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Games from out of this world

THIS IS NOT A COMPLETE GAME!

Primal Pathways is a supplement to
Legacy: Life Among the Ruins 2nd
Edition. You can pick up its basic rules at

ufopress.co.uk/legacyquick

or pick up the full rulebook, including
examples of play, GM advice and 24
‘ post-apocalyptic playbooks at

ufopress.co.uk/legacy2e
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In the beginning, there was the Primal
Plane, a churning maelstrom of energy
and power. A place without time where
new strange creatures evolve, thrive
and die within the space of a moment.
Geography and biology constantly
warps and changes. Predators consume,
prey dies, plants grow and decay. For
countless aeons the Primal Plane was
nothing but a endless chaotic cycle of
death and rebirth. Then the Guardians

arose.

The Guardian’s origins are unknown. It
has been theorised that they were once
lowly entities adrift in the storm of life
that dominates the Primal Plane, and
through force of will they imposed their
own order on the chaos - but in truth
there is no way of knowing.

Wherever they came from, the Guardians
brought structure to the maelstrom.
They portioned out their own corners of
the Plane, and shaped these corners in
their own image, according to their own
way of life. In the timeless Plane they
struggled, cooperated, made war, made
peace, the formless and ever-changing
nature of the Primal Plane preventing
any one of them from gaining the upper
hand for long. Until something changed.

A crack formed in their reality, a gap
in the curtain. Through this gap they
saw something new, a solid plane of
consistent shape and flow. A place with
linear time, where the topography of
worlds stayed static for untold millennia
and life gradually evolved in a logical,
beautiful way.

Slowly, carefully, the Guardians ventured
out into this new Material Plane and
observed the worlds within it. On some
worlds they found life, some of which
had started to develop an intelligence of
its own...but it was slow, oh so slow, and
the temptation to guide and hasten this
interminable process was strong indeed.

Q

The Devourer was the first to succumb
to temptation and make its mark on the
Material Plane. It uplifted a species of
carnivore on some wayward planet with
some of its own power, vastly speeding
up their evolution and enhancing their
intelligence. Within a few generations, all
life on the planet had been extinguished
as the creatures consumed all life.

Fearing the destruction of all life on this
new Plane and the domination of The
Devourer, the other Guardians sought
out favoured species. They sped up
their species’ evolution, granting them
sentience and new biological traits. They
even reshaped the terrain of the planets
in which their favoured species dwelled,
to encourage the way of life they laid
out for them. Before long, many species
treated the Guardians as gods, with all
the veneration and fear that entailed.
Others rejected the Guardian’s gifts in
fear of becoming their thralls, and lashed
out at the Guardians’ favoured.

As a pulled string can unravel a garment,
the more the Guardians made their mark
on the Material the more the veil between
the two Planes became thin. Tears
between the realities formed on many
planets, spilling Primal entities, energy
and artifacts into the Material. Though
dangerous, these tears became a valuable
resource as creatures used the crystallised
Primal energy to create new artifacts,
devices and weapons. They scavenged
relics made by the denizens of the Primal
Plane and conversed with them, trading
and acquiring new knowledge, allies and
enemies. Some even ventured into the
Primal, though none have ever returned.

It is on one of these Material Plane
planets that your story takes place. Each
player controls one group of People
touched by the Guardian’s influence. As
the game goes on your People will evolve
and advance, building civilisations in the
tradition of their Guardian.



RULES CH_ANG ES

DESCENT OF SPECI ES -
When ages turn, players <E s
evolutions as well as fortunes' zhicf

l

Each Guardian has théir owﬁ tree Yor

evolutions - each time you evolve, you
pick a new evolution from among the
options on the highest unmarked tier.

Each tree has 3 sets of 3 societal evolutions
which mark advances in civilisation and
give new needs and surpluses. At the start
_ of the game each faction has lower stats
than in base Legacy and only 2 Needs
amf 1 Surplus. As you ad‘giéce down
: ~_ges; i‘ts, are raised’ and fprol‘flems

omplex

- ove. is. called Evolutzon‘
gAge Turns:

\ When genérat ""s vise and ﬁzl/ ana’ play
; slezp: forwa.i&rm time, roll +Mood.

“On 2 6 or less, choose two trlals

~  and one fortune, or one trial and pick
an evolution on the next tier. *,
e On a 10+, choose one: piqk," o

evolution on the next tier, or; uhg@se'

two fortunes. ﬁ*

TRIALS s 15
Starvation and poverty forced your

People into raiding and thieving, and.

it pissed others off. Gain 3 Surpluses of
your choice, but give 2-Treaty to two
other People.

A plague ravaged your People, and no-
one else could help. Afterwards, they
promise aid in the future. Gain 3-Treaty
split between any People you wish but
take Need: Medicine.

Your People saved the Homeland from
some great threat, whether invading
armies or natural disaster, but at great
cost to themselves. Gain +1 Reach and
Surplus: Morale, but take Need: Recruits.

B Slerght and

}nr

ea g
On a 7-9, pick one: choose one trial P£

'ﬁ ?; 'ffdecades of delvrng have lef&you 1solatetl

Plane took a par cular‘dr lkF to youi:i
People and: has, ‘been Sul
ever since. Sa,zg m joL
about it ga:in._Z;@PrImal
encounters with it, but take"
on People moves against 1t

A

Your People - fell dpart lnto
factions. The eventual vrctors

Gain +1

Gr' a
but gain :

Drsaster sca '
gbandoned yg
““how to stay hi

Need: Land: -
F_O'RTU NE
“Your People .

p‘le how you wlsh

‘Your People fou‘n‘d a‘"r,
fr(fn the Primal Plan ;

Power from 1n1t1al,{§cavengmg 'l@oyvei{er'
gdin Need: Trade. | "'e__“-,‘; i
Your People . ﬁnds a_ windfall; Ert etd:
through théir ' own cultryatronsl,’
by absorbing smaller People. Gal‘l1

Surpluses of your choice, but it’s left you\ A
bloated; gain Need: Morale. ji '*' ?

Your People burld*a place of safety anlgt :

this land. Gain ¥t Rea and P
Prestige; but take Need:"C rops 7y
You go to-'iwﬁ#%ether for )ushce ;
spoils. Gajrh-' ;c.{;rasp and q
Weaponry, bty ( é
grudge. Ta,ke

moves

3 Skt
dealt wﬁ : ;




A series of messy public disagreements
caused your People to fragment, but it
was all planned. From their new homes,
your exiles send you regular reports on
their host’s activities. Gain +1 Sleight and
Surplus: Spies, but take Need: Recruits.

UPDATING THE MAP
Each player:

* Gives the broad story of their People
through the Age.

* Describes how their evolution has
changed their cosmetic appearance.

* Names a new custom they develop to
remember this Age.

* Adds one new threat, opportunity or
faction to the map.

¢ Adds/adjusts map elements to fit the
Fortunes and Trials chosen.

o If their old character made it to the
end of the past age, describe how their
story ended and make a Relic with one
of their items and one of their moves.

Each player then makes a new character,
triggers a Role move of their choice, and
play starts up again.

OTHER CHANGES
Data works much the same as in base
Legacy, but is called Tales.

Tech is called “Primal Power”, and
also works similarly, but rather than
technology the players can find artifacts
from the Primal Plane.

Devices are called Artifacts, and work
similarly but with a Primal Magic flavour.

TRAITS

When you evolve, your Guardian tree
may tell you to pick a new Trait, with
each player’s People starting with two
Traits. Traits are permanent changes
to how your People look and function,
and cannot be removed. They can also
expand the moves that your characters
have access to, and give them extra harm
boxes.



" level of

SOCIAL TIERS

When you hit a new tier ‘of societal
advancements in the Guardian tree your;
civilisation has advanced. There are
stages of civilisation advancements
Realm and Staté? Herdohre S/hd@ they
broadly represent:

TRIBE
2-4 evolutions. Early civilisation.
Weapons and tools will be made of wood,
stone, bronze and iron. Automated
contraptions will be rickety and simple
~ in design.. - Main settlemerrt§ will be
mgstly villages-and small tovﬁ&, warfare
Uisc &‘pnmarlly by smalE bands of b

sl

. L *&5‘-7‘. evolun% Analogous to the

Gl

of steel or

mansh1p and artistry.
““Main settlements are towns and small

the’ potentlal for siege watfare and large
© armies.

STATE g7
8+ evolutions. Modern. and beyond. -
Weapons and tools are made of compi&l

alloys and plastics. Settlements are la'fgﬁ
towns and cities. Warfare is large in scale,s'
with automated weaponry and dronéa’
and long range weapons of destruction. -

Every time you evolve think about how

your technology, society and way of life
has advanced.

ies. Warfare is larger in sscale, wn_thwmspg’ﬁ;/algae> How' doig this affe

; ané claws.

Note: shorter than 3 Jeet

CREATING A SPECI‘ES ,
In Primal” Patbway} your G’uardmn ' A

of life. '__% ;

sort of creatures make.up the p{n?i
of thelr Peop‘le Het,e are some th

their species’is ﬁf(e“
What kind Iof e

creature

g,s main
tarnlvose, “he I
etc? Do they :it ?arge prey,/ ants, o

br’(‘;l(rgy> For example, :

How big is my sp
hulking elephant- ‘,ibik.e-g

diminutive but, , apgressi:

\‘f “carnivore
Or: nallef’ tha
10 feet will start to create roleplayln_g an
mechanical issues; so avoid that -
Why did the Guardian plck‘iny SPC%ICS%
What traits appealed to them? This coul&

be biological or behav1oural









VHE HUNTVER

The Hunter favours those creatures that rally around the hunting horn, that seek
out bigger and more dangerous adversaries, that live to amass trophies to enhance
the glory of their line. While species favoured by The Hunter tend to be predatory
carnivores, this is not exclusively the case. Any life-form that seeks greater and greater
challenges in the name of naught but self-improvement can earn the favour of The
Hunter, regardless of the nature of the challenge. The societies of species favoured by
The Hunter tend to be organised around ideas of personal merit and glory, with those
who have achieved the most impressive feats taking centre stage.




Blood

Sport

B TAKE TWO TRAITS

B HUNTING CAMPS
Gain:
Needs: Leadership, Medicine
Move: Persistence.
Pick two:
B Add a new tag to your
Weapon or Outfit stockpile.
B Gain a new kind of Beast or
Machine, or add a tag to an
existing one.
Gain any Trait.
Gain any Trait.

W

B TRIAL BY COMBAT
Gain:

8 Needs: Population, Morale.

Move: Competitive Streak.

Pick two:

B Add a new tag to any Gear
category.

B Get a new group of followers

at Quality 1 or add 1 to an[g

existing group’s Quality..
Gain any Trait
Gain any Trait

X A

® WARRIOR CODE

& Gain:

& Needs: Food, Glory.
¥ Move: Upstanding Reputatlon o
& Pick two:

B Add a new tag to youry
Weapon or Outfit stockpile.

B Add a new tag to your
Weapon or Outfit stockpile.

® W Gain any Trait.
BB Gain any Trait.

>

u GAIN +1 REACH GRASP OR SLEIC.HT

= NOMADI C
WARBANDS
Gain:
8 Needs: Land, Raw Materials
| Move: Trophy Collector
Pick two:
Add a new tag to any Gear
category.

Gain +1 Tale or +1 Relic at}

the start of each age.
Gain any Trait.
Gain any Trait.

u C.AIN A TRAIT.
[ ] TOU RNAN\ENTS
Gain:
Needs: Art, Luxury.
Move: Raise the Bar.
Pick two:
B Add a new tag to any Gear
category
Get a new group of followers

at Quality 1 or add 1 to an g

existing group’s Quality.
Gain any Trait
Gain any Trait

RN [ A e

B CASTE SYSTEM

_'.- Gain:

& Needs: Obligation, Trade.

! Move: A Place for Everything
" Pick two:

Add a new tag to your g
Weapon or Outfit stockpile

Weapon or Outfit stockpile

Gain any Trait
Gain any Trait.

n e B

B GAIN +1 REACH C.RASP OR SLEIGHT.

B GAIN A TRAIT.

