, feminine, concealed, ambiguous
Handsome face, blunt face, hidden face, scarred face
Wise eyes, merciless eyes, judging eyes

Huge bociy, muscular body, stocky body, compact body, scarred bocly

StaTS

Choose one:

Force +1, Lore +0O, Steel +2, Sway -1
Force +2, Lore -1, Steel +1, Sway O
Force +1, Lore -1, Steel +2, Sway O

BacksTory

Everyone goes round the table and introduces their characters by outlook,
appearance and history. Go around again, and on your turn choose another
player for at least one:

I have sworn to protect
is a trusted comrade in arms.

is soft, but I will make them an asset to their fqrnﬂy

Basic Moves
You get all the basic moves (see pages 43).




SENTINEL MOVES

Choose two:

Holding Back the Tide: When you stand in defence of a person, plqce
or J[hing, roll +Steel. On a 7-9, pick one. On a 10+, pick two.

+ No harm comes to the thing you defend.
+ You deflect the blows that rain down on you harmlessly away.
+ You force the donger back and away.

Citadel of Dust: When you take your time sho:ring up defences, plqcing
traps and scouting the local area, hold 3. When under assault at this
location, you may spenol 1 hold at any time to:

+ Blunt an enemy assault, stopping it in its tracks.
T Reveal traps with tags areq, brutal, inconspicuous.
+ Sneak a small group out behind enemy lines.

Armoured in Vigilance: When you adjust and repair your armoury at
camp, gain +2 Armour on top of any Armour you already have. Lose
l every time you take a hit until this bonus is gone.

Armoured in Glory: When you give someone an order or warning, roll
+Force. On a 7+ they must do it, freeze, get out of there, or attack you.
On a 10+, you make the choice for them.

Steel Rain: When you ambush your enemies with a coordinated strike,

take +1 forward to Fiercely Assault.

GEAR
In addition to what you get from your Fotmily, pick three:

., + A keen blade (melee, brutal) and shield (+1 to Holding Back the Tide).

+ An ornate flame projector from the Before (hi-tech, areq, ranged,
unre]l’ab]e)

+ Bulky and well-worn plate (1 Armour).

+ Binoculars and cqmouﬂqge netting.

+ Stim tablets (3 uses, +1 forward to Force but 1 Harm on use).




Harm
When you suffer Harm, check one box. To heal, spend a relevant
Surplus in a place of safety or attempt to Shake It Off (see page 48).

+ Bruised

+ Drained

+ Angry

+ Crippled (-1 Force)
+ Dead

DEeatH
When you mark off your Dead box, you plant your feet and make

your last stand. No matter what, you remain up and fighting until
your companions are safe and the danger has passed - only then do
you finally succumb to your wounds and die.

Choose one of your possessions as a relic, and one of your moves; while
a Family member holds that relic, they can use that move.

SENTINEL ADVANCEMENT
When you stand firm and push back a threat to you and yours, take
an advance:

+ Get +1 Steel

+ Get +1 Force

4+ Get +1 Lore

+ Get +1 Sway

+ Get a new Sentinel move

+ Get a new Sentinel move

+ Get a move from another plqybook

EQCh q&vance can Ol’lly be taken once.
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THE SURVIVOR

This world's thrown everything it has at you, and through quick wits
and sheer grit you've made it fhrough. Now, your fctmﬂy needs someone
who'll get {hrough the monsters of the past and the barbqrity of
the present to get them what J[hey need.

The Survivor uses Steel to keep going through danger and continue

surviving.

CREATING A SURVIVOR
To create your Survivor, choose a name, looks, stats, backs’tory, moves,

and gear.
Looxks
Mascuhne, feminine, concealed, ambiguous

Weathered face, grimy face, friencﬂy face, scarred face

HOHOW eyes, sunken eyes, wary eyes, COld eyes

Lean body, bulky ]oocly, marked body, quick body

StaTS

Choose one:

Force O, Lore +], Steel +2, Sway -1
Force +], Lore O, Steel +2, Sway -1
Force -1, Lore +2, Steel +2, Sway -1

BacksTory

Everyone goes round the table and introduces their characters by outlook,
appearance and history. Go around again, and on your turn choose another
player for at least one:

reminds me of someone lost long ago.
will need my help to survive.

Isaved _ from certain death.

Basic Moves
You get all the basic moves (see pages 43).



Survivor MOVES

Choose two:

The Things I've Seen: You've survived Jthings others can barely comprehend,
Choose what destroyecl your life:

+ The Monsters Birthed by the Fall: When a horrific monstrosity
attacks, name one thing that1l help you survive it, and take +1
forward when you use it.

+ The Insane Magic of the Before: When energies are raging out of
control, take +1 forward to using Defuse to get out of harm’s way.

+ The Barbaric Excess of Mankind: When you F1erce1y Assault a gang
of barbarians or bandits, take +1 to the roll if you choose to drive
them away rather than kill or capture them.

*Lone Survivor: After losing so many, and so much, each further loss
creates not just sorrow but rage. When you fight to avenge a fallen friend
or companion, get +l1 ongoing. If you win full justice and/or revenge

for their death, instead get +1 to Force, permqnenﬂy.
This Won't Kill Me: When you suffer Harm, roll +Steel. On a 10+ choose

two. On a 7-9, choose one.

+ Take -1 Harm.
+ Take +1 ongoing to escaping the cause of the Harm.
+ Ignore the effects of all wounds until the dqnger has passed.

Memento: You keep reminders of everything you/ve lost. When you
make camp, you can tell the story behind one of them to the people
there. The next day, {hey can take +1 when your story is relevant to
the situation.

: Able Guide: When you Forge a Treaty and offer to lead someone
5 Jthlrough clctngerous territory, roll +Steel instead of +quy,

GEAR
In addition to what you get from your Fotmﬂy, pick three:

+ A weapon taken from the body of a friend (choose any two tags plus
melee or ranged).

+ Armour scqvenged Jtogeﬂler from the bodies of monsters (Armour 1).

+ A box of medical supphes (3 uses, -2 to Shake It Off per use).

+ Respiratory equipment.

+ Hand-drawn maps of secret routes through the wastelands (3 uses, +1
to Wasteland Survival per use).




Harm
When you suffer Harm, check one box. To heal, spend a relevant
Surplus in a place of safety or attempt to Shake It Off (see page 48).

+ Bruised

+ Stressed

+ Bleechng

+ Crippled (-1 Force)
+ Dead

DEeaTn

When you mark off your Dead box, choose one of your companions. No
matter what, they will survive long enough to get back to a settlement
and sctfety; the next time their Dead box would be checked, ’they do not
die, and instead will wake up later in a place of sanctuary. This does
not trigger their Death move.

Choose one of your possessions as a relic, and one of your moves; while
a Family member holds that relic, they can use that move.

SURVIVOR ADVANCEMENT
When you teach someone a vital lesson about surviving in this world,
take an advance:

+ Get +1 Steel

4+ Get +1 Force

4+ Get +1 Lore

+ Get +1 Sway

4+ Get a new Survivor move

+ Get a new Survivor move

+ Get a move from another plqybook

EO.Ch deance can Ol’l].y be JECI.l{Q].’l ©ICEN







THE TURNING OF AGES



CHAPTER 4: THE TURNING OF AGES

From its beginnings in the ruins of the Fall to the gliﬁering wonders of
the rebuilt future, your Family's story is one that spans Ages.

When you feel you've dealt with the threats and opportunities of the
current Age, you can call for the Age to turn. If nobocly objects, go
ahead. If anyone feels they have unfinished business in this time periocl
they get an opportunity to resolve it, and once everyone's satisfied time
moves on.

THE AGE TURNS

‘When years and generations pass by and your Farnﬂy grows and
_changes, roll +Mood. On a miss choose two trials, on a 10+ choose two
fortunes and gain 2 Tech, and on a 7-9 choose one trial and one fortune

and gain 1 Tech.

TRiaLS:

+ Your Fotrnily suffers persecution and violence, but it pushes them to
adapt and grow. Gain a new Family move but gain Need: revenge.

+ Your quily was subsumed or enslaved by another Famﬂy, and
have only recenﬂy mqnqgeol to break away. Take a move from their
plqybook, but J[hey get Z—Trecﬁy on you.

+ Starvation and poverty forced your qunﬂy to resort to rqicling and
Jthieving, and it pissed people off. Gain 3 Surpluses, your choice, but
give Z—Treq{y to other Families distributed how you wish.

