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FOREWORD BY SARAH NEWTON

When Chris Birch asked me in March 2009 if I'd like to
help out with a fantasy version of Starblazer Adventures,
I had absolutely no idea what I was getting into. But who
wouldn’t jump at the chance — to help build a complete
fantasy roleplaying game, using the award-winning FATE
rules system!

The book you hold in your hands today is the fruit of that
labour. Its taken us just over a year. We brought in some
great writers from the Fate community: Tom Miskey (Spirit
of Steam and Sorcery, et al), Mike Olson (Spirit of the
Blank), and Marc Reyes of the Manila Dice Project, with
some truly exalted ideas of what he wanted the game to do!
Later we brought in Mike Chinn, author of the original
Anglerre stories in D.C.Thomson’s Starblazer comics,
and David Donachie, whose encyclopaedic knowledge of
Anglerre helped forge the setting information this book
contains. And, lastly, Doug Laedtke, who crafted some
truly gorgeous statistics for the Bestiary chapter. Together,
we forged something none of us would have come up with
on our own — something which contains a little bit of us
all, our contribution to that perfect FATE fantasy game we
all wanted to create.

Legends of Anglerre lets you play all your favourite fantasy
games, using the cutting edge FATE game system. You can
do everything you want with it — from dungeon-crawls to
doomed dark fantasy, from epic battles to struggles with
the gods. But we hope you won't stop there: Legends of
Anglerre is your game — we hope you'll get stuck in, change
things, add things, use this humongous fantasy toolkit to
have some truly epic Fate-filled adventures!

Every story has its beginning. A new day of unknown
adventures dawns, and no one knows what fate will bring.

Welcome to Legends of Anglerre!

Sarah Newton, Normandy, April 2010

FOREWORD

FOREWORD BY CHRIS BIRCH

I started researching the growing world of indie games about
4 years ago in 2006 in my run up to writing Starblazer
Adventures. I'd had a break from games for a few years
and was genuinely surprised and excited to see such a
diverse and inspiring collection of ideas finding their way
into people’s hands via the new digital and self publishing
routes. The love surrounding Spirit of the Century by Evil
Hat Games and the ingenuity of the FATE community
attracted me as I knew we needed a strong community and
a solid and elegant simple-to-modify game system to create
the epic that was to be Starblazer Adventures.

Legends of Anglerre built on the hard work of that first
game, and showed that, once again, the choice of FATE
was perfect for a game that pretty much allowed you to
do anything. I've been a long way from fantasy games for
some time, being turned off by the increasing complexity
of mainstream games. Having seen the team come together
on Legends of Anglerre though it’s been a joy as we've all
in some way re-discovered a love for fantasy epics. Every
single one of us had a different idea about what ‘our’
fantasy world should include, and what is really exciting
about this game is that it allowed us to cater to every single
one of those ideas and have a fantastically awesome time
doing it.

Now it’s time to turn the sword of Anglerre over to you.
It’s a bit notched down at the end from the time I hit that
dragon, the handle twists to the left a bit when you swing it
too hard, and the scabbard could do with a new engraving
from when that fire demon’s breath scorched it. It suits you
though, so look after it and use it well!

Chris Birch, London, April 2010



,
\-.‘i (WY

'

-

r

-

E

F]

7
1
1

—
Z
==
79
O
O
=
B
=)
=ty
O
Z

VEYNE D'ANNEMARC HAD SURVIVED ,f’/ -~
| THE TREACHERY OF HIS DEMON-WITCH | ( ¢

it ot

WIFE, SAVING HIS WORLD FROM THE |
HELLISH INSANITY OF THE CHAOS \
WORLDS. AFTER TWO DECADES OF :

PEACEFUL RULE, CRISIS STRUCK

S T e N o e B T ) l-lllei'HIiir'l|I.|'!_'_ﬂ'l|"U'H.Ii'.l| ML

—

o P
- .'.?'l'.'”r,‘:

."“.Eri.p' o L A T ol P T T

i v T W




S

ghire
F

e o b g ol I T

WELCOME TO LEGENDS
OF ANGLERRE!

Heroes track monsters through perilous wilderlands, watch from
the battlements for dragons from afar; waves of warriors battle
dark forces, and gods inspire followers against their foes...

The classic 1980’s British Starblazer comic books explored
vast empires of fantasy and future. Legends of Anglerre:
Starblazer Fantasy Adventures lets you play exciting
fantasy stories, using evocative artwork from the original
comics. From gritty heroes on their first adventures, to
leaders of nations, powerful sorcerers, even demi-gods,
Legends of Anglerre brings your imagination to life!

If you like this book, have a look at the
space opera version, Starblazer Adventures, at www.
starblazeradventures.com.

WHAT IS STARBLAZER?

Published by British publisher D.C.Thomson, Starblazer
was home to some of the best British space opera and fantasy
of the 1970s and 80s. Featuring stunning art and stories,
comic creators like Grant Morrison and John Smith, artists
Enrique Alcatena, Mike McMahon, Cam Kennedy, John
Ridgeway, Alan Rogers, Jaime Oritz, Ian Kennedy, Colin
MacNeil and Casanovas Junior helped bring the fantastic
“space fiction adventure in pictures” to life.

Each issue featured a self-contained story, though
characters, empires, gods and creatures often re-appeared
in many adventures, such as Prince Veyne of Anglerre and
the mighty magician-sage Myrdan.

~ Batteries Not Included ;

There’s some stuff you can’t include in a book that
you need to play this game. You'll need: '

1
i
e  Two six-sided dice — ideally one set for each
player, and for the Story Teller. ',}

e A copy of the character sheet on page 379 for
each player, or blank paper instead.

e Dens or pencils

e A bunch of friends - somewhere between two
and eight is ideal

You'll also find useful:

e  Poker chips or glass beads (to use as “Fate
points”).

e A pad of paper to pass notes, draw maps and
pictures as youre playing

®  Snacks, drinks, dinner (if anyone’s feeling
adventurous) — a pile of take-away menus if
not!

_mJ".""'\JH'\-...-F—I-\_\'_._.n R, _h_._,.--.-"\-"-\. oy

DC Thomson is a major Scottish publisher,
producing over 200 million newspapers and magazines
each year. Established in 1905 and famous for their Beano
and Dandy comic books, they still publish Starblazer’s
sister comic, the legendary Commando.

WHAT 1S FATE?

Fate is the award-winning role-playing system driving
Legends of Anglerre’s sci-fi sister, Starblazer Adventures,
the game that inspired it — Spirit of the Century, pulp-style
adventure in the 1920s — and the new Dresden Files role-
playing game. Fate builds great role-playing experiences,
full of laughter, story-telling, and memorable moments.
You can find out more about the designers of the Fate
system, Evil Hat Productions, and join the community of
Fate fans at www.evilhat.com.

To stay in touch with updates, freebies and releases
for Starblazer Adventures and Legends of Anglerre, join
our community at www.starblazeradventures.com.

WHAT'S A ROLE-PLAYING
GAME OR ADVENTURE
GAME?

You've probably heard these terms before — role-playing
has been used in business for years to experiment with
potential business situations. The best-known role-playing
game is probably Dungeons ¢ Dragons; like Legends of
Anglerre, it’s a game that lets you play warriors, thieves,
clerics and wizards exploring a rich fantasy world.

So how does a role-playing game work? A “Story
Teller” or “Game Master” (maybe you!) dreams up the plot
to a story, including bad guys, scenes, places of interest,
and helps the players create fictional characters they’ll
“play” in the story — what they’re like, their motivations,
what they can do (all using some simple guidelines). The
rules in this book are very simple, and provide a framework
for what you can and can’t do as a player.

Players can do anything they can imagine
themselves doing in the same situation, with a few
limitations. The rules exist for when players try something
unusual, or that people only do in the movies — running
through burning buildings, firing arrows, holding a door
against a horde of monsters, dodging a dragon’s maw.

In role-playing games, the most important thing
is the story, always, forever and amen. If someone needs
to check a rule at the height of the story, dont lose the
moment — keep going, make it up. The reason you're
playing this game is to have fun — not to score, not to
win. Use the reference sheets in the back of this book (cut
them out, photocopy them or download them from www.
starblazeradventures.com) — but try not to open the book
for simple stuff in the excitement of play.

We want you to have so much fun playing Legends
of Anglerre that all your friends wonder why you talk
about it with such a gleam in your eye, why you're always
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| the end of the day his or her word is law. If the
Story Teller says a player can do something,
they can; if they say they can’, they can’;
and if they say they can but they've got to roll
| the dice and add a number, or spend a Fate

| point, then that’s what they've got to do. The
# Story Teller should always be open to creative
problem-solving by players, but has the final
say to resolve disputes.