B MILITARY RULE
Gain:
Needs: Legitimacy, Victory.
Move: Surgical Strike.
Pick two:
B Add a new tag to your
Weapon or Outfit stockpile
B Gain a new kind of Beast or
Machine, or add a tag to an
existing one
Gain any Trait.
Gain any Trait.

B SOCIAL BOUNTIES

Gain:

Needs: Transport, Engineering

Move: Life is a Game.

Pick two:

B Add a new tag to any Gear
category.

B Get a new group of followers
at Quality 1 or add 1 to an
existing group’s Quality..
Gain any Trait.

Gain any Trait.

PIcKk ONE:

H |[MPERIAL
MONARCHY
Gain:

% Needs: Justice, Allies.

Move: By Order of the Emplre ’

Pick two:

B Add a new tag to yourl
Weapon or Outfit stockpile. |

B Add a new tag to your
Weapon or Outfit stockpile.
Gain any Trait. .
Gain any Trait.

HADD A NEW TAG TO ANY GEAR CATEGORY.
HEGAIN ANY TRAIT.

THIS TIER MAY BE TAKEN MULTIPLE TIMES
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MAKING YOUR

* HUNTER

STATS

Choose one:

* Reach -1 Grasp 1 Sleight 0

* Reach 1 Grasp 0 Sleight -1

* Reach 0 Grasp -1 Sleight 1
LANDMARKS

Draw one from each on the map:
BIOMES
A dense pine forest, rich in prey and lumber.

A vast jungle inbabited by deadly predators.
A windswept tundra, rugged and harsh but

rich in valuable minerals.

A THREAT

An ancient, massive warbeast.

A rival group of hunters who are carelessly
driving the local fauna into extinction

An infestation which is devouring natural
resources at an unnatural rate.
MANIFESTATIONS OF THE
GUARDIAN

An arena dedicated to The Hunter, where
beings of all kinds compete for their favour.
An area where powerful beasts from the
Primal Plane occasionally manifest.

A camp established by a group of Primal
Denizens dedicated to The Hunter.

HISTORY
Ask the other players:

Which one of you was our natural
prey before we became favoured by the
Guardians? Take 1-Treaty on each other.

Which one of you did we save from
a terrible creature? Take 2-Treaty on
them.

Which of you is our most resented rival?
They take 2-Treaty on you.

RESOURCES
Pick one Surplus and take the unchosen
Surpluses as Needs:

Prey, Water, Scouts

PATHWAYS
BLOOD

The Hunt is a means to an end, and that
end is a well-deserved kill. The Pathway
of Blood is walked by those who do not
let their foes live, and who trust in the
leadership of their deadliest warriors.

SPORT

Life is a game, and the whole world is the
arena. Followers of the Pathway of Sport
revel in the thrill of competition, friendly
or otherwise. Diplomacy, war, society;
all are part of life’s great game, and the
victors get the spoils.

HONOUR

The Hunt, like all things, is meaningless
without a code. The Pathway of Honour
is followed by those that live according
to a system of values, a Warriors Code.
Victory without honour hurts the victor
more than the defeated, as it undermines
that which civilisation is built upon.

MOVES

FAVOURED OF THE

HUNTER

When your People seek out and
overcome a great challenge, you may
petition a boon from The Hunter. Roll
+Primal Power. On a 10+ The Hunter is
impressed with your victory and grants
you a boon. Gain a point of Primal Power
or Tales, and reveal a new challenge on
the map.

On a 7-9 The Hunter is not quite
convinced, and requires an offering.
Remove a Surplus to gain a point of
Primal Power or Tales.

On a miss The Hunter is unimpressed
by your feat, and tasks you with a greater
challenge.



TRIBE MOVE_S'.

PERSISTENCE
Each age designate a target. Thls target

can be a person, a creature, or a,n;pb' ool

While taking actions to pur_ e s
target, you have Advantage. 5

COMPETITIVE STREAK
Each age designate another player
species. When your actions put you in
direct competition with them, you have
Advantage. If you win, gain 1 treaty on
them.

" UPSTANDING. %

_ -&iPUT&mION

% et
wbr*“‘ y

o5 gﬁgt s’mw of FMPl RE

"to anotber speaes, take 1

to perfo " a task outside of their
specmlzty, roll +Quality. On a 10+ the_y

do it, but choose one:

- % 'They fall short in one particular aspect
o There'll be unfortunate consequencés

* It cost them: their Quality drops‘by et

e They fall short in many aspects - its fall into crisis at the end o t[ﬂe age G
e £ Bniss the assassmétloﬁ Fal.l,.e% “Fhis’ ;nQ

been done very badly. gE o ;
* There'll be serious consequences.

* It exhausted them completely - their-

Quality drops to 0.
On a miss, something has gone seriously
wrong. It's not done, and the followers
quality drops by 1.
A PLACE FOR
EVERYTHING...
Treat a Follower’s Quality as 1 higher

when using Under Orders, so long as
they only have one specialisation.

% a2 jn jor leader is klﬁﬁ:d,, and he

: facmon 1mmed1§§ely in

o/ -Q' Ieadershlp, the faction™
On a7-9 they do it, but choose one:’/ ﬁu

TROPHY COl.uacTon |

When . you a acbzeve a mtyof..vu‘tbry

against another player species, you tak ;
a trophy from them., De&k&w one oé
T

your opponent’% ﬁuardtan
trophy can bb«fxg ded foi

use of this move.. s ‘_..- . o ‘j“‘%
Ilf.-.*'z;v N

STATE MOVES “h

LIFE IS A ¢AME 3

%m you

Values less th 10

cﬂltuml ﬁgu ﬁ'expend
Surp ‘and roll +Sleight On':

. Crisis. On a 7-9, t.lfﬁe,'ta%*‘,is_ b
wrilnded creating a el 'omry‘?md'._i. e

st*e‘zg?nd ans %
appropriate resoux:ée to ﬁi], thi gld}\of,

can only be used once perage. -
y pe g

s,.



VHE DEVOURER

The Devourer favours those creatures that consume without pity and remorse,
consume to empower themselves and their rightful Guardian. While The Devourer
appreciates predatory carnivores, a creature need not consume meat to be favoured
by the Guardian - resources, culture, animals, magic...as long as they are fed to the
churning wheels of progress, they are all the same. Societies dedicated to The Devourer
tend to be more unified - there is the species, and there is the other. The other exists
to fuel the species, and the species is united in that aim.

e



Swarm-

B TAKE TWO TRAITS

B GRAND MATRIARCH

Gain:

Needs: Food, Raw Materials

Moves: The Quality of Quantity

Pick two:

B Add a new tag to any Gear
category

B Get a new group of followers
at Quality 1 or add 1 to an
existing group’s Quality.
Gain any Trait
Gain any Trait

W

B APEX PREDATOR
Gain:

f Needs: Land, Prey.

Move: Aggressive Diplomacy.

Pick two:

B Add a new tag to your
Weapon or Outfit stockpile.

B Gain a new kind of Beast or

Machine, or add a tag to an g

existing one.
Gain any Trait
Gain any Trait

X A

B TRADING PARTIES

& Gain:

& Needs: Warriors, Shelter.
4 Move: Barter Town.

& Pick two:

B Gain a new kind of Beast or
Machine, or add a tag to an
existing one
Gain +1 Tale or +1 Relic at
the start of each age.

Gain any Trait
Gain any Trait

o il

u GAIN +1 REACH GRASP OR SLEIC.HT

gwn. S
m HIVE SOCI ETY
Gain:
Needs: Trade, Security
# Move: Born to Serve
| Pick two:
B Add a new tag to any Gear
category.
Get a new group of followers

at Quality 1 or add 1 to an}

existing group’s Quality..
Gain any Trait

u C.AIN A TRAIT
[ | COUNCI L OF
WARLORDS
Gain:
Needs: Conquest, Order.
Move: Proper Use of Leverage
Pick two:
B Add a new tag to your
Weapon or Outfit stockpile
B Gain a new kind of Beast or
Machine, or add a tag to an
existing one

Gain any Trait L]
|

Gain any Trait
Gain any Trait

B MERCHANT CLASS

_'.- Gain:
& Needs:
W Infrastructure. ¢
% Move: Turn the Right Corner... |

Connections,

Pick two:
|

category

B Gain +1 Tale or +1 Relic at’ ‘_:

the start of each age.
B Gain any Trait
B Gain any Trait

B GAIN +1 REACH, GRASP OR SLEIGHT.

B GAIN A TRAIT.

m COLLECTIVE
CONSCIOUSNESS
Gain:
Needs: Allies, Rare Materials.
Move: We Are One.
Pick two:
B Add a new tag to any Gear
category
B Get a new group of followers
at Quality 1 or add 1 to an
existing group’s Quality.
Gain any Trait
Gain any Trait

B MILITARY STATE
Gain:
Needs: Industry, Recruits
Move: With an Iron Fist
Pick two:
B Add a new tag to your
Weapon or Outfit stockpile
B Gain a new kind of Beast or
Machine, or add a tag to an
existing one
Gain any Trait
Gain any Trait

Pick ONE:

B [NDUSTRIAL
CAPITALISM
Gain:

¥ Needs: Energy, Artisans.

Move: Rebrand, Rebuild, Reclaim &
Pick two:
B Add a new tag to any Gear
category o
B Gain +1 Tale or +1 Relic at
the start of each age (stacks
with similar effects)
Gain any Trait
Gain any Trait

T

HADD A NEW TAG TO ANY GEAR CATEGORY.
EGAIN ANY TRAIT.

THIS TIER MAY BE TAKEN MULTIPLE TIMES.




0

3B
B N

MAKING YOUR

* DEVOURER

STATS

Choose one:

* Reach -1 Grasp +2 Sleight -1

* Reach -1 Grasp +1 Sleight 0

* Reach -1 Grasp -1 Sleight 2
LANDMARKS

Draw one from each on the map:
BIOMES
A desert filled with subterranean tunnels.

A gigantic mountain with wide plateaus.
Savannah grassland filled with giant herds
A THREAT

Another species which is consuming the
same resources you crave.

A deadly plague blighting a verdant area.
A dwindling resource that is vital to your
species survival.

MANIFESTATIONS OF THE
GUARDIAN

A gigantic hungry spirit which promises
rewards to those who can sate its hunger.

A yawning portal to the Primal Plane,
sucking in anything in its vicinity.

A camp of denizens from the Primal Plane,
asking beings to bring them Primal relics.

HISTORY
Ask the other players:

Which of you previously repulsed our
Jforay into your land? They take 2-treaty
on you.

Which one of you almost went extinct
when we consumed a vital resource?
They take 2-treaty on you.

Which one of you shares our desire for
a particular resource? You take 1-treaty
on each other.

RESOURCES
Pick one Surplus and take the unchosen
Surpluses as Needs.

Population, Weapons, Rare materials

PATHWAYS

SWARM

Quantity has a quality all of its own,
and for those that follow this path that
quality is the essence of survival itself.
War, politics, science - these can be
conquered by sheer strength in numbers.

MIGHT

The fittest survive, and destroy the unfit.
People that follow this pathway consume
in order to swell their own personal
power. Societies that refuse to consume
their foes entirely, their culture, their art,
their industry, will fall to those who do.

INDUSTRY

Why destroy an opponent in battle
when you can own them? Those which
follow this pathway consume to feed the
fires of industry, and use their riches to
economically dominate their adversaries
and acquire their resources.

MOVES

FAVOURED OF THE

DEVOURER

When your People bolster their power
by consuming a great resource or
enemy, you may petition a boon from
The Devourer. Roll +Primal Power.

On a 10+ The Devourer is impressed
with your victory and grants you a boon.
Gain a point of Primal Power or Tales,
and reveal a new consumable resource on
the map.

On a 7-9 The Devourer is not quite
convinced, and requires an offering.
Remove a Surplus to gain a point of
Primal Power or Tales.

On a miss The Devourer is unimpressed
by your feat, and tasks you with a greater
challenge.



TRIBE MOVES
THE QUALITY OF
QUANTITY

Once per age, you can use nghjt r
the Job on a problem Surplus: PQE Efﬁ'ﬁ‘
would help with, without needlng to
have the Surplus or erase it.