+ Sornefhing monstrous from out of the wasteland took a parﬁcular
dislike to your Farnﬂy and has been hounohng them ever since. Say
some secret you've learned about it, gain 2 Tech from scavenged

 parts of it, but take -1 ongoing to Fctrnﬂy moves against it.

+ Plotgue and illness rctvctgecl your Farnily, and no other Families could
help. Afterwards, ’[hey promise to help in the future. Gain 37Treaty
sph’[ between any Families you wish but take Need: medicine.

+ Your Fctrnﬂy saved the Homeland from some great threat, whether
invcxding armies or natural disaster, but at great cost to themselves.
Gain +1 Reach and Surplus: motivation, but take Need: recruits.

+ Your Farnﬂy fell apart into feuoling factions. The eventual victors
are stronger, more unified, but 1ctcking refinement. Gain +1 Grasp and
Surp]us: ]eadership, but gain Need: culture.




ForTUNES:

+ Your Family goes through a golden age, questioning old philosophies
and forging new paths. Gain a new Family move but gain Need:
]eadership

+ Through marriages and the sharing of secrets, you gain some of the
strengths of another Fctmily. Take a move from their plqybook, but
Jrhey get Q.—Treafy on you.

+ Your Family spends its time brokering deals and making friends. If
you erase 2 of your Surpluses by spending them on gifts and trades
you can gain 3-Treaty divided between other Families however
you wish.

+ Your quily found a hidden vault still intact from the World
Before. Say what its true treasure was and gain 2 Tech from initial
scavenging. However, decades of delving have left your Family
isolated; gain Need: trade.

+ Your Family finds a windfall, whether through scavenging or by
qbsorbing a smaller fotmﬂy Gain 3 Surpluses of your choice, but it's
left you bloated; gain Need: idle.

+ Your quﬂy invests heotvily in a place of safety and commerce,
creating a new haven in this land. Gain +1 Reach and Surplus:
peace, but take Need: obligation.

+ You go to war, whether for righ’feous justice or as savage raiding,
Gain +1 Grasp and Surplus: weaponry, but someone or something
out there qully hates you now. Take -1 ongoing to all Reach moves
against them until Jrhey've been dealt with once and for all.

Describe in broad strokes the story of your Family through the Age, and
Change their Doctrine, Lifestyle and Traditions if you want. Then, every
plqyer (including the GM) names one new threat, opportunity or faction
that is unique to this age, never seen before. Finctﬂy, every player decides
on a new Obijective for their Famﬂy, and makes a new character.

Take some time to look Jfhrough the chonges that have hqppened
to your Famﬂy, to the factions and conflicts that shape the world,
and to the local area. If you're keeping a map of the area - highly
recommended - you should also redraw it, adchng new elements and
removing ones no longer relevant. You should also think about how
the state of technology has improved, how much populations have
grown and shrunk, and how the aesthetic of your weapons and
tools may have changed










CHAPTER 5: RUNNING LEGACY
BASICS

Games Working on the Apocalypse Engine are increchbly rewqrchng to
GM,, but to make the most of it there are a certain proceclures to bear in
mind. This Chqprer contains these proceolures, as well as advice on how
best to use them.

There's a hierarchy to the procedures of plqy, in order from most to least
foundational:

+ Your Agendas are the basic philosophy of the game. Everything you
do should serve your Agenda; it's your aim for the game.

.+ Legacy plqys as a conversation - that's Why it's important to bear
in mind What To Say. Be honest and generous with the information
you give out, and commit to using the rules the group has agree& on.

+ Your Principles are how you go about pursuing the Agenolct. As
you're going fhrough a session and plqying the world, keep these as
a mantra in the back of your head.

+ Moves are your precise tools. When players roll 6-, or there's a gap in
the conversation and everyone's 1ooking to you to see what happens
next, make a move.

The next few pages describe the Agendas, Principles, and Moves set out
in Legacyr




AGENDA

MAKE THE WORLD SEEM REAL
If the world's not believable, you're going to have pro]olerns. Moake sure
to stay grounded and human even in the most fantastical situations.

EVoOkE THE PAST, THINK TO THE FUTURE

Always be on the lookout for an opportunity to show the past acts of
your players and ground current events in the established past, and
consider the ramifications their actions might have in years to come.

MAKE THE CHARACTERS’ LIVES HISTORIC

Everyone's there to create interesting stories. If characters are spinning
their wheels, give them dilemmas or opportunities to get their teeth into.
Remember that characters can succeed hisforicqﬂy or fail cqqufrophicqﬂy,
but their successes and failures should never be mediocre or petty.

PLAY TO FIND OUT WHAT HAPPENS

This is your reward and your gootl in running Legacy:. There's no pre-
planned story, and no assumed future. Just the logical consequences of
the players actions in the world, and the story they create.

WHAT TO SAY

1) What the Principles demand.
2) What rules demand.

3) What your prep demands.
4) What honesty demands.

A key part of running a game well is being fair. You should never
attempt to negate a player‘s unexpecfed victory by inventing new threats
or rewriting old ones, but neither should you chcmge J[hings about to make
J[hings easy for them. The characters should live interesting lives, but not
effortless ones.

Your prep isn't everything, though; players will always come up with
left-field solutions to the problems they face, and it's important
to keep an open mind. When they try something unexpecfed,
consider the situation in the fiction, the rules, and the Principles,
and say what makes sense to you.
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PRINCIPLES

FILL THE WORLD WITH RUINS

As you describe the world, fill it with mystery and hisfory. One quﬂy
mighf live in a giant crater; what carved it out, and what was there
before? Are those mountains, or ruined skyscrapers?

ADDRESS CHARACTERS, NOT PLAYERS
This means you say Kate, you see dust on the horizon" not ‘Liz, Kate
sees dust on the horizon” It's a small thing, but it keeps the players

focused on the fiction.

.BEGIN AND END WITH THE FICTION
Moves are great, but the fiction is where the meat is. When your

players make a move, ground its trigger and results in the fiction.

NAME EVERY PERSON, AND THINK WHO BACKS THEM
Everyone has the pofenticd to be historic, and having a name keeps
characters memorable. Everyone is a member of a fcxmily, clan or cult,
however estmnge&, so you should consider who someone migh{ get
support from.

Dxraw MAPS, LEAVE BLANKS

Legacy is grounde& in the 1Qndscape. Families fight over natural
resources and poh’rical borders, characters explore mysterious structures,
and natural disasters sweep Jthrough the wasteland. A map helps you
) keep track of all of these and put everyone on the same page, but don't
worry about it being complete; leave room for the unknown, bring in
“inspiration from the plqyers and let your maps expanol and chqnge.

WRITE HISTORIES, AND REFERENCE THEM

Legacy is also grouncleol in hisfory. Keep a record of the events that
have pqssed, especiaﬂy at the end of an Age. When youTe prepping
new ’[hings, look over your histories and see what past events migh’[
have caused new troubles.

ASK QUESTIONS AND USE THE ANSWERS

Use questions as a spoﬂighf - when you're interested in how a character
lives their life, why H’ley do what ’fhey do, or how ’fhey know the fhings
Jthey do, just ask them. Their answer creates ties to the world, and gives
you more grist to work with in your own descrip’[ions.




BE FLEXIBLE WITH YOUR RESPONSIBILITIES

Sometimes it's more interesting to put the decision-making power of the
GM into someone else’s hands. This can be one of the players, giving
them the choice of how a situation resolves, or it can be one of your
characters, le’r’ring you make the choice that makes sense according
to the characters and world as established. Sirnilotrly, you can give
players the Qbilify to decide what's hqppening when the spoﬂight
moves to them, to suggest what action a faction might take, or to
create a new threat assaulting their homeland.

‘THINK OFFSCREEN, TOO

Sometimes it's better not to show the players the immediate consequences.
Make a note, and remember to ]:)ring it to hgh’t later. Make sure when
you reveal it, though, that it doesn't feel unfair.

EVERYTHING THAT YOU OWN IS TEMPORARY

The easiest way to make the game olynctmic and the events historical
is to cdwctys be wiﬂing to oleshroy, murder, uproot and burn down the
people, factions and settlements in the world. Don't Jrri‘victﬂy destroy
the player's achievements, but make sure they have to work hard for
reliability and security.

MAKE YOUR MOVES LOOK NATURAL

When you need to make a move, first think about what's going on in the
situation and what you'd like to do with the characters. Your moves are
your tools to direct the game, but they should be used Jrhlrough established
parts of the fiction. Never state that you're using a move, or declare their
effects without showing where they flow from. No-onelll be fooled, but
this keeps players immersed in the world.

