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Introduction

Welcome to the wondrous realm of King Arthur.

This is a book of material for the Pendragon role-
playing game. It provides materials for Gamemasters
to use to bring the Arthurian realm to life for them-
selves and their players. It includes finished adven-
tures, raw material, and instructions specifically for
Gamemasters.

Great Pendragon Campaign is a tool to run a year-
by-year Pendragon campaign that allows each player
to establish a dynasty of knights whose family story
coincides with King Arthur’s. Through play these
knights help or hinder the High King establish his
fabled realm.

Tris Book

This book is a guideline for an 81-year campaign
that includes the entire reign of King Arthur, start-
ing a short time before his birth and ending just a
few years after his departure to Avalon. Through
this book, player characters experience the brutality
of Arthur’s father, the anarchy of the interregnum,
the war and drama of King Arthur’s rise to power, the
quests and otherworld adventures of the high adven-
ture period, and then the decline and destruction of
the Round Table.

Pendragon is designed to encapsulate about one
year’s worth of adventure per playing session, though
a number of years will require several sessions to
complete. The entire campaign thus requires almost
two actual years if played weekly; in that time, it cov-
ers about three generations of family, and probably
at least one character in each generation per player.
The scope and sweep of the dynasty portion of the
game will have full expression in this time and pro-
vide a new experience in roleplaying.

Trus Is BACKGROUND

This book is not the game, but the stuff behind
the game. The real game is the story of the player
characters, but they are set against a medieval back-
drop that provides all the static parts of the world:
castles, armor, tapestries of heroes surrounding the
feast hall, and so on.

Upon that is the Great Pendragon Campaign,
which is the movement of legend towards its destiny.
Player characters should do what they wish, and your
campaign may take an unlikely turn (“Hey, great!
You just unhorsed Lancelot!”) or two (“What, you
killed Mordred?”)

The GPC is what goes on while the player
knights are living their lives. There, where the player
characters are living their lives in the midst of the
fantastic Arthurian world, is the real game.

Tuis Is OPPORTUNITY

This book provides another resource, over a
hundred adventures of varying lengths to provide
the seeds (or in some cases entire fields) of informa-
tion for game play. Some of these are presented as
themes or tropes, others as full-blown, highly de-
tailed stories.

CAMPAIGN STRUCTURE

The campaign is divided into blocks of years
that share, more or less, important characteristics.
Don’t be fooled by the names of the periods, though.
Each of them holds far, far more types of adventures
than the title names.

Period Span of Years (A.D.)
King Uther Period 485—-495
Anarchy Period 496-509
Boy King Period 510-518
Conquest Period 519-528
Romance Period 529-538
Tournament Period 540-553
Grail Quest Period 554-557
Twilight Period 558-566

At certain periods in the campaign equipment
is upgraded. New types of armor, weapons and horses
become available, castles have new structures and
different types of mercenaries come into use. New
customs are introduced as well.

These changes are included within various
chapters in those sections entitled “What's New?”.

THE GREAT PENDRAGON CAMPAIGN



NAVIGATING THIS BOOK

The Great Pendragon Campaign is a Gamemaster
guide designed to facilitate using the Pendragon rules
in a full campaign. Eight of the book’s ten chapters,
corresponding to the eight periods listed previously
in “Campaign Structure,” are meant to make the
Gamemaster’s job easier.

SpeciAL CHAPTERS

Two special chapters are inserted into the nor-
mal sequence of years to explain specific regions that
impact the regular campaign Periods:

Chapter 3: Forest Sauvage

Chapter 5: The Wastelands

Appendices 2 and 3 are also designed to be in-
serted into the regular sequence of campaign years as
the Gamemaster chooses.

CHARACTERS

A couple of characters for the early campaign
appear in the Pendragon core book (see “Famous
People” in Chapter 1 of that tome). Other characters
relevant to the campaign will appear in a free web
enhancement for this book, available at <http://www.
white-wolf.com/pendragon/>.

EVENTS

The annual campaign Events entries take up the
greater part of this book, listed year by year through-
out its chapters. These provide the basic details for
Gamemasters to guide the campaign. We don’t ex-
pect the players to have access to this information
as it occurs, but the Gamemaster needs to know.
Distribute this information as desired and allow the
players to act upon it as they wish.

The Events constitute a variety of adventures
and occasions to entertain a group of Pendragon
players during a campaign lasting for roughly a year
and a half in real time. It combines several things:

1. An ongoing script of the background “his-
tory” of the Arthurian court drama;

2. A collection of over a hundred arranged and
optional adventures for player knights in the Pen-
dragon game;

3. Ideas and plans into which you can weave
each player knight’s family saga;

4. Basic descriptions and guidelines for many fa-
mous characters;

5. A weaving together of many Arthurian sourc-
es, with an invitation to weave the player knights
into the ongoing saga.

These items inevitably contain a good deal of
the author’s personal opinion, adjudication, and

INTRODUCTION

quirks, many acquired through running and playing
the campaign himself.

N.B.: This book is not (or does not do) any of
the following things:

1. It is not a retelling of the entire Arthurian
legend, a scholarly essay, or a new form of fiction.

2. It does not try to cover everything thoroughly,
evenly, seamlessly or with equal sense of importance.

3. It does not set campaign events in stone, but
allows for individual interpretation by each Game-
master and player.

4. It does not attempt to cover every character
or scenario appearing in the countless Arthurian
sources.

AnNNuAL FormAT

Every year in the book uses the following for-
mat, with some minor variations as time passes.

Court

This entry provides events and observations that
take place more or less around the time of Arthur’s
Pentecost Court for that year, and also names the place
where the court occurs. Of course, in most years, Ar-
thur (and later Guenever) may undertake a Royal Prog-
ress, much like the “Progress of Salisbury” described for
Earl Roderick in Chapter 4 of the Pendragon book.

SpeciaL GUESTS

These are people of particular interest at court.
Player knights may never meet them, but can have
the chance if they wish to take it.

Always remember too that the court always has
nobles and their wives, international ambassadors,
court officers from all over the realm, and knights of
every description and origin.

But when a guest is special, the Gamemaster ought
to try in some way to bring attention to him or her.

New RounDp TABLE KNIGHTS

Membership in the brotherhood of the Round
Table is a paramount ambition for any British knight.
This entry lists new members, as noted in Malory, for
the famous knights who join the Table in any given
year. When a player knight makes it, write his name
in to remember the date. After a time, this entry is
dropped from the annual events list because so few
named knights join late in the campaign.

Gossip

Here chatter women and servants, with infor-
mation related in a casual manner much as it might
be overheard. Of course there is much more, but this
sample is of the foremost gossip of the day. Although

You Don't Neep 11,

Bur...

...as a diligent
Gamemaster, you will
significantly upgrade the
quality of your campaign
with access to a copy of
Sir Thomas Malory’s Le
Morte D’Arthur. Don't
worry, though: You need
be only as knowledgeable
as a frontier teacher — for
any given session of play,
just read ahead one chap-
ter beyond the years you
are covering. (Largely,
thoughnot completely, the
campaign event sequence
follows Malory.)

Many good editions
of Le Morte D’Arthur exist.
1 use the Penguin English
Library edition, translated
by Janet Cowen. 1t is clear,
with just the right level of
archaic language to lend
flavor, and is an inexpen-
sive, relatively small pa-
perback that 1 don’t mind
writing my own notes in.



the information here is mostly more or less correct,
none is perfectly true and much of it is superficial.

NEews

Individuals of the court provide more accurate
information than can be gained by random gossip.
Note that this information might be gained from the
servants of these individuals as well as the person

himself.
RovaL CONVERSATION

This entry relates the kings current issues, usu-
ally some new program of belief King Arthur wants
to popularize.

INTRIGUE

This entry represents the “inside story” regarding
what people at court are trying (not) to talk about.

Crristmas COuRT

The Winter Phase is an important part of the
game, and the Christmas Court is its setting. Do-
ing bookwork in the setting of the game helps bind
players, characters, and setting. Most of the time the
Winter Phase is routine, but once in a while some
Christmas Court episodes will be longer, containing
part of the story.

Gamemasters should present game information
through courtly characters, primarily the earl, his
wife and other friends at court. These items can also
be used to acknowledge great and unusual successes
of the year before (by player knights or others).

Christmas Court is also the time for gifts from
one’s liege. Suggested gifts for vassal knights are the
things that make him a knight — that is, he gets
a new set of clothing, weapons, and a new horse as
needed (or as flattery), and so on. Additional goods
depend upon the lord’s generosity and the current
availability of goods and resources.

At this time, shares of plunder may also be
distributed. When treasure is distributed this way,
merchants tend to come by to take orders from the
nearest city. Use the appropriate price list for the lo-
cation.

THE GREAT TALES

The Great Tales are the core of the legend that
hasn’t changed through over 500 years of rewrites.
Often the newer versions of the story are reinterpre-
tations of these central, classic events. For instance,
the story of Guenever’s kidnapping appears over and
over in various sources; still, sometimes the rescuer is
Lancelot, sometimes others knights. These tales are
open to each Gamemaster’s interpretation, of course.

Great Pendragon Campaign has taken a stand on
most of these events, and here at the start the Game-
master needs to have some vision of where these sto-
ries lie.

e What is the Round Table? The Round Table
is an ancient, magical table owned by King Leode-
grance of Cameliard (given him by Uther); Leode-
grance gives it to King Arthur as part of Guenever's
dowry. It holds 150 knights and has seats where the
name of the holder appears in gold after he is named
by King Arthur. The table is monstrously large, with
a vast field of emptiness in the center. In fact, the
Round Table is a circle, but a hollow one. The center
of the table is empty so that servants can serve more
easily and entertainers can be amidst the company
they entertain. Note: Only men sit at the Round
Table, except in feasts, when they may share their
seats with a lady.

e Just exactly when do Lancelot and Guenever
break their chaste amor and enter into carnal love!?
This would matter greatly for player knights, whose
accumulation of Glory would change the moment
the lovers have intercourse. But for Lancelot, who
reaps a couple thousand Glory per year anyway, it
is not important because Arthur does not intervene
(see essay on pg. XX).

e What is the Holy Grail? The Grail is a sa-
cred cup used at the Last Supper and also to catch
Jesus’ blood when he is crucified. It is also made from
a magical object that fell out of Heaven during the
Battle of Heaven and Hell. Its supernatural nature
is such that is appears differently to different people,
can be in more than one place at a time, heals mi-
raculously, and can feed multitudes.

e What is the Enchantment of Britain? After
Arthur’s knights begin to provoke the creatures of
the deep landscape, the Faerie kingdom begins to in-
teract actively with the world of mortals. The result
is that magical beings appear more often, and magi-
cal effects as well.

¢ Does Arthur have children? King Arthur had
several sons besides Mordred in some legends. Two of
them are presented herein as NPCs (see “Sons of Ar-
thur” in Chapter 7). Interacting with them is always
fun for players, and even grognards of Arthurian
knowledge often do not know what to expect from
these stories. Note that Guenever has no children:
She is barren, a fact that undoubtedly affects her of-
ten outrageously jealous behavior.

e What about Mordred and Arthur? Who
knows that Mordred is Arthur’s son until Mordred
announces the fact himself? How is this twisted ori-
gin story revealed in the campaign? The answers to

THE GReAT PENDRAGON CAMPAIGN



these questions are contained, once again, in the sec-
tion on the “Sons of Arthur” in Chapter 7.

ADVENTURES

Some adventures in this book are presented
within the Events for each year of the campaign,
while others appear in an “Adventures” section at
the end of each chapter. Some of these involve great
detail and will require several sessions of game play,
while shorter adventures can be used alone, each
requiring about a single session (at most) to resolve.
Alternately, short adventures might be considered
simple building blocks used to make more complex
scenarios.

The Gamemaster should mix and match the
parts according to whim or plot development. By
weaving them together using the methods described
here the story is enriched, and character knights are
integrated into the legends of King Arthur.

MaxiNG A LONGER PLoT

Typical Arthurian narratives begin with a sim-
ple event that leads to a second, a third, and per-
haps many more events or occurrences until the final
event is resolved.

The adventure of the “BASILISK, for in-
stance, cannot be solved by most knights, for the
creature is simply too deadly. But perhaps the witch
queen found in some other adventure might catch
the magical weasel needed to defeat the basilisk if
the knights will do a favor for her: Maybe a power-
ful Faerie knight is blocking the road to her castle.
Will the knights help her? If so, this might lead to
the adventure of the “KNIGHT OF THE MOON.”
The Knight of the Moon agrees to let the knights go
ahead of his army and fight his foe, who is described
in another adventure, and so on. Eventually, the
characters win. This finishes the tasks initiated by
the witch queen and, conveniently, kills the sorcerer
who has created the basilisk.

GAMEMASTER ADVICE

Below are some tips and pointers for the enter-
prising Gamemaster. Also, be sure to read the Rules
Expansion for some rules changes, expansions, and
clarifications.

MaiN CHARACTERS

Each player knight is the main character of his
own story. Gamemasters should remember this and
keep the player characters at the forefront of the
game as much as possible. A player knight may be
one man amidst thousands of knights in a battle, but
our story is about his part in the battle. As much

INTRODUCTION

as you can, resist the temptation to tell the story of
Lancelot or Tristram except to provide background.

Since the campaign is long-term, you can also
plan specific adventures in which one of the player
characters is significantly more important than his
companions. For a short time, he is the star of the
show. Next time, maybe, it can be another person’s
turn, then perhaps no one draws the spotlight in
the next scenario as they team up to drive off some
Saxon raiders from the county.

The Gamemaster’s job is to assist the players
in forging a personal legend for the dynasty of their
player knights. The task of the Gamemaster is to
challenge, not to compete.

WARN THE CHARACTERS!

Always warn characters of the potential dangers
in any adventure. Some tasks or encounters are just
plain hard, and may require repeated visits by the
knights (or their sons, or even grandsons). Part of the
long-term campaign concept is to have some adven-
tures that are not immediately solvable, and which
can be revisited years later, either by player knights
or other Gamemaster characters. Others are destined
never to be solved until the appearance of a certain
canonical knight, most likely Lancelot or Galahad,
though Gamemasters may wish to alter that version
of the tale to give these feats to player characters.

Remind the players that the modifiers to Val-
orous rolls, which are required upon sighting some
monsters, indicate the likelihood of fatality in com-
bat. Running from a creature with a —10 or greater
modifier gets the knight a Cowardly check, yes, but
no loss of Honor. And he will remain alive.

See Appendix 2 of Pendragon for more on Valor-
ous (and Prudent) modifiers.

RUTHLESSNESS

Each Gamemaster has to determine how hard to
make the campaign. The struggle to stay alive is one
of the defining conflicts of this game; being too easy
on characters in combat will remove the sting, and
also a lot of the motivation to enter into the dynastic
segment.

Every knight is going to die — the game is just a
question of how he lives his life.

Designer’s Note: In general, when [ have run this
campaign, | rolled the dice out in the open, letting
them fall where they may without even the tempta-
tion to fudge the results. I feel that the effect on the
players is to impose a grim reality that significantly
(and beneficially) affects their characters’ actions.
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DEus Ex MACHINA

One of the things about being ruthless as a
Gamemaster is that characters end up being captured
and not killed — for some, a fate worse than death.
A few simple plot devices to resolve this are common
and useful, and the Gamemaster should keep them
in mind for the campaign, especially when player
knights have lost and are imprisoned or otherwise
in a tight spot.

Death or Capture?

Remember that ransom is a major motivator for
knights. In most cases, even wicked knights prefer to
capture other knights rather than kill them.

Low Friends in High Places

Knights are often rescued from dungeons by
servants of the castle in which they are imprisoned.
Why? These servants often have less loyalty to their
employer than love lost for the captive knight. Or
perhaps because the knight has done something
wonderful for them in the past, a favor is owed and a
debt can thus be repaid.

The Rescue

Knights are often rescued by other knights.
Lancelot is one of the most famous for this. His mul-
tiple rescues of other knights puts many of them in
his debt, upon which he rarely collects.

CONSEQUENCES

This game is about making choices.

The events given in this book simply cannot
all be played by the player knights. Choices must be
made, and the consequences and benefits of those
choices may well come up later. But the Gamemaster
shouldn’t tell what the real consequences of certain
acts are going to be: Just set forth the opportunities,
let the players attempt what they wish, and let their
cleverness and the fall of the dice decide success or
failure. The Gamemaster might say, “Well, you've
got your choice between a chance to get Glory or a
chance to see something interesting.” But no more
than that!

In the first Period of the game (i.e., the Uther
Period), many of the annual Events and scenarios
are more detailed than those appearing later — this
detail is intentional, as an aid to new Gamemasters
starting the campaign. But consider these ten years
or so as a training period, an introduction. Don’t al-
ways get bogged down trying to do everything!

The Christmas and Pentecost Court sessions
are designed to relate what else has gone on in the
realm while the knights were doing whatever they
did. These are times when the knights can ask about
what else may be going on in the world, what other

nobles were doing, and so on, to deepen the overall
campaign.

In the Anarchy Period, the campaign quickly
takes on a different tone because there are very few
leaders in the country. Player knights can do almost
anything they want. If the players ask, “What can
we do?” the Gamemaster should ask, “Who are you
asking?” or even “What do you want to do?” Then,
in replying, remember that every NPC also has his
or her own agenda. The Countess of Salisbury, for
example, will certainly not have the same desires as
Father Patrick... or as the miserable cook’s helper
who is always afraid of everything.

MaKE THE NPCs IMPORTANT

Many of the adventures in this book use charac-
ters designated by title rather than a specific name.
Gamemasters are urged to develop the characters
further, as needed. They might be great knights. The
Knight of the Moon might be Sir Agravaine in dis-
guise; the Damsel of Sun Flowers might actually be
Lady Nimue testing the knights; or the Castle of the
Beard may be Sir Brus Sans Pitie’s own castle.

The NPCs might also be closely related to the
player knights. For instance, the Lady of the Bridge
may turn out to be a player knight’s long-lost mother,
sister, cousin, lover, or potential love.

Weave old characters throughout the tale: A
nameless Gamemaster character in one adventure
can reappear later and, in doing so, become more
significant. Each successive reappearance will help
you to build the character by revealing traits, facts,
or secrets slowly, over time.

ENTRELACEMENT

Entrelacement (Fr. “Interlacing”) was a common
form of storytelling in medieval times. Several story
lines would be told, each of interest to a different
group of listeners. Imagine a winter night with some-
one bent over a book reading: Here is the part of the
story for young girls; here is one for the hard-bitten
killer knights, drunk over in the corner; here is one
for the priest; then the knights again; now one for
the cleric; two chapters for the girls; one for almost
everyone, making a jab at merchants; another for the
girls; end of story.

Your task as Gamemaster is to interlace your
player characters’ stories into the tapestry of the Ar-
thurian legend. This book is meant to assist you in
that task.

NOTE-TARING

Write in this book. Use the margins specifically
to keep notes of your campaign there. It is likely that
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events will be played out of the order presented here,
that adventures will be moved around to another
year, and so on.

There is so much information here that you will
undoubtedly not use it all, so you may find it useful
to mark in the book those events that were actually
used.

Also, it is useful in most cases to write the names
of the characters (or players) into the margins to note
who did what, and when.

You may even wish to draw on the maps of the

book.
UsiNnG THE MaPs

This book has a number of maps. Anticipate
sketching many more. Use them in play. They focus
the group’s attention to the setting, and to common
ground. When they are traveling, you can point to
the map to track their progress.

In this way, players will become familiar with
the setting, and this in turn will provide opportuni-
ties for more impromptu scenarios.

VARIETY

One key to an engaging campaign is to entertain
the players with a variety of adventures. Have them
take part in a battle, then an intrigue, then wander
around seeking something; after that, another battle,
a court scene, a tournament; then they might visit a
different land; and so on.

Every so often, put in something in the winter
months, extend a scenario to last multiple sessions,
or even just skip a few years with only winter events
to play.

INTRODUCTION

Some Periods are designed to be rather repeti-
tious and, after a while, perhaps a bit boring. The
personal stories of the player knights need to provide
the impetus for adventures.

MaKING CHANGES TO THE CAMPAIGN

Please feel free to do this. If your players are will-
ing to undertake the roles of being the Queen’s lover
or the murderers of Pellinore and Lamorak — and if
you, the Gamemaster, are willing to cope with these
deviations from the script — then by all means let
it happen!

PART-TIME GAMEMASTERING

The Pendragon core book lists the obligations
of both characters and players when a character is
a ranking noble. (Specifically, see Chapter 7 of that
book.) Those rules are not included in jest, and their
use is encouraged.

If possible, spreading the Gamemaster’s duties
around gives the regular Gamemaster a real break
and, more importantly, a chance to play. Moreover,
when a player has run a game session or three, he
generally has a better idea of the difficulties of the job
and, we hope, a more restrained and mature attitude
about how to behave as a player.

Depending on the number of players and their
skill or willingness to Gamemaster, up to half of the
sessions can be run by the players in rotation as the
campaign progresses.

BEe Brave

Gamemaster, you are already a noble among
role-players! If you have the inclination to oversee
a Pendragon experience, then you can do it. It only
gets easier. Have fun. Enjoy.
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Rules Lrpansion

This section outlines some additions and amend-
ments to the Pendragon rules that will enhance cam-

paign play.

WINTER PHASE SYNOPSIS

The Winter Phase is formalized into the following
steps, which should be handled in the order listed. Note
that a few tables and options have been added here rela-
tive to the Winter Phase section in Chapter 5 of the
Pendragon core book; where a step does not appear here,
use the original version. Where a step is revisited, any
information here supersedes that in Pendragon.

1. Perform Solo Scenario (if applicable)

2. Roll for Experience (if applicable)

3. Check for Aging (if applicable)

4. Check Economic Circumstances

5. Make Stable Rolls

6. Make Family Rolls

7. Undergo Training and Practice

8. Compute Glory

9. Add Bonuses from Glory (if applicable)

Step 4:;
Creck EconoMic CIRCUMSTANCES

Owning land can be fun, for poor years motivate
knights to adventure and plentiful ones to generosity.
The Great Pendragon Campaign still avoids any detailed
economic system for the sake of simplicity, and instead
provides this adjunct to the existing Winter Phase rules.
(It’s also a possible “solo” for when players have been ab-
sent and have several years to catch up on.)

This system is slightly more complex than the
simple one in the Pendragon core book, but it provides
a more game-oriented perspective on what is going on
for landholders. Still, if it becomes burdensome to the
players, drop it.

Essentially, this system starts by finding the extent
of bad weather during the growing season, which is op-

posed by the Stewardship roll of the steward or other
caretaker. The Starting Bad Weather value is generally
modified by local events, such as raids or curses, the
presence of hostile or friendly faeries, the proximity of
the Wasteland, plague reducing the available popula-

tion, etc.

4. DETERMINE STARTING BAD WEATHER

Base Starting Bad Weather = 1d20.

Within each section below, the most applicable
modifier, if any, is applied to the Base Starting Bad

Weather value.

Effect or Condition Modifier
Curse
Petty +1lor+2
Weak +4to+6
Powerful +8to+12
Peasants
More than usually unhappy +5
Very unhappy +10
Near revolt +15
Pestilence
Passed through +5
Passed through again +10
Raiders
Land was raided +1d6
Land was pillaged +2d6
Land was plundered +3d6

Wasteland +1 point per year it has covered the manor

4B. STEWARDSHIP

The most applicable modifier (if any) in each sec-
tion below is applied to the Stewardship roll.

Effect or Condition Modifier
Blessing
Weak +2to+5
Strong +5to+8
Faerie
Brownie resident, happy +2
Brownie resident, unhappy —3to-5
Friendly creature giving advice +3
Friendly beast on manor +5
Peasants are actually happy/cooperative  +5 to +10
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4c. Harvest REsoLuTION

Make an opposed resolution between Steward-
ship and the modified Starting Bad Weather value and
consult the Harvest Resolution Table below. The final
result indicates the economic level at which the knight
lives for the next year.

In each case, explanations for each category of
economic standing are given in “Grades of Wealth,”
Pendragon, Chapter 8.

4p. HARVEST MODIFIERS

After the year’s harvest is determined, the follow-
ing effects or situations may modify it.

Gentlewoman’s Bonus: The Gentlewoman’s Bo-
nus raises the results of the Harvest Resolution Table by
one level, to a maximum result of “spectacular.”

Tribute: Tribute, such as that paid to the Saxons
throughout much of the Anarchy and Boy King Periods,
drains about £3 per manor for one normal tribute pay-
ment. In effect, this reduces the result from the Harvest
Resolution Table downward by one category per tribute
paid that year.

Example: Sir Yvane’s wife is a Gentlewoman, but
his manor paid double tribute this year. Despite bad
weather, she consulted the elders and worked diligently
and ended with a Rich result. Her Gentlewoman raises
this to Superlative, but then the countess’ tax collec-
tors come and take away their due for the visiting ae-
thelings. These reductions drop the income results two
columns, from Superlative to Normal.

4k. Fino Economic MODIFIERS

Die rolls modified to less than 1 are considered “1,”
while rolls greater than 20 are considered “20.”

Impoverished Knight

A horse dies on any roll except a 19-20 during the
Stable Rolls segment in Step 5.

All children suffer a =15 modifier on the Child
Survival Table in Step 6.

No childbirth rolls allowed.

Armor suffers a permanent 1-point loss of protec-
tion value.

CON roll. (Failure = You lose 1 CON point.)
Poor Knight

Horse Survival rolls suffer a cumulative —3 modifier
for each consecutive “poor” year, to a maximum of —18.

Child Survival rolls suffer a cumulative -3 modifier
for each consecutive “poor” year, to a maximum of —15.

Childbirth rolls suffer a =5 modifier.

Ordinary Knight

No special effects or modifiers apply.

Rich Knight

Child Survival rolls receive a +1 modifier.

Childbirth rolls receive a +3 modifier.

Superlative Knight

Horse Survival rolls receive a +2 modifier.

Child Survival rolls receive a +3 modifier.

Childbirth rolls receive a +5 modifier.

STEP 7 : TRAINING AND PRACTICE

Non-player characters, including squires, wives,
stewards, and other player-controlled NPCs, receive
1d3 points to distribute among any skills.

CITIES

Large cities are a foreign realm for Cymric knights
in any Period. The political and economic reality of
medieval cities has no place in Pendragon. We do not
want to dwell too much upon guilds, burghers, and the
nasty habits of merchants.

Knights are primarily rural dwellers, and the city
simultaneously lures and repels. Landholding provides
long-term security and support, but noblemen still need
the luxuries provided by cities. Knights dislike cit-
ies because they are close, dirty, and full of unrefined
commoners who hide behind their urban citizenship to
taunt the nobles.

Cities are also, however, a source of wealth. There
live the craftsmen who make the many specialized items
necessary for a man to be a knight. There, too, are the
merchants who import wonderful, exotic goods from far

HagrvesT RESoLUTION TABLE
Bad Weather Result

Stewardship Result

Critical Success Failure Fumble
Critical Normal Rich Superlative Spectacular
Success Poor Normal Rich Superlative
Failure Impoverished Poor Normal Rich
Fumble Impoverished Impoverished Poor Normal

*Spectacular: The knight lives beyond the means of the most wealthy of knights of his station, earn-

ing at least £16 for the year.

RuLes Expansion
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Can1)ust
CONQUER
SOMEPLACE?

Courtesy and Medieval
Law say that whoever
conquers a place owns
what he has conquered.
(Of course, if this was on
orders from a leader who
supplied troops, then the
leader owns it.) Merely
owning something is not
enough, of course. Gen-
erally, you have to have
someone who will help
you protect the property
— thatis, youneed aliege
lord.

Conquerors may go to
their own liege with a new
territory and hold it in his
name. The liege is likely to
leave its ownership to the
conqueror and take on the
obligationsofprotectorship
inreturn for vassalage.

A conqueror may also
go to the liege lord of the
former possessor, claim it
by right of conquest, and
ask to be recognized as
the new rightful holder.
This has some advantag-
es, because the liege may
not feel deprived of his
lands this way.

Conquering lands often
has later consequences
when relatives of the dead
holder come and claim
it. Such claimants may
come almost anytime af-
terwards, perhaps even
years or generations later!
They can say that they are
the heirs, for instance,
that it rightfully should
have passed to them, and
that the current occupant
is a usurper. They might
also go to the liege of a
place and make an owner-
ship claim. The liege has
tojudge which knightis be
better for him, and he may
choose to declare that his
former vassal is not the
rightful ruler.
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overseas. Thus, although cities might be an evil, they
are a necessary one.

What Is a Crry?

In game terms, cities are centers of population hav-
ing at least 1,000 inhabitants and at least one permanent
market where goods from outside of the region (i.e., any-
thing from the normal Pendragon Price List) may be pur-
chased. Cities are usually walled and garrisoned, having
guilds for their citizens and a nice church or cathedral
(indicating presence of a bishop).

Almost all other important non-urban centers are
castles, which generally have a town nearby, sometimes
enclosed in the bailey of a castle. But cities almost al-
ways have at least one castle within their own walls.

The largest British city at the start of the cam-
paign is London. The next largest is Eburacum, then
Gloucester and Norwich, each with about 10,000 resi-
dents. When shopping in any of these, players should
always use the Large City Price List. (Later, Camelot
joins the list of Large Cities.)

All other cities have between 1,000 and 3,000 in-
habitants, and always use the normal Price List from
the Pendragon book.

Castle dwellers don’t have access to the things on
either price list. (That is what cities are for.)

A City BLock

A typical British city block consists of many wood-
en houses, usually built together, with only occasional
alleys between them. They are one or two stories high.
Most have shops in front on the bottom floor. Roofs are
thatched. The land in the center of each block is pri-
vately owned property with small vegetable gardens.

Events IN THE City

When desired, the Gamemaster may roll on this
table to discover what occurs in a city when knights are
wandering about sight-seeing, finding someone, or just
getting to the castle or some other place. Any of these
can be blown up into a full scenario, of course, if the
Gamemaster desires, but this is presented more as local
color than scenario material.

In London, knights should roll on the following
table every day. In Camelot, knights need never roll on
this table, for nothing bad ever happens there.

Crty EVENTS TABLE

d20 Roll Result

1-3 You got lost in the stinking alleys and waste the
whole bloody day

4 Your best horse gets sick and cannot be ridden
for a week

5 Your pocket is picked; lose 2d6 denarii

6 A bad day to shop; everything is 10% higher
than normal

7 You get splattered by bird droppings

8 You pick up a cough, reduce CON by 1d3 until
you leave the city

9 Dogs rip or stain your clothing (reduce value by

one-third)

10 Drunken friar insults you

11 Beggar curses you

12 Chamber pot emptied on you from 2nd-story
window

13 Mobs jostle you all day

14 You are nearly trampled as a hue-and-cry
dashes past

15 You eat some bad food and are sick all day

16 You find some money, add 1dé denarii

17 The sights are empty of tourists, very enjoyable

18 You have an unexpectedly good meal for half
the normal price

19 Hosted by a stranger: free food for the day

20 Good day at the market, all items 10% off

Event: LONDON

Time: Early in the campaign.

Setting: London.

Characters: Merchants and city folk.

Action: The player knights visit London. In gen-
eral, the visit ought to be disagreeable. This gives them
something to contrast against later, more pleasant visits
to Camelot.

e Touristing: London has several sites which play-
ers usually find interesting. This is also a chance to use
the City Events Table to amusing effect.

¢ Buying Goods: The purchase of goods, and in-
teraction with disagreeable merchants, is always a good
role-playing experience. The main Big City market is at
the center of the city, around the Stone of London.

London is the first, largest, and most famous city
in Britain. As all lettered men of Camelot know, Prince
Aeneas, a survivor of the sack of Troy, founded the Ro-
man tribe. His great-grandson Brutus led a sea-borne
migration of Trojan exiles westward and eventually
settled on this island. The natives called their land Al-
bion, but the conquerors changed its name to Brutus-
land, later corrupted to Britain.

Brutus built the city Troia Nova, or New Troy (lat-
er Trinovantes), as his capital. According to Geoffrey
of Monmouth, this occurred at the same time that “the
priest Eli was ruling in Judea and the Atk of the Cov-
enant was captured by the Philistines” — i.e., sometime
between 1115 and 1075 BC.

A thousand vyears later, shortly before the coming
of Julius Caesar, King Lud fortified the city and changed
its name to Kaerlud, or Fort of Lud. A century later, the
Romans conquered the land; its name was corrupted to
Kaerlundein, and eventually London.

To the native Cymric city the Romans added their
own typical urban buildings: a legionary camp, basil-
ica, coliseum, baths, and temples. They also built the
famous London Bridge, which is the only bridge that
spans the navigable parts of the Thames River.

Two castles help to protect London. At the west
end is the Castle Lud, built over the old site of Kaerlud.
At the eastern edge of the city is the White Tower, orig-
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inally built by the Roman Emperor. The massive keep
and castle serve as a royal residence and as refuge of last
resort in times of war or uprising.

London is large and influential enough to be a po-
litical power in its own right. It is run by a city senate
that determines internal affairs, such as judging its citi-
zens in the city court rather than a king’s or nobleman’s
court. The senate appoints leaders, called praetors, for
specific tasks.

London rules over its surrounding countryside, the
County of London, and also has its own permanent gar-
rison, which also serves as night watch, police, and fire-
men. Although adequate for manning the walls, though,
this standing army of footmen is inferior in the field.
Since London has no expansionist ambitions, its rela-
tively small military force has usually proved sufficient.

Gates: City gates are large, doublewide doors
with towers beside them and defense works above and
around. They are closed and barred every night at sun-
down, not to be opened for anyone or anything. Near
most of the gates are small postern gates, more easily
defended, where people can sometimes come in after
dark, and sometimes squeeze their horses in as well.

Markets: The gates all have a market on the inside
of the wall. Most of these cater to the daily needs of
the local people, including the buying of excess crops

in the fall. The market at Watergate is the international
market, where the luxury goods are sold.

PLACES OF INTEREST

Aldgate: The gate for the road leading to Colches-
ter (Camulodunum).

Aldersgate: Another gate.

Basilica: A cluster of buildings where the city sen-
ate meets. The formerly pagan temple is now a church.

Lud’s Castle: The second castle of London.

Belinsgate: This gate is named after King Belinus,
whose cremated remains in a golden urn are cemented
into the arch of this gate.

Bishopsgate: When King Lucius adopted Christi-
anity in 166, his flamens (Latin for “priest,” i.e., druids)
became bishops and the archflamens (archdruids) be-
came archbishops. Ever since then, the Bishop of Lon-
don has had his residence over this gate.

Bridge: The famous London Bridge, made of stone,
with nineteen arches under which ships can sail.

Cripplegate: Northern gate.

Ludgate: King Lud, who built the first walls,
reigned before the Romans came. When he died, he
was buried under this gate.

Moorgate: The northern gate got its name from the
marshy moors beyond it, not from the African Moors.

RuLes Expansion
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Newgate: This gate is about 300 years old in Ar-
thur’s time. In an alcove over this gate stand two great
statues of Corineus and Gogmagog.

Pen Bran: Location of the “Head of Bran.” Bran
was an ancient hero, and he ordered that his head be
buried here in order to protect the island with its magi-
cal powers. (See Year 529.)

Postern Gate: This is a private gate used by roy-
alty, and to supply the White Tower.

Saint Brigit’s Church: Here, just outside the walls,
is an ancient church dedicated to Saint Brigit.

Saint Paul’s Cathedral: At the request of King
Lucius, Saint Fagan and Saint Dyfan came to Brit-
ain in 166 to bring the Good News of Christ’s resur-
rection. London built its most famous church, Saint
Paul’s, which has been rebuilt over the centuries and
exists even today. In the courtyard is the stone and
anvil through which were driven the wondrous sword
that appeared miraculously one day and remained until
drawn by the Boy King.

Southwerk: The village at the southern end of
London Bridge. It clusters outside some defensive works
to protect the bridge. It is a pit of perdition, full of
thieves, pickpockets, forgers, and scoundrels.

Stone of London: This stone marks the center of
the city. When Brutus established the city, this was the
stone used for his first sacrifice to the goddess Diana.
Later, the Romans used it as the original milestone
from which to mark their roads.

Tower Hill. This hill outside the city is the site for
executing noble traitors.

Traitor’s Gate: Boats and rafts offload their goods
for the White Tower here. Its name comes from the fact
that condemned prisoners are taken through here to
the prison in the White Tower.

Watergate (Dowgate): Ships, boats, and rafts all
crowd the docks here to load and unload their goods
to trade. Its market is the grand international market,
wherein any of the goods from the Great City Price List
can be purchased.

White Tower: Before the Romans, this was called
the White Hill. Brutus was buried here. Later, when the
Romans conquered Britain, the emperor declared that
the city of London would enjoy exactly the same laws it
had under the previous king, and that he would suffer
no man to do it or its residents any harm. To further
win their loyalty, he built the White Tower to house his
garrison and act as a refuge of last retreat. It is famous
for the great ravens that live there, reputedly until the
island is going to fall to invaders.

DEFENSE VALUE

Permanent fortifications have ratings called DV,
or Defense Value. In essence, the DV measures how
good a castle or fortress is as a defensive structure. This
value depends on the building materials, types of struc-
tures, quality of fortifications, and so on. (The works

will change and improve tremendously as campaign
time progresses. A list of the current defensive works
available is given at the start of each chapter, where
applicable.)

The DV for a castle has two or more numbers
separated by a slash. These numbers represent a castle’s
rings of defense, each of them a layer supported by those
within it.

Castles usually have a central stronghold surround-
ed by one or more rings of defense. These are expressed
as single figures with slashes, where the first number is
the outer wall (the first to be assaulted) and the other
numbers are the successive rings of defense. Thus, a
standard motte-and-bailey, essentially a wooden fort
that can be thrown up in a week, is designated as a DV
5/3. The 5 represents the ditch and palisade, and the 3
is the stone tower atop a hillock.

However, when besieged (see “Siege”), a castle’s to-
tal DV value is used, adding together each of the values
separated by slashes. Thus, the standard motte-and-bai-
ley is treated as a DV 5 + 3 = 8 in an actual siege.

Note that sometimes a natural feature provides a
permanent DV. This is added to the DV of the castle
as “#N +” which means “# Naturally added to.” That
is, this value is added to the DV of each ring, even after
the outer defenses are broached. For an example of this
type of DV, see Tintagel Castle, below.

AREA

Area is a rough measurement of how much space
a castle or a city takes up. This is important because,
naturally, the entire thing has to be enclosed by walls.
Hence, fortifications for a larger area cost more to build,
but still net only the value of the wall, and then only if
the entire area is surrounded.

Most castles are simply Area = 1.

SampLE CastLEs — UTHER PERIOD

Standard Motte-and-Bailey: DV 5/3. Minimum
garrison = 10.

Dimiloc Castle: DV 5/5/3. Area = 1. Outer de-
fenses are an old hill fort, outer ditch, and mound, rein-
forced with a wooden palisade (equivalent of large fort,
requires 30 garrison). Inside is a motte-and-bailey, a
wooden palisade inside a ditch. The stronghold is a log
tower atop a motte. Minimum garrison = 10.

Sarum Castle: DV 3/10/11. The initial defenses are
the city walls (Area = 4, requires 100 garrison). Inside is
a medium castle, with stone walls and ditch, two square
towers with gates, one square tower with postern, and
one square tower. The inner stronghold is a large stone
tower on a motte. Minimum garrison = 20.

Tintagel: DV 50N + 4/5. Located on a steep coastal
island (25N), connected only by a natural stone bridge
(25N). The keep has a stone shell wall with one gate
and a tower. The stronghold is a stone tower. Minimum
garrison = 10.
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NEW SKILL: SIEGE

Siege is a type of battle used to attack and defend
castles or fortified positions. The work of siege is so dif-
ferent from other fighting that it has no relationship
whatsoever to them. It is more like Battle than it is like
Sword, but really like neither.

A defender causes Siege to be used whenever he
(i) takes refuge in a fortification; (ii) has any Siege skill;
and (iii) has sufficient garrison.

In any siege, the DV of a fortification is applied
directly as a bonus to the Siege skill of the defender, so
a noblewoman with a Siege skill of 3 in a motte-and-
bailey (DV 5/3) has an effective skill of 11.

A siege is a long, time-consuming event in which
disease is the most likely outcome for the besiegers. To
avoid such a long and potentially tedious part of the
game, the siege of a castle is made into a single die roll
using this skill.

Basic Siece

The defender is holed up, and the attacker has an
army and some siege equipment.

Siege equipment provides points toward the Siege
skill, just as does the defender’s DV. Subtract the points of
siege equipment of the defender from those of the attacker.
If the attacker then has any points left, those points are
subtracted from the DV of the castle; if the defender has
points left, they apply directly to the DV. In all cases, all
the committed siege equipment for both sides is lost.

The assault uses an opposed resolution of the at-
tacker’s Siege roll against the defender’s.

Example: Lady Jane, with her motte-and-bailey castle
and a Siege skill of 3, has a total skill of 11, plus 4 points
of siege equipment. Lord Yvane, the attacker, has a Siege
skill of 14 and 25 points of siege equipment. He sets up the
batteries and archers, sends the kerns against the walls, and
so on, while the defenders drop rocks and boiling water and
fire arrows to spend their siege equipment.

Yvane has more siege equipment, and Jane’s 4 merely
cancel out 4 of his, leaving him with 21. The castle has 11
points, and these cancel out 11 more of Yvane's equipment,

leaving him with 10. Thus he has a +10 to his Siege skill,
for a total of 24.

However, even though Lady Jane has an effective skill
of only 3, she rolls a 2, a success. Sir Yvane rolls a 9, +4 for
the 4 points over 20, for a total of 13 — also a success.

Even though her castle lies largely in ruins, Lady
Jane’s brave men drive off the attackers, for the result is
both Jane and Yvane succeeded: the castle is not taken,
with low losses to the attacker.

LoNGER SiEGE FORMS

Siege can quite easily be made much more com-
plicated. If the players are interested in the tactics of
sieges, a Gamemaster should feel free to make this pro-
cess as complex as desired. In such, each ring of defense
ought to be assaulted separately.

TREACHERY

Treachery is the most effective way to gain entry
to a castle. Huge bribes are often cheaper than buying
siege equipment and hiring mercenaries. Of course, it
is also much more difficult to find someone willing to
betray his or her lord. Such a thing requires game play,
not just die rolling.

Using the Intrigue skill may be a part of this, but
remind the players that Intrigue implies a network of
friends and secret informants, not a sleuthing ability.

TOURNAMENTS

Tournaments are a major feature of knighthood af-
ter King Arthur establishes his realm. Most are simple
events (nothing more than a couple of die rolls, per-
haps); a few may be played out as normal events, with
knights fighting as normal, but with rebated weapons;
and a couple of extended tournaments towards the end
of the reign will involve the same level of detail and
involvement as would any other adventure.

Review the tournament information in Pendragon
(Appendix 5) for basic information about tourneys.
That information is intended for players, while this sec-
tion is for Gamemasters.

SiEGE REsuLts TABLE
Defender’s Roll

Attacker’s Roll

Critical Success Failure Fumble
Critical Castle is not taken; Castle is taken Castle is taken Castle is taken

low losses to attacker with low losses to attacker ~ with low losses to both with virtually no losses
Success Castle is not taken; Castle is not taken; Castle is not taken; Castle is taken

moderate losses to attacker low losses to attacker few losses to attacker ~ with low losses
Failure Castle is not taken; Castle is not taken; Castle is not taken; Castle is not taken;

heavy losses to attacker moderate losses to attacker moderate losses to attacker moderate losses to attacker,

low to defender

Fumble Castle is not taken; Castle is not taken; Castle is not taken; Castle is not taken;

crushing losses to attacker heavy losses to attacker moderate losses to attacker moderate losses to attacker
RuLes ExransionN
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Note: Player knights should never have a Tourney
skill value better than 2 until the Boy King Period of the
campaign, when tournaments become commonplace.

CHANGES IN STYLE

Gamemasters should slowly parcel out the changes
throughout the campaign Periods, as noted in each
chapter throughout this book. Most of the changes
radiate outward from Camelot; in general, the more
outlying an area, the less “current” the fashion of the
tournament.

OLD TOURNAMENTS
(Bov KING—CONQUEST)

These are the first, earliest attempts to create a
sport. At this point, the players they will not yet be us-
ing all of the procedures listed in the Tournaments Ap-
pendix in Pendragon. The standard events are melee,
bohort, and animal fighting. Information on these is
contained in Chapter 4: Boy King Period.

FuLL TOURNAMENTS
(ConquestT—RomaNcE)

During this portion of the campaign, the rules and
practices of the tourney become more refined. More la-
dies attend and exert their influences upon their hus-
bands, lovers, and the court to make tournaments more
courtly and less offensively brutal.

The admission rules from “Before the Tournament”
in Pendragon, Appendix 5, are universally adopted. The
bohort and animal fighting are dropped, and the Joust is
added to allow each individual knight to be seen. Now
the main events are the Melee, Challenges, and Joust.

CLassic TOURNAMENTS
(ROMANCE—TOURNAMENT)

The events here are the same as in Full tourneys,
but now aspects of the purely decorative plus pageantry
start to get added. The forms become more stylized as
well, and the heraldry schools are thriving.

Also, wagering armor and horse becomes stylish as a
way to weed out knights who do not belong to the upper
class: “It keeps the lists smaller, you know.” Smaller for-
eign tournaments generally hold to the Full style for quite
a while, and those Classic tournaments sponsored by King
Arthur are forbidden to have any wagering of gear or bet-
ting on the results, by his edict, though they quickly adopt
other elements of the Classic style.

At times, the king simply asks all knights present
to joust with each other, in a sort of impromptu exer-
cise. At times, these have teams attacking at once, al-
most like a mini-Melee but with only lances.

ELEGANT TOURNAMENT
(TOURNAMENT—TWILIGHT)

The events are the same, but now the pageantry
has taken over and turned the larger tournaments into
lavish shows of ostentation and wealth, with parades,

wild animals, and musical ensembles from overseas to
precede the knights to the lists. Heralds make long
announcements about the jousters, and lemonade is
served while the knights clash.

BLooD TOURNAMENTS (TWILIGHT)

In Lothian, far from Camelot’s soft decadence, Mor-
dred organizes the first “blood tournaments.” These use
non-rebated weapons — yes, they do real damage. And
there are wagers, as well, but the same amount for every-
one who can enter. There is no jousting, since lances are
so deadly, but plenty of swordplay... and, of course, ten
times the Glory as in a normal tournament.

SiMPLE TOURNEY RESOLUTION

The rules used here supersede those in the Tour-
naments Appendix of the Pendragon core book.

Deciding the outcome of a simple tourney (i.e.,
one for which the Gamemaster doesn’t have any un-
usual events planned) uses just a few rolls, and knights
get Glory depending entirely on the results of their
die rolls. This is a fast and simple everyday activity for
knights on adventure.

When the player writes the Glory on the character

sheet, he can refer to the place and the event in bare terms:
e.g., “Carlisle, Small Tourn. with bear/lion fight. 20 Glory.”

THE Tourney RolL

Each player knight should make an unopposed
Tourney roll at the beginning of any tournament he
enters, with the results as follows.

Tourney Roll  Result

Critical Gain +5 to all skills used in this tourney;
gain 10 Glory

Success Gain +5 to any one skill used in this tourney

Failure No effect

Fumble Suffer —5 to all skills used in this tourney

TOURNAMENT SKILLS AND SIZES

Most tournaments have a default starting Tourney
Difficulty Level (TDL) of 20. Many modifiers affect this
value, however. It may be reduced because the county
is cursed or everyone is frightened. It may be increased
by the presence of one or more Round Table knights or
because someone is inspired against the player knights.
Beginning in the Tournament Period, the starting value
is higher because of the general skill of the many profes-
sional tourney knights involved.

Tournament sizes are judged by the number of at-
tending knights, and are classified as Neighborhood, Lo-
cal, Regional or Regal. The size determines the possible
Glory, which is modified by the players’ results.

The Gamemaster rolls 1d20, modified by the total
TDL, to oppose all the player knights.

Each player rolls an opposed resolution against the
Gamemaster’s result using either his Lance or Sword
skill (depending on whether he is competing in the
Joust or the Melee, respectively).
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Player knights may attempt inspiration before
making a roll, if they have appropriate cause for the
passion. Be sure to apply any modifier from the previous
Tourney roll.

Starting TDL = 20

In a random tourney, roll 1d20 to find the modi-
fiers to the starting TDL.
d20Roll TDL Modifier Cause or Effect

1-3 -10 Tournament is cursed or
poorly attended

4-8 -5 Hot or wet weather

9-13 0 Nothing unusual

14-15 +5 Famous knight(s) or family
foe present

16-18 +10 Extraordinary knight(s) or
personal foe present

19-20 +15 Round Table knight(s) or
inspired enemy present

In addition, the following modifiers apply.

Period TDL Modifier

Tournament—Grail Quest +5

Twilight +10

GLORY BY TOURNEY SIZE

Glory gained depends on an opposed resolution
of the player knight’s Sword and/or Lance rolls versus
the adjusted TDL, as determined below. (A knight who
competes in one event and remains healthy enough to
compete in the other may do so, effectively doubling

the potential Glory.)

Skill Roll Result

Critical Gain Full Glory. No damage.

Success Participant Glory x3. 1d6 damage.
Tie Participant Glory x2. 1d6 damage.
Partial Success Participant Glory. 3d6 damage.
Failure Participant Glory. 4d6 damage.
Fumble Participant Glory x1/2. 5d6 damage.

Note: In all cases, damage taken is unaffected by
armor worn — this number represents the accumula-
tion of various small wounds that have penetrated ar-
mor throughout the course of the tourney.

Size Ave. Length Full Glory Participant Glory
Neighborhood 2 days 50 10
Local 3 days 100 20
Regional 4 days 200 40
Regal" Varies 300 60

*Few Regal tournaments occur. They always in-
clude virtually all the knights of Britain, and are al-
most always sponsored by King Arthur and/or Queen
Guenever. Since great and small mingle, they’re the
sites of great adventure opportunity, so expect to play
two or three sessions just socializing and participating
in the events. But if a player had missed that session,
this table can be used to catch up his non-played years.

NorMAL TOURNEY RESOLUTION

In lieu of simple resolution, a Gamemaster might
wish to make a tourney into a full scenario. In this case,
he or she should take the opportunity to describe any-
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thing unusual, and the new events at the tournament
are simple fodder for that.

Since a tournament is a practice for war, this type
of resolution gives a chance for some skill checks, and
hence a bit more Glory, but playing the tournament out
also takes a little longer.

Begin thinking about what, if any, changes you
will mention as being present. The changes in tourna-
ments throughout the campaign Periods are best intro-
duced this way.

PREPARATION

Introduce the sponsor. Announce any famous,
highly skilled knights who are present, and their Glory.
Also tell the players the TDL of the tournament.

Everyone makes an unopposed Tourney roll; this
does not provide any benefits or disadvantages, as it
would in simple tourney resolution (although a critical
success should still garner 10 Glory). This roll merely
signifies whether they perform the right customs and
procedures, such as knowing where to sign up or where
the helm show is going to be, whether they report to
the heralds with the right information, etc. It is simply
the preparation, and the result does not affect any sub-
sequent activities.

THE Joust

Pair the players up. Explain that they are each go-
ing to be a temporary Gamemaster for each other. One
plays his character, the other plays the random oppo-
nents. Keep track of the rounds, because it’s important
for Glory.

The paired players roll using opposed resolution in
a series of single eliminations until either (i) the active
player knight loses, whereupon he is out of the contest;
or (ii) the tourney’s Joust Threshold is reached (see be-
low). Then the two change roles.
Tourney Attendance Joust Threshold Winner Glory

100 5 75

200 6 100
500 7 150
1,000 8 200
2,000 9 350
3,000 10 500

The player acting as Gamemaster starts with an op-
ponent skill of 11 + the current round number. Hence,
in the 1st round, the opponent has a skill of 11 + 1 = 12;
in the 5th, the opponent has a skill of 11 + 5 = 16.

Pause when a knight has lasted for a number of
jousts equal to the tourney’s Size Threshold, for this
marks the point at which only a handful of knights are
left and only 3 more rounds will be fought.

If more than one player knight remain, they might
joust against each other now, or they can choose instead to
go against other opponents. Among their opponents is the
best knight present, who had been announced earlier. Un-
less two player knights must still face each other, the final
round should be against that best NPC knight present.

19



20

When all is over, add up the Glory for each suc-
cessful round, equal to the skill value of the all the
defeated opponents added together, divided by 10 (for
using rebated weapons). If a player knight is the final
winner, he also gets the additional Winner Glory, as
listed below.

Example: Sir Ambrut is in a tournament with about
1,000 opponents (Joust Threshold 8). He lasts 4 rounds be-
fore losing his Lance roll and thus being eliminated. He gets
Glory equal to (12+13+14+15)/10, or 54/10 = 5 Glory.

Note: The mathematically minded will note that
it’s easiest to find the sum of the arithmetic series using
n(124sn/2), where n = the number of rounds and sn =
the final opponent’s skill.

Example: In the same tourney, Sir Tristram, the
best NPC knight present, lasts for all 11 rounds (i.e., the
Threshold +3), and thus gets Glory equal to 11(12+22/2)/10
= 19, plus 200 for being the winner, or 219 Glory in all.

CHALLENGES

Ask the player knights what type of challenges they
may want to offer or accept. Make a decision, and then
inform them whether or not such an opportunity is here.
Each challenge should be a single opposed resolution only.
If normal weapons are used, Glory gained is equal to the
opponent’s weapon skill x2 (for the public showing). If
they use rebated weapons, divide this Glory by 10.

Feuds and hatreds often provoke challenges, and
hated enemies often challenge with real weapons. This
presents a significant problem, for being wounded prob-
ably affects the next event.

Note that chivalry frowns upon deliberate blood-
shed at tournaments, which are supposed to be gather-
ings for peaceful competition, not revenge and blood.
Thus, most knights (but particularly Chivalrous ones)
always have a legitimate reason to avoid a blood chal-
lenge, if they so wish.

THE MELEE

The Gamemaster should make sure player knights
know which side they are on. The Melee is fought just
like a battle, so for Gamemaster ease all player knights
should be in the same unit, or in two units if they are
on opposite sides.

Roll 2d6 to find the number of battle rounds in the
melee. Next, roll for each round on the “Battle Enemy
— Knights” table from Pendragon, Appendix 4. Players
get one combat roll for each round, and must keep track
of the enemy’s skill and results each round (to deter-
mine Glory, later). Players must also keep track of any
damage they receive, of course.

After the determined number of rounds, the melee
is over.

The one knight that fought best is selected as the
Champion of the Melee. If the most famous NPC knight
present has participated, then he is the usual candidate,
but player knights should have a chance as well. They

may seek out the best knight, and join in the throngs of
ambitious knights trying to unhorse him.

The Melee Champion gets additional Glory equal
to the Joust’s Winner Glory, as shown above.

COURTLY SKILLS

For each day of the tournament, each player knight
finds the chance to use 1d6 of his courtly skills (player’s
choice from among those listed below). These are all
unopposed resolutions.

Eligible skills are as follows: Compose, Courtesy,
Dancing, Falconry, Flirting, Gaming, Heraldry, In-
trigue, Orate, Play (instrument), Read (language), Rec-
ognize, Singing. Romance is possible as well, but only if
the knight’s lover is present.

OT1HER EVENTS

Other questions from the players should be an-
swered casually and quickly: “No, no enemies of your
house are here, no Saxons looking for a brawl, no huge
heiresses or great beauties or news of your brother.” Un-
less, of course, there is an adventure to be found (or
made!) here....

EXTENDED
TOURNAMENT RESOLUTION

Some tournaments, especially large ones, are set-
tings for major campaign events, and such things may
be played with some detail, possibly with player knights
intervening or participating. Certainly the few Regal
tournaments in the game require some degree of narra-
tion and player interaction; these are generally singled
out in the annual events throughout the upcoming
chapters, with notes on important things that might
occur at each.

Otherwise, combat events should be handled just
as in Normal Tournament Resolution.

Favors

Favors are the immaterial currency of the feudal
system. In its essence, the system itself is an exchange
of favors (“I will risk my life for you if you will feed me,
clothe me, and give me armor and horse”).

When someone does something for another knight
that is not necessary, then a favor is owed by the recipi-
ent. If a player knight meets Sir Lancelot walking along
the road and he asks for a horse, and the player knight
generously gives his own steed away, then Lancelot owes
him a horse under similar circumstances.

Favors are often granted intentionally to get people
into an obligation. If a knight is far from home and needs
a horse, a local lord may give him one. Now, though,
that knight owes him a favor. What if twenty knights of
the same garrison owe him a favor some day?

Favors can be collected only for something of
roughly equal value. If a knight gave Lancelot a horse,
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he cannot expect to get a manor in return — but he can
reasonably expect to get something of equal value in
monetary standards (a gilded harp, for instance).

Since most favors are in the form of deeds (e.g.,
sparing a life, taking someone into your home for heal-
ing, etc.), it is often difficult to gauge the relative values
of things. Thus, it is common for a knight to say some-
thing like, “You saved my life once, and for that I will
give you my place on this ship to France.”

If a knight constantly underpays his returned fa-
vors, he is certain to lose Honor.

Of course, generosity stems from granting things
without expecting a favor back, or from not collecting
them when they are offered. Again, to do so one must
state one’s intent out loud, to be clear: “I'll give you this
horse as a gift, Sir Knight, from my desire to see justice
served.” Of course, most honorable knights will find
some way to repay a favor even if the beneficiary refuses
— and the more diligently he refuses, the more worthy
of repayment he is!

Knights who have some dire task to perform, such
as meeting a rival’s army in the field, should remember
those occasions when they have given favors. They also
ought to expect to be called upon to repay any they
have received.

TRAVEL

Since “a knight without a horse is just a man
with a sword,” this section is about getting around as a
mounted knight, with or without squire and packhorses.
Clambering up hillsides or, worse, mountains is entirely
out of the question. Picking one’s way across hopeless
bogs is extremely unlikely. Trackless forests are essen-
tially impossible. If horses cannot go there, why should
any right-minded knight wish to? (Of course, knights
being forced to travel on foot opens up many possibili-
ties in terms of noteworthy adventures, but these situa-
tions are left to the Gamemaster to improvise.)

Knightly travel is limited in many places. The
natural terrain makes wide areas essentially impassable
to mounted men. Old roads or local ways tend to ex-
ist everywhere, though, even in the wilds. Forests, both
thin and thick, channel horses down a few roads, paths,
and trails through the trees. Those alternate routes may
become known through play and exploration.

Adventures will take knights on new roads. They
may choose to explore simply to find a new way, choos-
ing some wagon path and seeing where it goes. Game-
masters should remember that most such explorations
may have adventures along the way, but they usually
end nowhere as far as extra Glory goes.

But in general, travel, especially long-distance
travel, will get to be regular. Knights may have friends,
lovers, or enemies at stops along the way. Certainly
many of these stops will be laced with memories.

When player knights travel around the country-
side, the Gamemaster should point to the appropriate
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map and remind them whether they've been there be-
fore. Recurring travel makes some places familiar to the
knights, so they will be able to go through them faster
after some repetitions. They also provide motivation for
certain personal stories (“Can I stop and see Lady Alda
here?”).

Some basics of travel are covered in Pendragon,
Chapter 5, “Movement.” The rules found herein, in-
cluding the following table, are modifications to and
extensions of that system.

MounteD TRAVEL Distances (MiLes/ Day)

Road Type —Pace Maintained—

Cautious Leisurely Normal Hurried
Road, 10 15 20 30
Royal or Trade
Road, Local 5 10 15 25
Path 2 5 8 12
Track, Trail 1 2 3 4
None 1/2 1 2 3

TERRAIN TYPES

Many areas are just physically impossible to go on
a horse. Here are the geological factors.

MounTAINS

Mountains are categorically impassable for people
on horseback. They are bare rock, irregular and natu-
ral in shape, and steep. The few paths and tracks that
cross the Pennines or Cambrians follow the only kind
of passable route through such terrain. Even still, ways
through these areas are always rough and difficult.

Basically, mountains are no place for horses. Stay
out of them, or stay on the passes.

Best Road: Path

Pace Modifier: x1/2

MoORS

Moors have few if any trees, but are sometimes
covered in thick brush; although they appear flat from
a distance, in fact they conceal bogs, mires, and crags
aplenty. These areas can be very dangerous to those
who would be impetuously rapid, and frustrating for
anyone trying to go off the trail without a guide. Some
trails do wind through these regions, but they are in-
variably badly marked, with many side routes that go to
places where men cannot take horses.