“§ FGENDS OF

| ANGEERRE” AND

1l “STARBLAZER
ADVENTURES"

laughing about what happened, and eventually want to
join in! Its all about having fun with your friends, the
kind of experience you just can't get playing a video game
(which is totally different - totally cool, but different).

Wao Do § Pray WiTH?

So, you bought this book and want to get in on the action?
If you don’t know anyone who likes role-playing games,
here are some things to try:

Check out www.rpg.net — the forum there is a great place
to find players all over the world. There are lists of local
clubs, and people will help you find the right information.
Join the community at www.starblazeradventures.com
— a great place to find other people playing Legends of
Anglerre, and get ideas, tips and answers to your questions.
Try the local games store that sells role-playing, board and
adventure games. They usually have notice boards for local
clubs, and you can post notes saying you want to run or join
a game.

WHAT DO YOU MEAN
BY STORY TELLER?

Legends of Anglerre is a way to tell a story with a group
of friends. To do that you need a Story Teller, also called
Game Master, DM, or GM in other games. The Story
Teller tells the story (with everyone else’s help), devises
the plot, background, setting, plays the roles of enemies
and extras, and makes sure the other players have a great
time. The Story Teller knows the rules — it helps if the
players do, too, but it’s not necessary.

The Fate rules encourage cooperative story-
telling, and the Story Teller’s job is to lead the story, but at

You might be familiar with our sci-fi sister
game Starblazer Adventures — you might already have
a copy, and be coming to Legends of Anglerre from
there. You'll notice the rules of the two games are almost
identical. We say almost, as we've made a few minor
changes appropriate to differentiate a fantasy game from
a science-fiction one. Roughly, these changes are:

o No Mysteries skill - Legends of Anglerre is all about
magic and mysteries, and goes into much more detail
about these things than our sci-fi sister. Instead of a
Mpysteries skill, we've provided a whole raft of skills
representing arcane powers and weird magical abilities.
If youre running a mix-n-match game of starships
and sorcery, you can still use the Mysteries skill from
Starblazer Adventures in a Legends of Anglerre

game - it’s completely compatible.

¢ Different creatures rules - weird monsters play a larger
role in fantasy games than science-fiction, and so we've
expanded the Starblazer Adventures creatures rules
considerably. The rules are still similar, and creatures
from one game can easily cross over into the other.

e New Rules and Refinements - in the ecighteen
months or so since Starblazer Adventures was
written, weve made a few tweaks and fixed some
errors in the original rules, and updated them here.
We've added some new rules, too, including things
like future aspects, group characters, castles and cities,
and mass battles. These rules are fully compatible with
Starblazer Adventures, and you can port them into
your science-fiction games with minimal effort.
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How DO | pLAY THIS?

This chapter outlines the core concepts of the Fate rules and
gives you the basics of how to play Legends of Anglerre.

THE CAST OF LEGENDS
OF ANGLERRE

There’s a bunch of names for what people do in the game,
whether real life players or fictional characters.

Story Teller — helps the group tell a story, devises the plot,
background, setting, plays the roles of extras and enemies,
and is responsible for knowing the rules and ensuring the
players have a great time.

Player Character — also called a “PC”, the fictional
character devised by the player to explore the story.
Players tell the Story Teller what their character does in
the situations they encounter. The character is described
by things like skills and aspects which explain what they
can and cant do and how competent they are.

Extras — called Non-player Characters or NPCs in other
games, theyre peripheral to the storyline, met along the
way and briefly “played” by the Story Teller to enhance the
game. They’re usually described by their best three skills
and any other defining features.

Minions — faceless hordes of orcs, goblins, guards and
other bad guys that hinder the players’ progress through
the story, usually described by one skill rating, such as
“Average (+1) palace guards”.

Companions — close allies and supporters of the player
characters who accompany them on their adventures.

HOW EXPLAIN TO ME, MYRDAN —
WHAT IS THAT HORDE QUTSIDE —

.
W il THROUGH THE BARRIERS BETWIXT THI
PLAMNES, TO BRING THIS EVIL TO EANTH
| ' -

Bow Do 1 PLay Tmis?

They're described more simply than player characters.
Named Characters — other major characters in the story
who have a name (as opposed to “Guard #3”). Maybe
they’re the PCs’ boss, a major ally or enemy, an arch-
nemesis, evil sorceress or insane demon lord. They're
described just like player characters.

CHARACTERS: THE
BASICS

Legends of Anglerre characters comprise a number of
elements describing who they are, what they can do, and
why they’re special. You can create them through a series
of phases (page 15), or jump right in (page 14). Record
these elements on your character sheet to define what
your character can and can’t do during the game. Here’s a
sample player character, Captain Brandon.

Player: This is you - the person playing this game.
Character Name: The name for your fictional character.
It can be a normal name like Brandon Carter, something
evoking mystery like Brandon of the Lost Ones, or
something dangerous like Brandon Deathdealer.
Background: Where you were brought up and what kind
of life you led - and if there was a twist of fate that changed
your life. You can also write down any other character
information, such as how you know the other player
characters, and what legends you've experienced together.
You can use the Random Lifepath Generator (page 23) to
help fill in details.

Occupation: Which occupation (if any) your character
follows.

- - .|- -

KIDMAPPED BY THE LORDS OF MISRULE,
MAJESTY. THE MONARCHS OF THE |
CHAOS WORLDS HAVE BROKEN -

BUT HOW, | CANNOT SAY )] -)




Equipment:
Anglerre

possess useful things like horses,

Legends

characters

of

usually

L Y

swords, armour, magic items,
mysterious maps and strange
trinkets. Note them down here
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available (Minor, Major, Severe, Extreme).

RULES SUMMARY

This section gives a quick overview of the Legends of
Anglerre rules; for more detail, have a look at Chapter
Seven: Aspects and Chapter Twelve: How to do Things.

THE LADDER

Most things in Legends of Anglerre are described using
the ladder, below. It uses adjectives to describe the quality
of things like character, monster or empire skills, galley
equipment, how much things cost, or the difficulty of
accomplishing a task.

For example, someone might be a Good (+3) elementalist,
or Average (+1) at Academics. There could be a Great
(+4) ballista on a galley, or a horse could have Superb (+5)
Athletics. A sword might have a cost of Good (+3), or the
strange power of a giant ancient dragon might be Legendary
(+8). The Knights of Anglerre might have Fair (+2) Resources

(Ships) as an organization skill, or it might be a Superb (+5)
task to break into a treasure chest.

We normally use the adjective-and-number
format, as in “Good (+3)”, but it’s up to you. We find its
easier to grasp names like “Good” or “Superb” than just

numbers.
+8: Legendary
+7: Epic
+6: Fantastic
+5: Superb
+4: Great
+3: Good
+2: Fair
+1: Average
0: Mediocre
-1: Poor
-2: Terrible
-3 Abysmal
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Average (+1) represents the ability of someone
who does something regularly, maybe professionally, but
not exceptionally. Most people are Average (+1) at the
things they do for a living (like Weapons for a warrior),
and Mediocre (+0) at most other things. It’s only when
they’re driven to excel that people surpass those limits.

Legends of Anglerre heroes are exceptional
individuals who push the boundaries of what “normal”
people can do, and can be Great (+4), Superb (+5), or even
(eventually) higher at their central passions.

ROLLING THE DICE, SHIFTS, AND

EFFORT

When rolling dice in Legends of Anglerre, take two
different coloured six-sided dice, and decide which one
will be the “minus” die before you roll. Roll both dice,
and subtract the minus die from the other die, and add the
result to your skill level.

Your total is compared with another number (a
difficulty, or a total rolled by an opponent) to determine
success, and is referred to as your effort.

For example, if your skill is Fair (+2) and you roll +3 on the
dice, your effort is 5.

If your effort is higher than the number required,
you get shifts equal to the difference between your roll
and the number. You can spend shifts on special effects
enhancing your action, making it faster, better, hurting the
target more, discovering more about something, and so on.

For example, if your effort is 5 and the difficulty is Good (+3),
then youve succeeded with 2 shifts.

SKILLS

Skills represent things characters are trained to do or
have experience in. For constructs like sailing ships and
castles, skills indicate equipment installed; for monsters
how intelligent or strong they are; for organizations like
empires and kingdoms, skills indicate resources, the power
of their navy or diplomatic or secret services.

. Rolling a six-sided die minus another six- 4
& sided die gives you a number from -5 to +5,

or close to zero. Since doing things involves
adding the dice roll to your skill level, ]
usually you'll be as good as your skill, but
occasionally you'll do a lot better, or worse.

j including zero. On average you'll get zero, {
%

larmeo

Skills are described using the adjectives and
numbers from the ladder. For example, you could have
Great (+4) Weapons or Fair (+2) Survival. Character,
construct, and organization “character” sheets have a
pyramid of boxes where you fill in your chosen skills.
Depending on the skill level, you get greater or smaller

. 7.3 bonuses to dice rolls. You cant take every skill at the

highest level, but have to adhere to the following rule: to
have a skill at a certain level, you must have at least the
same number of skills on the next level down, plus one
more.