AGGRESSIVE

DIPLOMACY

When your target is physically weaker

or smaller than you, gain advantage on

Claim by Force. If you fail such a roll,
 this bonus does not apply for the rest of
‘ tla;e:‘agc, as your aura of 1nt1n§i&atron has
: 0 qﬁ'anly broken ' Ar ;

edchage you may designate
hat ;gnother player’s People

en you Tool Up for the
i may apply this tag to a

possesses. W
£ first time,
single prec&,e - equipment.
REA LM MOVES .
TURN THE RIGHT
" CORNER..
When you L'amb your ‘market fbr goads

and services, roll +Mood. On 2 10+,
choose one: ¥ 5”1

* You find some 1nterest1ng1nformatrémq Need Recruits in, addition|to any- othe

get +1 Tales §

* You procure supplies: your ne
v

Wasteland Survival roll has advantage :

* You hire useful aid. They're 1-Quality

with a specialty of your choice.

On a 7-9, pick one of the above, and also

one of:

* Your efforts cost you. You now owe a
favour to some conniving merchant.

* The busy streets are a hunting ground
for common thieves. You are robbed
of one of your significant possessions.

* You pissed off the wrong creature.
A merchant with shady connections
now has a grudge against you.

On a miss, pick two from the second list.

mﬂrtary power ngem{fy

BORN TO SERVE s
During character crcatlon, ‘Ziesrgmate
your “character ‘a§ elther a Soldler or:
Worker. Soldiérs r ceive ad
they trigger F
when they tr

PROPER APP lc' g7

OF LEVERAGE W
When you successfully claima ]Zy}
resource or cori'qubr a stroﬂ% adv rsma(.
in battle, you- rtfayagar 5.
another Pcogl' :

STATE MO
WE ARE

* hive "“mind. T
species with
often become™
- behave strange
collectlve

3 2 5
MIQ:H AN iRON FisT
- People s, capahfc of .mobilisir

effectively. You al‘Ways“h %{
lﬁzm by Force. Howe}:g A nﬁl
3 dbes not suffer diss sﬁ ,11

you roll Hold %g_ether yqu aﬁ?ays 1gc-:'ﬂ

r"ESults as the mrlrtarye leadegshrp purg
their population of sedition by force.

REBRAND, REBuu.D, G
RECLAIM ARG N £

Even natural resources can be branded oh :
commodified and - controlled. W//Jeiz;
the age turns, ‘any resources you have «
control of become part of four'in stmaI
complex If one of such ‘\sou‘r?:es ‘taken
from you; it strll couTts as your resgource; 5
until the con ror tai(es the tin‘le aryj
effort to re{nﬂve )gqur mfluence a
" ) ;



VHE BUILDER

The Builder values progress and growth most of all, and favours those creatures which
use the world’s natural resources to build great marvels. Wood and water, rock and
stone, these are the tools of The Builder, whether you guide their natural growth or
break them down and reform them. The Builder also favours those who master their
craft, those who dedicated their lives to a single beautiful goal. The Builder is less
concerned than the other Guardians by how its favoured behave towards others. Make
war, make peace - it makes little difference. As long as the trees, buildings or walls
grow tall and strong, it is satisfied.



Cultivation

Mastery
B TAKE TWO TRAITS

B LEXICOGRAPHY
Gain:
# Needs: Food and Trade Goods
Move: Creatures of Letters
Pick Two:

B WALLED CITIES
& Gain:
& Needs: Crops and Fresh Water F-'
5 Move: The Best Offence (vt
& Pick Two: -

B NOMADIC
PASTORALISM
Gain:
Needs: Land and Safety
Move: Crop Rotation

Pick Two:

B Gain a permanent tag in
Domestication

B Gain a permanent tag in
Domestication
Gain any Trait
Gain any Trait

u AC.A RIAN
COMMUNES
Gain:
B Needs: Progress and Luxury
iMove: Where  Everybody
Knows Your Name
B Pick Two:
" Gain a permanent Outfit tag
Get a new group of followers }
at Quality 1 or add 1 to an
existing group’s Quality.
Gain any Trait

Add a new tag to any Gear
category

Gain +1 Tale or +1 Relic at
the start of each age

Gain any Trait

Gain any Trait

ICRAFI' GUILDS

Gain:
Needs:
Leadership.

Move: Skill Beyond Compare.
Pick Two:

Add a new tag to any Gear
category

Gain +1 Tale or +1 Relic at|@

the start of each age
Gain any Trait
Gain any Trait

Gain a permanent tag in
Mechanisation

Gain a permanent tag in
Mechanisation

Gain any Trait

Gain any Trait

B CITY-STATES

_'.- Gain:
Rare Materials and j§ Needs: Transport and Trade.
! Move: We Stand Alone
! Pick Two:

Gain a permanent tag in gy
Armoury )
Gain a permanent tag in’
Mechanisation b+
Gain any Trait
Gain any Trait

Gain any Trait

B GAIN +1 REACH C.RASP OR SLEIGHT.
B GAIN A TRAIT.
B GREAT LIBRARY

Gain:
Needs: Spies and Scouts.

B METROPOLISES
Gain: h
Needs: Energy and Artisans.  §&
Move: Repository of ff Move: Architects of the Future.
Knowledge. Pick Two:
Pick Two: B Add a new tag to any Gear 3,
B Add a new tag to any Gear category '
category B Add a new tag to any Gear
Gain +1 Tale or +1 Relic at category
Gain any Trait the start of each age Gain any Trait
Gain any Trait B Gain any Trait Gain any Trait

B Gain any Trait

B CLASSLESS SOCIETY
Gain:
Needs: Weaponry and Justice
Move: Our Animal Brethren
Pick Two:
B Add a new tag to any Gear
category
B Gain a permanent tag in
Domestication |

Pick ONE:

HADD A NEW TAG TO ANY GEAR CATEGORY.
HGAIN ANY TRAIT.

THIS TIER MAY BE TAKEN MULTIPLE TIMES
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MAKING YOUR

” BUILDER

STATS

* Reach +2 Grasp -1 Sleight -1

* Reach -1 Grasp 0 Sleight +1

* Reach -1 Grasp +2 Sleight -1
LANDMARKS

Draw a sign of one from each category
on the map:

BIOMES
A rocky area rich in rare materials, ripe for
a quarry or mine
A wetlands area with overgrown wilderness
and mineral-rich soil
A valley sparse in resources and natural life,
but highly defensible

A THREAT
A huge active volcano
An  area - prone to strangely - localised
devastating earthquakes
A wvoracious swarm of insects bent on
CONSUmMing crops

MANIFESTATIONS OF THE
GUARDIAN
An abandoned, dilapidated temple to The
Builder
A grandmaster crafisman from the Primal
Plane
An area where a rift to the Primal Plane is
causing uncontrolled growth of flora

HISTORY
Ask the other players:
Who did we help establish their first

settlement? Take 1-treaty on them.

Who is jealous of our skill and craft?
They take 1-treaty on you.

Who also demonstrates a desire to build
and learn? Take 1-treaty on each other

RESOURCES
Pick one Surplus and take the unchosen
Surpluses as Needs.

Crop seeds, Lumber, Warriors

PATHWAYS
CULTIVATION

Growth and sustainability define this
path. Those who follow this path gain joy
and peace from the encouragement of
new life, and revel in the simple pleasures
of agriculture. Due to this peaceful way
of life, however, they are often mistrustful
of other beings.

MASTERY

The highest and most valuable in society
are the most skilled. Creatures which
follow the path of Mastery value those
who dedicate their lives to the complete
understanding of a skill or craft, and
value those in society who possess the
most complete mastery of their skills.

DEFENCE

The world is harsh and full of terrors,
and creatures dedicated to the path
of Defence dedicate
fortification. Generally isolationist and
suspicious, these creatures judge the

world from behind their thick walls.

MOVES

FAVOURED OF THE

BUILDER

When your People complete a great
feat of construction or growth, you may
petition a boon from The Builder. Roll

+Primal Power.
On a 10+ The Builder is impressed with

your victory and grants you a boon.
Gain a point of Primal Power or Tales,

themselves to

and reveal a new geological landmark on
the map.

On a 7-9 The Builder is not quite
convinced, and requires an offering.
Remove a Surplus to gain a point of
Primal Power or Tales.

On a miss The Builder is unimpressed
by your feat, and tasks you with a greater
challenge.



TRIBE MOVES
CROP ROTATION

You may expend a Surplus _t'o:"::.s‘_tart a
massive crop planting operation. At the

™

start of the next age, gain Surplus
and Surplus: Trade Goods.

CREATURES OF LETTERS
When you roll Uncover Secrets, treat a
roll of 7-9 as a roll of 10+.

THE BEST OFFENSE

At the start of each Age, any settlements
~or resources you control: will have
defensive walls built around them. Any
attc;mpts a rival makes to usg'k'lazm by
P inst one of your settlémctfts or
d‘} have dlsadvantage as long
vas guf‘wgallfs aBQ tgndmg

00d

J‘s- " followers of Quality 1 with ‘one offflE"
Agrlc_ulugte_,

following specialisation:
Crafting, Building.
SKILL BEYOND
COMPARE

All Gear produced by your people can

2
be given the tag Reliable. Gear with thd%‘
tag will not break down or malfunctions -
even under hostile conditions.

WE STAND ALONE
If you spend Treaty to resist a Call in a
Debt, no-one else can Call in a Debt on
you for the rest of the session.

STATE MOVES

OUR ANIMAL
BRETHREN

Your people have a special connection
with non-sapient animals. As long as
beings in your society continue to treat
animals with respect and love, you

s po :

_one of the requ _
wlrn s preparathl

T8 a fulfilled requir 'ent, .
.;é—“:g,é +Grasp \?n A

may communlcate w.x(h non‘saplen‘tt
creatures. Yours domqsncated “ereatures.

Your peoplc hav.e o
library, filled with 1nf0rmat10n o e{f
conceivable topic:* When you constl )
library for mﬁk‘matzon, fotl ]
On a 7-9, pick otie fro' / :
Onal0+ p1c;k '

Tale. 3?

'Adda ;

T el

fi.,;,;ﬁw '_;-.’

f

f omler, you ma

On a 10+, the requlmmegt As:protecxe
by your tight security and careful backup 4"
plans. Do ot ‘remove ‘the fulﬁlle,d -

requirement, but you cannot’ “roll r,g ’ .
protect this wonder again. 7 "u

On a 7-9, youve learned from.\.you)’._ ¥
mistakes. The requirément is re ‘ovecjf g
but any further attempts to dera1 your .
plans will have dlsadvantagc_ '3, i
On a miss, your attempfé to prot.ec’i your.
operations backfiré hofribly. Renidve E;l}\«

additional fu@éa‘tequlrement



VHE PARASITE

The Parasite knows the value of others, and how to manipulate them in its favour.
It favours those creatures who expertly utilise the work of others, whether through
subtle diplomatic machinations or domination and slavery. The Parasite dislikes those
creatures that waste potential by destroying and consuming, deeming them wasteful.
Creatures that are favoured by The Parasite may not consider others with the same
detached efficiency it does, but so long as they recognise the value of cooperation,
exploitation or subjugation they will remain in the Guardian’s good books.

e



Domination. &

Symbiosis
B TAKE TWO TRAITS

B RAIDING BANDS

Gain:

Needs: Food and Land
Move: We Do Not Sow
Pick Two:

Add a new tag to your
Weapon or Outfit stockpile.
Gain a new kind of Beast or
Machine, or add a tag to an
existing one.

Gain any Trait.

Gain any Trait.

W

B PILGRIMS OF PEACE

Gain:

i Needs:

Defences

Leadership.

Move: Doves of Peace

Pick Two:

B Gain a new kind of Beast or

Machine, or add a tag to an
existing one

Gain a permanent Outfit tag 8

Gain any Trait
Gain any Trait

X A

and }

B SCOUTING PARTIES
& Gain:

& Needs: Crops and Shelter

# Move: Topographical Pioneers i

i

& Pick Two:

Add a new tag to youry
Weapon or Outfit stockpile
Gain a new kind of Beast or
Machine, or add a tag to an
existing one

Gain any Trait

Gain any Trait

o il

u GAIN +1 REACH GRASP OR SLEIC.HT

f;m;. R

[ ] FEUDALISM

Gain:

Needs: Artisans and Prestige
® Move: Spoils of War
| Pick Tiwo:

Add a new tag to your
Weapon or Outfit stockpile.