Moor covers the top of the Pennine Mountains.
They are difficult to get atop, and it is hard to get any-
where once there. They are irregular, with copses of
trees; stands of rock; and many wet, boggy places.

The “lowland moors” are less tall, but still moun-
tainous to a rider. These include Dartmoor, Exmoor,
Bodmin, and parts of the North York moors. They are
just as dangerous and impassable as the Pennine Moors.
Furthermore, the weather atop these moors is notorious-
ly foggy and cold even if the surrounding land is sunny.
(Fog makes travel virtually impossible.)

Trose COLORFUL

Heatns

The heaths of Britain
receive alot of comment in
literature; different kinds
of mosses and lichen ac-
count for their wide vari-
ety of colors.

Wet heath lands have
a variety of mosses that
produce their peaty blan-
ket bogs. These can pro-
duce a range of slightly
dullish but evocative
colors (from greens and
browns to wine-reds and
amber-yellows), particu-
larly in the autumn and
winter. The hummocks
grow in patches, where
different species mix to
form a nice rough quilt of
colors. Fluffy white cot-
ton grass (a sure indicator
of wetland bog and also
some wetland heath) is
also common, fruiting
with cotton in late spring/
early summer.

Purple heather and the
pink-floweredcross-leafed
heath both flower in late
summer, accompanied by
pale pink flowering win-
tergreen. On drier heaths
and moors, the purple
heather accompanies the
crimson-purple flowers of
bell heather that flower in
latish summer.

In the acidic grasslands
and some wet heaths,
purple moor grass is com-
mon — this flowers purple
through early summer to
mid-autumn, browning
over winter.
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Basically, don’t ride on the moors without a guide
to keep you on the trails. If you are on a trail, Hunting
rolls are sufficient to keep on it each day. Do stay on it.

Best Road: Track/Trail
Pace Modifier: x2/3

FENs AND MARSH

These are wetlands where the water is often shal-
low; trees sometimes grow out of the muck. Small is-
lands of dry land occasionally dot the area; marshy
mounds of old decaying plants shift around with the
tides; and open pools of water break the watery forest.
Yet it’s all basically wet, and if a few submerged trails
exist (certainly there are no actual roads through such
terrain), then only the natives know where they are.

Thus, these lands are pretty much impossible to
get through. Being boated around on punts is possible,
but what knight would stoop to that?

Best Road: Track/Trail

Pace Modifier: x1/3

FoREsts

Travel inside any of the forests of Britain is dif-
ficult. Even though one might look at the map and see
a road that appears as a nice, neat straight line, for the
traveler on the ground it is not so simple. Even ancient
Roman roads have been neglected for decades and are
badly overgrown.

Nonetheless, where moor and mountain are vir-
tually impassable, most forests can be traveled through
— not quickly, not easily or well, but they can. Still, rid-
ing around in the forest is not recommended.

Individual forests have differences, of course, and
those basics are listed below. However, the denizens
likely to be met there are the biggest differences be-
tween forests.

Below are listed many of the forests of Britain, along
with cumulative Hunting modifiers for each. This modi-
fier applies only to rolls made to stay on the trail or make
one’s way through uncharted territory, and not those in-
tended to find game or hunt prey.

Other forests exist, especially on a smaller, closer
scale, where the local residents will have divided these
larger forests into smaller, separately named woods,
copses, and clumps of trees. Gamemasters can calculate
specific local values as needed (e.g., “This is the Two
Rivers part of the Camelot Forest”).

Arden Forest, Logres. —25.

Arroy Forest, Cambria. —20.

Avalon Marshes, Somerset. Impassable.
Aventurus Forest, Logres. +0.
Bedegraine Forest, Logres. +0.
Broceliande Forest, Brittany. —20.
Caledonian Forest, North Britain. —10.
Cambrian Mountains. —35.

Camelot Forest, Logres. —20.
Campacorentin Forest, Logres. —10.
Changue, North Britain. —5.

Cornish Moors, Cornwall. —45.

Dean Forest, Cambria. —25.
Deira Forest, Cumbria. +0.
Deleable Forest, Logres. —10.
Eskdalemuir Forest, Cumbria and North Britain. —5.
Fens, Logres. Impassable.
Inglewood Forest, Cumbria. —20.
Jaiant Forest, Cornwall. —30.
Landoine Forest, Logres. +0.
Lincoln Forest, Logres. +0.
Malahaut Forest, Cumbria. +0.
Maris Marshes, Cumbria. Impassable.
Mordren Forest, Logres. —25.
Morris Forest, Cornwall. —5.
Nain Forest, Cambria. —15.
Nohaut Forest, Cumbria. +0.
Pennine Moors Cumbria. —35.
Perdue Forest, Logres. —15.
Perilous Forest, Cumbria. —30.
Quinqueroi Forest. +0.

Roestoc Forest, Cumbria. +0.
Roevant Forest, Cambria. —25.
Sauvage Forest, Logres. —15.
Windsor Forest, Logres. —5.
Wirral Forest, Cambria. —20.

Note: Any forest with a Hunting modifier of 10 or
more is probably infested with some kind of Faerie pres-
ence that makes the woods especially confusing, dif-
ficult, or dangerous — not necessarily from monsters,
but due to illusions or tricks that play upon laziness,
fear, and other emotions.

WILDERNESS MOVEMENT

It is not recommended that the Gamemaster use
this option every time the player group goes wild ter-
rain. It might be fun occasionally when they are travel-
ing along anything less than an actual road.

The player group states the pace at which they wish
to travel. The designated tracker for the group — generally
the knight with the highest Hunting skill — attempts an
unopposed Hunting roll, modified for terrain, to see how
quickly the group follows the track.

Note that it is quite possible to have a large nega-
tive modifier to bring the desired skill to 0 or less, mak-
ing a roll impossible.

Hunting Roll  Result

Critical Move at stated pace, plus one column
Success Move at stated pace

Failure Move at stated pace, minus one column
Fumble Move at stated pace, minus two columns

Note: No result can reduce the pace to less than
Leisurely or greater than Hurried.

TRAVEL As ADVENTURE

Random monster appearances should be avoided
in most adventures. Combat in Pendragon is notoriously
deadly, and Gamemasters shouldn’t risk just randomly
taking characters out of a good story that lies ahead.

Yet sometimes it is useful or entertaining to require
the player knights to make rolls even if they are just
traveling. For instance, they may try to simply dash at
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Sorvests and Terrain

a Hurried pace through Tribruit, and the Gamemaster
might want to let them get lost on the way. Or player
knights may simply state, “We’re going off to wander
around through the forests.”

MisCELLANEOUS RULES

A few other useful rules and items for the Game-
master are given below.

ADVENTURE (SoLO): MADNESS

Each half year, roll on the following table to find
out what happened to a character while he was mad,
then look at the appropriate entry to find out how he
came to his senses. He gains a check in each of the

skills listed.

RuLes Expansion

MaDNESs AcTIviTY TABLE

d20 Roll  Result

1-2 You were taken in by simple shepherds.
Awareness, Folklore, Stewardship.

3 The appearance of a passing knight restored
your memory. Heraldry, Recognize.

4-5 You wandered the forest like an animal.
Awareness, Faerie Lore, Hunting.

6 The breath of a unicorn restored your senses.
Faerie Lore.

7-9 You were healed by a hermit. Chirurgery, First
Aid, Religion (Christian).

9 You were healed by a hermit. Chirurgery, First

Aid, Religion (pagan).
10-12 You fell in with robbers. Bow, Dagger, Hunting.

13-14 You were taken care of by a poor knight. First
Aid, Pious.
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15 You were taken care of by a poor knight. His
death released you from his company. You
receive the benefit of his largesse.
(Gamemaster’s discretion.)

17-18 You wandered in the nearby great city as an
indigent; the poverty of your condition
restored your will. Folklore, Orate, Intrigue.

19-20 You wandered the forest prophesying and
were restored to you true self by wandering
friars. You gain 1d3 prophecies of the future.
Religion (your own).

Ourt OF THE STORY

Sometimes a character may choose not to continue
on in an adventure, perhaps refusing to do something
necessary to go further. The Gamemaster must then
decide whether to alter the scenario to keep the player
playing, to let the character go through a situation in
which he should not reasonably be, or to just make the
character Out of the Story.

Letting “illicit” characters continue is usually a
bad idea, for it ruins the nature of the game. If a sce-
nario require a Pious knight, for instance, then to allow
a thoroughly Worldly knight in could destroy all the
Gamemaster’s work, leading to frustration for him and
the other players. It also ruins the nature of the game
since much of Pendragon’s most meaningful play is con-
cerned with how a knight behaves. To make behavior
unimportant in a scenario based around behavior is,
plainly, counterproductive.

Characters who go Out of the Story might get a solo
scenario to play, at the Gamemaster’s option. Alternately,
the player might simply create another (or use an alter-
nate) character and rejoin the party that way.

If everyone goes Out of this Story, the Gamemas-
ter must decide whether he wishes to continue the sce-
nario at a later date. Since time passes differently on the

Other Side, this can be a good option in Faerie adven-
tures: Player knights might be about their business for a
year or more, then re-enter the scenario where they left
it off, only to discover that very little actual time had
passed in the Wastelands.

“DouBLE D20” SYSTEM

This system can be used when a player knight is in
a situation where he has to make an opposed resolution
against an undefined value.

Roll two different-colored d20s. One color deter-
mines the skill value of the opponent, and the other is
the opponent’s actual die roll, whose level of success is
simultaneously determined by the first die.

Example: A great storm is throwing your horse trans-
port back and forth, and your charger is in danger. The ships
lurches crazily and the warhorse has to step as nimbly, as when
dodging a spear. The Gamemaster rolls a red d20 and a blue
d20, saying, “Red is the skill, blue is the roll.”

The red die comes up 12, and the blue die 8. “Suc-
cess,” says the Gamemaster. “What did you roll?”

Ties IN CoMBAT

Although the Pendragon core book says that exact
ties have no result, the following is a minor recommen-
dation: Exact ties in combat have results depending upon
the level of the tie, as explained below.

If both rolls are criticals, then both parties suffer
1d3 damage, regardless of armor and shields (although
magical protection should still apply).

If both rolls are successes or failures, then no dam-
age is suffered.

If both rolls are fumbles, both parties suffer 1d6
damage (dealt by their own weapons!), regardless of ar-
mor, shields, or magical protection.

THE GReAT PENDRAGON CAMPAIGN



Chapter One
Ring Utber Period:
385—495

The Great Pendragon Campaign begins in 485 A.D.,
during the reign of King Uther Pendragon, who will
rule for 10 more years of battle and adventure. Uther
has already been reigning for 5 years. He has led his
armies in many battles, and, though not always victo-
rious, he has generally kept the land safe, as had his
brother before him.

This Period is largely intended as a training
grounds for people unfamiliar with Pendragon, with
medieval life, and with roleplaying in general. This
chapter provides many tools to help Gamemasters learn
and teach as the game progresses. By the end of King
Uther’s reign, Gamemasters ought to have the knack
of the art.

Players should be comfortable with the game and
familiar with the setting (particularly the region of Lo-
gres), and should also have well-established characters,
preferably with families at least in the offing. Some play-
ers will have begun several characters covering a range
of ages, Glory levels, and skills. (Gamemasters should
always keep in mind this range of differences among
the player knights.)

HistoricaL. COMPARISON

In game context, the time of Uther’s reign is equiv-
alent to the Dark Ages: Thus, themes and images of
brutality, uncouthness, and ever-present danger are ap-
propriate.

Your CAMPAIGN

Start with Family History and character genera-
tion, as found in the Pendragon core book, for your first
game session. Use the starting scenarios there to play
briefly if you have time (perhaps have the characters
meet King Pellinore, and so on). Be sure to include the
knighting ceremony for the characters so that the play-
ers speak the vows, and then introduce them to their
respective manors.

Next, likely during the second game session, go di-
rectly to the first year of the campaign proper — a large
battle — to start things with a bang. Put out copies of
all the maps of Sarum, Salisbury, and Britain in 485.

The adventures contained at the end of this Period
are largely generic. For starting players, of course, these

adventures are entirely new, but variations of these may
be used repeatedly, with minor variations, later in the
game. These are also the standard events from which
other more extraordinary adventures will stem.

Most game play will occur within the kingdom of
Logres.

THEe PourmicaL GaME

Uther is the King of Logres, but his hold is weak
over three of his most powerful lords — the dukes of
Cornwall, Caercolun, and Lindsey. Fortunately, the
strongest of them all, Duke Ulfius of Silchester (basi-
cally, the Thames Valley), is a loyal vassal.

Saxon invaders have established several small but
warlike kingdoms on British soil. Their raiders are a
constant menace, and there is still a good chance that
they will get together an army and attack more cities
and lands.

Brirain 485

The map for this Period displays only political in-
formation. On it are the independent lands of Britain.

Boldface indicates a center of power, to which
nearby lands probably pay tribute or fealty.

PLACES OF IMPORTANCE

Benoic. A Pictish kingdom in the north.

Caercolun. A dukedom of eastern Britain. Nor-
wich, a large city, is the capital.

Cambenet. A dukedom of Cumbria in the north-
west, centered on the city of Carduel. The ruler is Eu-
stance.

Cameliard. A kingdom bordering on Logres and
Cheshire. Carohaise is its capital, and the ruler is King
Leodegrance.

Cardigan. A small kingdom on the Gales coast,
dependent now upon Estregales.

Cheshire. A wealthy dukedom in northern Cam-
bria, centered on the City of Legions.

Cornwall (Kingdom). King Idres, a Breton king, cur-
rently holds South Cornwall.

Crapter ONE: KinG UTHER PeRrIOD: 485 —495

A NOTE ABOUT
CORNWALL

Cornwall is the pen-
insula in the south west
of Britain. lts Pendragon
extent is much larger than
the small modern region,
however. “Cornwall” is
used for two titles, one
outside the Kkingdom
of Logres and the other
within.

The Kingdom of Corn-
wall is separate from
Logres and is ruled by
King ldres. 1t consists of
the lands of Totnes and
Lyonesse (which has its
own vassal king). ldres
is more powerful than im-
mediately apparent since
he also rules over a third
Cornwall, properly called
Cornouailles, that lies in
Brittany, and he also re-
ceives troops and tribute
from several of the other
lesser Kings of Brittany.

The Duchy of Cornwall
is ruled by a nobleman
of Logres, the renowned
Duke Gorlois. He was
awarded with his title
and position by Aurelius
Ambrosius to defend that
part of Britain from the
Irish and Cornishmen.
He rules over the lands
of Tintagel, Devon, and
Jagent.
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Cornwall (Dukedom). A dukedom of
western Britain. Exeter is the capital city,
and the ruler is Duke Gorlois.

Escavalon. A wealthy kingdom in
southern Cambria, currently dependent upon
Estregales. The ruler is King Nanteleod.

Escoce. A Pictish kingdom in the
North.

Estregales. A kingdom dominating
southern Gales, collecting tribute from
Cardigan, Escavalon, Gloucester, and near-
by hills tribes. The ruler is King Canan.

Garloth. A kingdom of the north, on
the east coast. The ruler is King Nentres.

Gloucester. A dukedom of Cambria,
in the lands north of the mouth of the
Severn River. It includes Gloucester, a
large city.

Gomeret. A kingdom of northern
Gales including Isles, Norgales, Snodonia,
and nearby hill tribes. The ruler is King
Pellinore.

Gorre. A wild, mountainous king-
dom of tribesmen in the southern moun-
tains of the north, nominally ruled by
King Uriens.

Isles, The. Rich farming islands off
the northwest corner of Gales, currently
part of Gomeret.

Kent. A Saxon kingdom in southeast
Britain. The king is old Hengest, who
brought the first settlers to Britain under
Vortigern years ago.

Lindsey. A dukedom of northern
Britain. Lincoln is the capital city.

Logres. The largest kingdom in Britain,
ruled by Uther Pendragon. It includes many
counties, but the four dukes are the most im-
portant and influential leaders.

Long Isles. South-western islands
and coastland lands of the north, cur-
rently ruled by the ambitious Irish lord
Duke Galeholt.

Lothian. A kingdom dominating Cum-
bria and the north. The ruler is King Lot.

Malahaut. A powerful kingdom of
Cambria. Its largest city is Eburacum, its
ruler Heraut de Aprés.

Nohaut. A Saxon kingdom on the
east coast of northern Cumbria. The king
is Octa.

Norgales. A region of northern
Gales, currently independent. The ruler
is King Ryons.

Out Isles. Savage, wild islands oc-
cupied by the reputedly cannibalistic
Atecotti tribe.
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Pictish Wilderness. Mountainous regions sparsely
populated by wild Pictish tribes.

Powys. A land of wild hill tribes in central Gales.

Rheged. A kingdom of mountainous central north
Cambria.

Roestoc. A small kingdom of southern Cambria,
once a county of Lindsey.

Salisbury*. A county of central Logres. Sarum is
the capital city, ruled by Count Roderick.

Silchester. A dukedom of central Britain ruled by
Duke Ulfius. London is the largest and most important
city there, but Silchester is the capital.

Strangorre. A small kingdom in the north-west,
centered on the fortified city of Alclud.

Sussex. A Saxon kingdom in southeast Britain.
The king is Z&lle, who brought his settlers to Britain
years ago.

* This is the default starting home of the player
knights.

Whnat's NEw

The standards in this Period are largely those of
the Pendragon 5th edition core book, but they are syn-
opsized here for convenience. If something’s not men-
tioned here, it doesn’t exist at this time.

Customs

e Might makes right. It is a practical and brutal
world.

e The Truce of God is a set of rules made by the
church to limit violence against innocents, to make
holy days peaceful, and to protect church property.
Most nobles and knights ignore it.

e Knighthood includes a set of virtues — loyalty
to one’s lord and the willingness to face one’s enemies
and deal out death being primary.

¢ Chivalry is known from some bard’s stories, es-
pecially those about Alexander the Great. Of course,
while knights naturally treat their fellows-at-arms with
respect and civility, no one thinks it would be a good
idea to offer similar courtesy to the Saxons, or for that
matter to any enemy (even another knight).

® Romance is unknown.

EqQuiPMENT

The following equipment is available in the King
Uther Period.

Armor: Norman (10-point) armor is the standard
available. Helmets are open with a nose guard, and long
shields are the rule.

CLoTHING, ARMS AND ARMOR OF THE KING UTHER PERIOD
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Weapons: The following weapons listed in Pen-
dragon are not yet available: flail, great sword, halberd,
hammer, jousting lance, morning star, war flail.

Horses: Chargers are the best available horses,
but they are specialized, exceptional animals not avail-
able to most knights. Rouncys are the common knight’s
steed.

Remember, for visual effect, that all horses are
shades of browns, and that each of those shades is rec-
ognized and has a name (dun, chestnut, etc.)

Clothing: Fifth-Century native dress is standard.

CASTLES

Motte-and-bailey castles are prevalent. A few cities
have stone walls, largely left over from Roman times.
The few stone castles (such as the White Tower in Lon-
don) are legendary for their uniqueness.

TroOP TYPES

This list ranks the available troops of the times,
from best to worst. The number in parentheses indi-
cates the actual number of individuals, used only to
calculate the relative size of a battle.

Superlative knight (2)

Rich knight, small giant (1¥3)

Ordinary knight, experienced sergeant, mounted
chieftain (1)

Poor knight, sergeant, squire, berserker, mounted

heorthgeneat (1/2)

Elite guard, heorthgeneat, Rich ceorl, superior
bonnacht, mounted Pict warrior (1/3)

Archer, foot soldier, bonnacht, superior Pict war-
rior (1/6)

Coerl, kern, Pict warrior (1/10)

Peasant (1/25)

Prick List

The Price List in Pendragon applies normally.

SARUM IN 485

As children, the sons of knights are familiar only
with the home manor, along with all its villages and lo-
cal features. As youths they journey to the earl’s castle,

where they serve as pages and become familiar with the
keep and the city surrounding it. Finally, knights’ sons
become familiar with the county all around once they
are squires, following their knights.

The Pendragon rulebook has considerable informa-
tion about the domain of Salisbury. Here is more about
the history of the place. Of course knights from Sarum
know much, much more about this place than can be
printed here. These, however, are the critical and most
important points of the city in 485.

HistoRrY

The first inhabitants here were the giants, long
before any people came here. Ancient earth beings —
faerie folk and their ilk — were always residents since
they are a part of nature.

When Brutus came to Britain, he and his legions
destroyed the giants and took the land. Salis was a
brave warrior in the Trojan army. When the island was
partitioned, Brutus gave Salis a vast area for his own.
While Brutus was busy building London, Salis went to
his land and killed the local giant here, and then threw
the bones to the giant’s own dogs.

Salis freed hundreds of slaves of the giant, and their
queen was named Sarum. She was the daughter of a great
queen who lived inside a hill up the Avon River — Sil-
bury Hill. Salis married Sarum, and the people built a
city to celebrate their marriage. Salis named it after his
wife, and it is still called Sarum to this day. She divided
the city into five parts, one each for the druids, the mer-
chants, the farmers, the visitors, and, in the center, the
nobles. Her younger son, the one who did not become
earl, built the walls that divide the city into quarters.

When Salis died, he was buried far outside the city
under a mound, and that is why the plains are called
Salisbury. His nobles adopted the same customs and
were also buried there, and the area became famous as
a burial ground for a long time. Out there now are still
thousands of tombs of all types, including the Royal
Graveyard of Stonehenge said to have been raised by
Merlin himself.

King Eburacus, who performed many great deeds,
later ruled Britain. (He lived a about the time of King
David’s rule in Judea.) His son Assaracus led eighteen
bands of Britons to the continent and conquered the
people there. They became powerful and included many
tribes who, collectively, called themselves the Belgae.

About the time of Romulus and Remus, when
Rome was founded, Britain was ruled by King Lear.
When he went mad, the fool who tended to him came
from Sarum. The king was sheltered here. Afterward,
his daughter Queen Cordelia rewarded the city by hav-
ing a castle built for the nobles.

Much later, Dovulus, the son of Earl Dalogmius of
Sarum, was the first warrior over the walls when the
Britons sacked Rome. King Belinus rewarded him with
the Eagle Statue that is in the market square.

THE GReAT PENDRAGON CAMPAIGN



Later, Velanus was a powerful king among the Bel-
gae on the continent. He came to the island to hear the
music of King Beldgabred and in the end married one
of the king’s daughters. When his brother-in-law — the
heir to Beldgabred — died, war broke out over the suc-
cession. Velanus was instrumental in helping noble
Eldol to become king. As a result, Eldol gave Velanus
lands to rule. Later, many of the Belgae from the con-
tinent came to live in his lands that are today called
Hampshire, Salisbury, Clarence, and Gloucester.

The Belgae here fought fiercely against the Ro-
mans, but were eventually defeated. The Romans es-
tablished a military camp in the city of Sarum, taking
over the Visitor’s Quarter and laying out Roman build-
ings there. They also took over the fort, of course, as a
barracks and headquarters.

The first Christians here were monks who estab-
lished the Abbey of Saint Josephe (son of Joseph of Ari-
mathea, and first Bishop of Britain.) When the black
monks came, and later the white monks, they too got
space for their abbeys. The old church has been rebuilt
and is now the cathedral, overseen by a bishop of the

Crapter ONE: KinG UTHER PeRrIOD: 485 —495

British Church. Despite the presence of these, pagans
still populate the countryside, including many knightly
manors.

Map oF SaruM (485)
Black Abbey: This place is a small abbey of the

Benedictine Order.

Castle (a.k.a. Queen’s Castle): A 300-foot-diame-
ter mound stands above the city about it, surrounded by a
deep ditch whose dirt made much of the mound. Around
the outer edge of the mound is a stout log wall. Entry is
possible only through the gateway with its drawbridge,
on the east side of the castle.

Inside are many buildings, especially the Great
Hall. Note, too, the kitchens, guest house, stable, and
other buildings.

Total DV = 3/10/11. The initial 3 points of defense
are the city walls (see below). It is an AREA = 4 city +
1 for the castle.

Medium Castle: Stone walls with ditch (7); two square
towers with gates (4x2); one square tower with postern (0);
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one square tower (5); stronghold, a large stone tower on
motte (10.) Minimum garrison = 20 men.

Cathedral of the Blessed Virgin Mary: The church
of the Blessed Virgin Mary was established here by Gra-
vaine, a follower of Josephe, the first bishop of Britain.
They settled in the Druid’s Quarter. After the Romans
destroyed the druids, the quarter became largely Chris-
tian. The head of the abbey was later made a bishop, and
the church became a cathedral.

City Wall: The city is surrounded by a massive ditch
and mound surmounted by a city wall. Two gates pierce
the walls, each protected by a gate tower. (These are the
outer defenses for the castle, detailed above.)

The city requires a garrison of 100 to fully man
the walls.

Eagle Market: In this, the international market,
stands a large statue of an eagle that used to speak to
the lords of the Belgae. It was a gift of King Belinus, the
conqueror of Rome.

Earl’s Hall: Salisbury Hall is a stout stone building
in Sarum Castle. It is two stories, with the earl and his
family living overhead.

Fool’s Gate: The eastern gate is called the Fool’s
Gate because Queen Cordelia granted living quarters
in the ancient gate tower to the fool who helped her
crazed old father, King Lear.

Josephe Abbey: This is one of the oldest Christian
abbeys in Britain, where many brown-robed monks of
the Alban order reside and take care of the cathedral.

Motte: The castle sits on a raised mound in the
center of the city.

Quarter Walls: Four walls divide the city into
quarters. None have gates but all are open at both ends
to allow passage.

Damas Gate: Damas was a son of Velanus, and
the first Belgae lord of this city and castle. The city
thrived so much that he opened the western wall to
have this second gate to double the market available
to his people.

White Abbey: This Cistercian abbey has a couple

of hundred of monks, servants and workers.

LOGRES IN 485

The map of Logres for this Period shows the vari-
ous counties and cities, well-known to all inhabitants of
the region. (For forests and terrain see map p.23)

Gamemasters may wish to make a copy of this map
and make it available to players as an aid during game
play. Write on it to mark battles and so on and to keep
track of where the player knights have been.

For more information on the forests, moors, and
mountains, see “Wilderness Travels” in the Preface.

Rivers shown are navigable by small boats and
rafts, a common manner of transport along them. Many
other rivers exist that hinder overland movement but
cannot be used for water transport.

The roads shown are the Royal Roads, as protected
by the king. The cities and castles marked along them,
where people normally stop during their journeys, are
approximately one day’s ride apart.

Praces

Amesbury: This abbey, in Salisbury County, is fa-
mous for its royal patronage. It was founded by Aurelius
Ambrosius and is supported by royal funds.

Arbray: The major castle in Lyonesse.

Arden Forest: A forest north and west of Wueren-
sis, forming one of the borders of Logres. Most of it is
in Cambria.

Avalon Marshes: These extensive marshes in the
west of Somerset provide refuge for the local people and
king whenever they are raided. Within their confines is
Glastonbury Abbey.

Aventureuse Forest: The forest in Caerwent that
separates Thetford from Norwich.

Avon River: Three Avon rivers appear on this map.

1. A tributary to the Severn River that goes
through Wuerensis.

2. Main drainage for Salisbury, navigable by boat
from near Sarum south to the sea.

3. A river in Somerset navigable from Bath north
to the sea.

Badbury: This town in Dorset is a stop on the
Royal Road.

Banbury: A city in Tribruit, protected by the cas-
tle of Tribruit.

Bassus River: This river, navigable by boat, goes
from Lonazep through to the Wash.

Bath: This city in Somerset, a stop on the Royal
Road, is famous for its healing baths.

Beale Valet: A city in Huntington at the end of
the navigable portion of the Dubglas River, upon the
Royal Road.

Bedegraine: This pretty, small town is in the
county of Bedegraine.

BEDEGRAINE: A county on the upper Trent Riv-
er, it includes the cities of Bedegraine and Nottingham.

Bedegraine Forest: The forest north of Bedegraine
County, extending to the Pennine Mountains.

Bodmin Moors: Moors in Cornwall.

Bourton: A small town in Clarence, also a stop on
the Royal Road.

Brecklands: The eastern lands of Caerwent Coun-
ty, including the Yar River, its marshes, and the lands
around.

Broadlands: The western lands of Caerwent
County, including the lands between Aventurus Forest
and the Fens, including Thetford.

Brun Castle: A walled city is nearly lost in the For-
est Sauvage. Its lord is a vassal of the Earl of Tribruit.

Buckenham: This city in Caerwent is a stop along
the Royal Road.
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CAERCOLUN (County): This wealthy county
in eastern Britain includes the seaports of Colches-
ter, Ipswich, and Maldon. It also includes much of the
Quinqueroi Forest.

CAERCOLUN (Duchy): This is a dukedom in
the east that includes the counties of Caercolun and
Caerwent, and a part of the Fens.

CAERWENT: A county in eastern Britain that in-
cludes the cities of Norwich, Yarmouth, and Thetford.

Camelot: The city of Camelot does not yet exist.
However, see Winchester.

Camelot Forest: This forest between Salisbury,
Hampshire, and Dorset is noted for the magical ani-
mals often sighted there. They often lure men to chase
them into the depth of the forest, where they then dis-
appear.

Cambridge: A city in Huntington, this is also the
seat of one of the legates of the Supreme Collegium.

Campactorentin  Woods: A forest separating
Silchester and Marlboro from Somerset and Clarence.

Canterbury: This city in Kent is the former capital
of the British kingdom destroyed by the Saxons. A stop
on the Royal Road, it used to be the seat of one of the
legates of the Supreme Collegium.

Carisbrooke: A castle located on the Isles of Wight.

Chelmsford: This city is on the Royal Road in the
county of Caerwent.

Chichester: This is a city in Hampshire.

Cirencester: This city, a stop on the Royal Road,
is in Clarence.

CLARENCE (County): This county in south of
the Severn River includes Cirencester, Bourton, Wand-
borough, and the Cotswold Hills.

CLARENCE (Duchy): This is a dukedom in the

west that includes the counties of Clarence and Matl-
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boro. It used to include the county of Gloucester, but is
now at feud with the duke of that land.

Colchester: This once-grand city in Caercolun
County was formerly the capital city of Roman Britain.
Now it is a stop on the Royal Road, and the seat of one
of the legates of the Supreme Collegium.

CORNWALL (Kingdom): A foreign kingdom
ruled by King Idres, who also rules much of Brittany. It
includes the kingdom of Lyonesse.

CORNWALL (Duchy): This is a Logres duchy in
the west that includes the counties of Tintagel, Devon,
and Jagent.

Dartmoor: Moors in Cornwall.

Deleable Forest: This dangerous forest in Lindsey
is nearly surrounded by marsh.

DEVON: A county in the Duchy of Cornwall, its
center the city of Exeter. It includes Exmoor.

Donnington: A city with a castle along the Royal
Road, located in Silchester County.

Dorchester: The main city in Dorset, it is also the
seat of one of the legates of the Supreme Collegium.

Dore Castle: This stronghold of the King of Corn-
wall is in Totnes County.

DORSET: A county on the southern coast, it
includes Dorchester, Badbury, and Wareham. Not far
away is the famous Cerne Abbas chalk-cut figure.

Dover: This city is a major port in Kent.

Dubglas River: A river than winds through the
Fens, then through Huntington.

Exeter: A port city in Devon, the last stop west-
ward on the Royal Road, it is also the seat of one of the
legates of the Supreme Collegium.

Exmoor: One of the moors of Cornwall.

Fens: This extensive marsh country in the east
central coast of Britain is impassable and inhospitable
except to the native marsh dwellers. Ely is the largest
island hidden therein.

Folkingham: This town with a castle is a stop
along the Royal Road.

Glastonbury: Oldest Christian site in Britain,
where Joseph of Arimathea first brought the Grail to
Britain. Now it is a monastery of British monks.

Gloucester: The second biggest city in Britain,
this is a major seaport on the Severn River. It is part of
the County of Gloucester.

HAMPSHIRE: On the south coast, Hampshire
county includes the cities of Winchester, Hantonne,
and Chichester.

Hantonne: This port city in Hampshire is also a
port for the royal fleet.

Hertford (City): This city on the Tea River is
the center of the county of Hertford, and a stop on the
Royal Road.

HERTFORD (County): A county in the east,
north of London, which includes the cities Hertford,
Royston, and St. Albans. It also includes a portion of

the forest of Quinqueroi to its south and east, and Lan-
doine in its west.

Humber River: One of the “Three Great Rivers
of Britain,” the Humber marks the northern boundary
of Logres.

HUNTINGTON: This county in the east lies
between Hertford and the Fens. It includes the cities of
Beale Valet, Cambridge, and Royston. The Landoine
Forest marks its western border, the Quinqueroi its east.

Ilchester: This city in Jagent is on the Parrett
River, up from the Severn Sea. It is a stop on the Royal
Road, and also the seat of one of the legates of the Su-
preme Collegium.

Ilminster: This city in Jagent is also a stop on the
Royal Road.

Ipswich: This city in Caercolun, on the Orwell
River, is another stop on the Royal Road.

JAGENT: This eastern county in the Duchy of
Cornwall includes the cities of Ilchester and Ilminster.

KENT: A Saxon kingdom in eastern Britain, cur-
rently occupied by the Jutes. It includes the cities of
Canterbury, Rochester, and Dover, all now considerably
degraded from their Roman greatness due to occupa-
tion and lack of trade.

Kinetown: This is a castle on the Royal Road in
Wuerensis; a regular road leads from here to nearby
Warwick.

Lambor (Castle): A forest castle at the crossroads
of the King’s Road, where a branch goes northwest
through Cameliard into Cambria. Lambor Castle is
also a stop on the Royal Road.

LAMBOR (County): A county that includes
Leicester and Mancetter, as well as Lambor Castle. It
is surrounded by the Forest Sauvage in the east and the
Forest Arden in the west.

Landoine Forest: The forest in central Logres that
borders the north-south road between London and Lin-
coln.

Landoine Hills: These hills run more or less north
to south, through the center of the Forest Sauvage.
Somewhere to the east, the Landoine Hills and Sau-
vage Forest join the Landoine Forest.

Leicester: This city is the commercial center of
the County of Lambor. A stop on the Royal Road, it
is also the seat of one of the legates of the Supreme
Collegium.

Levcomagus: This unwalled city in Silchester is an
important stop along the Royal Road. It has no castle.

Lincoln Forest: A forest in Lindsey that is south of
Lincoln, betwixt Lindsey, Lincoln, and Lambor.

LINDSEY (County): A large and wealthy county
in northern Logres, this includes the cities of Lincoln
Newark and Winteringham, the Deleable Forest, parts of
the Fens, and a part of Lincoln Forest.

LINDSEY (Duchy): The northern duchy of Lo-
gres, this includes the counties of Lindsey, Lambor, and
Lonazep.
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Lonazep (Castle): Located on the Bassus River,
this place is a stop along the Royal Road.

LONAZEP (County): This is one of the counties
subject to the Duke of Lindsey, and it includes the cities
of Lonazep and Peterborough.

London (City): The greatest city in Britain, and
also the center of the County of London. It is the seat of
one of the legates of the Supreme Collegium. A bridge
crosses the Thames here, guarded by Southwerk on the
south side. It’s a major port on the Thames River, a ma-
jor crossing point on the Thames, and also a major stop
on the Royal Road.

LONDON (County): London is part of the Duchy
of Salisbury. It includes London and Southwerk.

LYONESSE: Kingdom on the southwestern tip of
Cornwall, it is subject to the king of Cornwall. Its pri-
mary castle is Arbray.

Maldon: This is a thriving port city in Caercolun.

Mancetter: This walled town sits on the border
between Lambor and Cameliard.

Marlboro (Castle): A castle in Marlboro County.

MARLBORO (County): A county in central Lo-
gres, between Salisbury, Silchester, Clarence and Ry-
dychan, it includes the city of Wandborough, the castle
of Marlboro, and the White Horse Hills.

Morgaine Forest: The “Forest of the Goddess”
in southwestern Logres, lying betwixt Dorset, Jagent,
Somerset, and Salisbury.

Morris Forest: A forest, thin and sparse compared
to the woods of Logres, but the densest stand of trees in
Cornwall (enough to cause great difficulty for mounted
men).

Newark: This is an unwalled city on the king’s
road in Lindsey, and it also sits on the Trent River. It’s a
stop on the Royal Road.

Norwich: This port city located up the Yar River
in Caerwent is the fourth largest city in Britain, and is
the easternmost stop of the Royal Road.

Nottingham: A walled city of Bedegraine notable
for its many underground residences.

Oxford: A city in Rydychan, all the way up the
Thames River.

Perdue Forest: This is the “Forest of the Lost,”
a large southern forest between the North and South
Downs. It separates the Saxon kingdoms from the
Duchy of Salisbury.

Peterborough: This city in Lonazep, on the Nene Riv-
er, is at the edge of the Fens. It’s a stop on the Royal Road.

Pevensey: A castle built in the corner of a Roman
fort wall.

Quinqueroi Forest: A forest in southeastern Lo-
gres, separating Caercolun from Hertford.

Rochester: This city in Kent is now occupied by
the Saxons.

Royston: This unwalled royal city is a stop on the
Royal Road through Hertford.
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RYDYCHAN: A county on the upper Thames
River, its chief city is Oxford.

Saint Albans: This city in Hertford houses the
oldest Christian relics in Britain. It is also the seat of
the Bishop of St. Albans, one of the more influential
British clergy and a legate on the Supreme Collegium.

SALISBURY: A county in western central Lo-
gres, Salisbury includes the city of Sarum, the nunnery of
Amesbury, and the royal cemetery of Stonehenge.

This is the home of the starting player characters,
and much more information can be found in the Pen-
dragon rulebook.

Sarum: The chief city in Salisbury is located on the
Salisbury Plain near the last navigable part of the With-
am River. [t is a stop on the Royal Road, and also the seat
of one of the legates of the Supreme Collegium.

Since this is the home city of the player knights,
it has received some close up looks among the “City
Features.”

Sauvage Forest: This large and dense forest in the
center of Logres has roads and path through it that are
known, but much of it is nonetheless unvisited. A ru-
mored Kingdom Sauvage is said to exist therein.

Severn River: One of the “Three Great Rivers of
Britain,” its mouth is famous for the monstrous Severn
Bore, a moving wall of water that regularly roars upriver
destroying all ships and boats upon it often as far as
the city of Gloucester. It continues to be navigable by
boats as it goes northward through Galvoie to Orofoise,
and then as a tumbling river from someplace within the
Cambrian the mountains.

Silchester: This city is a stop on the Royal Road,
and it is also the seat of one of the legates of the Su-
preme Collegium.

SILCHESTER (County): This westernmost
county of the Thames Valley includes the cities of
Silchester, Donnington, and Levcomagus.

SILCHESTER (Duchy): This powerful south-
central duchy of Logres includes the counties of Silches-
ter, Windsor, and London.

SOMERSET: This little kingdom has managed
to retain its independence by means of its nobles with-
drawing to hide in the marshes whenever necessary. It
includes the cities of Wells, Bath, the abbey of Glaston-
bury, and of course the Avalon Mashes.

Staines: This is a major crossing of the Thames River,
in the County of Windsor, and a stop on the Royal Road.

Stonehenge: A royal cemetery in Salisbury, erected
by Merlin to commemorate the many men murdered at the
Night of the Long Knives when Vortigern treacherously
slew the good men of the island. Since then, Aurelius Am-
brosius, the former High King, was buried here as well.

SUSSEX: This Saxon kingdom, located on the
south coast and largely protected by the Forest Perdue,
has no real cities.

Thames River: The greatest of the “Three Great
Rivers of Britain,” the Thames begins somewhere in




KING UTHERs
Court

A court is as important
as its king. No one knows
everything, so the court
membership is important
for the welfare of the king-
dom. Uther has many ad-
visors, and some of them
are given statements to
be shared with the player
knights, under appropri-
ate circumstances, gener-
ally listed in the “News”
sections for each year in
this chapter.

Brastias for informa-
tion about inner workings
of the king’s court.

Madoc for matters of
war and state.

Merlin for guidance,
wisdom, and magic.

Ulfius for diplomatic
information about what is
happening outside Logres.
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the Forest Sauvage and flows out near the city of Ox-
ford. It flows south and then winds and loops more or
less eastward through Silchester, Windsor, and London
counties, and then empties into the British Sea. Boats
can navigate as far as Oxford, making it a major thor-
oughfare for commerce.

Thetford: This city of Caerwent is a major trading
center for a fertile land.

Tintagel (Castle): This powerful castle sits on a
tiny island off the west coast of Tintagel County. It is
surrounded by cliffs on all sides, and connected to the
mainland only by a narrow natural bridge.

TINTAGEL (County): Westernmost county of
the Duchy of Cornwall, Tintagel includes the castle of
Tintagel and Dimiloc, parts of Bodmin and the Dart
Moors, and a portion of Morris Forest.

Totnes (City): This port city on the south coast
of Cornwall, in the County of Totnes, is a vassal of the
King of Cornwall. When Brutus landed in Britain the
first time, it was here.

TOTNES (County): A county on the Cornwall
peninsula, it includes the city of Totnes and also Castle
Dore, a stronghold of the King of Cornwall.

Trent River: The Trent forms a part of the north-
ern boundary. It flows from the Pennine Mountains
through Bedegraine, between Lindsey and Roestoc,
and then joins the Humber.

Tribruit (Castle): This castle in the Sauvage For-
est is the center of defense for the County of Tribruit.

TRIBRUIT (County): A county in central Logres
that includes Tribruit Castle, Banbury, Brun Castle, and
many small places nearly lost in the Sauvage Forest.

Wandborough: This unwalled city in the county
of Marlboro is a stop on the Royal Road.

Wareham: This port city is at the mouth of the
Frame River, in Dorset.

Warwick: This is the primary city of the County
of Wuerensis.

Wash, the: The Wash is a sea area of shallow water
off the land-side of the Fens.

Wells: This city off the main road is nonetheless
the seat of one of the legates of the Supreme Collegium.

Wight: The Isle of Wight is its own small barony.
It includes the castle of Carisbrooke.

Winchester: This city of Hampshire County, up
the Itchen River, is a stop on the Royal Road; it is also
the seat of one of the legates of the Supreme Collegium.

Winchester is the future site of Camelot.

Windsor (Castle): A castle near Staines, protect-
ing a major crossing of the Thames River, Windsor
Castle is also a stop on the Royal Road.

WINDSOR (County): This county on the
Thames River includes the city of Staines, the Castle of
Windsor, and the Windsor Forest.

Windsor Forest: Located amid the counties of
Windsor, Silchester, and Hampshire.

Winteringham: This city in Lindsey is a major
crossing for the Humber River. It is also the northern-
most stop on the Royal Road.

WUERENSIS: A county on the upper Avon Riv-
er, it includes the cities of Warwick and Kinetown.

Yarmouth: This city in Caerwent County at the
mouth of the Yar River is a small port, primarily for the
royal fleet.

YEAR 485

Court

Court is held at Leicester, in Lindsey.

SpeciAL GUESTS
Sir Madoc, son of Uther

Duke Lucius of Caercolun

Gossip

“It’s so terrible! I heard that a thousand Saxons
landed to reinforce King Hengest! He’s the devil’s son,
that’s for sure.”

“P’ll trust Prince Madoc to take care of us. He’s hand-
some enough, and he talks boldly enough. But the truth
will depend on how he fares in battle, of course.”

“Well, I'll say it’s too bad he is illegitimate. No bastard
will automatically inherit. I'll be difficult, you can be sure,
unless his glory is truly great when the old king dies.”

“Listen, darlings, it'll take something monstrous
to get rid of tough King Uther. Madoc will have to be
waiting a long time for any inheritance!”

“But don’t you think it’s bad luck to talk that way?”

“Say, did you know that Merlin has gone away?”

“Well, he comes and goes at his will.”

“Yes, but he is gone again, and at such a time...”

Siv Nadoc
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NEews

Madoc: “Spies say another Saxon army has landed in
the east! [s there no end to these devils? His name is Aeth-
elswith, but we don’t know his plans. The king has ordered
Duke Lucius of Caercolun to be ready. But our army isn’t
going to be distracted. We’re going to attack King Zlle, as
we've planned, even though certain of our cowardly vas-
sals are not reporting. Disloyal bastards, that’s what they
are! Caercolun won't be there, but that’s at the king’s or-
ders. But that Cornwall — he’s the worst of the lot!”

The army will assemble at Silchester.

RovaL CONVERSATION

“We are going to attack the Saxons under King
Alle. We will march out as soon as the roads are clear,
with whatever troops have mustered. We do not need
those errant nobles. No doubt they too are under attack
from the Saxons, who must have emptied their lands to
all come over here.”

INTRIGUE

“Merlin is absent because he is so exhausted from
using so much magic last year to help King Uther win a
victory in the Battle of Damen. But the king has prom-
ised to help Duke Ulfius of Silchester.

“You do know, don’t you, that the mages must sleep
when they use their powers to such a great extent? And
the king is so impetuous without the magician’s guid-
ance. | hope he is not acting too hastily!”

EVENTS

Uther summons his army to meet at the city of
Salisbury in early summer. Earl Roderick comes with
all his knights, including all the player knights. The
earl assigns them to a unit led by Sir Amig (Battle skill
19), the old knight who taught them. The new knights
should feel comfortable with him leading. He is a ban-
neret and also has his own 6 vassal knights.

It is noted before the battle that some of Uther’s vas-
sals did not show up for the muster. Among them, the most
prominent absent lord is Duke Gorlois of Cornwall.

BatTLE OF MEARCRED CREEK
Mearcred Creek is located in Sussex.

The First Charge is against Saxon footmen, deter-
mined randomly using the Saxon Battle Enemy Table
(Pendragon, page 213.) The rest of the fight is against ran-
dom Saxon troops. However, all the Saxons are on foot, so
mounted knights get a +5 modifier to all Combat skills.

Player’s Unit Size: 7 + player knights
Unit Commander’s Battle Skill: 19
Length of Battle: 5 rounds

Battle Size: Medium

Commanders

King Uther (Battle = 19)

AZlle (Battle = 17)
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Modifiers

Uther has superior troops: +5
After the Battle

Victor: None.

Plunder: None.

Glory: 30 per round.
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Court

The player knights will
presumably become the
most important knights
in the earl’s court, in time.
For now, though, here are
a couple of knights to use
as “leader-types” for your
campaign. When you
need someone in court to
voice a particular opinion,
these are the guys to do
it if no player character
does.

Sir Lycus: A warrior
of simple Kknighthood,
an obedient, practical-
minded, ruthless Killing
machine.

Sir Bar: Big and a bit
slow, strong and obedi-
ent, Sir Bar goes which-
ever way he thinks the
majority is going.

Sir Leo: Moral leader of
the household, Sir Leo is
anupright knight trying to
do good, not just do well.
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BattLE OF COLCHESTER

King Aethelswith takes a short sail from Kent with
his continental army and also many warriors from King
Hengest. They land near Maldon and pillage widely un-
til Duke Lucius musters his army and meets them south
of Colchester. The fighting is fierce, but the Saxons pre-
vail and the duke has to retreat to Colchester. British
refugees flee into the Quinqueroi Forest but are pursued
and enslaved by the hundreds.

CHristmMas COuRT

Royal Court: The mood at the Christmas court
is gloomy — one Saxon victory in Caercolun and one
standoff in Sussex do not add up to good cheer. The
king is absolutely foul, holding many secret conferences
with his barons, and afterwards they are also in an ill
mood.

Salisbury Court: Earl Roderick is pensive; he urg-
es his new knights to practice hard at the arts of war.
“This is no time for poetry,” he says.

SpeciAL WINTER PHASE MODIFIERS

Because of the fighting, the following counties suf-
fer the following modifiers to the Starting Bad Weather
roll in the Winter Phase.

Hampshire, Sussex: Land was raided (+1d6)

Caer Colun: Land was pillaged (+2d6)

ToBeHicnKing

Uther wants to be High King, but he cannot
simply ignore or exploit the other rulers of the lands
about him, for he has a greater objective to shape his
decisions. King Uther is currently the legitimate king
of Logres, the largest and single most powerful king-
dom in Britain. Yet this is not enough for the ambitious
Pendragon. His brother, Aurelius Ambrosius, and many
other famous rulers before him were also High Kings of
Britain. Uther wants this honor in part simply for the
renown, but also because it gives him certain powers
over the kings of the other kingdoms. He feels that, if
he can muster all the kings together, he can drive the
Saxons out forever.

Two ways exist to become the High King. Firstly,
Uther can make war and conquer everyone, whereupon
all will have sworn fealty to him. Second, he can use
politics instead of force; he could be elected to be the
High King by an organization called the Supreme Col-
legium. The greatest Briton High Kings were all elected:
Constantine the Great, Maxen Wledig, Aurelius Am-
brosius, and even evil Vortigern. Election legitimizes
political powers and establishes authority. Uther wants
to be elected.

TrHe SupREME COLLEGIUM

The Supreme Collegium is the body of “wise men
of Britain,” and the college is the sole source of great

and ancient powers of Justice and Law. The Supreme
Collegium first met during the time of the Roman Em-
pire. It was in August of 306, and the empire was at civil
war. The noble men of Britain met and named one from
among themselves to be the High King. He was named
Constantine, and he defeated his foes and brought jus-
tice and law back to the Empire. He went onward to
become Emperor Constantine the Great after he united
the Roman Empire and made Christianity the official
imperial religion.

In Britain, the august body of the Supreme Colle-
gium met afterwards, and at times selected other High
Kings. Thus, in 415 it selected a native British leader to
rule them, because the Roman Empire had again grown
weak and selfish, abandoning the good folk of isle to the
barbarians. The Collegium’s choices have always been
respected as the legal rulers of the island. Most recently,
Aurelius Ambrosius, the older brother of King Uther,
was elected.

The council was originally composed of the most
distinguished people from all the British tribes and Ro-
man institutions. Eventually, the number of seats was
settled at 28, one for each of the Great Cities of Britain.
Over time, the right to hold such a seat changed in var-
ious places. In some holdings it became the inheritance
of one family or was appointed by the local leader, while
in others the Legate was still selected from among the
leading men of the land.

The Supreme Collegium is subject only to itself.
It is a legal political body and must conform strictly to
its traditional rules to perform its function. The Col-
legium must meet whenever a new High King has to
be selected, or whenever at least 15 of its 28 members
decide mutually to meet. All members must be noti-
fied of the meeting six months in advance. Whoever
attends the meeting may vote, but no proxies are al-
lowed. All the other official proper procedures must be
fulfilled, but when the result of the vote is announced,
the results are permanent. Success requires that 3/4 of
the attending members of the Collegium vote to elect
someone as High King.

Unfortunately, the Collegium is in some disarray
at present. Saxons have destroyed one of the seats, Can-
terbury (though Uther claims he can replace it). Seats
are now held by men ruling places no longer important
(Manchester, Bulith, etc.), and some seats are held by
men who hate Logres and Uther (Totnes, for instance).

Twelve members of the Collegium are Uther’s vas-
sals. At this time, he feels confident that he has the sup-
port of some non-Logres votes as well. Yet not all his
vassals are loyal enough to automatically vote with him.
Behind the cowardly shield of a secret ballot, they have
power to defy him. He must always be aware that they
hold this power, and that each legate would vote for him
only out of friendship, necessity, or admiration. Thus, he
is always trying to obtain their greater loyalty. But Uther
is a rash king, so there’s the risk that his hot temper will
end his (or rather, Merlin’s) long-term plans.
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THE 2 8 LEGATES OF BRITAIN

The following seats of the Collegium legates are
listed by seat, followed by the name of the current hold-
er of that seat.

Alclud, King Strangorre

Caer Beris, just outside Bulith Wells, King Powys
Caer Caradoc, Duke Gloucester

Caer Constantine (Totnes), King Cornwall

Caerwent, King Escavalon

Cambridge, Earl Huntington

Canterbury,EarHient (position destroyed)

Carduel (Carlisle), King Gorre

Carlion (Isca), Archbishop of Carlion (Roman Church)
Carohaise (Wall), King Cameliard

City of Legions (Chester), Duke Cheshire

Colchester, Duke Caercolun

Doncaster, King Roestoc

Dorchester, Praetor Dorset

Eburacum, King Malahaut

Exeter, Duke Cornwall

lichester, Earl Jagent

Leicester, Duke Lindsey

London, Lord Mayor of London

Manchester, King Amans

Oroquelenes (Wroxeter/Viroconium), King Orofoise
Sarum, Earl Salisbury

Silchester, Duke Silchester

Sinadon Caernarfon (Segontium), King Gomeret

St. Albans, Archbishop (British Christian) of St. Albans
Vertis (Worcester), King of the Dean

Wells, King Somerset

‘Winchester, Earl Hampshire

Britisn TROOPS

Source: The following list is adapted (with some
modification) from “The 28 Cities of Britain” by Ne-
nnius, the 8th-century Welsh monastic author of the
History of the Britons.

YEAR 486

Court
Court is held at Windsor.

SpeciaL GUESTS

Praetor Syagrius of Soissons
Merlin the Magician

Gossip

“But isn't it terrible about Maldon and Colchester!
My ma has three cousins living with her now! Those
horrible savages! Oh, it’s the end of Britain, I say. [ am
praying every day that King Uther strikes every one of
them dead!”

“Listen, datlings, it’s everywhere. My last lover,
that monk, told me that the vile Franks are even worse!
They've overrun the last Roman outpost in Gaul. The
barbarians are everywhere.”

“And who can be surprised? Since the Great City
of Rome fell, everything there has been dismal. Maybe
it’s the end of the world.”

“But aren’t you afraid that they’re coming here! Those
savages are probably marching here right now!”
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“We have nothing to worry about. When I was
in the king’s chambers I saw that Merlin is back. The
kitchen had his usual plate of food out there. He’s look-
ing a little wan and tired.”

“Well I'll say you would, too, if you had to sleep for

1

six months without eating! Like a bloody bear, he is!

News

Madoc: “It’s time for revenge. 'm going to take a
force and harry those Saxons around Colchester. Most of
them are scattered in bands now, and we should be able
to kill a lot of them before they even know we're there.
I'll be leading knights to go raiding.”

RovaL CONVERSATION

“The notable and infamous barbarian King Clau-
das of the Franks has conquered Soissons, the last Ro-
man outpost in Western Europe. The good Praetor Sy-
agrius has come here to ask us for our help to recover his
lands. We are considering it. Please give him all kind-
ness and hospitality, just as if he were a Briton.”

INTRIGUE

“Syagrius is offering half the treasury of the Frank-
ish king to Uther if the army can take Paris, but Uther
doesn’t want to spend a long time on the continent.
The king is worried about his own land, and having
those reluctant vassals is no help.”

EVENTS

As usual, the player knights report to Sarum to do
their duty to Earl Roderick. They are excited about go-
ing raiding in Colchester area. Instead, Roderick puts
them on garrison duty. How disappointing!

ApVENTURE: SWORD LAKE

Garrison duty includes riding guard patrol around
the borders of the land. (See the adventure “RIDING
PATROL.”) One day, while on patrol, the player knights
have the following adventure.

Setting: Along the way they meet an old man
dressed in tattered goatskins who asks a favor of them.
He says that his cherished old goat has wandered away
up a nearby hill; as he is too old and weak to climb up
after it, will the good knights? The old man claims to
be a peasant of the earl, and says he used to serve the
earl at court as a goatherd. He seems to know quite a bit
about court in general, if he is quizzed.

If the knights refuse (and they may well — why
should they help this peasant? Knights have far more im-
portant things to do...!), have them see the goat; it really
is quite large. Hence, they can attempt a Suspicious roll,
with a +5 modifier based on the size of the goat. (Success
= they suspect that something special is going on here.)

If the knights still refuse, they go about their busi-
ness and the adventure ends.

Problem: If they decide to help the old man, they
must ascend the hill. They can ride if they wish; the
hillside is not too steep or treacherous. At the top lie

some old ruins, not much more than a 3-foot-tall foun-
dation of a large manor. A big black billy goat chews its
cud and watches them approach. When they are close,
it turns and bounds away down the hill towards the
woods.

If the knights chase it, they enter into an area with
scattered trees and brush. The foliage is not so dense that
they cannot ride, but the goat still outdistances them eas-
ily. It slips into some brush, lost for a moment, and then
suddenly cries out loudly, as if in pain.

At that moment a smallish, three-eyed giant steps
out, clutching the goat by its horns. The goat is bawling
and kicking harmlessly. The giant sees the knights and
tosses the goat aside. If the knights do not attack right
away the giant picks up a boulder and throws it at one of
the knights. If the player knights have dismounted, they
can Dodge the boulder that the giant throws at them.

If the knights attack, the giant snaps a tree off to
use as a weapon.

Three-Eyed Giant: Glory Won 100; S1Z 30, DEX 7, STR 24,
CON 25, APP 5; Move 3; Armor 15; Unconscious 13; Major
Wound 25; Knockdown 25; Hit Points 55; Healing Rate 5;
Damage 9d6.

Combat Skills: Small Tree 18, Thrown Boulder 12 (7d6),
Grapple 15 (4d6).

Skills: Avoidance 4.

Prudent Modifier: +5.

If the knights are all killed or badly wounded, or
if they run away without slaying the giant, then the
adventure is over for them. Any survivors must make
their way back to the earl and report what has occurred,
whereupon he will send out a stronger party with a
leader to slay the giant.

If they are victorious, then the old man can be
heard from the hillside behind them, laughing and
cheering them. He congratulates them for their great
courage and prowess. As he approaches, a wavering
cloud of fog and smoke surrounds him for a moment,
and the knights can then see that the man is actually
Merlin. If knights have been incapacitated, then Merlin
uses his magic to heal them.

Secrets: Merlin next says, “You will do. Come
with me,” and with that he strides off into the woods. If
the knights question him in any way, he says, “Silence,
please. I need guards against monsters, not inquisitors.”

After a relatively short walk, allow an Awareness
or Faerie Lore roll. (Success = they see that the forest
ahead is shining rather strangely. Critical = It is a patch
of faerie forest.)

“Leave your horses here with your squires,” orders
Merlin. He makes a couple of magical gestures and,
holding his staff before him, strides off without looking
back. The knights may accompany him on foot. If any-
one tries to ride, or if any squires accompany, then the
scene before them wavers. They have one more chance
to obey Merlin. If a knight continues to disobey, he and
his squires are immediately lost in the woods, Out of
theStory.
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Merlin halts and points with his staff, saying,
“There! Protect me now, good knights, for the sake of
your king and your lives!”

Out of the brush rides a man with two swords
riding on a horse, but both the man and horse are the
same slimy dark green color. The steed seems impos-
sibly nimble amidst the trees, charging forward where
the knights’ mounts would most certainly barely be
able to walk. The green man looks at the knights,
bellows once, and charges.

“Do your job now, knights!” says Merlin. If they
care to turn towards him they see that he is strid-
ing off towards a small empty barge on the lakeside,
not even looking back. If the knights say anything to
him, he says nothing.

Creature: As the man charges forward, he
sprouts new arms out of his body and snaps off large
branches as weapons. At melee range, he has one arm
for each knight (up to 4 knights afoot can attack him
at the same time). The knights may notice that the
green man is trying to get past them, at Merlin. Their
job is to prevent that.

This enemy is quite powerful; no matter what
amount of damage is done to him, the rider never seems
shaken enough to require a DEX roll to stay on. The horse
leaves a trail of water behind it, and water gushes from its
wounds as it fights. Of course, the rider is not actually a
rider upon a horse at all — both “man” and “mount” are
a single creature, a nukalavee (see Appendix 1).

It fights until it is dead, whereupon the knights can
see that the appearance is deceiving, and it is not a per-
son on a steed, but actually a single creature. Once slain,
the nukalavee slowly melts away, leaving only a pile of
disgusting green slime behind, looking much like the al-
gae on a pond. Afterwards, when the business is all over,
Merlin can explain that it is a nukalavee, if he is asked.

If the knights do not stop it, the monster rushes
past them. They are slower than it is, since they are on
foot, but they might see it reach the pool and rush out,
running only knee-deep over the water. It attacks Mer-
lin, who raises his staff to fight it; it grapples him, and
they both go under with a great thrashing and splashing,
and then disappear. The empty boat drifts. The knights
have failed. Night falls, and no sign of Merlin surfaces.

If they kill the nukalavee, the knights become
aware (if they have not already done so) that Merlin
has left them behind. They can follow him to the wa-
ter if they wish. His trail leads to the lake whence the
monster came.

