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For thousands of years the Realm of 

Legend has persisted. Drawing in 

fantastic beings, fearsome warriors, 

and powerful magic. How these things 

entered is varied, but the result was the 

same. A magical world was created. 

Fraught with danger, but rich in 

potential. It is here the first people 

made their claim upon the land. 

Founding great houses and eventually 

the Throne of Legend. 

Pride, power, envy, and ego caused a 

great stir. As the Houses of the Realm 

squabbled over personal power, they 

failed to stop the enemies that they 

had awoken. The elemental lords, 

primordial beings responsible for 

Legend, the creeping darkness ð a 

terrible, shapeless evil, and Malgrim 

the Lord of Destruction remade the 

world. Destroying everything, save a 

few destined to become Legend.  
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Legend is a Live Action Role Playing (LARP) game, that incorporates elements of 

wargaming into its events. Unlike traditional tabletop wargaming, the battles are acted 

out by the players. In Legend, you will take on the role of a character that you have 

created. This character will have a history you have created, a race of your choosing, 

and a class with which they can better define their heroic feats.  

Legend is a full contact, full force, mock combat game. This means you are not 

expected to lightly tap your opponent when striking them. You should not injure 

your opponent either. Using game legal and properly checked foam-weapons you 

should be able to deliver sufficient force no matter your size. If you feel like you 

were hit in a valid location, play fair, and acknowledge that you have been struck.  

Always try to be unquestionably fair in your participation of the game. 

Legend has many rules. Rules for combat, rules for spells, rules for nobility, and 

rules for conquering. There is one rule that is above all others in Legend.  

If you are not having fun ð GO HOME! 

This rule is not intended to be harsh, but we have found through years of play that if 

someone is not having fun, it is always better to just go home and come back the 

next event.  

Legend refers to its new members as new players. If something in this book is 

bolded, that means you should pay special attention to it. New players should attend 

the new player speech for the first few events (generally 5) that they participate in. 

The game is open to anyone 18 years of age or older regardless of sex, gender, race, 

ethnicity, background, religion, creed, or disability. Players 14 years or older (12 with 

parent present) may participate provided they have a parent or legal guardian sign a 

waiver of liability. Legend prides itself on welcoming new players and we hope that 

anyone considering playing will do so! We have tons of spare equipment, veteran 

players to help you out, and a family friendly atmosphere. There is something in 

Legend for everyone who enjoys the historical-fantasy genre!  
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We generally meet in public parks. Travel to the listed location on our schedule and 

look for the people wearing funny clothes. Once you have arrived at the event find 

the table where check-in takes place. This should be clearly marked, but if not just 

ask someone. There you will need to fill out your Membership Agreement and be 

informed where the new player speech will be taking place. You will need to show 

some form of I.D. if you appear to be younger than 18 years of age at the time you 

are filling out your waiver. Otherwise, your guardian must sign the document at the 

event.  

At your second event you can officially create your first character. Your character is 

the persona you have chosen to play in Legend. Remember that Legend is a Live 

Action Role Playing game, and you should endeavor to become another character. 

Although some players prefer combat to any other aspect of the game, it is 

encouraged that you put as much thought and effort into your character as you 

desire. You can turn in a one-page backstory to the secretary to gain one additional 

experience credit. It must be at least two paragraphs and detail your characterõs life. 

The most important part of your character is their name. Choose a name you will 

enjoy being called. This name may be associated with you even when the event is 

over, or online. Choose a name from a historical or fantasy setting or something of 

your own creation. You must play a unique character, do not attempt to portray 

King Arthur, Yasuke, Aragorn, etc.  
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In Legend, "garb" refers to the costume you wear. Most players dress in the colors of 

their noble house, adding pouches, trinkets, and other items to bring the vision of 

their character to life. However, keep in mind that certain items, like circlets, golden 

leaves, and white belts, are special symbols of in-game accomplishments and are 

reserved. This is also a chance to embrace a theme for your character: if youõre 

playing a Western European-style warrior, base your garb on the warriors from that 

region. If youõre more interested in an Eastern, samurai-inspired character, dress in a 

way that reflects that style. The main requirement is simple: wear a tunic, non-denim 

pants, and solid-colored shoes. As you gain experience, many players are happy to 

help you further develop your characterõs garb. 

Each character must have an alignment which guides their moral compass. Legend 

recognizes three alignments. Your alignment must be registered with the Secretary.  

Good ð Morally righteous and kind.  

Neutral ð An impartial way of thought.  

Evil ð Immoral and malevolent. 

Once chosen, your characterõs alignment should not change, except after a major 

event or turning point in their personal storyline. If it changes, inform the Secretary. 

At your first event, youõll play as an unnamed fighter in the fighter class. This is 

designed to give you a chance to learn the gameõs rules, meet other players, and 

receive guidance in choosing a class. Youõll still earn an experience credit for this 

event. Afterward, youõll create your first character, selecting their race, character 

name, and background skill. You are not locked in till your 5th event.  

From your second to fifth events, youõre welcome to try out a different stuff each 

time you attend. By your fifth event, youõll need to make a final choice. Your chosen 

class sets the overall theme for your character, giving you a unique list of abilities and 

spells that define your role on the battlefield or in the dungeon. 

