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TYRANTS'SAGGARAR_

LEGAL NOTICES

First Ones Entertainment, FOE, Legacies campaign, Tyrants of
Saggakar & logos are a trademark owned by First Ones Entertainment. All
rights reserved. All other content is copyright 2015 First Ones Entertainment
Inc. The mention of or reference to any company or product in these pages
is not a challenge to the trademark or copyright concerned. This book is
compatible with 3rd Edition and Revised 3rd Edition rules. This Tyrants of
Saggakar is produced under version 1.0a and/or draft versions of the Open
Game License and the System. Reference Document by permission of
Wizards of the Coast. Subsequent versions of this product will incorporate
later versions of the license and document.

Designation of Product Identity: The following items are hereby
designated as Product Identity in accordance with Section 1(e) of the Open
Game License, version 1.0a: Any and all Tyrant of Saggakar, First Ones
Entertainment, and FOE logoes and identifying marks and trade dress, such
as all First Ones Entertainment product and product line names including
but not limited to Tyrants of Saggakar Campaign Setting, the Legacies
organized play campaign; any specific characters and places; capitalized
names and original names of places, artifacts, characters, races, countries,
geographic locations, gods, historic events, and organizations; any and all
stories, storylines, histories, plots, thematic elements, and dialogue; and all
artwork, symbols, designs, depictions, illustrations, maps, and cartography,
likenesses, poses, logos, or graphic designs, except such elements that
already appear in final or draft versions of the d20 System Reference
Document or as Open Game Content below and are already open by virtue
of appearing there. The above Product Identity is not Open Game Content.

OPEN GAMING LICENSE
VERSION 1.0A

The following text is the property of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)’Derivative Material” means copyrighted material including derivative
works and translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may be
recast, transformed or adapted; (c) “Distribute” means to reproduce, license,
rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute;
(d)’Open Game Content” means the game mechanic and includes the
methods, procedures, processes and routines to the extent such content does
not embody the Product Identity and is an enhancement over the prior art
and any additional content clearly identified as Open Game Content by the
Contributor, and means any work covered by this License, including
translations and derivative works under copyright law, but specifically
excludes Product Identity. (e) “Product Identity” means product and product
line names, logos and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and other visual
or audio representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment, magical or
supernatural abilities or effects, logos, symbols, or graphic designs; and any
other trademark or registered trademark clearly identified as Product identity
by the owner of the Product Identity, and which specifically excludes the
Open Game Content; (f) “Trademark” means the logos, names, mark, sign,
motto, designs that are used by a Contributor to identify itself or its products
or the associated products contributed to the Open Game License by the
Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy,
edit, format, modify, translate and otherwise create Derivative Material of
Open Game Content. (h) “You” or “Your” means the licensee in terms of
this agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be Used
under and in terms of this License. You must affix such a notice to any
Open Game Content that you Use. No terms may be added to or subtracted
from this License except as described by the License itself. No other terms
or conditions may be applied to any Open Game Content distributed using
this License.

3.0ffer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-free,
non-exclusive license with the exact terms of this License to Use, the Open
Game Content.

5.Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient rights to
grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, the copyright date,
and the copyright holder’s name to the COPYRIGHT NOTICE of any
original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly licensed
in another, independent Agreement with the owner of each element of that
Product Identity. You agree not to indicate compatibility or co-adaptability
with any Trademark or Registered Trademark in conjunction with a work
containing Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does not
constitute a challenge to the ownership of that Product Identity. The owner
of any Product Identity used in Open Game Content shall retain all rights,
title and interest in and to that Product Identity.

8. ldentification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distributing are
Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any authorized
version of this License to copy, modify and distribute any Open Game
Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You have
written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with
any of the terms of this License with respect to some or all of the Open
Game Content due to statute, judicial order, or governmental regulation then
You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail
to comply with all terms herein and fail to cure such breach within 30 days
of becoming aware of the breach. All sublicenses shall survive the
termination of this License.

14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent necessary
to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a © 2000, Wizards of the Coast, Inc.

System Reference Document © 2000, Wizards of the Coast, Inc.;
Authors Jonathan Tweet, Monte Cook, Skip Williams, based on material by
E. Gary Gygax and Dave Arneson.

Pathfinder Roleplaying Game Reference Document © 2013, Paizo
Publishing, LLC; Author: Paizo Publishing, LLC.

NeoExodus: A House Divided Campaign Setting © 2011, Louis
Porter Jr. Design, Inc.; Author: Jean-Philipe Chapleau

NeoExodus Legacies Campaign Guide © 2012, Louis Porter Jr.
Design, Inc.; Author: Jean-Philipe Chapleau, Louis Porter, Jr., D’Anne
Nelson and Linda Weygant-Robison

Tyrants of Saggakar Campaign Setting © 2015, First Ones
Entertainment; Author: JP Chapleau

Tyrants of Saggakar: Service is Eternal © 2015, First Ones
Entertainment; Author: JP Chapleau

Tyrants of Saggakar:: Legacies Campaign Guide © 2015, First
Ones Entertainment; Author: JP Chapleau
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INTRODUCTION

This document introduces the rules on how
you may play in the worldwide Legacies
organized play campaign. It contains what you
need to create characters and information on
how to be a game master (GM) of
Legacies events. It also details the

and the campaign. A number of special
interactive adventures give your -character
opportunities to interact and influence both
NPCs and events alike.

NPCs in Legacies are not static. Through
narratives, campaign updates and the
adventures themselves, NPCs and the plot
change beyond the current adventure. How
your character reacts to them is up to you.

CHOICE

The Legacies campaign distinguishes itself
from other campaigns because it places a great
emphasis on player choices. This dedication
starts with the writing of the adventures. Every
adventure WILL feature a choice, whether clear
“Who do you give the item to?” or not so clear.

THEME
Each year, a theme is chosen by the players
and provides additional flavor to the campaign
and is based on a Legacy left upon the world.
The theme helps set the tone and provide

—

v

—

unique aspects of the campaign. 2010-12  Before official launch ~ NeoExodus
2012-13 Legacy of Hate NeoExodus
2013-14 Legacy of Lies NeoExodus
2014-15 Legacy of Pain NeoExodus, Saggakar
2015-16  Seeds of Rebellion Saggakar

WHAT IS LEGACIES?

—

The Legacies campaign is a worldwide
campaign that takes place across a number of
worlds and planes. In the campaign, through
their choices, the characters influence events as
they adventure.

Over the course of a character’s adventuring
career, he will make many such choices, some
clear and obvious and others, not so much.
However, with each adventure, he leaves the
world transformed. In short, he leaves a legacy.

The Legacies campaign is made up of mini-
campaign arcs focusing on one part of the world
or one villain. Designed for organized play,
Legacies aims to put your characters in the thick
of the action, giving you the power to shape the
world and influence events. What your
character does matters and influences the world

additional flavor the campaign.

THE PATHFINDER RPG

_———

Legacies uses Paizo’s Pathfinder Role Playing
Game rule set as the basis of its system. People
familiar with those rules will find the core
mechanics unchanged. The Pathfinder RPG Game
Core Rulebook is available at local game store or
through Paizo.com as a PDF or hardcover book.

Unless specified otherwise, the Legacies
campaign uses all the official erratas provided
by Paizo for the products used.

V

CORE ASSUMPTIONS

The Legacies campaign assumes that every
player owns a copy of the Tyrants of Saggakar
Setting and the Pathfinder RPG Game Core
Rulebook by Paizo Publishing. A Game Master
(GM) is also expected to own a copy of the
Pathfinder RPG Bestiary (also by Paizo).

Legacies Campaign Guide r
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Many useful resources were gathered in a
Campaign Toolkit available for free from
RPGNow.com!