They now see him standing in a small boat in the
midst of a small lake, atop of which switls a low fog
moved by silent breezes. An arm reaches up out of the
water, clutching a beautiful sword that gleams in the
light. Merlin’s low murmurs can be heard across the wa-
ter as he crouches and takes it reverently in both hands.
The arm disappears underwater, Merlin stands, and the
boat, of its own accord, moves solemnly to the shore.
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Merlin steps ashore, the boat moves away into the
mist. Merlin puts the blade carefully under his robes.

“Well done, knights,” he says. “Britain is in your
debt. Let us go now.” He sets off on a vigorous walk
through the woods again, to where the horses and
squires await.

Afterward, the knights ought to report this whole ad-
venture to the earl, who is at first surprised that they met
Mertlin, and who then marvels at what has occurred. He
inquires for details, but the knights can report only what
they know. The earl praises them highly, orders a feast,
and gives them a place towards the front of the room.

Glory: 50 points for successfully helping Merlin.
Divide the Glory for monsters defeated among the com-
batants.

WAR IN SOUTHERN CAERCOLUN

In the east, the Saxons are enslaving as many Brit-
ons as they can, killing everyone who tries to run away.
The British army goes ready for skirmishing all summer.
Yet there are more Saxons than Britons, and when Duke
Lucius comes out with his army, the enemy gathers quickly
and battle is met. Near Ipswich, the duke is ambushed and
killed, though much of his army escapes northward.

The king sends Sir Brastias to settle the area; Bras-
tias rallies the army and the Saxons stop advancing. Af-
terward, Brastias reports of victories, but everyone knows
that nothing of strategic significance has occurred.

More refugees find their way to Silchester, and
some as far as Salisbury.

CuristMas COuRT

Royal Court: King Uther is again unhappy. He keeps
checking to see if weapon production is ongoing, and many
merchants and minstrels (i.e., his spies from other courts)
visit him. Many of them are from the continent.

Salisbury Court: Earl Roderick is pessimistic
about the defeat in Caercolun, but realistic about the
relatively light losses suffered by his men. He discusses
events and plans with all his knights. He is with the
knights as they check their horses, and provides healthy
steeds to all who need them.

SpeciaL WINTER PHASE MODIFIERS

Because of the fighting, the following counties suffer
the following modifiers to the Starting Bad Weather.

Caerwent: Land was raided (+1d6)

YEAR 487

Court

Court is held at Sarum.

SpeciaL GUESTS

Royal Court takes place at the court of the Earl
of Salisbury. Thus, King Uther, plus his vast court and

household, are present, along with Prince Madoc and
his retainers.

Large numbers of other noblemen and their reti-
nues also join the court.

Gossip

“I hate it when the king comes here! Everyone gets
moved around... After a hard day of work I can hardly
even remember where I am supposed to sleep!”

“Not me. I am glad to have him and his army here.
Who knows what those Saxons are going to do next!
They're all over the place! The eastern lands have been
devastated by the wars there.”

“Did you hear? The Praetor Syagrius went and visited
the kings of Malahaut and Cornwall, but they turned him
down flat. Too many Saxons and Irish on the island to
leave their domains unprotected, they say.”

“Oh, by the way, where is that Merlin now?”

“Good riddance to that son of a devil, I say.”

NEews

Madoc: “The admiral is seeking volunteers to raid
the Saxons up and down the coasts of the Saxon Shore.
The objective is simply to destroy as many ships as pos-
sible.”

Ulfius: “The victorious King Aethelswith, the new
Saxon, has started to call himself the King of the East
Saxons. No one really cares.”

RovaL CONVERSATION

The lords of Logres are summoned to meet in Sa-
rum four weeks after Pentecost. All nobles must make
sure their holdings are secure behind them, that all en-
foeffment obligations are met, and that they have laid
in supplies in all castles in case they are besieged next
year.

INTRIGUE

The king and his nobles are discussing the op-
tion of invading Frankland. He has already ordered the
gathering of ships, as well as the refitting of the old fleet
that his brother once commissioned.

EvVENTS
ADVENTURE: GREAT SWORD FEAST

Setting: The Court of Sarum, at the Christmas
Feast.

Event: The Christmas Feast is one of the three reg-
ular Crown Wearings of the year, so everyone comes to
court to participate. Sarum castle is mightily crowded with
King Uther and his retinue present. Nonetheless, every-
one is invited to the annual event. It lasts for a week.

At various times, gifts are given. All goes well,
with the servants first getting gifts from the earl, then
the knights (so that the player knights who are bache-
lors get their annual clothing and so on). The earl then
gives his household officers presents, and then his own
family members get their gifts.
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The king next does the same for his household,
knights, and officers. Finally, he gives his son a new
set of armor and a generous grant of several manors of
land on the Thames, and also the holding of Windsor
Castle. This is a huge gift, but not unusual for royalty,
who have many expenses.

Among the earls, Roderick gives Uther a beautiful
cloak trimmed with the fur of white bears, imported
from Norway. The dukes all have gifts to better that. Fi-
nally, Prince Madoc calls in his men, and ten retainers
come forth carrying special stretcher-like frames to bear
large treasure. They place them in a semicircle and, on
the prince’s signal, open them all at once. All contain
booty from the war: A chest of silver coin, another of
gold; one of goblets and plates, another of jewelry; one
of silver and gold, one of red and purple jewels; another
of bolts of silk and samite, others of gold cloth and silver
thread. Prince Madoc then unrolls a cloth as if it was a
carpet. Everyone sees that it is a battle standard taken
from a dead Saxon chief. The king descends, walking
upon it, to admire the goods.

He then takes various things and fondly hands
them over to his lords, pressing goblets, jewelry, and a
bolt of silk upon one; a massive gold necklace and a
book upon another; and so on, seeming to know the
right gift for each man. Then handsful of silver for his
knights, and a fistful for each visiting knight (£1 to each
Salisbury player knight, or perhaps more if their Glory
warrants it).

After a long while, all the gift-giving seems to be
over and the great hall is cleared to set up the tables for
the feast. Suddenly, at the back of the room the people
are all abuzz, a herald rushes in and makes a great shout.

“Presenting the great wizard Merlin, the Guardian
of Britain!” he says, just in time as the impatient mage
walks into the room. He looks neither right nor left,
but strides to the front, where King Uther sits on the
earl’s throne.

“Welcome, Merlin, to these halls,” the king says.
“You are always welcome in my court.”

Merlin thanks the king, and speaks in a loud, clear
voice. “Gold and silver, clothing from far distant lands;
these are surely gifts worthy of a king. Yet you, Uther,
deserve more, for surely no one in the world has ever sat
as high as you, not even the emperors of Rome.” Uther is
clearly flattered. “Yet, even you lack one thing” The king
frowns, the room murmurs. “Such a great man deserves
nothing but the best, and he who would bring peace to the
whole of our great land deserves all that would help him
to obtain it. And so I, your humble servant, am pleased to
offer you, from my weak hands, this.” And he pulls from
beneath his robes a gleaming sword whose own internal
light causes everyone to gasp in delight and wonder.

Even the king is surprised and stands up. Merlin
takes the sword by its point, his hands covered by his
robe so as not to tarnish the blade, and extends the
pommel to the king. “For the High King,” says Merlin,
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and with a loud triumphant statement, “Excalibur, the
Sword of Victory!”

Everyone in the room gasps aloud, and when the
king takes the sword they break into applause and
cheer. It is clear that the king is highly pleased. “Surely,
now,” he says, “no one can stand before me.”

“All you need do,” says Merlin, “is to remain just.”




King Uther holds the gleaming sword and stares at
it in wonder. “Now I'm prepared to visit some friends of
mine.” Ulfius, at a table nearby, chuckles. Uther names
the nobles who will accompany him to visit Duke Lind-
sey, and among them is the Earl of Salisbury.

“This is cause to celebrate then,” says Uther.
“Bring forth the tables, and make a place at my right
hand for Merlin, whose wisdom and truth guides our
good land.”

“Thank you, Lord,” says the magician.

Then, assuming the player knights helped him in
the “Adventure of SWORD LAKE,” he turns to Earl
Roderick and says, of those knights, “Watch these men
well, and give them rein to help Britain.”

And the feast begins.

Secrets: Excalibur is, of course, the sword that the
player knights helped Merlin to get. When the feasting is
over, about eight hours later, the earl, “with the permis-
sion of my lord Merlin,” calls forth the knights and tells
them to give an account of their adventure. Everyone
listens with rapt attention, many knights with jealousy,
many women with gleaming eyes, heaving bosoms, and
desirous glances turned toward any player knights yet
unmarried (and perhaps even those who are...).

Glory: For this presentation to the High King and
the public, everyone who was along to help obtain the
sword obtains another 50 Glory.

Player Hook: The earl hereafter gives his ear to
the knights more often, and he also gives them quite
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a bit more choice in their own actions than is normal
for vassal knights. He sees that they are special in some
manner, and doesn’t want to stifle that.

A CHolce

The earl later tells the knights that they can ac-
company him with the king, if they wish, or that they
can go along on the naval raids at the coast. Quite re-
markably, they have their own choice in the matter.

Player Hook: Let the players decide. A battle is
more likely to get them more Glory. Prince Madoc is
going to lead the raiding. In essence, they have a choice
between the “Adventure of the LINDSEY EMBASSY”
or the “Adventure of the NAVAL RAIDS.”

ApVenTURE: LINDSEY EMBASSY

Setting: The king, with a small guard, rides to the
Duke of Lindsey, meeting his vassal at Lincoln. Along
with Uther are Merlin, Duke Ulfius, and many other
noblemen, including Earl Roderick.

Problem: The duke has been recalcitrant in obey-
ing Uther lately, being jealous of his prerogatives but
dependent upon the king for defense against the Sax-
ons of Diera and the northern Cymric Kings (under
Malahaut) as well.

Characters: The Duke of Lindsey, one of the
members of the Supreme Collegium.

Activities: The party reaches Lincoln, but the
duke is not there. His steward promises that he will
be back soon, and the party settles in for a week. The
nobles go on a hunt. At last the duke shows up, and
after a perfunctory formal greeting, the nobles retire to
prepare for a feast.

It is clear that the duke is not happy with the king’s
presence. Still, he is formal and never incorrect or in-
sulting. [Intrigue. Success = the duke thinks that King
Uther is arrogant and wants too much. He still needs
proof that Uther is more than a tyrant. Critical = he is
afraid of Uther.]

Solutions: The feast is good and plentiful, though
not sumptuous. The king and duke at the high table are
formal. After dinner the entertainment begins. Some
bards sing, and some men tell of their battles. Then
the king calls upon the best speaker among the player
knights and demands that everyone hear of the “Ad-
venture of SWORD LAKE.”

The chosen knight can attempt a Compose roll.
(Success, gain +5 modifier to next Orate or Singing roll;
Critical, +10; Failure, +0; Fumble, -5.) Then attempt
Orate or Singing. If necessary, Uther stops the tale at
the point where Merlin gets the sword and leaves the
knights. He thanks the speaker, who gets 10 Glory for
speaking at the king’s command.

“Merlin,” says the King, “Can you tell us more of
this sword?”” And, of course, everyone knows Uther
has it, but Merlin then tells a part of the High His-
tory of Excalibur and ends by pulling it from under
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his robes, gleaming in the smoky halls and dispelling
all shadows.

Duke Lindsey is sitting straight up in his chair by
this time, as are his knights. They are, perhaps despite
themselves, quite impressed. Lindsey’s attitude becomes
warmer towards Uther, who is obviously enjoying him-
self even more.

Glory: 15 Glory for witnessing Lindsey’s submission.

Option — Further Adventure: While at court, af-
ter the success of the Lindsey Embassy, the king wants
to send messengers out to other nearby kings, inviting
them back to Lindsey to visit him. The player knights
are sent to court of the King of Malahaut at the city of
Eburacum.

ADVENTURE: MALAHAUT EMBASSY

In the time when King David reigned in Judea,
Eburacus was a powerful and successful king of Britain.
He conquered parts of the continent, and he established
many cities. Eburacum was one of those. It grew to be an
important and wealthy city, with thousands of people liv-
ing on both sides of the Ouse River.

In Roman times, the city was a legionary fortress.
The Roman walls still enfold the royal city on the north
side of the river. More recently, King Heraut de Aprés
has enclosed the civilians in the southern settlements
within a new defense work and erected a new castle,
where he now resides.

Setting: Eburacum. Player knights are allowed
only into the OId City, south of the river. They won’t
get across the bridge, or into either of the gates to the
Royal City.

Problem: The Centurion King is out, fighting
against Saxons to the east. The messengers must speak
to him. They can wait in Eburacum, or get someone to
take them to the army.

Secrets: He doesn’t want to hear about the Sword
of Victory.

Solutions: Wait idly, or take up an offer to go and
fight some Saxons raiding nearby.

Action — Wait Idly: The wounded veterans in the
castle mutter just out of earshot. Some of them might
challenge a “practice sword fight.” Roaming around the
city is not forbidden; it has two castles, though the visi-
tors are not let into one of them. After several weeks,
the skies fill with winter clouds, and the wait finally
ends: go to Conclusion, below.

Action — Find the Army: The knights can ride out,
probably with a guide, to find the king in the field. They
may well meet Saxon pillagers or scouts along the way.
They may have considerable difficulty finding the king.
If they do find the king, he asks their business: go to
Conclusion, below.

Action — Fight while Waiting: The seneschal one
day asks, “Would you gentlemen be interested in chas-
ing off some Saxon raiders!?” So, some service can be
done for the king and to prove the honor of the south-
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ern knights. After running a skirmish or two, go to
Conclusion, below.

Conclusion: The Centurion King asks the am-
bassadors’ business. He listens, and then says scorn-
fully, “Tell King Uther that I will visit him when [ have
the leisure time.” He then turns away, dismissing the
knights. Shortly thereafter, one of his courtiers gives
the player knights letters of safety to leave the kingdom.
It is a cold ride home.

Glory: 10 for delivering the message, plus any Glo-
ry gained for foes fought.

ADVENTURE: NAVAL RAIDS

With the start of spring, the earl assigns his
knights to their duties, but gives the player knights a
choice of duties, as described above. If they choose this
adventure (as opposed to the “LINDSEY EMBASSY”),
he says, “You are knights of great promise, and we will
miss your presence.”

Setting: The knights are to report to Hantonne,
at the mouth of the River Test. A mere hundred or so
knights show up. The admiral is Gwenwynwyn [Gwen-
win-win], son of Naf, a proud man who watches the as-
sembled knights with a critical eye, but without comment.
Prince Madoc, son of Uther, stands beside the admiral.

The prince addresses the company, explaining that
they are going to raid for purely military reasons — not
to invade, not merely to seek plunder, not for glory or
for love of battle. They are going to seek ships along the
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coast and, where they find them, to land and burn them.
The job of the knights is to protect the sailors who go
ashore to set the ships afire. All dead and wounded are to
be retrieved and brought back to the ships.

The ships are not large, having both oars and sails,
and are without significant superstructure. They hug
the coast as they sail, and put into land each night. The
fleet travels together at all times, hoping to maintain
superiority in numbers.

Problem: Treat each landing as if it were a sin-
gle Battle Round with a random number of Combat
Rounds, as per the usual Battle rules (Pendragon, Ap-
pendix 4). The knights can choose one of their number
to be the unit leader to make the Battle roll. The enemy
is always Saxons.

In the first battle, the knights land near Pevensy.
They surprise the foe completely and are confronted
with 1 Saxon per 3 knights. The ships of King Zlle (of
the South Saxons) are easily destroyed.

Next the fleet lands at Dover, and the knights must
fight 2 Saxons per 3 knights. The ships of the Jutes are
burnt.

Third, they sail up the Blackwater River and land
at Maldon. Only a few ships are present, which are easily
burnt without a fight. The fleet sets sail again, and where
the Blackwater River meets the Colne, the fleet of the
East Saxons meets them. It is a naval engagement, and
this time there are 2 Saxon warriors per player knight.
However well or poorly the player knights do, the Saxons
are defeated and their ships sail back up the Colne River.
The Britons pursue; the knights see the ships drawn up
on the beach and are sent ashore again. There is another
fight, this time with just one opponent each, the rest
having been slain at sea. The ships are burnt.

The fleet then takes a rest in Yarmouth. Joined by
reinforcements (perhaps more player knights to replace
those too wounded to continue), they sail northward
to the lands of Lindsey, and are met at sea once again
in the waters of the Wash. Again, this fight is against 2
Saxons for each knight.

Glory: Glory is of 10 points at Pevensy, 20 at Dover,
none at Maldon, 30 at the first naval battle against the
East Saxons, and 30 at the Battle of the Wash. In addi-

tion, they get the usual Glory for each enemy slain.

CHristmas COuRTt

Royal Court: King Uther is in a better mood. He
has acquired the promise of a vote from Lindsey, so he
knows he has advanced his cause. He confers with his
nobles and spies to find out more about those reluctant
northern lords in Cumbria. Several times he asks the
knights to his hall to tell him again about what they
saw in Eburacum.

Salisbury Court: The earl is talking politics.

SpeciaL WINTER PHASE MODIFIERS

Because of the fighting, the following counties suffer
the following modifiers to the Starting Bad Weather.

Sussex, Kent, Essex, Rheged, Catterick: Land was
raided (+1d6)
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Court

Court is held at Winchester.

SpeciAL GUESTS

Prince Madoc

Praetor Syagrius
The British Army

Gossip

“But I must say, it worries me! Attacking the Franks!
Don't you think it is foolish, I say, and terribly dangerous?!
King Claudas has never lost a battle! What if the Franks
start invading us too, like the Saxons?”

“Wonderful, I say, to help Praetor Syagrius! And by
God, the cause is so just! Good for him.”

“The king is attacking the Franks! Well, I'll say
I guess we will see some plunder next year! I hope my
husband brings me some of that French ribbon!”

“That’s what it looks like, but can the king be
attacking Cornwall! That duke has insulted him by
ignoring the summons too often. There can’t be that
many Irish raiding his coast!”

“Listen, darlings, the king is just training the new
knights with this attack, because there is a new Saxon
army pillaging up north. He'll need veterans next year.”

NEews

Madoc: “The king has ordered the army to muster.
One half of all knights and one half of all foot troops
are to assemble at the ports of Hantonne and Chich-
ester with provisions for a 40-day campaign. They will
accompany me to France. King Uther, with pressing
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business of the realm here, will keep the other half of
the army in Britain.”

Brastias: “Prince Madoc will lead the army to
France. King Uther, with pressing business of the realm
here, will remain with half the mustered troops.”

RovaL CONVERSATION

“For the sake of God and my good friend Praetor
Syagrius, we will return to the continent and destroy
everything that gets in our path. It is a time for all good
knights to come to the aid of their king and country!”

INTRIGUE

Uther is uncertain about his vassals — especially
Duke Gorlois. Furthermore, there may be an attack by the
Saxons or even some Britons upon the land while half the
army is away. The primary culprit in this would be Duke
Gorlois of Cornwall. There is also a Saxon army pillaging
up in the far north, and even King Lot avoided battle.

TuHEe EaRL SEeks CounciL

Earl Roderick summons his knights and councilors
to advise him. He reveals that the king has offered him a
choice either to stay in Britain, under the King, or to go to
the continent, under Prince Madoc. The earl wants to get
the opinions of his knights before he makes a decision. He
asks each of them to give an opinion, if they have one, as
to whether they ought to go to France or remain behind.

He asks the player knights, as the newest members
of his court, to speak first. The Gamemaster ought to let
them voice their opinions in or out of character. Let the
knights try Orate rolls if they wish. After all the players
have given opinions, the Gamemaster should say some-
thing like, “The other knights speak, some for France
and some for Britain; but when the older knights speak
they all say that it would be best to [do whatever the
majority of the player knights wanted to do].”

The earl agrees. “I will tell the king on the mor-
row,” he says.

Earl Roderick
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EVENTS
ADpVENTURE: WATER LEAPERS

Setting: If the knights remain in Britain, they are part
of the army that musters at Sarum Castle. They march on
the decaying Roman road west from Sarum through Sel-
wod, and into Somerset to Wells. The Earl of Jagent comes
from the south to the king. The army slowly moves north
toward Bath. There, one evening, King Cadwy, the lord of
the Somerset, meets with Uther in secret.

Problem: Around midnight, the player knights take
their posts around the king’s tent. Many ranking lords are
there, and the king’s voice is loud enough to be heard eas-
ily in the still air. Uther tells his nobles that King Cadwy
has agreed not to resist him or to rebel, but only if someone
will volunteer to go into the marsh to seek the water leap-
ers that are plaguing his fishermen.

The player knights are likely to volunteer. Encour-
age them by asking if anyone has a Reckless, Valorous,
or Loyalty (Pendragon) stat of 16 or more, and then have
them roll. (Success = they cannot hold back and burst
into the tent to volunteer to fight. The king looks once
at Merlin, who knows the knights, of course, and with a
grim smile gives them the job.

The knights can go out, two or three to a boat,
into the marsh.

Creatures: Water leapers, one per knight. (See
Pendragon, page 188.)

Solutions: The monsters attack, not courteously
attacking one against each knight, but all of them gang-
ing up on the boats one at a time so that the knights are
outnumbered unless they pole their boats together.

Glory: 100 per water leaper slain.

Note: If this adventure is not used this year, keep it
handy! It’s a good short adventure to fill in some empty
stay-at-home year.

ADVENTURE:
INVASION OF FRANKLAND

Setting: The fleet, the coast of Gaul, and the city
of Bayeaux.

Problem: Invasion! War! This is no problem, this
is what we live for!

Characters: Prince Madoc, the British army; the
Soisson Roman army, the defenders of Bayeaux.

Events: The fleet loads, waiting for the right tide and
wind combination. (Stress this period of waiting. It happens
every time someone tries to cross the British Sea— i.e., the
modern English Channel). The fleet sails.

Secrets: The player knights overheard Prince Madoc
talking to his household. They hear the noble council
talking. (Voices start to rise. Pause for oratory. A second
speaks, they laugh. The third is sarcastic. The fourth is
angry. Exchanges of anger and sarcasm but no insults.
Etc.) Finally, the nobles are loud enough that knights can
learn something with an Awareness roll. (Success = they
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hear the prince slam his hand on the table and say, “Four
weeks or one city, no more.”) The council falls silent.

Ask the knights if they will speak about what they
heard. How did it make them feel? If anyone makes
reference to or acts in accordance with an appropriate
Trait, his knight gets a check.

If the player knights actually ask anyone who was
at the Council what was said, the noble becomes coldly
distant, playing the Courtesy card. “The Prince’s council
is not to be shared...” he says, and your knight knows he
means to say, “..with mere knights.”

Yes, the player has overstepped the bounds of fa-
miliarity (even if speaking with Earl Roderick).

Solutions: Do your job, Sir Knight.

The army lands when a bunch of barefooted merce-
nary Irish kerns wade ashore from one of the ships. When
some buildings on shore start burning, the smaller ships tie
anchor and foot troops go ashore in small boats. The fleet
weighs anchor and sails to a tiny fishing village nearby.
Next dawn, there is the signal at the village, and the ships
move one by one to the little fishing pier to unload. It takes
four days to unload the rest of the foot soldiers, and then
the knights. By the time they and their horses are off, it
has been a week. Maybe they see Praetor Syagrius ride off.
They can see that the engineers have already been chop-
ping down trees to make large siege engines.

The army marches to Bayeaux and lays siege to the
city.

Player knights must wait to do a number of things
here, such as escorting the Praetor as he rides through
his old lands and rallies troops to throw out the evil
Franks. They might be in a skirmish with some lo-
cal Frankish forces (use Saxon warriors, but reduce
Strength by 3 and Damage by 1d6). Maybe they guard
foraging parties that collect food, or maybe come upon
a Frankish temple (they worship the same gods as the
Saxons) and can pillage for treasures. Maybe they come
upon a bunch of defiant but helpless Franks who spit on
the knights and slap their horses’ noses. (This can be a
good encounter for Forgiving/Vengeful, Merciful /Cruel,
or Prudent/Reckless checks.)

In any case, at some point Prince Madoc orders an
assault on the city. Archers concentrate their arrow fire,
and the kerns rush the wall with ladders and swarm over.
They start to get one gate open, which is the one where
Earl Robert’s force awaits, but they are clearly having
trouble. The player knights get a chance to be rash and
rush in to save the day — or to die.

In any case, the army gets into the walls and plun-
ders the city. Knights all get £2d6+1 booty.

Glory: 25 for being on the expedition; 50 Glory to
be among the first assault to cross the breached wall.

After the Assault

The king’s loot is brought out by mule and oxcart,
and then taken to the dockyard of Bayeaux, where the
fleet has assembled. The sailors are all ashore getting
drunk in the wharf front. The foot troops are carrying

goods to the docks. Knights are, as usual, assigned to
guard important installations and people.

The player knights are fortunate to be off duty when
Praetor Syagrius rides in with his British escort (were
these the player knights?) and twenty smartly uniformed
and armored equites, riding through the city to meet the
Prince. Do the knights watch this meeting with Madoc?

Praetor Syagrius sees Madoc in the square and
rides close to him, then dismounts dramatically as his
fancy Roman bugler blasts away from his galloping horse.
Praetor Syagrius kneels before Madoc, and with a loud
and dramatic voice shouts, “Battle awaits us, Sire! The
Franks march on my army at Rouen. Let us meet them
and destroy them as your father swore!”

There is a moment of silence.

“We will not,” says the Prince, self-assured. “We
have enemies at our borders and traitors in our west.
We depart with the next tide.”

Syagrius is dumbfounded. “Your father swore...”

“I am not my father,” shrugs the prince regally.

The praetor seethes a moment, but then rises hero-
ically and cries out, in Latin.

“Then Victory to the Honorable! We go, and leave
poison behind us.” He leaps onto his horse and rides
away with his escort.

Earl Roderick, watching from nearby, forbids any
knights from going with Syagrius if they have such ideas.
If they do go anyway, they can follow Syagrius to battle;
regrettably, he loses the battle and, since the fleet will have
sailed away, they are stranded on the continent. Those
traitorous, deserting knights who went against the orders
of their liege are Out of the Game.

The army loads the ships with loot, horses, knights,
and then footmen. The savage Irish kerns torch the city
and come aboard as the flames sweep the entire water-
front, where the sailors slept last night.

The fleet sails home. Ask the players what their
knights say to each other when they are together, and
again once they are out of earshot of anyone else.

CHristmas COuRT

Royal Court: King Uther and Prince Madoc toast
each other all winter. Everyone is happy, and the king hands
out lavish gifts to his family and household this year.

Now, it is time to get Gorlois obedient to the king
and back in line, or else to remove him from his posi-
tion. He has avoided every muster for years and is a bad
example to the other barons. The army must go and
“convince him to be good” next summer.

Salisbury Court: This has been a good year. If
asked about the Prince’s apparent treachery, the earl
says, “The Prince will do what he does. It sometimes
seems as if kings are exempt from the normal laws of
humanity. It’s not our place to question them, no mat-
ter how... how iniquitous they may seem. After all, his
actions were good for Britain. The plunder will do his
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empty treasury well, and King Claudas won’t hate us
any more than he already does.”

Let the players themselves discuss what this am-
biguous answer means.

SpeciaL WINTER PHASE MODIFIERS

Because of the fighting, the following counties suffer
the following modifiers to Starting Bad Weather.

Rheged, Catterick, Northumberland: Land was
raided (+1d6)

YEAR 489

Court

Court is held at Cirencester.

SpeciAL GUESTS

Among Uther’s many powerful vassals present, the
following two are most noteworthy.

Duke of Lindsey
Duke Ulfius of Silchester

Gossip

“Having all these great dukes around every spring
makes life here crowded!”

“Yes, but it’s not so bad this time, is it?”

“Don’t you think it’s bad news when they’re here? An-
other war? Are the Saxons going to come here again?”

“Listen, darlings, if it'’s the king and the dukes,
then no Saxons are going to get close to here.”

“Well, I'll say that having all these men around is
pleasure for some of us!” [everyone laughs]

NEews

Brastias: “A new Saxon army is in the north led by
Octa and Eosa. They are pillaging Malahaut right now,
and besieging Eburacum. Duke Lindsey has kept them
out of Logres so far.”

Madoc: “All vassals of the king must report to
war this summer with half their knights. Bring 40 days’
worth of food.”

Ulfius: “Word is that Praetor Syagrius was defeat-
ed by King Claudas last summer.”

RovaL CONVERSATION

“We march on Cornwall this summer. Duke
Lindsey will return home to harass the Saxons around
Lincoln.”

INTRIGUE

“The site of the battle has been chosen, the con-
frontation is set. But the king’s vassals have not brought
as many men as they could have.”

Crapter ONE: KinG UTHER PeRrIOD: 485 —495

EVENTS
AbpvenTure: EXCALIBUR’S PEACE

Source: Excalibur, directed by John Boorman.

Setting: Outside Somerset, King Cadwy meets
King Uther, but neither the Somerset king nor his
troops join the marching army.

Problem: The armies meet. Act as if it is a battle,
asking the opening battle questions: “Who is your unit
commander?” and so on. Across the way, the Cornish
army waits in the trees, up a hill, across a stony stream.
[Awareness. Success = you see armored men in some
places, and archers in others.]

Characters: King Uther, with Excalibur; Merlin;
Duke Gorlois.

Secrets: The armies are prepared, and given the
numbers and the terrain, the king’s army will be slaugh-
tered even if it wins.

Solutions: King Uther rides forward to parley,
Merlin walking beside him. The king yells, “One land,
one king!”

“Justice!” shouts Gorlois back.

“Show him the sword.” Uther draws Excalibur and
it gleams brightly even in the morning light. The bright
light reveals troops in the woods and they gasp and
withdraw. Duke Gorlois looks worriedly at his nobles
around him. They are worried.

“Behold the Sword of Victory,” says Merlin, “forged
when the world was young.”

The duke holds a hurried parley with his men,
then steps back toward Uther and shouts.

“And if I surrender, what do I get?”

“You get...!?” starts the king, but he is interrupted
by Merlin, who holds a hurried chat with Uther. Then
the king continues, “All the land from here to the sea,
to hold for the king.”

“I accept!” shouts the duke. A big cheer goes up
from both armies, and everyone can say afterwards they
were pleased with the nobility of the lords, and with the
good that was done for Logres.

Gorlois and Uther camp together, spend the
knight drinking and talking, and late at night the duke
goes away. [N.B. — The “movie section” ends here. The
Duchess does not show up yet.]

Glory: 10 for witnessing this exchange.

LINDSEY SKIRMISHING

At dawn, it is discovered that the Cornish army
is gone. Uther looks smug, and he marches his army
north to Lindsey to threaten Octa and Eosa. He leads
the army into Roestoc, and sends his knights and sol-
diers to hunt down any Saxons they find. But neither
Uther nor Octa and Eosa want to have a pitched battle
yet, so the fight is restrained to skirmishes.

Player Hook: There is plenty of opportunity to
skirmish against Saxons. The player knights can have an
assignment to scout a road and can watch the army of
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Octa and Eosa ravage its way through northern Logres.
The pillagers travel in bands of about double the number
of player knights, with one Saxon leader leading them.

Alternately, this may be time for a short adventure
of the Gamemaster’s devising.

CHristMas COURT

Royal Court: The king is in a good mood. The
prince is saying, “We're not afraid of the northern
Saxon kings. They had to withdraw from the siege of
Eburacum. We are going to fight Octa and Eosa next
summer.”

Salisbury Court: The Saxons must already have
suffered many losses.

SpeciaL WINTER PHASE MODIFIERS

Because of the fighting, the following counties suffer
the following modifiers to the Starting Bad Weather.

Roestoc: Land was raided (+1d6)
Northumberland: Land was pillaged (+2d6)

YEAR 490

SpPrRING COURT

Court is held at Warwick, Wuerensis.

SpeciaL GuEsTs
Duke Gorlois and Duchess Ygraine
Duke Lindsey
Duke Ulfius
Many other lords

Gossip

“Well I'll say, isn't that duchess a piece of some-
thing! I've heard she was just a peasant girl who Gorlois
picked up because of her beauty. It’s all makeup, you
know.”

“That’s a lie. She’s from noble blood going back thirty
mothers. The Queen of the Land Under the Waves was
her ancestress. That is why she is so pretty.”

“And have you tried to talk to her? Her household
kept me away like I was a goblin or something! What
presumption! I'm from queen’s blood too, way back.”

“Don’t you think there are more important things
than gossip about that witch? That Saxon army, the
one led by giants, is even closer! The king’s so worried
that he has the whole army here!”

“But not just to guard us, dearie. They are going to
go fight the Saxons and settle this one and for all. Don’t
you ever talk to anyone but us?”

“Yes, of course I do. But don’t you think it’s too dan-
gerous? What if he loses? We've lost plenty of times before,
you know. Lose, win, lose, win, and then have men killed
but don’t lose the battle. How does that work?”

“Listen, darlings, I am sure this will be the last one.
All the dukes will be here. By this time next year, we’ll

Duke Gorlois

either be at peace or working as Saxon slave gitls. But just
go to Mass and pray for them instead of standing here
and keeping us from talking about the duchess. Say, did
you see the worn hem on that white satin outfit?”

NEews

Madoc: “Those damned Saxons, Kings Octa and
Eosa, are still at it. They've driven Malahaut to the
ground and have pillaged the countryside. But Uther
isn't like those Northern kings to hide in a castle!”

Brastias: “Hengest’s son Octa is a great hero, and
it’s said his cousin Eosa is so big that he can'’t ride a
horse. Plus, I heard the merchants saying that their
army doubled in numbers last fall when a whole new
fleet of ships arrived from Saxony.”

RovaL CONVERSATION

“There has never been a stronger army for battle.
We are going to strike and destroy them this year. We
are ready, they are impatient. Fight bravely, Sir Knight.
Your day is dawning.”

INTRIGUE

The two Saxon kings have come because they
want to get Uther’s magical sword. One of them has an
enchanted weapon of his own, and he wants Excalibur
as a gift for his brother king.

EVENTS

The British army, with roughly 2,000 knights and
5,000 foot, assembles at Lincoln, in Lindsey. All the
great lords are present to do battle with the 10,000-
strong Saxon army.

BATTLE OF LINDSEY

Source: Geoffrey of Monmouth, Historia Regum
Brittania

Length of Battle: 9 rounds
Battle Size: Huge
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Commanders

King Uther, center* (Battle = 20)

Duke Ulfius, right flank (Battle = 10)
Duke Gorlois, left flank (Battle = 14)

King Octa, center (Battle = 19)

Eosa the Giant, right flank (Battle = 15)
Eomund (leading newly arrived Germans),
left flank (Battle = 13)

* Note that Earl Roderick’s contingent, including
the player knights, is in the center battle.

Modifiers

Merlin has frightened the Saxons with omens: -5
to King Octa’s first Battle roll.

Uther has superior troops: +5.

Saxons are all on foot, so mounted knights get +5
to Combat skills

The Fight

Rounds 1-6. Normal.

Round 7. Gorlois charges through the Saxons
and brings low the giant warrior Eosa! The Saxon right
flank routs!

Round 8. Saxon center collapses and routs. This
gives the player knights a great opportunity — to cap-
ture King Octal

When the center routs, the player knights may
push through the Saxon ranks and can see the Saxon
King Octa on horseback, with several of his mounted
heorthgeneats (they are really dangerous!), and also his
battle standard, a banner with a wolf’s head dripping
blood, guarded by several well-armed heorthgeneats on
foot. They can choose one of the two to attack. Explain
their options, of which the knights are well aware.

The banner is guarded by a number of heorthgeneats
equal to the number of player knights, and will probably be
easier to win, netting some additional Glory.

Attacking the king may cost several lives, for he
is guarded by a number of heorthgeneats equal to one
less than the number of pursuing knights — but then
there is also the king himself, and he too is a fierce op-
ponent. Success here warrants great Glory as well as
a possible ransom or reward from the king if Octa is
captured. Stress that success is necessary, and that you
(the Gamemaster) are prepared to kill the knights if the
dice fall that way. Neither target can be charged with
lance, just attacked on horseback.

Go through the melee as if it were single combat,
not a battle round, until the player knights quit or are
disabled, the king escapes or is captured, or the battle is
otherwise resolved.

Note: Even if Octa is brought low by the player
knights, he is captured rather than killed, for he and
Eosa play a role in the story once again starting in the
year 493 A.D.

Round 9. The final Saxon flank panics and is pur-
sued. (Every surviving knight may pursue.)

After the Battle

Victor: Decisive Victory

Plunder: £14 of goods

Capturing Octa’s Banner: £25 (divided), plus 1
charger each.

Capturing King Octa: £100 (divided), plus 1 charger
each.

Glory: 45 per round, x2 for Decisive Victory

Capturing Octa’s Banner: 250 Glory, divided among
any knights who survived the experience.

Capturing King Octa: 350 Glory, divided among
any knights who survived the experience.

THE GREAT VIcTORY FEAST

The battle was long and hard-won; though many men
are dead or sorely wounded, everyone else is exuberant. In
Lincoln, the duke, whose lands have been saved from pil-
laging this year, has the victory feast spread through the
entire castle, so that the bailey is an expanse of impromptu
tables spread with abundant food and beer.

Saron Lnemies
King Octa, Son of Hengest: SIZ 17, DEX 10, STR 14,
CON 13, APP 13; Move 2; Armor 10 + shield; Un-
conscious 7; Major Wound 14; Knockdown 17; Hit
Points 30; Healing Rate 3; Damage 5d6+1d6".
Combat SKills: Axe 21 (magic axe adds +2 to dam-
age), Javelin 17, Spear 20; Battle 19.
Significant Skills: Awareness 15, Boating 18, Swim-
ming 12.
Significant Traits: Generous 18, Valorous 19, Proud
18, Worldly 16, Reckless 16, Indulgent 16.
Significant Passions: Honor 17.
*Bonus from following Wotanic virtues.
Note Octa’s good armor and special axe damage
(and remember that axes ignore shields); he is
mounted on a charger.

Heorthgeneat: SIZ 16, DEX 8, STR 14, CON 14, APP
11; Move 3; Armor 6 (+shield); Unconscious 8; Ma-
jor Wound 14; Knockdown 16; Hit Points 30; Heal-
ing Rate 3; Damage 5d6.

Combat Skills: Axe 17, Great Spear 16, Javelin 13,
Spear 13.

Significant Skills: Awareness 15, Boating 12,
Swimming 10.

Significant Traits: Valorous 12.

Significant Passions: Honor 10.

The mounted heorthgeneat with King
Octa have used all their javelins, so they fight
with axe and shield. Their job is to protect their
king, and they willingly sacrifice themselves
to help him escape.

Those heorthgeneat guarding Octa’s ban-
ner are on foot and armed with great spears
(hence no shields), so they do not suffer a
negative modifier against mounted knights.
They fight to the death to protect their battle
banner.
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All knights present may attempt Temperate/Indul-
gence rolls.

In the duke’s Great Hall, the upper nobility cele-
brate. There, too, are any notable heroes of the battle.
(If the player knights captured the banner or King Octa,
they are present. Otherwise, they hear about these events
only after the fact.) The king orders entertainers in to
amuse everyone. Everyone is amused.

At one point a bevy of beautiful, well-dressed no-
blewomen enters, taking up ranks along one side of the
hall. One of them steps forward. Her beauty and stature
are particularly breathtaking, like those of a woman in
a dream, and her voice is like music.

Everyone knight present must attempt a Lustful
roll. On a success, the knight gets a directed trait of
Lust (Ygraine) equal to the number of points by which
he succeeded at his roll. A knight who fails this roll
must then make a Chaste roll or gain an Amor (Ygraine)
passion equal to the number of points by which he suc-
ceeded at his roll.

For example, a knight has a Lustful value of 10; the
player rolls a 13, failing, so he must then make a Chaste
roll (also having a value of 10). He rolls a 4, and thus gains
a passion of Amor (Ygraine) 10 —4 = +6.

Ygraine is reciting a poem of victory to praise the
king, and the women behind her provide a chorus to
the clear, ringing words. A knight who failed his Lust-

ful roll and then succeeded at Chaste can look around
the hall, making either an Awareness or a Compose roll
(player’s choice).

Awareness. (Success = King Uther is clearly fas-
cinated, perhaps even entranced or ensorcelled by the
beautiful duchess.)

Compose. (Success = You know how skilled the maker
of this poem was, and you get a check for Compose.)

The women finish, there is a smattering of ap-
plause from the drunken, victorious nobles, and the
women leave the hall. Uther stares boldly, and Gorlois,
frowning, watches Uther.

CHOOSING A PAaTh

Earl Roderick is going to remain in Eburacum with
most of the knights. He must dispatch some to various
tasks, however, and the players get their choice of whether
(i) to be part of the king’s progress (see “KING’S PROG-
RESS”); (ii) to go and plunder Saxon lands in retaliation
for their raiding (see “RETALIATION”); or (iii) to remain

in Eburacum with the army (no adventure).

ApvenTure: THE KING’S PROGRESS

After the victory, King Uther marches his army to
walls of Malahaut’s chief city, Eburacum. The Centu-
rion King is outside, with his army assembled, at ease,
behind him. The two kings meet warmly, and Uther is
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invited into the city under the condition that his army
does not pillage, plunder, or act in any way other than
friends to Malahaut.

A couple days later, the two kings, plus a formidable
and appropriate escort, ride out to Catterick, a fortified
city at the edge of Malahaut. They camp, hunt, and so
on, and after a week and a half visitors arrive: Eurain, the
king of Rheged; the Duke of Cambenet, who speaks on
behalf of his liege King Uriens; and the King of Garloth,
who has no idea whatsoever about the evil of his brother-
in-law and ally, King Lot.

Player Hooks: Players might go ahead as the mes-
sengers to the northern lords. They might stand as
guards to the king and stop some assassins. They might
wander into the hills and find some other adventure to
change the military pounding of the last few years.

Uther shows Excalibur to the rulers during their
public welcoming and interviews, and might also have
the player knights recite the story of the Adventure of
Sword Lake. It is a beautiful sword, but to men in power
it seems to have a mesmerizing effect much greater than
its effect on a mere knight.

Faerie Lore. [Success = Perhaps Excalibur’s magic
doesn’t affect anyone but lords of the realm.]

ADVENTURE: RETALIATION

Many wish to fight against the Saxons, and to
visit upon their lands the devastation that was wrought
upon the Britons. The veterans among the army predict
correctly that King Malahaut, whose lands were most
desolated, will surely fall upon Deira and Nohaut to re-
cover some of the goods that were stolen from them.

Prince Madoc wants to lead a group from Logres to
get a share before the northern lords get all the easy pick-
ings. King Uther agrees to this, and the Prince sends a
call for volunteers through the lords of the realm. The
plunderers may keep half the value of what they capture
personally, while the other half goes to the king. Earl
Roderick agrees that any of his knights who wish to do
so may volunteer for this mission.

Go to the adventure of “THE RAID/THE PILLAGE”

It is possible that the group encounters some
knights from another northern land, perhaps even
King Lot and his household. The encounter between
the lords is polite and careful, while the knights can
mingle and make new friends or enemies.

The raid lasts until autumn, which comes cold and
early, whereupon the knights may return to Salisbury or be
forced to take refuge at the King’s court. If the former, the
year is over; if the latter, see “Christmas Court.”

Crristmas COuRTt

Uther keeps many of his nobles close to him as he
progresses through his realm, always asking them for
advice — especially Duke Gorlois. But of course they
all have their own holdings to take care of, and so one
by one he releases them to return to their own lands.
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Yet although Gorlois asks to go every day, he and the
Duchess Ygraine are not allowed to go.
Court is held at London.

SpeciaL GUESTS
Duke Gorlois and Duchess Ygraine
Duke Lindsey
Duke Ulfius
Many other lords

Gossip

“The king is keeping Duke Gorlois here, and the
duke is most unhappy.”

“Well, why not? Gorlois has hardly proven himself
to be a good and loyal vassal. King Uther is wise to keep
him within sight.”

“So you may think, but I dare say it is because of
the duchess. Haven’t you seen how she drives every man
in court to be a little mad over her?”

“That is a dangerous thing to say, no?! Be careful of
your tongue!”

“Listen, darlings, the king is the king and keeps his
own counsel. He eyes every woman at court. You can’t
know his mind.”

“Yes, well, don’t even ask me what [ saw in her
bower. [ will never tell.”

NEews

The northern Saxons are done. King Uther is very,
very happy about it, and proud of Prince Madoc and his
lords. It is rumored that he is going to advance Madoc to
be some kind of duke or something as a result.

RovaL CONVERSATION
“Now, with these Saxon leaders in chains, the en-

emy will have to withdraw. All they have left is old king
Zlle, who is more talk than fight.”

INTRIGUE

Players may make Intrigue rolls to determine the
following:

Success = Uther is restless and unhappy. He talks
about the bounty that the retaliating army brought
back, but that is not making him happy.

Critical = He lusts after Duchess Ygraine.

ADVENTURE:
PRISONER OF COURTESY

Setting: Uther’s court.

Problem: The king is unhappy, and although the
Duke and Duchess of Cornwall stay at the king’s or-
ders, it seems their presence is what makes the king
unhappy.

Characters: Duke Gorlois and Duchess Ygraine;
Sir Jordans, bodyguard to the duke; Nineve, Lady of the
Lake

Secrets: One night, before a snowstorm comes

in, Duke Gorlois and his household slip out of Uther’s
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Duchess Naraine

castle and make a dash back to Cornwall. In fact, player
knights might have a hand in this. Perhaps while the
player knights are off duty, they discover a group of peo-
ple preparing horses with gear and provisions.

If the players have established a relationship with
anyone from Cornwall, then they may learn that the
Cornish folks are going to depart even without the king’s
permission. This is a great breach of hospitality, of course,
but they are doing so anyway. Perhaps if the players are
friends, the Cornishmen reveal that the king has insulted
the duchess gravely and they have to go.

Awareness. [Success = The Cornish folk don’t look
right in the evening light, as if they are particularly hard
to focus on. Critical = That was the Lady of the Lake
with the duke. Did she help him get away with her magic?
Surely the Cornish folk are under some kind of spell.]

The player knights might try to uphold the king’s
honor and stop the fleeing party, while alerting the
guards. In either case, the duke and his household es-
cape with the aid of Lady Nineve’s magic. Knights may
wish to try to pursue, but soon a blasting snowstorm
wipes out the trail.

Solution: None. The king is driven to such a fury
that his own court is afraid to approach him for days. Only
Duke Ulfius and Sir Brastias dare to do so, and after they
do they speak to others of muster, war, and revenge.

SpeciaL WINTER PHASE MODIFIERS

Due to the early snowstorm, all regions in Logres
suffer a +5 modifier on the Starting Bad Weather roll.

Because of the fighting, the following counties suf-
fer the following additional modifiers to the Starting
Bad Weather.

Lonazep, Lambor, Bedegraine: Land was raided
(+1d6)

Lindsey, Roestoc, Nohaut: Land was pillaged (+2d6)

YEAR 491

Many interesting events occur this year, and
thanks to the many important social events just briefly
described at the end of the description, this is likely a
year that will require multiple sessions to play through
while the players engage in social activities.

Court
Court is held at London.

SpeciAL GUESTS

None. The king is in such a rage that no one wants
to see him anyway!

Gossip
“That duke! He deserves only the worst.”

“Can you believe the arrogance of Cornwall? How
dare he insult our good and victorious king?”

“Don’t you think this is just more bad news,
though? The king fighting the dukes? Who will be next,
Lindsey?”

NEews

Prince Madoc: “We are going to war. That damned
Cornwall will finally get what he deserves! Bring your
troops to Sarum.”

Brastias: “Another fleet of Saxons has landed in the
south. Are their dead just rising up to fall upon us once
again?! [ swear upon the sacred bones of my mother and of
Saint George to attack them this summer.”

Earl Roderick: “More Saxons in the south! I am
leaving all my foot soldiers home to garrison my castles. I
will comply with the muster with only my knights.”

Ulfius: “Old King Hengest of Kent has died, and in bed
at that. His son is going to be the next king of Kent.”

RovaL CONVERSATION

“I have been insulted deeply, and for no good reason.
The Duke of Cornwall has broken his word and violated
our hospitality. His sudden flight from our court proves
he is guilty; no other information need be sought. Worse,
though, his people slew some servants in their escape,
and they stole treasure when they fled. Gorlois is guilty.

“Disloyalty and dishonor are not welcome in this
kingdom. It is the obligation of every noble to serve
with distinction and to uphold noblesse oblige. Anyone
who disobeys these laws is a traitor.

“Gorlois is a traitor.”

INTRIGUE

“The duke and his wife fled from Uther’s court be-
cause the king made unwholesome advances upon Lady
Ygraine. The king is half-mad for the duke’s wife. This
is not about rebellion at all, just lust.”

Even Prince Madoc has argued with his father
about priorities and proprieties.
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EVENTS

King Uther marches his army on Cornwall. He is
hasty, not even waiting for all his men to arrive. He
leaves orders for the other contingents to follow as soon
as possible.

The duke won'’t fight on the field. He has divided
his army to defend two strategic castles, Tintagel, on
the coast, and Terrabil, at a strategic road junction ten
miles inland. His treasure and wife are at Tintagel,
while his main army is at Terrabil ready to sally forth
and strike the king in the rear if he turns toward the
treasure storage.

King Uther sends three-quarters of his force to be-
siege Terrabil and the rest to Tintagel.

Player Hook: A choice of options exists for the
player knights here. Gamemasters may wish to give
them a choice of going to battle at Terrabil to get Glory,
or to go to Tintagel and possibly witness an event that
earns them none. No more need be said. If they want
the Glory, they remain at Terrabil.

THEe BATTLE OF TERRABIL

Source: Malory I

The army assembles around Terrabil and sets up a
siege. It is long and boring.

One day, Merlin departs from the siege of Terrabil,
destination unknown top all but himself. That night,
before the king’s army can be strengthened by more
troops reported to be on their way, the duke sallies forth
and falls on the king’s army in camp.

Before the Battle: It is night. The knights are in
camp relaxing and carousing when a sentinel shouts. A
moment later, a trumpet blares and is cut off halfway
through the call to arms. At the far edges of the camp
— several places! — men shout, horses scream, and
metal clashes upon shield.

This is a surprise attack, so none of the usual modi-
fiers for commanders’ Battle rolls are used. Nonetheless,
treat it initially as if it were a battle, but with just with
1 combat round per battle round.

Ask the players, “Will your knights don their ar-
mor before fighting?” They need not do so, and can
rush off immediately to fight without armor (or perhaps
just shields). If some knights wish to do this, have their
squires or fellows shout warnings at them to armor up.
“Fighting Cornish knights without armor will be fatal!”
If they wish, however, they can run away and fight with-
out armor. There’s a good chance they will be killed or
badly wounded, but sometimes people need a lesson on
just how useful armor really is.

If they do not run off, they can do one of two
things with their squires’ help: either arm, or prepare a
horse. Both require a full round for the squire. As they
perform one of these two things, they hear the battle
coming closer and they see camp followers panicked,
some wounded, rushing past them.
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After one round, ask whether each knight wishes
to rush to battle or to perform the other possible action
(i.e., either horse or armor). If they wish to prepare for
a second round, they can be both armed and mounted.
Get their answers, but then inform them that before
they have a chance to complete the second action, they
are attacked. Those knights who chose to rush to battle
this round are prepared and can fight back, while the
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others are unprepared and suffer a -5 modifier to com-
bat skills for being unprepared (this round only).

Length of Battle: 2 rounds + see below.

Modifiers: As above (otherwise none).

In each of the first two rounds, roll 1d6 for the
player knights’ opponents:
dé6 Roll Opponents
1 Irish kerns armed with bows

Footmen

Armored guardsmen with great spears

Young knights

Veteran Knights

Notable knights
Each round, describe the melee and the sounds of
battle; they can hear Prince Madoc shouting, “Rally to
the banner! Rally to the banner!” and they can see the
banner fluttering in the light of burning tents and sup-
plies. They know it is their duty (and to their advan-
tage) to rally there, and they ought to fight their way
towards their commander.

3rd round: Tell the knights they can see that Prince
Madoc, now afoot, is hand to hand with Duke Gorlois,
who remains mounted. The duke is shouting, “Stand
aside! Send me your father” Ask if the player knights
wish to abandon safety and rush towards the prince, let-
ting their next foes take a free hit upon them, or if they
prefer to fight their way slowly toward the prince.

4th round: Whether they ran to help or fought steadi-
ly, the player knights witness the duke send the prince’s
weapon flying from his hand, and then chop hard upon
the prince, cutting him from the neck deep into the chest!
(This is a critical success for the duke against a fumble
for the prince!) The prince stands, dumbfounded, deeply
wounded and glaring at the duke, blood trickling out of his
mouth and spurting freely from his wound

Now player knights can choose. The blood-soaked
duke tugs at his sword as he turns upon them and shouts,
“Where is the king? Send me the king!” He is clearly im-
passioned with hatred, deadly and intent upon the busi-
ness of destruction. Warn the players of the danger here,
even to the point of telling them openly, “His Sword skill
right now is 33, you know. Are you sure you want to fight
him?” Be sure to describe pointedly that his sword is lodged
in the body of the prince.

If a player asks whether his sword is stuck (i.e., so
that he is effectively disarmed), tell them that it appears
to be stuck, “but you can’t tell how badly. He can prob-
ably fight against you.”

Let the players decide whether to attack or not.
If they do, they each get a free attack upon the duke,
whose sword is stuck firmly in the body of the prince.
The prince collapses at the end of this round, and
Gorlois’s sword goes with him; the duke reaches for the
mace hanging from his saddle.

As soon as the knights have struck the duke, his
own bodyguard intervenes, all of them veteran knights
on horseback, shouting, “Gorlois! Gorlois!” Treat them
all as being inspired by their Loyalty (lord) passion.

cubh N

5th round: Fight on. More knights may intervene
to help the player knights. Maybe they interpose them-
selves between the bodyguards and the duke, letting
the player knights hack their foe to pieces. All the play-
er knights may fall, but the purpose here is to kill the
duke. If the players do not succeed, then other knights
in the camp do.

6th round onward: The fight rages on, but when
his bodyguard set up the cry “The duke is dead!” his
army loses heart and withdraws. Trumpets sound the
retreat and they back out of camp, leaving behind fire
and chaos along with the dead and wounded.

Post-Retreat: “On them! On them!” shouts Duke
Ulfws, leading a band of surviving knights in pursuit of
the retreating Cornish enemy. If any player knights are
still hale, the Gamemaster may allow them to pursue the
enemy to the castle, perhaps even entering the castle first
and leading Uther’s forces in its capture.

After the Battle

The carnage viewed in the daytime is horrible.
The castle is afire in places, with knights and men at
arms milling around and the sounds of men shouting
and women screaming from within.

Victor: Royal forces, but with serious losses.

Plunder: None.

Glory: 30 per round, plus any gained from defeated
foes.

Killing the Duke: 250 Glory among any who
helped.

Leading Attack into Castle: 250 Glory among any
player knights who led the way.

ADVENTURE: TINTAGEL CASTLE

The player knights are with the king’s forces besieg-
ing Castle Tintagel, a fortress nearly impregnable by vir-
tue of its natural features. It is built on top of an island
with cliffs all around, and can be approached only from
the mainland by a natural stone causeway that spans the
water, wide enough for only 3 or 4 men, with troops sub-
ject to missile fire the whole way.

The knights can watch a few assaults across the
causeway, all of which end in disaster. Even after getting
across the causeway, the castle’s walls and gates stop at-
tackers. Uther sets up some trebuchets that hurl rocks and
burning balls of pitch against the walls, but to little effect.

The knights are bored. They can watch King
Uther rage in his command post.

One afternoon, Merlin arrives in the camp and has a
secret conference with Uther. Perhaps the knights hear the
plans, but probably not. (Why should they be privy to the se-
cret councils of the king and the Archdruid?) Still, perhaps
they are on guard that night, when they see the king and his
counselor silently depart from the tent, leave the camp en-
tirely, and go to a nearby sacred stone in the distance. Mer-
lin raises his arms and begins to chant, and a great thick fog
forms at sea and moves in like a cliff to envelop the castle,
the causeway, and the entire besieging camp.
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Awareness. (Success = You hear the hollow clatter-
ing of hooves, the faraway shout of “The duke! The duke!
Open the gate!” Critical = You witness the postern door
open, and Duke Gorlois strides into the castle. Perhaps
the knights remain awake, out of curiosity, and before
dawn notice the duke depart again, riding from the cas-
tle and becoming lost in the fog.)

The night is cold and long. The knights are re-
lieved of their guard duty. The air is eerie, too cold, with
strange sounds intruding into a sleep that is troubled by
dreams of dragons and blood.

In the morning, messengers come with news both
good and bad. The good is that Duke Gorlois was killed
in battle and Castle Terrabil taken in a fierce night bat-
tle. The bad is that Prince Madoc, the son of the king,
was also killed in the fighting.

When Uther hears the news, sitting in state upon his
throne set up in the war camp, he glances sharply at Mer-
lin, who as always remains entirely impassive. Uther, hard
as iron, takes on the visage of a man who has lost a son;
he departs from the public eye to weep in private. Merlin
shows no emotion, but appears exhausted.

Ask the player knights to reflect upon these events.
Surely the king is not the only one to have lost kin or
boon companion in this fight.

The Next Day: The body of the duke is brought to
Tintagel. Under flag of truce, it is borne across the causeway
and taken into the castle. Even across the straits, the keen-
ing and weeping of those inside is easily heard.

After a day, the king sends Brastias, under flag of
truce, to the castle. He is admitted. Some time later he
returns, with word for the king that the duchess has
agreed to surrender.

Everyone is triumphant. The king announces that
justice has been done: The traitor is dead and now
peace and unity can return to the land of Britain. The
duchess comes forth with her household, all dressed in
mourning black, and surrenders to the king, who places
her into his protective custody.

Temporary Assignment: Uther appoints keepers of
the castles he has conquered, but never another Duke of
Cornwall. He appoints Sir Thebert, a notable knight from
Marlboro, as the temporary warden of Terrabil. Uther also
(with permission from their liege lords) appoints the player
knights, along with some other knights from elsewhere, as
the temporary garrison at Castle Terrabil.

Uther announces that he is going to remain at
Tintagel, at least until the funeral for his son. As the
army packs up to leave, messengers bring word that the
Saxon King Zlle has conquered another city in the
south. Uther accepts the news, but it does not seem to
make him particularly unhappy.

RovaL FuNeraL

A royal funeral is held for the prince. Many nobles,
including Earl Roderick, come to pay respects. Madoc is
buried at Stonehenge, near his uncle Aurelius Ambrosius.

Awareness. (Success = You notice a gravesite that is be-
ing kept for Uther, for the unfortunate day he will die. You
see also that Uther is deeply grieved by his son’s death.)

Since Earl Roderick’s castle is very close, he is host
to many of the visiting nobles. This is a good chance for
the player knights to meet NPCs from other regions.

Glory: 50 Glory for attending.

Sussex: SaxoN VICTORY

Source: Anglo-Saxon Chronicle

More distantly, while Uther was engaged in Corn-
wall, King Zlle of the South Saxons was reinforced by
another contingent of Germans brought over from the
continent by his son Cissa. Together they lay siege to
the city of Pevensey, and after starving the residents for
weeks they assault the walls and slay everyone. Men,
women, and children are sacrificed to Wotan, the
bloody Saxon war god.

UTHER’s WEDDING

The king announces almost immediately his im-
pending marriage to the duchess Ygraine, only a couple
of months after the death of her husband; many courtiers
consider it a clever and wise move on her part to secure the
friendship and the protection of the king.

The preparations for the wedding are lavish and
costly, and though many warriors complain that it is time
to attack King Zlle to keep him from consolidating his
victory, the king laughingly brushes them off and pre-
pares for the wedding, which occurs in the late summer.

In such a crowded social milieu, Gamemasters
ought to prepare for many bouts of social interaction
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Ring WUElle

between player knights and allies or rivals, and/or with
suitable ladies.

Glory: 50 Glory for attending.
CHristMAs COURT

The player knights spend the winter in Terrabil,
where Uther has ordered Roderick to garrison the
castle. Other knights are at Tintagel on similar duty.
Meanwhile, Uther reviews the claims of the knights
who served Gorlois.