BE A FAN OF THE CHARACTERS

Like an audience member, you're here to celebrate their victories and
mourn for their losses. Put them into interesting situations, but never
push them in a particular direction.




MOVES

% Reveal an unwelcome truth.

% Put someone in a spot.

% Separate them.

< quture them.

% Trade Harm for Harm (QS estqblished).

% Deal Harm (QS esfqblisheol).

% Turn their move back on them.

% Offer an opportunity, with or without a cost.

%%

% Take away their stuff.

2%

% Exhaust a Su:rplus.

% Add a Need.

% Erase a Surplus.

"% Show a remnant of the past, used in unexpecfe& ways.
% Show the consequences of pqst decisions.

2%

% Show a downside to their plqybook.
< Highhght a weakness of their quﬂy.

% Tell them the consequences and ask.
% Use a move from a threat.

As the GM, you'H often be more reactive than proactive. You make

your moves when it makes sense in the pacing of the game;

+ When a player rolls a 6- on a move.
+ When everyone'’s looking to you to find out what happens next.
+ When the players offer you up a golden opportunity, performing

some action that would have immediate consequences in the fiction

as established.

. To unpack that third category a bit, it's when, for example, it's been

previously established that stepping on a pressure plcfe will trigger
“a bomb, and « plqyer describes their character stepping on the pque.
Less drqmqticqﬂy, it's what hqppens when a PC makes a faux pas in a
foreign court, when J[hey consciously take the last supphes an expeclition
had, when they do somefhing you want to immediqfely responcl
to. It differs from the first two categories in that the GM is acﬁvely
interrupting fhings to give an immediate reaction, but ’[hey can only
do this when the trigger has been previously established in the fiction.

When you make a move, it can be hard or soft. A soft move is one that
gives players a chance to react; saying that the characters spot a settlement
on the other side of the chasm (offer an oppor’[uni{y), or that the warlord
picks up his spear and charges the Sentinel (pu’[ someone in a spo’[) are

good exqmples. Then you ask them what they do.
A hard move is one that cuts strqight to the consequences. They tread

on a weak roof section and fall a few stories (deal Harm as established),
or J[hey get home and find their brother's lost their food stocks on a bet
(erase a Surplus). Oftentimes, an ignored soft move is great fodder for
a hard move.




UNPACKING THE PLAYBOOKS
When you GM it's important to highlight what's cool about each

playbook, and set up situations where they can use their particular
talents to affect the story. Every choice a plqyer makes when plqying
Legacy is a message to you about what that plqyer wants or doesn't
want to see in a game, from their choice of plqybook, to the moves

they pick from the playbook, to the actions they take in the game.

Pay attention to these choices and keep them at the back of your mind,
reqcly to bring them out if an opportunity presents itself. This is especiqﬂy

important with the reactive moves - if a Hunter takes Eternal Arsenal,

keep an eye out for opportunities to have them captured or ‘disarmed’, so
they can reveal a hidden weapon and turn the tables.
What a player doesn't choose is another message to you. For exqmple,
by choosing a low Grasp, a fqmﬂy will have clifficulfy J[otking control
of things and Wifhsfcmoling qciversify This mighf be a sign that they're
not interested in that option - they dont want their family to be an
active and aggressive presence in the world - or it might mean theyre
interested in what hqppens when ’fough times force this peaceful fqmﬂy
to take up arms and fight for their righ’fsA Generqﬂy I'd suggest that most
people want to see their character or family cloing the J[hings J[hey're
goool at, with the downsides of their choices ]orought up as an occasional

spice, but as the person with most knowledge of your player's preferences
[ leave the decision in your hands.

With that out of the way, here's a look at each of the play]oooks one-

]oy—one, unpacking their strengths, weaknesses, and role in plqy.

GM TIPS #1

Keep an eye on how much Tech you hand out - give out too much
and the characters may not be chctﬂengecl, but give out too little
and they won't have those aces in the hole when things get dire.
I find giving out 2-5 Tech a session works well. As a guiclehne, 2
Tech is about how much you might gain from raiding a bandit's
stash or from within the corpse of a monster, while 5 Tech is the
sort of wealth characters might get by raiding a pre-Fall bunker
and stripping it bare.

P—r



FAMILIES

THE ExcrLave oF FORGOTTEN LORE

The central conflict of the Enclave is whether they hoard and protect their
got’[hereol tech or use it to improve the world. Enclaves that are Holohng
Back Another Fall or pursuing Better Living Through Technology tend
to focus more on the first option, and can use that tech to dominate the
region with Weird Science and I Am Become Death. The second, more
phﬂcmfhropic option can make the Enclave a social powerhouse - Jthey
can provide incentives to follow their advice with Uplifﬁng Mankind's
Remnants, gain treaty on others by helping them with their Jtechnology,
and use Deep Knowledge and An Eye For Details to be the most informed
group around on a range of topics. Also, remember that unless an Enclave
*is Nomadic, their fechnology is obvious and advanced to all who see
them. When you're exploring life in an Enclave, then, you should go into
how that differs from other families and whether Jthey keep their greatest

advances hidden away or flaunt them.

Characters from an Enclave don't start with many inherent qdvantages,
Ql’fhough a hi-tech Wweapon can be an ace in the hole and the Enclave's
moves can provide a safe and secure home base to retreat to. The
journal Jthey can start with is a subtle way to add flavour to their
Fctmily by hctrking back to their origins; otlfernotﬁvely, in later Ages
previous characters could leave their journals to the Fomﬂy and provide
a way for the group to call back to old characters and see what they
did after the game moved on. Characters that are good at finding and
employing Tech such as the Seeker and the Scavenger work very well
with the Enclave's abilities, while the Remnant is a natural fit as a
. hving vestige of the Before with memories and abilities the Enclave
y will want to exploi’[.

THE GILDED COMPANY OF MERCHANTS
The Gilded Company are materialists at heart, with Stock in Trade at
the core of this. The sirnple elaboration of how the Compqny maintains
their Stock in Trade should tell you a lot about the famﬂy's day—fo—olcty
life, and the extra surplus use can be very useful. In plQ‘\/, a Company
can trade their way to domination: Jthey find valuable things in the
wasteland (otioled by Cabinet of Wonders and Avaricious Apprqisql),
sell them for a large return on investment (aided by Whaddya
Buying?), and leverqge the contacts made to gain social sfqnding and
find new treasures (aided by Brand Loyalty). Each of these steps can be
aided ]oy the Compcmy/s Qbﬂi’[y to wring the most out of their Surpluses
with quioning, and when the Company/s operations get too ]oig for
them to handle personclﬂy their Alliance Move gives them some
confidence that they can trust their subordinates. As a GM, it's
important that you seed the world with valuable J[hings the Merchants
can get hold of, but it doesn't need to be easy for them - a rival gang of

scavengers can be an interesting foil for a fqmﬂy of Merchants.

Characters from the Compqny start Wealfhy, with the clothes, servants
and provisions to fit in at any noble court. On top of their default gear,
Cabinet of Wonders lets them get gear perfecf for the situation, albeit
with strings attached. When « Compqny needs to put fogether trade




deals an Elder or Envoy can provide the social might to push them
through, with the Elder skilled at straightforward deals and the Envoy
better at intrigue and blackmail. When they need to find new
products to sell a Scavenger is the obvious choice, although a Survivor
or Sentinel may be better if somebody’s already laid claim to the

resource in question.

THE LAWGIVERS OF THE WASTELAND

The Lawgivers are caught between two poles - order and chaos. Their
actions are motivated by a desire for law and order, but those actions are
often dangerous, reckless and disruptive to the established social order.

Their moves make them incredibly powerful when proactively hunting
down their targets - Ear to the Ground gives them information on the
target's strengths and weaknesses, and Round Up the Posse and Tooled up
and Looking for Trouble reqﬂy let them bring the pain when J[hey have

time to prepare. They're much weaker when fhey're on the defensive;

expect (or provide an opportunity for) them to retreat and regroup rather

than stand and fight. On the other side of things, This Is A Civilised Land

lets them mould the land in their image and make part of the wasteland

more pectceful and secure. Their Lifestyle options also help them maintain

oroler, in different ways. Finqﬂy, quing Down the Law is a clear

statement of righf and wrong, and chotHenging that statement with

contradictions and edge cases can lead to very interesting situations.