For example, if you have one skill on the Good (+3) level, you
need to have at least two skills at the Fair (+2) level, and three
skills at the Average (+1) level.

We call this the skill pyramid: the skills form a
pyramid shape, and help balance the game. See Chapter
Eight: Skills and Stunts and Chapter Twelve: How To
Do Things for more on skills.

1 Great, 2 Good, 3 Fair, O
4 Average (e]@)
000
0000
2 Good, 4 Fair, 6 (e]e]
Average 000
O00000
1 Good, 5 Fair, 7 O
Average 00000
O000000O

STUNTS

Stunts are related to skills, describing ways to get
temporary bonuses during play — maybe a dice roll bonus,
the ability to do something automatically, permission to
do something others can’t, and so on.

If this is one of those situations, you can use the
stunt’s bonus, usually an effect, or a +1 or +2 to a specific
task. Generally you only get +2 bonuses in more limited
situations. Powerful stunts often require the character to
spend a Fate point.

ASPECTS

Aspects can range from a description like “Lucky Dog” to
“Favoured by the Nature Goddess”, and include occupation
descriptions which “unlock” special stunts. Aspects can be
invoked to briefly affect your situation and help you, or
compelled to hinder you. The cool thing is, you earn a
Fate point whenever one of your aspects is compelled.

For example: Captain Brandon is fleeing from the undead
legionnaires of the Sorcerer Braxis. The Story Teller says, “Hey,
Brandon, you know you have that aspect “Clumsy oaf”? Well,
1 figure you looked back to see if they were still chasing you,
and tripped over in the darkness”. He slides a Fate point to
Brandons player: the undead might catch Brandon now,
but his player has a Fate point he can use for a bonus later.
Remember, this is about storytelling, not winning: the fun is in
letting Brandon succumb to “fate” and seeing what happens.
No one’s out to kill your character in these rules: its about
enjoying the challenge of the situations you end up in.

During play, if you think one of your aspects is
relevant to what you're doing (and the Story Teller agrees),
you can invoke the aspect. This costs 1 Fate point, and
you can't use the same aspect again in the same roll or
action.



Invoking an aspect gives you a +2 to your roll,
or you can re-roll the dice. If you rolled badly, maybe you
want the re-roll, but if you'll succeed by adding +2 then
that’s the obvious choice.

You can tag someone else’s aspect, too, such as
“Clumsy Oaf” or “Easily Embarrassed”, or even an aspect
belonging to a location, like “Dark Cavern”. This generates
a +2 bonus for you or another character (you decide who).
This can be useful for targeting large or hard-to-damage
enemies, as players can cooperate to give bonuses to one
player, who then delivers the killing blow.

Sometimes scenes have hidden aspects characters
don’t know about. If a player guesses a hidden aspect (or
gets pretty close), the Story Teller can let him tag it for
a Fate point, after which it’s available to other characters
normally.

A character creating an aspect through a
manoeuvre or a consequence gets a free tag on that aspect
— but it must be used immediately, in the same scene.

You can also tag a scene or location aspect to use
one of your skills instead of another.

For example, Captain Brandon has the “Dashing Caprain
of the Guard” aspect, and is trying to convince the baron ro
let him command the troop riding out. Lets say theyre at a
meeting of the Knights of Anglerre, and the scene has a “Fear
and Trepidation” aspect due to the approaching evil hordes.
Brandon’s Rapport skill is low but his Intimidation is high,
so he argues he can tag the scene aspect to use his higher
Intimidation skill to convince the baron he needs Brandon
out there leading the Knights. For the rest of the scene he uses
Intimidation instead of Rapport with the baron, bur after the
scene goes back to using Rapport.

FATE POINTS

Each player has a number of Fate points, and can earn
more by playing their character authentically (as the
character would act), even in some cases making mistakes.

Normally, a character starts every session with 10
Fate points, minus the number of stunts they have: this is
called the refresh total. If they currently have less, they
regain just enough Fate points to bring them up to their
refresh: if they currently have more than their refresh, they
keep the current total.

So, didn’t do well on the dice roll? Affer you've
rolled the dice, you can spend one Fate point to do one of
several things:

e add +1 to the total of any dice roll;

e  power a particular stunt if it requires a Fate point to
use;

e make a minor narrative declaration. The Story Teller
has veto power, but should strongly consider any
declaration justified by your aspects;

e invoke an appropriate aspect, adding +2 to the dice

roll OR re-rolling the dice;

® tag an aspect belonging to the scene or another
character.

|
i)

o
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Having negative aspects is a great way of earning
Fate points, as they can get a character in trouble and make
the story more interesting. The Story Teller pays a Fate point
to a player to compel their character’s negative aspect.

A player can buy their character out of a compel
if they dont want their negative aspect to surface just now.
This means paying the Story Teller a Fate point instead
of receiving one. The Story Teller could then escalate the
payment to two Fate points, and the player must pay two
Fate points to buy out of it, or take the greater reward and
let their character succumb to events. This can escalate to a
maximum of three Fate points.

Making a Declaration or Invoking for
Effect

A declaration is a player’s opportunity to directly affect
the story without taking action. For example, if you're
repairing your war galley’s ballista before the pirates find
you, and need a particular tool, you can pay a Fate point to
declare it would be standard practice to have one on board.

Alternatively, when the pirates find you, you
could make a declaration that “wait, that’s Captain Seaford,
I served with him once - he always sails past once shouting
taunts before attacking”.

Making a declaration with a Fate point gives
you momentary control of the story to add or describe
something useful to you. Its always at Story Teller’s
discretion, and should never be too powerful: in the above
example you couldnt say, “wait, that’s Captain Seaford,
he’s a friend of mine - he'll help us!”

STRESS - PHYSICAL AND
COMPOSURE

Physical stress is taken when you're getting shot at by
crossbows, hit by a sword, covered in acidic monster
blood, breathing poisonous gas, falling off moving horses
or stepped on by giants.

Composure stress is taken when you're insulted,
traumatized, embarrassed, or scared right out of your little
dragon pants (come on admit it!). Basically we're talking
more than a few harsh words: this is scary hurtful stuff, but
doesn’t actually harm you physically.

Stress measures how hurt you are. When you take
a total of 5 Physical or Composure stress (some stunts let
you take more), youre out of the picture - what we call
taken out. What that means is up to the Story Teller, but
it could be dead, mindless, scared to death, unconscious
and captured, having sorcerers doing unspeakable things
to you — whatever it is, it’s bad.

However, stress clears or heals at the end of a
scene, unless the next scene follows straight on (for example
in an ongoing conflict). It’s only when you take too much
stress that you have to take longer-lasting consequences
(see below) to avoid being taken out.
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CONSEQUENCES

Consequences can be taken to absorb stress. They include
Minor (absorbs 2 stress), Major (absorbs 4 stress), Severe
(absorbs 6 stress) and Extreme consequences (absorbs
8 stress), representing anything from a sprained ankle
or being emotionally shaken to a terrible chest wound
or mental trauma. Characters can only take three
consequences, and only one of each type. See page 161 for
more on consequences and healing.

Some characters can't take consequences — they’re
usually minions, extras and possibly companions. They
may also take less stress than player characters, anything
from 1 stress for a basic guard up to 5 stress for notable
henchmen.

PLAYING THE GAME

This section summarises how character attributes are used,
and how to run the game.

ASPECTS

Aspects belonging to a character, troop of knights, empire
or monster are used in a positive way (called an invocation)
or a negative one (called a compel). You can also use
aspects belonging to other people, objects, or scenes: this
is called a tag.

Invocation

Pay a Fate point and add +2 to your effort, or re-roll the dice
After making a skill roll, a player may try and convince
the Story Teller that one of his aspects applies to the
circumstances of the roll. If the Story Teller agrees, the
player may spend a Fate point and either add +2 to the
current effort or re-roll the dice. You cant invoke an aspect
more than once on a single dice roll, although you can
invoke multiple different aspects, as long as you pay the
Fate points.

Compel
Guain Fate points

If the Story Teller decides an aspect limits a character’s
available choices in a situation (or the player convinces
the Story Teller of the same), the character must react in a
way appropriate to the aspect. This gains the player a Fate
point. The player may decide to refuse this limitation on
his actions, but must pay a Fate point to do so.