This is another good opportunity for the Game-
master to introduce other knights or characters whom
he wishes the player knights to know. In addition to any
others the Gamemaster desires, at least mention (and
show the arms of) these knights and groups:

e The Garrison Commander: Sir Thebert (No-
table, Glory = 3,500) of Marlboro.

o Sir Verius (Glory = 1,800), from Clarence, who hap-
pily says of himself that he is “from the land of Dobunni.”

e Sir Alain de Carlion (Glory = 2,200) from Es-
tregales (Silures), vassal of King Nanteleod of the Silures.

The knights can visit Tintagel if the Gamemaster
wishes. Maybe they have acquired an Amor (or Lust) for
Ygraine, so they make up some excuse to visit. This is also
a good time to introduce the three daughters of Ygraine.

e Margawse, the eldest. A pretty and conniving
woman, a bit rebellious, in her late teens. Of marriage-
able age, she is the object of numerous rumors regarding
whom the king will marry her to.

¢ Elaine, the middle child. A young woman, less
pretty than Margawse and less clever than her younger.
She is also of marriageable age, and rumors of dowry
and betrothal also surround her.

® Morgan, the youngest. A dark and brooding girl
who watches everything and says nothing in the pres-
ence of her betters. Too young to marry, she nonethe-

less is eyed as a candidate soon for those who would
want to get close to the king.

Gifts this winter are from Sir Thebert, the tempo-
rary lord of the castle, and are sufficient to maintain the
knights at their normal station. As a result, anything
earned from the player knights’ own manors can be laid
aside as treasure.

SpeciaL WINTER PHASE MODIFIERS

Because of the fighting, the following counties suffer
the following modifiers to the Starting Bad Weather.

Tintagel: Land was raided (+1d6)
Hampshire: Land was plundered (+3d6)

YEAR 492

Court

Court is held at Tintagel.
SpeciaL GUESTS

Ygraine (now pregnant) and her three girls
An Irish king

King Nanteleod of Estregales

Heroes of Terrabil

King Lot, who is to marry Margawse

King Uriens, Lot’s good and loyal friend
King Nentres of Garloth, who is to marry Elaine

Gossip

“That duchess is the canniest woman around. Her
husband’s not a month in the grave and she marries the
king! Fortunate and canny, I say.”

“First, remember she’s the queen now, honey — but
let’s not forget that it was the king who made that deci-
sion. I tell you, he’s had eyes for her for a long time.”

“Don’t you think it is frightening that she said her
husband visited her that night, though? The night he
was killed? It makes my hair stand up to think of it. I tell
you, it's Merlin’s doing!”

“Listen, datlings, there is many a strange thing
around that demon. I would never trust him.”

“Well, I'll say it’s a shame about the king’s son,
though. That handsome, strong man gone now! No
wonder the king married so quickly! He has an heir to
make! And a legitimate one this time!”

“Listen, darlings, I'll tell you something I have heard
— there is a lady out in the Forest Sauvage somewhere
who has a son of Madoc’s! Yes! True! Just a tyke, but they
say you know him from the bushy brows he already has.”

“Don’t you think someone ought to find the boy?
That sounds dangerous!”

NEews

Brastias: “The queen is pregnant and due to give
birth this summer. Let us all pray that it is a boy so the
line of the Pendragon will continue. The queen is in
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Tintagel (where she grew up) to have the birth, and the
king is staying with her.”

Ulfius: “The most powerful lords of the north will
be here as guests soon.”

RovaL CONVERSATION

“Perhaps it is time to slow down for a little while,
to let the land and the people have peace. War is not
everything, and it is a time for families. I have sent for
great men to marry my step-daughters, and this will for-
ward the cause of peace and love.”

INTRIGUE

King Uther is going to marry the two older girls
to northern kings, whose alliance he wants to secure.
Rumor has it that the two men are King Lot himself,
the most powerful king of the north, and Nentres of
Garloth, his right-hand man.

EVENTS

In the spring, there is a double wedding at Tintagel.
Much of the nobility attends, all with retinues. It is a
lavish and gala affair, with no expenses spared to make
it memorable. Uther gives away the brides himself.

King Lot marries Margawse, and King Nentres
marries Elaine. Queen Ygraine is very pregnant, and of-
ficially happy for her daughters. Afterwards the kings
and their retinues go to their homes, and knights back
to their routines.

This is a great opportunity for court activity.

Glory: 50 Glory for attending.

ADVENTURE: HELPING MERLIN

The player knights are riding patrol of the lands of
Terrabil, in the Bodmin Moor, with no officers presid-
ing over them. It is slightly chill but not unpleasant,
and foggy.

Nothing untoward occurs, until one morning
when they are met by Merlin. He speaks as tersely as
usual: “Greeting, good knights. You have guarded me
before. I need your services again. Follow me.” As usual,
he offers no explanation, and he brooks no comments
or questions. He strides off through the thin trees, ex-
pecting the knights to follow. If they do not, the adven-
ture is over for them.

Merlin leads them through the woods on a couple
of trails the player knights have never seen before, even
though they have patrolled through this area in the past.
These are deer trails, hardly usable by mounted men.

At one point, Merlin stops, motioning for silence
and listening intently. A moment later he turns to the
knights and he says, “I need you to wait here. I have
important business, and when I return I will probably
need protection. I am counting on you to do your duty
to King and Britain. Will you wait here?” If the knights
do not agree, then Merlin dismisses them and the ad-
venture is over.
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If they knights agree, he tells them to wait there for
him. “Be ready. Stay on your horses.” They must wait a
couple of hours.

Awareness. (Success = After some time, they hear
a distant noise, as if of men on horseback, cursing as
they try to ride through the fog, trees, and difficult ter-
rain of the downs.)

Moments later, Merlin rushes into the clearing
where the knights are waiting. Although he is walking
now, he is still moving quickly, and looks as if he has
been running. He does not appear particularly troubled
or perturbed, however, and as he strides past the knight
he looks at them and says, simply, “Delay them.” He
does not stop or pause, but goes back into the trees on
the far side of the clearing.

Awareness. (Success = Merlin is carrying some-
thing. Critical = It is a baby.)

Will the knights prepare for combat? The noise is
coming closer. The clank of armor, the neigh of horses,
and the shouts of men can be heard clearly now. “Merlin,”
they are shouting, “Come back here you traitor!” The
clearing is not large, and a lance charge would hurl the
knights in amongst the trees on the far side, almost cer-
tainly harming their steeds at least. However, if desired,
they can charge up on horseback and fight with sword or
spear and try to surprise the enemy as they emerge from
the trees. They can thus charge and get an additional +5
modifier for a surprise bonus on their combat rolls during
the first round, but in doing so their horses suffer 1d6
points of damage each; or they can simply wait until their
foes approach and engage normally.

A band of well-accoutered knights struggles from
the woods on the far side; they are armed, swords in
hand, and looking around. “Merlin!” they shout.

Player knights who charge the foe may fight this
round. Those who did not try to surprise the foe may make
Heraldry rolls, with a +5 modifier for the other knight’s
Glory. (Success = These are King Uther’s men! Critical =
The leader is Sir Brastias, Uther’s own bodyguard!)

This is a difficult scene. Brastias and his men de-
fend themselves, of course, but they are pressing after
Merlin, so if the player knights try to disengage, they
can do so. Once disengaged, then Sir Brastias takes
command of the situation.

If any knights attacked him, he yells, “Traitors! How
dare you attack the king’s men on the king’s business!” He
does not accept helping Merlin as an excuse.

“Where is that traitor? Where is that unmanly
dog?” he shouts. Other knights are already searching
for tracks. The player knights may or may not help. Let
them do what they wish. They can try to fight, or simply
to get out of the way; they might ask what is going on,
offer to help, or undertake other options.

“Merlin has kidnapped the king’s own infant son,
you idiots, and you would delay me with small talk? The
king will hear of this! Now where did he go?” The player
knights can see that others among Brastias’s knights are
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memorizing the interfering fools” heraldic devices to be
sure they can give an accurate report later.

Do the player knights tell the truth? They saw
where Merlin re-entered the forest. Do they give false
directions? Do they join Brastias in his chase?

Whatever occurs, Brastias and his men plunge
back into the forest, following Merlin’s trail as best they
can. They allow the player knights to accompany them,
if they wish, but are not terribly friendly.

Brastias and his men run into at least one other
group of knights who react exactly as the player knights
had done. There may be a brief fight that is broken off
when Brastias is recognized. This group, too, were set
up by Merlin in just the same way.

Brastias and the knights do not find Merlin, but
instead get lost in the woods and spend the night there.
The royal household does not share their fire with the
player knights or with the other group of knights who
stood against them. Eventually, Brastias finds his way
back to Tintagel and reports that Merlin has escaped.

What do the player knights do? In the forest, when
Sir Brastias doesn’t want to be seen with them, the knights
can return to their own castle. Most likely, they ought to
go to Terrabil and report what has occurred to their com-
mander. Since they know the protocol, they should also
send word to their earl, Roderick.

ApVENTURE: TREASON TRIAL

The player knights, wherever they are, hear that
Sir Brastias has accused them of treason. They should
be very worried about this for two reasons.

First, treason is a capital crime, and they could be
executed for this. If they are lucky, they will merely be
degraded and exiled. But regardless, their honor has been
impugned — in fact, they all lose 1 point of Honor at this
time (subtract it immediately). They’re in a dangerous
position of being judged harshly by a legitimate author-
ity, and if they don’t continue to do everything honor-
ably, they will lose more. For instance, not answering the
summons that is sure to come will result in a loss of 3
more Honor points, and so on.

Second, all normal court decisions are made by the
presiding judge, in this case Uther himself. It is entirely
normal (though not necessarily just) for the presiding
judge to be swayed by personal friendship or obligation,
political factors, or personal grudges. Beside Merlin
himself, who is now thought a traitor, Brastias is Uther’s
most important advisor, and Uther is likely to do what-
ever Brastias wants.

At some point, the knights are summoned to the
king. When they arrive at Tintagel, everyone studiously
avoids them. They are met at the castle gate and escorted
by the porter and several guards to the castellan — Sir
Brastias — who greets them with icy formality and orders
a squire to show them to quarters. “And, Sir Knights,” he
adds, “Please remain in that room until summoned.”

If the player knights have sent word to Earl Rod-
erick, they are met by Sir Elad the Marshall and Bishop

Sir Brastias

Roger, who were sent to help them out with legal advice.
These two worthies question the knights closely. (The
knights may have Truthful/Deceitful check opportunities
here.) With these two important people here, the player
knights do not have to do a thing. Don’t get bogged down
with description when the players are not active.

Intrigue. (Success = Even the servants are willing to
tell the knights that another dozen or so knights are also
nearby, all of whom were also set up by Merlin. Sir Elad
and Bishop Roger will talk to those knights as well.)

One time, when Sir Elad and the bishop are not
present, a black-robed monk with a Roman tonsure is let
into the room. A single church servant attends him and
carries writing implements. “Good day, gentlemen,” he
says, “I am Father Dewi, and I wish to speak with you.”

Dewi is widely known to be smart, forceful, and fa-
natical. At the several monasteries he has established,
there is no alcohol at all allowed, so he is called “the Wa-
terman.” Dewi simply asks the knights straightforward
questions about how they were recruited for Merlin’s task.
He doesn’t comment on the religion of any Christians,
but looks at all non-Christians with a bit of sadness, and
likely says something like, “Your gods’ time is over now.
But thank you for your opinion.” He is controlling him-
self here, refraining from trying to convert the pagans.

Let the knights speculate about Dewi all they wish.

The Trial: Everything is done formally and legally.
We bypass the chatter.

Court opens. Uther is flanked by Duke Ulfius, sit-
ting; Bishop Dubricus, standing to the right; and, on the
left, Queen Ygraine dressed in mourning black.

Brastias states his charge. Uther asks on what basis:
Brastias cites his experience. Uther asks the knights if
Brastias’s charges are true. When Roger says, speaking for
the knights, “It is true,” then Uther says, “Let the knights
speak for themselves. Did you do that?” Brastias has not
lied in the least, but described exactly what happened to
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him from his own perspective. For players, this moment
presents an obvious Truth/Deceitful check opportunity.

When everyone has spoken, Queen Ygraine leans
over to the king and hisses, “They stole my baby. Kill
them.”

“Soon enough, my queen. We must follow proce-
dures.” To the knights he says, “What do you say in
your defense?” Bishop Roger takes over. With flowery
rhetoric and legal jargon he states that the knights are
innocent because they were enchanted by Merlin, who
moves in mysterious ways.

Saint Illtyd, speaking as the king’s religious advi-
sor, says that surely Merlin the Enchanter has always
been a friend to the king and would never do such a
thing to harm the king.

“Sir Knights,” says the king finally, “Since Merlin
is innocent of this, you can aid yourselves by telling
who was really behind this abduction.” Marshall Elad
starts to speak, but the king interrupts him: “Again, I
say, let the knights speak for themselves!”

At this point, the Gamemaster should ask two
things: (i) What does each knight wish to say for himself,
and (ii) What one attribute will he use to achieve success
in delivering that message! Appropriate attributes may
be Courtesy, Orate, Just, Loyalty (Uther), or whatever
else might convince the listeners.

When the knights are finished, Elad speaks of the
good reputation and deeds done by these knights. He
closes with the statement, “In these dangerous times,
my lord, veteran knights are needed,” and says the Earl
of Salisbury gives his word on the honor and trustwor-
thiness of these men.

Courtesy. (Success = You realize this is actually
a very dangerous thing for Salisbury to have done, for
he has committed to the cause of the knights, even if
Uther is against them.)

Solutions: Father Dewi, the Waterman, now asks to
speak. Of course he is allowed, being a famous holy man.

Dewi says hat he has investigated the victims him-
self, and has determined that they were without ques-
tion all ensorcelled by the magic of Merlin. He goes
on to say that he thinks the king has been wrong to
depend upon the son of a devil for advice at all, and
that if the king does not purge his court of this magic,
it will surely bring only ruin to the king, his family, and
to all of Britain. “Cast out the son of the devil from your
court,” says Dewi, “Cast him out of Britain!”

Everyone looks ominously at Uther. All is silent.

“Kill him,” says Ygraine, just loud enough to be
heard in the silence. Finally, Uther speaks.

“I know these men,” he says. “They have helped
me and Britain greatly, and are an honor to their liege
lord Earl Salisbury. And I know this wise bishop, Dewi,
who has traveled all over the wide world. Bishop Dubri-
cus! What say you?”

“No Christian, not British or Roman or Arian,
honors the son of the devil,” replies Dubricus.

Uther stands. “Then let Justice reign. Here is the
word of the King of Logres.

“These men are innocent of treason. They, and all
with like charges, are dismissed and ordered to see Bishop
Dubricus for blessing and purification from pagan taint.

“Furthermore, this court determines that Merlin
the Enchanter was behind this, and he is hereby con-
demned to death by this court as an exile and traitor to
the crown, who has willingly and knowingly harmed
the throne. Let this news be sent forth to all the lords
and guilds for reading in public places.

“God bless us all. This court is adjourned.”

The knights are ever afterward known as “the
knights who condemned Merlin,” even though they
may not have done just that.

Glory: 50 each.

Postscript: Do the knights feel railroaded? They de-
serve to, for they were. But Uther is the king, after all, and
considering that they could have been executed for their
part in this, they also ought to feel fortunate.

NORGALES

A messenger arrives at court looking for King Pellinore.
It seems that, without him, the entire region of Norgales is
now in chaos. His brothers have been trying to keep order,
but several of them were killed lately and the situation has
become dire. The Three Cadwys are mountain chieftains
who are forging a new alliance against Pellinore.

The messenger is exasperated by the king’s pas-
sionate pursuit of the questing beast. “He is enchanted,”
says the messenger, “cursed by it. All magic is like that.
It always has a dark secret attached to it.”

He asks all good knights to pass on his message if
they do see Pellinore. Then he departs.

CHristmMAs COURT

The knights return to Sarum. They ought to go
out of their way to thank the earl, bishop, and marshal,
and to acknowledge the debts they owe. They will also
be quizzed by everyone about what really happened.
Through talking to Gamemaster characters, let the
knights get clear what they are going to tell others.

Note that many people are very happy that Merlin
has been outlawed; others, not.

YEAR 493

Court

Court is held at Silchester.

SpeciaL GuEsTs
King Pellinore

Gossip

“Maybe war isn’t so bad if it’s over there, in oth-
er peoples’ lands. Look at the gifts everyone got last
Christmas time!”
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“That is un-Christian, and shortsighted as well. Didn’t
your own cousin lose a son in that war! And what of those
widows over in the Franks’ lands now, crying all winter.”

“We have spent our share of time shivering in the
winter and crying over the dead. It’s time we got some
back, that’s what I say.”

NEews

Ulfius: “King Claudas of the Franks won a great
battle last year against the Alemanni, his greatest op-
ponents. He promised his wife and his bishop that he
would become Christian if he won, and now they are
pressing to hold him to that promise.”

Brastias: “King Pellinore has apparently abandoned
his kingdom to pursue some fantastic creature he encoun-
tered. It is as if he is under the spell of magic.”

RovaL CONVERSATION

None. The king is barely seen or heard from this
court.

INTRIGUE

The king is actually quite distressed at the death of
his son Madoc and, now, at the subsequent disappear-
ance of the unnamed infant. The queen is more distressed
about her loss than the gossips credit her with.

EvVENTS

The two northern Saxon kings, Octa and Eosa, es-
cape from their prison. Reports come in of great rejoic-
ing among the Saxons, and of many volunteers moving
towards the escaped kings’ strongholds.

Source: Geoffrey of Monmouth

Abpventure: ENVOYS TO MALAHAUT

At court, the king is acting very oddly. He is rarely seen,
and his courtiers carry on business for him. The doctors are
seen entering his chambers, and everyone knows he is ill.

Problem: Earl Roderick is charged with going to
the King of Malahaut to formalize an alliance to fight
the Saxons.

Secrets: Malahaut wants help because his lands
have been raided every year, even without the Saxon
King Octa on his seat. However, the terms of the pro-
posed alliance are not friendly to Logres, whose knights
must provide their own food and may not even be al-
lowed to enter the city of Eburacum.

Earl Roderick is not happy about these policies. As
he negotiates, he discovers that other northern envoys are
present, including several from the Saxons. These others
are all very closed-mouth, but they are plainly excluding
Earl Roderick from their plans and conversations.

Intrigue. (Success = The northern kings and the Sax-
ons are plotting together to attack the weakened Uther!)

Glory: 10 for escorting the Earl.

ADVENTURE: SAXON AMBUSH

Earl Roderick leaves court after a frustrating visit.
On the way home, a party of Saxons attempts to am-

bush him and the player knights. Use the “AMBUSH”
adventure, but the knights detect the ambush easily

and are prepared. This is simply another opportunity
for a fight.

CHristMAs COURT

Royal Court: The king’s court is very gloomy. The
queen seems to be holding herself apart from the king.
(Does she care about Uther, really?)

Salisbury: The earl is worried. Uther is ill, and the
condition of the king has affected the entire land of
Logres. Octa and Eosa are marching south.

SpeCIAL WINTER PHASE MODIFIERS
Due to the king’s illness, all regions in Logres suf-
fer a +3 modifier on Starting Bad Weather.
Because of the fighting, the following counties suf-

fer the following additional modifiers to the Starting
Bad Weather roll.

Catterick: Land was raided (+1d6)
Malahaut: Land was pillaged (+2d6)

YEAR 494

Court

Court is held at London.

SpeciAL GUESTS

The usual diplomats, etc.

Gossip

“Well, weddings and births should be the things
that make the world better. But instead we get kidnap-
ping and treachery.”

“Treachery from that filthy pagan! I warned you
all! I have never trusted that monster. The devil is his
father! How can you forget that?”

“The queen is distraught to the extreme.”

“Her baby is gone! Of course she would be! Poor
woman!”

“Poor kingdom, I say. This is bad luck all around.
I think Merlin is working with the Saxons. They’re pa-
gans too, aren’t they?”

NEws
Brastias: “The king is still ill and cannot see anyone.”
Ulfius: “The king says we should seek alliances
with the other Great Kings.”

RovaL CONVERSATION
None. The king is too ill to say much of anything
to anyone, even his closest advisors.

INTRIGUE

Some whisper that they have heard the king moan-
ing for Merlin to help him, but the queen turns into a
viper when she hears that name.

THE GReAT PENDRAGON CAMPAIGN



EVENTS

King Canan is the ruler of a powerful confedera-
tion of Irish tribes in southern Gales. He can muster a
large army and is secure on his throne: He conquered
all his neighbors, and they have been obedient since
being beaten.

ADVENTURE:
EMBASSY TO ESTREGALES

Source: Erec, roman arthurien en prosepublic d'apres
le ms. fr., 112 de la Bibliothéque Nationale.

Setting: Estregales, in southwest Cambria. Salen-
gue castle.

Characters: King Canan; Sir Dirac, his elder son;
Squire Lak, his younger son; Sir Orcas, Canan’s stew-
ard; King Branvarn of Cardigan; King Nanteleod of
Escavalon; many hill chieftains.

Problem: Uther needs an ambassador to deliver a
letter to King Canan of Estregales.

Secrets: King Uther wants the alliance of the
Cambrians, especially this powerful king. But King
Canan is an experienced diplomat, and will have to see
his advantage to do this.

The Embassy: The ambassadors must ride over-
land through Clarence to the border. Crossing into
Gloucester, the party is met by knights of that dukedom
who escort the party to their duke. The old duke inter-
views them, then sends them with his two sons, Twin
Bannerets of Glevum, as an escort to the court of King
Nanteleod in Carlion.

The Twin Bannerets are identical in appearance,
but quite opposite in behavior and dress. One wears only
red, the other only green, and they have their entourages
the same, so they are called the Red Banneret of Glevum
and the Green Banneret of Glevum. They appear to hate
each other, and are always arguing. They accompany the
knights to the border, then on to Carlion.

Carlion is an old Roman city that has seen better
days. (That is, it is typical for the cities of Britain in
this age.) The kingdom stronghold is a converted Ro-
man fort.

At Carlion, the knights encounter Sir Alain de
Carlion (Honest 16, Courtesy 16; Lance 16; coat-of-
arms similar to that of Escavalon), whom the player
knights will have met earlier, when they were garrison-
ing the castles in Cornwall (in 491). Sir Alain greets the
Glevum Bannerets politely and welcomes the knights
warmly, reminding them of their time in Cornwall to-
gether. “Though, of course,” he jests, “I wasn’t ensor-
celled by Merlin....”

Alain de Carlion is the player knights’ local con-
tact. When they've been cleaned up, he'll take them to
the hall and the king. Later on, the King of Escavalon
often sends a messenger to Salisbury. Sir Alain is often
among those messengers or their guards.

King Nanteleod is a middle-aged man who listens
sagely to the messengers, questions them about their pur-
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pose (they only know that they are to deliver a letter),
and does not push them too far. Over dinner he talks of
Logres, the Countess of Salisbury, the Saxons, and so on.
He wants to know the knights’ personal experiences, not
the theory behind their visit.

Sir Alain leads the messengers westward the fol-
lowing day. They cover the miles quickly and reach
Cardiff in one day; on the next night they stay at New-
castle in the Nain Forest; and then in Kynke Kynedon-
ne, by the border.

The next day, they are met by guards from Es-
tregales. This group then takes the messengers and es-
corts them to Carmarthen in Loughor, where they wait
for word of the king. Then, they journey three days to
Pembroke Castle, on the Milford Haven.

At the court of Pembroke, King Canan interviews
the messengers and receives the letter. He conducts a
polite interview (“How is the king, and the countess?”)

At dinner that night, they meet Sir Orcas (Intrigue
17, Courtesy 16; Lance 15, Sword 16; coat-of-arms similar
to that of Estregales), a polite but brusque fellow who is
King Canan’s steward and the official contact for the mes-
sengers while they are at Pembroke.

The embassy is stalled for several days. (“The king
is busy and will send for the ambassadors when he needs
them.”) Sir Orcas offers to take everyone on a hunt.
There, the messengers meet Sir Dirac and Squire Lak,
the two sons of King Canan, who are also along on the
hunt. They are young and naive, wanting to know more
about the world outside Estregales.

By now, the knights have been here long enough that
one night, after dinner, they are asked to entertain. (At-
tempt some unopposed courtly skill roll.) More days pass.

At some point, a chief from some dirty little hamlet
in the mountains challenges one of the messengers to a
horse race. (Stakes = £1 in treasure.) He uses a hill pony
on broken ground; knightly riders suffer a =10 modifier
to Horsemanship in this terrain. Afterward, the knights
learn the chieftain is in fact the king of Ystrad Tyi, the
hill savages allied to King Canan.

Finally, some day after the horse race, everyone in
Pembroke seems to be packing and loading. The king’s
household is moving: The king has gone ahead to
Carew, it is said, or maybe Tenby. The messengers must
pack up and go along too, and catch up with Canan at
Castle Tenby. There, after dinner, the king finally an-
nounces that he is in fact favorably tended toward the
offer in Uther’s letter, and that he is preparing a reply.
Then he turns to other business.

The messengers experience enough stalling at court
that they get a check on any one court skill roll, plus any
one trait the player wishes. Meanwhile, the court moves
again, this time resting at Carmarthen, where Merlin was
born. (The player knights can hire a boy to show them
the nearby chapel where the infant Merlin was baptized.
He'll take them to Merlin’s tree, where the raven is. He'll
show them the shack where the great magician grew up,




and the fountain where Merlin did his first healings on
the poor of the town.)

At Carmarthen that night, there is yet another
dinner, perhaps with more entertainment possibilities
from the player knights.

Awareness. (Success = You see young Sir Dirac hand
a goblet to his father, the king. Canan smiles and takes
it, toasts his young heir, then drains the cup in a single
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draught. Critical = You noticed Sir Orcas the Steward
bring the cup in and give it to Sir Dirac.)

Moments later, King Canan staggers up from his
seat and then falls backward over it. Everyone sees this
— the king grabs his throat; his face turns blue; blood
runs from his mouth, nose, ears, and eyes; and he finally
gurgles out a horrid gasp. He is dead.

“He did it!” shouts someone, and everyone looks to
Sir Dirac, still frozen in horror at his father’s death.

“No!” peeps the young knight, “Not me!”

Solutions: Ideally, an honorable player knight saw
Sir Orcas give the cup to Sir Dirac. If a knight makes
this statement, however, Sir Orcas challenges the ob-
servation and demands mortal combat. Sir Orcas may
seem slow and dull, but much of that is an act; use stats
for an average knight (see Pendragon, Appendix 2), but
with Lance 15 and Sword 16.

If the player knight wins, he proves his claim and
Sir Orcas is apprehended. If not, then the player knights
can flee immediately, and leave the land behind in chaos.
They might choose not to duel, but to fight Orcas and his
henchmen too, in order to put the rightful Sir Dirac on
the throne. This latter choice, however, would be far be-
yond their orders from the king or the earl.

Glory: 25 for exposing Sir Orcas; 100 for saving
Dirac’s honor by winning the combat; 17 for defeating
Sir Orcas.

The Return: The knights must return some time
(and very likely in haste). Without a king, the lords of
Estregales are going to take advantage of the opportu-
nity to raid each other and rob travelers.

On the way home, the player knights must tell and
retell the story of what happened in Estregales. King
Nanteleod entertains them one night, and he makes
each knight tell about what he did there, listening
closely and peering at the speaker intently. The next
day he says, “Sir Rhys will accompany you to the border,
and from there [ trust you shall accompany him to your
own lord. Is that well?”

Sir Rhys is a Cymric knight from the city of Carlion.
He is a household knight of King Nanteleod, well outfitted
with armor, sword, and spears. He rides a white courser
instead of a brown charger like most others.

Afterward: King Canan is dead; although Dirac
eventually regains control of Estregales, the former alli-
ance disintegrates. None of the subject lands sends their
nobleman to swear fealty to the young new king, Dirac.

Oc1a aND Eosa AtTack

The Saxons come south. When Lincoln is at-
tacked, Duke Lindsey and every other nobleman shut
themselves into their castles and cities while the Sax-
ons ravage the countryside.

THE GReAT PENDRAGON CAMPAIGN



Curistmas COURT

Royal Court: Nimue is present to tend to the king.
She keeps the knights from announcing the news about
the Saxons to the king.

Salisbury: That northern army will be a great loss,
but Logres has fought without allies before. If Octa and
Eosa enter Salisbury, the knights are all to bring their
herds and families to Sarum, or to their local castle.

SpeCiAL WINTER PHASE MODIFIERS
Due to the king’s illness, all regions in Logres suf-
fer a +3 modifier on Starting Bad Weather.

Because of the fighting, the following counties suf-
fer the following additional modifiers to the Starting
Bad Weather roll.

Bedegraine, Lambor, Lonazep: Land was raided
(+1d6)

Lindsey: Land was plundered (+3d6)

YEAR 495

Court

Court is held at Sarum.

SpEeciAL GUESTS

The assembled army of Logres, plus many allies.

Gossip

“Don’t you think that we should go away now, be-
fore it is too late?”

“The king is here with all the knights of Logres.
We are safe.”

“But how do you think Uther will fight, sick as he
is? The men seem uneasy with it.”

“Do you think we have enough supplies set aside,
in case we have to run for it?”

“Well, T'll say that 'm going to spend the night
with that new squire if we’re that close to dying.”

“Listen, darlings, Uther may be ill, but it isn’t over yet.”

“Don’t you think we ought to sleep in the stables,
ready to get out of here, in case the Saxons get here? I'd
go to my cousin’s now, but I think we’ll get earlier warn-
ing here if we have to run...”

NEws
Brastias: “They’re just Saxons, men. We have

beaten them before; we will beat them again. They
aren’t even smart enough to ride horses!”

Ulfius: “The Saxons wintered at Eburacum and
have begun moving south. We are going to get them.”

RovaL CONVERSATION

None. The king remains ill.

INTRIGUE

The king is very ill. Many of his court feel he is
dying, and some of them fear that he is not making the

best decision to fight here. The Saxons have a lot of
reinforcements.

EvVENTS

As the royal army, roughly 1,500 British knights and
5,000 foot, closes on the city of St. Albans, the peasants
who had been hiding come to the British camp and report
that the Saxons took the city by surprise, slaying all the
defenders and many of the residents.

Upon closer inspection, the army sees that the gates
to the city are open! King Uther does not wait, but orders
his forward units to attack immediately and seize the gate,
and all others to follow as they can. But it is a trap. Some
troops get inside the city and are slaughtered, and then for
the rest of the long day the British archers shoot at the
defenders and many good foot soldiers perish trying to get
over the walls. The attack fails.

The army is generally depressed by this failure.
Night falls, they rest fitfully. At dawn the next day,
King Octa and his army of 9,000 file out of the city to
meet Uther in open battle.

BATTLE OF St. ALBANS

Source: Geoffrey of Monmouth, Historia Regum
Brittania

Length of Battle: 8 rounds

Battle Size: Large

Commanders

King Uther (Battle = 20)

King Octa (Battle = 19)

Modifiers

British are not confident: 5.

Uther has superior troops: +5.

Saxons are all on foot, so mounted knights get +5
to Combat skills.

The Fight

Normal. At some point, Earl Roderick’s horse is
struck down and his men must rescue him from Saxon
warriors (maybe inspired by their hatred for the Cymric
knights; perhaps a berserker or two are present).

After the Battle

Victor: Decisive Victory (Uther). The Saxons took
many more losses, and the survivors slipped away as soon
as possible. British losses are significant, but not horrible.
The worst is that Duke Ulfius and Sir Brastias have both
received grave wounds and are in the hospital.

Plunder: £10 of goods

Glory: 60 per round, x2 for Decisive Victory
THE INFamous Feast

The army and populace are ecstatic. Cooks and ser-
vants prepare a huge feast at the castle in St. Albans.
The nobles are to eat in the Great Hall, while the bulk of
the army is to eat at makeshift tables spread in the bailey.
Knights who were notably successful in the battle may
have been invited to eat in the hall too. However, the
bailey is hardly less magnificent.
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At the feast, the happiness of victory incites many
to excess. Temperate/Indulgent rolls are in order. If in-
dulgent, the knights drink enough to pass out early.

Special: Temperate. (Critical = “You didn’t drink any-
thing”) Remember whether this is so for each knight.

As well, Chaste/Lustful rolls may be in order. If
lustful, a knight finds a willing lass to bed down with.
They leave the feast and find some private place.

Knights who remain both temperate and chaste stay
at the feast, filling themselves with good food, compan-
ionship, convivial pleasure, and the other emotions that
come along with surviving a bloody battle.

Up in the Hall: Around midnight, everyone who
has drunk wine or beer feels something awful happening
inside them. They reel, then spasm, and begin vomiting
food, then blood, and soon die from internal bleeding.
The effect strikes suddenly and there is no cure, for this
is the onset of a magical poison.

The only way a noble or knight can survive feast-
ing in the Great Hall is by getting a critical success on
a Temperate roll. Of course, the servers, many of them
noblewomen, generally do not drink either.

In the Bailey: Many screams resound in the halls
of the castle. What do the player knights do? Some
may have passed out already, but may wake up from the
sound. Others may be hidden away in the cow barn or
some similar place, half naked with a laughing young
lass, yet they may be distracted or alarmed by the terri-
ble sound. (Or maybe not, in which case they will hear
of this only tomorrow.)

If any investigate up in the Great Hall, they witness
the first fallen vomiting blood. It is clearly too late for
them. The men are blue and purple, heaving up foaming
red blood upon the tables, themselves, and each other.
They stagger, gasping, and then crash upon the tables
and floor, thrashing spasmodically. First Aid is useless, as
is any other healing. The carnage is horrible; man after
man falls to the floor, dying a horrible death.

If the knights witness this, whom do they seek?
Uther? Earl Roderick? Another!? They can wade through
the blood and vomit to find him if they wish. No matter,
for he’s dead. They are all dead. All of them.

Panic, hysteria, and frantic, meaningless activity
seize everyone in the castle, the town, and the nearby
countryside.

Gamemasters should ask what the player knights
are doing. This is a crisis, and behavior in such circum-
stances is important. Checks may be given, rolls may
be required.

At some point, the castellan’s wife asserts order.
Servants begin the grim job of removing the corpses.
It is clear that someone has treacherously poisoned
the meal, probably the ale or wine (or both). Everyone
who survives is devastated. Hundreds killed! Terrible
enough, but look at the roster of dead!

The ruling class of Logres is virtually wiped out.
The High King and just about all of his barons (except

those in the hospital) have died. Earl Roderick is dead.
The land has no rulers.

The mourning is keen and grievous for the many
noble dead. Even Ygraine is sad — perhaps she was fond
of the king after all? Or is she only worried about her
safety now?

FuNERALS

The bodies are returned to their families, the dead
borne on wagons with their best horses tied behind. A
hundred black-shrouded processions crisscross Logres.

The bodies of Roderick and Uther travel together,
both taken to Salisbury for display, amid a mourning
procession. Though it is the king, only a few nobles view
the corpse: All have their own dead fathers, brothers,
uncles, and so on. Hundreds of commoners visit every
day of the journey, however.

Earl Roderick is buried in the cathedral. Surviv-
ing player knights probably attend. Uther is buried at
Stonehenge, between his brother Ambrosius and his
son Madoc.

Glory: 25 for attending Roderick’s funeral; 100 for
King Uther’s

'WHERE 1S MERLIN?

Of course, the wizard is hiding from the king’s
wrath. The king’s illness and the queen’s melancholy
are probably both curses from the magician, it is com-
monly said, for he wants to take the throne of Britain
for himself.

A LeTTER FROM GALES

King Nanteleod sends word that a large Irish army
has invaded Gales, led by the King of Estregales with
his knights and aided by hordes of mercenary kerns
from Ireland. King Nanteleod was busy defending his
land from them and could not aid Uther. (Of course, as
a result, he avoided being poisoned.)

CHristmas COuRT

Royal Court: Since there is no king and no heir,
there is no Royal House. The king’s wife retires, and his
knights are unattached until they find a new liege lord.
Sir Brastias especially is sought after, but he spends con-
siderable time traveling among the lords and entertain-
ing offers from all of them, yet accepting none.

Salisbury: It is a bad winter for everyone. The
countess is grieving and despondent; the women are
mourning and terrified; there are no officers to offer
leadership. Make sure everyone is aware of the mag-
nitude of this disaster. “There are no lords in Logres”
becomes a common adage.

Explain the circumstances in Sarum: The heir to the
seat is a 3-year-old boy, so his mother the Countess will
rule until he is grown. She needs loyal knights to guard her
and back her up. She is the legitimate authority, but only
with the cooperation of knights to give force to her words.
Will the player characters pledge to support her?

THE GReAT PENDRAGON CAMPAIGN



Sir Lycus isn’t going to sweat, he proclaims, and he
is talking tough too about how it’s a time for strong men
to rule, not women. (He’s trying to gauge the feelings
of the other knights for one of them to be the actual
leader here.)

Sir Leo, of course, is against Lycus in this. He
swears to support Countess Ellen and to protect the
young heir with counsel and arms.

Allow the player knights to discuss what they will
do. Of course they are expected to defend the countess
and her young son, their future lord. Much of the future
will be in their hands.

If the player knights decide to swear to the count-
ess, they all get a check to their Loyalty (lord) passion
and also 1 point of Honor. The countess is grateful.

Eventually, in the absence of another strong ruler to
take the countess’s place, even Lycus swears to serve her.

SpeciaL WINTER PHASE MODIFIERS

Due to the king’s death, all regions in Logres suffer
a +5 modifier on Starting Bad Weather.

Because of the fighting, the following counties suf-
fer the following additional modifiers to the Starting
Bad Weather roll.

Lincoln, Lonazep: Land was raided (+1d6)

Huntington: Land was pillaged (+2d6)

Hertford: Land was plundered (+3d6)

UTHER PERIOD
ADVENTURES

In this section are a number of adventures to help
keep the campaign lively during the Uther Period. Many
of these are non-specific in terms foes and settings, in
part useful simply as examples of “how things are done.”
Gamemasters should be familiar with all these process-
es, to use them as the basis for other events.

First, familiarize the players with the routines:
Have them ride around to narrate to them their knowl-
edge of the county, and use “BORDER CHALLENGE”
to illustrate the routines. Later on, the Gamemaster
can simply say, “You were riding patrol and encoun-
tered some men making a border challenge,” since the
basic scenario remains the same no matter how many
times this sort of thing occurs. Simply by changing the
opponent(s), you have a new scenario, but you can also
liven them up by making them individualized using
“YOUR SAXON FOE,” for instance, or other charac-
ter-related hooks.

Another type is the short mini-adventure. These
can often be completed in one session. However, Game-
masters should watch for opportunities to introduce later
consequences of the player knights’ actions. Perhaps the
praetor in “PRESUMPTUOUS PRAETOR” or Syagrius
in “THE MERCENARY SYAGRIUS” can return later,
either as a friend or a foe.
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“YOUR SAXON FOE” and other adventures of its
sort contain a series of short events to be mixed amidst ad-
ventures and strung out for years along the campaign his-
tory. They help develop a relationship (hostile, of course!)
with an NPC. These kinds of personal relationships can
be woven into the game as it goes, deepening the cam-
paign and invigorating game play.

Apventure: BORDER CHALLENGE

In the Uther Period, there is no jousting, nor in-
terest in anything except survival and land acquisition.
Knights don’t play games, and the player knights will
have done this kind of thing many times themselves, on
their own border patrols. Thus, assume they know how
to approach other knights, what to say, and what to ex-
pect — this is a routine event.

Setting: A guard post at the edge of any land.

Important Person: Sir [namel, the border guard
knight.

Problem: As the knight(s) ride along, dogs suddenly
begin barking; other knights can be heard mounting up,
and troops are being deployed. A military outpost of foot-
men, led by some knights, is nearby.

The player knights can fight, stand, or run.

Fight: Fight. Get Glory for combat. If continuing
forward, go on to “RIDING IN ENEMY LANDS.”

Run: Pursuit for a short distance is expected, but
not too far.

Stand: The routine is to shout to the guards your
identification and business. If they don’t attack, then
talk. Go with them to the court and be questioned by
the local lord. Reception by the local lord depends on
many things, all combined in a final decision of how
to treat the visitor. Things to factor in may include the
following: the lord’s relationship to the visitors’ lord; the
lord’s desire to be visited or not; any ethnic or religious
difference; Suspicious stats; Hospitality rolls; successful
Courtesy rolls; what the lord’s daughter is like; whether
he is noble or psychopathic; etc.

The lord’s choices are essentially as follows:

® Friendly. Wash up, have dinner, have a night’s
rest and provisions when you set off, with an escort to
the most convenient place to continue on.

® Neutral. Interview, perhaps offer some advice or
an escort, a night in the great hall if it is late.

¢ Unfriendly. Interview, then dismissal with an es-
cort back to where the player knights entered the land.

e Hostile: Interview, then when the guests are
asleep, capture them and lock them in prison forever.

e Hateful: Lose all control and attack the intrud-
ers in his own hall, violating Hospitality and losing
Honor.

Glory: None. This is a regular traveling occur-
rence.




A NoTE ABOUT
DistaNCES

A county is not a very
large expanse. It may be
possible to ride across its
settled, dangerous por-
tions in a mere 15 to 20
miles, and almost cer-
tainly in 25 to 30. The
player knights” own home
of Salisbury is about 20
miles across, from forest
to forest, east to west.

Thus, the reckless
dash through hostile ter-
ritory is not an entirely
unreasonable method of
travel, since unless they
truly hate the interlopers,
the local forces probably
do not pursue out of their
lands (unless the neigh-
bor is also a close ally or
friend...).

66

ADVENTURE: RIDING IN ENEMY LANDS

A hostile entry into enemy territory is another
common occurrence among knights. It is a dangerous
and possibly exciting activity.

Setting: Any hostile or unknown territory.

Problem: Your presence. Unknown people are al-
ways considered enemies until they are identified by the
authorities (i.e., the lord or his knights).

Characters: Local peasants, local churchmen, lo-
cal knights.

Secrets: The local knights have no obligation what-
soever to be in any way kind or considerate to the inter-
lopers. The obligation of any other local person is simply
to report strangers to the nearest authority. They do this
promptly, in most cases, for they don’t want to be robbed,
and any stranger is assumed to be present to plunder or, if
just passing through, to steal for his dinner.

Solutions: There are a few options for the travel-
ing knights.

1. Be permitted. It’s easiest to have permission. Get
permission from the lord by meeting with his guards
(see “BORDER CHALLENGE”).

2. Be Stealthy. Ride through the areas where no one
lives, in the thin, brushy forest referred to as “wastes”
that grows everywhere between villages. Stealthy
movement is slow and brings with it the danger of get-
ting lost. Being stealthy earns a Prudent check for the
player knights’ leader.

The party’s leader makes a Hunting roll each day.

Hunting Roll Result

Critical You remain unseen, moving 2d6+3 miles
in a desired direction along easy deer paths
and the like.

Success Largely unseen, you go 2d6 miles in the
direction you want.

Failure You travel 1d6 miles in approximately the
right direction, but you are not entirely
sure where you are.

Fumble Youtravel 1d6+1milesinarandomdirection

within enemy territory. You are lost, and
a peasant (hunter, wood collector, bandit,
hermit, peddler, etc.) sees you and
disappears into the woods.

3. Be Careful. You travel quickly, skirting the heav-
ily populated areas, but otherwise move along an estab-
lished human road or path, with no stopping to eat or
hunt in the daytime.

The party’s leader makes a Hunting roll for each
day of careful travel.
Hunting Roll Result
Critical Travel 15 miles, unseen, in a desired
direction (or at least causing no locals to
raise the alarm — to most commoners, one
knight is much like the other).
Travel 15 miles in a desired direction, but
observed by many folks — enough to be
sure someone is spreading the word to the
lord. The hope is to outride the response.
Travel 15 miles in approximately the right
direction; you are certain someone is

Success

Failure

following you (for the baying dogs give it
away).

Spotted by patrolling local knights. Go to
the “BORDER CHALLENGE” adventure.

4. Be Reckless. Take the biggest roads and ride all
out, 20+2d6 miles per day. You will most likely meet
local knights this way. Being reckless earns a Reckless
check for the player knights’ leader.

Fumble

The party’s leader makes a Horsemanship roll.
Horsemanship Roll Result
Critical Travel 35 miles in approximately the
right direction, and no one stops you.
Travel 35 miles in approximately the
right direction. At some point during
that span, you have a “BORDER
CHALLENGE” adventure.
Travel 30 miles in approximately
the right direction. During that time,
you ride dangerously close to a
castle: Go to the “BORDER CHAL-
LENGE” adventure, but fully half the
knights of the county are present
and ready.
Travel 2d6+20 miles in approxi-
mately the right direction. At some
point during that span, you are the
victim of an “AMBUSH” adventure.

Glory: None. Knights do this stuff all the time.
Glory is determined by what happens then they meet
something, not by simple travel.

ApVENTURE: AMBUSH

An ambush is an unexpected attack.

Success

Failure

Fumble

Setting: Anywhere. Many meetings are in fields
away from habitation, but this scenario could occur in
the woods, in a village, in a plowed field, an orchard, a
river ford, an abbey, etc.

Problem: The player knights are attacked by a pre-
pared, hidden force.

Characters: Gamemaster’s choice, but generally a
larger force than that of the victims being ambushed.

Secrets: The ambushers are not stupid, and prob-
ably cheat to win if they have to; presumably, they have
done their best to be ready and hidden.

Effect: The Gamemaster rolls the ambusher’s
Battle, while defenders roll Awareness. If the defend-
ers win, they notice troops around and get weapons out
before the attack begins. If the attackers win, they get
the advantage of the skirmish Battle roll bonus (+5) of
their leader.

Note that, in most cases, the ambushers are glad to
take knights prisoner for ransom.

Solutions: Fight your way out. Always, when am-
bushed, the leader of a party of knights chooses the
direction of the breakout and the knights charge that
way, ignoring everything behind or to the side.

Glory: Normal for combat.

Abventure: THE RAID/THE PILLAGE

Sometimes knights plunder their enemies. Two gen-
eral methods exist to do this: the raid or the pillage. A
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raid is done quickly, with the intent of getting some stuff
and getting out. Pillaging is done slowly and deliberately,
with the knights stealing anything of value, burning vil-
lages, chasing away populations, capturing livestock, and
in general ruining everything.

Knights lead forces of foot soldiers and commoners
to do work like herding livestock.

Setting: Anywhere that is not one’s homeland, an
allied land, or the land of a notably powerful lord.

Problem: Finding loot and carrying it off efficient-
ly. (Good thing you have a squire...)

Secrets: None. This is routine work for knights.

Complication: Knights involved should roll against
Selfish or Loyalty (lord), whichever is greater.

Selfish/Loyalty Roll  Result

Critical Got lots of stuff

Success Got some stuff

Failure Got very little stuff, or nothing at all
if the pickings were slim

Fumble Got nothing, not even grass for

your horses
Glory: None, unless something particularly inter-
esting occurred (e.g., there is a good chance that de-
fending knights show up to defend the fief).
Note: A sizable portion of whatever loot is gained
on a raid/pillage is normally given to the lord of the
raiding or pillaging knight.

ADVENTURE: RIDING THE ROUNDS

A regular knightly duty is to ride patrol on the
lands of the county. Several knights, led by a veteran,
do this regularly. Salisbury, with over 70 knights en-
feoffed, would commonly have patrols of 5-7 knights
led by the Marshall or another banneret.

Setting: The knight’s home county.

Problem: Dealing with outsiders.

Characters: Remember that the knights would
recognize most of the people of their own lands on the
roads, such as the peddlers or itinerant workers. A vari-
ety of other people might be found traveling the county,
though, and various responses might be appropriate.

Bandits/Enemies: Response probably determined by
Prudent/Reckless rolls. Determine whether they ought
to be attacked immediately, and if so, kill them all. If
their numbers are such that they are a danger to the
outriders, follow them judiciously after sending messen-
gers galloping to the earl.

Clergy: Send them to the earl.

Lords/Knights: One or more knights escort them to
the earl.

Merchants: A knight takes them to the earl.

Peasants: If from within the country, a knight es-
corts them to their homes. If from outside, take them
to the earl.

Secrets: Many commoners, recognizing the earl’s
own knights, may ask for help with some problem (see
“Sample Peasant Problems” sidebar). A decision is gen-
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erally made on the spot by the senior knight present,
unless it concerns the property rights of a knight or of
the church or it is a capital crime.

Solutions: Check those traits!

Glory: Some of these minor decisions might be
worth 1-10 Glory.

Apventure: MEETING NEW RKNIGHTS

Setting: Anywhere that knights meet for the first
time.

Problem: None, unless there is a feud going on or
there are Hate passions involved.

Characters: Knights.

Secrets: The critical factor to remember is that
knights feel that they have more in common with others
of their class than they do with folk of other classes, even
those outside of their own tribe, county, or nation.

Solutions: In your own home, welcome them and
bring them to the hall to meet the earl.

In the field, perhaps an army bivouac: A shared
camp site, a large fire, shared food, compare weapons
and armor, compare horses, talk of news and individual
prowess. (Humble/Proud check, etc., might be gained
here.)

Glory: None.

Apventure: YOUR MANOR RAIDED!

Setting: Your manor.

Problem: Enemies have entered your property,
surely with the intent of raiding or plundering. Of
course, it’s impossible to tell which, and, since they are
enemies, it is not important.

Characters: Raiders, manor personnel, landholder.

Secrets: If the player knight is at home, the farm is
less damaged. This represents his leadership in hiding
things, getting livestock and children away safely, and
killing the occasional raider who shows up alone. Thus,
any presence of the knight at home (or even of an ap-
propriate steward) diminishes the damage done.

If this is a full-blown roleplaying scenario, the gen-
eral sequence of activity is this:

1. Reports come to the knight that raiders have
been seen. He arms and rides out, with a squire and a
couple of messengers, to see for himself. If it’s simply a
couple of bandits, the knight and squire take care of it.
If it’s a larger party, one messenger goes to the local lord
and the other to the manor to warn everyone that the
threat is real.

2. The knight has his choice of what to do: (a) Go
to the manor and protect it while everyone else gets to
safety; (b) try to shadow the raiders and determine their
intent; or, most recommended, (c) go directly tell the lord
what he has seen (and then wait, with household knights
and garrison, for the lord’s commands).

Solutions: If it’s not an important scenario, you
might manage the whole thing quickly with a single
opposed roll of the knight’s best Combat skill against

SAMPLE PEASANT

PROBLEMS

1. A neighbor beat up a
farmer. Proper Response:
Take down the facts, and
tell the complainant to see
the earl.

2. Wolves are bother-
ing the livestock. Proper
Response: Tell the earl;
arrange a hunt.

3. Lost livestock. Prop-
er Response: Keep an eye
out for them.

4. Hungry family.
Proper Response: None
needed (but giving food =
Generosity check).

5. Someone is sick.
Proper Response: Watch
for the local healer.

6. My goat is missing.
Proper Response: RKeep
your eye out.

7. He stole my best
bull. Proper Response:
Take down the facts, and
tell the complainant to see
the earl.

8. He tried to have sex
with my wife. Proper Re-
sponse: Laugh, dismiss
the matter.

9. He tried to have
sex with my unmarried
daughter. Proper Re-
sponse: Arrest him and
have him flogged for lust.

10. He raped my wife/
sister/daughter. Proper
Response: Arrest him,
beat himup, and send him
to the earl.
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that of a typical raider. If the raider is defeated, then
the usual +5 modifier for the Base Nature Value (dur-
ing the Winter Phase) from being raided is not applied
that year.

Glory: 50 if the knight defends his own manor.

ApvenTURE: MARRIAGE RIVALRY

Setting: At the castle or manor where lives the
woman a player knight wishes to marry.

Problem: A knight shows up and tells your knight
that the woman is his, not yours. He explains this calm-
ly, then asks the player knight to just go and stay away.
If that fails, then he tells the knight to stay away.

Finally, if necessary, he challenges the player
knight to armed combat, with sword, mounted, to first
blood for her hand. The winner continues to court her,
the loser goes away forever.

Characters: A knight of roughly equal quality to
the player knight.

Secrets: Sir [name] really does love the woman
(whether the player knight does or not), and just before
combat the player knight can hear his opponent make a
loud exclamation of his love, an ecstatic shout of rapture;
he then draws his sword and charges forward. He is in-
spired by his Love passion for the lady.

Solutions: Fight to first blood.

Glory: This is the equivalent of rebated combat,
so 2 Glory.

ADVENTURE:
THE MERCENARY SYAGRIUS

Setting: A battle or skirmish.

Problem: A band of sergeants, outlaw knights, or
other pillagers is raiding nearby. They are well-armed
horsemen, probably knights, and there are a lot of them.
If they are approached, a white goose honks loudly as
the player knights close and they all buckle up and get
horsed, ready for a fight.

Heraldry or Recognize. (Success = The leader is a
Roman. Critical = It is Sir Syagrius, the former praetor
of Soissons, whom Madoc abandoned in France.) Note:
Recognize is possible only if the viewer has seen the
Praetor before.

Characters: Syagrius, angry and unforgiving,
hunting down Prince Madoc in a quest to avenge his
dead men, family, and lost lands. He does not let any-
one stand in his way; his men, all veteran knights.

Secrets: Sir Syagrius has a passion of Hate (Britons)
16, as well as a directed trait of Hate (Madoc) +10.

Solutions: Fighting is likely, but peace is possible
under several circumstances if information is brought
forth in a timely manner: (i) if Madoc is dead; (ii) if
Syagrius owes any player knight a favor, then he will
stop hunting for a year; or (iii) if he is given his old
land of Soissons back (this last ought to be pretty much
impossible).

If Syagrius is calmed down, he needs a place to
stay, and the knight who offers the Praetor a place at
his manor gets a Hospitality check. If several contend
for it, then the winner of an opposed Hospitality resolu-
tion is the first to make the offer. Regardless, the former
praetor accepts graciously.

Glory: 100 for combat, plus 100 extra, divided
among the participants, if they bring the victim’s head
or battered shield to Uther or Madoc.

Alternately, if they settle this adventure peace-
fully, then 100.

ADVENTURE:
PRESUMPTUOUS PRAETOR

Setting: A manor.

Problem: A foreigner in exile has been given hos-
pitality at the manor, but he has become too forward
and rude with the women.

Characters: The praetor, a foreign nobleman; the
lord of the manor; ladies of the manor.

Note that the lord has the primary responsibil-
ity here, so the scenario is most likely to occur when
there is no lord present. Perhaps he is absent on duty or
quest, or maybe he is dead and his wife or daughter is
in charge; possibly he is old and feeble, or else he owes
some favor to the visitor and is thus hampered.

Note that this foreigner could be Praetor Syagrius,
formerly of Soissons, who was treated badly by Prince
Madoc.

Secrets: The visitor is in the wrong according to
the rules of all civilized peoples.

Solutions: This guy needs to be taught a lesson!
However, he has been offered hospitality and is thus
under protection of the manor lord. Non-violent con-
frontation is required at first: Simply address the offend-
ing individual and inform him of his error, as if he does
not know better.

If he does not correct his behavior, apologizing for
his errors, more needs to be done. The most logical so-
lutions include:

¢ Challenge him to a duel of honor. This vio-
lates no rules of hospitality or honor. Of course, losing
the duel means that he was honorable, and the player
knight loses a point of Honor as well as taking whatever
damage is acquired.

¢ Make him miserable. The rules of hospitality
aren’t specific about all details. It is possible to feed the
rude foreigner cold gruel and limpid beer each meal,
and to give his horse dirty old hay and soiled water.
This may be enough to drive him off. He may complain
afterwards, however, and impugn the hospitality of his
host. (Worse, this behavior, if taken too far, might cost
the host a point of Hospitality.)

e Threaten him. Tell him his actions are deplor-
able and that, if he does not cease them, he will be
challenged and/or attacked as soon as he leaves the
safety of hospitality.
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¢ Goad, provoke, vex, aggravate, and gall him us-
ing snide comments, sarcasm, and insults. Make him
lose control until he attacks you. This is easier if he’s
drunk. However, it still might qualify as dishonorable
conduct...

Glory: Whatever the player knights’ actions ob-
tain — no extra for the adventure itself.

EVENTS

A long-term campaign thrives on long-term stories, a
series of encounters that can enliven the life of one char-
acter (and perhaps that of his family) for years to come.
These events can be inserted to color a specific adventure
or ongoing story. They do not require the complete write
up of an adventure, and so are called “events.”

Event: YOUR SAXON FOE

Of course, a Gamemaster may wish to have several
individual Saxon foes for different player characters,
though not everyone needs or even ought to have one.
(Later, not everyone will have a lover or feuding clan,
either.) The Gamemaster can add some detail and color
to the campaign by not limiting himself to generic Sax-
ons, but introducing one of the many other tribes in-
vading the island. A 6th-century Byzantine historian,
Procopius, thought that Britain was inhabited by Brit-
ons, Angles, and Friesians.

However, the early English historian Bede gives us
a longer list, naming the Friesians, the Danes, the Rugi-
ni (another Germanic tribe), the Huns, the Old Saxons,
and the Boructari (probably Franks).

IMPUDENT FOE: There is going to be plenty of
fighting. During one battle, when a knight is defeated
but not killed, his foe may take the opportunity to
taunt and challenge him. This is a warrior’s challenge
to personal honor and manhood, and is exactly the
thing that would incite a Hate (this guy) passion.

The warrior may even demand the name of his
newly made foe. Remember that this enemy warrior has
acquired a Hate (the player knight) passion as well.

PERSONAL CHALLENGE: Enemies take op-
portunities to challenge individual foes personally. This
might be unexpected, such as while visiting a city or
on a trade mission. It might be before a battle, if the
foes see each other individually across the gap between
armies. It might occur at court, even the court of deadly
foes like the Saxons and British, since both are warrior
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cultures that respect Honor and admire courage and
skill at arms.

BATTLE ENCOUNTER: The enemy can be
encountered amidst the clash and swirl of battle. When
the movement of battle separates the two foes, there is a
chance that the inspired knight or warrior may choose
to abandon his unit to pursue his foe. This is an incred-
ibly dangerous thing to do, of course, since it may result
in the knight being surrounded by his foe’s friends as
well. But note too that this is the kind of event in which
the player’s own friends may also choose to abandon
their unit (temporarily of course) to support their com-
panion.

Note, it is also possible for the foe to be drawn
amidst his enemies by his own passion.

SPECIAL PLUNDERING: A vengeful foe may
learn of a knight’s own home and secretly make his
way cross-country, seeking skillfully to raid the man-
or with the intent of inflicting personal harm. He
may kill male children and kidnap a wife. He prob-
ably won't try to make off with cattle and unless it is
incredibly easy to do so, but instead just destroys with
fire and sword.

RETURN RAID: Whether the Saxon foe’s
home was raided or the knight’s, a retaliatory raid is
always in order when a home is violated. Of course,
it’s necessary to know where the enemy lives first, or
else a player knight’s vendetta is just another raid
into Ruigni territory.

VENGEFUL KIN: When a man is killed, his
kinsmen have an obligation to avenge the death.
They may gather and ride swiftly to the murderer’s
home, seeking to kill him. They may wait until the
odds are good, or until their target is disadvantaged.

VENGEFUL SON: Sons live for revenge — for
one thing, it is a family obligation. Further, revenge
gains more than just ordinary Glory. As well, note
that the desire to avenge one’s father is probably a
young knight’s or Saxon’s most powerful passion, so
it is very likely able to help him against a seemingly
overwhelming foe. Alternately, if the son was young
when his father was slain, the object of his revenge
might have grown old and weak, or might suffer from
wounds that reduce his ability to fight and thus allow
the vengeful fledgling an equal chance.

69



70

Chapter Two
AUnarchy Period:
396509

No king sits on the British throne, and the Saxons
have the largest armies in the land.

HistoricaL COMPARISON

The Anarchy Period is roughly equivalent in terms
of culture and methods of warfare to 11th-Century Brit-
ain, at the end of the Dark Ages and the start of the
medieval era. In real history, the 11th Century marks the
end of Anglo-Saxon England and the start of the Nor-
man dynasty, with the successful invasion of William the
Conqueror and the Norman expansion in general.

Of course, in Pendragon’s Anarchy Period there is
no William, though there are many nobles who wish to
be “the Conqueror.”

Your CAMPAIGN

The campaign shifts during the Anarchy Period
to be far less directed than was the case under King
Uther’s reign. Without leaders, players have more free-
dom to do what they want.