Aside from the gun, quge and transport provided by their quily,
Lawgiver characters can also rely on a strong moral code from Laying
Down the Law and ]oackup from Round Up the Posse. This means
that any Character playbook can be an asset to the Lawgivers
depending on the target being pursued. As flexibility is a key asset in
a law enforcement officer, the Envoy, Remnant and Sentinel can do
pctr’ticularly well, al’though if the Famﬂy just needstotake down a certain
lawbreaker a Hunter is the obvious choice.

GM TIPS #2

To raise the tension, you should choose your moves so that they
snowball, building on the effects of the player's moves and your
past moves and firing back new threats for them to deal with. A
move should never shut down a player's abﬂi’ty to react, but inste-
ad raise the stakes and increase the story’s momentum.



THE SErRVANTS OF THE ONE TRUE Fartn

Like the qugivers the Servants are a force of chsrupfion in the game world,
but the narrower focus on a religion rather than law and order allows
them to act as free agents. A famﬂy of Servants can shift their aﬂegiances
as {hey please, helping those that can promote their faith and destroying
those that stand against them. With the right moves, fhey can learn how
to undermine an enemy's beliefs (Ecumeniccﬂ Eye), dismantle their social
support structure (A Voice In the Wilderness), strike unexpec’[e&ly and
without fear (Sacrifice), and be made stronger by their reprisals (Prophecy
From Pain). As a downside, the Servants’ low Reach and bizarre practices
will render them constant outsiders, and their moves can make enemies
and saddle them with needs. Their Alliance Move allows them to use this
status of moralists untouched by polifics to absolve others of crimes and
. gain their gmﬁfuole, which can help ameliorate the problems caused by
the other moves. One other factor to note is that the Servants are more
exphciﬂy paranormal than the other Families, pqrﬁcularly when using
Sacrifice, Prophecy from Pain or The Faith is Mother. If the Servants in your
game take those moves, you may want to consider where their powers are
coming from - or you mighf just want to leave it as something mysterious,
numinous, and unexplqinqble.

Of all the moves the Servants have, their Doctrine is most useful to
Characters. Depending on which is chosen, they can go qnywhere S0
1ong as J[hey go pecxcefuﬂy, scour monsters from the land, or get backup
whenever ’rhey ’rruly need it. Faith of the Fallen can be used to get
visions and turn an NPC to their cause, and Sacrifice can be used to help
a Character infiltrate any drea or wade ’[hrough a battle without fear.
The Envoy and the Hunter can get the most out of these Qcivanfqges,
. but the Seeker and the Elder are also Servant mainstays.

“THE TyranT KINGS

The Tyrant Kings are all about clqiming settlements and keeping them,
but their choice of starting moves give them a few ways to do that.
Alwotys Outnumbered, Never Ou’[gunnecl and Lords of War make them
uns’[opqule in battle, while Conscripfion and Tyrqnny help them exploif
their conquests to maintain their empire. Dominion provides a tool to
make sure that the settlements ﬂqey take over remain cooperative, while
their Alliance Move gives them an incentive to give others prominent
positions in the empire. They have an incentive to leave others with some
clegree of autonomy, though, as their skillset is only any good at oleotling
with physicod threats. Come a threat ’rhey can't fighf - a plague, for
example, or a rapid plunge into winter - ’[hey'ﬂ have to hope that they
have allies that can save them.

The gang that Tyrant King characters start with can be very useful in
provicling more eyes to keep watch, more hands to loot ruins, and more
bodies to stand inﬁmiclotﬁngly behind the Character. Aside from this, the
Tyrants provide few resources to Characters away from their empire,
and ﬂneylﬂ have to survive using their own strengfhs and smarts.




CHARACTERS

Tue ELDER /
While the Elder and the Envoy both speciahse in mqking deals and
gaining allies, the Elder works best by placing themselves as the
centre of attention with Statesman, sending their Loyal Staff to gather
information and make friends, and giving valuable advice with The
Voice of Experience. In this way they can make themselves invaluable,
and the results Jrhey desire soon follow. To round this out, Tough Old Soul
helps them turn ciqnger into opportunity, and Political Upheavcﬂ
allows them to confer a degree of flexibility to their Family and shift
it as the situation needs.

Tue Exvoy

The Envoy is an excellent diplomat, no matter which of their moves
they choose. The Black Dossier and Long Memories work particularly
well toge{her, giving them the secrets those in power would prefer no-
one knew and the tools to get the most leverage out of them. A Matter
of Honour and Frqgile Alliance present another route, getting people's
respect by defeating their champions and then binding them together
on a mission of your devising. Finally, Wasteland Savant ensures that

whenever ’they travel between settlements, ’they discover some’thing
new ’rhey can use ds a barfering chip in their negotiations.

Tue HuxTER
The Hunter's all about finding and chtking down their target, but how
Jrhey qpproqch that is up to them; the monster hunter might pinpoint
their quarry's sfrengfhs and weaknesses with Hunter's Lore and use
that to strip away its advantages with Red in Tooth and Claw, while
the assassin might approach their target peacefully, take them out with
a hidden Wweapon provided by Eternal Arsenal, and take advon’fage
of the confusion provided by A Shadow on the Wind to escape. The
Hunter's starting gear selection provioles them with a wealth of options
for how they fight while their Harm boxes allow them to soak up
plenty of punishment before they start taking penalties.

GM TIPS #3

To keep players engaged, bounce the spotlight around; Player X's
move brings consequences for Player Y, and Y's move then creates
a great opportunity for Player Z to get what they want.

e
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TuE REMNANT

The Remnant is a very powerful plqybook - Protean Form and Pcﬁnfuﬂy
Immortal allow them to take on terrible foes, Inhuman Elegance gives
them a powerful - if inhuman - abih{y to influence others, Eternal
Memories lets them uncover secrets of the World Before and with Arcane
Aberrations ’[hey can improvise any effect that makes sense according
the world as established. The ]ocﬂcmcing factor of all of this is their
requionship with humqnity - the more fhey solve their pro]olems by
giving in to the unpredictable and uncontrollable power of the Fall, the
more ’rhey distance themselves from their adopted Family and the other
characters. Not to mention that failures when using Remnant moves can
strip the Remnant of control of their abilities, at least femporqrﬂy,

' THE SCAVENGER

The Scavenger is another highly focused playbook, this time concerned
with exploring the ruins of the World Before and retrieving the fechnology
within. Their high Steel ensures that they can make their way fhrough
the Wasteland and have quick reactions when surprised or hurt, while
their high Lore means that they can spot Tech when they see it and
attempt to activate the great structures of the Before. Their moves augment
this: Architectural Eye allows them to explore ruins sqfely while Tech
Attunement tells them where to go for greatest reward, and Ruin Survivor
is a great failsafe if ’[hey run into trouble. As a GM you should allow them
to find boltholes if it seems at all possible, and even if this is their pursuer's
home turf - the scavenger is just that good. They aren't just treasure finders,
though; qu of Tricks ensures that they ulwqys have the righf mundane
tool for the job, and Scrapheap Ingenuity lets them improvise powerful

. effects at a cost.

“THE SEEKER

The Seeker is defined by their knowledge - aside from their skill in
unclers’rctnoling old tech with Visionctry Archqeologis’f and Activate
Forgoﬁen Lore, with the righ{ moves {hey can attack with Lore
(Experimental Energy Projector), navigate through the wasteland
with Lore (World Traveller) and heal by spending the Tech Jfhey've
discovered (Curative Admixture). On the other hand, when those
moves don't Qpply or haven't been taken the Seeker has very low
stats and cqpabilities, so expect them to behave defensively when
they're not in their preferred circumstances. Duck and Cover plays
cﬂong with this, giving them incentives to escape dqngerous
situations rather than figh{ and only walk into trouble in arenas

they understand thoroughly and can subvert to their goqls,




THE SENTINEL

Where the Hunter is a proactive fighter focused on tracking down
specific targets and taking them out, the Sentinel waits for their enemy
to come to them and then crushes them u’t’terly Holding Back the Tide
works on a personql scale (you should let them use it the moment their
allies come under attack if J[1’1ey're neqr]oy), while Citadel of Dust works
to fortify a certain area with some time to prepare, but both enable you
to repel the attacks of your enemies and mount brutal counterattacks.
Armoured in Vigilance makes the Sentinel invulnerable unless they
come under sustained attack, while Armoured in Glory enables them to
give orders in the heat of the moment and be sure H’IQY‘H be followed or
force enemies to back down. Finauy, Steel Rain gives them an incentive
to use themselves as a distraction, qbsorbing the brunt of the enemy‘s
attack and then having their allies launch an ambush.