Tag
As Invocation

If someone knows another character, object, or scene has a
particular aspect, they can invoke it as if it was their own,
paying a Fate point, describing how the aspect applies to
their action, and getting a bonus or re-roll. A character
who creates an aspect on a scene, character or object, such
as “Slippery Floor” by pushing over a barrel of oil, gets the
first tag of that aspect for free.

DOING THINGS

When a character, creature, ship, castle or kingdom tries to do
something and no one tries to stop them, it's an unopposed
task. When someone tries to stop them, its a conflict.

Doing Something Unopposed

When a character tries to do something, add their most
appropriate skill level (i.e. an Average skill is +1, Fair is +2)
to the dice roll. The result must beat a difficulty number
to succeed.

Difficulties are measured on the same ladder as
everything else. So, it might be Mediocre (+0) difficulty
to manoeuvre a galley in calm waters, but Good (+3)
difficulty to repair it after serious damage.

It's pretty easy to work out difficulties. For
everyday tasks like riding a horse down a street, don’t even
roll: let the task succeed! For tasks requiring some skill, but
which aren’t difficult, give itan Average (+1) difficulty (that
could be an everyday task done under pressure, too). That
means the player needs a result of +1 from their skill level
and dice roll added together. For more difficult tasks, start
with Average (+1), then add +1 for every extra problem the
character faces, ie if they need to do it quickly, are being
shot at, they’re moving a heavy object, or jumping a long
distance.

For example: Captain Brandon is following a hooded stranger
on horseback. Riding a horse and pursuing a stranger is pretty
standard for Brandon, and an Average (+1) difficulty Survival
skill roll. If its more complex, like weaving through trees and
chasing the suspect, it should be Fair (+2) difficulty. If its really
complex, like swerving through a crowded street, pursuing the

suspect, whilst being shot at by crosshows from the roofs, its
Great (+4) difficulty. Heres how that was worked out:

o Brandon riding a horse (Mediocre +0); pursuing the
stranger (+1). Toral: Average (+1) difficulty.

o  Brandon riding a horse (Mediocre +0); pursuing the
stranger (+1); through dense trees (+1). Total: Fair (+2)

difficulty.

o Brandon riding a horse (Mediocre +0); pursuing the
stranger (+1); through busy crowds (+1); which are
oncoming (+1); while being shot ar (+1). Total: Great
(+4) difficulty.

The story’s more important than working out the
numbers: if youre not sure, pick a number between 1 and
5 depending on how difficult you want the task to be. See
page 177 for more on setting difficulties.

Shifts determine whether a character’s efforts
have any extra effect, such as completing the task more
quickly or accurately, causing more damage, or doing
something cool.

For example, Brandon’s deciphering an odd map in the
Bandit Kings outpost. His Academics skill is Mediocre (+0);
its Fair (+2) difficulty because he needs to do it before any
guards return (+1), and the map uses a language he doesn’t
know (+1). Lets say he gets a total of +4 (0 from his skill
and +4 from the roll). This gives him 2 shifis: the Story



Teller suggests that by reading the map Brandon has found
not only the location of the Bandit King’s castle, but clues as
to their next move.

CONFLICTS

Any time two or more characters are opposed in a way
that can’t be quickly or cleanly resolved, use this system to
determine what happens.

RUNNING CONFLICTS

Frame the Scene

The Story Teller describes any scene aspects the players
would know about (but not any hidden aspects), and
where everyone is located in an abstract measurement
called zones. Zones determine how movement is handled
— you can spend a shift from any roll to move one zone
and perform your action. Moving more than one zone
takes up your action for the exchange, and requires its
own skill roll.

Establish Initiative

Your group can decide whether the order characters act in
an exchange is based on their skills, or whether a different
character acts first each exchange, moving one step round
the table each time. When it’s your turn to act, you:

Take Action
Describe what your character is doing and, if necessary,
make a skill check, either a simple unopposed action or a
contest. In a contest, whoever defends against your action
or opposes your effort makes a corresponding skill check.

If you win the contest or succeed at the simple
action, you spend the shifts generated to resolve your action.
If you lose the contest, your action fails; if you lose by three
or more, the defender gets spin, and can add or subtract 1 or
more points from the next immediate dice roll, provided he
can narrate his character’s influence (see page 167).

If you choose not to act on your turn, you make
all your defence rolls at +2. You may also supplement an

HALT! YOU MUST NOT [
DEFILE THIS CHAMBER.

action with a simple action (like moving and attacking,
opening a door, drawing a weapon and attacking) by
taking a -1 penalty to your roll, effectively spending a shift
in advance. Such supplementary actions shouldn’t be
anything that would normally require a separate roll.

Resolve Action

You can spend shifts in several ways:

In a direct attack, you inflict stress on your
target equivalent to the number of shifts, plus any bonus
damage from weapons. The target ticks off that number
of points on his stress track, and checks to see if he’s been
taken out (if his stress track is reduced to zero). If he has
any consequences left, he can take a consequence instead
of stress: a consequence is an aspect representing lasting
effects from the conflict (until healed), and can be tagged.
A Minor consequence absorbs 2 stress, a Major 4 stress,
a Severe 6 stress and an Extreme consequence absorbs 8
stress. If the character can’t take any more consequences
and is reduced to zero stress, they’re taken out. This means
the character is dying, and something must be done if
they want to survive. Some players like the danger of their
character dying; others don’t want to see their hard work
go to waste. So think about this: if you let a character be
taken out without simply being killed, how can they be
utterly defeated in a significant and memorable way? Have
they been captured, lost an arm, had their father’s magical
sword taken, suffered horrific scars affecting their Rapport,
woken up next to a dead loved one and set up as their
murderer? Story Tellers should impose a cost on characters
coming back, seemingly from death.

For example: Captain Brandon is hated by Jeddas Therrow,
an evil knight whos been secretly helping the Bandit King.
Jeddas sees Brandon as a threat to the Bandit Kings plans to
betray the Knights of Anglerre at a coming battle. Brandon’s
picked up on Jeddas strange activities, so Jeddas tries to
intimidate him. Jeddas Intimidate Skill is Good (+3), and
Brandon’s Resolve is Fair (+2). Jeddas rolls a 0, a total effort of
+3 (0 roll plus +3 skill), while Brandon’s player smirks as his
dice come up +4 for a total effort of +6 (+4 roll plus +2 skill).
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Brandon’s obviously not scared by Jeddas, and on his next roll
has a +1 spin bonus against him. Lets say he uses the bonus
in his own Intimidation attack, scoring +8 against Jeddas
defence of +2. This inflicts 6 stress on Jeddas, who either
takes a Minor consequence “Wary of Brandon” to reduce the
Composure stress by 2 and ticks off 4 Composure stress boxes,
or a Major consequence “Scared of Brandon” and ticks off 2
Composure stress.

Brandon generated spin because he beat Jeddas by a
multiple of +3 over Jeddas’ total, meaning Brandon could add
+1 per spin point to his next roll, or deduct -1 from Jeddas
next roll. He has to narrate this, so says Brandon’s demand
to know what Jeddas is really up to shocks Jeddas onto the
defensive.
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Overflow

A character who inflicts more damage than the
target can absorb can use the extra shifts as a
bonus in a supplemental action (which cant be
an attack or offensive manoeuvre). For example,
Brandon takes out a 5-stress guard with 6 shifts,
and uses the 1 overflow to move one zone away.
Manoeuvres

If it’s not a direct attack, you resolve your action
as a manoeuvre. If youre trying to prevent
something happening, thats called a block: your
shifts become the difficulty for anyone trying to
do whatever you're trying to block. Blocks must
be fairly specific.

Manoeuvres cover actions like moving,
defending yourself, blocking something from
happening, or trying to affect or change the
environment (possibly creating an aspect).

On a move action you move one zone
per shift. Other miscellaneous actions are resolved
the same as you would outside of combat.

If youre trying to inflict a condition
on an opponent or scene which isn’t directly
damaging (like blinding or confusing them), you
spend all your shifts to place a temporary aspect
on your target. The first tag on a temporary

aspect placed this way is free.

For example: pulling a cord to trip up pursuing
guards could place a temporary aspect “Stumbling”
on them, which you could give to a character
waiting in ambush for a free tag, giving him a +2
attack bonus.

Begin a New Exchange

After everyone has acted, begin the process again,
continuing until all opposing parties are taken out or have
conceded (chosen to lose on their own terms).

S0
Thats basically it. It’s pretty simple once you grasp using
the dice and the ladder, invoking and tagging aspects and

using Fate points. As a Story Teller you're not out to beat
the players, you're working together to have a brilliant time
telling an amazing story. Don’t worry if you get difficulties
wrong, choose the wrong skills, or forget to use spin, Fate
points, overflow or stunts. Its just a story, and the most
important thing is whether you all had fun exploring it
together. You'll pick up the important stuff as you play!