Most players wear the colors of their noble house and add pouches, trinkets, and 

other accessories to match their vision. Note that some items, like circlets, golden 

leaves, and white belts, are reserved symbols of in-game accomplishments. Consider 

a theme for your garb as wellñif youõre a Western European-inspired warrior, dress 
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accordingly, or if you lean toward an Eastern, samurai-like character, choose garb for 

that. At minimum, wear a tunic, non-denim pants, and solid-colored shoes. Many 

players are available to help you refine your garb as you gain experience. 

To preface this portion of the book, we are using a term that some would consider 

antiquated to describe a characterõs species. The use of this term is not intended to 

offend but is used in the traditional sense of fantasy gaming. While human 

characters are a bulk of what you will find in Legend, there are many other races a 

player may choose to play. Each fantasy race, aside from human, has a specific 

costuming requirement. Your fantasy race costume must be approved by the Sheriff 

or their designee before you may play that fantasy race and gain their game benefit. 

If at any point your costume is removed, you will be unable to play that character.  

If you cannot find a race that fits your concept for a character, you may simply adapt 

what is below -or- just play a fantasy race that gains no game benefit. Otherwise, you 

can just be a human. You may not change your race once chosen.  

Each class has a unique play style and ability to be functionally different during play. 

It is important when selecting a class for your character that you look over each one 

and decide for yourself which role on the field best suits your character. For 

instance, a wizard is not going to be the best armored tank and likewise a warrior is 

not going to be the best when magic is needed.  

While your character may have many skills that make up who they are, their 

background skill is one, defining feature of their past that surpasses all others. A 

background skill could give your character an extra technique to be applied in the 

game outside of their normal class set or it could be used to enhance an ability that 

they already gain from their class listing. Just like races and classes, your second 

through fifth events, you may try a different skill each time you attend. You must 

make your final choice at your fifth event. If at any point your garb requirement is 

removed, you will be unable to play that character. 
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Legend uses a system of experience that is as simple as it could possibly be. Each 

standard event you attend will give your character one experience credit. You can 

also gain experience credits through special events put on by the club or by attending 

official club practices, but generally you gain them by attending standard events. 

When a character has received five experience credits, they are considered to have 

leveled up. There are ten total levels for each class in Legend. Once you have 

reached level ten you may continue playing that character and gaining experience 

credits for as long as you wish. Experience credits going beyond forty-five will be 

banked on that character and may be transferred by policies set forth by the 

Administration Board.  
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The list of the playable fantasy races in Legend. Feel free to adapt each one to your 

own thoughts and design for your character but be sure to stay by the guidelines. All 

playable races are considered to be Humanoid, except revenant.  

The aberrants are humanoids whose physiology defies reason. Touched by the old-

ones or some other extra-planar entity, aberrants have a unique look to them. Their 

faces can be made of tentacles, or they can be adorned with many eyes leading each 

to be distinctive from others.  

Garb Requirement ð Aberrants must have tentacles or otherworldly features such as 

additional eyes or reflective skin paint in gray, blue, green, or purple. 

Racial Benefit ð Aberrants gain the Impart Physiology ability. This ability is listed in 

the abilities section of the rules of play.  

The anubi are a doglike race, similar to the Catfolk. They are expert trackers and 

fiercely territorial, making them excellent rangers.  

Garb Requirement ð Anubi should wear floppy dog ears and a doglike tail. They can 

also wear a mask to give them the appearance of an elongated snout.  

Racial Benefit ð Anubi gains the Scent Tracking ability. This ability is listed in the 

abilities section of the rules of play.  

The demonkin are spawned from the coupling of a demon and a human. Although 

uncommon, demonkin are considered exceptionally powerful. Generally finding the 

magical arts to come naturally due to their fiery heritage.  

Garb Requirement ð Demonkin must wear fiery colored body paint and horns. 

Racial Benefit ð Demonkin gain the Demonic Protection ability. This ability is listed 

in the abilities section of the rules of play.  

Racial Limitation ð Demonkin are vulnerable to the holy carrier.  
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The deva/devi are angelic beings spawned from the divine. They emanate a holy 

energy that draws those of good morality to them and drives those of evil away. They 

are usually found in a holy role, helping to stem the tide of darkness.  

Garb Requirement ð Deva/devi should have purple body paint and white eyes (or 

white paint around the eyes.  

Racial Benefit ð Deva/devi gain the Holy Weapon ability. This is in addition to any 

other holy weapons their class may grant them.   

The dragonkin are a fantasy race descended from dragons. They exhibit the heritage 

of their ancestors. Blue, Green, Red or White are the make-up of this race, with 

each displaying a unique power.  

Garb Requirement ð Must wear horns and scaled make-up in the chosen color of 

dragonkin.  

Racial Benefit ð Dragonkin may have one of the following ancestries.  

¶ Blue Dragon ð Blue dragonkin gain the Lightning Bolt ability. This ability is 

listed in the abilities section of the rules of play. 

¶ Green Dragon ð Green dragonkin gain the Acid Bolt ability. This ability is 

listed in the abilities section of the rules of play. 

¶ Red Dragon ð Red dragonkin gain the Fire Bolt ability. This ability is listed in 

the abilities section of the rules of play. 

¶ White Dragon ð White dragonkin gain the Ice Bolt ability. This ability is 

listed in the abilities section of the rules of play. 