Their job is to be the trusted veteran knights of
Salisbury, but the Gamemaster has to decide just how
much authority they hold. They can run the county,
or just follow orders, or anything in between. Gauge
the players and see what they wish to concentrate on.
But keep up the variety of play. The game opportuni-
ties here lie in political decision-making, enrichment
opportunities, some free time to go off into the Forest
Sauvage, and of course fighting Saxons.

The political decisions are about the county. No
king rules in Logres, and the earl is just a child. Local
decisions have to be made about paying tribute. Conse-
quences are personal.

Political wrangling is one possible game theme.
Duke Ulfius survives and is the “wise old guy” from the
last generation, but several newly sworn British lords seek
to consolidate themselves and get more powerful. Knights
can encourage the countess to support someone.

Personal enrichment is another game theme. This
Period marks an opportunity for the knights to enrich
themselves at the expense of less fortunate neighbors.
No noble or other justice is going to take them to task
for seizing loot and even properties or castles — in fact,
many would hail them as heroes for doing so.

Finally, personal adventure in the Forest Sauvage.
This chapter includes several adventures set there, op-
portunities for knights to gain Glory, experience, and,
perhaps, some land.

Most actions, however, still take place within the
kingdom of Logres.

TuEe PourmicaL GAME

Few political scenarios have been presented in the
game thus far. Gamemasters are left to create their own
scenarios of high-level intrigue, mistrust, and counterplot.
Of course, making such committed choices significantly
affects how the world reacts. Gamemasters must decide
how a player knight’s firm commitment to some overlord,
ally, or vassal, for instance, affects larger events.

For instance, the players may decide early in the
Period that a close alliance with King Nanteleod would
be the best option. The Gamemaster has to modify all
the news and events below to include the player knights
in the ongoing history of that king’s march to success.
Alternately, they may urge the countess to submit to
King Idres or Duke Ulfius, or maybe even to marry King
Cerdic of Wessex. The options are open, give the choic-
es to the players and let their characters enjoy or suffer
the consequences.

There is little “established story” here, so Game-
masters and players must shape their characters accord-
ing to external events and personal choices.

Berore You CONTINUE

The Gamemaster now must make some decisions
about the current standing of the player knights in the
county. The Countess Ellen is of course the ruler, in the
name of her young son, but she will need some decision-
makers around to help out. Key advisors will wield great
responsibilities.

The Gamemaster needs to decide just how far up
the command chain the player knights are. Are there
any veteran NPC knights who might actually be chosen
to lead the county? More significantly, any surviving
original player knights are now about 30 years old, and
10 or more years of service goes a long way. They may be
well known and widely trusted by now, and be the best
candidate for any number of important tasks.
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It is even possible that one of the
player knights might marry the countess,
though probably not immediately. (If a
player knight does not marry her, the de-
fault story is below).

But consider that this might also
take the character out of play, for it is not
realistic for commanders to go off adven-
turing. Maybe the player is fine with this
and might choose to run another player
character. The Gamemaster might strike
a balance and leave someone else, perhaps
old Sir Elad, in charge (though of course
he will confer with the player knights).

GRUDGE SCORE

A Gamemaster may wish to allow
the players’ decisions to sway the count-
ess, essentially giving foreign policy over
to them. They will then have great power,
but also the responsibility for either an-
gering the Saxons or getting a negative
modifier each Winter Phase for the an-
nual tribute.

Decisions must have consequences.
Gamemasters should keep a “Grudge score”
to track how the various Saxon kingdoms
feel toward the Salisbury court. When this
Grudge reaches a certain stage, they raid
the county to teach a lesson. Each raid
relaxes, but does not entirely erase the
Grudge for that Saxon kingdom.

After a certain point (different for
each Saxon king, as the Gamemaster
determines), they invade and pillage, per-
haps even secking battle. These actions
have the usual consequences in the Win-
ter Phase for that year.

SaxoN KINGS AND AETHELINGS

Aetheling is the Saxon term for a
king’s royal heir, roughly equivalent to
“crown prince.”

Anglia

Cwichelm 500-518

Cwichseax (never king)

Deira

Eossa 455-495

Yffi 495-518

Essex

Aethelswith 485-505

Aescwine 505-518

Kent

Hengest 457488

Aesc 488-518 (wife, Cyneburh; their
sons become knights)

Kinniarc 518-564
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KRingdom  Current King/Aetheling Refusals

GRrUDGE RECORD

Favors Attitude

Kent

Sussex

Essex

Angles

Port

Wessex

Nohaut

Octa 455-495

Eossa 495-518
Ethfrida 518-547
Sussex

AZlle 477-518
Celyn, 518-553 (earl)
Wessex

Cerdic 495-518
PLACES OF IMPORTANCE

The following places are extant in the Anarchy
Period. (For forests and other terrain features see map
p. 23.)

Amans: This little kingdom is on the edge of the Pen-
nine Mountains. (See Cumbria map in Chapter Four.)

Arden Forest: Arden Forest fills the area between
Wouerensis (on the Avon River), Galvoie (on the Severn)
and Cameliard (on the Trent.)

Atrroy Forest: This forest divides northern Cameliard
and southern Cheshire and Orofoise from each other.

Bangor Fawr: Castle guarding the crossing of the
Meneii Straits, subject to Gomeret. It is a boat port. A
famous monastery is here, overseen by Saint Deiniol.

Beaumaris: Castle guarding the crossing to the
[sles. It is a boat port.

Black Mountains: Steep and difficult mountain
chain in southeastern Gales.

BRYCHEINIOG: One of the “Mountain king-
doms” in the southeast Cambrian Mts. Its chief settle-
ment (not a city) is Brecon. From among the vales and
dales come five tribes.

BULITH: This mountain kingdom in the Central
Cambrian Mts. includes two tribes. Its chief settlement
(not a city) is Bulith Castle.

Caerwent: This city in Escavalon was one the trib-
al capital of the Silures. It has strong fortifications and a
castle. It is also a seaport.

Cambrian Mountains: Whereas all the mountains
of Cambria can be said to be the Cambrian Mountains,
there is a high and impassable spine of them that are, in

truth, the real Cambrian Mountains. The chain runs
north and south in western Cambria.

CAMELIARD: This kingdom centers upon the
uppermost Trent River. It includes the castle of Pen-
kridge, Carohaise and the city of Stafford.

Cardiff: This city in Escavalon in a seaport, and is
protected by walls and a castle.

Cardigan: A castle on the Cardigan Shore, the
southernmost and largest. It is also a thriving seaport.

Carlion: Also called Carlion-on-Usk, this was a Ro-
man military fort. It is still fortified and has a castle, as well
as a church to Saints Aaron and Julius. It is also a seaport.

Carmarthen: This city in Estregales is the largest
of the kingdom. It was a Roman capital of the Demetae
tribe. It is well fortified and has a small castle.

Carohaise (Wall): This is a small castle guarding
the border of Cameliard. It is a regular stop between
Lambor and Stafford.

CHESHIRE: The Duchy of Cheshire is a wide
plain between the Cambrian Mountains and Pennines,
and the Arroy Forest to the south. It includes the City
of Legions and the Wirral.

Conway Vale: Hugging the Conway River, this
steep pass is the narrow and dangerous way to bring an
army into Snodonia, the secret heart of Gomeret where
the Gomeret army regularly hides.

Dean Forest: This forest surrounds the city of
Hereford and it’s “the Lost Kingdom” of Ergyng. Also
therein is the healing temple of Lydney.

Degannwy: This is a very strong castle and the ma-
jor fortress of the King of Gomeret.

Dinas Bran: This is the Hill of the Raven, once
home to the giant god Bran before humans roamed
the hills. Of old it was a hill fort, long abandoned but
recently resettled by a new pagan community eager to
reclaim its ancient power.

Dinas Emrys: The tyrant Vortigern built this castle
the first time, on the slopes of Mount Snowdon. Here
it was that Merlin, then called Emrys, revealed himself
to the world with his prophecies. Vortigern later aban-
doned it, and in time it was occupied by troops of Am-
brosius. Now it is a castle of the King of Gomeret.
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DYFED: The westernmost southern part of Gales
is the county of Dyfed, and includes Pembroke Castle,
Carmarthen and Menevia; and Roevant Forest.

ELFAEL: Mountain kingdom in central eastern
Cambrian Mts. rules over two tribes.

ERGYNG (Kingdom of Dean): This small king-
dom with the Dean Forest has not been heard from in
years, due to the enchantment of the forest. Its center
was the city of Hereford.

ESCAVALON: This rich and prosperous kingdom in-
cludes the counties of Gloucester, Morgannwg and Gwent.

ESTREGALES: Estregales is a land ruled by Irish
conquerors whose ancestors came over a hundred or
more years ago. So many Irish tribes people came that
the region is now Irish rather than Cymric. It includes
the counties of Gower and Dyfed

GALVOIE: This little kingdom sits upon the fer-
tile Severn River, entirely surrounded by the forests of
Arden that effectively cut it off form the outside world.
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Gloucester (City): This seaport is a city with a
castle and walls, and a regular road stop upon major
trade roads. It is the largest city of western Britain, and
subject to the Duke of Gloucester.

GLOUCESTER (Duchy): The mouth and lower
Severn River goes through Gloucester County, a fertile
region centered on the city of Gloucester.

GOMERET: Six strong, watlike tribes live on the
north west coast of Gales. They generally unite as the
Kingdom of Gomeret [Gwynedd], which includes the
castles of Degannwy, Sinadon, and Bangor; as well as
the territory of Snodonia.

GOWER: This county is part of the Estregales
kingdom, and includes the city of Gower and the castles
of Kynke Kynedonne.

GWAELOD: A wealthy cantref of northwestern

Galis, independent of all other political rule.
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GWENT: The coastal plains of Escavalon com-
prise the County of Gwent. The county is wealthy and
includes the cities of Carlion and Caerwent.

Hereford: This is a castle and small city located in
the middle of Dean Forest, and the center of the Ergyng
Kingdom.

ISLES: Three tribes occupy the fertile island of
Mbn, all subject to the kings of Gomeret. This coun-
ty includes the much smaller Holy Isle, once a sacred
stronghold of the druids until the Romans sacked it
completely.

Kynke Kynedonne (Neath): This castle in Gower
guards the border.

Legions (Chester): This city used to be a Roman
fort. It is now the largest city around, with a castle, and
the center of trade for all of northern Cambria. It is also
a seaport.

Llan Illeyd (Llanwit Major): Large monastery of
Saint Illtyd, a famous site of learning for the isle of Brit-
ain. It is a site of one of the three Perpetual Choirs of
Britain.

Llandaff: Monastery of Saint Dubricus.

Lydney: This famous Pagan temple from the Ro-
man times is still active as a place of healing. It is dedi-
cated to the god Nodens.

Menevia: Saint Dewi returned from his pilgrimage
to the far east and founded the monastery here. It is
for Benedictines, or the black monks. Dewi is a strict,
severe man, gaunt and nonetheless vigorous.

MERIONYDD: Small mountain kingdom in west-
ern Cambrian Mts. centered on the Dyfi River. The two
Pagan tribes there worship horrible and terrifying gods
from the nearby Idres Mountain.

MORGANNWG (Escavalon): This county in-
cludes some settled lands on the middle Usk River, but
most of the region is the hilly trees of the Nain Forest.
It is part of the Kingdom of Escavalon.

Mount Idris: A prominent peak in Merionydd,
sacred to the Old Gods and a mist-shrouded place for
poets and madmen.

Mount Snowdon: The tallest mountain of Gales
is sacred to the Old Gods and covered with enchanted
places.

Nain Forest: This name means “Dwarf Forest,” be-
cause the king of the dwarfs has been met here. It is be-
lieved that a kingdom of dwarfs lies within its thickness.

NORGALES: The six tribes of this small moun-
tain kingdom in northern Cambrian Mts. are often part
of Gomeret, and sometimes they are independent king-
dom, and sometimes its king rules over Gomeret.

OROFQISE: Orofoise County includes the settled
areas of the northern Severn River. It is far enough
away through forests to not be part of Arthur’s realm,
but subsequently fell subject to the hill king of Powys. It
includes the city of Oroquelenes.

Oroquelenes (Wroxeter): This used to be the capi-
tal city of the Roman Cornovii tribe, called Viroconi-

um. Now it is a small city sitting on the upper Severn
River. It has a small castle.

Pase (Manchester): A small castle, the center of a
tiny independent kingdom at the edge of he Pennine
Mountains. (See Cumbria map in Chapter Four.)

Pembroke Castle: This castle is the best stronghold
for the kingdom of Estregales. This is the coolest castle
in Britain, thanks to its underground sea cave.

Penkridge: This is an old Roman fort, still main-
tained by the king of Cameliard. It is a regular road stop
between Cheshire and Logres.

Pennine Mountains (South): The Pennine Moun-
tains are impassable by knights, save by the established
paths, and then preferably with a guide. They are steep,
and their tops covered with moors. Pase and Amans are
castle-kingdoms at the edge of these mountains.

Pleure Castle (Aberstwyth): This is the “Castle of
Tears” because of the custom practiced here by its evil
lord and lady. (See the adventure of the “CASTLE OF
TEARS”.) Though it is a seaport, no one lands there.
The British monks from the abbey at the only road into
the land always warn people not to go in.

POWYS: This is the most powerful of the several
mountain kingdoms in central Cambrian Mts. Includes
ten tribes.

Prescelly Mountains: These rugged mountains are
covered by the Roevant Forest.

Rhun Castle: This castle is the stronghold for the
King of Powys.

Roche Sanguine: The “Bloody Rock” is an ancient
castle, the center of the lost kingdom of Galvoie. It is
now ruled by women.

Roevant Forest: This forest in within the kingdom
of Estregales and encompasses the Prescelly Moun-
tains.

Sinadon (Caernavon): This sea port city is guarded
by an impressive castle, built by Emperor Macsen Wle-
dig long ago. It also guards the Meneii Straits, and is
subject to the King of Gomeret.

SNODONIA: The hidden area of the mountains
in Gomeret where their kings regularly take refuge. It
is not a single place, but a series of little farms, small
valleys and pastures where an army can hide and eat
for a long time.

Stafford: A small city with a castle on the Sau
River, in Cameliard.

Terrabil: A castle in northern Cameliard.

Whitechurch: This town is a regular road stop be-
tween Cheshire and Logres.

Wilderspool: Border town, a ford from Cheshire
into the trackless wilderness of the Forest Perilous.

Wirral: A thick wilderness area that nearly fills the
entire peninsula of Cheshire.

YSTRAD TYWI: Cymric mountain kingdom in

the southwest Cambrian Mts. consisting of two tribes.
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YEAR 496

Court

Countess Ellen’s court is held at Sarum.

SpeciaL GuEsts
Aetheling Aescwine of the East Saxons
Sir Brastias

Gossip

“Did you hear about the sword? The one in the
stone in London? It has writing that says it is for the
king of Britain to pull out! What do you think?”

“Let me tell you, this looks like another one of Mer-
lin’s tricks, doesn’t it? Smacks of magic, so it must be him.
Not the Lady of the Lake — she doesn’t care about the
king and all. What do you think he’s up to?”

“Merlin? It’s a trick. Don’t you think we should all go
take shelter at the abbey? Or maybe find some king out
west who is still alive and beg to work for him?”

“As if the nuns will do a better job of protecting us
than our knights. And life is hard enough here without
being a refugee begging for food.”

“Then don’t you think we should just up and move
to Brittany or something? Will the knights escort us
there? Isn't it Idres, and isn’t he a powerful king?”

“Listen, darling, no one wants you but us. We've got
important business here. Do you know how to put out a
fire? Are you ready to lug rocks for the walls? You can run
away if you want. But if you are staying here, you'd better
be ready to work like a giantess to save your life.”

NEws

Courier from Ulfius: “We need a king. A legiti-
mate one, not that nonsense about the sword. The Col-
legium is going to meet at Silchester. The candidates
are coming from all across Britain. Ulfius is largely re-
covered from his wounds.”

Sir Brastias: “In London, at Saint Paul’s, there is a
sword struck through an anvil and a stone that miracu-
lously appeared in the courtyard. It has writing on it
that says, ‘Only the king will pull me out,” or something
like that. It didn’t budge for me!

“Saxons everywhere are moving. They are in small
groups, so we ought to fight them. The King of Malahaut
sends word that Pict scouts are being seen all across the
north. Merchants say that Irish ships are massing in the
west, the Saxons are already on the march in the east,
and that bastard Idres from Brittany is going to attack
from the south.”

Tre COUNTESS

Prince Aescwine is the son of the King of Essex. He
is here to discuss peace and tribute. He says that if we pay
tribute to him now, he will guarantee peace for us and pro-
tection from any enemy who invades. He wants 100 cattle
and 100 pounds of silver. He stresses that he does not de-
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mand our vassalage, though such an expression of loyalty
would require less tribute and get us even more privileges.

New Walls: Among other possible topics of discus-
sion is the building of new walls around Sarum city and
the castle proper. They ought to be built of stone to in-
crease their defensive value. (The DV for stone walls is 7,
while that for wood is only 3.) It will cost £20 to enclose
the castle, and £100 for the entire city.

It takes about a summer to build one of these walls
with the available help, so the city could be enclosed after
four years of work, or it could be enclosed in one year by a
wall that was only one-quarter the full normal height.

Money needs to come from outside sources, but
this project should be undertaken. The county itself
generally has no extra money to spend for this. This is
where the player knights come in, of course, as benefac-
tors. The countess would no doubt reward such generos-
ity with titles, rewards, or other gifts.

INTRIGUE

Queen Ygraine has taken refuge at Amesbury, put-
ting her trust in God rather than the leaderless knights.
Her youngest daughter, Morgan, is with her.

The sword in the stone is an intriguing mystery.
Maybe it will divert the Saxons....

EVENTS

A great many events are possible this year.

TRIBUTE

The Countess, after listening to her most trusted ad-
visors, decides to pay the tribute to Prince Aescwine. His
followers drive the cattle off towards home, and a heavily
armed guard watches over the carts of treasure.

The countess requisitions cattle from her land-

holders.
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WIFE SEEKING?
War makes many widows, and many Salisbury
noblewomen are now without husbands.

Abpventure: MEETING KING CERDIC

Source: Anglo-Saxon Chronicles

Setting: Sarum. It is early summer, after the trib-
ute has been paid to the Essex king.

Problem: Messengers from Hampshire, panicked
and worried, ask for help to resist a new fleet that
has landed in the south. More Saxons! Let the player
knights debate whether to go or not.

If they go, then on the way they meet refugees who
tell them that there was already a battle and that the
knights of Hampshire were destroyed. The enemy king,
Cerdic, has taken the city of Hantonne.

If the knights continue onward, they meet a mes-
senger carrying a flag of truce. The Saxon king has sent
an offer to parley for peace. He wants to talk to the
knights of Salisbury (and of all Britain).

If the knights decided not to go to help Hampshire,
then messengers come to Sarum a few days later with news
of the defeat and the capture of the city. Allow everyone to
react and tell what they might do to prepare.

Then some British messengers come, but they
are all strangers. They bear word from their lord, King
Cerdic. These messengers seem British: Do the player
knights inquire thereto?

“Yes, indeed,” they say, “from the lands of the
Gewessi.” They say that their lord is the rightful King
of Gewessi, but that he wishes to explain things him-
self. They say that King Cerdic wants to speak to his
neighbors about peace. The king guarantees hospitality
to whomever comes to listen to him.

Intrigue. (Success = The Gewessi were one of the
old tribes who lived in the Gloucester/Hampshire re-
gion. Critical = Vortigern was their last leader.)

If no player knight makes the Intrigue roll, some-
one else (perhaps the countess if she is present) states,
“The Gewessi were the men of evil King Vortigern.”
The visitors do not flinch.

“Our lord wishes to explain for himself,” they re-
peat, and that is all they will say of it. “You are invited
to come in peace to a feast. We are your guides and your
guarantee of safe conduct.”

If the players demand some proof of that guarantee,
the leader among them says, “I am Cynric, the son of
the king. I will be your hostage, here to guarantee your
return.” Cynric is a handsome young knight in his early
205, well-dressed and well-mannered in the Saxon way.

This would be a good time to ask the player knights
what their family history is regarding the Night of the
Long Knives. If they performed the “Salisbury Family
History” (see Pendragon Chapter 3), have them look at
Year 463. There’s a good chance that a Cymric player
knight’s grandfather was murdered there. Give out ap-

propriate checks for Prudent, Suspicious, Deceitful, etc.,
as appropriate for the players’ actions and preparations.

In the end, if only at the countess’s insistence, the
players should go with King Cerdic’s men, though they
also ought to go armed and ready.

The ride is uneventful. The land does not seem
devastated, though of course the peasants are mostly
in hiding. The city shows signs of plunder, but that is
normal. The castle is occupied by the Saxon lord, and
there the party is welcomed into the Great Hall.

Characters: Cerdic, King of the Gewessi, is a hand-
some man, mannered in the British way but speaking
with a Saxon accent.

Secrets: King Cerdic welcomes everyone and spreads
a lavish feast. Judging from the service and food available,
the people of Hantonne may already be accustomed to
their new lord. After dinner, Cerdic makes his presenta-
tion, welcoming everyone and expressing hope that they
can continue to be friends and peaceful neighbors. For af-
ter all, that is the way among fellow Britons.

“Yes, fellow Britons,” he says, “For I am one of you
more than [ am a Saxon, as measured the civilized way
where all of importance comes from the father’s side.
And my father was British.

“Measuring that civilized manner further, we
know nobility is superior to normal humanity. I could
not come from more noble stock, for my father was
the High King of Britain. Indeed, my father was King
Vortigern, the noble lord who ruled this island before
the Pendragons. And indeed, though it counts less, my
mother’s own father was a king as well.

“I have many powerful connections among the
Saxons. They are not as savage as you seem to believe,
and in my future kingdom they will be my subjects, just
as the British shall be; and both shall be equal, if I do
not have to conquer.

“So I invite you to join me and my army, for surely
there will be battles in the future, and I am sure you

Ring Cerdic
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would wish to be on the winning side. I will be happy to
accept your homage and loyalty, and I would treat you
well and justly. Join me.”

With that, he looks briefly into each individual’s
eyes. “Discuss this among yourselves.” He leaves the
hall. The meal and drinking can go on.

Some of the other British knights serving Cerdic
circulate among the visitors for the rest of the night,
talking about their great and honorable lord. They
stress his generosity and his battle prowess.

If asked, they explain that Cerdic has been on the
continent, fighting against the Franks and Danes. He
was in several battles in Britain when he was younger,
of course. Cerdic was raised in Saxony by his mother
when her husband was foully murdered through the
magic of the wicked Merlin.

Cerdic knows the knights are only messengers, not the
earl, and he sends them home with an invitation to return
any time, even to spend Yule with him if they wish.

Solutions: The Countess needs advice, and the
player knights need to advise her. She will offer submis-
sion and fealty to Cerdic of they advise her to. Other-
wise, if she has reason not to trust the player knights
implicitly, she might stall and get word from other advi-
sors about what they should do.

Glory: 15.

Crristmas COurt

It is a very anxious winter. Without a king, chaos and
anarchy reign supreme. All the upper nobility dead! Remind
the players of the circumstances in Sarum: The count’s heir
is only 4 years old, so his mother the Countess will presum-
ably rule in his stead for the next 14 years.

If the player knights have not sworn to support her,
then everyone repeats the same message. She needs loy-
al knights to guard her and back her up. She is the legit-
imate authority, but only with cooperation of knights.
Will the player characters pledge to her?

Leaders are needed. Encourage the player knights
to discuss possible leaders. They have met some: King
Lot? King Nanteleod?! Perhaps some other, like King
Idres of Cornwall and Brittany?

Elsewhere, gossip says that the King of Lothian has
a new son. The Irish are warring in Gales, with thou-
sands of them swarming over the land like rats. They’re
so successful that some Norgales exiles have gone far
north asking for help. In fact, they have been promised
the help of the three sons of the great warlord Cunneda,
who are going to come south next year with an army.

Finally, of note, King Clovis of the Franks has fi-
nally taken the Christian faith. Incredible!

SpeciaAL WINTER PHASE MODIFIERS

Be sure to apply appropriate modifiers to all An-
nual Manor Wealth rolls based on any tribute paid to
Saxon kings.
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YEAR 497

Court

Countess Ellen’s court is held at Sarum.

SpeciaL GUESTS

Two Saxon princes: Both Cynric and Aescwine
are present.

Gossip

“Let me tell you, this is pretty grim. There is a sick-
ness among the pig farmers, you know, and the cattle
aren’t calving properly. We are gong to be short meat
this year, I am afraid.”

“Uh huh, but with all those farms that were burned
down I would think that there'd be more venison to
find, too.”

“Well, I'll say it — there is still a man shortage.
That is serious news!”

“Listen, darlings, it’s not so bad. We have a good
spring to plant, the lambing is just fine, and the invaders
want to be friendly for a while. It’s not much worse than
usual.... Except for the man shortage.” (Laughter)

“Don’t you think it is just a ploy? Didn’t this Cer-
dic’s father murder everyone with treachery? Why is
anyone trusting him at all?”

NEews

The following pieces of news can be reported by
any appropriate knights or messengers in Sarum.

¢ “The Collegium was not able to do anything about
appointing a king. The nine surviving legates argued about
protocol and precedence and did nothing, It seems to be the
end of the Collegium as a functioning body.”

e “There was a small battle last year between the
East Saxons and the knights of Caer Colun, and the
Saxons lost! That old duke must be getting his men to-
gether at last!”

e “Almost everyone paid tribute last year. Even
the two dukes (Silchester and Lindsey) paid. But Duke
Ulfius is still hurting from the wounds he got at St. Al-
bans, and agreed to ally with King Zlle !”

e “King Clovis of France finally was baptized! It
only took him four years since he promised! Typical
Merovingian haste, [ say.”

e “War in Cornwall. King Idres of Cornwall is hiring,
and the castellan of Dimiloc is asking for volunteers.”

e “King Cerdic of Wessex is raising an army, and
wants mercenaries. He has gathered ships, t0o.”

e “War in Norgales. The Three Cadlews (brothers
seeking to become king instead of King Pellinore’s de
Galis family) are accepting volunteers, to be paid with
all the plunder they can take. But they’re are attacking
the Irish there, and plunder will be scarce.”

CAMPAIGN
OpT1IONS

Therest of the informa-
tion for this Period is writ-
ten as loosely as possible
to allow the county to go
the way that the players
desire. Other offers of
leadership are sure to be
made to the county, and
the Gamemaster should
allow things to go as the
players wish. However,
make sure that their deci-
sions have clear benefits
and consequences.

The temptation is to re-
main independent. This is
fine until the county finds
that it needs help. Be sure
to include each year the
segments about who is
sending to them to ask for
help of the county army.

THE SWORD
IN THE STONE

A miracle in London!
A sword has appeared,
stuck through an anvil
and block of marble. It
says that whoever pulls
the sword out of the stone
will be the next High King
of Britain.

Anytime it is conve-
nient and desired, the
knights can visit London
to try the sword. Unless
they think that they can
be the King of Logres,
they probably don’t have
any excuse or incentive
to go to London just for
this, but if their duties
give them opportunity to
pass through, Gamemas-
ters should remind them
of the chance to give the
blade a tug.
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Tne COuUNTESS

“The two aethelings, Cynric of Wessex and Aesc-
wine of Essex, are both asking for tribute. They are both
saying the same thing: pay up or be attacked.

“What is your advice on this matter? Can we fight
them off? Can we afford to pay?”

78

INTRIGUE

The Saxons have been keeping their word, not at-
tacking anyone who has paid annual tribute.

EvVENTs

The Countess listens to everyone’s advice. Assum-
ing the player knights do not talk her out of it, the next
day she summons the two Saxon princes and announc-
es to them that both tributes will be paid. Both men are
unctuously pleased.

Afterward, once Aescwine has departed, Prince
Cynric asks to hire some soldiers and knights from her,
thus reducing the tribute payment. The Countess re-
fuses this, however, declaiming that her knights and
footmen are to serve Salisbury only.

CerpIC TAKES WIGHT

The Wessex army was refused tribute by the lord of
the Isle of Wight, and as a result the Saxons attack it.
The castle is stormed, the nobles killed, and the island
conquered. King Cerdic gives command of it to his son,
Prince Cynric.

IDRES CONQUERS TINTAGEL

A messenger from Tintagel stops at Sarum Castle
to rest. He reports that Idres, King of Cornwall and
Brittany, is attacking Tintagel, and that he has been
sent to seek Queen Ygraine to ask for instructions. She
is at Amesbury, but the messenger will find she is help-
less to do anything.

In late summer, Tintagel surrenders and pays hom-
age to King Idres.

Duke Uvrrus Visits

In late summer, Duke Ulfius and his entourage visit
the Countess. The duke says that the King of Sussex is
demanding further tribute; he also says to everyone who
will listen that Zlle of Sussex is the strongest of the Saxon
kings, and that Silchester is going to ally with King Zlle,
but withhold vassalage. The Saxon kings, he notes fur-
ther, are angry with each other, and there is likely to be
trouble between them. He recommends that the countess
ally with Zlle next year when the tribute comes due.

SpeciaL EVENT

Far away, Guenever is born in Cameliard.

Crristmas CoOurt

The winter is difficult with the food shortages from
the tribute. The mood is grim and despondent. Is there
no good news to be heard anywhere?

SpeciaL WINTER PHASE MODIFIERS

Be sure to apply appropriate modifiers to all An-
nual Manor Wealth rolls based on any tribute paid to
Saxon kings.
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YEAR 498

Court

Countess Ellen’s court is held at Sarum.

SpeciAL GUESTS
Prince Cynric of Wessex
Prince Aescwine of Essex

Prince Celyn of Sussex

Gossip

“Don’t you think matters are just getting worse?”

“Well, I'll say that, with all these Saxons showing
up, there won’t be a man shortage soon!”

“Listen, darlings, it can’t be good next year if they
all take cattle.”

“Let me tell you, we can’t take his forever. We have
to do something.”

“Uh huh, but isn’t this better than being burned
out and besieged? Look at those guys. If their men ever
come over these walls well all have Saxon bastards
next spring.”

NEews

The following pieces of news can be reported by
any appropriate knights or messengers in Sarum.

e “War in Devon. King Idres of Cornwall is hiring,
and so is Earl Erbin of Devon.”

e “Merlin is departing Britain! He is taking ship
to the continent, it’s said. He wants a few trustworthy
knights to guard his trip to the port.”

THE COUNTESS

“They want triple tribute this year. We can not
afford to pay everyone. And do you recall what Duke
Ulfius said last summer, about becoming an ally with
one of them?”

The countess needs well-informed opinions on
what to do to preserve the county.

INTRIGUE

“These Saxons don'’t like each other, you know.
Their comments to each other are sarcastic, and they re-
port on each other in secret to the countess. They do not
communicate with each other with any ease.”

EvVENTS

The Countess, after listening to the advice of ev-
eryone, does what the player characters want regarding
matters of tribute.

EscortinGg MERLIN

Merlin needs a few hearty guards to see him safely
to Dorchester, in Dorset, where he will take ship to the
continent. If the player knights have established any re-
lationship with the mage, they may wish to take this op-
portunity to say goodbye. Merlin is his usual brusque self,
though he does answer a few questions.
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Where: “To Europe, certainly Rome — maybe Vir-
gil’s notes are still there. And perhaps beyond. When a
wizard wanders, the future is uncertain.”

When: He doesn’t know when he will return.

Why: He has no friends in Britain now. “It is time to
let the stew simmer. All that is best is in hiding.”

Glory: 25.

On the Way to Dorchester: Merlin has many en-
emies. This is their last chance to get even with him.
Choose one of the following enemies:

e Bandits, perhaps sent by any of the above

e Black dogs, perhaps sent by Viviane or by one or
more Saxon magicians

® Knights, perhaps sent by Queen Ygraine, King
Lot, Brastias, Ulfius, or some other

e Saxons, perhaps sent by one of the Saxon kings

Alternately, perhaps the player knights hate Mer-
lin and can be hired to attack him!

On the Continent: Unless the player knights ac-
company Merlin on his journey (in which case you are
on your own for adventures there), then no one knows
where he goes or what he does there.

Likely he travels through France, visiting powerful
old druid sites, perhaps going among the Merovingian
Franks. He may go to Ganis, and certainly plans to go
to Rome. Afterward, perhaps he goes to Egypt for the
secrets of Hermes Trismigestus, or even to Babylon to
study the stars, or maybe even farther, to sit among the
rishis and sages of India.

IpRES TAKES DEVON

The war in Cornwall is a success for King Idres. The
army of Devon is outclassed and takes refuge in the city
of Exeter, which is besieged. After a reasonable time,
Count Erbin surrenders and pays homage to King Idres.

Huntincgton Pays HoOMAGE

The Count of Huntington pays homage to the
King of Essex. This formal vassalage is a real change in
relationship. The county won’t have to pay tribute, but
will have to help the kingdom in war. This all means
that the King of Essex now has a contingent of knights
at his call.

CHristmMAs COURT

Everyone thought last year was dark and difficult,
but it is worse this year. The tribute payments are really
starting to take their toll; surpluses are nearly all used
up. The departure of Merlin is greeted with a mixed
response — some are glad the meddling old man is
gone, while others are fearful that his help was needed
to keep any part of the land free.

SpeciaL WINTER PHASE MODIFIERS

Be sure to apply appropriate modifiers to all An-
nual Manor Wealth rolls based on any tribute paid to
Saxon kings.
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YEAR 499

Court

Countess Ellen’s court is held at Sarum.

SpeciaL GuEsTs
Prince Cynric of Wessex
Prince Mark, seeking hirelings

Gossip

“At last that evil old wizard is gone. I for one could
not be happier. I'll never understand why those knights
defended him at all. Or even why the king tolerated him.”

“Well, he does seem evil, doesn’t he? The queen’s
baby snatched away! You know, I'll be that those ru-
mors about Prince Madoc having a son were true, too,
but that Merlin snatched him away as well. He must
secretly hate the Pendragons.”

“I'm not so sure. Maybe had had some reason...”

“Oh, yes, and maybe the devil will be your friend,
right? We have had enough trouble without the son of
the devil himself!”

“You know, those pretty outfits that the lady and
maids of Vagon were wearing were from Cornwall. King
Idres is getting powerful, and the prince is handsome
and well spoken. Maybe we ought to tell the countess
we like him.”

“Humph! As if our words would matter. Hah!”

NEews

A messenger arrives from Jagent, where Earl Tegfan
needs some help defending his lands against King Idres.
However, he has no money and seeks volunteers.

King Idres is hiring mercenaries at the usual rates. His
recruiters emphasize the series of recent Cornish victories.
His messenger also suggests alliance with Cornwall.

THe COUNTESS

“Prince Cynric is asking for an alliance, not trib-
ute! He says that if we ally with him then we need pay
no tribute, but if we don'’t ally, then we will have to pay
double tribute! What ought we do?”

“Prince Mark says he can see we are beset, but per-
haps if there was an alliance with him, then Cornwall
could help us out? He says, ‘Better a British lord than a

[RE

Saxon ally!

INTRIGUE

“The Saxons kings are competing against each
other. If were lucky, they’ll kill each other off. The con-
tenders all seem about equal: four hateful kings!”

EVENTS

The Countess, after listening to the advice of ev-
eryone, does what the players recommend.

Prince Niart

IDRES CONQUERS JAGENT

King Idres marches against Jagent, besieging sev-
eral castles and finally the city of Ilchester. The earl
resists for as long as is reasonable, then surrenders and
pays homage to Idres.

SaxoN COMPETITION

Several bands of warlords from the continent have
been going from king to king among the Saxons, trying
to get the best terms. Some want plunder, some want
land to settle their families on. Regardless, whoever
they choose to follow will be bad news for the Britons.

Saxons MAKE OVERTURES

Over the summer, messengers from all four of the
Saxon kingdoms visit Sarum Castle. They all want the
same thing — an alliance and an agreement to send sol-
diers. They hint that the Saxon kings are about to settle
their argument about who is the most powerful and de-
serving among them to be bretwalda, or High King.

CHristmas COuRTt

“Things could be worse. We could be under attack
by Idres or any of the Saxons.”

It seems clear that the Saxons are going to attack
each other instead, and that brings some thin good hu-
mor to the court.

SpeciaL WINTER PHASE MODIFIERS

Be sure to apply appropriate modifiers to all An-
nual Manor Wealth rolls based on any tribute paid to
Saxon kings.
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YEarR 500

Court

Countess Ellen’s court is held at Sarum.

SpeciaL GUESTS

The Princes of Sussex and Kent are both here,
scowling at each other.

Gossip

“Those fashions from Cornwall look better to me
every time another castle surrenders to King Idres. They
are coming! This year Dorset, next year us.”

“What're you, the king’s marshal now? You sleeping
with Prince Mark when he comes to know that?”

“My cousin knows a trader who goes to Sussex, and
he says that they are all getting ready for another invasion.
They put out a call for volunteers from overseas, and sent
boxes of silver to hire Franks and Goths.”

“Y i h h, did he bri

our cousin says that every year. Oh, did he bring
back one of those brooches?”

“No, but wait until you taste the chicken tonight!”

NEews

The following pieces of news can be reported by
any appropriate knights or messengers in Sarum.

e War in Cornwall. Both King Idres of Cornwall and
the Earl of Dorset are hiring mercenaries at the usual rates.

e War among the Saxons. Both King Zlle of Sus-
sex and King Aesc of Kent are hiring mercenaries, at
normal rates.

e War in Gales. King Nanteleod is hiring footmen.
He is going into the mountains to fight the wild tribes-
men there.

THe COUNTESS

“Both King Zlle of Sussex and Aethelswith of Essex
have offered generous terms for us if we send just fifteen
knights to help them in their war. They both also offer a
promise that they will protect us from the other Saxons if
we do this. If we don’t, the usual tribute is required.

“King Cerdic has also, once again, demanded trib-
ute from us.”

INTRIGUE

The countess rejected some kind of secret offer
from Cornwall, brought in he middle of the night by a
squire of Prince Mark.

Intrigue. (Critical = It was an offer of marriage.)

EvVENTS

The countess, after listening to the advice of he
advisors, pays the recommended tribute.

InvasioN

In mid-spring, a huge fleet of Saxons appears off
the Caercolun coast. It sails to the Yar River and a
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horde goes ashore to sack Yarmouth. They re-embark
and sail upriver only to disembark again near Norwich.

The Duke of Caercolun marches his army to battle,
but the Saxons prove more numerous than expected, and
his army is butchered. The Saxons assault Norwich, then
starve out Buckenham and Thetford. They occupy those
larger cities, and groups of Saxon warriors wander the
countryside, robbing and killing. Thousands of refugees
flee. When caught by Saxons, they are beaten and tied;
they become thralls, or slaves, of the Saxons.

Cwichelm is the Saxon king. In fact, he and his peo-
ple are not really Saxons at all, except in the generic sense.
They are the Angles. If anyone talks to them, they would
tell that they left their native land of Angli because the
Danes conquered it. Rather than live under foreign rule,
they came to Britain to be free. (And it is convenient that
the island provides so many slaves, too!)

WAR IN DORSET

King Idres besieges Dorchester, but the city has stout
walls and good supplies. Cornwall withdraws before he
conquers anything significant. Praetor Jonathel is claim-
ing a great victory, for even though all he did was stop
the Cornishmen, he is the first one to have done so.

Anyone working for King Idres or Praetor Jonathel
of Dorset gets their mercenary pay.

INTERNECINE WAR

King Zlle’s Saxon warriors from Sussex and the
Jutes of Kent clash, marching against each other and
meeting in battle deep in the Perdue Forest. There is
nothing for any hired knights to do but wait on the
roads, and no one attacks them. The battle is indeci-
sive, and both forces withdraw.

The Saxon paymaster tries to not pay any merce-
nary knights in his employ, claiming that they did not
fight and thus deserve no pay. The knights argue vehe-
mently, and Zlle finally makes his paymaster pay.

WAR IN GALES

King Nanteleod of Escavalon wins a small battle
against the king of Byrcheiniog and gains his vassalage.
Resistance is only perfunctory, as if the king of Byrchein-
iog had really wanted to aid Nanteleod. Then King Nan-
teleod, with the newly allied hill men, marches west and
attacks the Irish in their own kingdom of Estregales. The
King of Estregales is unprepared, but with his small house-
hold forces and local muster he fights a battle anyway, and
is soundly defeated.

Now Estregales has sworn vassalage to Nanteleod
of Escavalon.

CHristmMAs COURT

“Saxons killing Saxons. Could anything be sweet-
er! Some good news! Does anyone have any advice
on how to incite them even more! And Nanteleod is
defeating the Irish! Didn’t I say he was a strong king?
Should we get closer to him?”
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“Of course, there also have to be those new Sax-
ons crushing Caercolun.” (sigh)

“Does anyone have news of the war in the north,
against the Picts?” (The Picts have largely stopped in-
vading, settling now on petty raids, as in the past.)

SpeciaL WINTER PHASE MODIFIERS

Be sure to apply appropriate modifiers to all An-
nual Manor Wealth rolls based on any tribute paid to
Saxon kings.

YEAR 501

Court

Countess Ellen’s court is held at Sarum.

SpeciaL GUESTS

Two Saxon princes, once again, seeking tribute.

Gossip

“I do hope the countess sends the army to help Ulfius.
We need to stop those new Saxons! Why are they always
so powerful when they first land? Can’t they be stopped?”

“It’s magic, dearie, magic. They have evil gods. Be-
fore they land here, they sacrifice babies and virgins to
their war god, then they walk all over our armies.”

“It was good for a bit there! Saxons killing Saxons.
And Welsh and Irish killing Irish and Welsh.”

“Uh huh, but how long is that going to last? Surely
some of them will be killed, but all the survivors are going
to be in one army afterwards. We've been lucky enough to
hold them off this long, but do you think that they’ll ask

for tribute or alliance once they’re united? It'll be all over.”

SaxoN TRooPS

“Well, I'll say they’re not really much different from
us. What do you suppose King Idres is, a Frenchman?
It’s just human nature for people to fight each other.”

“Listen, darlings, if she wants to be consoled by
‘human nature, let her.”

“Don’t you think it just keeps getting worse and
worse, though? Do you think it will be better when the
young count is knighted?”

NEews

King Nanteleod has challenged the Three Cadlews.
Both of the kingdoms in southern Gales and also many
of the mountain tribes are now under his rule. Norgales
is preparing too. They are hiring any mercenary warriors
who will help them, and promising a higher price than
usual. (They seem desperate.) Nanteleod is hiring only
experienced fighters skilled in warring in the mountains,
but will probably be seeking siege troops next year.

A messenger for the Counts of Hertford and Hun-
tington visits the earls and desperately seeks volunteers
to help defend their counties “for the good of all Brit-
ain,” they say. They are certain that the Anglish horde
that just overran the east will be soon coming to Hert-
ford and Huntington. The two earls have sworn a mu-
tual defense pact and are seeking others to help them.

“This is why we need a king,” says one of the earls.
“Wed have an army then.”

THe COUNTESS

Once again, tribute....

INTRIGUE
Who would the player knights choose to be our
king?

THE GReAT PENDRAGON CAMPAIGN



EVENTS

Once again, the countess, after listening to the ad-
vice of everyone, does what the player characters want.

ANOTHER SAXON INVASION

A small fleet of Saxons lands on the south coast,
near Chichester, and takes over that city. The new
chief, named Port, marches north; when he meets with
the army of Cerdic, who is coming to see what has oc-
curred, there is a battle — and Cerdic is defeated.

Afterward, Cerdic agrees to give a couple of cities to
Port, who renames one after himself: Portsmouth.

KIDNAPPING ATTEMPT

A small but determined band of Saxons breaks
into the nunnery of Amesbury and tries to take Queen
Ygraine. No doubt, they think that by forcibly marry-
ing the wife of the former High King, their king would
obtain some legitimacy and prestige.

Knights set out in pursuit, but they come upon a
band of dead warriors, where they find the queen wait-
ing nearby with her daughter, Morgan le Fay. When
asked what happened, Morgan, nonchalant, simply
says, “They were careless.” The queen, still looking
rather shocked, refuses to say what has occurred, claim-
ing that she didn’t see it.

ANGLES CONQUER
HuntingTON AND HERTFORD

King Cwichelm and his Angles make a surprise move
in early spring: They storm the city of Royston and sack
it before the earls can respond. The two Briton armies
march out, but the army of Hertford is destroyed before
it can link up with the other. The Earl of Huntington re-
treats into Beale Valet and is besieged, then assaulted. He
and his men are all killed or enslaved.

Anglish messengers then demand tribute from the
neighboring lands of London, Rydychan, Silchester,
Lonazep, and even more distant Lindsey. However, their
messengers are unable to find Brun or Tribruit.

WARS IN GALES

After a long summer of marching around in the
mountains, with some deft maneuvering and the sur-
prise appearance of an Irish army from Leinster, King
Nanteleod of Escavalon traps the Three Cadlews and a
battle ensues. The Cadlews are defeated and killed.

After the defeat, King Nanteleod names the no-
bleman Maelgwen to be king of Norgales, to serve as
Nanteleod’s vassal.

ADVENTURE: MORGAN’S MARRIAGE

Queen Ygraine has agreed to the marriage of her
youngest daughter, Morgan. She seeks some reliable
guards to escort her and Morgan north. By some means,
player knights are chosen for the escort. They join a
sufficiently large and very competent force from Gorre.
The party travels on the main roads.
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Along the roads of Lambor, they meet an army of
knights from Bedegraine and Lambor, marching to raid
Cameliard; they are fighting over border disputes.

At Catterick, King Uriens meets the player knights
in person. The escort is large enough to be safe even in
dangerous Rheged, and the wedding party reaches Gai-
holm Castle without incident. Gaiholm is a castle with
a triple-sized motte, a bailey large enough to graze cattle
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inside, and tall timber walls atop a double-wide ditch
and mound. Despite the size of the castle, the residents
themselves are not gigantic.

Everyone from the northlands is here for the cel-
ebration. Margawse and Elaine, Morgan’s two elder
sisters, are present with their children, so it is a great
family reunion for the queen. Also present are the
daughters’ husbands, King Lot of Lothian and King
Nentres of Garloth. Many tribesmen loyal to Gorre
also come in from the mountains all around for the
festivities; these are all rough northern men with old-
fashioned clothes and thick accents. Pagan rites are
used exclusively.

Unless the player knights do something stupid or
have enemies in the north, nothing untoward occurs.
The feast is lavish and the usual feast opportunities
arise.

Afterward, the queen tells the knights that she
is going to remain in the north with her daughters for
a while, and that they should ride home without her.
She gives them gifts (worth about £1 each) for their
help, sees to provisions for the journey, and arranges
for a guide to get them to the road and to the borders.
The guide takes them to Cambenet, but after leav-
ing Duke Escan’s city of Carduel, the knights are on
their own.

A small group traveling through Rheged is in far
more danger than the large escort that came north-
ward. The hill tribes of Rheged are completely indepen-
dent of all overlords and get rich through banditry. The
kingdom of Malahaut and the dukedom of Lindsey may
be hostile to the knights as well; at the very best, they
are stiff but polite. South of Lindsey, the player knights
are probably in known territory again.

Gamemasters have an opportunity for ambush,
rivalry, or court play here, or they may just whisk ev-
eryone home.

Glory: 50 for being assigned to the escort.

LYONESSE

Away in the little land of Lyonesse, the queen un-
dergoes a difficult labor but at last gives birth to a hand-
some, strong son. Alas, the queen dies from the effort.
The boy is named Tristram.

CHristmMAas COURT

“This has been a bad year, hasn’t it? Saxon victo-
ries in the east and the south. Well, at least in the south
that impudent Cerdic was beaten. Hooray for that. But
I’'m sure it will come to the worst for us.”

SpeciaL WINTER PHASE MODIFIERS

Be sure to apply appropriate modifiers to all An-
nual Manor Wealth rolls based on any tribute paid to
Saxon kings.

YEAR 502

Court

Countess Ellen’s court is held at Sarum.

SpeciaL GuEsTs
Saxon princes, all seeking mercenaries or allies
An emissary from the Angles

Gossip

“Let me tell you, found dead they were, all of them
torn up like from wolves. Yes! Their blood was even
drunk up, and bones all snapped.”

“Ugh! What was that, dinner in Kent?”

“Nay — the kidnappers that tried to take the
queen. My cousin was there. He said that they got there
and the queen was hiding her face, huddled in terror;
and little Morgan was just sitting there, drawing in the
dirt. And all about them... <brrrr>"

“Listen, darlings, ‘Little Morgan’ is not so little.
Has the queen recovered?”

“No, that’s the tragedy. She’s still kind of unhinged
from it. She won’t see anyone but the nuns at Amesbury,
but they say they can mend her, mind and soul.”

“And what do they say about this? About Morgan?”

“Morgan? Their little darling? They educated her
there, honey. [ am sure that the abbess gave her a stiff
talking to.”

NEews

The messenger from King Nanteleod brings word
that Gloucester, Orofoise, Galvoie, Cheshire, Cam-
eliard, and Wuerensis have all agreed to submit to him
as vassals. Bedegraine and Lambor have both submitted
to Duke Corneus of Lindsey. Since both of them have a
border dispute with Cameliard, it appears there will be
war between King Nanteleod and Duke Corneus. Both
of them are hiring mercenaries.

The emissary from the Angles declares their king
to be the bretwalda of not only all Saxons, but also of
the entirety of Britain. He defies anyone to deny this
claim, and demands word from the countess as to where
her loyalty lies.

THE COUNTESS

“Are we not the stupidest people in the world? It looks
like the Saxons are going to fall on each other with sword
and axe. So is there a leader among us who will take that
advantage? No, of course not. Our strongest forces are go-
ing to fight against each other too.” (sigh)

“Do you think we ought to just submit to one of
these leaders and get it over with? Maybe one of those
Saxon lords, or else Ulfius or Nanteleod. Ulfius seems
to have the best interests of Britain at heart, and he has
never harassed us.”

THE GReAT PENDRAGON CAMPAIGN



INTRIGUE

Duke Ulfius is urging his neighbors to be neutral in
the wars this summer. Silchester, Rydychan, and Salis-
bury can form a powerful block for self-defense. Perhaps
the lords of Clarence, Somerset, and Dorset could join?

EVENTS

The countess, after listening to the advice of her
advisors, does what the player characters want.

Gamemaster information: More distantly, Merlin is
in Egypt.

WAR BETWEEN SAXONS

King Zlle and the others challenge King of the An-
gles in his claim to be bretwalda. They muster their armies,
join up, and march northward. They meet at the Battle
of Hertford. The Angles are driven from the field and the
battle is a victory for King Zlle. However, he does not pur-
sue, and he does not harass their territory.

AGGRESSION IN MIDLANDS

King Nanteleod spends the summer maneuvering
through Lambor and Bedegraine, accepting the surren-
der of cities and besieging castles. The Duke of Lindsey,
with his army nearby, does not engage.

Curistmas COURT

“We have to discuss the options of closer alliance
with Silchester and the lords of Rydychan.”

SpeciaL WINTER PHASE MODIFIERS

Be sure to apply appropriate modifiers to all An-
nual Manor Wealth rolls based on any tribute paid to
Saxon kings.

YEAR 503

Court

Countess Ellen’s court is held at Sarum.

SpeciAL GUESTS
Cynric, son of Cerdic, of Wessex
Duke Ulfius’s son, Uffo

Lane of Lindsey, banneret of Lincoln

A herald from King Nanteleod (The herald is a
cousin of Sir Alain de Carlion, who is busy up north
with the king’s muster.)

Gossip
“Oh my God - if the Saxons take London what

will we do?”

“Let me tell you, we’ll wear clothes from Cornwall,
no matter what you think of them. And you know they
are imported to Cornwall, of course.”

“How can you talk about clothes? Another big
attack they say! I feel awful. My brother killed, my two
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Sir Cador of Cornwall

uncles and aunt, remember Cly and Began we knew as
kids? And of course the earl — and the king!”

“We aren’t eating sticks just yet. Well, not all the
time.”

“Listen, darlings, sometimes we have to take a stand.
[ am standing behind whatever the countess and her advi-
sors do. We have no other choice in these times.”

“Yes, well, you'll find me in the chapel if you need

me.”

NEews

Sir Uffo: “Two Saxon kingdoms are mustering
to attack. Kent and Essex are going to plunder to col-
lect riches and Glory. They will of course come up the
Thames River again, and perhaps try to attack London.
We need you to stand by us and crush them.”

Sir Lane of Lindsey: “We need your help. The
duke says he is threatened on three sides by foes. We
expect to be attacked by Gales and Malahaut and by
the Angles this year.”

Cynric, son of Cerdic: “We are not foolish enough
to wish for a battle, but we’ll extract our tribute in plun-

der if need be.”
THe COUNTESS

“King Nanteleod is seeking alliances and vassals,
saying that that is a big Saxon army coming up the
Thames. What ought we to do?”

INTRIGUE

Many of the barons and lesser kings of the north
are leaning toward joining with Nanteleod. However,
Ulfius does not trust him.

EVENTS

The countess, after listening to the advice of ev-
eryone, does what the player characters want.

MERCENARIES
OF THE

BrutaL TIMES

Sir Brastias: Sir Bras-
tias was the bodyguard
to King Uther. Now he is
a lordless knight unwill-
ing to swear fealty to any-
one of lesser status. He
is most often a guest of
Duke Ulfius, who values
his service, but he also
goes about on other busi-
ness.

Sir Cador of Cornwall:
A relative of the former
queen and former knight
of Duke Gorlois, Cador’s
lands were impounded by
King Uther and then con-
quered by King ldres. Sir
Cador has refused to take
a liege since the duke’s
funeral, but does hire
himself and his followers
out if needed. He and his
men live in a castle that he
seized, where he acts as
lord (and treats the peas-
ants well).

Sir Helifer the Mer-
cenary: Son of an archi-
tect from Rochester, Sir
Helifer never achieved a
position at court, but was
hired by King Uther as
needed (and as he does
now). He is especially
good at getting and using
batteries, engineers, and
troops willing to climb up
ladders, so he is highly
sought out for siege ef-
forts. He is most often
found in London, at his
private quarters there.
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IN THE THAMES VALLEY

King Aesc of Kent and King Aethelswith of Essex
both march out with their armies. They stop and be-
siege London, one army on each side of the river.

Duke Ulfius waits for reinforcements. Did Salisbury
send knights? Would those no-goods in Rydychan send
men? A few volunteers from far and wide, motivated by
various personal reasons, show up for his muster.
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Ulfus decides to attack before the two armies can
join up. He crosses at Windsor and marches toward Lon-
don. Unknown to him, a small fleet of boats ferries the
Kentsmen across the river at night. Ulfius is greatly out-
numbered, and he hears that Saxon ships have sailed for
Windsor to block his retreat. He fights a short battle, and
then escapes with his army at night.

The Saxons besiege London, but although the Sax-
ons normally don’t have siege equipment to break in, this
time they do. They have hired Sir Helifer the Mercenary,
who directs batteries and engineers, and even several
mobs of desperate swordsmen to go up the ladders.

Sir Helifer negotiates with the mayor and guildsmen.
One day the city opens its gates and out come the mayor
and guildsmen, the bishop, and the harbormaster. They
surrender the city to Sir Helifer and the Saxon lords, who
thereupon enter and take possession of the city. The gar-
risons at both castles lock up tight.

The city is not sacked. The mayor will administer
the city and county, as before, but pay taxes to the king
of Essex this year, and to the king of Kent next year, and
back and forth thereafter.

Saxon warriors flood into the city to enjoy its
luxuries.

NANTELEOD DEFEATS MALAHAUT

King Nanteleod has alliances with Clarence and
Lambor; he also goes to Bedegraine to accept the vas-
salage of the earl.

The King of Malahaut marches south, joined by
Elmet, and begins plundering Lindsey. Duke Corneus
can not hope to match his enemy’s army, and everyone
withdraws into their castles. The main army besieges
Lincoln, where the duke has withdrawn.

King Nanteleod marches down the Trent, and three
leaders meet outside of the city. Corneus plays it cagey,
Malahaut is aggressive, and Nanteleod accepts the chal-
lenge and proposes that Lindsey, with its duke and little
army intact, be the prize of the battle between the kings.

It’s a grand and glorious battle between knights. Nan-
teleod wins the day when Malahaut’s Saxons, much hated
by the Britons, are crushed. It is a decisive victory.

Afterward, King Nanteleod and Duke Corneus are
reconciled. The armies of Nanteleod and Lindsey spend
the rest of the summer scouting Lonazep and skirmishing
with the Saxons who are also scouting there.

CHristmas COuRT

“London to the Saxons now! Disaster is creeping
our way year by year. We keep paying them off, they
keep asking for more.”

SpeciaL WINTER PHASE MODIFIERS

Be sure to apply appropriate modifiers to all An-
nual Manor Wealth rolls based on any tribute paid to
Saxon kings.

THE GReAT PENDRAGON CAMPAIGN



YEAR 504

Court

Countess Ellen’s court is held at Sarum.

SpeciaL GUESTS
Prince Cynric

Sir Lak of Estregales (whom player knights may have
met at Castle Pembroke when he was a young squire)

Gossip

“I thought it couldn’t get worse and it did! Oh my
God, I hope and pray this is going to end soon.”

“Well, we can always hope for the Wheel of Dame
Fortune to turn our way for a change.”

“Don’t even talk about that pagan. It is that kind
of talk that made God turn away from us in the first
place, you know.”

“Qh, yes, I do see. So, now, I start going to church
and the Saxons will go away...?”

News

The King of Somerset has sent a herald to ask for
help in fighting against King Idres. The King of Corn-
wall is sure to attack this summer.

THE COUNTESS
“The Saxons are applying a lot of pressure, but I'd
like to withhold payment this year. Is it possible?”

INTRIGUE

The Irishman at court is Sir Lak, a young knight
from Estregales. He has had several private meetings
with the countess.

Intrigue. (Critical = His purpose is to discuss Salis-
bury’s working with King Nanteleod.)

EVENTS

The countess, after listening to the advice of ev-
eryone, does what the player characters want.

IN SECRET?

If the knights are advisors to the countess, she tells
them that the messenger, Prince Lak, has brought an
offer from King Nanteleod: “He wants to march across
Salisbury, allied with us and others, to attack the Saxons.
Should we join or preserve our strength?”

SOMERSET FIGHTING

King Idres continues his march of expansion. His
army invades Somerset and besieges the city of Wells.
After the necessary length of time holding out, it finally
surrenders.

Crristmas COuRT

“King Idres marches on from the west, the Saxons
from the east. Things look ill for us. Let the men eat
well. They are going to need their strength.”
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SpeciaL WINTER PHASE MODIFIERS

Be sure to apply appropriate modifiers to all An-
nual Manor Wealth rolls based on any tribute paid to
Saxon kings.

YEAR 505

Court

Countess Ellen’s court is held at Sarum.

SpeciaL GUESTS
Prince Cynric, with threats

Sir Lak and Sir Alain, for King Nanteleod
Gossip

“I don’t know why we don’t just live here perma-
nently. Just make one big barracks for everyone to sleep
in, and put it inside a keep.”

“Oh, it gives you a chance the visit the cathedral
this way. And see us!”

“There is truth to that. s it true that the Saxons
have corpses that fight in their armies now? I heard of
one that rides upon a gigantic lion.”

“No one befriends lions, silly girl. Now come on,
we can carry one more rock each if we keep at it.”

NEews

Prince Cynric threatens Salisbury. He says that his fa-
ther, King Cerdic, backed by the kings Port and Zlle, will
destroy Salisbury this summer if the countess does not submit
now to him and then send her troops to help him in battle.

King Nanteleod is going to fight the Saxons. He
has mustered his army and Lindsey allies, and will at-
tack Essex and the Angles.

King Idres is going to war in Somerset again.

THE COUNTESS

“The Saxons were certainly explicit this year. How
can they be delayed? Be sure to send all your sick and
young to the castle very, very soon, along with all the
food and livestock from your manor.”

INTRIGUE

King Nanteleod is going to move through Salisbury
against the Saxons. The countess has agreed to help him
because he agreed to come to the assistance of Salisbury if
needed. It appears that most of the leaders of Logres (if they
are not fighting against Cornwall) have agreed.

EVENTS

The countess, after listening to the advice of ev-
eryone, does not pay tribute or alliance, but tells the
Saxon messengers to return to their king without an
answer. The prince says, “You were told of the conse-
quences,” and departs.
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SOMERSET FiGHTING

King Idres invades Somerset with a large army; the
king there leaves his cities occupied by footmen, but
retreats into his hidden marshy strongholds. King Idres
brings forth much siege equipment and takes both Bath
and Bristol. The cities and castles of Somerset submit
meekly to the King of Cornwall.