Go ahead and read the rest of the chapters when youre
ready — these detail playing the game, covering skills, aspects,
stunts, creating castles and sailing ships, playing kingdoms and
empires, fighting giant monsters, and much more.

CREATING CHARACTERS ON THE FLY

If you want to get playing right away, you can create
characters quickly, without all the preparation. Simply
pick a name, and if you want write down a good and a
bad aspect. Seriously, thats it. Don’t worry: you can add
more aspects, skills, and stunts as you go. Each player gets
5 Physical and 5 Composure stress, and can take up to
three consequences from Minor, Major, Severe or Extreme.

Usually youd start with 10 Fate points, minus
the number of stunts you have: for this first session, start
with 1 Fate Point for each aspect the players come up with
for their character. Every time a player thinks of another
cool aspect or stunt to add to their character, give them
another Fate point to a maximum of 5.

Now to skills (see page 61 for full descriptions).
This is the easy bit. Say the characters all jump aboard a
galley but no one’s got the Pilot skill. Someone fancy it?
No problem: add it to their skill pyramid at whatever skill
level they like, or simply roll it at Mediocre +0.

1 Great, 2 Good, 3 Fair, O
4 Average (0]@)
000
0000

Come up with a cool aspect? Great! Write it
down. Read about a great stunt (page 61) in the rulebook?
Great - just add it.

This way you build characters as you play,
without spending too much time dreaming them up. It’s
good for people new to this kind of game, or who dont
yet understand what aspects or stunts do, or what skills are
good for their characters.

Players starting like this can add up to 20 points
of skills to their skill pyramid: each skill level above
Mediocre (+0) costs 1 point, and you must always have
one more skill at each lower level than the level above. For
aspects and stunts, don’t select more than half as many
aspects as the character has skills and not more than half as
many stunts as they have aspects.



CrARACTER CREATION

CHARACTER (CREATION

If you want to spend some time creating a more rounded
character with your friends, then follow this process. If
youd like to create a character on your own, see page 23.

CHARACTER CREATION STEPS

1. Think about your character concept (see some
character ideas on page 24).

2. Make up a cool Legends of Anglerre name for
your character.

3. Go through the phases (see below) in order,
picking two aspects each phase.

4. Assign your skills.

5. Select stunts for your character.

CREATING THE CHARACTER

Character creation takes place over three to five phases;
there’s also a simpler “on-the-fly” version (page 14) if
you want to dive right in. Each phase outlines events in
a character’s life: the first sets up their general background
and training; the last three or four detail the character’s
adventures — his legends.

Character creation is a group activity, ideally with
at least three players (remember, the more players for a
character creation session, the better!) and a Story Teller. The
process includes ways to create ties and history between
the characters and the setting. Character creation can often
take a full session of play, and is a good opportunity to
lay the setting’s foundations and give everyone a common
understanding of each others’ characters.

During character creation, players should talk
out loud about their characters, make suggestions to
each other, discuss how their characters work together,
talk about relationships and interactions, and otherwise
establish some of the campaign background.

PREPARATION

Before the first phase, think about your character concept.
Your character could be modelled after a hero from the
Starblazer fantasy comics, or other fantasy comics, books,
or films, or could be based around something you want to
be able to do, like fly a dragon, wield a magic sword, or cast

spells. Legends of Anglerre heroes can usually be described
briefly, so think of a concept you can express simply. If you
can express it with an exclamation mark at the end, all the
better!

Think also about your character’s upbringing and
early development:

e What were his family circumstances like? Rich?
Poor? Scholarly? Isolated? Pious? Political? Unusual?
Dangerous? Constantly under attack? We've provided
some fun ways to generate random ideas on page 24.

e How big is the family? How well does your character
get along with them?

e Where is the character from? What region? You could
use the random generators in Chapter Twenty-Two:
Other Worlds, Others Realities, or pick a place in
either the Anglerre Swords and Sorcery setting in
Chapter Twenty-Four or the Hither Kingdoms High
Fantasy setting in Chapter Twenty-Five.

e  How was the character educated?

e What were your character’s friends like? Did he get
into much trouble?

NAMES

Legends of Anglerre names are fantasy names, and often
have a particular cadence. The most common involve a
title and a short first name (such as Prince Veyne or King
Snorri), a short first name and an epithet (such as Myrdan
the Mage or Demarak Oathbreaker), or a first name and
a last name (such as Myki Saladoth or Xavius Caladon).
Fantasy names are simple, euphonious, and resonant
with the character’s personality: heroes often have short,
heroic names like Shakash the Slayer; villains have nasty-
sounding, often meaningful names, like Lord Craven.

More conventional names are fine, too, but are
often more appropriate if your character also has an alias
(such as Brandon Carter, Captain of the Guard) or is
intentionally cultivating an image!

STARTING POINTS

Character capability and competence is roughly gauged
by their highest (or “peak”) skill; thus, a character with
his highest skill at Superb (+5) is referred to as a “Superb
character”. There are as many different levels of character
as there are levels of skill; here we're focussing on just three:

Good, Great, and Superb.
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Creating Characters on the Fly

If you just want to get playing right away, then see
“Creating Characters on the Fly” on page 14. This is perfect
if you don't really know what skills, stunts or aspects are
important yet, letting you add them as you discover the
game rules.

“  More Powerful Characters and

| 4

. Different Styles of Play ;

3 Legends of Anglerre, like many fantasy role-

+  playing games, focuses initially on “heroic” .'.!1
games, where characters are larger than life

4 figures defeating evil villains, saving hapless

,_-:3' heroines, and slaying monsters. This chapter g

. creates characters who fit into those kinds of '::
games perfectly. a

P

It’s not the only way to play, however.
Some on hugely different
2 themes, from saving the world, to destroying

games focus

-

% evil artfacts; from discovering youTe the
reincarnation of a god, to taking on the gods
themselves! Legends of Anglerre can happily
play in those styles, too, though there are a few
differences of emphasis and different ways to
i treat your characters. All this and more is dealt

L

1

with in Chapter Eighteen: Epic and Mythic
Gaming, below.
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Good Characters
Good characters are relatively inexperienced, “starting”
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characters. If you want your game to begin at the start of a
character’s career, start here.

As a Good character youve gone through three
“phases” and have 6 aspects, and can now pick 3 stunts and 15
skill points worth of skills — for example 6 Average (+1) skills,
3 Fair (+2), and 1 Good (+3). Good characters give your game
a gritty, down-to-earth feel, perfect for perilous adventures
with ordinary folk swept up in excitement and danger!

An example of a Good character is Laramus the
Housebreaker.

Great Characters
Great characters are reasonably experienced professionals.
They may be mercenaries, journeyman mages, ranking
priests or solid and respected guild members. Pick a Great
character if you want someone who’s no longer wet behind
the ears and more than capable of holding their own.
You've gone through four phases and have 8 aspects and 4
stunts. You can now pick twenty points of skills, such as 4
Average (+1), 3 Fair (+2), 2 Good (+3), and 1 Great (+4).
Good characters are a compromise between having enough
experience to make it interesting, and retaining plenty of
scope for character development.

An example of a Great character is Faralon the

Ranger.

Laramus the Housebreaker Good PC
Physical Stress: [
Composure Stress: OO0000o0c

Fate points: 7 Scale: Small (2)

Consequences: 3
Skills
Good (+3) Resolve
Fair (+2) Burglary
Stealth

Sleight of Hand

Endurance

Average (+1) Melee Weapons

Athletics Deceit

Alertness Survival

Aspects

Finders Keepers!

The sword is MINE!
Light-fingered

Help me Alwain!

I didn’t touch nothing!
What would the King say?

Stunts

+ Trap Sense: Use Burglary instead of Alertness or
Investigation against traps.

+ Pickpocket: Pay a Fate point to make a Sleight
of Hand attempt as a free action.

+ Lightfoot: +2 to circumvent weight-based traps,
and +2 difficulty to trace your steps.

Equipment

Mysterious and maybe magical long sword (+3
damage bonus)

Superb Characters
Superb characters are highly competent, real heroes, the
movers and shakers of a campaign. If you want to play a
game of kings, warlords, high priests, and mighty sorcerers,
choose Superb characters.

A party of Superb characters is often more than
a match for many of the threats plaguing other fantasy
characters, and such characters instead aim for more epic
- or even mythic - achievements, such as exploring other
planes of existence, forging kingdoms, or changing the
world. You've gone through five phases and have 10 aspects
and 5 stunts. You can now pick thirty-five points of skills,
such as 5 Average (+1), 4 Fair (+2), 3 Good (+3), 2 Great
(+4) and 1 Superb (+5). Superb characters really hit the
ground running!

