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The Eternal Feud of Voularien and Veraquin -

Once, the land knew peace—fragile though it was. Two mighty kings, Voularien, the King of .
Flame and Fury, and Veraquin, the Sovereign of Storm and Justice, stood united against e
chaos. Their alliance was forged in the fires of conquest, their strength a bastion for a fractured '
world. Together, they vanquished ancient enemies, united warring factions, and laid the
foundation of a kingdom destined for greatness.

For years, their rule brought prosperity to the land. Voularien embodied raw, unrelenting

- strength, his volcanic wrath deterring all enemies of their growing realm. Veraguin
counterbalanced this fury, his steadfast wisdom guiding the kingdom to stability and fairness.
The world hailed them as twin pillars of unity—but the fire of ambition burns hotter than mere
I’riendslhip.

Their peace, as all mortal creations, was doomed to crack.

The Crown of Origins ! I .

At the height of their power, whispers began of a relic hidden deep within the land: the Crown
of Origins, a creation steeped in mystery. The stories claimed that whoever possessed it would e
wield the power to control not just territories, but the very essence of life and death itself. While ;
its origin was unknown, its promise of absolute power was undeniable—and irresistible.

Voularien saw the Crown as a tool to solidify their kingdom's might forever, to crush the
remnants of dissent across the land. Veraquin, ever cautious, feared the corruptive nature of
such concentrated power. Distrust simmered between them, growing like an unseen wildfire
until their partnership shattered irreparably.

The power of the Crown—to unite or destroy—was never tested. Suspicion and ambition fueled
their hfltred. and they drew their swords not for peace, but for dominance. The Eternal Feud
erupted, a war that tore their once-great kingdom in half and left the realm broken.

Voularien: The King of Flame and Fury

Voularien became fire embodied, his fury consuming everything in his path. Leading his armies
with sheer ferocity, he scorched the battlefield with unrelenting heat, his every step leaving
ashes behind. His arsenal of legendary items reflected his violent nature: the Voularien Gloves,
Voularien Boots, and the Flameforged Helm became symbols of unrestrained destruction, -

For Voularien, the war was a necessary purge—only through fire would the weak fall and true
‘power emerge. He believed in ruling by conquest, eliminating all obstacles to his vision of

absolute control. Those who followed him did so out of fear or shared ambition, for his rage
spared no one.
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Veraquin: The Sovereign of Storm and Justice

Across this raging inferno stood Veraquin, unyielding and calculating. Where Voularien
unleashed chaos, Veraquin sought to protect and preserve. He wielded his legendary relics—the
Veraquin Chestplate, Veraquin Boots, and the Helm of justice—with unmatched precision,
enduring the fire and striking with the precision of a storm’s lightning.

Veraquin believed the Crown’s existence would undo everything they had built. To him,
Voularien's pursuit of power was reckless and selfish, and his sense of justice drove him to stop
his former ally at any cost. His armies moved like an unrelenting storm, precise and
overwhelming, fueled by his devotion to a unified and just kingdom.

A Kingdom Divided, a Land in Ruin

What followed was a war so devastating that it scarred the land forever. Whether it was
Voularien's fire that reshaped the rivers and mountains, or Veraqguin's thundering storms that
flattened strongholds, no corner of the kingdom was left untouched. Fields became battlefields,
castles became burial sites, and the dream of unity faded into the stories of old.

The Crown was never claimed. Whether it was destroyed, hidden, or turned into myth matters
little now. The war consumed both kings, leaving only destruction in their wake. Their deaths did
not bring closure—only haunting echoes across a ruined land as their armies disbanded and
their people scattered in despair.

Their Legacy Lives On

Voularien and Veraquin are long gone, but the relics of their hatred and ambition remain. The
weapons they wielded, the armor they donned, and the enchantments they forged were
scattered across the land, buried in ruins, or claimed by adventurers and warriors whp seek to
harness their power.