Material from other publishers may
occasionally be included into the campaign.
Players using any options from such sources
must have a valid copy of the material and be
ready to present it to the GM upon request. A
list of rules elements allowed in the campaign
appears in the Additional Resources of the
toolkit.

A valid copy includes a physical book or an
electronic version.

Adventures produced by other publishers
may sometimes be adapted to the Legacies
campaign, making them legal for play. To play
them in the campaign, the GM must own a legal
copy of those adventures as well as the
adaptation document. Adaptation documents
will be available for free as part of the campaign
toolkit.

Unless specifically allowed here or in the
Additional Resources document, rule items
from any other source are not legal for play and
cannot be used in the campaign.

is deemed to have a way to do so which is kept
“off-screen”.

Thus a character could play one adventure
in Saggakar then one in an adapted setting,
passage between each adventure is done away
from the game table. This may stretch
believability, especially for lower level
characters, but doing so allows our writers to
focus on what is happening, rather than on this
logistical problem.

The boiler plate of an adventure - as well as
its unique code - will indicate the world it is
assumed to be in.

YY-LX-XX is set in NeoExodus

ToSX-XX is set in Saggakar

COMMON TERMS

MULTIPLE CAMPAIGN
WORLDS

—

The Legacies campaign aims at offering
playing experience in many different settings.
As such, the campaign has a few “main worlds”
where adventures take place. This world- at
present - includes FOE’s Tyrants of Saggakar
and a few adapted adventures from other
publishers.

Although adventures may take place in
other locations, through adaptations, these
worlds are those where events are deemed to be
most important to get the “full story”.

Events on one world may or not affect the
other. There might be crossovers or “guest
starring” of an NPC or artefact from one setting
into the next. Our main goal is to create a
vibrant and exciting set up for adventure.

WORLD-HOPPING

Although jumping between one world to
the next is not trivial, unless specifically
mentioned or part of the adventure, a character

Average Party Level (APL): Before playing
any Legacies scenario, you must calculate the
APL. Rules on how to calculate a table’s APL
appear in Chapter 6: Game Master.

Convention: A convention is a large
gathering of individuals, such as GenCon,
Origins, and PaizoCon. It also includes smaller,
regional conventions. All of these events may
host Legacies scenarios.

Coordinator: A coordinator is a person at a
local event who is responsible for organizing the
event or part of the event. Coordinators are
sometimes called “marshals” or “head judge.”

Event: An event includes any gathering of
people playing a Legacies adventure. This could
be as large as a convention or as small as a
group of friends playing at home. Events
describe conventions, home games, online
games and public games.

Favor Points: Favor points are a way to
track favors gained by the PC as he adventures.
More details can be found in Additional
Resources document of the toolkit.

Favor Score: Your favor score is your
current total of earned favor/disfavor with a
given faction. The campaign tracks favor
differently on each world. Each faction tracked
appears on the LR.

First Ones (FO): For the Legacies campaign,
the First Ones are the campaign administrators
responsible for the production of the material,

Legacies Campaign Guide r
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TYRANTS'SAGGARAR.

offer rulings when needed and provide
guidance to the campaign.

Game Master (GM): The Game Master is
the person who runs a scenario. The GM is
responsible for running the game and bringing
the scenario to life. More information on being a
GM can be found in Chapter 6: Game Master.

Home Game: A home game is an event held
in a private setting. The time limits and meta-
game restrictions are often different from those
in public settings.

Legacy Record (LR): After every Legacies
adventure, a players receive a sheet called a
Legacy Record, or LR. This sheet tracks changes
in gold, experience, and any unique story
awards. Chapter 11: The Legacy Record explains
the LRs.

Module: Another name for an adventure
scenario.

Legacies: The official name of the campaign.

Legacies Campaign Guide (LCG): The
document you are currently reading.

Master: A master is an NPC who marked a
PC and for whom the PC is forced to work.
Masters are part of a family or great
organization. More information on patrons can
be found in Chapter 4: Masters.

Non-Player Character (NPC): An NPC is a
character that is played by the GM. Over the
course of an adventure, the players encounter a
number of NPCs.

Player Character (PC): A PC is a character
that belongs to, and is played by, a player who
is not the GM.

Scenario: A scenario is an adventure
published for Legacies or an adventure from
another source that has been adapted to the
Legacies campaign. Most scenarios are designed
to play in about 4 hours, but some may run
longer.

Table Size: Table size describes the number
of players at a table. When table sizes are given,
the GM is not counted in that number. Thus a
table size of four means there are four players
and one GM. Legal tables of the Legacies
campaign are 3-7, but we strongly recommend
4-6 for maximum enjoyment.

ORGANIZED
BASICS

PLAY

Once you have created a character, you can
participate in any Legacies game at any event at
a friend’s home, a local convention, a game store
or anywhere in the world. Make sure to bring
your character, a list of your LRs and any non-
core source material your character uses.

One of the greatest aspects of organized
play is that you do not always need to play with
the same people. Every scenario, you can play
with different players and a different GM.

ORGANIZED PLAY
QUIRKS

An Organized Play campaign is different
from your ordinary campaign, or home game.
The players and/or the DM may change from
table to table. Since adventures are written by
different authors, the style and goals of
adventures will be very different from one
scenario to the next.

You are not allowed to keep any item you
find at the end of the adventure, unless it is
granted to you on an LR. The party splits the
loot and each character leaves with a share of
the money. You are then free to purchase items
found (even if this would result in four copies of
the +4 sword of doom).

The Legacies campaign includes a number
of unique types of adventures:

e Interactives are adventures that combine
multiple tables and that can present
numerous unique elements - from battle to
investigation to court intrigue.

e Side treks are quick one-or-two encounter
affairs that can be played between game
slots, each telling a small story.

e Special adventures that can be whatever our
twisted minds can imagine. The only
guarantee is that such adventures will be
epic, massive, and
experience!

once-in-a-lifetime

e Adapted adventures are adventures not
published by FOE that have been adapted to
the Legacies Campaign.

Legacies Campaign Guide
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NeoExodus Legacies adventures published
either by LPJ Design or FOE can still be
played for credit in the Legacies campaign.

NARRATIVES

At irregular intervals, the campaign will
publish narratives. These narratives fill gaps
and are a way for the campaign leadership to
either tease upcoming content or let you know
what the fallout of premieres are.

These short pieces of fiction (about one page
each) are available as a package on RPGNow.

SAGGAKAR

The world of Saggakar is surrounded by the
Mists. The Mists steal the minds of all those who
travel through them, taking away their
memories, their allegiances, their friendships.
Few dare enter the Mists, fewer still emerge
after traveling.

HISTORY OF SAGGAKAR

The history of Saggakar is written in blood.
The hajit (greater halflings) were the first race to
rise to prominence and forge an empire out of
the wilderness. Later, the First Ones emerged
from the Mists, leading armies of monsters.
They subjugated the halflings and their empire,
but turned on each other.

One day, out of the Mists came a First One
of great power who conquered the whole world.
Saggakar’s impact on the world was such that it
now bears his name: Saggakar the First.

His empire, last to this day, in spite of
numerous rebellions, civil wars, new conquests,
and assassinations.

Today, the empire is on the verge of
collapse, and many pray for a new emperor to
emerge from the Mists and re-forge the empire.

THE ARCHDESPOTATE OF
FAREMH

Although there are many nations in
Saggakar, the campaign focuses on one: The

ArchDespotate of Faremh. A mostly agrarian
nation located by the Mists blessed with an
overabundance of slaves coming out of the
Mists.

Located between the Spiderfen forest to the
north, the Markhem peaks in the south and the
Assar Wastelands to the east, the ArchDespotate
is best known for its slave caravans.