An example of a Superb character is the wizard
Astraade.
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Faralon the Ranger
Physical Stress:
Composure Stress:

Fate points: 6

oooood
o o
Scale: Small (2)

Consequences: 3
Armour Cons: 1 Minor

Skills

Great (+4) Ranged Weapons
Good (+3) Alertness Survival
Fair (+2) Stealth Athletics
Melee Weapons
Average (+1) Rapport Leadership
Endurance Empathy

Aspects

We protect the forests of the realm against the
Dark Lord!

Loyal to my fellow rangers

I hate the servants of the Enemy

I owe the elves my allegiance

Kaimonos will advise me

My love for the Queen is strong and true
El-Esmadiel is in my heart

The weakness of men runs in my veins!

Stunts

+ Due North: Always finds North, +2 Survival
bonus to navigate, with no difficulty penalties.

+ Tracker: Roll Survival instead of Investigation
when studying tracks.

+ Trackless Step: -2 to attempts to track you,
taking 1 step longer. For a Fate point, this applies ro
your fellow travellers too.

+ Defensive Archery: Used Ranged Weapons to
defend against ranged physical attacks.

Equipment

Long bow (+2 damage, range 3)
Leather armour (1 Minor consequence)

Great PC il The Wizard Astraade Superb PC

Physical Stress: I o
OoOooon

Scale: Small (2)

Composure Stress:
Fate points: 5

Consequences: 3
Skills
Superb (+5) Warding

Great (+4) Telekinesis Glamour

Good (+3) Academics Transmutation
Resources

Fair (+2) Life Alertness
Resolve Artificer
Average (+1) Rapport Melee Weapons

Athletics Empathy
Intimidation

Aspects

Renegade from the Emerald Tower
I was taught by Zastramor himself!
Magic is the breath of the universe
Obsessively focussed
I spend all my money on magic. If I have any left,
I spend it on food and clothing.
Only... connect
There is a fundamental order to the world
The Dark Lord took Malielle from me!
Mpysterious beginnings
Penetrating voice

Stunts

+ Seeming: Create temporary reality
+ Strike with Fear and Wonder: For a Fate point
cause automatic Composure consequence on success
+ Destroy Undead: +2 Life bonus when attacking
undead
+ Great Casting: Affect 1 additional point of scale
per spin
4 Circle of Protection: +1 to block attacks or
cause knockbacks

Equipment
Quarterstaff (+2 damage: Rapid, Long Weapon)




PHASE ONE: EARLY DAYS

Phase One is the character’s time on the farm, in the army,
at sea, maybe as an apprentice or street urchin living on
his wits. It’s when characters begin realizing their true
potential.

Some questions to consider during this period:

e What did your character do? For whom? Where? In
what capacity?

e What was the highligh? Did anything dangerous
happen? Did you meet any of the other characters
there?

e  What happened to your family? Your patron? Your
best friend who you grew up with?

Player Rules

1. Write down a brief summary of the events of the
phase. Include the name and fate of your family,
patron or best friend.

2. Write down two aspects that are in some way tied
into the events of the phase. You may want to choose
an occupation aspect (see page 35), unlocking
particular stunts and resources.

PHASE TWO: LEGEND

Phase Two is the character’s first legend, the first major
adventure starring him or her! Each player should come up
with a title for the legend starring his character, in a comic-
book style. The general pattern is:

“Character Name (versus / in / and) Adventurous
Thing!”

For example, “Drax Sunslayer and the Tomb of
Night!” or “Brandon Carter in... The Legion of the Lost”
are ideal.

Each player then thinks up a story to match the
title. It doesn’t have to be hugely detailed — no more than
the synopsis on the back of a DVD or novel.

Player Rules

1. Write down the title and synopsis (a couple sentences
at most) of your character’s legend. Don’t pin down all
the details yet (you'll see why below).

2. Write down two aspects relating to the legend (or you
can wait to see how the next couple of phases play out,
and then choose all your aspects at the end). See page
55 for some suggestions.

PHASE THREE: GUEST STAR

At the beginning of this phase, the Story Teller writes
down the titles of all the legends on separate sheets of
paper, shuffles the stack, and hands them out. If a player

gets his own legend, he should trade with the person to his
right until everyone has a title that isn't theirs. The legend
a player is holding is one his character had a supporting
role in. For each legend, the involved players — the player
whose legend it is, and the player who's just received it on
his piece of paper — should discuss the story, and add one
or two sentences to the legend to reflect the supporting
character’s role.

Player Rules

1. Add a sentence or two to the description of the legend
you're co-starring in.

2. Write down two aspects relating to the legend (as
before, you can delay doing this).

3. Ifyoure creating a Good character, stop here.

PHASE FOUR AND ABOVE: GUEST
STAR (OR LEGEND)

Phase Four and any subsequent phases are identical to
Phase Three, with the caveat that no character can co-star
in the same legend twice. Optionally you may also create
a new legend.

Player Rules

1. Add a sentence or two to the description of the
legend you're co-starring in.

2. Write down two aspects relating to the legend.

3. Ifyoure creating a Great character, stop here, or do a
Phase Five to get a Superb character.

ADDING CHARACTERS LATER

Players who join after the initial character creation session
should ask for volunteers to be in their legends (volunteers
don’t get additional aspects). They should also pick two
legends to co-star in.

SKILLS

Once all players have mapped out their phases and chosen
their aspects, it’s time to pick skills. Each player selects skills
as suggested below: any skill the character doesn’t explicitly
take defaults to Mediocre (+0). Because of the “shape” of
this set of skills, it’s often referred to as the character’s skill
pyramid. For a quick view of available skills, see the list
on page 62.

Skill Rating
Mediocre

Average

Fair

0
1
2
3 Good
4
5

Great
Superb
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Here are some example pyramids using the Good
character skill point starting value of 20. Remember, each
level must have at least one more skill than the level above.

1 Great, 2 Good, 3 Fair, O
4 Average OO
000
0000
2 Good, 4 Fair, 6 OO
Average 0000
O00000
1 Good, 5 Fair, 7 ©
Average 00000
0000000

STUNTS

Each player selects the appropriate number of stunts for
his character. These are likely to be associated with the
character’s highest-ranked skills, but dont have to be.
They may also be stunts unlocked by choosing occupation
aspects (see page 35). Sometimes you can even take a stunt
tied to a skill you only have at default, if the Story Teller
agrees.

For more on stunts and how they affect the game,

see Chapter Eight: Skills and Stunts.

STARTING EQUIPMENT

Once you've picked your aspects and stunts, write down
up to one piece of relevant equipment for each. You can
pick these from Chapter Six: Equipment. For example,
a character with the “Dashing Knight of Anglerre” aspect
would probably have his chain armour, long sword, and
maybe even a horse, while another with the Lock Master
stunt could have a set of thieves’ lockpicks and tools. It’s
something that person would normally carry around with
them all the time.

The idea is to choose things to hang your story
on. Equipment doesn't always give a bonus; it might just
trigger an idea. “Ah! I'm going to spend a Fate point and say
that if I jam the door with my grappling hook the goblins
won't be able to get through after us!” See page 46 for more
on selecting equipment during character creation.

THE LAST BIT: STRESS AND FATE
POINTS

Characters can take up to 5 Physical stress and 5 Composure
stress, and maybe more due to certain stunts. You start the
game (and each subsequent session) with a number of Fate
points equal to ten, minus the number of stunts you have.

ADVICE ON CHARACTER
CREATION

(NOTIVATION

It’s important to work out why your character does what
he does. Legends of Anglerre characters are exceptional,
and could easily find success in less exciting fields than
“adventuring”. Its up to you to figure out why your
character keeps getting involved in wild and perilous
adventures! Is it work, a sense of duty, for revenge, to see
new things, for love? Together with your legends, this gives
the Story Teller clues as to what youd like to see in the
game.

CHOOSING ASPECTS

Aspects can be both useful and dangerous, but should
never be boring. Whenever you choose an aspect, stop and
think about how you imagine using it, and the trouble it
might get you into. The best aspects suggest answers to
both these questions; an aspect that answers neither is
likely to be dull and not much use.

One of the best ways to determine you and the
Story Teller are on the same page about your aspects is to
discuss three situations where you feel the aspect would be
a help or hindrance, so you both have a clear idea of what
it might be used for.

OCCUPATION ASPECTS

These are special aspects that “unlock” (ie allow you to
select) special stunts. You should add your own description
to an occupation aspect: we've provided examples, but feel
free to develop your own. See Chapter Five: Occupations
and Character Types for more.

POWERFUL ASPECTS

At first glance, the most powerful aspects seem to be things
that are broadly useful with no real downside, like “Quick”,
“Lucky” or “Strong”, and many players are tempted to go
with those. Resist that temptation!