THE SurvivOR

What the Survivor has survived should be a notable event in the
world - the Survivor is remarkable because they survived it, and so
at least part of the poh’tics of this Age should be deohng with that
event's repercussions. In plcty, expect the Survivor to be extremely
Jrough - only one of their Harm boxes gives a stat penqlfy, they can
start with armour, and This Won't Kill Me allows them to reduce or
ignore wounds. A particular wrinkle is that This Won't Kill Me can
be used to ignore the effects of the Dead box until danger is passed,
ctﬂowing the Survivor to ctccomphsh one last feat before dyingA The
Survivor experiences the world through their loss - Memento lets them
give aid Jrhrough remem]oering the fallen, Lone Survivor gives them
permanent boosts by avenging their friends’ deaths, and The Things
[ve Seen lets them leverage the wounds of the past into present
bonuses. If a Survivor comes to terms with their loss and moves on,
’fhey should either retire as a character or switch to another ploybook -
do whichever makes more sense.

GM TIPS #4

Always finish up your moves by asking the most important que-

stion: What do you do?




STRANGE MACHINERY

While the basic moves, the five Family playbooks and eight Character
plqybooks have been designeol to try and cover all the bases, it's quite
possible you'ﬂ run into a situation that doesn't quite fit. Alteranively,
you could have an idea for a playbook that you reckon will be really
interesting. To help you out, here are some tips on creating moves and

p].O.YbOOkS fOI’ Legacy.

BuiLping MovEs

Firsﬂy, work out whether you need a move for the situation. If it's
some’[hing that isn't going to come up more than a few times and won't
need complex resolution, it's probably not worth creating a move; just
 use the existing basic moves and GM moves to resolve it. If you want
to make a move, you have a few options: direct moves, fortune moves,
list moves and hold moves. With all custom moves, you should let the
plotyers know what they involve once J[hey've been activated, or once
the ployers gain the means to trigger the move of their own accord.

Direct MovEs

Direct moves are very simple - they don't involve a roll, and they may
not even involve choices. Their basic skeleton is When [frigger occurs],
[outcome occurs]. Here are some exomples:

When you enter the flux room, every metallic object you carry

is clragged to the floor.

When you speak to someone who's bonded to a thoughtworm,
choose one: answer their questions comp]efe]y honesﬂy, or
obviously avoid eye contact.

When you consult the maps of ancient Rashida, take +I to
Woasteland Survival within that area.

Their main function is to cochfy the outcome of certain situations

without fuking much time at the table.




ForTUNE MOVES

A dice roll gives fortune moves an increase in complexi’ty over direct
moves. Their basic skeleton is When [trigger occurs], roll +Stat. On a
10+ [best result], on a 7-9 [ok result], op’tional on a 6- [specific awful
result]. An alternative skeleton uses On a 7+ [posiﬁve result], on a 10+
[extra bonus].

Sometimes you‘ﬂ want to specify what hctppens on a miss, but most
of the time the standard GM moves work well enough. There are two
main classes of fortune moves: active moves, where the Character/
quily is attempting somefhing and the roll tells them how well they
do it, and reactive moves where something bad is happening to the
active party and the roll tells them how badly it goes. Here are two
examples:

When you read the future with the sidereal engine, roll +Lore.
On a 7+ name a particular faction. The GM will tell you what
they will do next, if you don't interfere. On a IO+ you also see a
difficu]i'y your Fami]y will face soon, and i‘hey take +1 forward
against it.

When you wade fbrough the Wrifbing marsh, roll +Steel On
a I0+ you avoid infestation. On a 7-9 you spot a worm in the

process of boring into you, with time to remove it. On a 6- take ]
Harm now and every day until the parasite is removed.

The first is active, and the second is reactive. Reactive moves genercﬂly
are written with a specific thing in mind, so should usually specify a
6- result. If you want a bit more depth to your moves, you can use list
and hold moves.




LisT AND HOLD MOVES

These move types give you a bit more nuance. A list move gives you
a number of options to choose at the point of roﬂing and can vary the
number of options based on the dice roH, while a hold move gives you
a pool of points (ngin potenficxﬂy varying based on rolls) and H’lings
to spencl them on over a certain time period List moves can be active
(better rolls give you more choices) or reactive (better rolls mean fewer
things happen), but hold moves generally work best as active moves.

The generod skeleton for a list move is either:

When [trigger occurs], [choose X:] or [roll +Stat. On a 7-9 choose X, on
a 10+ choose Y:]

+ Resultl
.+ Result 2
+ ..

+ Result N

Opfionaﬂy, a list move with a roll can give you choices on a 6-, but
this fypicqﬂy comes in with a specifiecl downside. For an excxmple of the
first one see the Tyrqntsr Conscrip’rion, while the Servants’ A Voice in
the Wilderness is an exctmple of the second. List moves should be used
when the choices are made by the plqyer at the point that the move is
triggered. For reactive moves, it's goool practice to write the options so
Jthey emphasise what hqppens if fhey're not taken (e.g. You don't run
out of supplies, or You don't draw attention to yourself). Feel free to
mix and match Fortune and List moves by proviohng a list of bonuses
to choose from on a 10+, having a 7-9 present the plqyer with a tough
choice that the 10+ avoids, or some other variant.

: Hold moves provi&e the plotyer with a pool of points that they can
. spend on a list of options within a certain time frame. The player can
'pick the same option mul’tiple times if ’fhey have enough hold; if you
want some’[hing to only happen once, or only at the point of the roll, try
a different move format. Here's their general skeleton:

When [frigger occurs], [gain X hold] or [roll +Stat; on a 10+ gain X
hold, on a 7-9 gain Y hold]. Spend hold 1-for-1 within [time period] to:

+ Option |

+ Option 2

+ .

+ Opﬁon n

quin, it can be written so that a 6- result still gives you hold at a cost.
As a default assumption, spending hold allows you to interrupt other’s
actions, and doesn't require a roll to activate once the hold has been
generated, The Hunter's Red in Tooth and Claw and the Remnant's

Protean Form are goool exqmples of this type of move.




CrEATING PLAYBOOKS

Playbooks are quite a bit more work than a move, but there's a basic
framework I've followed in creating the playbooks in Legacy. First,
you need a concept. This should be broad enough that you can see a
number of different ways of approaching it, but narrow enough that
the plqybook has a definite focus. You should also consider how well
it fits into the standard setting assumptions of Legacy - or if you're
making something solely for your home game the setting assumptions
you made in homeland creation. The next steps are different depending
on what youre making.

Famiry Praveooks

Stats: If the Family deals with information and social connections it
should favour Reach and provide the options of +2 Reach and -1 Grasp
or +1 Reach and O Grasp. Conversely, if it prioritises its own integrity
or takes the things it needs rather than making deals it should favour
Grasp and give a choice between -1 Reach and +2 Grasp or O Reach
and +] Grasp. Ifa plqybook could go either way, let them assign +1 to
one stat and O to the other. Mood always starts at -1 and Tech is O.

Doctrine: Three options that should represent different ways of
approqching the plqybook's theme. The move that comes with them
should be a direct move, without a roll, and shouldn't have complex
mechanics ]oeyond a +1forward or gqining/losing of a Need or Surplus.

Lifestyle: Three options (Nomadic, Dispersed and Settled), again
with a direct move attached. Nomadic moves should be about what
happens when you leave a place, what happens when you arrive at
a place, or some advantage of the Family's caravan. Dispersed moves
should emphasise a wide reach, or a covert colvantage in unfamiliar
settlements. Settled moves should represent social dominance or privileged
access to local resources.

His’cory: Two Surpluses from a list of five that emphdsise the playbook's
strengths and three Needs from a list of five that emphasise the playbook's
weaknesses. The same entry shouldn't appear on both lists. For the Treaty
section, the playbook should always end up hctving taken some Treo’fy
on others and hctving given some Trea’fy away. The amount is variable

based on the playbook's theme, but in geneml you shouldn't end up
with more than 2 Trecﬁy on another fqmﬂy or others having more
than 2 Treaty on you unless they were chosen for multiple options.
For guidance, look at the Family playbooks already written.
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Traditions: List some ways that the Famﬂy might be related to each
other, mlght appear, and mlgh’[ be orgamseol This is a goool plqce to
show the breadth you imagine for the quﬂy and spark a plqyers
imagination - put interesting details into each option, as the plotyer is
free to make up their own populqce, style or governance if they don't

like any of the ones presenfed.