Three great families vie for power and the
highest office in the land. Officially part of the
empire, the ArchDespotate operates as an
independent entity.

RELIGIONS OF SAGGAKAR

There are three main pantheons in
Saggakar: the halfling pantheon, the pantheon
of man and the Dark Gods. A variety of minor
cults also exist, often pieced together by recent
travelers from beyond the Mists.

It is generally accepted that the Halfling
Pantheon was the first to emerge from the Mists,
followed by the Dark Gods later. The Pantheon
of Man is based on five adventurers who
reached godhood through means unknown.

OTHER WORLDS

Although the campaign is set in Saggakar,
occasional adventures set on other campaign
worlds may be adapted or produced for the
campaign. Such adventures are likely to require
adaptation by the GM to smooth out any rough
edges.

Unless produced under the Tyrant of
Saggakar symbol (including trade dress and
numeric assignation), such adventures never
contribute to the campaign story line (they are
not needed for a player to get the full story).

Various races, templates, and classes may be
present in such products. Adaptation
documents will be added to the Campaign
toolkit.

Legacies Campaign Guide

Page 4

v

—

_———

V



—_—

o
e

N —-

.ﬁ'

—

TYRANTSISAGGARAR

3: CHARACTER

STEP 1: ABILITIES

The Legacies campaign uses the purchase
system to generate a character’s abilities, as
found in the Pathfinder RPG Core Rulebook.
Characters are built using the High Fantasy
method, giving each character 20 points to
assign. No score may be lower than 7, and no
starting score may be greater than 18 (before
racial ability modifiers are applied). Racial
ability modifiers are added after the points have
been assigned. A character cannot begin the
game with an ability score less than 5, after all
modifications have been applied. Thus, a
character may start with scores as low as 5 or as

high as 22.
7 -4
8 -2
9 -1
10 0
11 1
12 2
13 3
14 5
15 7
16 10
17 13
18 17

STEP 2: RACE

—

The next step is to select a race and a class
for your character. The following races are
considered core and always available to players
in Legacies: anuka, cambion, draconian, hajit,
hareen, human, kaliban, ptahn, or skythian.
Other races may be occasionally added through
unique certificates.

The core races found in the Pathfinder Core
Rulebook are not available for play (except
human).

SPECIAL RULES

Skythians: When skythians adventure in
NeoExodus, they must hide their racial heritage.
To avoid any penalty, they must succeed at a
DC 10+APL Disguire check or have to pay half
the gold they earn for the adventure in bribes
and fines to escape with their lives.

STEP 3: MASTERS AND
AFFINITY

Everyone in Saggakar works for someone
else whether by choice or by force. A lucrative
slave market thrives across the world.

Few people get to enjoy true freedom.
Service is the expected norm and those without
a master are constantly forced to pay fees,
bribes, and other taxes to avoid being claimed.
Any new character must decide whether to be
marked or free.

Using the spell minion mark, masters prevent
others from stealing their slaves. While a few
First Ones command other slaves, they usually
do so only for short periods of time.

Every character MUST have an affinity and
a master (refer to the Master chapter, later).

AFFINITY TRAIT

Affinity traits represent a character’s origin
and ties to a particular region. All PCs have one
such affinity.

Initially, only Regional Affinity: Faremh is
available, but more option will open up,
whether through play or as the campaign
expands.

New characters coming from across the
Mists have “From beyond the Mists”. After
gaining two levels in Saggakar, a character must
select one of the regional affinities available to
them.

FROM BEYOND THE MISTS

You come from beyond the Mists and have
yet to adapt to Saggakar.

Benefit: You can make any Diplomacy
checks to “claim ignorance” accused of a crime
with a bonus equal to your Wisdom score
(minimum +1). After two levels, you must
change your regional affinity.

Additional Languages: None

Legacies Campaign Guide
NS
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REGIONAL AFFINITY: FAREMH

You have spent a long time in the
ArchDespotate of Faremh.

Benefit: You may make any Knowledge
check untrained, as long as it that relates to your
affinity, up to DC15.

Additional Languages: Exodite, Kaliban

Normal: You may only make untrained
Knowledge checks up to DC10.

STARTING LANGUAGES

A home region determines your character’s
starting languages and adds a few additional
bonus languages from languages that are
common to the area. The bonus languages in the
table are in addition to those the character can
normally access.

STEP 4: CLASSES

The following classes are allowed for play.

Alchemist (APG), Barbarian, Bard, Cavalier
(APG), Cleric, Druid, Fighter, Inquisitor (APG),
Magus (UM), Monk, Oracle (APG), Paladin,
Ranger, Rogue, Sorcerer, Summoner (APG),
Witch (APG), and Wizard.

Additional classes and options are found in
the Additional Resources document.

SPECIAL RULES

The Legacies Campaign allows a degree of
choice in character creation. Some classes are
modified as follows.

Alchemist: May replace their Brew Potion
class ability with the Extra Bombs feat.

Cavalier: May replace their Expert Trainer
class ability with Skill Focus (Handle Animal).

Gunslinger: Gunslingers must use the
crafting rules to create ammunition.

Oracles: All oracles in Saggakar worship a
deity and must use divine focuses.

Wizard: A wizard may replace the Scribe
Scroll feat with the Spell Focus feat.

THE PROFESSION SKILL

The Profession skill is often a neglected skill
in the game. The goal is to encourage PCs to
choose and use Profession skills during the
game. Professions add flavor and uniqueness to
a character. It is generally much more
interesting to travel with a soldier, a tailor, and a
master brewer rather than a “fighter,” a
“rogue,” and a “cleric.”

Because of the wide array of choices linked
to the Profession skill, almost any skill check can
be replaced by a Profession check. This should
not be a way for PCs to circumvent or maximize
their character. If the imitated skill is hampered
by armor check penalty, the penalty should also
be applied to the Profession skill. A Locksmith
trying to open a lock would suffer an armor
check penalty for the roll. The GM is always the
ultimate judge when determining what is and is
not appropriate.

Here are a few of examples.

A PC with Profession (merchant) could roll
a Knowledge (nobility) check to recognize the
heraldic emblem of a merchant house as though
he had ranks in the skill, but would not be
allowed to know the intricacies of the local court
without Knowledge (nobility).

A PC with Profession (locksmith) could pick
a lock (normally done with the Disable Device
skill) but could not disarm a trap.

A PC with Profession (scribe) could roll a
Linguistics check to decipher the writings on a
parchment but would not understand additional
languages.

A PC with Profession (soldier) could roll a
Knowledge (nobility) to recognize units of a
given country or province, but would not
necessarily know their history or their current
leader.

STEP 6: FEATS

STEP 5: SKILLS

Skills represent training your character has
received. Saggakar uses the method outlined in
the Pathfinder RPG Core Rulebook. Assign your
skill points as you wish.

Any feat available in the Additional
Resources document is available for play,
assuming your character fulfills all the pre-
requisites.

Legacies Campaign Guide -
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SPECIAL RULES

Black powder is only available to PCs with
the Gunsmithing feat. Firearms are not widely
available anywhere.

STEP 7: TRAITS

The Legacies Campaign does not use traits.

STEP 8. ALIGNMENT

The Legacies Campaign does not allow evil-
aligned characters. You may select any other
alignment. Your class may have some
alignment-based requirements.

STEP 9: HIT POINTS

In the Legacies Campaign, hit points are
determined by the following table with all the
appropriate bonuses.

The HP at 1st Level column only gives the
hit points of a 1st level character, not the first
level taken in a given class. Thus, a Barbarian 1/
Wizard 1 would have 12+4 hit points, not 12+6.

Hit HP HP Gained
Dice at Istlevel* by Level*
D12 12 7
D10 10 6

D8 8 5

D6 6 4

* Add your Constitution Bonus to this
number and any bonuses due to favored class,
the Toughness feat, class abilities, etc.