These relics, though coveted, bear the weight of ambition and betrayal. Voularien's gloves ignite
the wearer’s fury, and Veraquin's chestplate offers divine protection—it is said each relic carries
a piecé of its original owner’s soul. Those who wield them walk a dangerous path, tempted by
the same ambition that brought a kingdom to ash.

Now, in this fractured age, new rulers, warriors, and armies rise to claim these legendary items
for themselves. The wars-of Voularien and Veraquin may have ended, but their legacy of conflict
endures, drawing more into its endless cycle.

Will'you honor Veraquin's justice or unleash Voularien's fury? Or will you write a new chapter,
forging your own path in the chaos of Warriors Legacy?
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OBJECTIVE OF THE

GAME

In the intense, medieval-themed world of
Warriors Legacy, your goal is to protect
your warrior at all costs while devising a
strategy to eliminate your opponent’s
warrior. The fate of your army hinges
entirely on your warrior’s survival—if
they fall, the game ends, no matter how
strong your remaining forces. Plan
carefully, guard your warrior fiercely, and
strike with precision to claim ultimate
victory.
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216 Counter/Token discs 10 red dé 2 yellow d6 ll gl;ﬂ:g:r:ii 1 black d6
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black d10 1 black d12

| W 3 Muvefﬁér!t 6 Character
(Combat) Dice token dice

27 Double-Sided Gold and 60 standard 30 Influence and 30 House
18 Double-Sided Life counter cards item cards cards

30 Double-Sided .
Character token cards ¢
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6 Double-Sided
Token Cards Champion’s Companion
Tokens and 2 Double-Sided
Champion’s Item Cards

1 Double-Sided
Player's Turn
Indicator Card




CARDS |

In Warriors Legacy, players will encounter a variety of cards that shape the course of their
journey to glory. These cards encompass a range of strategic options, from bolstering your
champions with powerful items to unleashing devastating abilities on the battlefield.
Understanding the different types of cards available 1s key to mastering the game's mechanics
and outmaneuvering your opponents. 1
TN T N R i

*—a_n P STANDARD ITEM CARDS
. 8 (SILVER FRAME)

_‘ Tlggse cards represent the basic equipment and gear that can be acquired
nd equipped by champions to enhance their combat prowess.
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B SPECIAL ITEM CARDS
e (GOLDEN FRAME)

Special items offer unique and potent effects that can turn the tide of battle
in your favor, From powerful weapons to legendary armors, these cards provide
unparalleled strategic options.
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,ﬂg RESOURCE CARDS

Resources are the lifeblood of any kingdom, and resource cards
- represent the wealth and influence that players can leverage to build
and expand their domains. House cards provide economic power,

g while Influence cards offer political sway and diplomatic leverage.
_',’... -
b
BONUS MOVEMENT CARDS
: These cards grant additional blocking or dodging movement options
" to players, allowing them to maneuver their Warrior more effectively
on the battlefield.
__ E BUILDING CARDS

‘Buildings are the foundation of any kingdom, providing essential
rastructure and benefits to their owners. Building cards detail the various
: that players can construct to strengthen their holdings and

! EVENT CARDS
Events introduce unpredictable twists and turns to the game, challenging
players to adapt to changing circumstances and seize opportunities as they
- arise.
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ABILITY CARDS

Abilities empower warriors with unique skills and talents, enabling them to
unleash devastating attacks, manipulate the battlefield, or support their allies.

CHARACTER TOKEN CARDS
Character tokens represent the units under your command, each with
their own strengths, weaknesses, and combat capabilities.

CHAMPION CARDS

: 14. ot Champions are the heart and soul of your army, representing legendary
i : units whose deeds shape the course of history. Each champion card de-
tails their strengths, abilities, and unique attributes.

CHAMPION’S COMPANION AND CHAMPION’S
ITEM CARDS

Companions are loyal allies that accompany champions into battle,
providing invaluable support and assistance. These cards detail the
abilities and effects of each companion creature. Champion’s items are
powerful artifacts and equipment that can be wielded by champions to
further augment their abilities and strength on the battlefield.