During this campaign, Cornish foragers cross
through the Forest of Blakemore and Campacorentin
and liberally take supplies from Salisbury lands. They
succeed because most Salisbury knights are off with
Nanteleod fighting Saxons.

WAR AGAINST SAXONS

King Cerdic marches north against Salisbury.
With him is King Port, but Zlle is notably missing. The
countess orders her people to the safety of the castles
and city, and orders her army inside. (She keeps all the
footmen and siege equipment, and sends most of the
knights northward to wait at Wandborough.) The Sax-
ons burn and pillage everywhere, but find little to eat.
They lay siege to Sarum.

King Nanteleod’s army moves south. It enters
Wandborough, where the king welcomes the Salisbury
knights to his army. They move south towards Sarum.
King Cerdic raises the siege and marches north.

BattLE OF LEVCcOMAGUS

King Cerdic attempts to resist, but is outmaneu-
vered. With few losses except to his pride, his army re-
treats quickly off the field.

Length of Battle: 2 rounds

Battle Size: Medium

Commanders

King Nanteleod (Battle = 19)

King Cerdic (Battle = 18)

Modifiers

None.

After the Battle

Victor: Nanteleod. The Saxons took some losses,
but slipped away as soon as possible.

Plunder: None

Glory: 30 per round

BattLE OF RovstoN (IN HERTFORD)

Nanteleod moves his army eastward, allowing Cerdic
to escape. He joins with Duke Ulfius, who has been skir-
mishing with foes to the east and reports that a large Sax-
on army assembles there. The armies meet at Hertford.

Length of Battle: 2 rounds
Battle Size: Medium
Commanders
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King Nanteleod (Battle = 19)

King Cerdic (Battle = 18)

Modifiers

None.

After the Battle

Victor: Indecisive. The Saxons armies all go home
to lick their wounds The wounded from Nanteleod’s army
are sent home, but he retreats to Beale Valet and waits.
After a while he is joined by Duke Corneus of Lindsey.

Plunder: None

Glory: 30 per round

NANTELEOD’S SPEECH

The normal time for military service (40 days) is
long past. Even Earl Roderick is expressing a desire to
be done with this business and go home.

King Nanteleod goes before his troops and makes
a stirring speech [Orate, critical success]. He inspires
many, who volunteer to stay for the rest of the summer
at their own expense (to be paid in the Winter Phase.)
Nonetheless, many knights go home.

Player knights may choose to stay or go, as they wish.

BattLE OF HERTFORD

King Nanteleod and Duke Corneus march south
into the lands of Essex. The Britons plunder and pillage
until the Essex army assembles. The gathering groups
are scattered and destroyed.

Then King Aethelswith of Anglia comes march-
ing down with his wounded forces. Full battle is met

south of Hertford.

Length of Battle: 2 rounds

Battle Size: Medium

Commanders

King Nanteleod (Battle = 19)

King Aethelswith (Battle = 21)

Modifiers

None.

After the Battle

Victor: Decisive Victory. King Aethelswith is
killed and the Angles are decisively defeated. The

armies take much plunder.
Plunder: 2 rouncys, 2 palfreys, £5 of goods.
Glory: 30 per round, x2 for Decisive Victory.

Curistmas COuRT

People seem happier this year than they have for
the past several. The Saxons were dealt solid defeats,
and, more importantly, the Logres lords appear at last
to be mostly united. The damage to western Salisbury
done by the Cornish raiders was neither severe nor un-
expected.

SpeciaL WINTER PHASE MODIFIERS

Since no tribute was paid this year, no modifiers
are applied to Annual Manor Wealth rolls. However,
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manors from the western edges suffer from the raids of
the Cornishmen.

Also, some player knights might have paid £3 “at
their own expense” to help out good King Nanteleod.
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Ring CTanteleod

YEAR 506

Court

Countess Ellen’s court is held at Sarum.

SpeciAL GUESTS

Prince Mark, representing his father King Idres of
Cornwall.

Prince Alain, representing his father King Nantele-
od. (Note: Sir Alain de Carlion has appeared a number of
times previously, but he was known as a vassal of Nante-
leod, not his son. King Nanteleod recently acknowledged
Alain as his son and proclaimed him his heir.)

Gossip

“It is good to have a king, [ say. I hope the countess
swears fealty to Nanteleod — there’s not going to be
any king of Logres coming forth, that’s for sure.”

“Well, there could be. My old nanny said that
Prince Madoc’s kid was an elf kid, like people say, he
could be an adult right now.”

“Could, could, could. Say, how many desserts are
planned for tonight? I can’t bear to have seven again.”

“Well, victory tastes sweet, and it’s a great change
from those ordinary years.”

NEews

Aescwine is now the new king of the Angles. They
are celebrating and making plans, and no tribute gath-
erers were sent out this year.

The two Cymric princes visiting Salisbury are not
friendly to one another, offering veiled threats. Their
courtly posturing has resulted so far in a chess challenge
(which Mark won) and an oration contest (which Alain
won). Of course, their behavior is natural considering they
are just shy of officially being at war with each other.

Nanteleod is going to fight Cornwall. His prepara-
tions are well known, and Prince Alain is blunt about it.

THE COUNTESS

“War is still at our doorstep. Whom ought we pay
homage to? It’'s no secret that I prefer Nanteleod. He
held to his word for us. And he is certainly lucky.”

INTRIGUE

King Nanteleod has been contacting the members
of the Collegium to convince them to convene and
elect him High King.

EVENTS

The countess, after listening to the advice of ev-
eryone, does what the player characters want.

WAR IN CORNWALL

Nanteleod attacks King Idres of Cornwall. Their
armies maneuver around in Somerset, but never engage.
The King of Somerset emerges with his knights to help
Nanteleod. Many castles surrender to their king, but oth-
ers are already stocked with Cornishmen.

The entire year is indecisive militarily.

CHristmas COuRT

“I have to say it again. Are we not the stupidest
people in the world? The Saxons are finally beaten down,
so we Cymru attack each other instead. We truly live in
the Age of Animals, for our most base instincts determine
our actions, that is certain. Do you think the pygmies of
Africa act this way, or the dog-headed people of India? [
wager they do not. Just us, savages.”

SpeciaL WINTER PHASE MODIFIERS

Be sure to apply appropriate modifiers to all An-
nual Manor Wealth rolls based on any tribute paid to
Saxon kings.

YEAR 507

Court

Countess Ellen’s court is held at Sarum.

SpeciAL GUESTS
Prince Mark

Prince Alain de Carlion

Gossip

“I bet it is safer up wherever the queen’s daughters
are. Up north there.”

“In Lothian? Youre mad. They don’t even have
furniture up there. There isn't a city north of Carduel,
you know.”

“But they don’t have these Saxons coming in on us
every year, either.”
“No, just the Picts instead.”

“But everyone knows the Saxons are mightier than the
Picts. They run around naked in battle, for God’s sake!”

THE GReAT PENDRAGON CAMPAIGN



News

The King of Wessex and Chief Port have made an
alliance. They cut a bull in half and stood between the
parts to make a vow of friendship.

King Nanteleod’s army is gathering in Cirencester.

Duke Corneus, with a hefty number of Anglish
mercenaries, is marching on London.

INTRIGUE

The countess is entertaining secret offers from both
visiting princes. But King Idres offended her in some way,
and she is going to go with Nanteleod. She makes this
matter public after Prince Mark has departed.

THe COUNTESS

“We could decide the matter of this war if we allied
with either Nanteleod or Cornwall. We control the roads
and could allow either army to outflank the other.”

She wants to know whether she ought to send her
Salisbury knights along with the Escavalon army now, in
light of her decision regarding King Nanteleod.

EVENTS

The countess, after listening to the advice of ev-
eryone, does what the player characters want.

LoNDON LIBERATED

Duke Corneus of Lindsey besieges London, whose
citizens rise in rebellion against their Saxon occupiers. A
fierce battle ensues, and London is liberated as the Saxon
defenders flee across London Bridge.

The duke moves into the White Tower, the former
royal castle.

SOMERSET LIBERATED

King Nanteleod secretly marches from Cirencester
to Mildenhall, then south to Sarum, then west through
Selwood to Wells to meet the army of the King of Som-
erset, who had been hiding in the marsh. They besiege
the castles and cities of Somerset and gain them all back
again, but King Idres refuses to be drawn into battle.

Saxon RAIDERS
Assuming they haven’t been paid tribute, a large
number of raiding parties from Wessex roam through
Salisbury. They are probably scouting for an invasion
next year. Were the knights off with King Nanteleod?
This will affect harvests in the Winter Phase.

WaR IN NORTH

More distantly, the Centurion King (Malahaut)
had a lot of fighting on his hands when King Lot led
his Picts and Cymri to invade Cumbria. However, there
was no large battle.

Crristmas COuRT

“If Saxons will raid, we have to be cautious about
helping Nanteleod next year. Are his own men still willing
to follow him? How is he paying them, anyway?”
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SpeciaL WINTER PHASE MODIFIERS

Be sure to apply appropriate modifiers to all An-
nual Manor Wealth rolls based on any tribute paid to
Saxon kings.

Was the army away with King Nanteleod? If so,
and if the Saxons raided, the entire county suffers a +5
modifier to Starting Bad Weather rolls due to pillaging.
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YEAR 508

Court

Countess Ellen’s court is held at Sarum.

SpeciaL GUESTS

King Nanteleod and retinue

Gossip

“Let me tell you, it’s been a long time since we had
royalty at this castle. Look at all these people! Where
are they all from?”

“Escavalon, mostly, but surely you know that.”

“I can’t imagine what I was thinking when I was
younger to hate this! I would sleep in the barn just to be
around so many people.”

“Well, I'll say that the countess should get her
claws into that king if she can.”

“Ah, too late for that now. Their time passed years
ago I am told. But who knows?”

NEews

All Salisbury knights muster this summer for bat-
tle. King Nanteleod is going to destroy Cerdic once and

for all.

THE COUNTESS

“All knights must muster this year. Sharpen your
swords, and say your last good byes to the girls.”

INTRIGUE

Nanteleod’s army is greater than Cerdic’s.

EVENTS

King Cerdic marches north and waits near the
decrepit city of Winchester. King Nanteleod marches
south with his army to Salisbury. Other forces join, and
they march south in good order.

BattLE oF NETLEY MARSH

King Nanteleod gives his deployment orders, and
his army maneuvers for position. As they approach fi-
nal position, a huge army of Saxons unexpectedly joins
King Cerdic.

Heraldry, +10 modifier. (Success = You see the
banner of King Zlle of Sussex. Critical = There are
also some Cornish horsemen, led by Prince Mark, and
mercenaries from the continent.)

The two armies are composed roughly as follows:

8,250 British: 750 Cambrian knights; 500 Logres
knights; 2,000 Cymri Infantry; 5,000 Irish and Galis
warriors

11,000 Saxons: 2,000 Wessex warriors; 5,000 Sus-

sex warriors; 2,500 continental mercenaries; 500 Cor-

nish knights; 1,000 Cornish foot

Length of Battle: 9 rounds

Battle Size: Huge

Commanders

Nanteleod of Escavalon (Battle = 20)

Cerdic of Wessex (Battle = 18)

Modifiers

Surprise maneuver bonus for Saxons: +5

The Fight

Rounds 1-6, normal.

In Round 7, a band of mounted Saxons (!) led by
Prince Cynric bursts from cover and attacks King Nan-
teleod and his guards. Anyone who is in the Rear of
Battle this round may attempt to assist the king. Re-
gardless, he is killed.

Round 8, his army breaks and flees.

Round 9, his army is pursued.

After the Battle

Victor: King Cerdic, Decisive Victory. King Aeth-
elswith is killed and the Angles are decisively defeated.
The armies take much plunder.

Plunder: None (Saxons only).

Glory: 60 per round, x 1/2 for Decisive Victory

ILL TiDNGs

All of Hampshire is overrun by the Saxons, who
enslave all the residents and oust them from many vil-
lages. Many families of the continental mercenaries
start to move into the villages.

Salisbury and Silchester are pillaged.

In Ganis, A CHiLD

More distantly, in the rich lands of Ganis, a male
son is born to the king’s wife. The baby is named Gala-
had, later to be known as Lancelot.

CrHristmas COuRT

Nanteleod dead! Another winter of grief. Not only
the has the most promising king of Britain been killed, but
many Salisbury knights, soldiers, and commoners as well.
Also, news is received that Duke Corneus of Lindsey also
died over the summer, of age and protracted illness. His
nephew and heir, Derfel, has been given his title.

Young Robert, the countess’ son, is a young man
now and tired of being a squire; he demands that he
be knighted so that he, a man, can take control of his
inheritance and save it in this time of need.

SpeciaL WINTER PHASE MODIFIERS

The entire county suffers a +5 modifier to Annual
Manor Wealth rolls due to the pillaging.
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YEAR 509

Court

Countess Ellen’s court is held at Sarum.

SpeciaL GuEsts

Prince Cynric of Wessex, demanding vassalage or
triple tribute

Prince Mark

Sir Brastias

Gossip

“Let me tell you, a pair of boots like these will get
you over the countryside anywhere. If we have to go
through muck, you will want some of these, hear me?
And a cloak like this, can you get one? You have to be
able to carry it.”

“Wear that? I'll die first...”

“Yes, yes probably. Or be a Saxon slave. And please,
no jokes about that today.”

“Darlings, you're all so helpless. Listen to me. You
remember my sister’s house, out there to the northwest?
That’s where I am going, and you can too if you have
to. But I prefer these boots, and a wool blanket is better
than any shawl.”

“Will you carry a Bible?”

“Ha ha. You've never run for your life, have you.
This is why they say to carry it in your heart.”

“But what about that meeting in London? The lords
are going to choose a king, aren’t they? At last?”

“Will it be before the Saxons get here? I'll keep get-
ting ready.”

NEews

Sir Brastias, the old bodyguard of the dead king, is
here with news of a tournament to be held in London.
The Supreme Collegium has decreed there to be a non-
lethal “tournament” (the first of its kind ever in Brit-
ain), and that whoever wins the tournament will have
their collective blessing. They are also going to discuss
the matter of the sword in the stone.

Everyone else remembers one thing: Cerdic pun-
ishes those who fight against him.

Tue COuNTEss

“We must collect the aid due to me for the knight-
ing of Robert. Get ready to collect tribute, too. I will sue
for peace this year, unless anyone has some other idea
more brilliant and foolproof.

“We need to replace our knights and foot soldiers.
I will pay coin, but not homage to a barbarian. I will
leave that for my son to decide next year.”

INTRIGUE

The countess believes that the upcoming tour-
nament will end with a High King being selected and
Britain unified again. She is stalling, hoping to let Earl
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Robert get things together once he has taken his fa-
ther’s seat.

Earl Robert intends to have a very modest ceremo-
ny. He intercepts a part of the payment gathered for it
and diverts most of the aid collected to contribute to
the triple tribute. This is a very generous and humble
thing for him to do.

EVENTS

Young Robert of Salisbury undergoes knighting
ceremonies. He has asked to be knighted by the “best
knight in Salisbury.” Is this one of the player knights? If
so, it is a very high honor to knight your own lord! The
knight chosen will practically have a permanent favor
from Robert.

The knighting is otherwise ordinarily eventful. It is
a great court scene, however, and one in which the player
knights ought to play a part. All the important people in
the county take important parts in the process; though
the bishop and his bevy of priests attend, and perhaps
a few important visitors from neighboring counties, the
player knights are likely to be important members of the
county’s gentry or nobility.

The investiture to the earl’s seat is incomplete, of
course, since the king must actually invest Robert with
the office. Of course, there is no king at present. The
countess passes on her power as if with the king’s com-
mand, and the knights swear fealty to the young knight
as if he were the real earl.

The new earl then rides through his whole terri-
tory, to see and to be seen. His household knights ac-
company him, while his vassals meet him on the way
and put him (and his household) up at their manors.

Glory: 10 for attending the investiture. 100 for
knighting Robert.

CHristmMAs COURT

Earl Robert is in command this year, for the first
time. He is young, eager, and ready to work. But to what
ends? Circumstances seem particularly dark. He wishes
to consult with his knights for advice.

Take a moment.

“I have lived all my life in Salisbury,” he says, “and
never spent a day outside of it. What do we know about
Britain today?” he wants to know.

Lay out your map of Britain. Let the players speak
briefly about where their characters have been (using their
histories listed on the character sheets, if needed).

The county’s treasury and granary are probably
empty, an enemy kingdom is active just to the south,
and there is a tournament in London. What ought an
enterprising young count to do?

SpeciaL WINTER PHASE MODIFIERS

This is a difficult year. Due to the aid collected for
Robert’s investiture and the triple tribute, shift the An-
nual Manor Wealth roll downward by three columns.
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CASTLES

Knights often find their
foes holed up in a castle.
Even a log-and-dirt castle
is too formidable for one
or several knights to at-
tack or sneak into. How-
ever, this is precisely the
problem which often con-
fronts adventurers. Some
solutions, along with their
associated difficulties, are
given below.

Muster an Army: Go
home and raise your vas-
sals, kinsmen, and friends,
or ask your lord for help.

Problems: This is not
always the best solution,
unless you have your own
vassals and money to pay
mercenaries.

Challenge Directly:
Ride up to the front gate
and defy your enemy, try-
ing to provoke him into
coming out to fight. The
easiest way for this is to
try to provoke one of his
passions, perhaps mak-
ing him reckless.

Problems: An enemy
inspired by his passion
is much harder to defeat.
Sometimes, an enemy
may have no appropriate
passions, making him al-
most impossible to draw
out.

Challenge Indirectly:
Raid the enemy’s lands
until he comes out, or set
up an illegal toll station to
aggravate his people.

Problems: He does not
have to respond, and you
might get a reputation for
being a bad guy.

Subterfuge: Grab the
enemy’s wife, girlfriend,
or elderly father, and
threaten to Kill them if
he doesn’t come out and
fight.

Problems: This action
borders on the dishonor-
able; Killing a helpless
prisoner would certainly
cost Honor.

Violate  Hospitality:
Convince the enemy that
you are friendly, and then
attack him after he has ac-
cepted your promise not
to do so.
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ANARCHY PERIOD

ADVENTURES

This Period can represent a time of adventuring
through the wild and lawless lands of Britain. In par-
ticular, the Forest Sauvage is intended for use in this
Period, although many adventures take place in other
areas of Britain.

Also, it is a leaderless time, giving enterprising
knights a chance to grab some land. Such activities are
implicit in most of the other adventures in this era.

ADVENTURE: TRYING THE SWORD

Setting: London

Problem: A marvelous thing has appeared! A
sword of regal workmanship is lodged in a rock in the
churchyard of Saint Paul’s cathedral in London.

Secrets: The sword, Excalibur, is destined for Ar-
thur’s hand alone.

Solutions: Every player knight should have a
chance to put his hand to the sword and pull. Tell them
that they can do it if they roll the right number. The
right number is 21 on a d20. You don’t have to tell them
that, though, just look at each die roll and say, “Not the
right number.”

Glory: 100 for trying, collectable only once.

ApVENTURE: KNIGHT OF TUSKS

Be sure to use this adventure before Year 498, when
Merlin departs the island! (Alternately, some time after
he returns, in the next game Period, is just as good.)

Setting: Any castle at which the player knights stay.
The wizard Merlin appears at the castle gate and is imme-
diately escorted to the lord. While crossing the courtyard,
Merlin stops and stares at the player knights. Finally he
tells them, “Follow me to the meeting.”

Characters: Merlin; Saxon warriors along with
their chief (he is horsed).

Problem: Merlin tells of a large Saxon supply party
nearby. It is led by the Knight of the Tusks, a fearsome
Saxon warrior. The source of these supplies needs to be
found and the knight has to be eliminated.

Merlin entreats the lord to lend him some knights
for a southward patrol. He includes the player knights
when the lord grants him this boon. Merlin rides with
the group toward a nearby river or stream.

Eventually, the party, hidden, oversees an off-
loading site. Many Saxon guards and workers are there
around the boats. Merlin states he will lead most of the
knights to attack the boats, but the player knights must
go another way, up the newly cut road.

Solution: The road is easy to follow. Newly cut
trees and stumps line the rutted road. After some easy
tracking, the knights come upon ox-drawn wagons and
pony-carts, plus a dozen slaves shackled and carrying
heavy packs. The rear guard for the Saxons sees the

knights and runs to alert the group, where the other
guards join them. The road widens out and the player
knights can all charge their foes.

First, one regular Saxon warrior armed with a great
spear resists each of the charging the knights.

Awareness. (Success = The player knights can find
a place to withdraw far enough away from the fight to
get up another charge, if they wish; doing so requires 1
round of combat to ride out, after which then they can
charge again the next round.)

In the second round, another wave of Saxons arrives:
again, one Saxon warrior, armed with spear and shield, per
knight. Since some of the knights are likely to have rid-
den off for another charge, the extra warriors fall en masse
upon those knights presently in melee.

In the third round, a group of Saxon archers ar-
rives, again numbering one per knight. They try to
hang back, out of combat, and shoot arrows into horses
and knights. Unless charged, they have unopposed rolls
and should be treated as archers are in battle. (That is,
on a successful Bow roll, see if knight or horse is hit for
3d6 damage.) However, if attacked by even one knight,
the entire band of archers breaks up and flees madly
into the woods, out of the fight.

Finally, there is the Knight of the Tusks. This is a
big Saxon chief on a sturdy rouncy (5d6 damage), and
having a Lance skill of 12. He wears the huge skull of
a walrus on his head, with the tusks framing his face.
He goes into combat anytime after the second round,
whenever he sees the need.

If the Saxons are defeated, the entire wagon train
belongs to the knights. If they free the slaves, who are
Britons after all, the new freemen turn the wagon train
around and bring it back to wherever the knights wish.
Its value in goods is £12 in total.

Glory: 25 to each knight, plus whatever is earned
for combat.

ADVENTURE: THE CHANGELING

Setting: Your manor and the Forest Sauvage.

Characters: Your son; a changeling.

Problem: Your newborn child, upon inspection at
its first dawn, is brown-skinned and ugly, and it wails
all the time. Your wife is distraught, the servants are
shocked, and the commoners are frightened.

Your son has been taken by faeries and replaced
with a changeling. Everyone suspects this, of course,
but it must be confirmed. Confirmation may come from
a scholar or book, Christian priests or abbots, magi-
cians or enchanters, a heathen witch, or even a visiting
faerie. Perhaps they know where the human boy is, or
perhaps that is a different problem. The expert can also
affirm that the knight’s real son will have grown to be
the same chronological age as this changeling.

Secrets: Whoever breastfeeds the child gains some
control over it, for it will always obey her.
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Whichever servant keeps it warm (bringing blan-
kets, moving it closer to the fire, etc.) gains some control
over it, for it will always be nice to him or her.

Whichever commoner is not afraid of it will be at-
tacked, for it loathes all commoners.

The changeling grows at quintuple the normal
rate of growth, being as large as a 5-year-old by the next
winter, obtaining puberty after three years and reach-
ing adulthood after just four. It is abnormally strong;
fortunately, its weapon skills will be poor because it’s
had no time to train. Anyway, it is interested in attack-
ing only peasants.

The child is Vengeful, Selfish, Deceitful, Cruel,
and Suspicious. It steals, insults, disobeys everyone (two
possible exceptions noted above), fights, swears, and
eventually kills a peasant, maybe more. It is, in every
way, the worst possible son an honorable knight could
have. And as far as everyone in the world is concerned,
this is your child.

Solutions: Despite its evil, you can not cast the
changeling out, kill it, or even give it to Saxon slavers with-
out instantly losing 5 Honor and 10 from Love (family).

Hurting the changeling will also harm the distant,
lost son who is someplace in Faerie. In this case, he is
probably dwelling with King Sauvage, but possibly any
faerie lord. (Go to Chapter 3 for the adventure to re-
solve this.) The only way to get your son back is to go
to the place where he is, be recognized by him (which is
inevitable), and bring him back to confront the change-
ling. When the two meet, they will be very friendly and
meet like old friends, talking a bit in the tongue of Fa-
erie, and then the changeling will depart.

If you wish to play your son as a character, once he
has returned, generate a new knight and give him a Faerie
Lore of 15 and a Love (Faerie family) of 10. He should be a
pagan. Otherwise, he is as a normal knight.

Glory: 200 for getting your son back.

ADVENTURE: THE ASSAILANT

Setting: Any Salisbury castle but Sarum itself.

Problem: A neighboring lord, Sir Bennem, has
come with his army to take the castle.

Characters: Sir Bennem, a former banneret of Uther.

Secrets: The power-hungry Sir Bennem has his
knights, some friends, his relatives, some hired troops,
and some siege equipment to help seize an expanded
property.

Solutions: Player knights can work to defend the
castle and keep their county together, or not. Gamemas-
ters should decide upon the specifics of Sir Bennem.

Glory: As gained in the adventure.

ApVENTURE: LAND GRAB

Setting: Gamemaster’s choice. A nearby castle is
best, perhaps Marlboro.

Problem: Sir Alan wants the assistance of the
player knights. He plans to enrich himself at the ex-
pense of weak neighbors.

CHaPTeR TWO: ANARCHY PERIOD: 496 —509

Characters: Sir Alan, a banneret, the leader of an-
other Salisbury family of knights. The player knights know
him well, having eaten and fought alongside him for years.

Secrets: Up to the Gamemaster. The attack may
succeed, or it may fail.

The point of this adventure is to make the play-
ers aware of the nature of current events without any
noblemen to coordinate the bands of knights who now
rule the countryside.

Solutions: Get rich, boys!

Glory: As accumulated on the adventure.

ADVENTURE: THE YOUNG SCHOLAR

Setting: Starts anywhere that the young scholar
can be introduced.

Problem: The young scholar has to get to Oxford,
but robber knights completely surround it. He has no
money, being just a poor churchman. But he would say
prayers for the player knights afterwards, and offer them
advice whenever they asked.

Characters: The young scholar, Pertoines, the
younger son of a British lord.

Secrets: Pertoines plans to fulfill a prophecy and or-
ganize a university at Oxford. He is a genius who has read
everything available in his country. He knows the Trivium
(the “three roads” of grammar, logic, and rhetoric) and the
Quadrivium (“four roads” arithmetic, geometry, music,
and cosmology) back and forth; he has studied philosophy
and alchemy, scripture and law; he knows all the Classics;
and he has dabbled with the Keys of Solomon.

Solutions: There’s only one way to Oxford, and
that is to go up the Thames Valley. Regrettably, this
will take him and his escort through the lands of the
de Wallingford brothers (see the adventure “OXFORD
USURPERS”).

Glory: 100 for getting him there, plus whatever is
picked up along the way. The benefit of his adventure
comes later, when player knights need scholarly infor-
mation; or as a source for when the Gamemaster needs
an excuse to hand out maps.

Event: CAMELIARD

Setting: The Kingdom of Cameliard, just north
and west of Logres, anytime between 501 and 509.

Problem: None. (This is simply a chance to be a
part of history.)

Characters: King Leodegrance; his wife and their
young daughter.

Action: A chance to mingle with the royal family.
Mention the pretty little girl running around; maybe a
knight will take the opportunity to interact with her.

Secrets: This little girl is Guenever (who was born
in 497). Don't point this fact out to the players now, but
in 514, at her marriage to Arthur, be sure to have her
go out of her way to recognize the old knight whom she
met when she was just a little girl.

Glory: 50 (but not until Guenever’s wedding takes
place).

Problems: This is al-
ways a bad thing, and will
cost both Honor and Hos-
pitality.

Bribery: Perhaps a dis-
gruntled member of the
enemy’s household can
be found and paid enough
money to open a door to
let you in.

Problems: Can a traitor
be trusted? Is it a trap?

Gain a Lover’s Aid: Get
a daughter or other noble-
woman inside to fall in
love with you so she will
betray her own family.

Problems: Convincing
her is the hard part since
her passion for you would
have to be greater than
her Love (family).

Rely on Chance: Maybe
the porter mistakes your
identity and lets you in,
or maybe you can find him
hunting alone outside.

Problems: This is sim-
ply unlikely.
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RyDycHAN COUNTY

Rydychan is a large county on the upper Thames River,
wealthy when it is not occupied by usurpers. The Countess
of Rydychan is one of the wealthiest heiresses in the lands,
but usurpers currently hold all her properties. The knights
may conquer these places for themselves, or possibly for her.

Countess oF RyDycHAN

The Countess of Rydychan is very attractive, a desirable
heiress (though she is worth no Glory or income if she does
not have her lands). She is a middle-aged woman, still quite
pretty after all the years and children and sorrows. She has
been married twice, and borne a daughter by the first and a
son by the second, but both husbands have fallen in battle.

As a rich heiress, she wants a husband — but as a
twice-widowed woman, she can choose her own. However,
she seeks more than a husband. She wants revenge, and to
once again rule over her father’s holding.

When properly reinstated in her familial holding,
Lady Rydychan has 60 knights and 150 soldiers at her
call, and receives 360 Glory per year.

NoTABLE PLACES IN RYDYCHAN

Abingdon Abbey: This is a Benedictine (black monk)
abbey. It is possible to stay overnight at here, for the monks
are happy to have visitors and treat them well. Of course,
they will also send a message immediately to Sir Basile in
Oxford Castle, telling him who has arrived and also what
they know of the visitors’ purposes.

Dorchester: This town is surrounded by Roman
walls and tower, and houses a British monastery of
brown monks. It is possible to stay overnight at the ab-
bey here, though these monks are not quite as friendly
as those at Abingdon. The brown monks also send a
message immediately to Sir Basile in Oxford Castle re-
garding any visitors they might have.

Oxford: Oxford isasmall walled city (later, it includes
a university; see the adventure “YOUNG SCHOLAR?”).
It includes a large stone shell keep, stone towers, and a
bailey over a long bridge, and is currently home to the
30 knights and 75 soldiers who serve Sir Beleus (see the
adventure “OXFORD USURPERS”).

Shirburn: This motte-and-bailey castle houses 20
knights and 50 soldiers, and is currently held by Sir Bege
(see the adventure “OXFORD USURPERS”).

Wallingford: The town of Wallingford is built next
to Wallingford Castle, and motte-and-bailey keep. It
holds 10 knights and 25 soldiers loyal to Sir Basile (see
the adventure “OXFORD USURPERS”).

Apventure: OXFORD USURPERS

Setting: Any court where the Countess of Ry-
dychan might presently reside.

Characters: The displaced Countess of Rydychan;
the three brothers, Sir Bege, Sir Beleus, and Sir Basile.

Problem: Because the king was busy elsewhere, the
countess’s lands were seized by usurpers, three brothers,
disloyal men who were once her vassals. They seized con-
trol of Rydychan after Earl Bledri died years ago. They re-
fuse to acknowledge the countess’s rights to the holding,
claiming that only men have such rights and that since
no men of Bledri’s family live, it is theirs now.

The three brothers are bad vassals, rarely having
answered the summons of King Uther “because we were
not summoned as freeholding barons of his.” Their ar-
gument is ridiculous, of course, since they do not legally
hold title even at this time.

The countess will grant a holding to anyone who
will take it from one of these knights and hold it loyally
for her. If any of the brothers are attacked, messengers
rush to the other brothers, who respond as quickly as
they can to aid their sibling.

Rydypchan County
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Secrets: If the player knights do not succeed at
this, someone else will.

Solutions: The player knights may attempt any-
thing they wish to take one or more of these holdings,
though it will be extremely difficult. (See the nearby
sidebar entitled “Coping With Castles.”)

It might be possible to seize one or more indi-

holder and claiming the property, and then going to
the Countess to “return” it to her. She can invest the
knight in the holding. Now he can collect £6 per year,
as long as he or a loyal retainer is on the land to oversee
it. Of course, the usurper lord, if he survives elsewhere,
will seek to attack the player knight and take the hold-
ing back.

vidual manors from these knights by killing the actual Glory: 250 for returning the lands to the countess.

Siv Bege d¢ Wallingford, Lord Shirburn

Sir Bege is the youngest brother of the three usurpers, an ambitious go-getter, eager to prove himself. A young knight of
about 22 years of age, he holds Shirburn Castle, and also gains one-third of the income from Oxford City; much of his income
is spent on his castle, but he keeps about £25 in secret, enough for his ransom.

Bege’s procedure when knights are spotted on his land is to muster his household knights and go in pursuit. He often
simply challenges the leader of the opposing party to fight, but he will try to ambush a group larger than his party. If the
invading party is truly large, he follows them at a safe distance.

Sir Bege always defers to his eldest brother. If he captures knights, he will ransom them.

S1Z 14, DEX 11, STR 13, CON 14, APP 12; Move 2; Armor 10 + shield; Unconscious 7; Major Wound 14; Knockdown 14; Hit
Points 28; Healing Rate 3; Damage 4d6; Glory 1,120.

Combat Skills: Dagger 5, Lance 14, Spear 6, Sword 15; Battle 10, Horsemanship 10.

Skills: Awareness 10, Courtesy 5, First Aid 10, Heraldry 5, Hunting 5, Tourney 10.

Traits: Chaste 13, Energetic 18, Forgiving 10, Generous 13, Honest 10, Just 10, Merciful 10, Modest 13, Pious 10, Prudent
7, Temperate 13, Trusting 10, Valorous 16.

Directed Traits: Suspicious of foreigners +6.

Passions: Love (family) 18, Hospitality 15, Honor 15, Hate (Saxons) 12.

Horse: Charger (6d6).

Siv Beleus de Wallingford, Lord Orford

Sir Beleus is the middle brother of the three usurpers, a relatively good-natured, easy-going lord. A notable knight of
about 25 years of age, he holds Oxford Castle, gaining one-third of the income from Oxford City. Note that his income from
Oxford City is spent on upkeep as a Superlative knight.

Beleus” normal procedure with knights on his land is to get his household knights and intercept the intruders. He inter-
views the interlopers in the field, and if they are not enemies he takes an oath from them that they will leave his holding. If
the intruders are hostile, he will escort them to his elder brother, Basile, in Oxford, and turn them over.

SI1Z 15, DEX 11, STR 14, CON 14, APP 11; Move 3; Armor 10 + shield; Unconscious 7; Major Wound 14; Knockdown 15; Hit
Points 29; Healing Rate 3; Damage 5d6; Glory 2,060.

Combat Skills: Dagger 10, Lance 16, Spear 11, Sword 19; Battle 14, Horsemanship 15.

Skills: Awareness 12, Courtesy 11, First Aid 10, Heraldry 10, Hunting 12, Tourney 10.

Traits: Chaste 13, Energetic 9, Forgiving 10, Generous 13, Honest 10, Just 10, Merciful 10, Modest 13, Pious 10, Prudent 10,
Temperate 4, Trusting 10, Valorous 15.

Directed Traits: Suspicious of foreigners +5, Fearful of Countess Rydychan and her minions +7.

Passions: Love (family) 17, Hospitality 16, Honor 15, Hate (Saxons) 18.

Horse: Charger (6d6).

Siv Basile de Wallingford

Sir Basile, age 30, is the eldest of the three usurpers, the wily, suspicious, and practical leader of the family. His normal
reaction to intruders is to meet them with a large force and question them in the field. If they are not enemies, Basile and his
men escort them back to the border. If Basile does not trust the strangers, he arrests them for invasion, commands them to
lay down their weapons, takes them into custody, and throws them into a cell in a tower. Many other prisoners are there, as
well, and have been for a long time.

If the knights resist the arrest, then Sir Basile orders his knights to attack and take them prisoner. Then he throws them,
wounded, into the cell. Fortunately, another one of the residents of the prison is a monk who knows how to treat injuries
(First Aid 14, Chirurgery 16).

Note that Sir Basile’s income from Oxford City is diverted entirely to maintaining his opulent lifestyle.

S1Z 15, DEX 11, STR 14, CON 15, APP 11; Move 3; Armor 10 + shield; Unconscious 8; Major Wound 15; Knockdown 15; Hit
Points 30; Healing Rate 3; Damage 5d6; Glory 3,010.

Combat Skills: Dagger 12, Lance 20, Mace 16, Spear 11, Sword 23; Battle 15, Horsemanship 17.

Skills: Awareness 13, Courtesy 10, First Aid 10, Heraldry 10, Hunting 14, Tourney 10.

Traits: Chaste 13, Energetic 13, Forgiving 10, Generous 13, Honest 10, Just 4, Merciful 10, Modest 3, Pious 6, Prudent 10,
Temperate 10, Trusting 4, Valorous 16.

Directed Traits: Suspicious of foreigners +4.

Passions: Love (family) 18, Hospitality 13, Honor 13, Hate (Saxons) 17.

Horse: Charger (6d6).

CHaPTeR TWO: ANARCHY PERIOD: 496 —509
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Chapter Three:
The Sorest Sauvate

When King Uther dies, the kingdom shatters.
Since “the king is the land and the land is the king,”
forces that would normally be kept at bay are re-
leased in the heart of Logres. The wild lands grow
stronger and threaten to overwhelm the civilized re-
gions. People nearby are disturbed by the speed at
which the land goes wild — almost violently it seems
— and they are troubled by the occasional unnatu-
ral creature that ventures forth from it. But they are
helpless except to observe it.

At the center of Logres, the forests grow thicker
so that the former roads become trails, the former
trails become paths, the former footpaths become
game trails. The region becomes known as the Forest
Sauvage. People outside of Sauvage remember that
cities and castles are within it, and they can point
out where the old roads and paths end, but they are
not sure who now rules there, nor how far it is to the
next castle, city, or village.

ADVENTURES IN FOREST SAUVAGE

The Forest Sauvage provides a setting for many
adventures during the Anarchy Period of your Pen-
dragon campaign (and possibly in later periods as
well). These adventures, provided in this chapter, are
not designed to be run one right after the other, and
there is no pressing time limit. The forest is a setting
for an extended adventure to be returned to after
breaks for war or love.

Knights can do the smaller adventures at the
forest’s fringes as separate adventures. The Forest
Sauvage is a dish best nibbled away at. After the
knights penetrate its fringes, they may be enticed to
go deeper, or perhaps an external event will cause
them to force their way in.

The Gamemaster must decide how to approach
the larger story, using whatever method most enter-
tains and engages the players. The forest simply stands
there, silent, ominous, waiting. Its many smaller parts
are bait, its secrets waiting to be delved.

THE Macic OF THE FOREST

The Forest Sauvage is the dense forest contained
inside the triangle of Royal Roads that link Royston

to Lincoln and Lincoln to Cirencester, boun
the Icknied Way across the south. The King’
is chosen as the arbitrary border of the area,
member that no King’s Road actually exists
Anarchy Period since there is no High King
physical roads are there, but not with royal -
tion.) The Icknied Way, marking the south, it
historic trail along the tops of hills.

When Uther died, Excalibur was not retus
the Otherworld, and its presence triggers the re!
magical energy, allowing the appearance of the
of the Forest Sauvage. So goes the dominant
anyway. Whatever the reason, the Glamour seej
the parts of the forest where people do not nc
go, and everything becomes a bit more magical

The King of Forest Sauvage rules direct
his demesne, and all the parts that are no
by other inhabitants. Thus, he “owns” the
through which knights must travel to get in
bruit, but not the fields, meadows, and towns
people live. His own holding is a beautiful cz
the heart of the forest. However, it is imposs
get to his Faerie realm without going througl
other great adventure first.

Finally, a word on story sources for the :
Forest Sauvage. Almost every place cited there:
a real place, with a real local story told about it
books about English folklore have photogra
these sites or drawings of many of these event:
props always heighten the intensity and enjoyr
a game session. Gamemasters are always free tc
pret and change things to suit their needs (or t}
tos at hand!), but the pleasure players can gai
knowing that they are participating in “real” fo
makes it worthwhile for the Gamemaster to rev:
information at some time during the game.

Why Visit KING SAUVAGE?

Here are ten hooks that might require a
to visit King Sauvage.

1. He and his knights kidnapped a young
relative.

2. He left a changeling for your child. (¢
adventure “THE CHANGELING.”)
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3. He knows where Prince Madoc’s son is.

4. He knows what castle someone is fated to hold.

5. He killed your father.

6. He stole a family heirloom of yours.

7. He promised your father a healing potion.

8. Your sister loves him and wants to live with
him. (Take her or maybe, if you prefer, destroy the
pagan king.)

9. Dubricus, a bishop, or some other famous ab-
bot said the king must be overcome and banished.

10. Merlin sends you there for some reason.

ENTERING THE FOREST

Time: Anytime during the Anarchy Period (or
perhaps thereafter).

The Forest Sauvage is a “lost” land within the
heart of Logres, unknown and unexplored. Exploring
such an area is a common activity for knights. De-

tails given here for the Gamemaster to use to make
scenarios of his own.

Simply give the players a copy of the Player’s
Map of Forest Sauvage. The knights don’t really have
a map with writing, but they do have the same infor-
mation contained on the map for the players’ benefit:
This represents what every Salisbury resident knows
about the forest.

Entry into the forest can take one of at least
nine routes; only from one of these is it possible to
go further to King Sauvage’s own domain. Paths are
defined from their starting point in the natural world
outside the forest’s influence.

1. Banbury, entryway to Tribruit.

2. Lonazep, then upriver; or Thrapston, over-
land. See the adventure “GORBODUC THE DEV-
IL,” below.

3. From Bedford, then go to Stevington Well. See
the adventure “MAID OF STEVINGTON WELL.”
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4. From St. Albans, take the right-hand path to
Dunstable.

5. From St. Albans, take the lefthand path. See the
adventure “LOST IN SAUVAGE,” below. If the party
does find its way out, it ends up in Alchester, Bucking-
ham, Stony Stratford, or outside the forest in Oxford.

6. From Oxford, go upriver. See the adventure
“LOST IN SAUVAGE,” below.

7. From Burton, at the Rollright Stones, go to
Tribruit. See the adventure of “COUNTY TRI-
BRUIT”

8. From Lilborne. See the adventure of “LOST
IN THE FOREST”

9. Simply ride into the woods. See the adventure
“LOST IN SAUVAGE,” below.

ADVENTURE:
LOST IN SAUVAGE

Once inside the Forest Sauvage, the knights
must find their way around. Wandering through
the forest for any reason whatsoever instigates this
adventure, unless the knights are accompanied by
some faerie guide or magician who is not subject to
the forest’s confusing magic.

Note that this adventure is perfectly viable as a
solo, so if a character wanders off and gets lost, you
might allow him to play this while the others con-
tinue on their previous course.

Setting: A faerie forest with only paths and trails.

Secrets: Though difficult, the forest is not as
hostile as a true faerie forest.

Solutions: Patience and very good Hunting skill;
otherwise, only a hermit or a friendly faerie or local
with instructions can get the lost character(s) out.

Glory: None simply for being LOST IN SAU-
VAGE, though Glory accrued for encounters therein
is as normal.

Problem: To move around in the Forest Sauvage
without getting lost, characters must make Hunting
rolls, as usual (see “Hunting” in Chapter 4, Pendrag-
on), but with a =15 modifier.

Once characters become lost, roll 1d20 once per day

on the following table (in place of that found in the adven-
ture “LOST IN THE WOODS,” Pendragon, page 201).

TaBLE 3—1: LosTt IN THE FOREST SAUVAGE
d20 Roll Result

1-10 ‘Wander aimlessly without encounters

11-12 Faerie encounter (see below)

13-14 Sauvage beast (see below)

15-16 Beast encounter: Roll on the “Hunting —
Normal Prey” table (see Pendragon, page 85)

17 Bandits (1d3 per knight)
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18 Hermit (see below)
19-20 Local inhabitant (see below)

FAERIE ENCOUNTER

Choose a faerie creature from Appendix 1 here-
in (hags and spriggans are particularly appropriate,
or you might use the adventure of the “GALLOP-
ING DEVIL,” for instance).

SAuvAGE BEAsT

There are some strange magical beasts that oc-
casionally wander in the Forest Sauvage and trouble
the people of the nearby regions.

Upon seeing any of these creatures, a knight may
attempt a Faerie Lore roll. Each creature is preceded by
the information known on a success or critical success.

Roll on the following table to determine the pre-
cise nature of the encounter.
1d6 Result Creature
Great Black Bear
Serpent of Three Colors
Black Stag
Sauvage Lions
Sauvage Elephant
Unicorn

Great Black Bear
This is a very large bear, normal except for its
size and the fact that it speaks.

o b wN A~

Faerie Lore. (Success = This is a faerie creature
that talks and reasons; it’s resentful of human intru-
sion into his forest because they hunt its kin, the
other bears. Critical = It loves a good song.)

Upon seeing a person, the bear says, “Go away
from here.” If the trespasser does not go away im-
mediately, the bear charges. If someone in the party
makes a successful Singing roll, however, it lets the
party go without a fight. If slain, it disappears.

Great Black Bear: Glory Won 125; SIZ 40, DEX 10, STR
35, CON 25; Move 10; Armor 12; Unconscious 15; Major
Wound 25; Knockdown 40; Hit Points 60; Healing Rate 6;
Damage 5d6 (maul)".

Combat Skills: Claws 18.

Skills: Avoidance 15.

Ferocity: A bear attacks normally for 1 full round even after
its current hit points drop below its Unconscious threshold
or after it receives a Major Wound.

" Maul: The bear may attack only one target per round, us-
ing its Claws value of 18. If the bear wins the melee round,
however, it makes two separate 5d6 damage rolls instead of
a single damage roll, simulating its mauling attacks. Dam-
age inflicted by these two damage totals is treated as two
separate wounds.

Serpent of Three Colors

This monstrous wyrm has rings of color — red,
blue, and green — that move endlessly along its
body, starting at its head and moving slowly down-
ward, each covering about a third of its length at a
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time. It attacks with bite and sting, striking over its
head at foes with its barbed tail.

Faerie Lore. (Success = The creature is hostile
and will attack anyone who approaches; if wounded
it always escapes; its weak spot is exposed when it
strikes, displaying its belly. Critical = It does not like
to fight, never pursues, and is content to go back to
sunning itself if left alone.)

Serpent of Three Colors: Glory Won 250; SIZ 30, DEX 10,
STR 30, CON 30; Move 9; Armor 18*; Unconscious 15; Ma-
jor Wound 30; Knockdown 30; Hit Points 60; Healing Rate
6; Damage 8d6.

Combat Skills: Bite 20 and Tail Lash 171.

SkKills: Avoidance O.

Prudent Modifier: +10. Valorous Modifier: —10.

* Vulnerability: The serpent has a soft underbelly with an
Armor rating of only 6. Any character who uses the Berserk
attack option (see Pendragon, page 120) may attack this
vulnerable location once the serpent has made its unop-
posed attack.

t Multiple Attack: The serpent may make both a Bite and a
Tail Lash attack each round; each must be directed at a dif-
ferent foe, but deals damage as normal.

Magical Avoidance: 1f wounded to less than half of its hit
points, the serpent shrinks to SIZ 1 and slithers away. In
this shape, its Avoidance sKill increases to 35. If the knights
try to follow it, they must make three successful Hunting
rolls opposed to its Avoidance rolls. Success means they
have found its lair, and they must fight again, this time to the
death. After death, its sizable treasure of £200 is found, re-
quiring 3 carts, 9 horses, or 27 laborers to carry it all away.

Black Stag

This very large, jet-black stag has 22-point horns.
It shakes its antlers at the knights, stamps and snorts a
challenge, and then dashes off into the woods. It can
be pursued, but unless its Avoidance is defeated by
Hunting, then it escapes and leave the persuer(s) lost.

Faerie Lore. (Success = If captured but not killed,
then upon its release it will cough up a magical ball
that holds magical healing powers. Critical = It can
be captured only with at least one magical hound.)

Black Stag: Glory Won 25; S1Z 22, DEX 25, STR 25, CON 20;
Move 9; Armor 6; Unconscious 10; Major Wound 20; Knock-
down 20; Hit Points 42; Healing Rate 5; Damage 5d6.

Combat Skills: Gore 17, Hoof 15.

SkKills: Avoidance 35. If the hunters have a magical hound
with them, reduce this to 20.

Valorous Modifier: +5.

Charge: The Black Stag may travel up to its normal Move-
ment Rate and still make a Gore attack as part of a single ac-
tion. 1f it does move before attacking, it gains a +3 modifier
on its Gore roll, and, if the attack is successful, deals +2d6
points of damage.

Magical Healing Ball: Touching any wound with this ball heals
the wound completely. Roll 1d6 afterwards. If a 6 is rolled,
the ball disintegrates. Otherwise, it can be used again.

Sauvage Lions

These magical beasts, also known as Crimson
Lions, frequent the Forest Sauvage, where their pride

has dwelt for ages. They look much like normal li-
ons (see Pendragon, Appendix 2), but are red of coat
and mane. Choose a number sufficient to trouble the
player knights’ group, but the lions always travel in
groups of at least 2.

Faerie Lore. (Success = Once the lions have
sighted potential prey [a knight is a good as any other
meal...] there is no chance to flee. Critical = The
lions do not always fight to the death. If wounded,
they will flee if given a chance to do so.)

Sauvage Lion: Glory Won 250; SIZ 40, DEX 25, STR 30,
CON 20; Move 11; Armor 10; Unconscious 10; Major
Wound 15; Knockdown 40; Hit Points 60; Healing Rate 5;
Damage 7d6.

Combat Skills: Claws 21°, Bite 20 (prone foe only, +2d6
damage).

Skills: Avoidance 10.

Valorous Modifier: —5.

* Claws: A lion may make two separate claw attacks per
round, each usingits Claws value of 21; both attacks may be
directed at one opponent, or at two different ones. A charac-
ter attacked by both must defend separately against the two
attacks, as if he were attacked by two different opponents
(see “Multiple Opponents” in Pendragon, Chapter 6). Each
claw deals damage as normal.

Sauvage Elephant
A Sauvage elephant is a rare and unusual creature.

Roll 1d6.

1-2 Thebeastis neutral toward strangers and capable
of speech. If approached respectfully, it can offer
advice and direct the knights out of the forest.

3-4 1t is a standard Sauvage elephant, attacking only
if it feels threatened by a creature’s approach.

5-6 1tis hostile: Get too close or look at it too
threateningly and it will attack!

Faerie Lore. (Success = These elephants can be
very dangerous. Critical = Some Sauvage elephants
are wise and, if approached with respect and humil-
ity, can answer difficult questions.)

Sauvage Elephant: Glory Won 200; SIZ 50, DEX 20, STR
50, CON 25; Move 11; Armor 10; Unconscious 19; Major
Wound 25; Knockdown 50; Hit Points 75; Healing Rate 7;
Damage 10d6.

Combat Skills: Trample 18, Grapple 15 (tosses target 1d6+5
yards; 7d6).

SkKills: Avoidance O.

Prudent Modifier: +5. Valorous Modifier: —10.

Unicorn

Roll 1d6:

1-2 Greater Unicorn
3—-6 Lesser Unicorn

Faerie Lore. (Success = It is partial to virgins.
Critical = If it heals you, you owe it a favor.)

Hermit

This old holy man lives alone in the forest. This
encounter provides an opportunity for a Religion
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check if the hermit is of the same Christian church
as any knight in the party. (Roll 1d6: 1-3, British
Church; 4—6 Roman.)

Roll 1d6.

1-3 The hermit wants to be rid of visitors, so he gives
directions out of the woods. The player knights
may make a Hunting roll the next day to find their
way out, without suffering the usual —15
modifier for being within Sauvage. (Success =
Depart from Forest to the nearest road. Failure =
Lost again!)

4-6 He really wants to be rid of the visitors, so he leads
them out of the woods himself the very next day.

LocaL INHABITANT
Roll 1d6.

1-3 A lord or knight from the nearest castle, out
hunting. (This can be any castle in the forest, and
need not be one near where the knights began.)
He shows the player knight(s) out of the forest.

4—-6 A local peasant who shows the knight(s) out of
forest.

PLACES OF SAUVAGE

The heart of the Kingdom of Sauvage cannot be
reached directly, but only by going through another
adventure first. After overcoming other obstacles,
knights may enter using one of the routes noted ear-
lier under “Entering the Forest.”

Alchester: This is a small, unwalled city on the
east side of the ford, over the Cherwell from Tribruit
Castle. A path leads eastward from it. The river flows
south and might be followed.

Banbury: Banbury is a short way amidst the trees,
up an unused path from Kineton on the Royal Road.
Banbury is a castle, motte and two baileys; with 10
knights and 25 soldiers. It is ruled by Sir Landri, and it
is a guardpost. Sir Landri’s job is to send strangers away
back to Kineton, or delay them after sending a messen-
ger to the earl. One path connects Banbury to Tribruit.

Brun (Castlethorpe): Brun is a backwater bar-
ony happy to be isolated from the outside world. A
great feeling of ease and indolence lies over it. It has
a walled city and a motte-and-bailey castle, rein-
forced with a second bailey and 60-foot ditch. See
the adventure of “CASTLE OF EASE.”

Buckingham: Buckingham is a reinforced motte-
and-bailey castle on the upper Dubglas River. A trail
joins another trail from here to either Towchester or
Rainsborough Camp. See the adventure of “CAS-
TLE OF THE RACE”

Borough Hill: This is a huge hill fort, the second
largest in Britain. The inner defense covers fully 4-1/2
acres, and the lower 150 acres. A trail through the
woods from Lilborne comes here, and continues on to

Castle Sauvage. See the adventure of “MAGPIES.”
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Dunstable: This is a small town huddling inside the
crumbling ruins of a Roman fort. Bland, the local priest,
speaks for the town. Nearby are the Five Knolls, where five
kings are buried. Also nearby is Maiden Bower, another
old hill fort. A normal road goes south to St. Albans, and
a path north through the woods to Stony Strafford.

Ippolitts: This small town is along the Icknied Way.
Here stands the church where St. Hippolytus, a famous
horseman, is buried; the power lying here is said to cure
sick horses of almost anything. Horses to be healed are
brought in by the north door to touch the altar, where
the relics lie. Anyone witnessing the healing of a horse
gets a check to Pious. Payment is a thanks-offering (i.e.,
whatever amount the recipient wishes to give), which
might give a Generous/Selfish check.

Northampton: The eminently hospitable Sir Fe-
lix rules this small city, protected by a motte-and-bai-
ley castle. A path leads from here north to Melbourne,
or westward to Borough Hill or Castle Sauvage. It is
also possible to follow the river to Thrapston. See the
adventure of “CASTLE OF FELICITY.

Rainsborough Camp: Now a guard post for
Tribruit, this simple hill fort houses 8 footmen, 3
knights, and their dogs, all assigned to keep out visi-
tors. They first send word to the Earl of Tribruit, then
threaten visitors, then fight. An eastward path leads
to here from Buckingham and Towchester, and west-
ward goes to Alchester.

Rollright Stones: This landmark circle is near the
edge of the woods; nearby, a pathway goes to Comp-
ton, on the Royal Road, and then to the guard post
just inside the woods, and beyond to Tribruit Castle.
Like Rainsborough, this guard post has dogs, 8 foot-
men, and 3 knights assigned by the Eatl of Tribruit to
send strangers away, or to delay them after sending a
messenger to the earl. One path connects this place to
Tribruit. On midsummer night, the gigantic stones of
this circle march down to the nearby river to drink.

Sauvage Castle (Farthingstone): A magnificent,
tall, crimson-colored castle surrounded by rich fields
and many villages and towns. The castle has curtain
walls, four double-tall towers, and a double-tall keep.
The exterior walls are bright, shining red. In some
places, green ivy is starkly visible climbing upon
its surface. Previously, this had been a large motte-
and-bailey; apparently the King of Sauvage has up-
graded it. Paths connect this place to Towchester,
Northampton, and Borough Hill. See the adventure
of “ARRIVING AT CASTLE SAUVAGE.”

Stevington Well: A renowned healing well near
the Dubglas River. It never freezes, and it never runs
dry. See the adventure of “THE MAID OF STEV-
INGTON WELL.”
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Stony Stratford: A village at the ford for the
Dubglas River, this is the only place to cross for miles
in either direction. A long woodland trail leads from
here to Dunstable, and, across the ford, to Brun. See
the adventure of “PRESAGE JOUST.

Towchester: This is an incredibly wealthy, friendly
town. Paths go to Brun, southward; to Sauvage Castle,
north; and to Buckingham westward. See the event
“AT TOWCHESTER” at the end of this chapter.

Tribruit Castle: This is a small county in the central
west part of the forest, centered on the old city of Al-
chester at Alchester Ford, which is surrounded by valley
farmlands along the upper Cherwell River. A reinforced
motte-and-bailey castle, held by the Count himself,
guards the ford to Alchester. Paths come here from Ban-
bury, the Rollright Stones, and across the ford from Al-
chester. See the adventure of “COUNTY TRIBRUIT”

ADVENTURE: MAGPIES

Setting: Borough Hill Fort.

Problem: This is an Entryway to Sauvage Kingdom.

Characters: Magpies.

Action: Whenever a party of outsiders comes
here, a huge flock of magpies leaps into the air and
flies southward. One in particular, larger than the
rest, remains behind and is obviously spying on the
travelers as it flits from branch to branch along the
trail. At one point, it alights within reach of the
player knights, perhaps while they are eating dinner
or resting under a tree. It even speaks to them, saying
“I am here to spy on you”!

Solutions: If a knight wishes, he can grab the
bird and wring its neck, smash it with a log, or dis-
patch it in some manner. However, it has an effective
Avoidance score of 20.

Secrets: Killing the magpie is only a temporary
solution, and doing so has repercussions in the ad-
venture of “ARRIVING AT CASTLE SAUVAGE.”

Glory: 10 for killing the bird. Write it down.

ADVENTURE:
THE WHISPERING PATH

Time: Anytime

Setting: Lincoln Forest

Characters: Black Dogs; Guardian Ghosts.

Problem: The Whispering Path is known to be
haunted. In addition to the usual problems of follow-
ing a path in Forest Sauvage to explore unknown ter-
ritory, the ghostly guardians of the path must be met
and overcome.

Solutions: Travel the path and brave the crea-
tures there.

AReA ONE: FAERIE Docs

Red eyes are visible moving toward the knights’
camp. Silent, shaggy shapes materialize out of the
shadows. They are calf-sized, shaggy, black, with a
mouthful of sharp teeth.

Valor, -5. (Success = You stand strong. Failure
= Retreat to the far side of the camp and cower for
1d3 rounds.)

Faerie Lore. (Success = The creatures are Black
Dogs of Faerie.)

Awareness. (Success = The dogs are only pass-
ing through, incidentally scaring off the horses.)

If the knights interfere with the Black Dogs,
however, they attack. See Appendix 1 for Black Dog
stats.

AREA TWO: GUARDIAN GHOSTS

The next night, a guardian, either female (if
coming from the west) or male (from the east), ap-
proaches the camp. Each is ghostly transparent, 8
feet tall and skeletal in shape, with tattered rags flap-
ping in a soundless chill wind. The guardian shrieks,
“Go away. This is not for you!”

Valor, —10. (Success = You stand strong. Failure

= Retreat to the far side of the camp and cower for
1d3 rounds.)
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Faerie Lore. (Success = You recognize the crea-
ture as an unhappy ghost.)

Everyone hears the horses, greatly agitated and
straining at their tethers. Those knights able to take
actions can either confront the ghosts, whereupon
they disappear, or go and calm the horses.

Horsemanship. (Success = They are calmed, and
remain calm as long as they are attended. Failure =
Try again next round, as long as the horses have not
been panicked for at least 3 rounds (if so, they bolt as
if the roll had fumbled). Fumble = They panic, break

tethers or throw riders, and bolt into the darkness.)

AREA THREE: CROSSROADS

A new path goes northward. If the knights
continue on the east-west trail, they go through the
same encounters as above, but in reverse order. They
should continue north. Anyone who urges it gets a
Reckless check, however.

AREA FOUR: THE BARROW

Early the next day (whatever their rate of travel),
the party reaches this area. A partially desecrated
burial mound is nearby.

Faerie Lore. (Success = This is a bad place be-
cause the dead may have been disturbed. Critical =
This is probably where the guardians, and maybe the
dogs, come from.)

That night, if the knights remain within five
miles of this mound, both dogs and ghosts attack.
When this occurs, the knights’ horses, if any remain,
panic.

Horsemanship, —5. (Success = They are calmed,
and remain calm as long as they are attended. Failure
= Try again next round, as long as the horse have not
been panicked for at least 3 rounds (if so, they bolt as
if the roll had fumbled). Fumble = They panic, break

tethers or throw riders, and bolt into the darkness.)