STEP 10: LEVEL UP!

—

To represent the many dangers of Saggakar,
all characters begin at third level instead of level
one. Leveling follows all the rules in the
Pathfinder Core Rulebook.

It is assumed that your character has
completed adventures and gathered a small
amount of renown, before his first adventure.

Once you have brought your character to
third level, he starts with “zero” experience. As
experience is handled slightly differently in the
Legacies Campaign than it is in the Pathfinder
RPG, full details about experience points in the
campaign us found in Chapter 9: After the
scenario.

STEP 11: EQUIPMENT

Every starting character begins with 3,400
gold pieces to spend on equipment. This money
is assumed to come from your master, but may
come from other sources if you wish.

No more than half (1,700gp) may be spent
on a single item.

You may purchase magic items from the
“Always Available List” found in Chapter 10
Purchasing Equipment during character
creation. Any money left after purchases is
yours to keep.

FINAL TOUCHES

Take a step back and try to make sense of it
all. Take some time to think of this character.
How did he become the way he is now? Why is
he of that alignment? Why does he have this
flaw? Does he have a unique quirk such as an
accent? To whom is he loyal?

This step allows you to make your character
unique. “Fighter Joe” and “fighter Fred” should
be different by more than their preference for
the long sword vs. the battle axe.

Everyone on Saggakar works for someone,
whether they want to or not. Masters may have
received control of you through purchase,
inheritance or by claiming you as you exited the
Mists. They might compel you to obey through
flattery, blackmail, promises or offers of
friendship. The specifics are not important:
whatever the reason, you are now compelled to
work for your master.

MASTER BASICS

In most cases, your master will send you to
a location where adventure is to be found. He
may also provide you with tidbits of
information about what he is doing and what
his current goals are. Whether and how you
accomplish or serve the goals of your master is
up to you.

When you go out on adventure, your master
may ask you to perform certain tasks during the
adventure. Those can vary from straightforward
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“bring me this item” to something that is
extremely vague “keep an eye out for any
enemies in the area.” A master’s influence is
greatest in their home region and diminishes
outside their region. For example, House
Faremhi is very powerful and well-informed in
the north and west of the ArchDespotate, but
less so in the south.

It is assumed that you pass on any
information learned during an adventure to
your master. Information to which you are
bound by secrecy (through a mark of justice or a
quest) is NOT passed and kept secret from your
master, unless you willingly divulge this
information.

Advancing, or not, your master’s agenda is
tabulated by the campaign staff and certain
Houses may get advantages over other because
their agents are successful in furthering their
goals.

Unless a master appears directly in an
adventure, rewards for the adventure are not
linked to your master. Specials and interactive
may grant favors to those who distinguish
themselves during such adventures.

that a relative of your master has your master’s
ear.

Each master and their family have a unique
flavor, history and goals. They seek to extend
their influence through the works of their
minions.

CHANGING MASTER

Once chosen, you cannot change your
master. There will be in-game opportunities to
change - whether you want it or not.

Should your patron die, retire, or change in
any significant manner, a method by which you
can change patron will be provided in the
adventure.

MASTERS IN PLAY

MASTER SECRECY

Anyone casting a read magic spell can read
your master on your forehead, as minion mark
leaves a magical ward that reads “I belong to
[Master’s name]”.

Your master may ask that you perform
criminal or illegal activities. While it is very
likely that you will learn whom your associates
work for, keep the secret. You never know when
they will reveal YOUR secrets to your enemies.
A common conspiracy of silence exists between
adventurers.

So while WHO your master is will not
remain secret, WHAT your master asks of you,
should.

CHOOSING A MASTER

—

In Faremh, each master belongs to one of
the three great families. Although your own
master may not appear in an adventure, you
might be contacted by another member of that
family. Unless you know differently, assume

In most Legacies adventures, your character
will receive word from your master. Depending
on the adventure, this could be at the start, or
during the adventure, or both.

Masters usually ask for tasks to be done in
their name or in secret. How you accomplish
this task is entirely up to you, you may perform
the task by yourself or get others to complete
the task for you. Sometimes those tasks are very
clear and direct, and at other times, they will be
rather obscure. It is up to you to decide how
best to follow your master’s wishes.

Many times, a master’s orders will be vague
or unclear and it is up to you to guess what your
master wants you to do. Masters and their
commands should be used as tools to enhance
the role-playing experience of the table, and
give you an idea of things they would like to see
happen. Only when a master appears directly in
an adventure are their requests tied to the
success of the mission.

Not all missions can be successful every
time. Sometimes masters of different factions
will give contradictory orders. Role-play the
situation. Master requests can be contradictory
to the mission you are doing. If that is the case,
it is up to you to find a way to convince your
fellow adventurers to do what you want, or to
ignore your Master’s wishes. Be creative. Play it
out.

While it is very likely that you will
sometimes clash or get into arguments with
your fellow party members, be sure you remain
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within the limits of the “No Player vs. Player” of
the Rules of Organized Play (see later for full
details).

MASTER ENTRY

Leader: Gives a little information about the
leader of the faction. This alignment should give
you an idea of the faction’s ethical and moral
behavior. A portrait is given for the

Modus Operandi: Describes how the
faction works as well as the types of tasks it asks
its people to do. Depending on your character, it
may be easier or harder to fulfill certain tasks.
This section also tells whether the master
operates openly or not.

Benefits: Every master grants some benefit
to skill checks in certain situations, representing
the training you received. Any bonuses to social
skill checks require the NPC to know of your
affiliation with the master. If you lie about who
your master is, you could have a benefit or a
penalty, depending on the NPC’s knowledge of
you, your true master, or your false master.

MASTER LIST

Here are the four “starter” masters that a
character can select at creation.

LUCREZIA OF HOUSE FAREMHI

Leader: Lucrezia is
minor member of House
Faremhi  seeking to
increase her power. As
such, she is willing to
mingle with “inferiors”
and often travels across the

ArchDespotate.
Modus Operandi:
Lucrezia is not subtle. She knows what she
wants and works
aggressively to obtain it.
Benefits: House

Farembhi’s greatest asset is
its abundant quantity of
slaves. By spending a
favor point, a House
Faremhi PCs may
commandeer a slave to
perform non-combat tasks.

Once commandeered, the slave remains with
the party for the remainder of the adventure or
until sent away. This slave possesses one skill
with a bonus equal to the current table APL. The
slave cannot be placed in a situation where he
can be hurt (a slave will not disable traps, but
may look for them). It is expected the slave be
returned in good health, but that is not
mandatory.

Family Crest: Sable spider on a field of
argent

Family Colors: Black and White

Family Motto: Domination and conquest

RAMIS OF
HOUSE
OUGOZAR

Leader: Ramis was
born to privilege and
power, to the point where
both are part of who he is.
Ramis has his slaves
travel to him, not the
other way around.

Modus Operandi:
Ramis knows his house needs to ensure its
power and works tirelessly to ensure things do

not change.
Benefits: House
Ougozar controls the

government  for  the
ArchDespotate, including
the legal and penal
systems. By spending one
favor point to lower
penalties, the effects are
doubled, thus lowering the
penalty for a crime by two
levels. If a crime is minor or less, no penalty is
inflicted, allowing servants of House Ougozar
to, literally, get away with murder.

Family Crest: A sable crowned lion rampant
on a quartered field of gules and argent

Family Colors: Red and White

Family Motto: Power seeks its own
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EFFRIKO OF HOUSE TIOTEN

Leader: Effriko is an
aging First One whose
body is constantly
wracked by cough. He
compensates by working
tirelessly.