Gain a new kind of Beast or

Machine, or add a tag to an}

existing one.
Gain any Trait.
Gain any Trait.

' l C.AIN A TRAIT

s

| EMBASSI ES

Gain:
Needs: Luxury and Transport
Move: You Are Spoiling Us

Pick Two:

B Add a new tag to any Gear

category
Get a new group of followers

at Quality 1 or add 1 to an g

existing group’s Quality.
Gain any Trait
Gain any Trait

RN [ A e

m ESPIONAGE

_'.- Gain:

& Needs: Barter Goods and Trade
! Move: Friends in High Places
2 Pick Two:

Gain +1 Tale or +1 Relic at :_'-".
the start of each age )
Add a new tag to any Gear __
category j
Gain any Trait
Gain any Trait

n e B

B GAIN +1 REACH GRASP OR SLEIGHT.

B GAIN A TRAIT.

B SURVEILLANCE
NETWORK

B INTERGOVERNMENTAL
ORGANISATION
Gain:
Needs: Energy and Morale.
Move: International Player
Pick Two:

W PUPPET STATES
Gain:
Needs: Weaponry and Recruits
Move: You Will Service Us
Pick Two:
B Add a new tag to your

Gain:

% Needs:
Materials
Move: The Walls Have Eyes

Justice and Rare®

Weapon or Outfit stockpile.
Gain a new kind of Beast or
Machine, or add a tag to an
existing one.

Gain any Trait.

Gain any Trait.

B Add a new tag to any Gear

category

Get a new group of followers
at Quality 1 or add 1 to an
existing group’s Quality.
Gain any Trait

Gain any Trait

PIck ONE:

Pick Two:

HADD A NEW TAG TO ANY GEAR CATEGORY.
HGAIN ANY TRAIT.

THIS TIER MAY BE TAKEN MULTIPLE TIMES.

Gain +1 Tale or +1 Relic atjffi
the start of each age

Add a new tag to any Gear |§
category .
Gain any Trait

Gain any Trait
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MAKING YOUR

” PARASITE

STATS

* Reach -1 Grasp -1 Sleight 2
* Reach 1 Grasp -1 Sleight 0
* Reach 2 Grasp -1 Sleight -1
LANDMARKS

Draw one from each on the map:
BIOMES
A system of lakes, filled with aquatic life.

Wetlands, stalked by predators and choked
with flora.

A long beach bordering on a huge ocean.

A THREAT
A water source which causes sickness in any

who drink from it.

A massive subterranean hive of voracious

predators.

A rival settlement, intent on the subjugation

of others.

MANIFESTATIONS OF THE
GUARDIAN

A settlement of Primal Plane denizens who
exhibit psychic powers.

A valley where Primal Energy runs
rampant, subtly changing those who enter.

A cult dedicated to worshipping a denizen
of the Primal Plane.

HISTORY

Ask the other players:

Who feels that they were previously
manipulated by us? They take 1-treaty
on you

Who sees us as a great ally, dedicated to
peace? You take 2-treaty on them

Who owes us a favour after we helped
them with a problem? You take 1-treaty
on them.

RESOURCES

Pick one Surplus and take the unchosen
Surpluses as Needs.

Shelter, Tame animals, Storytellers

Q

PATHWAYS

DOMINATION

The host is to be used, then discarded.
The creatures who follow this path
subjugate their foes entirely, use them,
then discard them. Vassals, slaves and
unsubtle coercion are the name of the
game for these beings.

SYMBIOSIS

Turn your foes into allies, and you
have no need for war. The beings who
follow this path believe that by forming
mutually beneficial relationships with
others, they can increase their strengths
and negate their weaknesses.

SUBVERSION

The best kind of ally is the kind who
doesn’t know that they are one. The beings
which follow this pathway recognise that
it’s easier to manipulate others from afar
than it is to conquer them and command
them directly.

MOVES

FAVOURED OF THE

PARASITE

When your People achieves a great
accomplishment through manipulation
or cooperation, you may petition a boon
from The Parasite. Roll +Primal Power.

On a 10+ The Parasite is impressed with
your victory and grants you a boon: gain
a point of Primal Power or Tales, and
reveal a new settlement on the map.

On a 7-9 The Parasite is not quite
convinced, and requires an offering.
Remove a Surplus to gain a point of
Primal Power or Tales.

On a miss The Parasite is unimpressed
by your feat, and tasks you with a greater

challenge.



- violence,
Conduct-Diplomacy and Bgf}ase rolls
5 flmh use Sway. Engaging in my act'of .

'%moves this ‘benefies unnl thef.'_,'-?“

: on Uncover Secrets. On a 10+, 1nstead

TRIBE MOVES

WE DO NOT SOow .~ |

When you attack an opposing player
faction, you capture Isome lof t
technology or livestock. Demgna&s\." e
their Gear tags after the attack. The next
time you ool Up you may use that tag as
if it were your own.

DOVES OF PEACE

Your. people have a reputation as
peacemakers. As long as your characters
and  faction abstain _from physical
you have advarrtage on

'?U;‘h the map, get advantage

threat to the map. s

REALM MOVES
SPOILS OF WAR

The first time you Call in a Debt oé&,’

. . . o gL, . '#
Jfaction after winning a military victor
against them, pick two options from tfic
list instead of one.

YOU ARE SPOILING Us
When you freely give a point of treaty
to an opposing faction, roll +Reach.

On a 10+, they feel obligated to replicate
your gesture. Gain 1 treaty on them and
advantage the next time you Conduct
Diplomacy with them.

On a 7-9, they send you a gift in
recompense. They choose one of their
Gear tags. The next time you Tool Up
you may apply this tag to a single piece
of Gear.

-On a 7-9, yé

. map item from the list, you may add fi
. valuable natural resource and a nearby

"INTERNATI:O
/PLAYER

e - You have

FRIENDS AN H‘lGH
PLACES . .| {"%
When you roll o it ony
you may spend a point of 1
to choose amath% 1ter‘n~
Whenever yiq_-mﬂ a bz
Secrets, you may | Yisk anot. r E
single question whlch, they m‘ugt‘”ﬁnéw'

truthfully (if not mtenswely 50 plei]}"ﬁ’bﬁr
question carefully), ~ *

STATE Movmf

Ona10+,y0 .

you don’t take me ,
check _by _the age ‘ nd

advan

unjustified act of aggressmn, is show
to have performed an act of ?Subterﬁtga, s
or pressures another faction into acting_
against their best interests, gain 1 Treaty

on them. -\ z}

THE WALLS: HAVE Evjﬁs o
When you roll a hit on {jm‘oveu crets % -
you may spend an extrafpomt of"f?]es to,
ask another:c question or;add an- addr,tlonal-'
item from tf'tqf\\%to the map. When

Subter_’ﬁtge,
full details *of_

Treaty o&t‘e



VHE OVHERWORLDLY

The Otherworldly is mostly uninterested in the petty squabbles and banal suffering of
the Material Plane. The Material applies unnecessary limitations on the power of the
Primal, and thus this Guardian favours those creatures that seek to transcend earthly
restrictions. Whether they call it magic, spiritualism, or religion, societies that use
the power of the Primal to survive and thrive earn the favour of The Otherworldly.
Creatures which follow The Otherworldly tend to be forward thinking and inquisitive,
but also detached from the struggles of others, perhaps even callous. To these beings,
the Material Plane is a temporary home, and a frustratingly limited one at that.



Transcendence &7

Crusade

B TAKE TWO TRAITS

B RELIGIOUS CULTS
Gain:
Needs:
Leadership
Move: Spiritual Link
Pick Two:

B Gain a new kind of Beast or

Machine, or add a tag to an

existing one

Pilgrims

Gain a permanent Outfit tag g

Gain any Trait
Gain any Trait

W

and §

B WARRIOR SAINTS
Gain:
Needs: Devotion and Glory.
Move: Blessed Weaponry
Pick Two:
B Add a new
Weapon or Outfit stockpile.
B Add a new

tag to your

tag to your

Weapon or Outfit stockpile. |8

B Gain any Trait
B Gain any Trait

X A

B MISSIONARY
SETTLEMENTS

& Gain:
% Needs: Crops and Defences.
& Move: Heal With Love

Pick Two:

B Gain a new kind of Beast or
Machine, or add a tag to an
existing one
Gain a permanent Outfit tag i
Gain any Trait -
Gain any Trait

TR LR 7

u GAIN +1 REACH GRASP OR SLEIC.HT

Qm;. S
~ B CLERIC ACADEMI ES
Gain:
Needs: Luxury and Transport
B Move: Beings of the Cloth
| Pick Tiwo:
Add a tag to a Gear category
Get a new group of followers
at Quality 1 or add 1 to an
existing group’s Quality.
Gain any Trait
Gain any Trait

B GAIN A TRAIT.
BRI e RO
B THEOCRACY
Gain:
Needs: Tribute and Trade
Move: Existential Terror
Pick Two:
Add a new tag to your
Weapon or Outfit stockpile.
Add a new tag to your
Weapon or Outfit stockpile.
Gain any Trait
Gain any Trait

RN [ A e

B PRNTING

_'.- Gain:

& Needs: Scholars and Engineers
1 Move: Word Travels Fast

2 Pick Two:

B Gain +1 Tale or +1 Relic at :_'-".

the start of each age )
B Add a tag to a Gear category i
i B Gain any Trait j
B Gain any Trait

n e B

B GAIN +1 REACH GRASP OR SLEIGHT.

B GAIN A TRAIT.

B TRANSCENDENCE
Gain:
Needs: Disciples and Morale
Move: Transcendence
Pick Two:
B Add a tag to a Gear category
B Get a new group of followers
at Quality 1 or add 1 to an
existing group’s Quality.
Gain any Trait
Gain any Trait

mWMDs
Gain:
Needs:
Security.
Move:  Mutually
Destruction
Pick Two:
B Add a tag to a Gear category
B Get a new group of followers
at Quality 1 or add 1 to an
existing group’s Quality.
Gain any Trait
Gain any Trait

Entertainment and

Assured

PIck ONE:

B MASS MEDIA
Gain:

Needs: Alliances and Rare

& Materials

Move: Cultural Dominance.
Pick Two: :
B Gain +1 Tale or +1 Relic atl
the start of each age '
Add a tag to a Gear category
Gain any Trait
Gain any Trait

HADD A NEW TAG TO ANY GEAR CATEGORY.
HGAIN ANY TRAIT.

THIS TIER MAY BE TAKEN MULTIPLE TIMES.
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MAKING YOUR

* OTHERWORLDLY

STATS

* Reach +1 Grasp 0 Sleight -1
* Reach 0 Grasp +1 Sleight -1
* Reach -1 Grasp 0 Sleight +1
LANDMARKS

Draw one from each on the map:
BIOMES

A large and constantly mist-covered forest.
A system of crystalline caverns, resonating
with strange echoed sounds.

A wide, long canyon with natural caves
riven through the walls.

A THREAT

A settlement of your people who have
angrily rejected the Guardian.

A feral beast which is stalking your people.

A towering obelisk to which your people are
inexplicably drawn.

MANIFESTATIONS OF THE
GUARDIAN

A trove of crystalline relics, inaccessible
beyond a Primal Storm.

A forest of dead trees where the voices of
Primal Spirits whisper, seduce and threaten.

A blasted ritual site where a group of beings
may have ascended to the Primal Plane.

HISTORY

Ask the other players:

Who is similar to us in their piety
and devotion to the Guardians? Take
1-treaty on each other.

Who has disrespected our Guardian?
Take 2-treaty on them.

Who came to our defence when we were
being attacked for our unusual beliefs?
‘They take 2-treaty on you.

RESOURCES

Pick one Surplus and take the unchosen
Surpluses as Needs.

Missionaries, Land, Primal Relics

PATHWAYS
TRANSCENDENCE

The material world is but passing fog, a
stepping stone towards a higher purpose.
Creatures on this path strive to transcend
the petty squabbles of the natural order
and join their Guardian in the Primal
Plane: their purpose is to learn how.