Racial Limitation ð Dragonkin may only have one of each bolt and may not use 

others for their racial benefit. The bolt must be retrieved and recharged.  
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The dwarves are a short and stout fantasy race, common to any similar setting. 

Generally making their homes under the earth and mountains, while specializing in 

mining, crafting, and rune smithing.   

Garb Requirement ð Must wear a beard of at least 6ó and wear bulkier garb as well 

as anything that makes you appear stouter. A runic symbol should be worn from 

around the neck or waist.  

Racial Benefit ð Dwarves gain the Runic Empowerment ability. This ability is listed 

in the abilities section of the rules of play.   

The catfolk are refined creatures. They are humanoid, but possess catlike features to 

include ears, tail, and fur. They are very adept in athletics and seem to possess an 

almost supernatural ability to survive.  

Garb Requirement ð Must wear cat ears, catlike make-up, and a fur tail.   

Racial Benefit ð Catfolk gain the Nine Lives ability. This ability is listed in the 

abilities section of the rules of play.      

Elves are a staple of fantasy lore. In Legend elves take many forms and this fantasy 

race covers all manner of elf subtypes. Elves generally live in the forests, specializing 

in ranged combat or the practice of magic.  

Garb Requirement ð Pointed ears and braided hair or flowy garb.   

Racial Benefit ð Elves gain the Channel Magic ability. This ability is listed in the 

abilities section of the rules of play.       
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Fae are creatures of fairy tales and the magic plane of existence. Fae come in a 

myriad of varieties, but those playable in Legend have chosen to take humanoid 

form. Fae are tricky by nature and possess powerful magic but are generally small.  

Garb Requirement ð Brightly colored garb and other fairy-like costuming pieces.  

Racial Benefit ð Fae gain the Magic Affinity ability. This ability is listed in the 

abilities section of the rules of play.        

Goblins are small, green skinned humanoids. They are like orcs, but smaller and 

more conniving. They are very commonly employed as spies and thieves.  

Garb Requirement ð Green pointed ears or nose and green body paint    

Racial Benefit ð Goblins gain the Sneaky, Backstabby! ability. This ability is listed in 

the abilities section of the rules of play.       

Racial Limitations ð Goblins are considered Small.  

Halflings are small humanoids. They prefer feasting and comfort over adventure and 

excitement. They are especially adept at finding rare and magical items which makes 

them invaluable allies when searching for the powerful relics of Legend.  

Garb Requirement ð Button vest and any garb which makes the Character look 

smaller.    

Racial Benefit ð Halflings gain the Artifact Attunement ability. This ability is listed in 

the abilities section of the rules of play.             

Racial Limitations ð Halflings are considered Small.  

 

 

 

 

 



 

12 
 

Lizardkin are similar to dragonkin in that they are large, scaled humanoids. The 

defining feature is that lizardkin are green and have a powerful tail. Lizardkin can be 

ruthless and use their powerful tails to augment their combat ability.  

Garb Requirement ð Green scales and body paint, lizard like tail.     

Racial Benefit ð Lizardkin gain the Tail Weapon ability. This ability is listed in the 

abilities section of the rules of play.       

Merfolk encompasses all manner of humanoid aquatic creatures. Merfolk differs in 

that they are fully capable of living on the land but prefer the water.  

Garb Requirement ð Gills on the neck and blue, green, or gray body paint.  

Racial Benefit ð Merfolk gain the Amphibious ability. This ability is listed in the 

abilities section of the rules of play.       

Orcs are a noble and often brutish green skin race. They had an aptitude for 

surviving the cataclysm and are at home roaming the wilderness of Legend. 

Generally tribal in nature, orcs possess a great warrior spirit and fury.  

Garb Requirement ð Tusks and green body paint.  

Racial Benefit ð Orcs gain the Orc Fury ability. This ability is listed in the abilities 

section of the rules of play.  

     

Revenants are the walking corpses of heroes or villains. They have gained the power 

of undeath, but the unnatural nature of their being makes them vulnerable to the 

power of the divine.   

Garb Requirement ð Dead looking body paint and tattered clothing or flesh wounds.   

Racial Benefit ð Revenants gain the Undead ability. This ability is listed in the 

abilities section of the rules of play.  

Racial Limitation ð Revenants are vulnerable to the holy carrier.  
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Trollkin are the descendants of trolls and other humanoid races. They retain the 

vulnerability to fire, but also the regenerative abilities of their troll ancestors. Trollkin 

are gruff looking and often look more troll-like than man-like.  

Garb Requirement ð Gray body paint and tusks or a troll mask.    

Racial Benefit ð Trollkins gain the Fast-Healing ability. This ability is listed in the 

abilities section of the rules of play.  

Racial Limitation ð Trollkins are vulnerable to the flame carrier.   
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Each class is listed in alphabetical order. Each character may only ever have one 

class and once chosen, it must remain that class. Nothing prohibits you from having 

two different characters with the same class, but they will gain experience credits 

separately. In Legend, the classes each fill a particular role, but can be boiled down 

to two separate types: martial classes and spell-caster classes. Each class also has built 

in counters to each of its abilities or spells, so make sure you familiarize yourself with 

each class. If you are playing with a group of friends, trying to create a party dynamic 

in which each of you will specialize in a certain aspect of the class.  