Modus Operandi: A
powerful mage is his own
right, Effriko understands
best of all that a happy slave is a productive
slave. He knows that his house is the weakest,
so he gives his people the most latitude to
execute his desires.

Benefits: House
Tioten is not powerful
enough to challenge the
other houses directly -
yet. Therefore, Effriko
involves himself in his
slaves’ affair more directly
than the others. Because of
this, when a slave of House Tioten spends a
favor point to obtain NPC spell casting, once per
adventure, you may get the benefit of spending
a second one for free. This can only benefit
servants of House Tioten.

For example: a 3rd-level House Tioten PC
requires a heal spell (660 gp), for a net cost 2
favor points. By spending one favor point, he
could get the benefit of having spent two favor
points. This could also be used to obtain two
castings of the spell (and paying the remaining
60 gp).

Family Crest: An or oak tree bearing nine
crowns on a field of vert

Family Colors: Green and yellow

Family Motto: Ambition Consumes the Lesser

UNMARKED

There is no leader of the unmarked. This
group pays each other to keep information.

Benefits: You do not have to bow to
anyone; you are your own man.

Drawback: to keep your freedom, you must
constantly pay bribes and half any monetary
rewards from any adventure you play in
Saggakar. This is assessed AFTER all monetary
gains are tabulated.

s: RULES OF

ORGANIZED PLAY

PLAY ABOVE ALL!

If any one of the rules below prevents a
game from happening, the coordinator may
invoke this rule to ensure a table goes off.

However, a table’s APL and an adventure’s
level limits are not subject to this exception.
Thus, a 7th-level character may not participate in
an APL2-4 adventure. In addition, the APL is
calculated at the table.

REPLAYING SCENARIOS

Adventures are much more interesting
when played for the first time and therefore we
encourage players to play adventures only once.
However, to promote additional play, you are
allowed to replay an adventure. This must be
done with a different character.

A player who replays an adventure receives
the favors for playing, but may only select the
“extra gold” bundle if available.

NO PLAYER VS. PLAYER

Except in cases where both players agree,
Player Versus Player (or “PVP”) is not allowed
in the campaign. In those circumstances where
both players agree, the situation should be
resolved in a non-lethal manner.

Should one character be killed through PVP,
the offending character is immediately removed
from the campaign. The player cannot take part
in the rest of the adventure. A character that is
removed from the campaign may not be played
again.

There are two caveats. First, if a character is
not in control of his own character (like under
the influence of a dominate person), the character
must obey the commands given. His fellow PCs
may strike back at him, but are encouraged to
use non-lethal methods to defeat their fellow
PC. Second, a player who seeks to hurt an
opponent must obtain the approval of the other
player before proceeding with the action.
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For example, a wizard PC wants to cast a
fireball with another PC within the area of effect.

If the wizard PC is dominated into doing it,
he has to do it.

If the PC in the area agrees to take the
damage, then the action is allowed, and the spell
functions normally.

If the PC in the area refuses to take the
damage, the wizard PC must find another
option. This consent is given by the player, not
the character - so an unconscious or otherwise
incapacitated PC must still give his consent.

PLAY NICE

Everyone playing Legacies wants to shine
and have their moment of glory. It is part of the
fun of seeing your character evolve as he plays
through the campaign. When sitting at a
Legacies table, seek to create the best
roleplaying environment for everyone at the
table. This includes yourself, but also the
players next to you.

A GM is fully entitled to ask a player who
does not follow these guidelines to leave the
table.

EVERYONE WANTS TO SHINE

Everyone who sits at a game table wants to
be able to shine. Avoid trying to do everything
yourself or shutting down other characters.
Allow other players to be able to have their
moment in the spotlight.

DO NOT BE A JERK

“Playing your character” is no excuse to be
a jerk, obnoxious, or completely insensitive to
others. “My character is like that” is no excuse
to ruin anyone else’s enjoyment of the game.
While not every character is nice, personable,
and friendly, strive to create a positive addition
to the party.

Having a table watch your character do
everything in the adventure is fun only for you.
Allow others to shine too.

Another part of this is the PC who refuses
every adventure opportunity and requires the
party or the GM to cajole him into participating.
Certain hooks may fit your character less than
others may. This is not an invitation to fight the
GM over the hook. If someone is trying to hire

you to do something that goes against your
character, instead of arguing with the GM about
how unrealistic it is, you can work against your
employer. In fact, some adventures will assume
that you may swap sides later in the adventure.

This is your game, but it is also the game of
everyone around the table.

DO NOT BULLY OTHERS

Strive to keep a cordial atmosphere at the
table. Do not force others to do what you want
them to do. Part of the fun - and the chaos - of
playing a table-top role-playing game is that
you do not have complete control over others.

Just because your PC is more powerful, has
a special ability, or possesses secret knowledge
about another PC, you should not use that to
coerce others to do what you want. Just because
you CAN does not mean you MUST force others
to do so.

There is a clear difference between banter
and pretend, but be aware that your fun stops
where others’ start. Everyone plays the game
because they want to, not to make you look
good or admire your -character-building
prowess.

RECOGNIZE OTHER
CHARACTERS

Saggakar has a number of themes where
NPCs and PCs may have stereotypes or dislikes
of other races/ sub-races/ religions/ regions.
That should not be a reason to ignore other
characters. If your character has a particular
prejudice against another PC, make sure the
player knows that your prejudice is against the
character, not the player, before the start of the
game. Do not ignore other players simply
because your character “dislikes all humans.”

DO NOT READ THE SCENARIO

Legacies adventures are based on a strong
plotline and adventures feature plot twists and
revelations about the world or the NPCs.

If you are to play an adventure, do not read
the scenario ahead of time. This ruins other
players’ enjoyment of the game. If you have
knowledge of a given adventure, be sure not to
spoil the fun for others.
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ONE CHARACTER AT A TIME

You may only play one character at a time
in a given scenario. Playing more than one
character at a time is cheating.

This also applies to players who order
others what to do. Each player must be able to
declare what his character does without
pressure from others.

This does not apply to an NPC the GM may
ask you to run during a combat or scene, or an
iconic pressed into service for the adventure.

A special caveat is made for characters with
the leadership feat. These characters may play
their cohorts as a secondary character.

SUPPORT THE GM

It is possible that sometimes a GM will
make a ruling you dislike or disagree with. Do
not undermine the GM simply because you do
not like his decision. If you have an issue, talk to
the GM after the game. Like you, the GM is
there to have fun.

dispelled at the end of an adventure (or during
the time in-between adventure).

In short, you cannot obtain spell casting
from one adventure to the next.

Similarly, all lasting conditions must be
dealt with at the table. The only time you may
keep a negative condition from one adventure
to the next is when you receive a special cert or
if you have insufficient funds or favor to remove
the condition. In that case, you are expected to
pay for the removal of the condition at the
earliest opportunity.

MODIFYING
CHARACTERS

DO NOT CHEAT

I mean, come on. Be honest.
If you make a mistake, correct it and move
on.

NO SELLING/ TRADING
BETWEEN PLAYERS

You may not trade or give items, gold, or
influence between characters. You may give
money in the course of a scenario to obtain
services, such as NPC spell casting.

You may lend other characters use of your
items during an adventure. You may also lend
another character some gold to use during the
adventure. You cannot give another character
any extra gold or items they have not earned or
bought themselves beyond the adventure itself.
This extends to stealing from other PCs.

At the end of the adventure, any gold and
unused items must be returned, for a net zero-
sum. Used consumables are expended as
normal.

SPELL DURATIONS

Unless specified on an LR (Legacy Record),
any spell cast during an adventure expires, or is

A player is free to modify his character as
much as he wants until the character reaches 4th
level. At that time, the character is considered
set and cannot be changed, except for the
retraining rule below.