CRUSADE

Violence, discord, competition - all these
are unnecessary and wasteful. If others
are unwilling to unite behind a worthy
cause, the decision must be taken from
them. Beings who follow this path
believe that The Otherworldly is the only
Guardian above petty materialism, and
thus peace is dependent on all uniting
under it, whether by choice or by force.

UNIFICATION

The Guardians compete and squabble,
but think of what can be achieved if they
work together! These beings primarily
follow the The Otherworldly, but believe
that The Guardians could unite if only
their favoured species united on earth
and respected each others Pathways.

MOVES

FAVOURED OF THE

OTHERWORLDLY

When your People have a powerful
spiritual experience or perform a grand
conversion, you may ask for a boon from
The Otherworldly. Roll +Primal Power.

On a 10+ The Otherworldly is impressed
with your victory and grants you a boon:
gain a point of Primal Power or Tales, and
reveal a new Primal entity on the map.
On a 7-9 The Otherworldly is not quite
convinced, and requires an offering.
Remove a Surplus to gain a point of
Primal Power or Tales.

On a Otherworldly is

unimpressed by your feat, and tasks you

miss The

with a greater challenge.



;,, i ._ ; "_“Tower to the roll. Ifyoul‘ aid
"'f%s__\_'ccessf’hl g_-"

- of your clergy.' either an educated scholar

TRIBE MOVES
SPIRITUAL LINK

Once per age, you may trigger Favoured
of The Otherworldly without
having a powerful spiritual expeﬁ ce o!
succeeding in a great act of conversion.

BLESSED WEAPONRY

When you infuse your weapon with the
power of your Guardian before bartle,
add +Primal Power to your first Fiercely

Assault roll using it.

. HEAL WITH LOYE

When - your society takes. ctzon 0

___-_rémue tbe t ,reatened, heal }nz‘szck a;d

e, or. any other sg!ﬂess act,.

o

,-*1 anal Power.

or a missionary. The former grants +1
Lore if they assist with -a spiritual or

~ archaeological problem, the latter grants

+1 Sway when they help you convert. or
convince a sceptical audience. They can

your sheet labelled with their name, 1f i
marked they are taken out. s;

EXISTENTIAL TERROR ,u
When your leaders attempr to keep ‘the
populace in line through religious fear,
roll +Sleight. On a hit, your people have
been cowed into submission. Pick one:

¢ End the effects of Fall Into Crisis,
* Your faction cannot Fall Into Crisis
until the start of the next age - erase a

Need instead.

On a 7-9, the populace are resentful
of the scaremongering, but obey. You
cannot trigger Flush With Resources
until the start of the next age. On a miss,
the people rail against the theocracy.
Gain Need: Stability.

t through Prlm_' _
. must eventua:l et

take harm for you: add a harm bO ;1:0 .": cap able of anmhllatm.g j huge”*’area Qf

WORD TRAVE*I.S FAST
You -may expend d 1SurPlus “to send~
missionaries and  religiou pamphle'_
to.a chosen settle;nent -As -

g
Sleight roll invo m?ng the segtler
advantage. [+ T ' LR,
STATE MOVES« oo W
TRANS:ENDEN:& -
Your people 'leWe-.the fmorcal
entirely, Jomgmg “their, ¢
Primal Plan%ri“ﬂam

Primal Entitie

the physicaj@

lose all concept of fhe passagel
MUTUALW ASSUR o)

DESTRUCTION| ”"«
- Yotr People possess ai)'

land. As long as yo‘ti pqsses§ thl?blpapbn;
gain +1 Treaty on every-othet. fact:on

tzhe start of each age. You g ex.peﬁd th
weapon to turn a very large section of thi
map into an' uninhabitable wast@l'&nq. F
The weapon remains expend% uncilafeer
the second Turning of the Age following,
its use, you do not gam treaty until ‘ig;
returns. a‘{ £ ,f ;

CULTV RAl. DOMINA
Entertainment is your cw’ihsanoxj& rgest -
export.+ Your. fashions fare thé &orlds'
fashions, yoPr ‘.wgqs the world’s' vr@%s' At
the start of e &}a c other player cti

may roll aga.tpstﬁ stat of thext
resist your . m_

advantage on' I_-;' ea
made a.gﬁ& facti }“
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Ancients are the oldest and wisest of the People. Theyve survived, and even thrived, in
situations where others have fallen. For that reason they have earned a special respect in
society, even if they are no longer capable of the same feats of heroism that they may have

achieved in youth.

ANCIENT CREATION
STATS

Choose one and add any Trait bonuses:

* Force -1 Lore +1 Steel 0 Sway 0
e Force -1 Lore +1 Steel -1 Sway +1
* Force 0 Lore 0 Steel -1 Sway +1

BACKSTORY

Ask for a volunteer for at least one:

resents my continued presence
and relevance. They think life is for the
young, not for fossils.
has shown respect for my
experience and advice.
s people has a bad history with
me and my people.

GEAR
Add 1 Quality to your Followers when
you Tool Up, or gain a new group.

ROLE MOVES

LEADER

Mark when you take overt control of
your People. They'll bring concerns to
you before opposing you.

AGENT

Mark when you become another leader’s
advisor. Say a topic theyre humble in,
GM says a topic they’re over-confident
in.

REBEL

Mark when you learn something that
shakes up your view of the world. Say
who you're hoping will give you answers.
OUTSIDER

Mark when you reveal your membership
in a secret Faction. Say which other
groups they've infiltrated.



R g3 L *%‘dﬂ +Sway

ANCIENT MOVES

Choose one at character creation:

GRIZZLED VETERAN i
You may not be able to fight llke' u s «

to, but you can still teachrthe youn sters
a thing or two. When anyone in your
group suffers harm, tell everyone about
a time something similar happened to

you. The first being that acts on this past
experience has advantage on their roll.

CIVIC LEADER

_ YouTe a respected member: ‘of your
community. When there’s a p roblem you

; from another People,

01 they respect/fear
you enough %ﬁ@ar you out and consider
__your words carefully. On a 7-9, they will -

" hear you ¢ ut,  but without some expert

; dlplomacy or other means of persuasion

~ you out, and there may be resentment
towards your interference. Bl 2

KNOW AND APPLY 4
Your- body may be weak, but yo&r
technique is as strong as ever. \Wh‘eﬂ*
you Fiercely Assault you may roll +Lore*
instead of +Force, provided your pl@ﬂ
of attack is based in technique and-
knowledge, not brute force.

EVOLUTION MOVES

Gain access to these according to your traits.
If any are unlocked, choose one at character
creation:

O CAPTAIN, MY
CAPTAIN

You're a leader and a mentor. Add 1 to
a group of Follower’s Quality when they
start following you. If you spend a few
days training and instructing them,
restore a point of lost quality.

_-_a.f&among the first to be constﬂted and + R
ofter ___1nc1uded in dealfngs w1th'§_
. When you seek'to advise

they may dismiss you as an irrelevant: *
- meddler. On a miss, they won't hear ;

- Harm slots. When ydu-
i~ Calf declde they suﬁers
- taken out.

.»."equally skilled to j_om youv&r épend tlme
healing them in a place of; séfety,wuh

HARDEN{ED WITH Ama
Your hlde is leatheryi and yotl:t- wil

Ona10+ you L ile
You survive; blg? S ar 1 ¥,
- it is gone for: gobd. If alll-gq ari

Boxes are crossed out, you'. ire; €

w‘
and there’s no savmg you On a7

'k
last 51gn1ﬁcant aQt ~before dg‘a:th $ ch 55‘
dealing a mortal Tbl_ow to, tir at

\ertc the1r name§ m t

To heal those slots, %, i

access to a relevant surplus

HARM BOXES '

¢ Exhausted ™
¢ Head trauma (-1 Lore)

¢ Dead ; »
If you have Loyal Retamer, you alsc?hav

* Loyal Retainer b~ / i %

* Loyal Retainer 2. . £ 3

DEATH Mov‘:

P

your succ_:c__sS?o ur
respect_e&; 7 all part
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Often acting asshamans, clerics or advisors, Chosen have a close connection to their Guardian
and. manifest strange abilities and powers. Chosen tend to resemble their Guardian closely
in appearance in personality, sometimes appearing strange and disconnected to others.

CHOSEN CREATION
STATS

Choose one and add any Trait bonuses:

e Force +1 Lore -1 Steel +1 Sway -1
* Force -1 Lore +1 Steel -1 Sway +1
* Force 0 Lore -1 Steel 0 Sway +1

BACKSTORY

Ask for a volunteer for at least one:

has  shown great disrespect
towards my Guardian.
Although they follow a different Guardian,
understands the value of mine.
has given me cause to question

the depth of my devotion.
GEAR

Add a free tag to your weapon or outfit
when you Tool Up.

ROLE MOVES

LEADER: Mark when you lead your
people in a show of devotion. The GM
says how it’s changed how they follow
the Guardian.

AGENT: Mark when you cause another
people to doubt their Guardian’s Path.
Say what they are doubting, the GM tells
you how this impacts their way of life.
REBEL: Mark when you cause your
People to question how they follow their
Guardian. Say what the cult that splits off
believes, and how they impact society.
OUTSIDER: Mark when you set off
on a lone trial or pilgrimage. Name

the boon you hope to gain from your
Guardian, the GM tells you where you
need to be heading.



o % *&@ﬂ % 10+, :

% beliefs witl

CHOSEN MOVES EVOLUTION MOVES
Choose one at character creation: .. Gain access ta t/me zzfcordzng t0 ) JOUT; trdztx .

SMITE THE U NWOR'{HY Ifﬂny are unloc/eed cbqore one zzit c/uzmc
You are a righteous crusader mf% creation: 3 ¥ .'
cause. Acts of physical force

follow the traditions of your Guardian ~When your cn}uragﬁte andt
have advantage when you " Fiercely tested you draw strength from}{
Assault. Acts which run counter to in the Guardran \When your ph'
your Guardian’s way have disadvantage
(for_instance, a Chosen who follows
The Devourer’s path of Might would
have advantage with a berserker frontal
~ assault, but disadvantage 3 Wlth’a sneaky

'e entranced by your
not change their'ways,
"_Iertamly approach your .« followers wh
‘new found respect.. On When you spe
“a 79, your ‘words are considered but an area where yo _
'have also drawn the ire of a party hostile « ’folloizers of Quality: 1 Wth on p" C
to your views. They may become an frgrn* Preaching, - R10frﬁg,§_ -

- obstacle in future. On a miss, your words ,Bulldmg % :’5 ¥ .:‘.:

elicit outrage and hostrhry The word 1$ M AKING MI RT \

out, but people are not happy. to hearir. 7 oF o Blink move}.ﬂy

SCHOLAR OF THE PA’I‘“’@ a point of Primal ”Pewer qr cgﬁsumiz z
Your knowledge of the Guardrans” uki Relic to performya mlrac& approprra‘ne
deep. When doing research related to to ‘your Guardlan;and Parhyvay As well
the Guardians, the Primal Plane, or tbb i 2
beings and relics which call that Plane-
home, roll +Lore. On a 10+, you mayask move. AL

the GM two questions about the subject. HARM BOXES

The answer must be truthful, but it does

: .words They':
A but they  wil

not have be helpful or even complete. On  * Enraged : ) A
a7-9, you may ask the GM one question. ~ * Concussed ( 1 SW&Y) %
e Dead 4
DEATH MOVE ‘@

..

When you g@aﬂ(, nff your Dead bc}x, ¥

of worshipgé'.-
i
differs ﬁ’g[ ' the rést.c
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Emissaries are the diplomats and spies of your People. A varied lot, from austere agents
of the state to swashbuckling scoundrels, they all share a charisma and a will to push the

boundaries of society.

EMISSARY CREATION
STATS

Choose one and add any Trait bonuses:
* Force -1 Lore 0 Steel 0 Sway +1
* Force 0 Lore -1 Steel 0 Sway +1
* Force 0 Lore +1 Steel -1 Sway 0

BACKSTORY

Ask for a volunteer for at least one:

made a fool of me in an important
political meeting

has some dirt on me that could
damage my position

1 helped

one else would

GEAR
Add 1 Quality to your Followers when
you Tool Up, or gain a new group.

out of a tight spot when no

ROLE MOVES

Pick one at character creation:

LEADER: Mark when you promise your
People luxuries if they do what you say.
You say how you've improved their lot
already, GM says what they now expect
from you.