Each class has a description, details the garb (costume) that is required for play, and 

the specifics on which equipment the class can use. Each class also specifies if it is a 

martial or spell-caster class. Characters always begin at level one and gain all abilities 

and spells listed in the level one section of the class.  

Abilities are always listed first in the level section and indicate the effect of the ability. 

Some abilities are always active, and others require activation. Many abilities require 

that they be recharged before they can be used again or that they require a cloth 

strip. Abilities generally require a white cloth strip.  

Each ability will list a phrase that must be stated when the ability is activated. It may 

also contain parenthesis which indicates that something specific to a situation must 

be stated. When stating the listed phrase, it should be loud enough that all players 

and reeves withing ten feet should be able to clearly hear the phrase being said.  

Spells are listed after the abilities in each level section. Spells do not indicate how 

they are used or other requirements. Spells work differently than abilities in that they 

must be incanted and invoked before they may be used. Specifics on using spells is 

listed later in this rulebook.  
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There are two non-leveling classes in Legend. The commoner class is a class for 

non-combatant participants and the fighter class is for new players.  

     

The Commoner is a class for those that wish to participate in the ambience and 

atmosphere of Legend, but do not want to or cannot enter the battlefield for one 

reason or another. The commoner class is unrestricted by garb but must adhere to 

basic garb requirements. Also, a commoner need not stay common. They can hold 

positions of authority in the game, reeve, hold a noble title, rule a house, and 

participate in all aspects of Legend other than fighting. 

Non-Leveling Class ð The commoner is a non-leveling class.  

Garb Requirement ð The commoner must meet the basic garb requirements of a 

tunic, non-denim pants, and solid-colored shoes.   

Non-Combatant ð The commoner may not participate in combat in any capacity. 

Commoners may gain credits, but do not level.  

The fighter is the beginnersõ class. Its role is to ensure that a new player can grasp 

the concepts of fighting and combat in Legend. As fighters are generally played by 

brand new players, they rarely have garb on and can usually be denoted by that fact. 

No credits may be gained in this class except for a playerõs first event. A fighter is not 

required to wear garb and may use any weapon. They may also use any size shield 

and participate unrestricted in all combat aspects of Legend. They may not wear 

armor however and should refrain from wearing enchantments. 

Non-Leveling Class ð The fighter is a non-leveling class.  

Garb Requirement ð The fighter does not have garb requirements.    

Armor ð The fighter may not wear armor. 

Shields ð The fighter may use any shield.  

Weapons ð The fighter may use any green weapon. Other weapon types may be 

permitted by the Sheriff or the game reeve.  
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     The Alchemist Class

The alchemist, having spent a lifetime in the pursuit of their craft, can create an array 

of interesting concoctions to be of aid in almost any situation. On the battlefields of 

Legend, alchemists are versatile, using their abilities to empower their comrades 

while throwing their concoctions at enemies in support. The alchemist may find 

purpose as a craftsman, healer, and battlefield support.   

Martial Class ð The alchemist is a martial class.  

Garb Requirement ð Alchemists must be 

visibly adorned with at least three non-

breakable potion bottles.  

Armor ð The alchemist may wear armor class 

1 & 2.  

Shields ð The alchemist may not use shields.  

Weapons ð The alchemist may use any green 

or blue weapons.  

 

 

 

Identify Components ð State òIdentify Components 1-30ó. The alchemist, after 

completing a 30 count, can identify all components used in a mixture, concoction, 

potion, or brew. The quest reeve must accommodate the alchemistõs questions 

regarding the components and their effects.  

Weapon Oil ð State òWeapon Oiló & òFlame (Weapon color)ó. The alchemist can 

give one weapon, the flame carrier. This ability functions as a limited enchantment 

but may not be dispelled or nullified. It may be neutralized. This ability requires a 

white cloth strip w/weapon oil written on it.  
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Brew Potion ð State òBrew Potion (type) 1-30ó.  The alchemist, after completing 30 

count, may brew a healing or mana potion. The alchemist may only brew one of 

each potion each event and must provide a writ (slip of paper detailing the potion, 

date, and creator) to the player they are giving the potion. This potion is an 

expendable and lootable artifact. A phys-rep must be provided by the Alchemist. 

This ability may only be used once per event, per potion, or as designated by the 

Administration Board.  

Create Vittles ð State òCreate Vittles 1-30ó. The alchemist, after completing a 30 

count may create a food dish or beverage. This is simulated with real food. Using 

this ability allows the alchemist to create food and water in situations they would be 

able to do so, but also the food and water they create is considered disease and 

poison free, but it may be affected later. It also heals a wound. Requires real or 

simulated food and water. This meal must be consumed within a 300 count.  

Acid Flask ð State òAcid Flaskó. The alchemist may make acid flasks. These flasks 

function the same as the spell acid bolt, but with the following exceptions: the 

alchemist may carry no more than three acid flasks. They do not need to be 

recharged. This ability requires a green spell ball w/o a tail.  

Last Laugh ð State òLast Laughó. The alchemist has ingested a slow acting toxin that 

causes any who would eat them to die an agonizing death. If the alchemist would be 

subject to the chomp, devour, or another ability that would indicate they have been 

eaten, the player/NPC doing so immediately dies.  