COUNTERS AND TOKENS

In addition to the various cards that players will utilize throughout the game, Warriors
Legacy also features counters, which serve as markers for tracking various game effects and
conditions. These counters come in different shapes and colors, each representing a specific
aspect of gameplay. Here are the counters found in the game:
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WARRIOR'’S LIFE GOLD CARD
CARD COUNTER COUNTER
DOUBLE-SIDED

DOUBLE-SIDED
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DAMAGE |

UNITS LIFE DEBUFF/BONUS
COUNTER COUNTER A
DOUBLE-SIDED DOUBLE-SIDED
FENSE/RESISTANCE
DEBUFF/BONUS LEVEL TOKEN
SR DOUBLE-SIDED
DOUBLE-SIDED
POISON TURN BUILDING PHASE/
COMBAT PHASE
COUNTER TOREN
g SLESED DOUBLE-SIDED
RENOWN COUNTER DAMAGE TOKEN/
DOUBLE-SIDED FRACTY
: DOUBLE-SIDED
& " TURN COUNTER FIRE/BURN DAMAGE
3 (COOLDOWN)/ COUNTER/ :
t LOCK TOKEN STONE i3
DOUBLE-SIDED COUNTER |
S DOUBLE-SIDED 3
\ P& PLAYERS TOKEN
STAMINA COUNTER Bad <3 CARDS '
DOUBLE-SIDED =7 (To represent the
& players)
N O o

For detailed rules on how each card and counter operates, refer to the
Appendix located at the end of this manual.




ITEM CARDS
There are 2 categories of Item cards in Warriors Legacy, Standard
Items and Special Items:

STANDARD ITEM CARDS - SILVER FRAME

| -i
"
i BACK OF THE CARDS
¥
ll 1
Warrior's body area
the item is equipped if it is
| an armor
$ 0 part. (This number is
¥ intentionally
f upside down from 1 to 6 for ' E
better view

[from the opponents) Cost of IR

Number of hands needed to

hold the item. (For Weapons
and shields)
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Damage points of the Item
(For irems used as weapons)
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Resistance of the item
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Special item description
{(Standard items don't have description)
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RESOURCE CARDS

s

CARD BACK

HOUSE CARD

HOLUSE

ihe bepanicy of o

1 Bipnng of o

oead
4 i 6L the SrEmamy of Four

Card Name

You can place aaly | house each turn

Level up cost: 4 gp
The number of bouscs on the Eable limils the

enaximuen building cards you can have in play. IMa

house is destroyed and you have more buliding

cards than hawses, chooss the cxcess cards and

place a lock roken on them. To resctivate, play
mew houses unstil the sotal masches or enceeds the

nember of inactive bailding cards

vl 1: Crenesates 2 gp ar ihe beginning of your
building phase roand
vl 2: Cienerates 3 gp a1 the beginning ef your
Buslding phase sound
vl 3: Generates 4 gp at 1he beggining of your

(Level § Bouses imcvense the building card lmir fe 7
inaread af 1.}

Resource Name

Influence Icon

You cam place on the table only | influsnce card sach
of your building phase turs

Tup it to generate | influence poine

At the beginning of your n may uneap it and
7 Sgain ta pre rarw

rtedhesione Card Description

{imffsarre povad) are wind fo pvens crdif

INFLUENCE CARD

S\bing rnsi Thed " Card description

/
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BONUS MOVEMENT CARDS

CARD BACK DODGE CARD BLOCK CARD

Artacking area numbers
that can be dodged
or defended with
these cards.

The Icons represent whether
L you dodge (helmet with arrows icon) or
block (shield 1con) an enemy attack.

BUILDING CARDS

Name of the Building

CARD BACK

Blacksmith

i
'

|

':-.i_'._:_. 3
Building resistance
points .