AGENT: Mark when you're sent to
bring peace between two groups. Say
what grudge is keeping them apart.
REBEL: Mark when you seek allies

to bring a corrupt leader down. Say a
group who's suffering under them, GM
says another group they’re favouring.
OUTSIDER: Mark when you disclaim
ties to build a greater alliance. Say why
the larger threat needs everyone to band
together to defeat it.



EMISSARY MOVES you utilise YOL;[ gift of: the gab 1h some- 2

way - intimidation, mockery an_d othex

Choose one: such verbal 5parfmg

SoclAL CHAMELEON
When in dealings with other P bl

may attempt to_mimic*their’

customs
and mannerisms in order to endear
yourself to them. When you do this,
roll +Sway. On a 10+, you mimic their

useful art at that If'req ired: g d?e’égy ;

Death harmbox, you may roll Sk

subtle mannerisms effortlessly. They
are set at ease, and thus drawn to trust
and consider your words more carefully.
On'a 7-9 you successfully identify cheir i
* mannerisms, but something 1*sfiackmg in though whaf#éppms 6 ¥
the execution. They notice youiaffecting -
c§e man ;msms, and may apﬁrbcmte it

pendmg on the mdmdua] 6 ‘L"m mgmﬁcar;
badly wound1

or 1nstruct1ng a bys "

1 'i_tation, and possibly
message).

When you ffy to bring many groups When you ca wﬁme your %
together to accomplish a goal, roll +Sway. * :hngic!’go radical Chan'ge* roll +Sw
On a hit theyll stick together long  a hit, shift their Docmhe’ B
~ enough to see the job through. Ona 10+ whatever you: hké oty s\
some will stick around afterwards to §ee : m%ve for another. Orr. A

P

what you have planned next. 4

EXPLOITING WEAKN Ess.

2=
Secrets are funny, you can sell them a§;
many times as you like, and yag still own HARM BOXES % & 3
them. When you use someone’s shameﬁﬂ * Disoriented = . A,
or illicit secrets as leverage, the target can® o Bleeding out (-1 S teel) _3' _‘_
only pick one option on a 7-9, and can’ e Dead *

pick none at 10+. DEATH MOVE N
EVOLUTION MOVES When you mark your Dead box, yowl .
Gain access to these according 1o your traits. ~ may a pass a letter toa Coglpanlo This *

If any are unlocked, choose one at character  letter can contain a pigce of a aBle
creation: information, a, message{whlch -ob;;gates._

the recipient to do somethmg, @ map' to :
::.IAKREN?E :AI pis a secret treaﬁu@x,@r locatlon or. anythugg

A duel is as much a matter of psychology

Wlsdom of their déelsxon

as it is brawn. When engaged in a 1-on-
1 fight, you may roll +Sway for Fiercely
Assault instead of +Force, provided that
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The Magi have an academic fascination with the Primal Plane and its power. Magi seek
out tears between the Planes, for relics to further their understanding and power, and for

Primal Entities to parley with.

MAGUS CREATION
STATS

Choose one and add any Trait bonuses:
e Force -1 Lore +1 Steel 0 Sway 0

* Force -1 Lore +1 Steel +1 Sway -1

* Force 0 Lore 0 Steel -1 Sway +1

BACKSTORY
Ask for a volunteer for at least one:
has a strange Primal resonance.
Fate has something big in store for them.
doubrs my power and connection to
the Primal Plane
knows of a hidden place of Primal

Power, but refuses to tell me any more.

GEAR
When you Tool Up you may gain an
Artifact without spending Primal Power.

ROLE MOVES

LEADER: Mark when you lead your
people in a magical ritual. Say what
the ritual seeks to achieve, the GM says
what it costs to enact.

AGENT: Mark when you use your
pOwers to uncover a great secret. Say
what the secret is related to, and the
GM will say what the consequences of
the secret being uncovered are.

REBEL: Mark when you use your power
to damage a corrupt power. The GM
will say how they react to this damage.
OUTSIDER: Mark when you have

a powerful experience related to the
Primal Plane. State a truth about

the nature of the Primal Plane or its
denizens.



MAGUS MOVES EVOLUTION Mov:s “
PLACE OF POWE R i Gain access to t/]ese zzfcordzng to your tmztx A

the Primal Power of a ﬂgmﬁcané ;? on, ~ creation:

roll +Lore. On a 10+, some power MIND Q &MA
Primal Spirit or Denizen representative  \When you 1’33 \ Eﬁl"m rollj( Loy
of the geography appears to lend you , 10y, you oyercome. the P%‘ﬂz‘
aid. Be warned however that these beings £ e of will. You may ignore any"
have their own agendas as well. On a roleplay penaltlcs catsed by check

7-9, you gain new insight into the land L, box. On'a 7-9-youi g,\n take th
and the power it holds. Ask the GM two  g4¢ penalty, bugﬁfgmre ¥ roleih

questions about the surroundmg area. i ooy

" MATING RITUALS | SHOCK

W,h%:n you engage in a ritual f@faffect the Your power
" mi gf' giers, roll +SWay @n a“lO

‘ckmporarlly entraﬁced your

p .
* +Sway. On zi '_
d»nme, but they will target is com

hat Xrﬁu made them do,Ona - are not of thi

7-9 you hav y proved their dtsposmon sceptical but.
i
IF fhey do, this effect is negated. gl ‘!‘E pork T
' s y 4 I el the energy of

R _g,;% 'UN.l'.'lMlTED POWER : deep knowledgejof the ""\
" When you engage in a ritual to har'ness - When you navigate to‘"s, :
elemental forces against your enemfcs, begn [ L
roll +Lore. On a 10+, your targc(ftakes _‘-: T et +Steel 3
Harm . appropriate to the *

harnessed (usually 1 to 4). On a 7‘9& HARM BQ&ES\

both you and your target take ha.}‘m O__ ~ * Drained o

' .k*% e Shell- shocked( 1 Lore) i
" e Dead 1LY ‘
DEATH Mov: WA
When you mark your Dead box;. yourr!
spirit passes into one of your possessmnrs'F 4

and becomes a new Artifact. Dlicrlbe.

a miss, only you take harm.

the artifact and its main function:
Alongside that funct?‘h -your" pirit
may be' consulted for advice By }ollmg_-___.-
Unleash: Powet  (with fall the pog'ennal«
side effects- th@ lves)
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Rangers are explorers, scouts and hunters. They often live apart from their People in the
wilds, observing nature and stalking their enemies.

RANGER CREATION
STATS

Choose one and add any Trait bonuses:
¢ Force +1 Lore -1 Steel +1 Sway -1
* Force 0 Lore 0 Steel +1 Sway -1
* Force +1 Lore -1 Steel 0 Sway 0
BACKSTORY
Choose one:
messed up one of my hunts.
shows potential, and may be worth
taking under my wing.
and I share a bond, despite our
peoples animosity.
GEAR
Add a tag to a beast or machine when
you Tool Up, or gain a new one if your
people have none.

ROLE MOVES

LEADER: Mark when you lead an
expedition . Say what your objective is,
the GM says a clue to achieving it.
AGENT: Mark went you scout out
your opposition. Ask the GM a question
about your adversary.

REBEL: Mark when you investigate a
personal grudge. Say where you might
find allies.

OUTSIDER: Mark when you work with
beings your people are on bad terms
with. Say what proof you have that your
people are mistaken about them.



RANGER MOVES
MARKED FOR DEATH

Once per age you may de51gnate an_

individual being or ‘creature: sr
Quarry. While tracking_ this bﬁlﬁgy
have Advantage on rolling Forge a Path
and Wasteland Survival. Also,” when
rolling Fiercely Assault against your
Quarry you may pick an extra effect from
the character list on a 7-9.

FLEET OF FooOT

>
43

- When you sneak through coyer; nothing

that hadn’t already spot’ted - you . will

X m}ﬁce you If you would be ngls&aled the S

; 9 or lower

 EVOLUTION MOVES

Gain access to these according to your,,mzztr

If any are unlocked, choose one at C/lerde’ﬁr §

creation:

LEYLINE AFFINITY %_'
You have developed limited “magical
skills, and are in tune with the land itself. -
When you meditate to sense the energy of
the land, roll +Steel. On a 10+, the GM
gives you a rough outline of the major
landmarks in your vicinity, including
any potential threats. On a 7-9, you have
attuned to the terrain. When you Forge
a Path in this area you may roll +Steel
instead of +Force.

: ‘a.ﬁ}ack there 1l be a PCflodo b
S, _?‘hiﬁsm'f_ Mo §0 cxp101t i 1
o *$i ON E E I' g
.X(_)ur prey 1s

: other effects

’DEATH M’ov'

- é _"1mpart to your co‘mpamo
& of 4 great hidden t&eas’hre 5 ks

FANG AND Bo‘ri: b
You reject the pointless kmck knacks of.
lesser hunters.As long as yoti: re only usm :

your own natural’ fprce,s to_climinate youé
targets, when ré }g Fierc
always mﬁ‘l'ctt
addition to any other effects | This‘docs. 7.
» o rd

not apply on’a niiss, or i arty prn y

tools, traps or armdur are used 13'1
assault. H ‘v_.,‘

miss, or if y yo

\%? de
en you mark o{fy ‘ De&d gox you :
may either deal a fatal'b _vsaaggnss th¢

being or creature{. thét -killec[ you, \01‘
the logath
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WAaARRIC

Warriors are the backbone of your peoples military strength. Whether a rank-and-file
trooper or a individualistic hero out for glory, Warriors are proud, forceful and mighty.

WARRIOR CREATION
STATS

Choose one and add any Trait bonuses:
Force +1 Lore -1 Steel -1 Sway +1

Force +1 Lore 0 Steel 0 Sway -1

Force +1 Lore -1 Steel 0 Sway 0

BACKSTORY
Ask for a volunteer for at least one:
is an impressive fighter, I long to
Jface them in combat.
Like it or not, I owe a life debr to
[fights dirty, and I resent them for it.

GEAR
Add a tag to your weapon or outfit when

you Tool Up.

ROLE MOVES

LEADER: Mark when you lead your
people in battle. Say how you'll defeat
your enemies, the GM says how the
plan goes.

AGENT: Mark when you raid a major
rival. Say what you take from them,

the GM will say what the consequences
might be.

REBEL: Mark when you kill someone
you weren't meant to. Say what you took
from them that might prove you were
right to do it.

OUTSIDER: Mark when you seek
your death in combat. Say who or what
would be a worthy foe, and how you
want to fall.



TN e You’ve b

WARRIOR MOVES
As HARD As STONE.

When you stand in defence of a person,

place or thing, roll +Steel: On a.Z&—% I

one. On a 10+, pick two.. ! e 3

* No harm comes to the thing you
defend.

* You deflect blows raining down on
you harmlessly away.

* You force the danger back and away.

GREY MATTER

~ You may analyse your opponents fighting
style in order to gain an %‘dvaptage over

_them. When you study an;‘
ol 4L %,@nalm plcktwo rona79

u ._niﬁy make the GM’s
«you Flercely Assault

' igainst t
ed the limitations of their
weaponry. Hold 1. You may spend

weapon while fighting them.

‘They struggle to deal with a certain
kind of attack. The GM demgnates a
weapon tag. As long as you're ‘u&mg
a weapon with that tag, you Haye

advantage on Fiercely Assault. %

HITAND RUN

Float like a butterfly, sting like a be;:ﬁ
When you launch a surprise attack ;

the GM may not pick “You take harm
appropriate to the enemy” for Fiercely
Assault. Once the enemy is alerted this
no longer applies.

EVOLUTION MOVES

Gain access to these according to your traits.
If any are unlocked, choose one at character
creation:

JUGGERNAUT
+1 Armour, and when
outnumbered by overwhelming forces

You have

you gain an extra +1 Armour.

ponent, :

i ted i} movements

 this hold to destroy your opponem‘s 3

F i

; °1gnore all effects of c}&ckmg harm box

STRENGTJ'I OF‘THE 3
GUARD"AN ® G-
Based on your. G’uardlan YOUF NO '
one of the follownig effect{

J'--'- "'Em'p_ A .