Magic Flask ð State òMagic Flaskó. The alchemist may make a magic flask. This 

ability functions as a throwing weapon with the magic carrier. The alchemist may 

carry up to three magic flasks. This ability requires a blue spell ball w/o a tail.  

Silver Flask ð State òSilver Flaskó. The alchemist may make a silver flask. This ability 

functions as a throwing weapon with the silver carrier. The alchemist may carry up to 

three silver flasks. This ability requires a silver spell ball w/o a tail.  
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Improved Brew Potion ð State òImproved Brew Potion (type) 1-30ó.  The alchemist, 

after completing 30 counts, may brew an one additional healing or mana potion for 

each event and must provide a writ (slip of paper detailing the potion, date, and 

creator) to the player they are giving the potion. This potion is an expendable and 

lootable artifact. A phys-rep must be provided by the Alchemist. This ability replaces 

with brew potion but stacks the same with herbalism. This ability may only be used 

once per event, per potion, or as designated by the Administration Board.  

Truth Serum ð State òTruth Serumó. The alchemist may administer a truth serum to 

a subdued player. That player must answer any question the alchemist or their 

chosen party asks until they are no longer subdued. This ability requires a small 

bottle or phial to represent the serum. This may be one of the bottles adorned as a 

garb requirement.  

Transformative Mutagen ð State òTransformative Mutagenó.  The alchemist 

transforms themselves or another player into a brutish mutant. The effected player 

loses all abilities but gains the ability to use great weapons if they cannot already and 

gains unlimited uses of the sunder ability. This ability functions like a limited 

enchantment. It may be ended by the bearer in a five count. This ability requires a 

green head band.     

Incendiary Flask ð State òIncendiary Flaskó.  The alchemist may make an incendiary 

flask. A player struck by this ability dies. This ability otherwise functions as a 

throwing weapon with the flame carrier. The alchemist may carry no more than one 

incendiary flask. This ability requires a red spell ball w/o a tail. This ability must be 

recharged. 

Philosopherõs Stone ð State òPhilosopherõs Stone 1-5ó. The alchemist may complete 

a 5 count, may resurrect dead players/NPCs while they carry this stone. This ability 

requires a palm sized stone. This ability must be recharged.  

 



 

19 
 

Immunizing Tonic ð State òImmunizing Tonicó. The alchemist may grant an 

immunity to themselves or another player. This ability functions like a limited 

enchantment but may only be ended by the alchemist. The immunity chosen must 

be disease, poison, or another spell school. It may not be to magic as a whole. This 

ability requires a white cloth strip w/immunizing tonic written on it.  
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The bard is the minstrel, enchanter, and entertainer of yore. Their primary role on 

the field of Legend is to amplify their own alliesõ power and reduce the effectiveness 

of the enemy. As a secondary role the bard can provide a powerful presence able to 

subdue enemies. Traditionally the bard is a well-travelled performer who can easily 

find work in the court of any noble as an entertainer, advisor, or mystic. 

Spell-Caster Class ð The bard is a spell-

caster class.   

Garb Requirement ð The Bard must 

have a musical instrument or storybook 

on their person (other than their spell 

book). This item should be visible. In 

lieu of an item, the bard may adorn 

their garb with musical notes and 

symbols. It cannot be your house 

symbol.  

Armor ð The bard may wear armor 

class 1 & 2.  

Shields ð The bard may use bucklers 

and small shields.   

Weapons ð The bard may use all green 

and blue melee weapons.   

Bardic Presence ð State òBardic Presenceó. While a bard is performing (singing, 

reciting poetry, acting, or otherwise entertaining) and has no weapon in their hand 

they may not be attacked by NPCs. The performance must be a legitimate attempt 

in the chosen style. This ability may not be used within twenty feet of an objective or 

enemy Valhalla. This ability requires a 30 count to activate. The bard may move 

around, but may not cast spells or use other abilities, excluding enchantments 

already cast.  

Spell: Cantrips ð The bard may cast all cantrip spells.  

Spell: Share Thoughts ð The bard may cast the share thoughts spell.  
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Bardic Anthems ð The bard must select a bardic anthem. This may be changed 

between events. The bard anthem represents the òsongó of the bard and the way 

they influence the fabric of the Realm. Reduce the incantation of spells within the 

bardic anthem by half after other reductions (min 5 words) and the recharge number 

by 15 (or half). The bard will gain the abilities and spells from each bardic anthem 

regardless of the bardic anthem chosen, but the reduction will only apply to those 

from the chosen bardic anthem.   

Anthem of Defense I - The bard may cast the protect enchantment spell.   

Anthem of Mind I ð The bard may cast the feeble mind spell.  

Anthem of Power I - The bard may cast the war skill spell.    

Spell: Aura I ð The bard may cast the aura I spell.     

Spell: Release ð The bard may cast the release spell.   

Spell: Mimic ð The bard may cast the mimic spell.  

Anthem of Defense II - The bard may cast the resist magic spell. 

Anthem of Mind II ð The bard may cast the control thoughts spell.   

Anthem of Power II - The bard may cast the stun spell.  

Truth Speak ð State òTruth Speak (target)ó. The Bard may compel any player or 

NPC to answer their question truthfully. The target should endeavor to answer as 

quickly as possible but does not have to stop in the middle of what they are saying or 

doing. (i.e., this cannot be used to interrupt the casting of a spell.)     
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Spell: Mimic Enchantment ð The bard may cast the mimic enchantment spell.      