There are three big problems with aspects like
this: they’re boring, they dont generate Fate points, and
they surrender your ability to help shape the story.

Boring is a pretty obvious problem. Consider a
character who is “Lucky” and one who has “Strange Luck”.
The latter can be used for just as many good things as
the former, but it also allows for a much wider range of
possibilities.

You also want room for negative results of aspects.
This may seem counterintuitive, but remember that every
time an aspect makes trouble for you, you receive a Fate
point. That’s a powerful incentive!



So, “Strange Luck” means the Story Teller can
throw bizarre, even unfortunate, coincidences at the
character — bur you get paid for ir. If this isn’t tempting
enough, remember that the Story Teller’s probably going
to do something bizarre to you anyway — shouldn’t you
benefit from it, and have some say in how it happens?

That leads to the last point: when the Story
Teller plans an adventure, she’s going to consider all
the characters’ aspects. If one character has the aspect
“Quick” and another has “Sworn Enemy of the Tarrasor
Brotherhood”, which do you think suggests more ideas to
the Story Teller? Your aspects give you a say in what sort
of game you're going to be playing in, so don’t waste it. If
nothing else, you've established the Tarrasor Brotherhood
exists in the setting, and the Story Teller will probably turn
to you for details.

In the end, the most powerful aspects are easy
to spot because they're the most interesting. As you want
aspects to use to your advantage and also to generate Fate
points, you'll get the most out of an aspect that can do
both. Also, aspects that tie into the world (ie to a group or
person) help you fill in the cast and characters of the world
in a way that’s appealing to you.

Bottom line: if you want to maximize the power
of your aspects, maximize their interest. See Chapter
Seven: Aspects for more.

FUTURE ASPECTS

You can define any of your character’s aspects as a future
aspect as a way of creating important goals, personal plot
points and advancement targets (see page 27). Future
aspects are great in longer-term games where your character
is going to advance and grow; and alongside character
plot stress (sce page 258) where a series of events and
consequences are leading towards a character’s possible
fate.

Story Tellers can use future aspects to continue
the collaborative campaign creation process (see page 256),
where players define story elements, locations, artifacts or
people that are important to their own personal adventure
experience. It’s a great chance for players to express what
theyd like their characters to do for some fabulous reward.

A future aspect is something very important
the character is trying to achieve. It can be invoked and
compelled just like a normal aspect. It creates key plot
points where the player is rewarded for progressing
towards their goal.

Create a future aspect as follows:

The Big Picture
First, think of something life-changing youd like your
character to achieve, such as:

e Marry the lord’s daughter!

e  Become the leader of the town!

e Become the greatest swordsman in all Anglerre!
e Defeat a dragon!

e Destroy the gods!

Phrase this like an aspect, such as “I will marry
Aliesha the Fair, for she has my heart”, or “I will defeat
every swordsman in Anglerre!”

Player and Story Teller should ensure it’s indeed
a life-changing event and major turning point in the
character’s life. The player should indicate the reward
or benefit (if any) achieving this goal would entail; the
Story Teller can add a twist, or increase or lower the level
of reward (whether resources, relationships, favours,
adoration, artifacts, etc).

YOU'VE USED
ME, MYRDAN!
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Step by Step

Next, think about three key goals or plot points the
character needs to accomplish to achieve the future aspect.
Lets look at that list again:

Marry the lord’s daughter
e  Make a name for myself

e  Earn my fortune

e  Win the lord's respect through a great service to him

or his people

Become the leader of the town
e Defend the town from bandits

e Find the money to buy much-needed seed for the
next harvest

e  Restore the town's flag to its rightful place

Be the greatest swordsman in all Anglerre

e Find a sword with a history
e Best the greatest swordsman in Anglerre

o Defeart a great enemy of Anglerre with the sword

Become a dragon slayer

e Learn about dragons from the elves
e  Find a dragon-slaying weapon

e  Defeat a dragon

Destroy the gods!

e Discover the gateway to the gods’ realm

e Raid the realm of the gods and steal one of their
artifacts or powers

e Defeat a god!

Discuss these three plot points with the Story
Teller to ensure they’re balanced and not absurdly easy to
achieve. Try and add flavour to them — it’s always more
interesting. For example, “light the Eternal Flame of the
Lost Temple of Azrar” is more interesting than “find the
lost temple”, “Kill Zagzar the Horned Dragon of the
Soulless Mountains” more interesting than “kill a dragon”.

This process gives the Story Teller ideas for her
campaign that involve you the player and your character,
and not just some random quest that a guy in a tavern gives
you. When your adventures pass the Soulless Mountains,
maybe you can convince the group to take a detour...

No Pain no Gain!
Each of these three plot points should be milestones (sce
age 28) where a character is immediately rewarded with

skill points. The number is up to the Story Teller based on
the character’s power and the plot point difficulty, but wed
recommend somewhere between two and five. The character
should be able to swap two skills and receive some other bonus
— a financial reward, the friendship of the lord, the village’s
thanks, an artifact — to help him on his way to the next goal.

Finally!!!

If all three plot points are achieved, the player can exchange
his future aspect for a normal aspect, possibly re-wording
it. For example:

“I will marry Aliesha the Fair, for she has my
heart!” becomes “Aliesha is my love, she inspires me to
greatness!”

“I will defeat every swordsman in Anglerre!”
becomes “I am master of the swords of Anglerre!”

The character is also rewarded with a major milestone
(see page 28) of ten skill points plus the reward discussed with
the player, such as defining a weapon as a magical dragon
slayer, access to the lord’s resources by marrying his daughter, or
leadership of the town. However, this also brings responsibility
- the prince or princess you marry can be kidnapped, the town
needs looking after, other powerful characters will try to earn
their name defeating you, and so on.

You could now create a character plot stress
track (see page 258) based on this new-found responsibility.
For example, every time you go adventuring increases
the likelihood of your town being attacked by robbers
seeking your treasures; every bandit chief you kill increases
the chances of your love being kidnapped for ransom or
revenge; every demon you banish increases the chances the
Summoners” Guild will send an assassin after you!

You can also tie character plot stress into the
future aspect itself. For example: Brandon Carter wants to
become the leader of the town. Let’s go back through his
goals...

Defend the town from bandits

The story teller decides that Brandon is a deciding factor
in the bandits attacking - a famous adventurer must have
some treasure, right? So, Brandon incurs plot stress as
follows:

e 1 stress — going on any kind of adventure

e 2 stress — being in the tavern talking about
adventures

e [ stress — meeting other adventurers in the town

e [ stress — hiring any followers, purchasing any kind
of weapons, armour or adventuring equipment

e 3 stress — having any magical artifact or treasure
valued by anyone in the town

The consequence “Bandits Attack the Town” is
incurred at 10 stress points. The bandits decide attacking
the town is worth it for all the treasure Brandon must be
stockpiling.

And so on...



Are We There Yet?!

Characters can create new future aspects once the first has
been achieved — what greater heights can you imagine?
There are always more powerful villains to slay, greater
kingdoms to raid, and the process can begin anew with
the promise of even greater rewards! We recommend not
having more than one future aspect at a time, though, or
your story and goals may lose focus.

How Long is Too Long?

Pursuing a future aspect shouldn’t be the matter of a
session or even a few sessions, but a long-term project
for the character outside of their other adventures. It’s up
to the Story Teller whether it takes, say, ten sessions, or
whether it’s going to take a few months of regular gaming.
You want future aspects to be fun, so dont make them
too impossible to reach — players should see noticeable
progress towards their goals or they’ll lose interest. Make
the first future aspect a roller-coaster ride, and they’ll come
back for more!

Future aspects dont always have to end up
leading towns or finding awesome artifacts; they could just
as easily involve a peasant lad landing a dream job with
the local guards. Scale future aspects to the power-level of
your game.

Compelling Future Aspects

As well as compelling the future aspect itself, Story Tellers
can compel any completed plot point if the situation can
be narrated. For example, Brandon Carter is trying to
become leader of the town. He’s already achieved the first
two plot points:

« o « BUT INSTEAD OF DYING, |
RECOVERED TO FIND MYSELF
CHANGED. SOMETHING IN THE
DRAGON'S BREATH HAD
TOUCHED ME WITH THE MAGIC.
AND AS MY FRIENDS AND
LOVED ONES GREYED AND DIED
WITH THE PASSING OF THE
YEARS, | GREW ONLY SLIGHTLY
OLDER. ..I|HAD BEEN BLESSED

Defend the Town from Bandits

He captured the bandit leader and earned the thanks of the
townsfolk, who lent him the ancient battered magical staff
to go to the city of Eversea and find the money for seed for
the harvest.