Two ghosts attack the two knights having
the most Glory. One dog attacks each of the other
knights.

Guardian Ghost: Glory Won 50 (100 if laid to rest perma-
nently); SIZ 25, DEX 15, STR 12, CON 10; Move 12; Armor
10; Unconscious 10; Major Wound —; Knockdown —; Hit
Points 27; Healing Rate 20; Damage 6d6.

Combat Skills: Claws 15 (x2).

SKkills: Awareness 35, Heraldry 20, Hunting 20.

Traits: Chaste 4, Energetic 18, Forgiving 10, Generous 16,
Honest 17, Just 10, Merciful 10, Modest 7, Pious 22, Pru-
dent 10, Temperate 10, Trusting 12, Valorous 10.

Valorous Modifier: —10.

If brought to zero hit points, the guardians and
dogs disappear temporarily, dissolving into the dark.
They reappear the same way each night until laid
permanently to rest.
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They may be permanently laid to rest only in
one of two ways:

Proper Burial: Player knights who think of this
get a Pious check. Religion. (Success = The knights
must accompany a holy person to the site, and pro-
tect them while they perform the proper rite.)

Dismemberment: Knights must enter the mound
and slay the defenders. Faerie Lore. (Success = The
knights know they must chop the guardians up, then
burn them. Critical = They know they must never
take their eyes off the corpses, or else they may spring
back to life.)

Inside the Mound: The mound is a large cham-
ber, stone-lined but not decorated. Piles of rubble
show where furniture or clothing might once have
stood. The skeletal forms of the ghostly figures (use
the same stats as for the ghosts, minus any damage
previously taken), wrapped in rotten rags, lie on slabs
of stone on the floor.

Entering the mound alerts the corpses, which
spring from their slabs and attack the knights. (Use
Average Knight stats from Pendragon p.176.) Once
the corpses are slain, if the knights take their eyes
off of them, they spring back to life, fully healed, and
attack again. If the ghosts are killed and the chamber
searched, seven gold statues can be found. They can
be sold in a city for £15 each.

AREeA FIve: GRANTHAM

The town of Grantham may be claimed as a
fief by one of the characters who pass through the
Whispering Path and rid the area of both Black Dogs
and Ghosts. He chooses his own lord. It is worth two
manors in value.

ADVENTURE: BLACK ANNIS

Black Annis is a demonic hag. Her features are
a livid blue, and she has great teeth and iron claws
that she used to dig her cave. She attacks lone trav-
elers and children, as well as taking any wandering
beasts in the area. Black Annis may have once been
human, but if she was, she has become permanently
possessed by some evil deity. She may be a faerie.
Either way, she is an incarnation of the Destroying
Goddess.

Time: Anytime

Setting: Around Leicester

Characters: Black Annis

Problem: A human-eating hag wanders the
hills, occasionally going farther afield. Sometimes
she perches in a split oak tree above her cave mouth.
She is not afraid of people, even strong knights.
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Secrets: Black Annis must be vanquished by
force. If killed, her body slowly fades into a mist and
disappears. She cannot be permanently slain by nor-
mal means, for after being killed she reappears in her
cave during the midwinter season and continues to
terrorize the countryside.

Solutions: Black Annis must be vanquished by
force, and then her bower filled in. She can be laid to
rest permanently only if a special ritual is conducted.
Gamemasters must decide how knights obtain this
knowledge, which is worth an adventure in itself.
The knights must find a priest or druid willing to
perform the ritual, and peasants to dig.

In the ritual, a dead cat, soaked in aniseed, is
dragged from the bower to the house of the Mayor
of Leicester, who then gives all participants a great
feast. Thereafter, this ritual must be performed every
Easter Monday or Black Annis will be restored.

Annis ignores terrified characters or those try-
ing to control their horses, if other knights are still
able to fight.

Black Annis: Glory Won 100 (150 if slain permanently);
SI1Z 20, DEX 20, STR 20, CON 25; Move 7; Armor 20; Un-
conscious 11; Major Wound 25; Knockdown 20; Hit Points
45; Healing Rate *; Damage 7d6.

Combat Skills: Claws 25 (x2), Spit Acid 20 (2d6+6 damage
to target, and reduces Armor by like amount).

SKills: Awareness 20, Hunting 20.

Prudent Modlifier: +5. Valorous Modifier: —5.

Roar: Once every other combat round, Black Annis may give
a blood-curdling screech that chills the blood of all hearers.
This requires a Valorous roll with a —10 modifier from ev-
eryone who hears the roar. (Failure = No action possible
that round.) Black Annis may still take actions normally on
rounds during which she roars.

The roar also frightens all horses, and requires a Horse-
manship roll from any mounted character. (Failure = No
other action that round.)

Glory: 150 to defeat Black Annis temporarily;
450 to defeat her permanently.

Note: Legend states that a cave runs from Black
Annis’ bower to a secret room beneath Leicester
Castle. This fact is not exploited here.

ADVENTURE: BAYARD'S LEAP

Location: Near Bayard

Secret: A wicked witch lives in the village of
Bayard. To be rid of her requires knowledge gained
from some Gamemaster source.

Action: To be successful requires gathering all
the villagers’ horses, and then watching to see which
one lifts its head when the herd is approached by the
volunteer. This is the right steed for the job. The
horse turns out to be an ordinary peasant horse (in
legend named Bayard), and it cannot carry an ar-
mored man.
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A volunteer then rides to the witch and insults
her so that she leaps up behind him. She strikes.
Then the rider must stab her, which causes her to
dig her nails into the horse, causing it to leap 30 feet
over a pond, throwing the witch into it. She tries to
drag the rider down. Whether she does or not, she
drowns there.

Glory: 150.
ADVENTURE:
SIR GORBODUC
THE FIEND

Time: Be sure to use this adventure before Year
498, when Merlin departs the island! (Alternately,
some time after he returns, in the next game Period,
is just as good.)

Setting: The town of Medbourne.

Problem: A sorcerous knight has reportedly tak-
en control of a nearby manor, where he is building a
stone tower.

Characters: Merlin the Magician; Sir Gorboduc
the Fiend; robbers.

Secrets: Sir Gorboduc is not merely a sorcerous
knight, but a fiendish one.

The Adventure: One night, as the player
knights are traveling, they must camp out; however,
they have a terrible time sleeping due to nightmares.

Energetic. (Success = Awake, remembering the
dream.)

The knights dream that they are on a hillside
overlooking a village. As they watch, a huge ser-
pent comes forward and spits onto the village’s little
church, melting it. The serpent then crawls widder-
shins (i.e., counterclockwise) around a motte nearby,
and raises its head high as if to strike.

As happens in dreams, the serpent’s body turns
into the walls of a bailey, and its raised neck into a
tower. The gates of the bailey spring open with a me-
tallic clang, and many smaller serpents slither forth,
spreading out around the countryside, quickly return
with fledgling eagles, young lambs, wolf cubs, and ba-
bies in their mouths.

Folklore. (Success = Anything occurring wid-
dershins suggests bad luck or evil.)

The next day they continue their traveling.
Along the way, a boy shows up on the trail; he ad-
dresses each of the knights by name, commenting
on their most characteristic trait as they pass. (For
instance, “Ah, Sir Marcus, of the great appetite. Sir
Gradlaun the brave.”) This ought to make them stop
and question the boy, who suddenly laughs, and in
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a twinkling changes form to that of a wizened but
energetic old man.

Recognize, +15. (Success = It is Merlin the Ma-
gician.)

“Welcome, good knights,” he says. “Do you seek
adventure?” If they decline, Merlin scowls, com-
ments that he needs only knights destined for great-
ness, and with a swirl of his cloak disappears. This is
the end of the adventure.

If they answer affirmatively, Merlin smiles and
asks them if they know of the Serpent’s Tower, a place
of incipient evil so great that it invades men’s dreams.
Whatever their response, he continues: “Near to here is
a holding called Medbourne, once the land of Sir Sta-
terius, a humble knight with a fair daughter whose in-
nocence and ignorance kept her from knowledge of the
powers which visit the nearby well on Samhain night.
She was entranced by them on that solemn night,
though, and returned home with a child growing inside
her. She died when it was born, and her grieving father
raised the lad, whom he named Gorboduc.

“Perhaps it was Sir Staterius’ grief that blinded
him to the boy’s unnatural growth, for at but seven
years of age he was the size of a full-grown man. It
must also have been grief that did not let Sir State-
rius see Gorboduc’s corrupt mind. The boy-man be-
came the leader of a band of ruffians, commoners all,
who delighted to follow him in raiding neighboring
villages for the purpose of rapine and pillage. At the
age of nine, Gorboduc slew his grandfather, burned
the church of Saint Helen, and made his fellows into
the village leaders.

“Now, just two years later, he has grown even
bolder, and his band of bandits as well. They have
brought many commoners to their holding to build
a strong tower. When it is done, they will take many
fresh young women, and on Samhain night stake
them down at the nearby well to produce an army of
monsters like Gorboduc.

“This is a great danger for the region. It must be
stopped, and quickly. Are you the men to rid the land
of this evil?”

Presumably the player knights are just those
men. Merlin instructs them regarding the village’s
location and sends them on their way. Just before
they leave, he says, “Have no mercy on them. May
the Creator of this world, whether he be God or
Goddess to you, watch over you. May the local spirit,
Helen of the Wells, be with you.” Without another
word, he is gone.

Religion. (Success = You know who Helen is.
Pagans consider her a goddess who oversees blessed
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wells; Christians aver that she is a saint who blessed
many wells.)

The passage through the forest to Medbourne
may be as difficult as the Gamemaster wishes. How-
ever, events should not impair the knights for the dif-
ficulties to follow, and for the sake of time Gamemas-
ters may wish to just abbreviate the travel.

Around noon on the day the characters reach
the area, the knights come to a hillside. Below them
is the town that they saw in the dream. From this
distance, the church appears to have been melted,
though in fact it is actually burned down. The motte,
without a wall and with only the stump of a tower,
is nearby. A number of people are visible working on
the tower, hauling stone in carts, and so on.

Awareness. (Success = Some rough-looking
guards are visible, roughly equal in number to the
player knights. Critical = A great many more guards
than you first noticed are currently in the village;
in total, they are about thrice the number of the
knights.)

If the player knights approach, the boss of the
work party, a big, scruffy peasant with sword, spear,
and shield, comes forward and asks them what they
want here. He is gruff and rude, answering only that
they are building a tower for their lord, Gorboduc.

Proud. (Success = You scold the man for not
knowing his place.) If scolded for his manners, the
guard swears at the knights and says he doesn’t have
to manner them, and that they would do well to re-
member that they are not on their own land now.
Despite his bad attitude, the man does not attack the
player knights.

As the players speak to the boss, they can see
that the laborers are in bad shape, perhaps being
whipped by their foremen.

Just. (Success = The peasants are being treated
harshly, but not unjustly. [The Dark Ages were tough
on peasants!])

Several options exist for the player knights.
They might simply attack, or they might ask to see
the lord.

ATttACK THE RUFFIANS

An attack upon the men outside is greatly in
the knights’ favor. The enemy is dispersed and takes
some time to gather. Their defense follows this se-
quence:

Rounds 1-2: The immediate defense is from
the bandits watching the peasants; they equal the
knights in number, and gather quickly. However, be-
ing poorly armed and on foot, they are not likely to

last long (though long enough to allow the rest of the
force to prepare).

Rounds 3-6: The second wave of bandits out-
numbers the knight about 2:1, but is also on foot
and poorly armored. They gather in force and fight
dishonorably, trying to get in strikes from behind if
possible.

Rounds 7+: The third wave includes Gorboduc
himself and his 3 well-armed lieutenants. All are
mounted, and together they pose a formidable threat.
Since their own men are in melee with the knights,
however, the riders cannot charge into the fight.

Bandits

S1Z 12, DEX 10, STR 12, CON 12, APP 8; Move 4;
Armor 4 + shield; Unconscious 6; Major Wound
12; Knockdown 12; Hit Points 24; Healing Rate 2;
Damage 4d6.

Combat Skills: Great Spear 8, Sword 11.
Skills: Awareness 16, Hunting 13.

Traits: Cruel 14, Valorous 9, Suspicious 16.
Passions: Hate (knights) 12.

Jieutenants

SIZ 14, DEX 11, STR 11, CON 14, APP 11; Move 2;
Armor 6 + shield; Unconscious 7; Major Wound
14; Knockdown 14; Hit Points 28; Healing Rate 3;
Damage 4d6.

Combat SKills: Dagger 5, Lance 12, Spear 8, Sword
15; Battle 8, Horsemanship 10.

SKkills: Awareness 17, Heraldry 5, Hunting 13.
Traits: Cruel 15, Valorous 13, Suspicious 16.
Passions: Hate (knights) 12.

Horse: Rouncy (4d6).

Sir Gorboduc the Siend

SIZ 15, DEX 6, STR 32, CON 16, APP 5; Move 4;
Armor 17" + shield; Unconscious 12; Major Wound
16; Knockdown 15; Hit Points 47; Healing Rate 5;
Damage 8d6.

Combat Skills: Dagger 8, Lance 14, Spear 10, Sword
19; Battle 10, Horsemanship 10.

Skills: Awareness 16, Heraldry 8, Hunting 13.

Traits: Chaste 4, Energetic 16, Forgiving 3, Generous
7, Honest 6, Just 4, Merciful 2, Modest 9, Pious 8,
Prudent 11, Temperate 7, Trusting 7, Valorous 15.
Passions: Hate (knights) 15.

Horse: Charger (6d6).

Valorous Modifier: —10.

" Gorboduc wears 12-point reinforced chainmail
(among the first available in the campaign until the
Boy King Period) and has 5-point natural armor
from his fiendish ancestry.
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Visit SIR GorBODUC

If the knights demand to see the ruffian’s lord, he
tries to put them off. If actually threatened, however,
he calls one of the other men to him and tells him to
go tell the lord that someone wants to see him.

After a while the man returns, saying that the
lord will see them in his house. The knights are led
to the largest house in the village, where they are
invited inside. Squires are to be left outside with the
horses.

Inside the house, they are brought into a large
room, sparsely furnished, and left waiting for a while.
Many armed bandits then come in behind them,
outnumbering the knights by about 2:1. After anoth-
er while, their lord enters, armored and escorted by
his 3 well-armed lieutenants. The leader introduces
himself as Sir Gorboduc and asks what the strangers
want in his land. He listens patiently for a while.

The knights may say whatever they want to
say. (What justifications have they for being here? A
dream?) Gorboduc studies them closely. At one point
he turns to one of the men and whispers something,
at which point the man leaves by a back door. If the
player knights mention Merlin, Gorboduc’s eyes wid-
en, and he sends the man out at that moment.

Gorboduc then replies to whatever the player
knights have said, saying little; he is stalling for time.
Soon, the man who departed re-enters by the front
door, accompanied by even more armed men. At this
point, Gorboduc insults the knights and says they are
rude and do not deserve their titles of knighthood. In
fact, they do not deserve to live, he says, for they are
foolish to come into the lair of an enemy.

“Kill them,” he says.

The knights are outnumbered about 3:1 by the
bandits here, and on foot. Their superior skill and
armor are all they have to help them. However, after
one-third or more of the enemy have been put out
of action, they panic and draw back. At this point,
Gorboduc and his 3 lieutenants go into action, incit-
ing the rest to attack again.

If Gorboduc is defeated, the rest panic and flee
at once, turning their backs to give the knights great
advantage.

What if the knights lose? It is quite possible that
the knights will fail before this onslaught, especially
since Gorboduc himself is such a fearsome foe. There
is one possible salvation for the knights if they are
badly outmatched. When about half of the party is
left, ask the players of any knights still living (even
if unconscious) to make a Religion roll. (Success =
They get the idea to call upon Saint Helen of the
Well.)
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In calling on Helen, have each knight make a
Pious roll. (Success = A cold wind suddenly blows,
as if through the walls of the house. A voice wails
behind the knights, and when they turn, they see the
ghost of a knight, bloody and angry, pointing accus-
ingly at Gorboduc. At this the men halt, then give
way to panic, and then run away. Only Gorboduc
stands, and with a few gestures and strange words
banishes the ghost, which thereupon disappears. He
curses his cowardly men loudly, but he is alone now.
The player knights might still succeed.)

The knights should return to their liege with a
report of their deeds. Their lord is glad to hear of their
success, but grieved to learn of the deaths of anyone
who died. He then offers to make one of them the
lord of this new holding, as a vassal of himself. (This
is normal procedure for such an event.)

Successful knights are rewarded with the unfin-
ished castle as their holding.

Glory: Surviving player knights get 10 Glory
for each bandit slain, 20 Glory for each lieutenant,
and 120 for killing Gorboduc, all divided among the
survivors.

Divide a further 150 Glory among the survivors
if they did not call upon Helen; if they resorted to
this supernatural aid, they get only 75 to divide.

ADVENTURE:
ESCORTING NINEVE

Setting: A small village somewhere in or near
the Forest Sauvage.

Characters: Nineve, the Lady of the Lake; her
handmaidens; an old lady; several irritants along the
way.

Problem: Nineve needs an escort into the dan-
gerous Forest Sauvage.

Action: The Lady of the Lake doesn’t get lost in
the Forest Sauvage. With her escort, she goes where
she wishes. She may stop and stay somewhere over-
night, happily welcomed, in places that the knights
may have previously visited.

First Day: Ride through the woods, and take a
rest stop in the forest. A beggar with nice shoes stops
and asks for a cloak. He promises to show them the
correct way if he can have a cloak to cover him. A
man'’s cloak, please.

Will a knight give up his cloak? If so, he gets a
Generous check. Yet, somehow, when the man puts
the cloak on, it covers only one shoulder. “This is
no cloak! Give me another one, too!” Again, anyone
who gives one up gets a Generous check. But both
the cloaks still don’t cover him.
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Wineve

If any knight has held out this long without of-
fering a cloak, he gets a Selfish check.

Nineve says, “This man is to have all your cloaks
and those of your squires, or we'll never be going”
Knights who received a Selfish check must now at-
tempt a Generous roll, with a +10 modifier for the
pressure of Nineve’s “request.” Anyone who fails this
roll draws an exasperated stare from the enchantress,
who says, “Well, then, Dame Oir will make one to
replace yours.”

Second Day: The escort rides through the woods.
A group of several pretty young noblewomen stand
by the roadside. Their ladies-in-waiting and pages
hang back. The tallest among them steps forward.

“I am Lady Blanche de Blanche,” she says. In-
deed, she has pale blond hair, pale eyes, and wears
a white dress. “I would like you to teach my ladies
something,” she says. “Will each of you please tell us
why you are a good man?”

Let the players explain, or not. Give out Mod-
est/Proud or other checks as appropriate.

Third Day: Again, the escort rides through the
woods. They come to a field of red poppies and peo-
ple start to fall asleep. The ladies go first, and even
Nineve is having trouble staying awake. They simply
fall asleep, slumped over their horses’ necks.

Knights must Energetic/Lazy rolls to stay awake.
It will only take one person to remain so, and he
can then carry everyone else past. If everyone falls
asleep, they wake some time later, lost in the woods,
but Nineve can get them back on track with just a
half-day’s travel.

Fourth Day: Still riding through the woods.
Around mid-day, they come to a small hut in the

middle of nowhere. The women of the party wait
around outside, while Nineve goes inside. After a
while, she comes out and explains her position. Inside
is a friend of Nineve, an old, dying woman who was
a keeper of these woods in earlier, better times; now
she is suffering badly from a wasting illness. She has
asked to die, and Nineve has agreed to assist her, but
she has to go to pray first, and perform some rites.

A handmaid can answer the knights’ questions:
Nineve will use a powerful poison whose use she
learned from a Saxon wise-woman. The old lady will
die quickly and painlessly.

The knights can do much to effectively stop this
euthanasia. The important thing is to give them a
chance to discuss the situation, and to get Merciful/
Cruel or perhaps Pious/Wordly checks. Get people to
think of this and write on their character sheet the
name of the adventure.

Solutions: When Nineve returns, she goes into
the hut again. The handmaids are in there singing
a song. After a while Nineve comes out again. Her
travels are done.

After a few days’ uneventful travel, they emerge
from the Forest Sauvage near to a castle, where Nine-
ve says she is going to remain for a while. She releases
the knights from her service. If Dame Oir owes anyone
a cloak, Nineve gets one from the lord of the castle,
then gives it to Qir, who gives it to the knight.

The knights must make their own way home.

Secrets: The old lady in this adventure is in fact
the mother of Sir Balin. Later, the Lady of the Lake
will pay for this act of medieval kindness, when Sir
Balin strikes off her head to become the Knight with
Two Swords. At that time, look for this adventure
and remind the knights of their part in this matter.

Glory: 15 for the escort.

ADVENTURE:
GALLOPING DEVIL

Time: Any.

Setting: Anywhere in Britain, but most often
near lonely moors and faerie woods.

Characters: The Galloping Devil and his Dan-
dy Dogs.

Problem: A storm has risen abruptly. The wind
makes even the stoutest horses stagger, and the rain
is driven like sling-driven pellets. Then, over the
shrieking wind, comes the sound of terrible howling.

Valorous, —5. (Failure = Fear has struck, and the
fearful person flees in terror if outside, or cowers if
inside.)
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Awareness. (Success = As the howling ap-
proaches, you see a pack of twelve devilish dogs, be-
hind which, atop a black horse, sits a black hunter
with saucer eyes, horns, and a tail, carrying a long
hunting pole.)

Faerie Lore, +10. (Success = This is the Wild
Hunt.)

The Devil's Dandy Dogs (see Appendix 1) lead the
most dangerous of the many Wild Hunts that occasion-
ally rage through the eerie moors and lightless forests of
Britain. They are a pack of spectral hounds that breathe
fire and terrify all living creatures with their howls.

The Wild Huntsman, also called the Galloping
Devil, is a diabolic being seeking evil souls to take
home to his master. Sometimes he is out collecting the
souls sold to the devil by evil sorcerers, sometimes just
the souls of generally bad people. (Are any of the play-
er knights particularly un-Christian...?) One story is
told of how he took Dando, a bad priest in Cornwall.

Devils are spirits of evil. (Not all spirits are dev-
ils, but all devils are evil spirits.) Devils are ordinarily
out of the league of Pendragon characters. They are
not just some kind of gigantic monster, but entities
beyond the normal laws of life, incarnations of con-
scious and intelligent cruelty, revenge, greed, deceit,
and suspicion.
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Whether or not you believe that devils are the
motivator for wicked behavior, most Christian char-
acters in Pendragon at least admit that such a thing is
possible. In fact, anyone with a high Pious score and
good Christian religious virtues has a strong belief
in the Devil. Quite simply, devils sometimes appear.
Their appropriate use in the game is given here.

Action: The idea of fighting a medieval devil,
even with superhuman Sword skill, is too much for
Pendragon characters. Anyone unlucky enough to
meet a devil instead uses the following system:

Find the character’s measure of Evil (i.e., add up
his Vengeful, Selfish, Deceitful, Cruel, and Suspi-
cious trait values).

o [f the total equals 75 or more, the devil simply
takes that character, who is permanently Out of the
Game. The only possible salvation for an Evil person
is for someone else to make a critical success on a Pi-
ous or Religion roll to drive the devil off (see below).

o [f the total is less than 25, the devil avoids that
character altogether.

o [f the total is 26-74, the devil attempts to
strike the character. It can strike any number of vic-
tims within its reach per round, and never misses.
Each strike deals 3d6 points of damage, minus that
character’s Pious trait (armor and shields have no ef-

ADVENTURES

WITH THE DEVIL

Devils, by that name,
do not exist in pagan lore.
“Devil” is a Christian
term. However, many
wicked or malicious crea-
tures and spirits certainly
existed in pagan legends
and times, to be labeled
devils by later folk. Still,
most of the old pagan
“devil” stories lack the
theme of moral and spiri-
tual evil that Christians
associate with the devil.

Often, the same type
of “devil stories” are told
about other creatures
or beings. For instance,
many devil tales tell of
such creatures building
a bridge or church, only
to be tricked by virtuous
or canny characters, just
as in many giant stories
from older times. In some
cases, however, the crea-
ture is clearly the Chris-
tian devil, no matter how
you look at it.

Each Gamemaster must
choose which type is preva-
lent or useful in each sce-
nario. In most cases, the
pagan version offers a more
colorful (and believable)
adventure.

A few examples for ap-
propriate substitutions in
devil tales involving the
Forest Sauvage are the fol-
lowing:

Ansty Cave: Aphantom
and/or fomorian.

Brent Pelham: The
Christian devil is actually
the best analogue here.

Cymbeline’s Castle: A
druidic, magic-using ghost.
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fect). The devil always gets at least one strike in first
before anyone can pray.

When a devil has fallen upon a character, he must
succeed at either a Pious roll or a Religion roll to keep
it from striking. Success in both during the same round
indicates that the devil leaves that person alone from
that point forward, but continues to attack any other
viable targets. A critical success on either roll drives the
devil away from everyone in the vicinity immediately.

For each round that a character fails either the
Pious or the Religion roll, the devil strikes that char-
acter once with its hunting pole. It always stops strik-
ing a person who falls unconscious. No character’s
Hit Points can be reduced by a devil to less than 1 in
this manner, however.

Secrets: The devil may never kill a living crea-
ture except one who is Evil (in which case the devil
is collecting the soul to take to hell).

Solutions: Be good, for goodness sake!

Glory: 10 for saving yourself by piety and prayer,
100 for saving a party of people.

ADVENTURE:
CASTLE OF EASE

Setting: Brun (10 knights, 25 soldiers)

Secrets: This place is the home of Indolence it-
self. An Energetic roll is needed each day just to be-
have normally. Lazy knights sit around the hall drink-
ing, talking, and playing games throughout the day.
(Indulgent, Orate, and Gaming checks are all possible
here.) Only Sir Lance seems to be different, going out
to joust every morning and coming back at night.

Problem: Player knights have come to Brun for
some reason, undoubtedly with an agenda. Sir Gar-
mon, the castellan, is undisturbed: “Please accept my
hospitality and stay until you are rested.” Sir Garmon is
content and unambitious. He knows the way from Brun
back the way the knights came from, but none other.

Garmon invites the players to stay and relax a
while. The food he gives out at each meal is delicious
and plentiful, the wine and beer apparently endless.
Each knight has his own real bed with down inside,
pillows, clean sheets, and a comforter.

Solutions: Energetic knights can try to rouse their
companions by inciting their passions or an appropri-
ate trait. If everyone succumbs to the pleasure, they
stay until the first snow snaps them out of it. They then
realize how long they have been here, and may ask to
be granted permission to leave by Garmon, who always
ends with, “And we look forward to your return!”

Glory: 15 for spending any length of time here,
awarded only once.

Sir Garmon of Brun

Distinctive Features: Overweight to the
size of Jolly.

Homeland: Brun

Culture: Cymric

Religion: Pagan

Current Home: Brun
S1Z 17, DEX 7, STR 12, CON 12, APP 10; Move 2; Ar-
mor 10 + shield; Unconscious 7; Major Wound 12;
Knockdown 17; Hit Points 29; Healing Rate 2; Dam-
age 5d6; Glory 4,000.

Combat Skills: Dagger 5, Lance 10, Spear 6, Sword
10; Battle 10, Horsemanship 10.

Skills: Awareness 10, Courtesy 16, Gaming 15, Her-
aldry 10.

Traits: Chaste 15, Energetic O, Forgiving 15, Gener-
ous 18, Honest 15, Just 10, Merciful 10, Modest 10,
Pious 5, Prudent 15, Temperate 5, Trusting 17, Valor-
ous 10.

Passions: Loyalty (lord) 15, Love (family) 15, Hospi-
tality 17, Honor 13.

ADVENTURE:
CASTLE OF THE RACE

Setting: Buckingham, a reinforced motte-and-
bailey castle on the upper Dubglas River.

Secret: Sir Yves of Buckingham loves to race
horses with his guests. In fact, he refuses to grant
hospitality unless someone races with him. More-
over, every day a party stays in the castle, he must
race against another person. Only if he ever loses
does he end this custom.

Characters: Sir Yves (Horsemanship 30) and
his magic courser “Thought” (Move 7, even among
trees).

Action: Sir Yves lays out the course; if a rider
walks the course first, it’s easily apparent. However,
when horses run on it, the clarity disappears and
trees, bushes, streams, and fallen logs are everywhere.
Any rider other than Sir Yves suffers a —10 modifier
to Horsemanship, and if he fails once, he is lost in the
forest (see the adventure “LOST IN SAUVAGE”).

Solutions: One player races the course while
the others watch. Alternately, anyone else riding a
magical horse can see the path normally as well (not
taking the —10 modifier).

Glory: 15 for being in this race, 45 for winning it.
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ADVENTURE:
CASTLE OF FELICITY

Setting: Northampton

Characters: Sir Felix; his daughters; entertain-
ers, game players, etc.

Problem: Sir Felix is a happy fellow, with a cas-
tle full of enjoyable temptations. He likes visitors, so
he puts off all discussion of business until tomorrow.
Forever, if possible.

Action: Sir Felix (Hospitality 23) rules over a
small city protected by his motte-and-bailey castle.
Visitors are always taken politely to Sir Felix for in-
terview. When the player characters enter his court,
he releases a white dove that flies to a high window,
then away.

Awareness. (Success = The knights see the dove
fly off as they approach the castle.)

Sir Felix invites the visitors to stay; after dinner,
he assures them, they will discuss business. Staying
in the castle is a pleasure, a great occasion for all the
courtly skills to be used, and for all the pleasurable
traits to be tested.

Whenever the knights ask permission to go, Sir
Felix insists, “Surely no one must go off today, when
we are going to [do whatever tempts the player knight
speaking].” No malice is intended.

Solutions: Only by succeeding at a contest of
Hospitality against Sir Felix can the player knights
get permission to depart. Until then, enjoy!

Secrets: The dove is a messenger pigeon taking
word to the King of Sauvage.

Glory: 25 for spending the adventuring season
here, or 50 for getting out quickly.

ADVENTURE:
THE MAID OF
STEVINGTON WELL

Setting: Stevington Well

Characters: Earl Dafydd of Beale Valet; Earl of
Huntington, a beleaguered lord at the edge of the
hostile Angle kingdom; Sir Band, castellan of Bed-
ford, who warns the players not to seek the well, for
it is dangerous, guarded by a wicked seductress who
lures knights into her clutches so they are never heard
from again; Vithelen, the Maid of the Well.

Problem: The knights need some water from
this well. They must first find out where it is, then
find it, and then get water from it. This water is a
key ingredient in a healing potion that certain sor-
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ceresses can brew. The potion cures 1d6+2 points of
damage when drunk or poured over a wound. How-
ever, the water from one visit makes just two doses,
and the sorceress will keep one and give the other to
the knight who brought the water.

Secrets: Finding the well is difficult. Go to
Beale Vale Castle, near the city of Huntington, in
the County of Hertford. Go a one-day ride upriver
to Bedford Castle. Go another day’s easy ride up the
Dubglas River and find the well. Pass a pair of cooing,
pure white doves in a tree, then hear singing, and
then dismount and go towards the beautiful sounds.

Solutions: Vithelen, the Maid of the Well, pro-
tects the well’s sacred waters. She sings beautiful
old songs all day, and at night retires to sleep in a
small bower of white chrysanthemums (the flower
of Truthfulness). Note that although she is a faerie,
she will never make mention of her nature, nor is it
detectable to any knight. To them, she is just a very
beautiful woman. Gamemasters need never tell the
players “This is a faerie woman.”

When approached, Lady Vithelen hands each of
the knights a white chrysanthemum. She looks like a
young woman, perhaps 18 to 20 years old, dressed in the
clothing of a noblewoman. She does not seem afraid.

She listens to what the player knights wish, and
then tells them that only a chaste, honest man may
get water from the well. “Is one of you he!” She is

Lady Dithelen, the Lady
of Stevington YDell

Distinctive Features: Lascivious figure.

Homeland: Faerie

Culture: Faerie

Religion: Pagan

Current Home: Stevington Well

Age: 18 (apparent); born centuries ago
SIZ 9, DEX 11, STR 6, CON 10, APP 28; Move 4;
Armor O; Unconscious 5; Major Wound 10; Knock-
down 9; Hit Points 19; Healing Rate 2; Damage
2d6; Glory 3,200.
Combat Skills: Dagger 10; Battle 5.
Skills: Awareness 19, Courtesy 18, Flirting 25.
Traits: Chaste 3, Energetic 17, Forgiving 5, Gener-
ous 13, Honest 17, Just 7, Merciful 8, Modest 16,
Pious 17, Prudent 10, Temperate 10, Trusting 14,
Valorous 10.
Passions: Loyalty (King of Faerie) 10, Loyalty
(Stevington Well) 28, Love (family) 25, Hospital-
ity 15.

113



114

asking for a volunteer. The knights can discuss who
among them is most qualified.

Only one person can undergo the test. She takes
the candidate some distance from the others, into the
woods, and beckons him to sit on a stone there, as she
sits upon a stump facing him. She asks him why he has
come. He must tell her, honestly, why he needs the
water. If he tells the truth, he gets a Truthful check.

As the lady talks, however, her gown falls open,
quite innocently and accidentally, revealing one
perfect breast. The knight can not help but see, and
must make a Chaste roll. If he succeeds, he totally
ignores this temptation, and after a moment she
carefully draws her gown closed again. If he fails the
Chaste roll, then he must, as usual, make a Lustful
roll. She is beautiful, and she seems to be deliberately
tempting him now. If he succeeds at his Lustful roll,
she moves closer to complete her seduction, and they
make love in the forest.

If the knight fails both Chaste and Lustful rolls,
the player can choose what his knight does. If he
does accept her embrace, he gains a passion for her of
Love (Lady of Stevington Well) equal to his current
Lustful trait. Toward the end of he day, which has
passed oh-so-quickly — as afternoons of love tend to
do — she tells him to go meet his companions again,
“And tell them you have failed to find the well.”

The knight may not wish to return to his com-
panions. If he wishes to stay, she invites him to do so,
in which case she retires with him to her bower, and
he is Out of the Story. Simply ask the knight to write
in the History section on the back of his sheet, “Went
off with Lady of Stevington Well,” the date, and then
turn his character sheet over to the Gamemaster. Tell
the player it is time for another character. The lost
knight might be back in a few years. (Oh, yes, her last
lover is in the bower, awaiting her return, and he will
fight, to the death, any knight who returns with her.)

The companions of the lost knight may not find
the bower, nor can they find the well unless they de-
part and go out past the pair of doves again, where
they coo by the trailside; if they turn around and try
again, then the process begins again.

If the failed knight returns to his friends, let the
player decide what his knight does or says. Remind him
that he has a new passion. Will he speak of it, or will
he be modest? Use the opportunity to grant checks for
behavior, or to roll traits or passions over 15.

The next day, if the first knight returned to the
group, a second knight may attempt the Lady’s test.
The next day, if he fails as well, a third, or fourth, or
however many are in the party, may try each subse-
quent day if they do not depart and none of them

chooses to spend the night with her. If several of them
conceive passions for her, then the knights and Game-
master should deal with that jealousy and rivalry.

If a knight is honest and does not succumb to
his lust or her desirability, then she takes him to the
well and sings a different song, one with some power
in it, while he dips out a container full of the liquid.
He may take it and depart.

Note: While the knights are waiting for their
companion to return (or not) they can all make a Hunt-
ing roll. Anyone who succeeds notices that the meager
path that they followed to this place seems to continue
onward, westward, deeper into the Forest Sauvage.

ADVENTURE:
PRESAGE JOUST

Time: Anarchy Period.

Setting: Stony Stratford.

Characters: Sir Lance, a rather stiff but friendly
knight.

Problem: A knight wishes to “joust” at the ford.
Of course, the player knights have never heard of
“jousting.”

“I will show you,” he says. “Truce on honor? Let
us talk.”

Secrets: Sir Lance is not human, but a faerie
knight (Lance 18) who cannot be harmed by joust-
ing. If anyone else asks about him, the locals say,
“Oh, him? That’s just Sir Lance,” as if that explains
everything.

Action: Sir Lance is here to joust with all knights
“in the upcoming manner.” He will show them his hol-
low lances designed not to kill anyone. Then everyone
must joust with him. He does not fight anyone on foot
for any reason. If he’s knocked down, he just gets up
and mounts, and continues jousting. Knights who are
knocked off their horses take damage from the fall, but
with a significant change: Sir Lance’s critical success
results only in 1d6+3 points of damage to the victim,
not normal lance damage.

Afterward a series of jousts, he will escort the
knights to nearby Castle Brun.

Glory: 15 for this “presage Joust,” plus normal
Glory for the joust if Sir Lance was defeated.

ADVENTURE:
COUNTY TRIBRUIT

Setting: Castle Tribruit

Problem: Tribruit maintains its independence
by being half-hidden and well-guarded. To get in re-
quires combat, perhaps a lot of it. These are just ordi-
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nary folks hiding in the forest, and this is primarily a
combat and courtly opportunity.

Secrets: Lord Meilyr, the Earl Tribruit, prefers
to take prisoners; he holds them as gentleman guests,
on their honor not to flee. They eat with him and are
entertained by him, treated well. They simply are not
allowed to leave, either until ransom is collected or
until someone defeats the earl.

So eloquent and well-mannered is the earl that,
after spending a while in his presence, listening to his
tales of having been plundered and pillaged, many of
his guests join him in defending his lands.

Actions: Whenever anyone approaches the En-
tryways near Tribruit, the guards are ready to fight
to keep them out. Polite refusals are followed by firm
rejection, followed by combat. If the invaders get past
the guard post, they can go on. The paths become
roads that lead to the castle and city.

Immediately upon seeing strangers, the leader of
the Entryway guards sends a messenger to the cas-
tle. Earl Meilyr immediately musters his household
troops and sends word to his vassal knights to arm
and come to the castle immediately, which takes a
few hours at the least.

Earl Meilyr waits with his men outside the cas-
tle, where the main road goes. He always has 40 to 50
footmen (all lightly armored at best), one-third hav-
ing great spears, one-third spears and shields, and the
remainder daggers and javelins. The precise number
of assembled knights depends on how long he has
had to muster them. If it has been a short time, only
his 10 household knights accompany him. If it has
been at least half a day, then he has as many as 18
knights lined up, ready for combat.

The earl comes forward to speak, along with a
bodyguard and a herald bearing a flag of truce. “You
have entered into a dangerous and forbidden realm.
We are just men, but beyond are monsters and a land
of the lost. Allow us to escort you back, from whence
you came, without quarrel.”

If this is accepted, the entire army goes with the
player knights to the Entryway point, where they
wait until the knights are gone.

If the offer is refused, Meilyr offers to accept the
surrender of the knights, whereupon he will make
them his guests in the castle until released. That is,
he will hold them for ransom.

If this is refused, he signals in the foot soldiers to
fight the invaders first, then he sends his knights to
capture them.
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If conquered, the player knights have to send
their squires back to their liege lords or manor hold-
ers to bear the unhappy news of ransom.

Courtesy. (Success = Once a knight gives his
word and his squire is sent, then honor requires that
it is, among gentlemen, as good as paid. Critical =
And so, considering that fact, perhaps the earl will
allow the party to depart into the dangers beyond?
The earl is amused, and allows this.)

Solutions: Conquer him or get past his guard
posts and rush through the county before he can
muster his troops to defend.

If he and all his knights are defeated in fair
battle, then the earl surrenders and offers to make
himself the loyal vassal of whoever conquered him.
However, his conditions include that he never be
forced to tell what lies beyond his realm; also that he
never be forced to fight outside his realm, except by
the rightful King of Logres; and finally, that he may
marry into the family of his conqueror.

Glory: 10 to each knight for traveling entirely
through the county, plus whatever else is obtained
through combat.

Barl Neilyr, Lord Tribruit

Homeland: Tribruit

Culture: Cymric

Religion: Pagan

Current Home: Tribruit Castle

Age: Early 20’s (born 23 years before the
adventure)
S1Z 14, DEX 11, STR 15, CON 15, APP 11; Move 3;
Armor 11° + shield; Unconscious 7; Major Wound
15; Knockdown 14; Hit Points 29; Healing Rate 3;
Damage 5d6; Glory 3,300.
Combat Skills: Dagger 10, Lance 15, Spear 11, Sword
20; Battle 14, Horsemanship 16.
Skills: Awareness 15, Courtesy 15, First Aid 10,
Heraldry 13, Hunting 10.
Traits: Chaste 7, Energetic 13, Forgiving 10, Gener-
ous 13, Honest 13, Just 10, Merciful 10, Modest 7,
Pious 10, Prudent 10, Temperate 10, Trusting 10,
Valorous 15.
Passions: Love (family) 12, Hospitality 18, Honor
18, Hate (Saxons) 17.
Horse: Charger (6d6).
Equipment: Fine clothing (£2).
* Consider this a precursor to the 12-point reinforced
mail armor available in the coming game Period.
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ADVENTURE:
FOUNTAIN OF THE
GOLDEN CUP

Setting: Forest Sauvage

Characters: The Maiden of the Golden Cup; a
magical magpie

Problem: As the player knights travel along the
path, it widens in to a glen in the woods. In the center
is a marble fountain, as one might find in the center
of a Greek city. It’s got a low circular wall around it,
about 3 feet tall, making a circle about 20 feet across.
In its middle rises a base, and then a sculpture of a
man with a lion’s head, encircled by two serpents.

A block of marble, like a table, stands next to
the fountain. Atop it is an ornate gold cup, with a
gold chain holding it to the block beneath it. A bird
— a magpie — perches next to the cup, on the stone
block, and it says, “Don’t drink this. Don’t even think
of it.” If someone touches the cup, it says, “That is not
yours. You are in danger. Put it back.”

Action: If anyone drinks the water without the
cup, he becomes physically ill, from that moment for-
ward suffering a —10 modifier on all rolls thereafter
until he gets to rest for a week with decent food, etc.

If anyone dips the water using the golden cup,
the magpie says, “You now have an enemy. Please,
put that back for your own sake.” Hereafter, all mag-
pies are the enemies of this person. Since they are
common in woods, that knight is accompanied by
the cries of the magpie whenever he rides through
the woods. (He suffers a =5 modifier to all Awareness
and Hunting rolls in forest settings.)

If anyone drinks, the magpie says, “You are a
fool,” and flies to the top of the lion’s head on the
statue, from there watching.

The Maiden of the Golden Cup then comes
forth. She is an attractive, well-dressed noblewoman,
perhaps a lady-in-waiting for a countess somewhere.
The maiden simply welcomes the knight, then asks
him where he wishes to go. It does not matter what
the knight says. The Maiden of the Golden Cup says,
“I knew you were going to say that.” Then she points
to a trail, and says, “Go there.”

Secrets: It really doesn’t matter whether the
knight takes the shown trail or not, or takes some oth-
er trail (including the one he came in on), for magic is
at work: The player knights go out from here to some
random forest location afterwards. When the Maiden
is at the font, the way out is always wrong: Roll on the
following table whenever the knights depart to deter-
mine their point of egress from the forest.

d6 Result Destination

1 Brun

2 Buckingham
3 Alchester

4 Banbury

5 Northampton
6 Towchester

Solutions: What if I don’t touch the water? Ride
on through. Nonetheless, this fountain is confusing
at its best. So roll on this:
d6 Result Destination
1-3 Go your own way
4-6 Roll on the table above

Glory: 100 for being the first one misdirected
due to drinking, plus 50 for everyone else the first
time they do it; none for people the second or subse-
quent times they drink.

Event: OUNDLE DRUMS

Time: Anytime

Setting: Oundle Village

Secrets: The village well echoes the sound of
war from anyplace in Britain. If someone recognized
the source kingdom of the sound, the Gamemaster
should include, in that year’s gossip, the fact that war
was there.

Problem: None. This is just a curious landmark,
of the type you would go a couple of miles out of your
way to witness. Whenever the knights pass by here,
usually going elsewhere, the Gamemaster should ask
them if they want to drop by and listen at the Oun-
dle Well. At various times they hear the various mili-
tary beats. One time the knight may hear the beat of
their own army mustering, and thereby discover that
there is a war at home.

Action: Gamemasters should check with current
events in the chronology to see who (if anyone) is at
war in Britain at this time. The drumming sounds
only when troops are mustering for a war.

Awareness. (Success = You hear a drum beating
a march, of the type used to muster an army. Critical
= You know it is coming from a well in the town.)

Knights can go close to the well and listen.

Battle. (Critical = You recognize the march as
being from a specific kingdom/region.)

Glory: 10 for hearing the drums, or 20 if you
recognized the march as being from a specific king-
dom/region.

Notes: This can be a great special effect to use
when the player knights are far from home and need
to learn somehow that there is war in their home-
lands.
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Event: AT TOWCHESTER

Setting: Towchester

Secret: This is an incredibly, unnaturally
wealthy town. The women all wear nice dresses, the
men wear clean linen, the animals are scrupulously
clean, and so on.

Characters: Squire Tovus.

Problem: The player knights need to ask direc-
tions. When anyone is asked, they lead the knights
to Squire Tovus, the leader of the people and also
commander of the guard. The town guards are
friendly folk overall, and do not impede knights pass-
ing through.

The market is full of goods, but anything pur-
chased here is revealed to be rags, leaves, sticks,
straw, or other natural debris once it is brought out
of Forest Sauvage.

Normally when someone comes into the king-
dom from Brun, the citizens here send him out to-
ward Buckingham, and vice versa (never deliberately
to Castle Sauvage).

ADVENTURE:
THE HEART OF SAUVAGE

The ruler of the Kingdom of Sauvage is King
Madog de Sauvage. His army includes 10 household
knights, 61 vassal knights, and 185 soldiers.

Setting: Castle Sauvage.

Problem: For some reason, a player knight
wishes to see (or must see) the King of Sauvage, who
oversees this entire realm. The king does not want to
be met, however, and has set up a series of tests that
must be passed before anyone sees him.

The first problem is to discover the location of Cas-
tle Sauvage. The best anyone can tell is that “It is in the
heart of Forest Sauvage.” A learned person can probably
supply the information from players’ map of Sauvage.
(Give the players a photocopy of it to write on.)

The second problem is in trying to find a way
to get there. The map shows several possible entry
routes. The players can choose whatever they wish.

The third problem is to actually travel the right way.
All entries are fraught with danger, and travel in the for-
est is confusing and difficult. Each is worthy of a session
as players probe, engage, and succeed or fail. It may take
multiple sessions, and many game years, to succeed.

Glory: None.
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ADVENTURE:
ARRIVING AT
CASTLE SAUVAGE

Characters: The Dwarf of Sauvage; the Gallant of
Sauvage; the Lady of Sauvage; the King of Sauvage.

Secrets: An entire staff works here, silent to the
visitors; a garrison stands guard also, and farmers work
the fields, but all are utterly silent toward the visitors.
If threatened with violence, they explain that they
mean no harm or ill will, but are under orders not to
speak to strangers, “but spare me,” they offer, “and I
will take you to the castle.” This they will do, and the
dwarf, lady, and knight wait to be good hosts.

At the outer gate, the drawbridge is already low-
ered, and several foot soldiers check everyone passing
in. They know all the locals, and stop only those they
don’t know, which of course includes visiting knights.

Visitors to Castle Sauvage are welcomed gra-
ciously, but the king is never here. His throne sits
empty. Instead, there reside a dwarf, a gallant, and a
lady who are his spokespersons. After some friendly
conversation, the knights find that it is impossible
to see the king until a visitor has undergone the
“Three Sauvage Quests.” It is possible to meet the
King only if one character is present when all three
of the guardians are satisfied with the results of their
quests, each listed separately below.

If all three are completed, then on the next visit
the king is present upon his throne. Go to the adven-
ture of “THE KING OF SAUVAGE.”

At the Castle: As the footmen question the
player knights, two Sauvage knights, Sir Sun and
Sir Moon, come from the gateway and continue the
interrogation. (Use Famous Knight stats from Pen-
dragon p.177, for Sir Sun and Sir Moon.) They wait in
the gateway, ready to charge out, with lances, against
anyone assaulting the footmen.

Finally, assuming all is well, Sir Sun escorts the
visitors toward the main hall. They ride through a
clean, happy town, with workers busy everywhere,
women waving from windows (but not speaking to
the visitors), all amid a general air of prosperity and
contentment.

From the town, they pass through another gate-
way and into the inner court. The knights dismount,
ascend stairs, and pass into the citadel, where the
king presumably lives. Inside the citadel, the servants
all wear identical livery, green on one side and red
on the other.
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The Great Hall is empty, save for one of the
three residents from below. That person (the Lady,
Dwarf, or Gallant, as appropriate) tells the visitors,
“The king will see you in due time, but he is not
present at the moment. Nonetheless, we have a nice
chamber for you to rest in while you wait.” Servants
lead the visitors to the chamber.

Servants also bring bowls of water and towels to
wash up, and also some nice robes to wear while they
are here. The room has beds enough for everyone
and carpets on the floor for the squires. A window
looks out over the castle and town.

Knights can choose to disarm or not.

Around 8 p.m., a page comes to bring them to
dinner. The court has been furnished with tables,
the tables with residents, and a high table for the
visitors alongside the Sauvage Courtiers. Introduce
the Dwarf, Lady, and Gallant of Sauvage in general.

The courtiers delay the party for as long as they
can. When players finally ask about seeing the king,
the three reveal that they each have a test to be over-
come in order to see the king. The Three Challenges
must be attempted, and the visiting knights must win
at them all to see the king.

Disappointed visitors may come back next year
and try again.

THE DWARF’s CHALLENGE

Setting: Castle Sauvage.

Problem: The dwarf proposes a game of chess as
his challenge.

Characters: The Dwarf of Sauvage, a trusted ser-
vant of the king. He is short and fat, ugly of face, bald
but bearded, and has stumpy little fingers that seem to
make it hard for him to handle the chess pieces.

Solutions: The dwarf, with a Gaming stat of 20,
must lose a game to a player knight.

While playing, he also engages his opponent in
contest of knowledge of some kind (whatever sort of
lore skill the knight has the highest score in, such
as Faerie Lore, Religion, Folklore, Heraldry, etc.).
Through conversation, the dwarf chooses a subject
and both he and the knight must engage in an op-
posed roll in that area; losing this contest does not
affect the result of the chess game. The dwarf’s score
in all such areas of lore is 18.

Glory: 100 to win either contest.

THE GaLLANTS CHALLENGE
Setting: Castle Sauvage.
Problem: The Gallant proposes a test of virtue.
Characters: The Gallant is a tall, handsome
nobleman of obvious strength and character.

Solutions: The Gallant of Sauvage takes his
opponent to the mews, where there are hawks and
falcons of all description. Each of them, explains the
Gallant, represents a single virtue. The player knight
must choose one. This is a test of any one British
Christian trait (player’s choice) and also of Falconry.
Add the chosen trait and the Falconry skill values
together, and divide by two to get the knight’s effec-
tive skill value for this test. This is opposed by the
prey, which has an Avoidance value of 10.

The object is to bring some game home.

Glory: 100 to succeed.

THe LADY’s CHALLENGE

Setting: Castle Sauvage.

Problem: A test of manners.

Characters: The Lady of Sauvage, a tall noble-
woman of great physical beauty.

Action: One evening, the hall is especially
packed, and the knights are moved from the high
table to the floor. Oberon, the King of Faerie, is visit-
ing, and even the Gallant, the Lady, and the Dwarf
are waiting on the High Table.

As the dinner progresses, the king raises his
voice and asks about the human visitors. Now is the
time to make a Courtesy roll, to see if one of the
player knights can act properly as a spokesperson un-
der these circumstances. A simple, unopposed roll is
sufficient.

Special: Has any knight hurt the Lady’s magpie?
(See the adventure “MAGPIES.”) If so, the spokes-
person suffers a —10 modifier to Courtesy because she
is so angry with him.

Glory: 100 for passing this test.

ADVENTURE:
THE KING OF SAUVAGE

Setting: Castle Sauvage.

Problem: Player knights have some reason to see
the king.

Characters: King Madog; his court.

Secrets: Once his tests are passed, the king
makes himself visible to the knights. He is absolutely
polite and personable. He goes out of his way to be
hospitable, having sumptuous warm cloaks brought
to the knights and so on. He has no complaints
against any of the knights unless they have violated
his hospitality or lied to him.

When knights present their problem to him, the
king responds quickly and kindly, as given below.
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Afterward, there is a great feast, and the next
day the knights depart, with escort, to the edge of
the forest.

Problem: He and his knights kidnapped a young
female relative. Solution: He returns the girl, unvio-
lated, and she has a Faerie Lore skill of 15, Chirurgery
20, Dancing 20, and First Aid 20. People afterwards
call her “the Sauvage Healer.”

Problem: He left a changeling for your child. So-
lution: He has the son, who is five times his age in
mortal years. See the adventure of “THE CHANGE-
LING”

Problem: He knows where Prince Madoc’s son,
the heir to Logres, resides. Solution: He says, “In the
forest where lost men find, where only eagles roost.”
Where is that? “Spend ten years lost, to start. That
is all [ know.”

Problem: He knows what castle someone is fated
to hold. Solution: He tells what castle, and how to
take it. But he offers no more details than that.

Problem: He killed your father. Solution: It was
not him, in fact, but his son who bears the same coat
of arms. He orders the son before them to answer the
charges and to do whatever the visitor wishes.

Problem: He stole your family heirloom. Solution:
He thanks you for the loan of the object, explaining
that his sister was healed of infertility by its presence,
and then she returns it along with a large golden
armband worth £10.

Problem: He promised your father a healing po-
tion. Solution: He smiles to remember the promise. He
gives you an Unguent of Healing that cures 1d6 Hit
Points when rubbed on a wound. Each time it is used,
roll 1d6: When a 6 is rolled, the unguent is used up.

Problem: Your sister loves him and wants to live
with him. Solution: If you take her to marry him,
collect the bride price of one magic cow and cloth-
ing worth £3 for each visitor. After the marriage, all
the trails into the Kingdom of Sauvage (but not its
fiefs) disappear. The magic cow is the Black Polled
Cow: This animal never dies naturally, though it
can be killed (or stolen); it gives a +2 modifier to the
Stewardship skill of whoever runs the manor or farm
where it lives.

Problem: Dubricus, a bishop, or some other fa-
mous abbot said the pagan king must be overcome
and/or banished. Solution: The king offers to engage
in a philosophical debate with one candidate among
the visitors: Roll his Pious against the knight’s. If he
wins, the knight converts willingly to paganism. If
the knight wins, the king will go into voluntary exile
(i.e., the enchantment of Forest Sauvage ends.)
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Problem: Merlin sent the knights to confer with
the king. Solution: Gamemaster’s option.

Problem: Make up your own story. Solution:
Make up your own solution.

Glory: 100 to accomplish any of the above
quests.

Whnat? Fieat Hm v His Housg?

This would be very, very foolish. All knights
know this. He has offered his hospitality, and you ac-
cepted it. To throw that aside is dishonorable, and
probably suicidal. If combat comes to pass anyway,
a regular melee combat ensues. If it is in his castle,
after he has granted hospitality, then whoever starts
the fight loses 8 points of Honor.

Madog’s relevant combat stats are below, though
he would probably not have his armor on unless giv-
en a minute to don it (it is magical...). King Madog
may roll against his Hospitality passion to become
inspired against the attacker(s).

His faerie knights rush out, one per attacker. His
Gallant, unarmored but otherwise a faerie knight,
is also present. His lady, also a magician, is present
to help out. His dwarf shouts imprecations from the
side.

If any other knights present refuse to partici-
pate in this outrageous breach of hospitality, they are
guarded by the elf knights, who simply stand aside to
watch the subsequent fight unfold. After a while, the
King, quite nonplussed, comes to the humans and
asks them to retire to talk further, where it is peace-
ful. Everyone goes to another nice audience hall.

If the offensive knights survive the first melee,
they can either stay (and fight again), or run. They
can not join any of their friends who have retired
with the king to talk. If they choose to stay, another
wave of attackers comes at them. This time, the at-
tackers are not faerie knights, but some of the more
monstrous faerie creatures such as spriggans, black
dogs, or fomorians.

Those who flee enter the adventure of “LOST
IN THE FOREST SAUVAGE.” They might escape!
If they survive, they are nonetheless invisibly marked
as an enemy of Faerie, and every denizen of Faerie
will recognize them and be hostile because of this
flagrant violation of hospitality.

All such knights gain the directed trait “Loathed
by all Faerie 20.” Also, put on the character sheet the
character’s new passion: Fear Faerie, with a starting
value of 8, +4 for every faerie denizen struck down in
the combat.
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Mapogc, KiNG SAUVAGE

Distinctive Features: Short and ugly, curved
spine, potbelly, big nose, wisps over his bald pate,
scraggly beard; he wears beautiful, expensive cloth-
ing perfectly tailored to grace his ill-shaped body:
“The usual stuff, silks and satins and rare colors with
silver thread.”

Homeland: Sauvage

Culture: Elf

Religion: Pagan

Lord: King Oberon

Current Home: Castle Sauvage

Age: Ageless (born when the last glacier left
this spot).

King Madog: S1Z 10, DEX 19, STR 15, CON 30, APP 6; Move
3; Armor 21" + shield; Unconscious 10; Major Wound 30;

Knockdown 10; Hit Points 40; Healing Rate 61; Damage
4d6; Glory 8,000.

Combat Skills: Dagger 10, Lance 20, Spear 26, Sword 21;
Battle 20, Horsemanship 25.

Skills: Awareness 35, Heraldry 20, Hunting 20.

Traits: Chaste 4, Energetic 18, Forgiving 10, Generous 16,
Honest 17, Just 10, Merciful 10, Modest 7, Pious 22, Pru-
dent 10, Temperate 10, Trusting 12, Valorous 10.

Directed Traits: Trust (family) +5.

Passions: Loyalty (lord) 15, Love (family) 18, Hospitality
20, Honor 13.

Horse: Faerie courser (7d6).
Valorous Modifier: —10.

" Madog wears 15-point magical faerie armor and has a 6-
point natural bonus to his armor due to enchantments wo-
ven about him.

T Includes +2 bonus for pagan religious knight virtues.
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Chapter Sour
Boy Ring Period:
510518

In this Period, King Arthur takes the throne
and fights a series of fierce battles to hold his claim.
He is aided by Merlin in many ways.

HistoricaL COMPARISON

The Boy King Period is roughly equivalent to
12th-Century England in terms of culture and war-
fare. In many ways, the coming of King Arthur par-
allels the end of the Norman dynasty and the com-
ing of King Henry II of England and the Angevin
dynasty (whose monarchs are commonly called the
Plantagenets). Think too of Queen Eleanor of Aqui-
taine, the strong wife of Henry, as Queen Guenever.

Your CAMPAIGN

The campaign is largely scripted throughout this
Period. The role of player knights is to participate
in the events and to acquire Glory from the many
battles. Of course, they can choose to find some way
to go off on adventures, but if they do there is the
chance that they will miss much of the action. Re-
member, refusing a lord’s command to muster causes
a loss of honor, is a sign of cowardice, and if contin-
ued deserves degradation.

Pourmics

King Arthur fights first to acquire his throne in
Logres, then to attain the High Kingship of Britain.
He follows the route of conquest, not acclamation, to
become the High King, and thanks in large part to the
recklessness of the other kings of the land, succeeds.

The component power blocks in Britain at this
time are as follows:

Logres: Logres is still broken up into its counties.
The two remaining duchies of Lindsey and Silchester
dominate the lowlands.

Saxon Lands: The south has five kingdoms and
many small chieftains (such as Chief Port or the Haest-
ingas). Two strong kingdoms encroach upon Malahaut.

Malahaut: The Kingdom of Malahaut is still a
strong kingdom with several cities around Eburacum,

plus the Catterick lands. Numerous hill tribes and
peoples are allies, such as Elmet, Rheged, and the
Pennine tribes.

Norgales: King of Norgales also rules Gomeret,
Snodonia and nearby hill tribes, plus the plain of
Chester.

Cameliard: Cameliard is nervously independent
between aggressive Norgales and protective Lindsey.
The king plays a key part in the upcoming royal story.

Escavalon: The strongest kingdom in south
Wales includes Gloucester and Gwent. The city of
Carlion, in this land, plays a key part in the upcom-
ing Arthurian story.

Whnat's NEw

The standards in the Boy King Period are slight-
ly advanced from those of the earlier two Periods. If
something’s not mentioned here, it doesn’t exist at
this time.