Spell: Experience ð The bard may cast the experience spell.      

Anthem of Defense III  - The bard may use the bardic performance ability.  

Anthem of Mind III  ð The bard may cast terrify spell.  

Anthem of Power III  - The bard may cast the kinetic push spell.   

Combat Casting ð State òCombat Castingó. The bard may move their feet and 

engage in combat while they are casting a spell.  

Bardic Anthem Abilities 

Bardic Performance ð State òBardic Performanceó. The bard must utilize their 

bardic presence ability. While performing, allies designated by the bard benefit from 

bardic presence for as long as the bard is performing, and they are within 

approximately 5ft of the bard and are not engaging in combat. In addition, those 

protected by the performance, other than the bard, may heal wounds or mend a 

piece of equipment in a 30 count. This ability must be recharged.  
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The cleric is the healer, priest, and pinnacle of faith. Their primary role on the field 

of Legend is to heal and aid their allies via their divine magic or as a tank of armor. 

As a secondary role, the cleric is excellent at destroying the undead. Traditionally the 

cleric is a battle chaplain and a stalwart representative of faith and the gods. They 

generally provide direct battlefield support for the people they serve. 

Spell-Caster Class ð The cleric is a spell-

caster class.   

Garb Requirement ð The cleric should wear 

a holy symbol of their choosing, openly 

displayed and visible. This may be a token, 

or a symbol sewn on to their garb. This 

symbol must be different from the symbol of 

their noble house and may not be the 

symbol of something awarded by the game. 

Armor ð The cleric may wear any armor 

class.   

Shields ð The cleric may use any shield. 

Weapons ð The cleric may use any melee 

weapons.    

Spell: Cantrips ð The cleric may cast all cantrip spells.  

Spell: Heal ð The cleric gains the heal spell.  

Divine Edict ð The cleric must select a divine edict. This may be changed between 

events. This edict draws on the clericõs personal connection to their religion and 

pantheon. Reduce the incantation of spells within the edict by half after other 

reductions (min 5 words) and the recharge number by a 15 count (or half). The 

cleric will gain the abilities and spells from each edict regardless of the edict chosen, 

but the reduction will only apply to those from the chosen edict. 



 

24 
 

Life Edict I ð The cleric gains the summon spirit spell.    

Protection Edict I ð The cleric gains the resist wounding spell.  

Wrath Edict I ð The cleric gains the bless weapon spell.  

Spell: Release ð The cleric may cast the release spell.   

Spell: Hold Person ð The cleric may cast the hold person spell.     

Life Edict II ð The cleric gains the purify ability.     

Protection Edict II ð The cleric may cast the resist damage spell.   

Wrath Edict II ð The cleric may cast the wounding spell.   

Holy Weapon ð State òHoly (weapon color)ó. At the beginning of the game, the 

cleric may choose one weapon to be imbued with divine energy. This weapon gains 

the holy carrier. This ability requires a white cloth strip.   

Last Rites ð State òLast Rites 1-5 (target)ó. The cleric may complete a 5 count and 

then touch a dead player and perform last rites on that player or NPC. That player 

may not be brought back to life except by normal means of respawning. Once the 

cleric begins the last rites ability, the character it is being used against may not 

proceed to Valhalla unless the ability stops. 

Spell: Circle of Life ð The cleric gains the circle of life spell.  
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Life Edict III ð The cleric gains the resurrect spell.      

Protection Edict III ð The cleric gains the circle of protection spell.    

Wrath Edict III ð The cleric gains the turn undead ability.  

Divine Intervention ð State òDivine Intervention (spell/target) 1-5ó. The cleric may 

touch a wounded or dead player/NPC and instantaneously cast the heal or resurrect 

spell on that target. This ability must be recharged.  

Divine Edict Abilities 

Destroy Undead ð State òDestroy Undeadó. The cleric can turn undead to dust by 

throwing a pink throwing weapon -or- spell ball at them. Any undead player or NPC 

struck by this ability dies. This ability requires a pink throwing weapon or spell ball. 

The throwing weapon ignores restrictions and does not deal damage. This ability 

must be recharged. 

Purify ð State òPurify (target)ó. The cleric may touch one item of food or drink or a 

player that has been affected by disease or poison and remove its effects. This ability 

has no effect on poison itself. This ability must be recharged. 
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The druid is the shaman, shapeshifter, and avatar of nature. Their primary role on 

the field of Legend is to empower others through magic. As a secondary role, the 

druid can provide great field support as a fighter or great were-creature. Traditionally 

the druid is the master of nature. They can influence the elements to make way for 

parties of adventurers or armies of warriors.  

Spell-Caster Class ð The druid is a spell-caster 

class.   

Garb Requirement ð The druid must have a 

symbol of nature openly displayed on their garb 

or adorned on their person. Acceptable symbols 

include leaves (except Golden Leaves), trees, 

critters, rocks, and other nature designs. It is 

suggested that druids also wear earthen colored 

garb as much as possible.   

Armor ð The druid may wear AC1 & AC2.    

Shields ð The druid may use bucklers, small & 

medium shields.  

Weapons ð The druid may use all weapons 

except axes of any kind.     