Devourer:

'ﬂggv DO

Bullder

. Parasite:

iy, S x
Ogherworldly- You -'h"

BERSERKER i
You cant be sloxfged do
battle rage is upon you. Whilein combat

until the encounter is over. Thls meiludes;

Dead.

W --':-‘ hge
HARM BOXES - .
o Weary PR i
» Gangrenous (—1_ Force) . £ Fs
= Dead k ¥ ,g : .'_\u i
DEATH MOVE ~__“

When' you mark off %rour Deaé box
you may use't e ldst oﬁ your strerfgth gy :
demolish g'n'@ mlb be it a bl;e g
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TRAITS

PASSIVE
WINGS

Your creatures have developed wings,

and is thus capable of flight.
MUSCLED FLANKS

Your creatures have highly muscled legs,
and can thus run at high speeds and
jump impressive distances.

NIMBLE LIMBS

Your creatures have an advanced sense
of balance and a wiry strength, they can
climb almost any surface and rarely lose
their footing.

RAPID TUNNELLER

Your creatures are able to burrow through
soft earth at the same pace as they move
on land. Harder earth or rocky ground
takes longer to dig through.

POWERFUL SWIMMER

Your creatures are able to swim through
still liquid as fast as they move on land.
Swimming through liquid with strong
currents is slower and more treacherous.

EXTREME STAMINA

Your creatures almost never gets tired,
unless wounded. They do not need to
stop while travelling to rest, though they
still require food and water.

SPINNERETS

Your creatures can produce a strong,
silken thread. This can be used to create
nets, webs, ropes and shelters. It is
however highly flammable.

CEMENT GLANDS

Your creatures can produce a viscous,
adhesive liquid that dries solid. This
liquid can be used to build structures,
but it melts into useless goo after a day.

GENETIC MEMORY

All future characters may pick one extra
Move at character creation. This trait
may be taken twice.

PHEROMONES

Unlock the following Evolution Moves:
Loyal Retainers (Ancient), Cult of
Personality (Chosen), and The Kindness
of Strangers (Emissary). These moves
become available for future characters to
pick during character generation.

ENLARGED CRANIA

Unlock the following Evolution Moves:
Making Miracles (Chosen), Mind Over
Matter (Magus), and Tricks of the Trade
(Ranger). These moves become available
for future characters to pick during
character generation.

SURVIVAL INSTINCT

Unlock the following  Evolution
Moves: Hardened With Age (Ancient),
Unyielding Devotion (Chosen), and
Juggernaut  (Warrior). These moves
become available for future characters to
pick during character generation.

NEURAL LEY RECEPTORS
Unlock the following Evolution Moves:
Leyline Affinity (Ranger), Strength of the
Guardian (Warrior), and Ley of the Land
(Magus). These moves become available
for future characters to pick during
character generation.

DISPLAYS OF
DOMINANCE

Unlock the following Evolution Moves:
Fang and Bone (Ranger), Berserker
(Warrior), and Magnetic Personality
(Emissary).  These become
available for future characters to pick

moves

during character generation.

COMBAT PSYCHOLOGY
Unlock the following Evolution Moves:
Shock and Awe (Magus), Like a Dairy
Farmer... (Emissary), and O Captain,
My Captain (Ancient). These moves
become available for future characters to
pick during character generation.



OFFENSIVE DEFENSIVE
BARBED CLAWS AUTOTOMY t
Your creatures have deadly, claws or
talons, with the Melee and Bruta*lff '_1
VENOM SAC . /e
Your creatures can spit /a venomous

liquid. This attack has the tags Ranged

Ty Ry

and Silent. When in a corner a dangerous co "::E
NEUROTOXIC FANGCS hormones ﬂoodg your ‘creatures’ %
The fangs of your creatures hold a All future chardcrers have- a@&extra har i

dangerous neurotoxin which can paralyse ~ box labelled “Chqmrcal hy ﬁx l L e)m‘

opponents. Attacks with the fangs have :

- the tags Melee and Non- lethal ¥ —
PIERCING SH RIEW’&

3 T¢ s can create an eariaamﬁgrﬁg‘ 53"3 +1 ar :

”'of thrs krnd have the- tags {ﬂns trait may

ey

Eﬁﬁ)ﬁé

e

y

_ Your creaturé’ @4@ “studded with razor - retract int(i;_
~ sharp needle '-__1ch can be fired in a . *‘65 ALMOLE

ey. Attacks of this kind have ~cannot take ]
the tags Ranged and Area. lNTlMl DAT!

RETRACTABLE CLAWS i f Crearures anatorays impi

Your creatures can retract their natural flashy. ‘They are instary

-~ weaponry. Their claws have the Melee and casily mtlm@tefh_
and Hidden tags. W CQMOU FLAG‘" '

PIERCING BLADE Yonblendmwrth theﬁm
Your creatures have a sharp chrtlnou% fed
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GEAR

Y primal Pathways starts with much less gear available to your People than Families

in Legacy have access to. You'll have basic melee and ranged weapons, whatever you

get from your starting Traits, and whatever you use your surpluses to pick in Tool Up,

augmented by your character’s gear bonus.

If a character gets to add a free tag to their Gear, they’re limited to tags unlocked by

their Guardian’s current stage of evolution.

ARMOURY

Weapons from your family stockpile
have 1 to 3 tags. As described in Fiercely
Assault, these tags act as permissions -
they tell you what circumstances your
weapon is effective in, and what the
consequences for using it may be.

All families can take weapons with one
of these tags:

Melee - useful against targets within
arm’s reach.

Ranged - useful against targets outside
arm’s reach and out to a few hundred
metres.

As you reach new stages of evolution
you'll have the option of adding more
tags to your stockpile. When you Tool
Up, you can get weapons with up to 3 of
the stockpile tags, plus any free tags from
your character.

TRIBE TAGS
Many - If you lose or use up the
weapon, you have others to hand.
Weapons breaking or running out of
ammo usually happens as a result of a
GM reaction.

Hidden - you can carry this weapon
without being seen as a danger.

Non-lethal - it incapacitates and
won't deal lasting harm.

Unreliable - gets
spectacular results, sometimes it fails
spectacularly.

sometime it

Silent - the weapon doesnt draw
attention to you when used.

REALM TAGS
Area - affects a wide area when used,
enabling you to take on groups that
outnumber you.

Brutal - devastates its targets and
leaves collateral damage.

Elegant - its flashy in use and can
bypass simple defences.

Far - useful against targets hundreds
of metres away but still within line of
sight.

STATE TAGS
Aberrant - uses something other than
kinetic force to hurt your enemies -
sound waves, radiation, psionics etc.
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Sealed - Negates disadvantage.

stemming from a lack of air, ambient.

infection, poison or corrosion. Get +1
Armour when these deal harm to you.

Thermo - Negates disadvantage
stemming from freezing and/or
scorching temperatures. Get +1
Armour when these deal harm to you.



BEASTS
Through the power of the Guardians, the

art of animal husbandry has no limits.
With the correct application of Primal
magic, the flesh of beasts are but clay to
be moulded by a skilled artisan.

Beasts have two harm boxes:

* Wounded (disadvantage when using
the beast in moves)
e Dead
When you get a new beast, it'll start with
one of these three tags:

Mount - This beast is built for riding.
Less obedient and intelligent than
other animals, but a good way to get
from point A to point B.

Pet - A faithful companion. Likely
to follow instructions, but generally
smaller and less imposing than other
beasts and cannot be ridden.

Livestock - A beast raised to produce a
commodity of some kind: meat, milk,
leather, wool or eggs, etc. Unlikely to
follow commands, buta valuable trade
resource and can be eaten in a pinch.

And also one of the following tags:

Land/Water/Air - The beast can travel
freely in the indicated environment.

As you evolve, you'll add more tags to
your beasts, or create new beasts.

TRIBE TAGS
Swift - Pets move quickly and can
avoid danger. Mounts give +1 to Steel
when you Defuse by manoevering out
of danger.

Tough - The beast gets another harm
box (Spooked).

Mighty - This beast is very powerful.
Beasts give +1 Force when you Forge
a Path or Fiercely Assault with them.

REALM TAGS
Pack Animal - This beast can carry a

lot of equipment or resources.

Transport - This beast can carry a
dozen passengers. Can only be taken
by Mounts or Livestock.

Armoured - This beast is naturally
tough or is fitted with armour. The
beast gets the Sundered harm box.

Fine Breeding - This beast is
particularly well bred and fine. Worth
more in trades, and provides +1 Sway
when you use your status as leverage.

Nurturing - Characters resting with
this animal don’t need a Surplus to get
Professional Care.

Natural weapons - The beast has
some kind of devastating natural
weapon such as tusks, claws or spines.
Using the beast to Fiercely Assault
grants the tag Brutal.

Utility - This beast has a useful
ability that serves a practical function.
Examples include: digging through
soil or rock, a highly developed
sense of smell that makes tracking
easier, a compulsion to gather natural
resources and crops, or a homing
sense that facilitates sending messages.

STATE TAGS
Space - This beast can survive in a
vacuum and can travel freely in a
space environment.

Internal Compartments - This beast
has been shaped to manifest natural
passenger compartments. The beast
protects passengers from the outside.
Without this, passengers must rely on
their own Outfits.

Projectile Launcher - This beast has
a orifice that can launch projectiles at
high speed. A projectile launched with
this weapon has the tag Area

Enhanced Intelligence - These beasts
are not sentient, but they are highly
intuitive and capable of following
complex commands.
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THE GRAND TEMPLE

Y Once the Guardians were honoured with

paltry offerings of food and valuables, laid
out on makeshift altars cobbled together
from whatever materials were to hand.
But no longer. Now, your Guardian has
a house worthy of their majesty. A grand
cathedral of epic proportion, complete
with fine art, a devoted clergy and a
competent security force. This is no
normal place of worship, but almost a
city unto itself.

REQUIREMENTS
Artisans, Engineering, Luxury, Building
Materials, Leadership

PERMANENT BONUS

Whoever controls the Grand Temple
may, at any time, expend a surplus to
trigger their Favoured of the Guardian
move.

TRIALS

Civil Unrest: Though a cause for
celebration for many, the construction
of the Great Temple has caused
considerable unrest. Perhaps they
resent the lavish use of precious
resources, or take issue with the
Guardian to which the Temple is
dedicated - regardless of reason, your
people have taken to the streets in
protest. The Owner tells you the cause
for the unrest, and chooses two of
your Surpluses to be erased.

Walk of Faith: Inspired by the
creation of such a wondrous structure,
devoted cults among your people are
undertaking pilgrimages to the Grand
Temple, carrying tributes. The Owner
places a pilgrim settlement on the map
near the Grand Temple, and transfers
one of your surpluses to themselves.
You transfer one of your surpluses to
the new settlement.

Wrath of the Guardian: Your
Guardian is angered by a temple
being raised in another Guardian’s
honour. A Primal Entity appears in
your territory to communicate this
dissatisfaction. Your next Favoured of
the the Guardian roll has disadvantage.
In addition, transfer all of your Primal
Power to The Owner (if any).

Religious Strife: Your high ranking
clergy and magi are bombarding
leadership ~ with
complaints, demanding to sce a
similar demonstration of Guardian
devotion. Say what the clergy or magi

your

people’s

are demanding of your leadership.
You have -1 Reach for the next age,
and must immediately Hold Together
to quell the political storm.

Trade The
construction and the new cultural
landmark has caused a shift in trade
and migration. Transfer up to three of
the Owner’s Needs to you, and take
1-Treaty on the owner for each Need
you take. Describe the shortages or
financial problems that caused this to
happen, and how they have effected
your people.

Crisis: process of

Corruption: Moral purity and piety
do not necessarily go hand-in-hand.
A robust black market has arisen
around the Grand Temple, trading
in all kinds of artifacts and resources
(mostly stolen). The Black Market is
a new minor faction that is not visible
on the map. Transfer to it either two
of your Surpluses or one Surplus and
3 Primal Power.
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them will gain an extra Surplus of
the Owner’s choice, which they share
with you and the Owner.