Alliance Move: The Alliance Move is the Family's main way of gaining
Trecﬁy on other factions. It should be some{hing that would earn the
grotﬁfude of other factions, however gruolging, as mqking the move
gives that other faction an obhgaﬁon to the playbook. If someone could
brush off what the Famﬂy has done without any social repercussions, it

probably doesn't work as an Alliance Move.
_Plo.y]oook Moves: The real meat of the playbook. You should present

five moves of which two are chosen at character generation; if one
is par’ficularly central to the plqybook you should instead make that
move rnotnolotfory and give them the choice of one other. About 2-3 of
the moves should be new cqquﬂities for the fqmily, with rolls only if
needed, while the remaining ones should augment the basic moves.

Gear: Provide five flavourful Jthings that every character from the
famﬂy can start with. These should include an interesting form of
clofhing, and basic weaponry with two tags. You can also add a form
of transport, minions, consumables, or somefhing that can be consulted
to gain non-crucial information.

CHaRACTER PLAYBOOKS

Looks: four options for gender presentation (feel free to change the ones on
my playbooks if you can think of ways to improve their representation of
: the many beautiful facets of humanify), four options for what your face
. looks like, four options for what your eyes communicate, and four options

' fOl’ your body

Stats: Provide three arrays, each using the numbers +2, +1, O, -1 If your
playbook is based on a single stat each array should place +2 in that
stat, while if it's based on two stats each stat should be either +2 or +1

in each array.

Bucks’cory: three options, each either an interaction the characters had
in the past or the plqybook character's opinion on the other character.
They shouldn't be so negative that the characters wouldnt want to
work ’[ogether afterwards.

Pluybook moves: Five options, of which the player chooses two. About
2-3 complex moves involving a roll and/or choices works well. The rest
of the moves should either augment the basic moves (by adding new
options or swifching the stat rolled for it in a specific situation) or give

the character a reliable abﬂi’[y that they won't need to roll for.
Gear: five options, of which the plqyer picks three. This can include

one or more Wweapons (two tags for a less combat-focused character,
3.4 for a ’[ough character, let combat speciqhsts choose the J[Qgs),
Armour (1 poinf)/ something that provioles a non-mechanical
dean’fage, something that boosts a parficulqr plqybook move, or
something consumable that boosts the basic moves.




Harm: five boxes, one of which is Dead. Two of the boxes should come
with stat penalties unless the playbook is especially tough, in which
case only one should have a penalty. The description of each box should
be based on your image of how the playbook reacts to adversi’fy -
a frail character might get terrified or have broken limbs, while a
battle-hardened character could get angry or exhausted.

Death Move: something impressive that will provide a fitting coda for
the character. It should have a lingering impact on the world or on the
surviving characters’ lives, and it should ensure that once someone’s
Dead box is checked the scene is then all about their character’s last

moments.

Advancement condition: This should be simple enough that a
character can expect to accomplish it 3-6 times over the course of an
Age, and should be something that makes the character feel the world

or their life is significctnﬂy improvecl




LEGACY HACKING

SETTING ASSUMPTIONS

Legacy has a default style of setting - a posf—qpoccﬂypfic wasteland
where the technology used by the survivors is a patchwork of the basic
medieval-level things fhey've put Jroge’rher themselves and the advanced
and enigmatic devices of the World Before that lead to that society's
destruction. It's a broad tent, but if you're 1ooking to try somefhing

different here's the basic assumptions the system works on:

1) The world only entered its current state very recenﬂy.

2) The world is dangerous and home to sentient, bestial and inanimate
threats.

. 3) Objects can be found that are a) beyond the characters’ ability
to construct and b) corpable of performing feats far beyond the
characters’ tools.

4) Resources are scarce and every faction has things fhey're lorcking.

So 1ong as your setting matches those, you won't need to rewrite any
rules, although some gear options or moves migh’f need re—ﬂavouring to

make them fit.
Here's some ideas:

+ Change from sci-fi to fan’tcl.sy: When the ancient drqgons went on a
rampage the collected efforts of the kingoloms of man, elf and dwarf
were botrely enough to stop them. The unleashed power oles’rroyecl
dragon and civilisation alike, leaving only the ‘monstrous” races to
pick J[hrough the rubble and try and build the society ’rhey were
Qlways denied.

: + The Fall and the hyper-advancecl tech weren't mankind’s creation:
They came from Alphor Centauri, lasers ﬂcxshing and hyperdrives
glowirrg. By the time Jtlrley left, human civilisation was reduced to
rubble. Now the survivors must use the strange devices left behind
to contend with other survivors, WMD-created wastelands, and the
alien’s abandoned minions.

+ The Fall never happenecl: The gleaming spires of wonders and
miracles still stand, but you're not welcome in them. The tunnels
and slums at the base of the towers are where you make your home,
pickirrg through the elite’s refuse and working thankless jobs to keep
the great machines turning. Food is running scarce, and somerhing
needs to chornge.r,




GAME PACING
Legacy's default mode of play is to spend some sessions (2-8) in one
time period, then advance time by a few generations and create new

characters. If you want to do Jthings a bit differen’fly, you can be be
flexible with this:

+ A shorter Jcimeslcip: Move ahead by only a few years or decades -
enough to bring change to the setting, but not enough that things
are radically different. This may need you to alter results from The
Ages Turn to make sure things make sense.

+ Unaging Characters: While your families grow and chqnge
over the Ages, some mechanism - a relic of the World Before, or
sornefhing intrinsic to your characters - ensures that Jrhey survive
from Age to Age. This is easy to justify with a Remnant, making
them a good choice if there’s one player in the group uncomfortable
with changing characters as rapidly as the default mode of play.

+ No Timeskip; While there's a lot of subsysferns that won't kick in if
your entire game stays focused on one time periool, it's still possible If
you want to do this, I'd recommend that a different method of Fctrnﬂy
advancement is used - potentially using the entries of The Ages Turn
as individual moves to gain advances by fulfilling certain conditions.

+ Vignette: The opposite s’fyle to the above, in Vignette play each Age
only takes one session. If you're trying this method, make sure to
frame each age as you create it such that it has an obvious conflict with
aspects that interest every fqmily, so that you can dive sfmighf into the
game. As you're unlikely to get character advances, accumulated Relics
are likely to be the main method of character improvement.
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CHANGING ADVANCEMENT

If you're changing the pace of the game, you may also wish to change
how character advancement works. Especiaﬂy if youTe spending dozens
of sessions with the same group of characters, the default rules will quickly
leave you with no advancements left to take. If you find yourself in this
situation, here's some suggestions:

+ Slow down advancement: When you fulfil your advancement
condition, you instead gain 1 XP. Once you hit a set number of XP,
you gain an advance.

+ Move between p]ay]aoo]:s: When a tirneskip hqppens, take
this opportunity to move your character from one plqybook
to another - a young Hunter becomes an adult Envoy, and
then a grizzled Sentinel. When you transition you still gain
a relic from the old plo.ybook, giving you a degree of access
to your younger self's moves.

+ Add more advancements: Either let each advance be taken
rnulfiple times, or add more items to the list - gaining
Tech may Work, as may sfory benefits like gaining
an ally, a gang, or a safe haven. I'd
advise against letting anyone have
a stat higher than +4, as the dice A\
mechanics break down once someone's

guqrqnfeecl to roll 7 or highe:r.
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THREATS



CHAPTER 6: THREATS
DANGERS OF THE FALLEN WORLD

The Fall smashed the old world into a thousand pieces, and the shattered
1Qndscc1pe is full of terrors. If you can overcome them, though, the future
awaits.

Threats in Legacy are tools the GM uses to provide adversity for the
characters. This chaprer gives you some soirnple Threats, divided into
three categories:

+ Monsters and Horrors
+ Natural Disasters.
.+ Orgornisqiions and Gongs

Each threat comes with a ciescripiion, some moves to guiole how you
run them, and the amount of Harm ihey can deal out as apphcqbie.
This Horm may be dealt out when a player uses the Fiercely Assault
move, when a plciyer rolls 6- in a dangerous situation, or when it makes
sense in the fiction.

When a character figh’rs back against a threat with Fiercely Assault,
remember that the weapon iheylre using determines their effectiveness.
If a threat's numbers or capcrbiiiiies make it seem unlikely that the
character could rneqningfuﬂy fighi back, don't have the plciyer roll
Fiercely Assault - instead let them use Defuse to try to escape or just
deal Harm to them, ciepending on the severity of the situation. On the
other hand if a character C].QQI].Y outguns the enemy it's equqHy OK to
have them win the fight without a roll, although things should never
: go eniirely the character's way when ihey commit to violence.

b, Finorﬂy, it's important to make sure that Fiercely Assault isn't the
only way to deal with the threat. Try to be open to attempts ]oy the
characters to strike deals with others or even with the threat itself, to use
some piece of prefFaH iechnology to redirect or remove the threat, or to
sirnply try to escape.