Beast Form - State: òBeast Formó. The druid may play as any monster listed as a 

animal type or òwere creaturesó equal to their CL per the rules for playing a 

monster. The druid may activate or end this ability by returning to Valhalla for a 300 

count. They may not cast spells while using this ability. Enchantments cast prior to 

using this ability are removed. This ability requires a tan headband w/a pawprint. 

Beast Tongue ð State òBeast Tongueó. The druid can communicate with all animals 

and the animals will not attack the druid unless provoked by the druid.   

Search Wilderness ð State òSearch Wildernessó. The druid may serve as the 

searcher during land actions.  

Spell: Cantrips ð The druid may cast all cantrip spells.  
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Druidic Circle ð The druid must select a druidic circle. This may be changed 

between events. The druidic circle represents the focus of the druidõs power and 

their influence over nature. Reduce the incantation of spells within the druidic circle 

by half after tother reductions (min 5 words) and the recharge number by 15 (or 

half). The druid will gain the abilities and spells from each druidic circle regardless 

of the druidic circle chosen, but the reduction will only apply to those from the 

chosen druidic circle.  

Druidic Circle Beasts I ð The druid gains the beast sight ability.  

Druidic Circle Tempest I ð The druid may cast the warp spell.  

Druidic Circle Wilds I ð The druid may cast the shillelagh spell. 

Spell: Aura I ð The druid may cast the aura I spell. The druid may only cast this 

spell on themselves. 

Spell: Harden Weapon ð The druid may cast the harden weapon spell.   

Druidic Circle Beasts II ð The druid gains the summon beast spell. 

Druidic Circle Tempest II ð The druid may cast the lightning bolt spell.  

Druidic Circle Wilds II ð The druid may cast the entangle with vines spell.   

Spell: Harden Shield ð The druid may cast the harden shield spell.   

Spell: Harden Armor ð The druid may cast the harden armor spell. The druid may 

only cast this spell on themselves. 
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Spell: Neutralize Elements ð The druid may cast the neutralize elements spell.   

Druidic Circle Beasts III ð The druid gains the beast magic ability.  

Druidic Circle Tempest III ð The druid gains the storm cloud spell. 

Druidic Circle Wilds III ð The druid may cast the commune spell. 

Rejuvenation ð State: òRejuvenation 1-5ó. The druid may touch a player and 

instantaneously restore the use of all recharge abilities, remove all poisons and 

diseases, and mend all their equipment. This ability must be recharged.  

 

Beast Sight ð State: òBeast Sightó. The druid may declare the use of this ability to a 

game reeve and gain insight on a quest or adventure provided there would 

reasonably be an animal or critter that the druid could use to see through. The 

animal could be as simple as a fish or cricket or as complicated as a bear or 

crocodile. This ability simply grants the druid a bit of information about the quest 

similar to other abilities. The quest reeve must accommodate. This ability must be 

recharged.  

Beast Magic ð State: òBeast Magic (spell)ó. The druid may declare one of their bolt 

spells as their beast magic (entangle with vines, lightning bolt, or warp) or aura 1. 

This means that the druid may cast this spell, even while in beast form. The druid 

must recite the incantation as they would if they were not using beast form. This 

ability must be recharged.  

 

 

 

 

 

 



 

29 
 

     

The monk is the martial artist, the disciplined one, and fortified in body and soul. 

Their primary role on the field of Legend is to act as skirmishers. As a secondary 

role, the monk is an invulnerable and invaluable asset in quests, especially when 

traversing dangerous terrain. Traditionally the monk is a pious zealot, they can find 

work as spiritualist, a combatant, and mentor. 

Martial Class ð The monk is a martial class.   

Garb Requirement ð The monk must wear a 

gray sash around the waist or over the shoulder 

in addition they should wear the symbol of their 

monastic order. This symbol must be different 

from other required symbols. 

Armor ð The monk may not wear armor.    

Shields ð The monk may not use shields.  

Weapons ð The monk may use any weapons. 

 

 

 

Feather Fall ð State: òFeather Fall 1-5ó.  The monk may not take damage, wounds, 

or any other ill-effect from simulated falling. This does not protect them from the 

terrain type (i.e., lava, acid, spiked pit, etc.). The monk must complete a 5 count to 

simulate falling slowly. When the count is complete, they may move normally. 

Monks may not be attacked by melee weapons when falling but may be affected by 

ranged weapons. Monks may activate this ability while òfallingó.  

Missile Block ð State: òMissile Blockó. The monk may block all weapon projectiles 

(arrows, bolts, javelins, and throwing weapons) with their weapons, hands, or feet. 

This block must be intentional. It has no effect on spell balls or siege weapons. If 

successfully blocked, it will negate any effect or carrier caused to the weapon.  
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Toughness I ð State: òToughnessó.  The monk gains toughness I which will negate 

the first physical hit from a weapon, except siege weapons. Weapons with the magic 

carrier and spell balls will ignore this ability. This ability may not dispelled or 

nullified. This ability requires a white head band w/ black I written in the center.  

Mighty Leap ð State: òMighty Leap 1-5 & leapingó.  The monk may complete a 5 

count and then move directly to a location, through enemies, boundaries, and other 

hazards without being subject to attacks or effects. In addition, the monk may not 

attack or activate abilities while using this ability. The location must be within 10ft of 

the monk, and they must state òlandedó upon arriving at their location and 

completing the ability. The monk must move directly to their desired location with a 

deliberate pace. This ability must be recharged.  