PRE-GENERATED
CHARACTERS

Players taking part in an event may use a
pre-generated character and change that
character as much as they want, within
established guidelines. After the event,
additional changes may be made to the
character, within established guidelines.

RETRAINING

New game material is always coming out,
and Legacies may offer new options to your
character that did not exist before.

You may retrain the following: skill ranks
and feats. You may not change race, class,
archetype, and magic items.

Whenever a PC gains a level, he may spend
an amount of gold equal to his new level times
100 to swap out a feat or one level’s worth of
skill points. A 3rd level character would pay
300gp while a 10t level would pay 1,000gp to
retrain. Retraining the ranks in one skill or feat
cost the amount listed. A character can retrain as
many options as he wants provided he pays the
cost.

Any feat or skill that serves as requirement
for any of the PCs’ other abilities cannot be
retrained. For example, a character with Cleave

Legacies Campaign Guide

v

—

_———

V



—_—

o
e

N —-

.ﬁ'

—

TYRANTS'SAGGARAR.

could not retrain Power Attack because it is a
requirement. The player could retrain both if he
wanted to.

SPELL BOOKS AND
FAMILIARS

RETIRED SCENARIOS

Legacies scenarios will be retired on a
regular basis. Those scenarios will be posted on
FoeLegacies.com and added to this section,
along with a retirement date.

Such adventures will be added to the list of
list of available resources, along with their
retirement dates.

PURCHASING
CONSUMABLES

Consumables are purchased at the basic
price for consumables in the Pathfinder RPG Core
book. 1t is assumed they are created by a cleric,
druid, or wizard. Spells only not available to
these classes are available at the lowest caster
level.

For example, a scroll of glibness is available,
as a bard 3 scroll. However, a scroll of lesser
restoration would be available only as a cleric 2
spell.

Characters with feats that allow them to
create consumable items must craft them at the
level appropriate for their class.

Spell books are described in the Pathfinder
RPG Core book, and the witch’s familiars in the
Pathfinder Advanced Player’s Guide.

For the purpose of simplicity, any class may
trade spells with any other classes, as long as the
spell they are trading appear on their spell list.
Witches and wizards may trade spells as long as
they appear in each other’s spells lists. Thus, a
witch could trade mage armor to a wizard, but
not cure light wounds as the latter is not on the
wizard’s spell list.

In the Legacies Campaign, PCs who find
scrolls may copy them or have their familiar
consume them without having to pay for the
scroll.

You may freely trade spells with players
and NPCs you encounter in the game.

All other rules are unchanged.

ANIMALS
COHORTS

AND

TABLE SIZE

Outside of an interactive or special
adventure, Legacies adventures are designed for
4-6 players, with five players being considered
optimal to allow a good mixture of role-play,
combat, and interaction.

A table can be as low as 3 and as high as 7,
but not more or less. A table of 3 may enlist the
help of one of the iconics to help them in their
adventure. The iconics are available at
FoeLegacies.com Though allowed; we strongly
recommend you avoid tables of seven as much
as possible.

LEVEL CAP

—

There is no level cap (or maximum level that
can be attained) currently set for the Legacies
Campaign.

Each player is allowed to bring one non-
combatant cohort or animal to a Legacies
adventure with him. A combatant creature is
defined as any creature that can take an active
part in a combat situation.

A character may only bring one combatant
creature with them.

For example, pack mules and riding horses
are non-combatants. While they occupy space
on a battle grid, they make no attacks and
usually try to flee or get away from combat.
Carrier slaves fill the same role. However, a
guard dog, a cohort, animal companion or
bonded mount counts as a combatant.

A player bringing a combatant animal that
is not part of it class benefits (such as a rogue
with a warhorse) adds one to his level when
calculating the APL.

A player with the Leadership feat bringing a
cohort along counts the cohort as an additional
character who 1is included in the APL
calculation.
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WHAT IS A GM?

The Game Master (GM) is an important part
of any Legacies adventure. The GM runs the
game. He breathes life into every NPC, monster,
and location the PCs encounter. The GM’s main
goal is to provide a fun, challenging and
inclusive game experience. He should allow the
players to shine as the stars of the story.

As the person who knows the story, he is
the person who can best determine whether the
skill applies or not.

YOUR DUTIES AS GM

—

Running a Legacies adventure requires you
to do a number of things.

e Be prepared to run the adventure; read it
ahead of time, gather what you need to run
(dice, miniatures, books, maps), and take
notes if you need. Ensure that you know the
major plot points. Make sure you know
what the adventure is about because players
may - and will - go off-script. The time to
read the adventure is NOT when the players
are seated in front of you.

e Keep a cordial atmosphere around the table
that encourages and promotes role-playing.
Do not stop your players from enjoying
themselves and playing their characters just
because you want to complete the
adventure.

e If a player is disruptive, take the player
aside and give him a warning. If that player
continues, then you are within your right to
ask that player to leave the table.

e Make decisions about the rules. Do not
cheat the players out of a good idea or good
spell selection because you dislike a rule or
spell. Fairness and consistency is important,
if things work one way for the PCs, it works
the same for the monsters.

e Promote and encourage creative solutions.
Just because the adventure does not present
an option does not mean it is invalid or

TYRANTSISAGGARAR .

6: GAME MASTER

cannot work. Players are creative and crafty.
Both of those qualities should be rewarded.
Be fair; just because they have a good idea,
does not mean it should succeed
automatically, or that you should make it
easy on them.

e Provide a good challenge to the players. If
the players are breezing through an
adventure, you are within your right to
increase the challenge. While adding or
changing elements in an adventure, keep
the original adventure in mind and keep
changes so the players’ experience is as
close as possible to what is written.

e Provide an accurate and legible LR (Legacy
Record) to each character at the end of the
game session.

¢ You are there to have fun as well. Make sure
everyone has a good experience.

ADVENTURE LEVEL

Most adventures have a number of tiers of
play. This is referred to as APL (Average Party
Level). To determine APL, add the following
together.

Add each PC’s levels together. Cohorts are
counted as a PC for this purpose.

For each combat animal not granted by a
class features (such as animal companion,
familiar or bonded mount) or by a feat (mount
from the PHB for rider with Mounted Combat),
add 1.

Add the total together and divide by the
number of PCs, rounding up if the result is
equal to or greater than half (0.5) and down
otherwise. This is the APL.

If you are running this for six PCs, add one
to the total.

If you are running this for four PCs, subtract
one from the total.

The result is the level at which the PCs must
play the adventure. A party can always choose
to “play up” one APL, but they may never chose
to play down.

If you are running for more than 6 players,
feel free to increase the number of enemies. Use
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your judgment when adding additional
enemies.

ADJUSTING THE ADVENTURE

As a GM, you can adjust the adventure if
the PCs are having too easy or too hard a time.
Feel free to add to some description or combats
but remember to be fair to the players, and keep
fun as an end goal. No one enjoys simply being
killed or destroyed because of a GM’s call. It is
expected that players should be able to speak
about their experience between them and share
a common summary of what they experienced.

Acceptable changes include changing an
NPC’s spell list, tactics or cutting boxed text
short. Unacceptable changes include changing
whole encounters or radically modifying the
story presented.

Whenever you decide to change something,
try to keep the adventure as close to the original
script as possible. The author and campaign
administration often have something in mind
they want the player to experience or
accomplish. You may or may not know about
this end goal.

That said be responsive to PCs’ actions,
decisions and thoughts. Guide them forward.
Keep in mind the PCs are the heroes and the
protagonists of the campaign. Those who dare
to act are the ones who get the rewards. Those
who let others do the work for them get very
little.

That said, just because someone has a great
idea does not mean it should succeed
automatically.

Use your judgment when ruling such
solutions. Casting dominate person on the king to
have him order the death of the enemies may
sound like a good idea, but there will be
repercussions.