When you're putting togeiher ideas for ways of chaﬂenge your players
it may be helpful to come up with a Front: a group of threats, whether
poli’riccri, martial, or natural, with a common origin or theme. This could
be an organised army sending forth barraiions, raiders and spies, an
ecoiogicqi shift causing knock-on cqiasfrophes in the region‘s food supply
and sending animals rampaging, a religious movement undermining
the players' Families with taboos on their producis and slave revolts,
or any other groups of rnuliiple threats with a common theme. A Front
comes with ideas of what it could do absent the ployerls actions, its
poienriai end result, and characters the players rnighi meet as rhey deal
with it. They're designeci to heip you organise your ihough’[s on how
to chqﬂenge the plqyers, and as a reference of what to do when you're
short on ideas when you're running the game.




To build a Front, you first need an overall picture of its origins.
The world of Legacy is dqngerous, unpredictq]ole, and impoverished;
dangers might arise from the treacherous new status quo created by
the Fall, the emergence of some’thing unexpec’fed that causes upheaval
of the established order, or someone resorting to desperqie measures to
get what they need.

The second step is to create the Front's Face. This NPC is the pivotal
person in the story of the Front - whether they're its instigator, an
expert the PCs can consult, or the messenger bringing news of oncoming
dqnger. Flesh them out and try to make sure they're something the PCs
would be interested to talk to.

The third step is to develop the individual Dangers that may be created
by the Front; each Front should have 2-3. Think through which cutcomes
of that root cause would impact on the plctyer‘s Families and be
interesting to plqy Jfhrough, and focus on those. As a Front is a big
enough deal that every plqyer should be able to interact with it, you
should mix up sort of problems the Dangers pose - try to make sure
that politicians, scientists, warriors and explorers all have something to
do. Where the Danger will be confronted directly by the players you
should give its representatives moves and Harm if ctpphcotble - see the
threats later in this chctpter for exctmples, and feel free to raid them
for ideas. It is ihrough dealing with these Threats that the plqyers will
understand the root cause of the Front, and build a plan to deal with
it before the worst comes to pass.

The fourth step is to determine the Front's Fallout - what exacﬂy you
see happening if the players cannot stop the front. Once this comes to
pass, the Front is over. This should be disastrous, but not gqme-ending; if
a Front comes to pass it should define the Age and reshape the player's
Families without wiping them out entirely or bringing them so low
it wouldn't be fun to continue plqying them. While a given Front is
unlikely to get to the point of inﬂiciing Fallout on the world, hqving it

written down gives you an idea of the stakes that are in play.




ExXAMPLE FRONTS:

THE CosMoroGicaL AMBITIONS OF MAGISTER ARIKHIV
Concep’c: ngisrer Arikhiv leads the Order of the Stars, a cult of
rechnologisfs seeking to escape this world into space. They have found
in a crurn]oling tower a pre—FQH device able to communicate with the
satellites ﬂoqﬁng in high orbit, and are trying to commandeer one and
use it as transport. As the satellites were never meant to return to the
plqnet's surface, this will not end well.

Face: ngisrer sa Ankhw, an elderly scholar whose greying hair and
weathered e]oony skin is norrnctﬂy hidden under a repeqreouy—pqrchecl
environment suit. Her years have seen many friends, fcrrnﬂy members
and lovers snatched away ]oy the hazards of the wasteland, and now
* she seeks securi’fy for her clan in the peace of space. While she's a genius
with technology her grasp of pre—FaH space exploration is shorky at best,

and her ego may prevent her seeing her mistake until doom arrives.

Threats:

+ Crops start fqiling, tides shift and thunderstorms batter the Homeland
as Magister Arkhiv tampers with weather control satellites.

+ The Order of the Stars starts raiding surrounding families for the
supplies and tech rhey believe rhey'H need in space.

+ The stars start moving in unprececlenred ways, causing panic in the
as’trologers and mystics of surrounohng clans.

Fallout: A star crashes to earth in a great conﬂc{grqrion/ qnnihﬂahng

the Order of the Stars and the surroun&ing land.

~ Tue WINTER STAMPEDE

Concep’t: Every year the rnegctfquna that stornped the cities flat cornplefe
“a circuit of the habitable lands, olesfroying everyfhing in their potrh but
1e<1ving behind valuable shells and fertile land. This year, however, a
quqke has ’[oppleci a mountain in their pqrh, diverring the migration.
Even as snow blankets the ground and your fcrrnﬂy shelters from the
cold, hundreds of tonnes of lurnbering beast are rhundering towards the
heart of civilisation.

Face: Nym Carrera. Nym is an outrider of the Engine Hearts, a group of
nomads that follow the rnegqfqunq on pa’[chwork vehicles to harvest the
choicest 1eavings. Nym was the first to realise the beasts had chqnged
direction, and now they're richng as quick as possible to warn others the
srctrnpeole is coming.

Threats:

+ Packs of preda’[ors pusheol from their homes by the oncoming srqrnpede
surge ’[hrough the plqyers' lands.

+ Eqrrhquakes shake the ground again, rhreqtening homes and food stores.

+ Refugees warned ]oy Nyrn arrive otsking for shelter and warmth.

Fallout: The srorrnpede carves a pqrh rhrough civilised lands, rendering

hundreds homeless in the bitter winter.







MONSTERS AND HORRORS

SPIRIT-SWARMS
Deals: 1-2 Harm.

Twas wcﬁching my herd when [ heard the bell ringing. I looked up and
saw it sweeping like a wave through the flock. One by one, ’fhey lifted
up their heads and stared at me. I dropped my crook and ran.”

Sometimes an invisible frqgmenf of power tears Jthrough an areaq, plqnfing
hooks in every member of a species and turning them towards a single,
terrible purpose. Weak spirits create locust-swarms, but older ones can
seize livestock, predcﬁ[ors or even people. Fighf the swarm, flee from it,
whatever; those that are claimed belong to it forever.

"+ Worm Jthoughts into the minds of others.
+ Advance as one.
+ Overwhelm what it cannot control.

RemyxanT BeAsTS
Deals: 2 Harm.

“The Light gave us all two arms, two legs two eyes, one head. Once,
every creature was as pure as we are. No 1onger Now, the nghf gives

us fire to purge the many- headed, the skinless and the ravening.

Stories say that dunng the Fall the mgh{ was filled with screams as potent

energies lashed the 1andscc1pe/ fusing beasts fogether or imbuing them

with cancerous regeneration. These Remnant beasts and their children

still roam the 1c1nciscqpe, driven half-mad with pain but holcling a cold
hunter's instinct within their protean, rippling bodies.

+ Stalk their target from afar.
‘4 Lunge forward and drqg them back.

+ Twist into a new Qcilotpfcftion.

FLAMEWALKERS
Deals: 4 Harm.

"Tts trail led me across the desert to the city of bones. Among the shattered
ruins of that place [ traced its ashen foofsfeps over arcing briolges and up
endless ﬂights of stairs until [ came to a house still intact. [ looked in the
door and saw it siHing ina smouldering rocking chair, cmdhng a bundle of
rags and ancient charcoal as courses of flame slid down its rqvqged face.”

The fires of the Fall burned millions alive, but a few never stoppecl
burning. The flamewalkers remember only the world before, seared into
them by the terrible conﬂqgrqﬁon that still burns under their skin and

shoots out in gouts.

4+ Re-enact ancient memories.
+ Walk between fires.
+ Unleash an ancient inferno.




Nicuat HULKERS
Deals: 3 Harm.

‘Now, this route you're taking goes deep into hulker territory. I know
it's your first time, but plqy it safe and you'ﬂ be ok. Just never stop
moving, pay attention to the way the grouncl shifts, and work on your
nighf sighf. No hghts after dark if you want to live.”

There's no mystery to the nigh’t hulkers; Jfhey're 12 feet tall, built like
boulders and one swing of their arms can scatter a small mob. No
mystery, but plenfy of olctnger.

+ Fly into a rage when exposed to light.
+ Scatter enemies with one sweep.
+ Burrow under the ground, then erupt out.

InQuisITORS
Deals: 2 Harm.