Guardian’s Power: Your People have
adopted some of the practices of the
Grand Temple’s Guardian. The owner
explains what concept from their
beliefs your people have adopted. You
gain one of the Owner’s Guardian
Moves for the next age.



THE PRIMAL GATE

Y Visiting the Primal Plane is usually harder

than just popping into a handy portal.
Primal Rifts are unstable and temporary,
and often incredibly dangerous. There
are no guarantees. However, with the
hard work and dedication of your top
the

impossible is now possible. Your people

engineers, ~ scientists and magi,

have constructed a permanent, stable and
safe rift to the Primal Plane.

REQUIREMENTS

Energy, Engineering, Primal Artifacts,
Rare Materials, five points of Primal
Power

PERMANENT BONUS

Add the Primal Gate to the map. It can
be used to travel to the Primal Plane
at will as long as you control it. Other
players who wish to use it must have your
permission, and you gain 1-Treaty on
them when they do. In addition, at the
start of each age a powerful Primal entity
appears outside the portal.

TRIALS
Plague Bearer: A Primal entity
carrying some sort of otherworldly
virus has slipped through the Primal
Gate and onto your land. Describe
the symptoms, and the Owner
describes which Guardian the entity
follows and its motives for crossing
the Gate. Gain the Needs: Medicine
and Recruits. If the Owner donates to
you any of your Needs now you must

give them 3 Treaty.
The

construction of such a vital device has

Diplomatic  Restructuring:
caused a great deal of uncertainty and
chaos in the upper echelons of your
diplomatic and political system. The
Owner describes how your leadership
are reacting to the new political
paradigm. You and the Owner remove
all Treaty you have one each other.

Primal Storm: A maelstrom of Primal
energy has been unleashed on your
land. Designate where the storm was
strongest, and the Owner describes
the extent of the damage. You and a
neighbour Faction erase a Surplus and
gain a Need of the Owner’s choice.

Primal Rush: The race is on to exploit
the new Primal Gate. If you fail to use
the Primal Gate this age gain Need:
Morale and Need: Motivation. If you
use the Gate but fail to gain a resource
from the Primal Plane, gain Need:
Recruits.

Haunted: Since the Gate opened,
your people have been complaining
of strange spectres and echoing
shrieks. Designate an area on the map
where this strange phenomenon is
particularly terrifying. Hold Together,
and on a miss lose 1 Grasp during the
next age. Gain Need: Morale.

Toxic Runoff: Some of the rare and
dangerous materials used in = the
construction of the Gate have had
unpleasant side-effects. Describe the
damage that has been done, be it to
the environment or to your people’s
health. Take 2 Needs of the Owner’s

choice and 1 Surplus of your choice.

FORTUNES

Existential Revelation: The Gate is an
undeniable monument to the reality of
the Primal Plane. The reaction to this
from the general populace is mixed,
to say the least. Distribute Morale as
a Surplus or Need (your choice) to
Factions of the Owner’s choice. You
and the Owner gain +1 Reach.

Warbeasts: A strange beast from the
Primal Plane settles in your territory.
Describe it and how your people
use it. Gain Surplus: Transport and
Weapons. Your vehicles and weapons
can have 4 tags instead of 3, so long as
the beast lives in your holdings.
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The main Legacy rulebook offers an
excellent core philosophy for running the
system. For the most part the Agenda,
Principles and Reactions detailed in the
Running the Game chapter of Legacy
also apply to Primal Pathways. However,
Primal Pathways is its own beast, and
should be played a bit differently from
a normal game of Legacy. This chapter
offers some additional items to the
Legacy philosophy that more specifically
address the Primal Pathways setting.

AGENDA

SET YOUR OWN
TIMESCALE

In this setting the time between Ages, the
time it takes for your player’s People to
evolve, is left deliberately ambiguous.
While in Primal Pathways, evolution
is a supernatural process (it’s guided and
much faster than in real life), adjusting
the timescale also determines how much
you wish to focus on this aspect. Longer
(millennia) will
make evolution more gradual, reduce

gaps between ages

the characters’ awareness of the process
and thus make them less aware of the
Guardians. Shorter gaps between ages
(centuries or even decades) will mean the
evolution is more rapid and visible, and
will make the Guardians an undeniable

fact of life.

THE GUARDIANS ARE

UNKNOWABLE
Though  player
communicate with the Guardians and
other denizens of the Primal Plane, they
should never be fully understood. They
are alien entities with their own obscure
agendas. This ambiguity and alien quality
is essential to the setting.

characters can

RUNNING THE GAME

ADD COMPLEXITY AS THE
GAME PROGRESSES

At the beginning of the game, your
players’ priorities and objectives should
be more basic. Finding food or shelter,
seizing land, building settlements etc.
Keep these early ages short and deadly.
Survival is the goal. As the game goes
on and the civilisations develop, add
complexity. Introduce political intrigue,
more intricate objectives for the players,
and internal strife to factions. Use the
early exchanges between People to inform
the later political rivalries and alliances.

PRINCIPLES
LIFE IS CHEAP

Evolution, even when it’s assisted by
otherworldly entities, can be a bloody
process. In the early stages of the game
especially, basic survival should be a
continuous challenge. Don’t be unfair,
but don't be afraid to be brutal.

MYTH TRUMPS HISTORY

In Primal Pathways the scope of the
game Is different from base Legacy.
Players start in a pre-historic state,
and build a civilisation from scratch.
Incorporate the events and characters
of the early ages into the mythology of
the world, have the myths evolve and
change until the actual events are barely
recognisable.

CULTURE EVOLVES TOO
Technological and physical change is
inevitably going to elicit societal and
cultural change. Think about how
cultures adapt customs as time goes on.
Something that once had great meaning
might become a charming cultural
touchstone - such as how Halloween
remains a cultural event long after the
more spiritual elements have become
irrelevant.
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Plane and the Guardians, their origins,
their motives, their ultimate goals, are
deliberately left vague. This is partly to
keep things mysterious for players, but
also to allow the GM to fill in some blanks
for themselves (if they want to). Are
the Guardians malevolent, benevolent
or passive? Are they gods, aliens, inter-
dimensional beings? Do they seek to
conquer the physical plane, or are they
barely aware of its existence? Are the lesser
beings from the Primal Plane unwilling
slaves to the Guardians or devoted
worshippers? It’s not necessary to answer
all (or any) of these questions, and the
answers need not be consistent between
the different Guardians, but they can be
good story motivators to keep in mind
when building your Primal Pathways
world.

Beings from the Primal Plane are single
minded and tend to be very loyal to
their Guardian. They're interested in the
Material Plane and want to be involved by
making deals with, helping or hindering
its residents. Most also take on a physical
form appropriate to their Guardian
when they enter the Material (though
the Otherworldly do so less often). Keep
their personalities consistent to their way
of life. The Parasite and its servants are
likely to be manipulative and calculating,
mindful of the lives of others only as long
as they benefit them. Theyll behave this

way even to their chosen species.

Players can undertake rituals to contact
the Guardians directly
investment of Surpluses, Relics and

(requiring

Primal Power). If they manage it keep
the Guardians aloof and vague - they’re
not exactly conversationalists. Boons
the Guardians can grant can be almost
anything, but try to avoid removing the
agency of other players or erasing their

Q

A GUIDE TO THE PRIMAL PLANE

= Many of the details of the Primal

achievements. Guardians also arent in
the habit of handing things out for free
- if they help directly, make sure the cost
of their help is proportional, and they’re
probably not going to appreciate being
contacted for something petty.

The player characters can visit the Primal
Plane, but their impressions of it are
unlikely to be very useful. It’s mostly
a swirling, formless maelstrom, with
pockets of stability where the Guardians
have left their mark. The more stable
areas will generally reflect appropriate
natural environments (a wide plain for
The Hunter, a dank cave for The Parasite
etc.), but they wont be temporally or
spatially consistent. Extended amounts
of time in the Primal Plane will lead to
confusion, mental unrest, and eventually
insanity. Without the guidance of a
Primal entity, those who venture into the
Primal Plane will more than likely be lost
in the chaos, doomed to a grisly fate.

Energy from the Primal Plane is the
world’s primary energy source. The
machines, factories and societies of your
players will most likely be based around
the crystals formed by Primal Rifts. For
this reason, harnessing the Primal Plane
should never be easy or straightforward -
compare it to harnessing nuclear energy,
it’s dangerous and complicated.



¢ important caveats.

CREATING
GUARDIANS

Guardians are the core -element to
Primal Pathways. They define how
player species and characters build their
society and how they behave towards
their environments, peers and enemies.
Each Guardian is designed to represent
a certain method of survival used by
living  beings, and tries to, logically
~ follow how a society based on that
method“would develop. The! Guardlans
'i.detaﬂed

h.mques in the natural world,
and so there’s endless

¢ potentlal for ne 'Guardlans Ifiyoud like
‘to create yo
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e STATS
~'The same rules apply here that are listed -
2 _in the ‘main Legacy book, with some

Most importantly,
while the core Legacy playbook: stats

tend to add up to 1, Primal Pathways
playbooks add up to 0. The reasénéffér
this is that in Primal Pathways, playgé?g‘
start from a weaker position and e_nharic'c:;;r
their stats as they evolve. 51E: 7

e
GUARDIAN THEMING i
Your Guardian needs a strong theme,
ideally one that reflects a particular way
of life, even if that way of life is idealised.
In real life, for instance, the difference
between The Hunter and The Devourer
is quite small. Real-life carnivores dont
tend to be preoccupied with the ‘thrill of
the hunt’ orsport. Our beings aren’t dumb
animals though, they have intelligence, so
applying anthropomorphising elements
(like honour, sport, and malevolence)
is perfectly reasonable and a good way
to separate Guardians from each other.

- imaginative,*

_ lthls book are' by ﬁo means % Twek

“but.

wn Guardian,. consider

-%is is by far ".fﬁe.',w

~of life. Secondly, each: tier

life would 1nﬂuenc}e a devel

Also thlnk abou

Primal Plane _t_nigh't Iool{lik‘é}'
LANDMA RKS I 5

etc.), and a"%l
Rift, a cav’e’ ‘

a mis
with ghostly

of thmgs your ! Gi _
threa\‘s g ! i- '* 5
EVOLUTION TRE,ES A

represent a facet o your Guarcﬂans V{{ay l'_
c}f each brane:h,

needs the followmg @ new, move,’ twe
new needs, new tags, hew traits, and/
or any other:bonuses you feel would be
appropriate. In the book, the"bonusés are 7
limited to a select few options, but don‘,ﬁ
feel limited by those. _“_. -

._..‘-x —

The advice for. creating new moyes m"
the core rulebo_ok work pe;fect!y %ﬁl fox: ;
creating the moves for jthese eve tion
trees, but keep in mmd the. way bf l1fe-___ ]
your Guardl.an represdnts and‘ hpw 1ts'
moves are evokrkig that hfestyle



CREATING

” CHARACTER

PLAYBOOKS

The advice in the core rulebook for
creating new character playbooks also
applies here, with some caveats. Like
with Guardian playbooks, character stat
arrays in Primal Pathways add up to
0 rather than 1 (for the same reasons as
with Guardian playbooks). Characters in
Primal Pathways also start with three
harm boxes rather than four. Along
with the core character moves, Primal
Pathways character playbooks also have
‘Evolution Moves’, which are unlocked
by taking the relevant Traits. When
creating Evolution Moves, remember to
create a new Trait for it (or add it to an
existing trait).

CREATING TRAITS

Traits are an important component to the
player species evolving, both physically
and in the story. Offensive traits should
present either a natural weapon that
provides additional weapon tags, or
a new way of approaching combat.
Passive traits generally either provide
enhanced movement or new natural
abilities. Defensive abilities should add
resistances to environmental dangers,
physical harm in combat, or adding extra
abilities that can be used to protect the
species. Ensure that your new traits don’t
override or negate other Traits - it’s never
fun playing a game of evolutionary rock-
paper-scissors. The main priority should
be introducing abilities that enhance the
fiction as well as the species and create
interesting story-telling opportunities.
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