Turtle Stance ð State: òTurtle Stanceó.  The monk may use a shield of any size. The 

monk may not use this stance while they are using any other. The monk may change 

their stance in a 30 count.  

Touch of Death ð State: òTouch of Deathó.  The monk may touch another player in 

an unarmored location and kill them. This ability requires a black cloth strip tied 

around the wrist. This ability must be recharged.  

Toughness II ð State: òToughnessó.  The monk gains toughness II which will negate 

the first physical hit from a weapon, except siege weapons. Weapons with the magic 

carrier and spell balls will ignore this ability. This ability may not dispelled or 

nullified. This ability replaces Toughness I and requires a white head band w/ black 

II written in the center.  

Wave Stance ð State: òWave Stanceó.  The monk may ignore penalties for water or 

similar substances. This ability works similarly to hover, but only with water and 

similar. The monk may not use this stance while they are using any other. The monk 

may change their stance in a 30 count. 
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Sunder ð State: òSunderó.  The monk may strike an opponentõs armor or shield and 

instantly destroy it. This strike must be done with a shield-breaking weapon and 

must be done with two hands. If the strike would ordinarily go through the armor, it 

does so as normal.  

Aether Stance ð State: òAether Stanceó.  The monk may block spell balls with their 

weapons, hands, and feet. This block must be intentional. If successfully blocked, it 

will negate any effect or carrier attached to the spell ball. The monk may not use this 

stance while they are using any other. The monk may change their stance in a 30 

count. 

Immunity to Poison ð State: òImmuneó. The monk is immune to all poisons.  

Toughness III ð State: òToughnessó.  The monk gains toughness III which will 

negate the first physical hit from a weapon, except siege weapons. Weapons with the 

magic carrier and spell balls will ignore this ability. This ability may not dispelled or 

nullified. This ability replaces Toughness II and requires a white head band w/ black 

III written in the center.  

Meditate ð State: òMeditate 1-5ó.  The monk may regain one level of expended 

Toughness provided that the Toughness is fully expended. The monk must stand 

still, sit, or kneel while using this ability and may not be move. If they are 

interrupted, they must begin the count again. 

Dragon Stance ð State: òDragon Stanceó.  The monk becomes immune to ranged 

weapons except spell balls and siege weapons. The monk may not use this stance 

while they are using any other. The monk may change their stance in a 30 count. 
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The paladin is the champion, the leader, and the hero. Their primary role on the 

field of Legend is to serve as battlefield commanders. As a secondary role the 

paladin can serve as a fighter on the line. Traditionally the paladin is a man-at-arms 

in service to God and country. They can generally find work fighting back hordes of 

evil or slaying a beast, adversely killing the 

champions of good and peace.  

Martial Class ð The paladin/dark paladin 

is a martial class.   

Garb Requirement ð The paladin must 

wear a white belt favor, cloak, or tunic or 

black if a dark paladin. 

Armor ð The paladin/dark paladin may 

wear any armor.     

Shields ð The paladin/dark paladin may 

use any shield.    

Weapons ð The paladin/dark paladin may 

use any melee weapon and javelins.  

 

 

Code of Good/Evil ð State: òCode of Good/Eviló or òDetect Alignmentó.  This class 

requires you to choose between a paladin (good alignment) and dark paladin (evil 

alignment). Paladins must wear their garb requirement in white and dark paladins 

must wear their garb requirement in black. This class may change their choice at the 

beginning of any event, but they should only do so if a significant character 

development has occurred. Paladins/dark paladins can also determine the alignment 

of any player or NPC. Some abilities are paladin/dark paladin dependent. 

Holy Weapon ð State òHoly (weapon color)ó. At the beginning of the game, the 

paladin/dark paladin may choose one weapon to be imbued with divine energy. This 

weapon gains the holy carrier. This ability requires a white cloth strip.   
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Lay on Hands ð State: òLay on handsó.  The paladin/dark paladin may touch a 

wounded player and heal that wound. This ability must be recharged.  

Immunity to Control ð State: òImmuneó.  The paladin/dark paladin is immune to all 

control school abilities, effects, and spells.    

Divine Health ð State: òDivine Healthó or òImmuneó.  The paladin/dark paladin is 

immune to all diseases and poisons.      

Smite! ð State: òSmiteó. The paladin may strike an opponent with their holy weapon 

and deal deadly damage. This ability must be recharged.  

Immunity to Necrotic ð State: òImmuneó.  The paladin/dark paladin is immune to 

all necrotic school abilities, effects, and spells.    

Destroy Undead (Paladin) ð State òDestroy Undeadó. The paladin can turn undead 

to dust by throwing a pink throwing weapon -or- spell ball at them. Any undead 

player or NPC struck by this ability dies. This ability requires a pink throwing 

weapon or spell ball. The throwing weapon ignores restrictions and does not deal 

damage. This ability must be recharged.  

Wounding (Dark Paladin) ð òWounding (desired limb)ó. The dark paladin may use 

the wounding ability. This is a caster-like ability and functions the same as the spell 

version in terms of its effect. This ability requires a gray spell ball and must be 

recharged. 

 

 

 






































































































































































































































































