Consequences happen. Send any unique or
unexpected results that happened during a
Legacies adventure to the First Ones’ at
FirstOnes@FoeLegacies.com. You may just
appear in a future adventure - or hear about
your (mis)deeds.

GM EMPOWERMENT

One of the most important roles of the GM
is to ensure that the players have a positive
experience. This means that a GM is allowed to
change and alter any adventure to make sure
the players feel challenged.

There is no glory in wiping out a party.

DEALING WITH DEATH

CREATIVE SOLUTIONS

—

The Legacies campaign adventures strive to
be open-ended, open-minded and present the
GM with the most likely course of action on the
part of the PCs. However, players are a crafty
bunch, and often come up with solutions that
greatly help them in an encounter or even in the
adventure.

Creativity must be encouraged and
rewarded. In fact, if the players come up with a
creative solution, make sure you contact the
First Ones to let them know about it.

When faced with such a situation, go with
what would be the most exciting for everyone
involved, do not ignore a good idea, and roll
with it. Legacies players are expected to be
creative, make sure you encourage them.

Death happens.

If a character dies, he may be raised if
another PC at the table can cast the spell, or if he
has access to a casting of the spell OR if he
spends the appropriate amount of Favor Points
(see later). In such case, raise dead works
normally.

If a PC’s body cannot be recovered, refuses
to be raised, or does not have the resources to
obtain such service, the character is lost and
removed from the campaign.

Raise dead and other spell casting services
can only be obtained in a settlement where a
spell caster of the appropriate level can be found
(not in the middle of the forest, unless specified
otherwise).

7: BEFORE THE

Before you play a scenario, make sure your
game material is in order and that you are ready
to start.
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TURN OFF YOUR CELL PHONE/
PAGER/ EMAIL. Focus on the game and strive
for a great experience by everyone. Ask your
players to turn off any such devices as well.

ORDERING SCENARIOS

All of the adventures are available through
First Ones Entertainment on RPGNow.

8: DURING THE

SCENARIO

WORD ON THE STREET

more, while others may give less. Each
adventure will detail how to give out experience
points, and how many can be gained. If a player
cannot complete the adventure, he earns a
portion of the experience equal to how much of
the adventure he completed.

Every time a character reaches a multiple of
9 experience points, he goes up one level.

For simplicity, all characters start at 3 level
with zero experience points, not 27.

On average, an adventure planned for four
hours (a regular convention time slot) will give
you 3 experience points. A side trek or intro
(running about 1-2h long) may give you 1. A full
module may give up to 9.

Saggakar is a world in motion. Rumors, lies,
half-truths, and gossip run rampant wherever
you go. Every adventure will include a “Word
on the Street” section to give the PCs an idea of
things that are happening both in and out of the
current adventure.

Word on the Street is a good way to learn
what is happening in one location. Some
adventures may have more than one such
section, particularly those dealing with multiple
locations.

It is important to remember that not
everything spoken on the street is true, some are
details exaggerated, some are false, and some
are mostly true. Distinguishing between them is
up to you.

SPOILS OF WAR

EXPERIENCE

—

Every Legacies adventure grants
participating characters a number of experience
points. Those experience points are not given
based solely on combat and challenge rating of
the creatures within the adventure. In fact, some
adventures may be completed without any
combat at all.

Adventures grant between 1 and 9
experience points. A typical, 4-hour adventure
will give 3 experience points. Some may give

Every Legacies adventure grants you a fixed
maximum amount of gold. The “gold cap”
represents payment from your employer, loot
found and the occasional bribe paid to you.
Exactly how you gain this money depends
greatly from table to table. Some may get it
through more loot while others may get a higher
pay.

Depending on choices and actions in the
game, some special equipment bundles may be
available. Bundles may include magic items,
special access, or even extra gold.

There is no guarantee or promise that an
adventure gives out the maximum amount of
gold allowed, or that when you play you receive
the maximum amount of gold.

Some adventures may give special favors,
bonuses, or rewards. Those rewards may be
given in addition to, or in place of, gold. These
bundles must be obtained during the game.
They usually represent choices made.

Items obtained through a bundle may not be
sold for money, without use of a favor or boon.
Extra gold in a bundle is the only exception to
this.

DAY JoB

If your character has skill ranks in a Craft,
Perform, Profession, or Sleight of Hand skill, he
may make a single day job roll, using his skill
bonus.
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After making the skill check, multiply the
result by your current level and that gives you
how many gold pieces you character earned.

Gold obtained through a day job is added to
the total gold gained during the adventure.

HANDING OUT LRS

Every player who plays an adventure is
given a LR for playing. The GM should make
sure everything is filled in correctly and that the
options and choices on it represent what
happened in the game. When playing a game in
a time-constrained event, be sure to leave plenty
of time for filling out the LR completely and
accurately.

LR FOR THE GM

Every time a GM runs a Legacies adventure,
he may apply one LR for the adventure to one of
his character. He receives an amount of GP
equal to the amount found under “GM gold”.

Each time a GM assigns an LR, it must be
applied to a unique, different character. A
character may never have more than one copy
of the LR for a given adventure.

10: PURCHASING

EQUIPMENT

Lev Max Item Cost

el (gp)
3 3,000
5 8,000
7 16,500
9 31,000
11 54,000
13 92,500
15 157,500

USING FAVORS

Favor may be used to obtain more items.
Refer to the Favor section of Chapter 11: The
Legacy Record.

UPGRADING ITEMS

Items can be upgraded provided they are
not specific or unique magic items. See the rules
in the Pathfinder Core Rulebook.

CRAFTING RULES

WHERE CAN 1
GEAR?

BUY

Your character can buy equipment in any
settlement or in-game opportunity. Between
adventures, it is assumed that a character heads
to a large settlement, making any item from the
“always available items” available for purchase.
During the game, the PCs are limited by their
current locations.

The crafting rules are not yet available.
Crafting will be available in the Legacies
Organized Play campaign.

1mr: LEGACY

RECORDS

Over the course of an adventurer’s career,
he will amass a number of favors, boons, and
enmities. These are tracked on the LR.

This section explains everything found on
an LR: how to fill it in and how to use it.

LEFT COLUMN

ALWAYS
ITEMS

AVAILABLE

—

As a character advances in level, he may
make allies that will make additional equipment
available to him. To represent this better, the
following chart gives the cost the character may
spend on the total value of a single item.

In the left colums is the code and name of
the adventure, followed by a line allowing you
to enter your and your character’s names, a
summary of the adventure itself, the possible
rewards (in experience and gold), and any
special reward based on the adventure.

Enter your character and your own name.
This allows you to track with which character
you played the adventure.

The adventure summary includes an
overview of the adventure focusing on its high
points and any revelations. It is possible that it
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FIRST ONES ENTERTAINMENT

TOSI-XX Sample of Adventure Legacy Record

played by complated this advanture surcessfully . Boher guardian House Ougazar in} m n
|Character Name) (Player Name)
Recruited for an adventure, you sallied into the great unknown
and emerged victorious coverad with tracsura! Faction Starting  (+/) Final
Heuwe Farsemhi
House Ougozar
APL XP  BaeGold EstraGold GM Gold Heua:Ticten
3 1] a 0 0 The ArchDespot
0 (] 0 o Imparicd Rabak
2 g 4 Story Element Positive
9 0 g A Lcoked at the cag (=
RKicked the deog r
Check os applicoble:
Apresd to be cursed for taking the tressure C

™ Found treaswra ying around (APL 2 ogp, 5: Ogp)

GOLD
2
Experience =
Earned

Start Nay Inh
esrned ' Spent
Final - o . Figal -

may not be a perfect match to your own
adventure.

