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FOREWORD BY SARAH NEWTON

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

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

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

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

Sarah Newton, Normandy, April 2010

FOREWORD BY CHRIS BIRCH

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

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

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

Chris Birch, London, April 2010
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Welcome to Legends 
of Anglerre!
Heroes track monsters through perilous wilderlands, watch from 
the battlements for dragons from afar; waves of warriors battle 
dark forces, and gods inspire followers against their foes... 

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

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

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

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

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

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

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

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

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

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

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

We want you to have so much fun playing Legends 
of Anglerre that all your friends wonder why you talk 
about it with such a gleam in your eye, why you’re always 

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

•	 Two six-sided dice – ideally one set for each 
player, and for the Story Teller. 

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

•	 Pens or pencils

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

You’ll also find useful:

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

•	 A pad of paper to pass notes, draw maps and 
pictures as you’re playing

•	 Snacks, drinks, dinner (if anyone’s feeling 
adventurous) – a pile of take-away menus if 
not!
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game Starblazer Adventures – you might already have 
a copy, and be coming to Legends of Anglerre from 
there. You’ll notice the rules of the two games are almost 
identical. We say almost, as we’ve made a few minor 
changes appropriate to differentiate a fantasy game from 
a science-fiction one. Roughly, these changes are:

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

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

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

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

Who Do I Play With?
So, you bought this book and want to get in on the action? 
If you don’t know anyone who likes role-playing games, 
here are some things to try:
Check out www.rpg.net – the forum there is a great place 
to find players all over the world. There are lists of local 
clubs, and people will help you find the right information. 
Join the community at www.starblazeradventures.com 
– a great place to find other people playing Legends of 
Anglerre, and get ideas, tips and answers to your questions. 
Try the local games store that sells role-playing, board and 
adventure games. They usually have notice boards for local 
clubs, and you can post notes saying you want to run or join 
a game.

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

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

the end of the day his or her word is law. If the 
Story Teller says a player can do something, 
they can; if they say they can’t, they can’t; 
and if they say they can but they’ve got to roll 
the dice and add a number, or spend a Fate 
point, then that’s what they’ve got to do. The 
Story Teller should always be open to creative 
problem-solving by players, but has the final 
say to resolve disputes. 

“Legends of 
Anglerre” and 
“Starblazer
Adventures”
You might be familiar with our sci-fi sister 
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