Building cost

Building effect
description




EVENT CARDS

Number of Influence points

: * INSTANT EVENT CARD PERMANENT EVENT
CARD BACK (Without PERMANENT card (With PERMANENT
word written) written)

Name of the Event

needed to play the event

Description of the
Event card

ABILITY CARDS "

|
]
5
4
|
b
H

CARD BACK
" ?_r !
f
| 3
ll 1 -'i:
Ability Name t i

Ability Level

Ability Effect
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CHARACTER TOKENS (CT)

COMMON WITH ABILITY

Damage and life
points

Name of the
Character token

i Description of some
Character tokens
abilities

CHAMPION CARDS,
CHAMPIONS' COMPANIONS AND
ITEM CARDS.

CHAMPION CARDS
Renown points

needed Damage Points
Gold Cost Life Points
e hary this &
d'Tn-«H 'Fiﬂr - WMHIM
Mdn Adiach §
::l:m:_:’l:m:?r-':" Llirg e Raaged amach shilicy chonse onc
- e com ——
Champion’s name - e it e
and category oy 3 S G ek o e et

u..m.. Baodl oot - y aye
. Champion’s ability
dswrrying n o tricTars ouRsI wuch w NSRS dcscripliun

L A =

thmvmwwq!mmmld
carl. T rwitch Back, wadl  fiita Ger oqEpping e o : ;
Commen Bett - Indicts b camage

Damage Points

Life Points

Champion'’s item’s

* » = ing| i e Snly B e by Sl By -
or companion’s e S b b el e eyt Champion’s
g S cam only ey Iyt e " 3
name and category * = R WPt Companion’s

ability description or
o g et ot S Champion’s
the dasmage mstead

Item descnpuun.

b
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SETTING UP THE GAME
STEPS TO SET UP YOUR PLAYING AREA:

1 - Starter Item and Token: Separate the dagger card as your starter item and choose
- a Player Token card. Place both next to you on the table. (Page 12 - [llustration 1)

2 - Distribute Special Items and Build up Your Main Deck: (Page 12 - [llust. 2)
- Randomly distribute all Special Item cards among the players before building
your Main Deck.
- Your Main Deck (total of 75 cards) can include Item, Event, Building, House,
and Influence cards. After all card choices, shuffle the deck. (Also check Main Deck
Cards Restrictions Page 12 - [llust 2)
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3 - Bonus Movement Deck: Prepare the Bonus Movement deck with 8 Movement
cards. Use these cards only if allowed by other cards in play. (Page 13 - [llust. 3)
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4 - Ability Cards: (Pages 13 and 14 - Illust. 4 and 5) ot
- Choose one Ability card from each level (1 to 4) and place them face-down onthe
s table.
- Place Permanent Passive Ability cards face-up.
- Add one Stamina counter next to each Ability card.
- No duplicate Ability cards of the same level are allowed.

5 - Champion Cards: (Page 14 - [llust. 6)
- Randomly distribute all Champion cards among players. - 8
- Build your Champions deck with at least 5 cards, shuffle, and place it face-down :
on the table.
- Reveal the top card and place it face-up on the deck.
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Px. .4 6 - Component Setup: Arrange the Main Deck, Bonus Movement deck, Ability cards, ¥
Champions deck and other components on the table according to the illustration 7 on

- page 15.

g
s

7 - Starting Life Points: Each player starts with 30 life points, represented by six 5- ';.' f "" :
counter cards. (Page 15 - Illust 7 —@) o]
;v 3
8 - Phase Turn Die: Set the black D4 die to 1 and place it on the player’s turn card or -
phase turn tracking. (Page 15 - [llust 7 - ) 0 -3
9 - Initiative Dice: Place two yellow D6 dice next to the black D4 die on the play --_.; :
turn card for initiative rolls. (Page 15 - Illust 7 - @) 4 "
10 - Additional Components: Some of the components can be kept inside the game
bux and retrieved as needed, instead of being left on the table.(Page 15 - Illust 7 - o |
- 11 - Starter Cards: Place the dagger and your starter weapon, on the table next to
ou agc 15 - Illust 7-(5)) a
















































































































































































































