The numeric rewards gives you the amount
of experience, basic gold (this is the guaranteed,
minimum amount earned from looting,
employer pay and selling enemies’ gear), extra
gold provides the amount of extra gold that can
be earned in the adventure. This gold can only
be earned if the PCs refuse any special items.
This money is not always available and many
adventures will not feature any. Finally GM
gold is the fixed amount of money, a GM can
earn by running this adventure. As the GM does
not get access to extra gold or items, this is the
amount he earns (plus any day job checks).

The GM should circle the APL at which the
adventure was played and cross out or circle the
extra gold.

RIGHT COLUMN

The right column has a section detailing
favors earned during the adventure. For more
information about favors, refer to the Favor
section, below. The second section provides a
convenient list of entries detailing the factions in
the campaign. Every NPC or group found in the
favor section will be assigned to a faction. Tally
up your faction total here. Next is a section that
details the story elements, which has elements
of the adventure - things that happened but that
do not necessarily earn the PCs favor. If
something happened, whether good or bad,
then mark it as “positive”.  Finally the
Experience and Gold Totals are tally in the final,
bottom section.

FAVOR

This section is where a character tracks his
favors and is central to Legacies.
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The first subsection gives the PCs a list of
NPCs that could grant favor to the characters. If
the PCs left a positive impression on the NPC
(or NPCs), check “Positive.” If they left a
negative impression, check “Negative” It is
possible for PCs at the same table to leave
different impressions on the same NPC.

The “Used” check box should initially be
left unchecked if the PCs gain a positive favor
point. If they receive a negative favor point, it
should be checked off immediately to represent
the character not getting access to a favor. When
a character uses a favor point during a game,
that box should be checked off to represent the
favor being used.

Each NPC has his name written and the
faction he is associated with in this adventure in
parenthesis. While most NPCs work for a single
faction, some may change factions. Every time a
character earns a positive favor point, his total
with the faction that NPC is associated with
changes.

Using a favor point does not change a
character’s total with the faction. For example,
once the PC uses his favor with Imperial Rebels,
his total remains the same, but he cannot call
upon that particular favor anymore.

Some adventures may offer different ways a
character may use their favor points. It is
expected that over the course of his career, a
character will see their favor score with a given
faction rise and fall. The most important thing to
know is whether a characters’ favor total is
positive, negative, or equal to zero.

A positive favor total means the faction as a
whole has a favorable view of the PC, usually
because the character furthered their goals. A
negative favor total is exactly the opposite - the
faction sees the character as an enemy. A value
of zero means the faction is neutral.

exception will have special indications on the
LR.

Again, these items may not be sold (and are
considered to have a value of 0). They may be
traded or gifted to NPCs during the game. For
example, a +1 longsword may be given to a
dragon to appease his greed, but you could not
sell it to a merchant to buy another weapon.

BUYING/ SELLING
SECTION

There is no specific buying or selling section
on the LR. For ease of tracking, use the back of
the sheet.

Total up the cost of the sales and write the
total in the section dedicated to it.

Any equipment sells for half their original
cost. Total up the worth of all sold equipment,
half the total and write the total in the section
dedicated to it.

Equipment you received for free can never
be sold for money.

SPENDING FAVORS

ITEMS FOUND DURING
THE ADVENTURE

This section includes a number of treasure
bundles the PCs could get access to in the
adventure. Depending on the party’s choices,
some bundles may not be available. Other times,
the PCs may get to choose more than one; such

SPENDING FAVOR POINT
A player may spend Favor points from the

LRs to gain advantages or access to better

equipment. To do so:

e The character must have a positive influence
score with the faction he wishes to spend
the influence with.

e The character must have an unused,
positive favor point to spend.

e Once spent, the favor used must be marked
as “Used” on the LR, representing the fact
that the PC can no longer call on that favor.

CONSUMABLES THROUGH
FAVOR

When dealing with a faction with whom
you have a positive favor total, a character can
trade one favor for consumables.

e A character may only use favor this way
once per adventure.

e A character may trade one favor point for
consumables up to the value of one-tenth
the max item gold. The character keeps any
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items cannot be sold for money.

e [tems obtained that way are always fully
charged (in the case of wands).

For example, a 3t level character could ask
an NPC for up to 300gp of consumable items.
He could spend 1 favor point to receive two 2nd-
level scrolls of cure moderate wounds or a single
potion of the same spell. The GM should take
into account the resources of the NPCs present.

Note that bullet and gunpowder are not
available through this method (but they may be
purchased at the normal price) and they must be
crafted using the crafting rules.

FAVOR POINTS AND NPC
SPELL CASTING

Favor points may also be exchanged for

NPC spell casting.

e Obtaining NPC spell casting may be done
more than once per adventure.

e Characters may cover the cost of NPC spell
casting (including casting and any material
components) by spending multiple favor
points.

e Used this way, a character may receive up
to twice the value he would get from
trading favor points for consumables (20%
of the max value per level).

e  Other characters may provide favor points
to get spell casting for a friend.

e At the end of an adventure, it is assumed
the PCs have enough time between
adventures to find a spell caster of
appropriate level to obtain what they need.

e NPC spell casting may be obtained in
addition to any other expenditure of favor
points.

FAVOR POINTS AND ITEM
CRAFTING

Favor Points may be used for crafting magic
items.

12: FAQ

LEGACIES QUESTIONS

Q: Can I take a second trait?

A: No. (You cannot take a first trait either)

Q: Can I play a class from Ultimate
Psionics?

A: Yes. Classes and option allowed through
the additional resources document are legal for
play.

Q: I play a kynean and none of the armor I
found thus far is sized for me. What can I do?

A: If armor is offered to you at the end of an
adventure, you may pay the base cost of the
armor in extra gold to get it “sized” for you.
(+100gp for a chain shirt, +1,500gp for a full
plate).

Q: When can I do day jobs?

A: You can make a Day Job roll after any
adventure, module, side trek, interactive.
Basically any time you get a Legacy Record that
grants experience points, you can make a Day
Job.

Q: When I use my favor points, does it
lower my score with that faction?

A: No. Using a favor point does not lower
your faction score.

Q: Can I use many favor points from
various sources to receive NPC spell casting?

A: Yes. To receive the benefit of a raise dead
spell at 4t level, you need to gather 10 favor
points. The origin of these favors can be from
any nation or faction, as long as your current
score with that faction is not negative.

Q: Can I use my favor points on NPC spell
casting for another PC?

A: Yes, it is worth the same amount as if you
used it.

For example: a 3 level PC gives a favor
point (value=600gp) to a 5% level PC (favor
value=1,600gp), the favor is still worth 600gp.
These “gifts” must be handled at the table.

NEOEXODUS LEGACIES
QUESTIONS
Q: I play a cavian/ primedian/ sasori or
another race that is grandfathered, what
happens to my character?
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A: Your character is still valid and legal for
play, however these races are no longer
available for new characters. You character
came through the Mists and joined the
community of Saggakar.

Q: Can I still play the NeoExodus
adventures I purchased and receive credit for
them?

A: Yes, these adventures are no longer
available for purchase, but if you own a copy,
you can run the adventure and receive
campaign credit.

WRITING
CAMPAIGN

FOR THE

Q: Can I write material for the campaign?

A: Yes, we are constantly looking for new
author. Contact us at
FirstOnes@Foelegacies.com

Q: What type of adventure are you looking
for?

A: We are looking for any type of
adventure: dungeon crawls, exploration,
investigative, combat-heavy, or social-heavy.
Send us an idea!

13: IMPORTANT

LINKS

FOE LINKS

First Ones Entertainment Website

CAMPAIGN LINKS

Our Facebook Community

The Campaign Toolkit, available for free
from RPGNow

SIates
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