“The problem in olecthng with an inquisitor isn't in the kiﬂing of it.
Their spindly limbs can't put any heft behind their blows, and their
silver flesh mighf as well be putty for all it can resist your strikes. No,
the problem of dealing with an inquisitor is that by the time you've
realised what's happening it's dissected your past, your motives, and
your famﬂy How are you going to hunt some’rhing that knows you
better than you do?”

Where did the Inquisitors come from? Some say they were the police of
the pre-Fall society, keeping the machinery of government clean. Others
say ’fhey were birthed during the Fall, as alliances were shattered and
be’fraycd scoured the world. Still others say they have come to this world
afterwards, to see what secrets Jrhey can gleqn from the ruins of old.
Few know what motivates them, but some have found a sfeotdy diet of
secrets can get them an inquisitor of their own, for a price.

+ Glide {hrough mundane security like o breeze.
+ Tear out knowleolge with shimmering ribbons.
+ Strike at a secret weakness.




NATURAL DISASTERS

EARTHQUAKES

Deals: 1 Harm in cover, 3 Harm elsewhere.

“My top three quake ’[ips? qu attention to the little tremors, ‘cause it's
when fhey go quiet that something big's coming. Keep tabs on everyone,
SO you know who was most hkely to be buried under the rubble. And get
it together quickly, SO you can gmb what it unearthed before anyone else.”

Mcmybe it was different back then, but these days you get tremors pretty
much all the time. Most people have learned to hide fhrough the ]oig
quqkes, but stories of ancient treasures exposeol while the earth parts
Qlwqys draw out heedless treasure hunters.

"+ Rumble ctlctrmingly.
+ Rain down rubble and close off escape.
+ Reveal J[hings buried long ago.

Covrrapsing Ruins
Deals: 1-2 Harm

“Sure, I'll abide by your law, but you got no idea what it's like. When
you ain't seen daylighf for four dqys, when you got stale air, no hght
no food, tell me you wouldn't be tempfecl to do the ’rhings [ did”

Even the savviest Scavengers sometimes shp up, and the rewards that
can be found in the ruins of the Before are more than matched by the
risks. When the walls start coming down, mqybe you'H regret going back
in for that heavy console. Or maybe you‘ﬂ fighfen your grip and run.

.+ Block off the route of escape.
+ Rain down debris.
‘4 Open up the floor underneath someone.

FIrRESTORMS
Deals: 2 Harm from smoke and heat, 4 Harm from the rain itself.

“Girl, get your brother and start J[hrowing water over the crops. That
cloud’s getting redder ]oy the minute and [ figure we have less than an
hour before it starts conﬂagrahng down on us. If you see your mother,

tell her to head to the shelter.”

Sometimes when the clouds burst it's in a deluge of water, ﬂaHening
fields and quhing away homesteads. Those are the good times. When
the clouds turn crimson, when weather control chhinery gone bad
turns water into notpctlm qurkecl by hghfning those are far worse.

+ Drown the lqndscape in fire.
+ Send down hghfning to ignite water.
+ Spreqcl embers across the sky.




STARFALL
Deals: 5 Harm at the epicentre, 4 Harm within a mile.

‘It was ten years ago, in the court of the Verdant Empress. I was their
astronomer; you need someone to tell the difference between the useless
far-stars and the powered near-stars, and use that to forecast harvests
and weather. When [ saw a near-star dim and start fqﬂing, I didn't
have time to warn everyone. | just jumped on a horse and fled”

They say the ancients put a mind into machinery, gave it tools to talk
to them and twist the weather, quppeol it in metal and shot it into
the sky The near-stars are still up there, ﬂoating 1onely in the sky, but
sometimes they stop floating and come crashing back down to earth.

+ Whip the clouds and waves into a frenzy as it falls.
+ Devastate the 1c1r1dscqpe for miles around.
+ Leave a lcxsﬁng imprint on the land.

THE MAELSTROM
Deals: 5 Harm

“The time for repentance has gonel The sins of our ancestors destroyed
their world, but compared to your depravity they were nothing! Look!
Look to the north! The Fall comes again!”

The world ended in fire. The world ended in hghfning. The world
ended in chaotic energy, lqshing energy, burning words and horrors
too much to describe. But the cataclysm of the Fall? That didn't end. It's
still rolling across the world, twisting everything that passes through
its tumult.

+ Send monsters ﬂeeing the Maelstrom as harbingers
+ Twist the laws of qulity unprechchbly.
+ Reveal hidden truths at the eye of the storm.




ORGANISATIONS AND GANGS

Carco Curtists
Deals: 1 Harm (if unqrmeol), 2 Harm (if ot'.rmecl).

“We were driving our cattle up-range when we heard the voices. They
came over the hill waving sticks with crystals tied to them, chqnﬁng some
que—up gibberish. The one in front had these patched—up robes and a
crown. We laughed our asses off, up until they drew blades and charged.

People dealt with the Fall in different ways. Some hid underground
long after the danger had passed. Some sacrificed their way of life,
their ethics and each other in order to survive. But these guys? They
broke, and decided the Fall never happened. Now they walk the world
+ wearing their threadbare costumes of the Before, re-enacting frotgrnenfs
of rites preserveol in folklore and sqvqgely qttqcking anyone who
doesn't fit into their fantasies.

+ Involve inferlopers in bizarre rituals.
+ Craft great structures out of scrap and trash.

+ Attack with makeshift Wweaponry.

MERCENARIES

Deals: 4 Harm (as a group), 3 Harm (on their own).

"Owver the river and across the plotin, we march to conquer again and
again.

Walking toward us with banners held high, our foes come meet us to
fight and to die.

Home is behind us and perﬂ's qhead, but so is the glory so forward we
. tread.

. Over the river and across the plain, we march to conquer again and
"again.”

If you need to be in a quily to survive in the new world, then what
hqppens to the outcasts? Mosﬂy those that don't die in the wasteland
find another quﬂy to lurk on the fringes of, but some find other exiles
and band ’rogether as soldiers-for-hire, waging endless wars to earn
food, wealth and a place to belong.

+ Sph’f up and flank their foes.
+ Demand tribute.
+ Scrqpe ’rogether shelter and supphes even in the wasteland.




Cuckoos
Deals: 4 Harm (from surprise), 2 Harm (else).

“What is that that you desire? The secrets of your foes? The jewels
Jrhey wear in their crowns? Or the life Jrhey live every dqy in defiance
of your will? The Guiciing Hand can bring you all of these Jrhings for
the right price."

If Families are insular and untrusting of strangers, these people are
probably why. From a single seed planied during the Fall, the many
Cuckoo guilds have spread across the world, communicating through
a secret 1otnguotge of signs and infiliraiing any settlement that suits
their whim. If you want something and the local law won't like it, the
Cuckoos will know. If you have something they want, they'll contact
you. If you only knew how it would end, you would never agree.

+ Infiltrate a location Jrhirough charm and disguise.
+ Scrawl an innocuous sign in a pubhc location.
+ Make use of a surprise new qdvantage.
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THE WORLD OF MAN IS DEAD.

The shining cities and g]iHering skies have been sundered by the Fall. Now their corpses lie in

poo]s of po]]ufion and the twisted creations of arcane artifice haunt their halls.

THE WORLD OF MAN IS BORN AGAIN.

Refined by apoca]ypﬁc fires, the survivors have emerged into the ]ight With remembered lore,
keen blades and fierce ]oya]fy you will retake the world.

Legacy: Life Among the Ruins is a tabletop roleplaying game about the survivors of a reality-
twisting qpocalypse, the families they form, and the new world fhey will create as the ages turn.
Craft characters and families, head out into the wasteland and create true, bsﬁng chcmges in
the world. With cutting edge rules, a highly flexible mulﬁ—generaﬁonal system, and more than
a dozen character playbooks to choose from, Legacy has everything you need to start playing.

+ Five famﬂy playbooks - andering 1ngivers/ devout cultists, expansionist tyrants and more.

+ Eighf character plotybooks, ranging from the wisdom and clout of the Elder to the brutal blades
of the Hunter.

+ Strong Worldbuﬂ&ing Tools - the homeland creation system guicles your group fhrough mak-
ing your own wasteland to play in.

+ quy at Mul’[ip]e Scales - switch between infil’[ra’[ing an empire with your spy network and
exploring an ancient ruin with a few allies.

+ quy Across Generations - as each new age presents chaﬂenges for your famﬂy, a new charac-
ter will rise from their ranks sfrengfhened ]oy the relics of past heroes.

(O POWERED BY THE
RMADCALYPSE

apocalypse-world.com
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