Find the money to buy much-needed seed

for the next harvest

Brandon returned with the seed, and also money left over
from defeating the witch Ethragar in the Forest of Sorrow,
where he recovered treasure from the travellers she had

beguiled and killed.

Restore the town'’s flag to its rightful place
This is where we are now — and where things get complicated
for Brandon. He’s travelled to the mountains of Sarek to
recover the town’s flag, captured by raiders. During a battle
in their castle the Story Teller compels Brandon’s second plot
point, declaring the raider king was in love with the witch
Ethragar. “It’s you, you killed my love!” says the raider king,
flying into a murderous rage at Brandon. The raider can tag
that second plot point as an aspect — for free the first time,
then for a Fate point until he or Brandon is defeated.

RaNDOM CHARACTER LIFEPATHS

Many players love creating aspects together using the
phases above; however, if you don’t, or maybe youre on
your own or struggling for ideas, this section might be
some inspiration. This isn’t a perfect generator producing a
deep and balanced history, but rather a set of tables to help
you create background ideas you might not immediately

think of.

OM AND ON | FOUGHT, HEW
COMRADES RISING AND
FALLIMNG BY MY SIDE,

HOMNING AND PERFECTING
MY SHILLS UNTIL | BECAME
- KNOWMN AS THE ONE, THE

ULTIMATE DRAGONSLAYER. M
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D6-D6

During your life you experienced the following major event:

Table 1: Random Character Lifepath Major Event

Event

Adventure (travelled, explored, met someone, rewarded, injured)

Personal (fell in love, lost family, regained family, lost friend, lost love, made friend, made enemy)

Discovered (object, mystery, place, person)

Served (hero, monster, leader, people, god)

S

Rescued (slave, hostage, sacrifice, prisoner, group)

Recovered something (artifact, place, symbol, heirloom)

L

Defended somewhere or someone (home, farm, village, town, city, land, royalty, travellers, lover, friend,
family, influential people)

Attacked something or someone (home, farm, village, town, city, land, royalty, travellers, enemy, creature’s
lair, family, influential people)

+3

Solved something (crime, mystery, death, loss)

+4

Roll again with complication (see Table 1a)

+5

i B e o 0 R T A L TR e

Roll again with complication and reward (see Table 1a)

Table 1a: Event Complications and Rewards

D6

D6 Complication D6-D6 Reward
1 Risk (betrayed, great feat of skill required, -5 None
injured, battle, captured, marked/branded, lost)
2-3 Damaging (relationships, physical health, -4 Kept you going
mental health, resources required to survive)
Physical (long distance, difficult going, -3 Came back with X value Resource bonus one-
dangerous) time use.
Mental (terrifying, horrific, draining, -2 A symbol for future healing or aid.
disturbing)
-1 a token of personal thanks
0 an artifact
+1 Increase standing by one level as thanks
+2 Awarded lands
+3 Awarded lands with title
+4 came back with Y value Resource bonus
+5 came back with Z value Resource bonus

Minor Events
During your life you experienced the following minor event:

Table 2: Random Character Lifepath Minor Event

Minor Event

1-2

XdidYtwX

3-4

You had to Y with X

5-6

You were involved in a Z with X



Table 2a: Who or What are X, Y, and Z?

D6 X is... Y means... Zis a...

1 Family member Attacked Brawl

2 Friend Befriended Crime

3 Lover Betrayed Betrayal

4 Enemy Rewarded Adventure
5 Stranger Served Battle

6 Colleague Hired Hunt

You’re From...
Where do you come from? Where were you born?

Table 3: Where You’re From

D6-D6 Event

-5 Farm or village

-4 Village or town

-3 City or capital

2 Unusual (cave, camp, wanderers, ruin,
border, underground, lair)

-1 Mountain

0 Forest

+1 Plains or desert

+2 Farmland

+3 Lakes

+4 Coast

+5 Swamp

The place you come from may be affected by the following

complication:

Table 3a: Complications

D6

Complication

Disputed

Dangero us creatures

Bandits

Raiders from another place

Natural disaster
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Evil force

Your Family
What happened to your family?

Table 4a: How Many Family Members?

D6 How many?

Single parent, single child

Single parent, several siblings

Both parents, single child

Both parents, several siblings

You really want to count them?
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I don’t know!

Table 4b: How do you feel about your family?

D6 You...

1-2 Love your family
3-4 Hate your family
5-6 Are indifferent

Complication You love or hate one of them

Table 4c: Who are your family?*

D6-D6  Your family are...

-5 Tradesmen (Average Resources)
-4 Guildsmen (Fair Resources)

-3 Farmers (Mediocre Resources)
-2 Soldiers (Average Resources)

-1 Merchants (Fair Resources)

0 Wanderers (Mediocre Resources)
+1 Notables (Fair Resources)

+2 Landholders (Good Resources)
+3 Titled (Great Resources)

+4 Rovalty (Superb Resources)

+5 Same trade as you now

* You have access to an equivalent Resources skill roll once

per month

Table 4d: You learned the following skill from your
family...*

D6-D6  Your family skill is...

-5 Artificer (shipwright, blacksmith)

Ao (o

D6 Your famil -3 Art (artist, performer)

Yoo -2 Artificer (craftsman, tradesman)

1 Died of old age -1 Weapons (soldier, mercenary, warrior)
2 Were murdered (maybe in front of you!) 0 Rapport (merchant, diplomart)

3 Are enslaved +1 Survival (wanderer, beggar, warrior)

- - +2 Burglary (criminal)

4 Are in service +3 Fists (gzang member)

5 Live free +4 Survival (wanderer, barbarian, tribe member)
6 You never knew - you were adopted +5 Pick power skill (sorcerers, witches)

*select the relevant skill at Average (+1)
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What set you on the Road?

What made you leave your family for a life of adventure?

Table 5: What set you on the road?

D6 Your motivation...

Your Responsibilities
You've probably collected some responsibilities and maybe
even some dependents on the way. What are they?

Table 9: What are your Responsibilities?

Loss D6-D6  You’re Responsible For...

Reward -5 Holdings

Sense of adventure -4 Houses

Learning -3 Fields

Journey -2 Debts

Need -1to+1  Family needs supporting

+2 Handicapped or sick sibling

What Enemies Do You Have? +3 Business
You've probably made some enemies along the way — who +4 Saving for essentials (seeds, new building,
are they? Create an aspect of the format “[Type X] because buying out of bondage)
of [Y]”, using the following table: +5 Owe percentage to lord of land

Table 6: What Enemies Do You Have?

D6  Xisa person Y means they’re an enemy
who is/was... because of...

Higher status Betrayal
than you

Lower than you Treachery
An equal Differences
Unknown Sides

A friend Religion

A lover Mistake

Your Reputation
How are you known around here? Who do people think
you are?

Table 7: Your Reputation

D6 You’re known as a... Because of...

Hero Loss
Traitor Crime
Criminal Need
Leader Accident
Rebel Mistake
Failure Event

The Most Important Thing
What's the most important thing in your life? Why’s it in
peril?

Table 8: What’s Important To You?

D6 What's Important  But there’s a threat

to you of...

Artifact Crime

Artifact Natural disaster
Person War

Person Disease

Place Financial Problem

Place Enemy

Family Treasures
Perhaps your family has a treasure which you're looking
after, or maybe even looking for. Or has it been stolen?!

Table 10: Family Treasures

D6 Your family treasure is...
1 Artifact or equipment

2 Land

3 Resources

4 Map

5 Secret

6 Favour

Family Secrets

Every family has skeletons in the closet: chose one family
member from Table 4a and roll a Major or Minor event for
them — that’s the skeleton!

Family Mission

This is an aspect belonging to your family which is also
important to you. It could be a future aspect. Family
missions include things like: trying to control a location
or local trade; trying to marry into a family of better
standing; trading with others; setting one’s home or even
one’s homeland free.

Family Retainers
Depending on your resources, you could take a companion
or group of minions from your family — as retainers,
servants, or even guards.

Threats to you and your Family
These are natural threats, or someone who wishes ill upon
your family.



Table 14: Threats to your House

D6  Threat

Natural disaster

Enemy (see above)

Local government member (baron, sheriff, etc)

Ancient Curse
Feud

Family Secret is a direct threat
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In Love with Who?

Perhaps you're in love! Roll twice on the following table.

Table 15: Who are you in love with?

D6 The course of  ...never runs smooth they
true love... say
1 Friend

...who loves another

2 Daughter / son  ...who doesn’t love you as
of X much
3 Enemy ...who loves you far more -
obsessed!
4 Someone ...who is dying
forbidden
5 Creature in ...who is being sent away

human form

6 A human in

...who has been kidnapped

animal form or enslaved

You are afraid of...
Maybe you have a f