LEGEND

CORE RULEBOOK

Credits Contents

Originad pfuthors Welcome o legend
Lawrence Whitaker & Pete Nash
Adveriturer creation
Veveloper
Gareth Hanrahan Skille
Editor Uiadhe sygtem
Charlotte Law
. . Equipment
Layout & Giraphic Vesign
Will Chapman Combat
Lniterior Llustrations Masic
Carlos Nunez de Castro Tofres, Javier 9!
Charro, Nick Egberts & Sendol Studio’s .
Common magic
Froofreading . .
Kate James Vivine magic
Vlayteéters Sorcery
Jiessy Arts, Nackan Ba¥on, Sergio Bol_wmo, _Simon_
Bray, Ken Cabdna, Colin Driver, David Ednie, Jessica U’ullds, fa&ﬁOﬂS Md Cult.g

Ednie, Ernest Givens, David Groves, Paolo Guccione,

Sallydead, John Hutchinson, Bruce Mason, Carl

Pates, Ben Quant, Michael Rieft, Nick Robinson, HemlC abllltleS
David Shawj Manuele Verduci, Phill Winters, Ray

Davis, Tandmie Davis, Nick Davis, Tim Truelove,

Sandrin€ Thirache, James Lothian, Graham Ellis, {)"ame gmagtenﬂg /eﬁey)d
Katrina Hepburn and Andrew McMillan

Copyright Lnformation

38

bb

4

123

153

156

1#1

190

209

218

225

Legend ©2011 Mongoose Publishing. All rights reserved. Reproduction of non-Open Game Content of
this work by any means without the written permission of the publisher is expressly forbidden. Legend is
presented under the Open Game Licence. See page 240 for the text of this licence. All text paragraphs and
tables containing game mechanics and statistics derivative of Open Game Content and the System Reference
Document are considered to be Open Game Content. All other significant characters, names, places, items,

art and text herein are copyrighted by Mongoose Publishing. All rights reserved. Printed in USA



WELCOME TO LEGEND

tailored to a wide variety of settings and genres although the focus is primar!
with a heroic feel. These rules are not confined to just one world: thefe
flexibility and intuition, permitting Games Masters, players and thejmAdv
about any milieu they care to. The game focuses on characters and thei
everything from an adventuring perspective. Using Legend as the
and worlds are possible — all it takes is imagination.

New to Roleplaying?

Although Legend is by no means an overl
this book have played a roleplaying game
control characters and a Referee or Games Ma
as adjudicating the results. So, whilst advice layers and Games Masters is mcluded

assumed that those reading
the key concepts: players

The Legend rules are
for their ease of us ility. Legend’s concepts and rules are easy to understand and

clow, the value indicating success. Of course different rules and
degree of sophistication and complexity but at its heart Legend is a

do it. Many of the choices and possibilities are subtle: players and Games Masters will find
that, with a litde thought and creativity, all manner of wonderful opportunities and complexities
present themselves whilst still being supported by the rules framework. Legend is completely
adaptable and its intuitive rules mean that creating new rules or changing existing ones, whether to
support an individual style of play or a particular setting, is easy to do and accommodate.



Forge your own Legend

These rules offer a detailed roleplaying framework and most players and Games Masters will
use them as presented. However, nothing is cast in stone. If a rule does not suit you, change
it or ignore it. Your game is paramount. It is impossible, when designing a game, to take
into account every situation, notion or idea that will present itself during play. However, the
framework is here to support informed decision making and to allow you to make Legend your
own, unique rules set.

Experiment, improvise and adapt — that is the Legend way!

The Rules

The next chapter begins the Legend rules with Adventurer C
introducing new concepts and themes. Read through each chap

to clarify your understanding and referring to others as direct
is necessary but has been minimised as far as possible. Howev i to cross-
reference certain rules to establish their full impact and reach.

Games Masters to tailor the rules to the game.
to make; or, as already mentioned, d yo

should develop.

What Else Do I N

Legend is self-contained: with just
characters, adventures and
rules, may prove useful at






ADVENTURER CREATION

that players explore the game world around them. Adventurers, as th
seeking adventure, glory and heroism; they are prepared to engage i#eats

who, in time, might become the subjects of stories, legends an ths

Adventurer Overview

Every Adventurer is comprised of certain game statistics that describe the
is capable of. These statistics are as follows:

racter and what he

turef: Strength, Constitution, Size,
hes al and mental attributes that
define how strong, resilient, large, clever, quic! cha

tic the Adventurer is. From these

Attributes — Derived from the stics, Attributes are secondary statistics that
provide modifiers for certai e particular capabilities. Each is described in
more detail later in this he attributes are: Combat Actions, Damage Modifiers,
Improvement Roll Modi i

of a Legend Adventurer. Skills are particular talents, abilities,
that are shaped by an Adventurer’s culture, the profession he
the way he has chosen to develop his interests and competencies.

from one Adventurer to another, reflecting culture, profession and
However all skills work in the same way and have starting values derived
on, or multiple, of the seven Characteristics.

— No man is an island. Even before your Adventurer has set forth on his career
ntial hero, he has been supported by family, friends and allies. He may also have
made valuable contacts, gained a few rivals and perhaps even some enemies. An Adventurer’s
Community is 2 summary of those people he knows and may be able to call upon in the future
— or who may call upon him.

Magic, Weapons, Equipment and so on — In addition to these game statistics every
Adventurer has additional information relating to what magic they know (if any), weapons
they are experienced in using, equipment they carry and other pertinent information about the
Adventurer in the here and now. These elements are introduced at the appropriate points in the
Adventurer Creation process and later in this book.



There is a sample Legend Adventurer sheet on page 36. It has sections for all the information
described here, and more, and is used during play as a record of your Adventurer’s current
status. Various statistics — skills, for example, and Hit Points — will change frequently during
the game, so complete the Adventurer sheet in pencil and keep an eraser handy to make
changes as they occur.

Permission is granted to make copies of the Legend Adventurer Sheet for personal use. A
downloadable copy can be found at www.mongoosepublishing.com.

Characteristics

Every Adventurer, creature, monster and Non-Player Character in Legen
same seven Characteristics. These are the building blocks for every other
Adventurer, describing their physical, mental and spiritual status. T’hlgh
a Characteristic, the better. Low scores in Characteristics tend to

— although much depends on the race that the Characteristics d
statistical range simply due to their natural physiology so a low sc ristic might
indicate a perfectly normal state of existence. A dwarf, for exam
lower SIZ than a human.

or creature type can be created as an Advent
and the wisest choice for a new Adventurer.

Strength (STR)

Strength is a measure of an
someone can lift, pus
an Adventurer can

casures the health and vitality of an Adventurer and helps to determine how
damage he can sustain. Adventurers with a high CON are likely to have more Hit
ing that they can soak-up more damage during combat. CON also determines how
es before an Adventurer starts to feel the effects of fatigue and weariness. Human CON
cannot naturally exceed 21. If CON is reduced to zero the Adventurer dies.

Size (SIZ)

Size represents the average of an Adventurer’s mass. SIZ determines if an Adventurer can see over
something, or fit through a small opening. SIZ also helps calculate the Adventurer’s Hit Points
and damage bonus. Human SIZ cannot naturally be higher than 21. If SIZ is reduced to zero it
results in death.