EqQuipMENT

The following equipment is currently available.

Armor: Better armor becomes commonly avail-
able to most knights who can afford it: 12-point rein-
forced chainmail, worn with a closed helm.

Weapons: The newly available weapons are the
jousting lance, morning star, and warflail.

Horses: Chargers become widely available. The
result is that the mounted sergeantry are mounted
upon them as well as all knights.

Clothing: Clothing during this Period shifts
from 5th- or 6th-Century dress to later medieval fash-
ions. Men wear both a long-sleeved undertunic and
an overtunic of fine wool or linen. The overtunic has
no sleeves, and is fastened at the waist by a belt. Legs
are covered with chausses, which are thick stockings.
Thick leather shoes are common. The cloak is knot-
ted and pinned at the right shoulder. Hair cuts are
short, with a soup-bowl style being popular among
knights, in part because it suits the type of helmets
being worn. Men are clean-shaven.

Cnarter Four: THE Boy King Periop: 510-518
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Women wear sleeved undertunics
like a man’s. The overtunic, called a
bliant, fits tightly at the waist and flows
into a skirt. The neck is cut low to reveal
the undertunic beneath and is laced up
the sides. Belts are worn around the
waist, and the cloak is attached with a
cord across the neck.

HERALDRY

Knighthood is recognized as hav-
ing special privileges and rights, and
one of those is to have individual coats
of arms. Personal designs cannot be du-
plicated by anyone else in the kingdom,
and in this early period fights and feuds
may occur when people discover some-
one else has chosen the same design.

Heralds also make their first ap-
pearance at this time, their job being to
advise and to keep track of the increas-
ingly complex arms.

Customs

Chivalry is instituted as a real
phenomena in Year 511. Starting three
years later, in 514, King Arthur uses it
as one method of qualifying for mem-
bership in his Round Table, the most
prestigious club in the world.

Women acquire more social status in
this Period. Everyone is quite impressed
that King Arthur marries Guenever for
love rather than (just) politics.

TOURNAMENTS

The first tournaments are estab-
lished as a method for knights to show
their prowess and practice their skills. It
is also a way to win Glory and, just as
importantly, money.

Three types of events occur: ani-
mal fights, the bohort, and the melee.
The first two are not for knights.

Animal fights are meant for peasant
entertainment; either animals fight each
other (bulls versus bears is popular), or,
occasionally, men fight against beasts.

The bohort is a rough-and-tumble
fight of non-knights seeking to prove their
prowess to overlords, perhaps so that an
individual might be chosen as a squire.

The melee is the primary knightly
event. It is fought between two teams
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of knights. An area, often of several square miles,
is marked off as the combat area. It overruns fields,
towns, and vineyards. A safe area, wherein the knights
may not be attacked, is marked for each team. A time
limit is set, usually half a day, and the event begins
and ends only when the marshal’s bugles are blown.

Only sword and lance may be used in the me-
lee. At first, the sponsor may choose to allow either
blunted or normal weapons, though after a short
while only rebated weapons are used to preserve the
lives and limbs of the combatants. Only fair fighting
is allowed — no attacks from the rear, no multiple
opponents on one, no tricks such as tripping horses
or using dogs to panic steeds. However, there are not
yet any judges to oversee this, so honor is required
from all participants to follow the rules.

Any knight may participate, and he may be as-
sisted by his squires, servants, or even masses of foot-
men. The object is to capture enemy knights and
bring them to the refuge, whereupon they are cap-
tured and forfeit their horse and armor. This is very
expensive for the losers and very lucrative for the
winners. Prisoners who have been captured but not
yet returned to the safe area may attempt to escape
without besmirching their honor.

Fiers

Fiefs are still grants of land, or perhaps of some
other right (such as raising a toll booth on a bridge,
or taxing part of the income from a town), in return
for fealty and service. However, landlords naturally
still prefer to retain all their income and reluctantly
make such grants. They much prefer temporary gifts
that are not inheritable.

CONSTRUCTION

Commoners start to build their houses with
chimneys. While the army is gone, many new man-
ors are built with them. This greatly improves the
standard of life inside these buildings.

Motte-and-bailey castles are common because
they are cheap and quick to raise, but stone begins
to replace timber for castles in this Period. The Pen-
dragon finances many such keeps and stone walls for
his holdings.

The following components become available, at
the given costs, during this Period:

Curtain wall (DV 7): £20 per area
Curtain wall, double (DV 9): £30 per area
Gate and gateworks (DV —1): £6

Gate and gateworks, large (DV —2): £7
Gate and gateworks, postern (DV 0): £6
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Gate tower, square (DV 4): £15
Keep, huge (DV 20): £100

Keep, square (DV 10): £30

Keep, tall square (DV 15): £50
Tower, double-square (DV 8): £20
Tower, square (DV 5): £10

Tower, triple-square (DV 11): £30

SampLE CASTLES

Small Castle: DV 16/10. Cost £82. Outer works: Double
ditch, moat, curtain wall, gate, gate tower. Stronghold:
Square Keep.

Medium Castle: DV 26/10. Cost £102. Outer works: Dou-
ble ditch, moat, curtain wall, gate, square gate tower, two
square towers. Stronghold: Square keep.

Large Castle: DV 32/19. Cost £147. Outer works: Double
ditch, moat, curtain wall, gate, square gate tower, two square
double towers. Stronghold: Tall square keep, gate tower.

TrooOP TYPES

This list ranks the available troops of the times,
from best to worst. The number in parentheses indi-
cates the actual number of individuals, used only to
calculate the relative size of a battle.

Rich knight (3)
Ordinary knight, Saxon berserk (2)

Poor knight, sergeant, Saxon warrior, armored foot soldier,
ltalian crossbowman (1)

Hobilar, foot soldier, Irish kern, Cymric warrior (1/2)
Pict warrior, bandit (1/5)
Peasant (1/10)

HEeRALDRY

A coat-of-arms is the core of heraldy. Each
knight is entitled to his own coat-of-arms, unless he
is an heir, in which case he bears his fathet’s arms; in
general, sons derive their arms from their father’s so
that the family association is maintained.

On the following page are some popular charges for
use with player knights’ own coats-of-arms. These can
be copied or traced onto character sheets if desired.

CumMBRIA

This section outlines the “generally known ge-
ography” of Cumbria, also called Gales (or Wales).
The roads shown are the Royal Roads of Malahaut,
as protected by the Centurion King. Many castles
and towns along the road (and elsewhere) are not
shown here, and many other roads connect the
towns as well.

Aldborough: A city in Malahaut, about a half-
day’s travel from Eburacum. It was once called Isuri-
um Brigantum, the capital city of the Brigantes, the
most powerful of the pre-Roman tribes.

Amans: This castle in the western Pennines is
ruled by a king; it commands one of the few trails
over the Pennines.

Appleby Castle: A castle on the Appleby Road
between Brough and Whelp, subject to the Baron of
Appleby.

Appleby Road: Another name for the Celibe
Forest or Pass, this is the easiest way over the Pen-
nines between Cambenet and Catterick, though it is
narrow and travelers are easily ambushed. Now the
four castles of Baron Appleby guard this way over the
mountains. The castles of Bowes, Brough, Appleby,
and Whelp are each one normal day’s travel apart.
He currently is a vassal to the King of Malahaut.

Bowes Castle: Southernmost castle on the Ap-
pleby Road, subject to the Baron of Appleby. It is
built within the remnants of an old Roman fort.

Brandigan: This motte-and-bailey is the only
castle in all Rheged, and the seat of its king.

Brigantia: This is the southern county of Mala-
haut; it includes the rich lands (and marshes) jut
north of the Humber, extending up to the border
with Ripon.

Brough Castle: A castle on the Appleby Road
between Bowes and Appleby, subject to the Baron of
Appleby. It’s triangle-shaped, built within the foun-
dations of an old Roman fort.

Buxton: Motte-and-bailey castle of Amans, at
the center of the Amans Road that goes from Shef-
field to Buxton and north to Pase.

CAMBENET: A British dukedom centered on
the city of Carduel. It includes Carduel City and Pen-
rith Castle.

Carduel (Carlisle): This walled city is the largest
and best seaport in the area, and is the center of the
Duchy of Cambenet. It has a large castle.
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Castleford: A castle of Elmet that guards a ford
for the main road there.

Catterick: This walled city is the center of popu-
lation and civilization in northern Malahaut. It’s
an important trade center and also a stop along the
King’s Way.

CATTERICK: The land of Catterick surrounds
the city of the same name. It includes Richmond
Castle, Catterick, Bowes Castle, and parts of the No-
haut Forest.

Celibe Forest/Pass: The pass through the Pen-
nines contains the major Carduel/Malahaut road,
and the gap separates the central and northern Pen-
nines. This is rugged terrain, with much uphill and
downhill travel along this apparently straight road;
much of its length is surrounded by forest. See also
Appleby.

Conisbrough: This castle is the major strong-
hold for the County of Conisbrough, which is the
southern half of Elmet.

Cumbrian Mountains: The mountains west of
the Pennines, west of the Vale of Eden. These are
tall, rugged peaks unlike the rest of the Pennines,
and are much more difficult, hilly terrain than real
mountains. After about 515, they are contained
within the Wastelands.

Danger Castle (Lancaster): This castle is the
seat of the “Duke of Danger,” or the Duke of Lan-
cashire. His largely wilderness territory is scarcely
populated. It is accessible by sea, if the tides and
winds are right.

DEIRA: Deira is the forested coastal region of
northeast Malahaut. It is largely unoccupied until
the Saxons settle therein during the Uther and An-
archy Periods. It has no significant castles or cities.

Deira Forest: The Deira Forest covers much of
Catterick and part of Nohaut.

Des Maris Castle: Amidst the marshes of Maris
is a castle of the Marsh, de Maris. The lord of the
marsh people lives there.

Doncaster: This city in Roestoc is the seat of leg-
ate for the High King’s council. It is a city of Elmet.

Durham Castle: A castle built after the conquest
of Nohaut to control the Saxons. Later in this Pe-
riod, it is held by a baron serving King Arthur. It is
on a road from Catterick to Wandesboro.

Eburacum: Eburacum is the second largest city
in Britain. It is upon the Ouse River, in the county
of Brigantia.

Egremont: A county of the western coast, sub-
ject to the king of Listeneisse.

ELMET: Elmet is the name of the kingdom that
occupies the land of Roestoc. Its northern county is
Aire County and the southern is Don County.

Estroite: This castle is the main seat of the
Count of LEstroite, a vassal of the Duke of Danger.
[t sits astride a pass over the Pennines that goes from
Leeds to the Castle of Danger.

Hadrian’s Wall: This ancient Roman fortifica-
tion once kept the northern barbarians out. Now it
is in ruins, many parts fallen to nothing, though por-
tions are kept up and inhabited by intrepid defenders
and, reputedly, Roman ghosts.

Inglewood Forest: The enchanted Inglewood
is south of Cambenet (and, following the Dolorous
Stroke, north of the Wastelands). A famous pool,
Tarn Wadling, is found in this forest.

LANCASTER: Lancaster is the political name
for this area, whose leader theoretically rules over the
scattered the people living in the Perilous Forest and
central Pennines. It includes Castle Danger and the
Perilous Forest.

Leeds: A small city, the center of the Kingdom
of Elmet.

Legionary Road: Traces of this old Roman road
still exist, controlled by the King of Pace, with Cas-
tleshaw and Castle Blanc at either end. The Legion-
ary Road is one of the few passes over the Pennines,
and the king collects a goodly toll from everyone
who goes along it.

LESTROITE: Lestroite (or “LEstroite”) guards a
major trail that goes over the Pennines, separating
southern and central portions.

Lestroite Road: A pass goes form Airedale to
Etroite Castle and from there by hidden ways north-
west then southwest to Castle Danger or southwest
into the Perilous Forest.

Listeneisse: After Year 515, this is a dead king-
dom located in the midst of the Wastelands. Its chief
castle is Carbonic. It is easy to find the Wastelands,
but very difficult to find any of Listeneisse, either
people or places therein, because of enchantment.

MALAHAUT: The most powerful kingdom of
Cumbria, Malahaut is centered on the city of Ebura-
cum. It includes the counties of Brigantia, Ripon,
and Catterick, ruled by the Duke of Richmond. It in-
cludes the cities and castles of Aldborough, Castleford,
Eburacum, Pocklington, and Tadcaster, and many wild
lands. It used to include the lands of Deira and Nohaut
as well, but those have been taken over by Saxons.

MARIS: The marshes of the Humber River are
extensive, populated by a strange, shifty people of an-
cient times. They are ruled by the lord of the Castle
Des Maris, which is hidden amidst the marshes.
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NOHAUT: This is a Saxon land carved out of
the thinly occupied lands between Malahaut and
Garloth. It is now ruled from Durham. It lies between
the Yorkshire Moors and the wall.

Nohaut Forest: This is an extensive forest that
lies between Nohaut on the east and Rheged and
Catterick in the west.

PASE: A small kingdom with local power only
because it controls the old Legionary Road to Elmet.

Pase (Manchester): This is a walled city, the
namesake of the Kingdom of Pase.

Peak, the: This is the most notable peak in the
south Pennines, hence a landmark.

Pendragon Castle: A strategic castle that con-
trols the Mallerstang Trench, a narrow valley from
the Celibe Forest to the dales to its south.

PENNINE MOUNTAINS (Central): The cen-
tral Pennines are between the Celibe Pass and Pase.
The scattered peoples in the north are more or less
united by the Duke of Rouse.

PENNINE MOUNTAINS (North): The north-
ern Pennines are north of the Celibe Pass and gradu-
ally merge with the Southern Uplands. The hill
tribes are united as the Kingdom of Rheged.

PENNINE MOUNTAINS (South): The Pen-
nines south of Pase, whose hill tribes are part of
Amans, but whose outlying hill tribes often ally with
the neighboring kingdoms as well.

Penrith Castle: This is one of the important
guard castles on the Carduel/Eburacum road; it sits
at the edge of the Celibe Forest. It is a border castle
to defend the Duchy of Cambenet.
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Perilous Forest: This is an enchanted forest, dan-
gerous and extremely difficult to get out of. It covers
most of the territory of Lancashire.

Pickering Vale: A pleasant region of rivers and
level lands between the moors and hills. It was aban-
doned during the Saxon wars and resettled after-
wards.

Pocklington: This is one of the cities of Mala-
haut, in County Brigantia.

RHEGED: Rheged is the kingdom of the hill
tribes of the Northern Pennines. At its strongest, it
includes the Celibe Pass, and the Rheged tribes are
notorious for robbing caravans in the pass. Its castle
at Brandigan is where the king can be found.

Richmond Castle: This is a large castle near
Catterick, the seat of the Duke of Richmond.

RIPON COUNTY: Ripon County includes the
lands from the Pennines, up to and including the
marshes, and from Brigantia to Catterick.

Ripon: This is a small city on the main road
north, with a castle that is the residence of the Count
of Ripon, an extremely religious man.

ROESTOC: A kingdom between the Pennines
and the Marsh, it is sometimes part of Logres, some-
time part of Malahaut, or (as now) neither. It includes
the city of Doncaster and Castle Conisbrough.

ROUSE: The Rouse are the hill tribes of the
Central Pennines, including the rich areas called
“the dales” (Airedale, Londale, etc.) The Duke of
Rouse, who lives in the castle of that name, rules
them. They are generally tributaries to the King of
Malahaut.

Rouse Castle: This old style castle commands
the Lon Valley, which is one of the known (to locals)
routes through the Pennines from Edenside to Ripon
County.

Sheffield: This castle guards an old road into the
Pennines, to Amans. Raiders often come from there
to raid the Don Valley.

Tadcaster: This castle in Malahaut guards the
border with Elmet.

Wandesboro (Wallsend): This is a fortified port
city on the North Sea. It is currently vassal to Gar-
loth, not really part of Cumbria at all.

WASTELAND: This region does not appear un-
til Year 515. Formerly the kingdom of Listeneisse, it
is ruined by the Dolorous Stroke, to become a dead,
empty, and haunted land, best avoided.

Whelp Castle: Northernmost castle on the
Appleby Road, subject to the Baron of Appleby. It is
built within the shell of an old Roman fort.

Wolds: Gently undulating low hills and valleys
in Malahaut.

Yorkshire Moors: A hazardous rise of moors,
boggy at the top and prone to unseasonable fogs ca-
pable of hiding just about anything.

YEAR 210

This portion of the campaign is a one-year,
closely timed and scripted military campaign. It
leaves little room for individual action. However,
it provides two singular opportunities: a chance to
be close to King Arthur during his first year; and a
chance to win great Glory from a few Huge battles.
Although this is the most “historic” period of King
Arthur’s life, much of our story is taken from Ro-
mance. (Read Malory for more details of this era in
Arthur’s legend.)

Let your players decide when, if ever, they wish
to get a Loyalty (Arthur) passion. When one person
suggests it, the other players will probably also want
it. Reiterate carefully what a passion does and can do
(especially about inspiration and madness, and the
possibility of losing a character to the latter), then let
players decide for themselves what value they wish.

This year is also sure to demonstrate why a
good Healing Rate is valuable. Player knights will
undoubtedly be wounded in battle, and they may
be tempted to rush back to join the army for the
next battle without healing fully. The unpredictable
outcome of one unit in any battle, even amid King
Arthur’s greatest victories, may kill such enthusiastic
knights. Others may stagger away with thousands of
Glory points.

Note: This is a good year for each player to have
more than one character, for there is a good chance
that the player’s favorite may be killed or temporarily
taken out of play.

EVENTS

Young Count Robert insists on going to London for
the tournament that has been announced. Naturally,
he will take his retinue, including the player knights.

Player knights do not necessarily have to be at
the New Year'’s tournament if it doesn’t suit the cam-
paign. The subsequent delaying action by the noble-
men allows everyone who is curious get to London
in time for the rest of the year’s events. The Game-
master must work out what, if anything, occurs to
the player knights if they wait in the crowded city of
London during the period between successive draw-
ings of the sword from the stone.
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ADVENTURE:

THE FIRST TOURNAMENT
Source: Malory 1, 5-18
Time: New Year’s Day
Setting: London
Characters: The following lords and their reti-

nues are present, plus others at the Gamemaster’s
discretion.

King Alain of Escavalon

King Leodegrance of Cameliard

The Centurion King of Malahaut

King Lot of Lothian and Orkney

Duke Escan of Gloucester

Duke Derfel of Lindsey

Earl Sanam of Bedegraine

Earl Robert of Salisbury

Earl Gilbert of Hertford

Baron Macsen of Lonazep

Action: A convocation of British lords and
church officials has called for a “tournament” to be
held in London. The winner is to be declared High
King. Be sure to provide some description of the oth-
er events the player knights might witness, such as
the animal fights and the market.

This tournament is the first to be held in Brit-
ain. Most will call it, disdainfully, a “Frankish thing.”
Some will mock it for its non-lethal nature, while
others praise it for the same reason.

Tournament Rules: Blunt weapons only; every
lord for himself. (Each lord will have his own follow-
ers. Whoever is the last to leave the field will be de-
clared the winner.)

Earl Robert of Salisbury

Solutions: Run a Regional Old-style tournament.

This tournament could be days long. Gamemas-
ters ought to do with it as they wish. The errors and
betrayals on this confused field are sure to make for
some amusing memories later.

Conclusion: The tournament is never finished.
The melee is interrupted by the crowd shouting,
“The Sword! The Sword!” and everyone dashes away,
abandoning the fight, to see what is going on.

Glory: 25 for fighting in this early proto-tourna-
ment.

Event: THE SWORD IN THE STONE

Upon entering the crowded court of Saint Paul’s
cathedral, the knights see three men standing by the
sword in the stone: an old knight (Sir Ector), a young
knight (Sir Kay), and a squire (Arthur). The sword is
stuck into the stone and anvil, as always. Surprisingly,
Merlin the Magician stands patiently nearby, not far
— but notably distant — from Archbishop Dubricus.

A crowd of noblemen shoves their way about,
each trying to get another turn to pull out the sword.
All fail. The crowd gets surly, and at last someone
cries, “Let the boy try!” Everyone takes it up: “Yes,
let the boy try!”

Arthur steps up to the sword, and with a small
flourish pulls the sword out and brandishes it overhead.
Celestial trumpets blare, a beam of light shines down
from above, and a dove and an eagle fly upward in a
spiral (stage decorations courtesy of Merlin, though he
shows no sign have having done anything).

Actions: What do the player knights do?

“Who is that boy?” shouts someone.

Ector steps forward. “This is Arthur, squire to
my good son Sir Kay,” he says.

“What!?” bellows King Lot, “Are we to be ruled
by a beardless bastard?”

Most of the greater barons and outland kings
express similar astonishment and disbelief, but many
lesser noblemen swear loyalty instantly. Among those
who swear immediately are the following (this is by
no means a complete list): King Leodegrance of Cam-
eliard; Sir Ector, Arthur’s stepfather; Sir Kay, Arthur’s
step-brother; Sir Hervis de Revil, a famous but land-
less knight; Prince Lanceor of Estregales, son of the
King of Estregales; and the famous Sir Brastias.

(Of passing interest is the fact that King Leode-
grance of Cameliard departs abruptly with his knights
when he receives word that King Ryons, a warlord out
of the Perilous Forest, is threatening his kingdom. Still,
he has already sworn to Arthur before leaving.)

King Lot, on the other hand, laughs contemp-
tuously; the Duke of Gloucester registers indignant
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Arthur

righteousness; and others shout defiance and swear
that this “lad” will never be their king. The crowd of
commoners grows surly, voicing resentment against
the nobles, threatening to riot.

Before trouble breaks out, Merlin and Dubricus
calm the crowd, announcing that they will hold an-
other contest, with anyone who wishes to try to pull
the sword having a turn. They order the word be sent
out by all means possible to everyone to meet again
in a month, at Candlemas.

Merlin and Dubricus then choose the ten best
and most honorable knights present to set a continual
watch over the sword and the stone until Candlemas.
(Any player knight with at least 5,000 Glory and an
Honor score of at least 15 is chosen automatically;
others who almost meet these requirements might
be chosen, at the Gamemaster’s discretion.) Each of
those ten then chooses ten more knights to stand
guard with him.

Player Hooks: Player knights may be chosen to
guard the stone (or the young king).

Glory: 100 for witnessing Arthur’s drawing of
the sword; 100 for having been selected as one of the
“ten best knights” to guard the sword; 20 for having
been selected to guard the sword by one of the ten
knights originally chosen.

FeBRUARY 2, CANDLEMAS

Arthur draws the sword before another assem-
bly. Many knights and noblemen now accept the
witness of their own eyes and pledge loyalty to the
Boy King. These are named the “Eager Vassals,” who
always come first to the battle and bring the largest
contingents, best equipped, without excuses. Espe-
cially important among these new royalists are those

ranking noblemen of Logres who had been close to
the old king. (Perhaps some banneret player knights
are among these worthies.)

The Eager Vassals include young Earl Robert of
Salisbury; Ulfius, Duke of Silchester; Duke Corneus of
Lindsey; Bishop Baudwin of Britain; the Earl of Hert-
ford; the Earl of Dorset; many lesser lords and banner-
ets; the mercenary Lord Cador of Cornwall; and any
other lord the Gamemaster wishes to include.

MaRcH 21, EASTER

Arthur draws the sword before a third assembly.
This time, more of the rest of the Logres noblemen
pledge their loyalty. They are called the “Good Vas-
sals,” who bring their troops around the date de-
manded, and who bring the right number of men,
with horses for all of them.

The Good Vassals include the Duke of Clar-
ence; the Earl of Jagent; the Earl of Wuerensis; and
any other lord the Gamemaster wishes to include.

Word is received that some foreign British kings
have mustered against the beardless bastard boy.
King Lot has publicly proclaimed that, as any rever-
ent pagan knows, you cannot trust a sorcerer. Merlin
is obviously trying to foist this lad off as his puppet
king.

King Lot has called the dissident kings to meet
in his northern stronghold to discuss their options.

Mavy 1, PeNTECOST

Arthur draws the sword before a fourth assem-
bly. Some of the noblemen start another protest, but
the peasants and citizens have had enough of that!
Chanting “Ar-thur, Ar-thur...” they rise and with mob
acclamation recognize Arthur as their new king. The
crowd goes wild. The noblemen agree, Merlin and
Dubricus agree, and so too (we hope) does the boy,
soon to be king.

The coronation is magnificent, preparations
having been undertaken by Merlin, Dubricus, and
other lords for the last five months.

First, King Arthur is knighted by “the best man
present” (Malory 1, 7). This “best man” is unidenti-
fied in Malory, so there is perfect justification for his
being a player knight. Otherwise, use Bishop Baud-
win, Duke Corneus, or Cador.

At St. Paul's Cathedral, Arthur is crowned King
of Logres. Full pomp and ceremony is exercised to
impress everyone with the king’s power and sacred
character. He takes the arms of Logres as his own: a
gold shield, with two green dragons back-to-back.

During this ceremony, the last of the recalcitrant
Logres nobles grudgingly pay homage to King Arthur:
These are the “Reluctant Vassals,” who usually came
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to battle last, often with the least number of soldiers,
and sometimes even with excuses instead of knights.
The Reluctant Vassals include every other lord of Lo-
gres not named previously as a vassal to the king.

After days of feasting and celebration, a great pro-
cession escorts King Arthur across Logres to Carlion.
Thousands of commoners gather for the celebration.
All knights of Logres follow their lords to this celebra-
tion. (Mercenary knights likely follow Brastias.)

IN OTHER LANDS

Throughout Britain, the lords summon their vas-
sals to hold council for advice on what they ought to
do. There is a new king in Logres, and that is difficult
enough. But his heralds claim he is also the High King!

What ought to be the proper response! No one
thinks to support this unknown squire — a mere pup-
pet of Merlin! — as the new High King. But should
they ignore him, or oppose the beardless upstart? The
reasons to attack are many. Among them are the need
to put this upstart in his place, and, like it or not, the
chance to plunder the rich lands of Logres.

Among the foes are Lothian and its many allies,
Malahaut and allies, and even the distant Pict king-
doms of Benoic and Escoce.

Mar 10

At Carlion-on-Usk, the Supreme Collegium is sum-
moned to elect the new High King, an office which has
been empty for many years. Many of the legates do not
attend, but those present are universally in favor of King
Arthur. Thus King Arthur is elected to be Imperator
and Caesar of Britannia, and Wledig (or Chief Warlord)
over the British Tribes. He takes the arms of the High
King at this time: a red shield with seven gold crowns.

The festivities are tremendous, and no one is
disappointed. Many of the lesser kings come, includ-
ing especially King Lak of Estregales and King Alain
of Escavalon.

Amid the celebration, Arthur learns that six
northern lords have arrived, with their armies in tow,
at the city. He sends them presents and bids them
welcome, but King Lot and his allies insult the mes-
sengers and the boy king instead, saying “they [have]
no joy to receive gifts from a beardless boy that [is]
come of low blood...” (Malory 1, 8).

Frightened by the huge army, Arthur orders the
city closed and prepared for a siege. The rebels sack the
outer villages. After a couple of days, Arthur realizes (or
is advised) that no battle can be won by hiding behind
walls, so he orders his army to assemble and to fight.

Glory: All attendees get 100 Glory for viewing
the coronation. Participants get 150.

Ring Lot

BATTLE OF CARLION

Arthur’s army of 1,500 is outnumbered roughly
two-to-one by Lot’s army.

Length of Battle: 8 rounds

Battle Size: Medium

Commanders

King Arthur (Battle = 7)

King Lot (Battle = 25)

Modifiers

Arthur is outnumbered: -5

Arthur is aided by Merlin: +5

Knights desert King Lot and join Arthur: +3

The Fight

Round 1: The First Charge occurs as normal.

Rounds 2—4: Normal.

Round 5: Lot and his men charge, with lance, against
Arthur’s own unit, which takes a terrible beating.

Round 6: Arthur draws Excalibur, Sword of Victory,
and its flash of magical power blinds nearby foes and awes
the rest of the enemy. Arthur's commanders are all in-
spired automatically by their Loyalty (Arthur), gaining a
+10 modifier on all Battle rolls for the rest of the battle.

Round 7: The citizens of Carlion, who have
been surging from the city, fall upon the flank of
Lot’s army. This gives a +6 modifier to results from
the Unit Events Table for Arthur’s army.

Round 8: Lot sounds the retreat, and his army
withdraws in an orderly fashion from the field. No
pursuit is possible.

After the Battle

Victor: King Arthur. Indecisive Victory.

Plunder: 1 charger, 2 rouncys, £2 in goods

Glory: 30 per round
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Mip-Mav: CarLION GRAND COUNCIL

After the Battle of Carlion, Arthur asks his
vassals and allies to advise him. The rebel army has
retreated, but is still ranging throughout Logres pil-
laging and plundering. The court advises Arthur to
send to the continent for help from Kings Ban and
Bors. Arthur sends Brastias and Ulfius.

Player Hooks: You may choose to send player
characters to request aid from Ban and Bors. Their
ship passage is without event, but on the way to the
allies’ court they should fight some French knights,
making for a simple and gallant adventure.

Alternately, send them to request help from
some other nearby king. Arthur would ask almost
anyone for help at this point. (You might send the
characters to ask the Saxon bretwalda, who is very
polite but says, “No, thanks.”)

At the end of the Council, Arthur and his army
depart for the north. King Ban and Bors have not
yet shown up, but are secretly conducted to the field
(along with the player knights, if they were the mes-
sengers) by Merlin’s magic.

BatTLE OF BEDEGRAINE (EARLY JuLy)
Commanders

King Arthur (Battle = 7)
King Lot (Battle = 25)

132

Day ONE

Length of Battle: 5 rounds

Battle Size: Huge

Modifiers

Arthur is aided by Merlin: +10

Arthur has the high ground: +5

Arthur has superior troops: +5

The Fight

Round 1: During the First Charge, Arthur’s forc-
es are superior to Lot’s: Apply a =5 modifier to the
Random Battle Enemy Table.

Round 2-5: Lot’s Pictish mercenaries, having no
honor, freely attack the horses of Arthur’s knights.

After the Battle

All knights must make a roll on the “Horse’s
Fate” table (Pendragon, page 109), modified by -1 per
round he remained in battle.

Victor: Indecisive.

Plunder: None

Glory: 60 per round
Day Two

Arthur’s horsemen took many losses from the
Pict warriors. He forms units of footmen and inter-
sperses them on the hill between his knights. Player
characters without horses fight in one of these units.
(One of them may be a unit commander.)

Lot sends his infantry to the rear and orders his
knights to fight.

Length of Battle: 5 rounds

Battle Size: Large

Modifiers

Arthur is aided by Merlin: +10

Arthur has the high ground: +5

Arthur has inferior troops: -5

The Fight

Round 1: Normal. Remember that during the
First Charge footmen get a —5 modifier to their melee
skill against mounted men.

Round 2-3: Normal.

Round 4: A cry goes up on the flank: “Ban
and Bors have come!” The Ganis battalion of fresh
knights bursts from cover and attacks Lot’s army.
Add a +5 modifier to the Unit Events Table roll for
Arthur this round.

Round 5: Add a +10 modifier to the Unit Events
Table roll for Arthur this round. The enemy army falls
back, abruptly but in good order. No pursuit is possible.
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After the Battle

The Ganis and Brittany armies withdraw to the
ports, and thence to home; their kings remain with
Arthur for a while. The army camps and recovers.

Victor: Arthur. Indecisive.

Plunder: None. (Arthur gives all the battlefield
plunder to Ban’s and Bors’ armies. Thus, the men of
Ganis and Brittany each get three times the normal
plunder; Arthur promises to give his own men a suit-
able reward soon.)

The next day, Merlin tells King Arthur where a
great treasure is buried, and sends a small party of men
to recover it. They find a huge cache of Roman silver.
(This can be a mini-adventure, with a chance to test
Selfish/Honest rolls when the player knights first see
the treasure. Gamemasters must decide what to do if
dishonesty prevails: Remember, Merlin is watching!)

After he receives the Roman treasure, King Ar-
thur distributes it among his own men. All knights
get £20 worth of silver. The knights who actually
went to retrieve the silver each get £20 extra!

Glory: 45 per round

Pict WARRIOR AND CHIEFTAN

EarL Sanam’s Court

After the Battle of Bedegraine, the army dis-
perses to the nearby countryside to rest at manors,
castles, and towns. Arthur, along with many of his
men (including the player knights), stays at Bede-
graine Castle, the seat of the earl.

The earl’s daughter, Lyzianor, is young and of mar-
riageable age. In fact, she is much the same age as Arthur.
The king is tended by her constantly, and does not refuse
the attention. He isn't shy, and many men are pleasantly
surprised by their young king’s comfortable way with
women. He neither hides nor touts their friendship, but
acts in every way as decorously as a king ought.

EARLY Aucust

After Bedegraine, Merlin persuades King Ban to
make a side trip to the Marshes. Only the knights
from Ganis accompany him, but it is an important
event. During this time, the daughter of the lord of
Castle Maris conceives a child; the boy will be named
Ector when he is born.
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LATE Aucust

While resting, King Arthur hears that King Ryons
of Norgales is besieging King Leodegrance of Cameliard.
He remembers that Leodegrance supported him the first
time he drew the sword, so he resolves to go to his aid.
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BatTLE OF CAROHAISE
Carohaise is in Cameliard, on the trade road be-
tween Lambor and the City of Legions.
Length of Battle: 4 rounds
Battle Size: Medium
Arthur’s army: 600 knights
Leodegrance’s army (besieged): 50 knights
Ryons’s Army: 600 knights
Commanders
King Arthur (Battle = 7)
Ryons (Battle = 22)
Modifiers
Arthur is assisted by Merlin: +10
The Fight
Rounds 1-4: Normal.
After the Battle
Victor: King Arthur. Indecisive Victory.
Plunder: 1 charger, 1 palfrey, £2 in goods
Glory: 30 per round

AuTumMN

The harvest is brought in without further trou-
ble, and proves sufficient despite the ravages of war.
After Carohaise, Arthur’s lords are dismissed to their
fiefs, knights to their manors. King Arthur then re-
quests the attendance of those individuals whose
advice he desires, and he invites all the leaderless
knights to his hospitality at Carlion.

WaR IN GARLOTH

The lands of Arthur’s northern enemies are
raided by Saxons. These raids result in the Battle of
Wandesboro, which King Lot wins, but at the cost of
many good men.

CuristMas COURT

Royal: “Well, we can look forward to more of
these, then, can’t we. I look forward to some time for
each of you, to learn what you bring here, what you
need and would like to have.”

Salisbury: “We are in this now with this young
king of ours. I will live or die next to King Arthur in
battle.”

SpeciaL WINTER PHASE MODIFIERS

Because of the fighting and the visiting nobles,
the following counties suffer the following modifiers
to the Starting Bad Weather.

Logres (all): Land was raided (+1d6)
Escavalon, Cameliard: Land was pillaged (+2d6)
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Year 511

Court

Arthur’s court is held at Carlion.

SpeciaL GUEsTS
Merlin the Magician
Dubricus, Archbishop of Britain
Lak, King of Escavalon

Hervis de Revels

Ulfwus, Duke of Silchester

Brastias, knight banneret of Cornwall
Ector, Arthur’s foster father

Kay, Arthur’s foster brother

Queen Margawse of Lothian

Gossip

“Isn’t this boy king a surprise!? That old Merlin
never stops meddling, does he? I can hardly believe
that this is truly our new king. A mere boy, and a
bastard at that!!”

“King Arthur is Merlin’s protégé, trained since
birth for this special place. Arthur is like the kings of
old, blessed with magical powers. Didn’t you see how he
drove off King Lot? That blinding light! He is like the
Young God come again to answer Britain’s crying need.”

“Say, Margawse is coming to court this summer
— lock up the men! Imagine King Lot sending her
alone, too! What do you suppose he has in mind?”

“l don’t mind Margawse. It could be worse: It
could be that Morgan le Fay. Doesn’t she give you the
creeps? Can you believe it?! She can actually read! A
woman!”

“The northerners were ravaged by the Saxons
last year. They had a terrible battle up at Wandes-
boro that drove the invaders off. Things seem bad
here, but they could be worse. At least those Saxons
are not allied against us!”

NEews

Brastias: That bo— er, king of ours is quite
something, isn’t he? What ideas! They just may work,
too. Did you see, Duke Ulfius and King Lak actu-
ally agreed on the principles of knighthood? What a
novel idea that is to unify us!”

RovaL CONVERSATION

“We are of many lands, but the Brotherhood of
Knighthood unites us all. We all, even though hail-
ing from different kingdoms and speaking different
tongues, are all leaders of men, acknowledged superior
to those who are beneath us. We have the same rights

in our own lands, and we have more in common with
each other than with the commoners we lead.

“The Order of Knighthood is a sacred institu-
tion. After Adam was driven from the Garden of
Eden, men fell into war among themselves. As a re-
sult, the Order of Knighthood was instituted by the
wise to lead and protect mankind from itself and
from outside enemies alike. Since then, fathers have
enjoined their sons to the task, and the institution
has been blessed by time.”

INTRIGUE

Arthur is not as secure in his throne as the daily
scenes in court seem to imply. Some of his supporters
— King Alain of Escavalon, for instance — seek to at-
tack the rebels and aid the Saxons, but others, includ-
ing Duke Ulfius, want to attack the unprepared Saxons.
Yet others (such as Ector and Brastias) say to hold back
and rest, to let the new knights train for a year.

No doubt, though, the king will do whatever
Merlin wants.

EvVENTS

Several royal and noble visitors come to court,
such as Queen Margawse of Lothian. The court recep-
tion for the queen is magnificent as Arthur attempts to
impress the wife of his greatest rival. She, a lusty ruler,
attempts to learn all she can about the boy king.

With the queen are her three eldest sons, Ga-
waine, Agravaine, and Gaheris. They are impressed by
Arthur’s court, and Sir Gawaine in particular listens
attentively to Arthur’s talk of chivalry and honor.

Gamemaster’s Note: Chivalry is detailed in
Appendix 1 of the Pendragon core book. Repeat the
necessary information to your players as desired.
From this year forward, player characters may strive
to become Chivalrous knights.

ARMY ACTIVITIES

Arthur’s army repairs the walls of St. Albans and
helps direct the building of many castles throughout Lo-
gres. Sir Hervis de Revil grows impatient without action
and incites a band of volunteers to raid Saxon lands.

Player Hooks: A raid into Saxon lands is ap-
propriate. The characters may choose to join with
Hervis, or to go off on their own. If observant, they
note that Hervis has a Hate (Saxons) passion that
pretty much makes him slaughter them whenever he
sees them.

Late SuMmMeRr COurt

Queen Margawse and her sons depart Arthur’s
court and journey back to Lothian. Over the winter,
it becomes apparent that the queen is pregnant.
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CuristMas COuRrT

Royal: At winter court, a strange knight asks for
hospitality. His old Norman-style armor is all brown,
though not with rust, and his sword and spear both
gleam. His shield is also Norman style, but instead of
anormal coat-of-arms he has an oak branch attached
to its face. He has only one squire.

The stranger introduces himself as the Brown
Knight of the Wilds (le Chevalier Brun des Terres
Sauvages). He says, “I have heard your ideas of honor
among men, and I have come to see if this is a court
where such things are only spoken about, or if they
are acted upon.”

Arthur greets him warmly and invites him to
sup at his board for the winter. The Knight of the
Wilds accepts.

Salisbury: “A year without war! The new king’s
reign is auspicious already! And if that riffraff aeth-
eling ever comes here demanding money again, don’t
even let him into the door.”

SpeciaL WINTER PHASE MODIFIERS

None.

YEAR 512

Court

Arthur’s court is held at Silchester.

SpeciAL GUESTS
Sir Lanceor

Many other knights and lords of Logres

Roman ambassadors. Early in the spring, twelve
ambassadors arrive from Rome. Senators, praetors,
and centurions, they tramp solemnly into court.
They demand that King Arthur submit to the em-
peror and pay tribute, “for Britain is and always has
been part of the Roman Empire.”

King Arthur refuses, saying that perhaps the Ro-
mans should submit to Britain since all the best emper-
ors came from this island. He then sends them pack-
ing back to Rome, saying that the only tribute that the
Britons will send are sharp swords and spears.

The ambassadors do not try to linger, but leave
angrily.

Gossip

“Hervis de Revel is certainly a wonderful knight,
isn’t he? That raid against the Saxons was bold and
well executed, despite some losses. (We should ex-
pect that among fighting men, after all.) He is a fine
example to prove that a knight does not have to be a
great landholder to shine famously among us.”

“Those Romans are certainly arrogant, aren’t
they? I am glad the king treated them as he did. I
hope that those stodgy Romans in the cities don’t
forget where their loyalty lies!”

“Mmm, and Margawse was certainly a charmer,
wasn't she? Everyone says that, of all the daughters,
she got most of her mother’s looks.

“Well, if Ygraine was half as beautiful as Margawse,
[ can understand Uther’s legendary lust for her!”

“And Margawse certainly cozied up to the young
king, didn’t she? Do you think they...? Well, what do
you suppose Lot will say?!”

“Oh, I don’t think he minds. They are pagans, after
all — you know how they feel about such things. But I
have heard that she is pregnant now. Even you can count
the months backward. .. and where was King Lot then?”

NEews

Kay: “Those stupid Romans. Imagine them think-
ing we'll surrender! It’s the last we'll see of them!”

Brastias: “We are going to march against the
northern kings this summer. Maybe even against Mala-
haut if they try to resist. We are going to teach King Lot
what it means to resist the rightful king now!”

Merlin: “We are entering new times. Exciting
deeds are forming in the hearts and minds of men.
Dire emergencies are rising from the depths of the
land. Magic is being raised anew, coursing through the
roots of the land to be eaten and drunk by all. Listen
to the king, for he has secrets to improve the future.”

RovaL CONVERSATION

“Knighthood is marvelous, but chivalry is a
knight’s duty. Chivalry. Just as knights have been set
above the normal run of mankind, so are the chival-
rous set above other knights.”

INTRIGUE

The northern kings spent the winter bickering.
Lot has outfitted another army, and though many of
his previous allies are not backing him, he has others
instead, including King Ryons, who is the son of a
giant and a sorceress.

EVENTS

King Arthur and his court depart upon their prog-
ress throughout Logres. Several interesting events occur
along the way. Player knights have many opportunities
to observe or participate in some of the seminal events
of Arthur’s history. Gamemasters should contrive some
reason for them to travel with the court.

LAate FEBRUARY

King Arthur decides to visit the shrine of St. Al-
bans. The road is crammed with pilgrims also going
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to the shrine. King Arthur is lodged in Kingsbury
Castle.

One night, during a feast, old Queen Ygraine is
brought to dinner. Though aged, she is like a faded
flower that has grown fragile, but no less beautiful.
She wears a nun’s habit, having joined the Amesbury
Abbey many years earlier.

During the dinner, Duke Ulfius leaps up suddenly,
loudly accusing the queen of having been a traitoress to
the king. Everyone is, of course, thrown into a tizzy.

Awareness. (Success = You focus on one of the
following people, who do not seem upset: Ulfius,
Ygraine, Merlin. Critical = You note that Arthur is
extremely anxious, but tightly controlled.)

After several knights exclaim guilt, innocence,
or outrage, the queen herself stands and waits un-
til everyone quiets down. Then, without hesitation
or fear, she tells the story of how she was visited by
someone with the semblance of her dead husband on
the very night he was killed. She bore that child, and
gave him to Merlin to raise as her husband had prom-
ised. She does not know where that child went.

“My Lady,” says the magician, “this is your son,
and Uther was his father.”

Without taking his eyes off her, Arthur asks,
“Sir Ector, what do you know of this?” Ector then
tells how Merlin gave him a child to be raised in se-
cret. Arthur and his mother embrace, both overcome
by emotion, and both weep upon one another. The
king then calls for a feast that lasts eight days.

The rest of the pilgrimage is conducted with
mother and son praying together at the site of Uther’s
death and at the shrine of St. Albans. Many pilgrims
that year are cured of their illnesses here.

No one misses the important point that King
Arthur is now recognized to be the son of Uther Pen-
dragon. No more can he be called “Merlin’s brat” or
“the Bastard.” Now he is truly Arthur Pendragon.

Glory: 100 for witnessing Ygraine’s tale.

EARLY SPRING

In March, a squire arrives at court leading an
exhausted charger, across which is draped his master.
He tells the following tale: At a well on nearby Ot
moor, a strange knight is challenging all passersby to
joust, and will let none pass without combat. Though
his master would have avoided the fight if it had been
possible, he fought and was slain.

Arthur feels this is an affront to his brave court
and asks who among his court will accept such a
challenge? Before anyone can do anything, a young
squire dashes forward and throws himself on his
knees before the king. He begs to fight the strange

knight, and demands to collect the boon that Arthur
owes him as his lord. Though King Arthur is reluc-
tant, he concurs, so he knights Griflet and sends him
forth to combat.

Player Hooks: Will the player knights also take the
challenge? If so they must go forth to joust, then fight
sword to sword, with King Pellinore, who is the knight
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at the fountain. Pellinore is chivalrous; he spares anyone
who surrenders, and insists on fighting one-on-one.

(See the Pendragon core book, page 199, for Pel-
linore’s stats around age 33. He is in his 50s now, and
his stats should be considerably better — he is cur-
rently one of the preeminent knights of the land. It
might be more apt to use the “Extraordinary Knight”
stats from Pendragon, page 177.)

That evening, Sir Griflet is brought back to court,
draped over his horse, in dire need of chirurgery. As
night falls, the court discusses events, each man
making whatever comment or vow he sees fit.

The next morning, much to everyone’s alarm, King
Arthur is absent, no place to be found. Merlin is also
gone. Officers order searches of the nearby lands. Player
knights are surely sent to search for the missing king.

The actions of player knights may include the
following (or whatever else the Gamemaster wishes):

e Meet King Pellinore, still at the fountain and
waiting to joust. Even if they know him, the king
insists on jousting.

e See Arthur’s first combat with Pellinore. Ar-
thur is beaten, his Sword from the stone broken, and
he is saved only by Merlin’s magic.

e See the Questing Beast. Pellinore hunts this crea-
ture with an undying passion, and has only taken a break
because the creature has lost him. As usual, it eventually
works its way back to lure the king again to the hunt.

e Witness, perhaps from the far side of the misty
lake, Arthur regaining Excalibur at the lake. He and
Merlin pole out amidst the fog, and at mid-lake a hand
rises from the water, brandishing a sheathed sword.
Arthur receives it gently, brandishes it, and poles back
to the far side of the lake with the treasure.

e Witness Arthur’s return to court. There he
reveals his deeds and reveals the reclaimed Sword of
Victory, much to the acclaim of all. Men marvel that
they have a king so brave that he would go on an ad-
venture to prove the worth of his court. Many knights
are shamed, and secretly make vows that they will not
again be outdone by a boy, even their king.

LATE SPRING

A damsel arrives at court, beautiful but dressed
in a strange manner: She wears a sword belted about
her narrow waist — most unseemly! The lady bears
a challenge as well. She seeks a knight who can draw
the sword, for it is said that it may be unsheathed
only by the best of knights. She has walked many
lands and found no one able to draw it, and came
here only when she heard of Arthur’s prowess.

Many knights try, but all fail. Among those who
try is Sir Lanceor, a prince from Estregales who has

just arrived at court and is still armed and armored,
unlike most courtiers. Arthur is disappointed, but
as the lady departs, a poor knight at the rear of the
court offers to try to draw the weapon.

Recognize. (Success = You are sure you have
never seen the fellow before [unless for some reason
the player knight has met Sir Balin].)

The poor knight succeeds at drawing the sword.

“Certes,” says the damosel, “this is a passing good
knight and the best that ever I found, and most of
worship without treason, treachery, or villainy, and
many marvels shall he do. Now, gentle and courteous
knight, give me the sword again.”

“Nay,” says the knight, “for this sword will I
keep, but it be taken from me with force.”

“Well,” says the damsel, “ye are not wise to keep the
sword from me, for ye shall slay with that sword the best
friend that you have, and the man that ye most love in
the world, and the sword shall be your destruction.”

“I shall take the adventure,” says Balin (for that
is the knight’s name), “that God will ordain me, but
the sword ye shall not have at this time, by the faith
of my body.”

“Ye shall repent it in a short time,” says the
maiden, and leaves the court, weeping bitterly.

The knight claims he will henceforth be called
the Knight with Two Swords. King Arthur calls him
back, and urges the knight to stay and be of his court.
The knight, Sir Balin, begs to depart on his own busi-
ness. Arthur dismisses him, but asks him to return as
soon as possible, promising largess. The Knight with
Two Swords departs to arm for his journey.

Trumpets blare. The herald announces the next
visitor. Forth steps a Lady of the Lake, almost blind-
ing in her resplendent gowns, which wash and flow
like wisps of fog. She reminds King Arthur that she
gave him the sword Excalibur, and that therefore he
owes her a boon. He agrees to pay her whatever he
can pay without losing honor.

“Well,” says the lady, “I ask the head of the
knight that hath just won a sword, or else the dam-
sel’s head that brought it; I take no force though I
have both their heads, for he slew my brother, a good
knight and a true, and that gentlewoman was causer
of my father’s death.”

Arthur refuses, claiming (quite rightly) that such
a “gift” would besmirch his honor. The lady refuses
any other gift. At that point, an armed knight clanks
into the room.

Heraldry. (Success = The character is sure he
does not know the arms [again, unless for some reason
the player knight should know Sir Balin’s arms]).
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Awareness. (Success = You see two swords on
this stranger’s belt: Surely it is Balin again.)

The knight listens only a moment to the lady’s
tirade, swears at her, and then, before any can react,
lops off her head. “Alas, for shame!” cries Arthur, leap-
ing from his throne. “Why have ye done so? Ye have
shamed me and all my court, for this was a lady that
I was beholden to, and hither she came under my safe
conduct; [ shall never forgive you that trespass.”

Arthur is enraged, inspired by his Hospitality
passion. Who dares abuse his court’s regal sanctuary?!
This is murder in the king’s court, a double felony.

The knight tries to speak in his defense, but
is shouted down by the rest of the shocked court.
Ciries of “Traitor!” and “Felon!” are heard. Yet no one
moves forward since they are unarmored, while Ba-
lin is fully armed and holding a bloody sword in his
hand. At last Arthur silences his court.

“Only my own hospitality, which you have vio-
lated, prevents me from having you killed here and
now. Depart this court forever. Wander the woods
and roads like a homeless wolf, for all of this court is
now bound against you!” says the king, condemning
the knight. The court remains silent.

“Sir,” says Balin, “me forthinketh of your displeasure,
for this same lady was the untruest lady living, and by en-
chantments and sorcery she hath been the destroyer of
many good knights, and she was the causer of my mother
was slain, through her falsehood and treachery.”

“What cause so ever ye had,” says Arthur, “ye should
have forborne her in my presence; therefore, think not
the contrary, ye shall repent it, for such another despite
had I never in my court; therefore withdraw you out of
my court in all haste that ye may.” [That is, “Whatever
reason you have, you should not have done this in my court.
You will be sorry for this, believe me, for this is the worst
thing that ever happened in my court. Therefore get away
from me as quickly as you can.”]

The knight bows once to Arthur, takes the sev-
ered head by its hair, and departs from court. In the
bailey outside, he meets his squire, who has horses
packed and ready, and they hurry from court. When
he is gone, Arthur’s court erupts into clamor. What
an insult! What a savage!

Sir Lanceor, already armed and armored, rushes
forward, kneels, and volunteers to perform the king’s
work. Arthur quickly grants it, and Sir Lanceor dash-
es from the court. A young woman from the crowd
gasps once, cries, “No, wait!” and dashes after him.

Player Hooks: Will the player knights go in pursuit?

Just. (Success = The characters know this is a
major insult to the king and his court!)

The player knights are probably not dressed in
armor while visiting the High Court, of course, so
they must arm before pursuing this criminal. Thus
they are probably far enough behind Lanceor, who
was right off from the start, to miss the ensuing fight
between him and Balin.

Energetic. (Success = You are armed and mount-
ed before most of the rest of court.)

If the player knights pursue, they come upon this
scene: Lanceor lies by the roadside, a spear thrust through
his chest. Upon his body lies the corpse of a lady.

Recognize. (Success = She is the one who cried
and pursued him from court.)

Nearby lounges a nobleman, amid his entourage.
The nobleman stands, eulogizing the tragedy.

Heraldry, +5. (Success = He is a knight of Corn-
wall. Critical = He’s in fact Sir Mark, one of many
royal chieftains of the Cornishmen.)

When he is finished his eulogy, Sir Mark turns to
his entourage, and orders them to bury the pair; he asks
for others to rouse the local peasantry to disassemble a
nearby ruin and use its parts to erect a memorial to this
love. The work is done very quickly (and in the com-
ing weeks marble blocks are brought here and a proper
tomb is painstakingly crafted). Merlin then appears and
prophecies about the place, saying that some day the
world’s two greatest knights will fight here.

This landmark, a couple hours’ ride from Ciren-
cestet, is known henceforth as the Tomb of Lanceor.
Golden letters are on the side: “Here lieth Lanceor
the King’s son of Ireland, what at his own request
was slain by the hands of Balin.” And on another
side, “His lady, Colombe, and paramour, slew herself
with her love’s sword for dole and sorrow.” And on a
third side, “Here shall fight the two best knights in
the world.” Later will be added, “and they hight Sir

Lancelot du Lac and Tristram de Lyonesse.”
Meanwhile, Sir Balin has disappeared.

EARLY SUMMER

In mid-May, Merlin and Lady Nineve visit the
kings of the north, spreading tales that on this May
Day just past a famous boy was born. They hold all
the royal families within the glamour of their proph-
ecies, and when they depart the magical pair take
many newborn boys with them.

Mip-SuMMER

Arthur takes the war to the northlands. He invades
Malahaut, whose king has gathered a few allies. The
Humber River cannot be crossed against opposition, so
Arthur moves north through Roestoc, whose cities sur-
render quickly. At last he meets the King of Malahaut,
called the Centurion King, on the borders of Malahaut.
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BattLE OF Bassus River

The River Bassus is the river in southwest Mala-
haut, on which sits Castleford. The battle is fought
on a low hill, upon which the Malahaut army awaits
Arthur’s troops.

Length of Battle: 7 rounds

Battle Size: Medium

Commanders

King Arthur (Battle = 10)

Centurion King (Battle = 21)

Modifiers

Arthur fights uphill: -5

Cumbrians have higher ground: +5

Cumbrians fighting desperately for homeland: +5

The Fight

Round 1: First Charge. King Pellinore, in a thun-
derous crash, kills the Centurion King with his lance.

Round 2: King Nentres of Garloth, allied with
the Centurion King, is also killed. Arthur’s side gains
a +5 modifier on Unit Events Table rolls this round.

Round 3: Sir Galegantis, son of Nentres, is in-
spired, and wreaks great havoc in Arthur’s ranks.
Galegantis’s side gains a +5 modifier on Unit Events
Table rolls this round and for the next 2 rounds.

Rounds 4-5: Galegantis’s side gains a +5 modifi-
er on Unit Events Table rolls. The player knights may
have a chance to attack Galegantis. Do they dare?

Round 6: If the player knights do not succeed,
then the Brown Knight of the Wilds defeats Gale-
gantis and takes the unconscious prince prisoner.

Round 7: The defeat of the prince is the last straw,
and the enemy army routs. Pursuit takes place.

After the Battle

Arthur gives fair terms to the heir of the Centu-
rion King, whose name is Barant de Apres. However,
he takes parts of Malahaut, and the whole of Gar-
loth, for his own.

The Brown Knight of the Wilds very graciously
and generously grants freedom, without ransom, to
Prince Galegantis, who immediately asks King Ar-
thur for his father’s lands. Arthur refuses, saying that
the lands were actually his sister’s, taken in a war
years ago. He will hold the land, he says, for his sister
(who was married to King Nentres of Garloth). How-
ever, Arthur promises Galegantis a suitable reward if
the prince serves the Pendragon.

Galegantis may become a friend of the player
knights. (In the future, he serves the king heroically and
is eventually rewarded with the Dukedom of Clarence.)

Arthur spends the rest of the year securing
Malahaut and sending scouts further into the north.

Victor: King Arthur. Decisive Victory.

Plunder: 1 charger, 1 palfrey, 1 cob, £2 in goods

Glory: 30 per round

Other: Urge the player knights to discuss King
Arthur’s decisions, the Brown Knight’s actions, and
the value of chivalry.

CamBria RAIDED

While Arthur was campaigning in Cumbria,
King Lot and King Ryons led an army to plunder
many unprotected Cambrian lands: Cameliard, Lam-
bor, Wuerensis, and Escavalon.

LATE SUMMER

King Lot returns home to two disasters: first,
news of the defeat of Malahaut at the Bassus River;
second, news that his new baby son was taken away,
and the sons of many of his best men.

As Queen Margawse tells it, Merlin came, and
with smooth words, threats, or magic he collected
all the noble boys born last winter, including her
own young baby boy. Months after Merlin took their
children, the women visited Queen Margawse to ask
her where their boys had gone. That night, as a dark
storm raged, the Queen of Lothian, herself a practi-
tioner of magic, performed a ritual to find out.

A magical viewing pool showed the queen and
her women a vision of their infant sons aboard an
unscrewed, storm-tossed ship, groaning toward dark,
wave-lashed rocks. As the ladies and their followers
watched, the ship groaned and, with a crack like thun-
der, broke in two, filling with water. The mothers burst
into tears, and their tears joined the blowing rain and
the waters of the magical pool. The vision vanished.

King Lot is enraged. His son kidnapped and sent
to sea to perish! Along with the other victims of the
kidnapping, he takes a grave oath; he sends the arrow
of war to his vassals, and an invitation to his allies.

Curistmas COurt

Royal: “Malahaut humbled! He will be a great
ally, and we will not treat him as less than the great-
est king beneath the Pendragon. But if he holds to
the terms of his vassalage, then his knights will be a
great addition beside ours.”

Salisbury: “How can one not believe in this
king! Did you note that he bears an image of the Vir-
gin on the inside of his shield?”

SpeciAL WINTER PHASE MODIFIERS

Because of the fighting, the following counties suf-
fer the following modifiers to Starting Bad Weather.

Malahaut: Land was raided (+1d6)
Roestoc: Land was pillaged (+2d6)
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YEAR D13

Court

Arthur’s court is held at Leicester.

SpeciaL GUESTS

Noblemen and/or their envoys flood the court,
especially those who have marriageable daughters.
Most noblewomen are also present, and court is a
veritable bees’ nest of smiles, laughter, gaiety, and
jealousy for the attention of the High King.

Gossip

“Well, I knew it all the time, you know, that Ar-
thur was truly the Pendragon. One of Brastias’ maids
told me, when I was in Cirencester, you remember,
several years ago.”

“Tut tut, such lies. If his own mother didn’t know,
you didn’t know, dearie. I think it was King Uriens
who was the closest when he said that the courage in
Arthur’s veins showed his kinship with Uther.”

“Well, while you girls gossip I have real news:
Someone did a terrible thing in the northern lands. You
hadn’t heard? Hundreds of infant boys were kidnapped,
stolen right from their cradles as if by faeries. And then
they were all murdered, perhaps as a pagan sacrifice.”

“Oh, stretched truth! Who would do such a thing?”

“It’s an old pagan land up there, you know, but
everyone thinks it was Merlin. He was lurking around
the castles of many of the bereaved families. You can
never tell what that old devil is up to, you know.”

“Well, some pagan magic is good. Excalibur isn’t
an ordinary weapon, you know. It is magical, forged
by faeries in the Land of Youth for their gods to use.
Arthur is worthy of the blade because he is the Shin-
ing One — the pagans are saying that he is the in-
carnation of their own hero, a sleeping god, come to
save the land in its time of need.”

“Well, I don’t know, but the king is looking for a
wife, they say. That's why Margawse was here, to offer her
daughter as part of a peace plan that would divide Britain
between Arthur and Lot. Do you think he will do it?”

NEews

Kay: “King Pellinore has come to aid Arthur in
war and is wintering in Carlion to get an early start
next year. Other knights have also stayed the winter.”

Brastias: “The northerners have gathered again.
This time they won't escape!”

Merlin: “That Lady of the Lake who was killed
was called Nineve, and she was one of the worst
women ever to bear the staff and cup of the craft.
The sisterhood is better off without her. It is too bad

for the court that the Knight with Two Swords killed
her; we could use a man like him these days. But I
predict that his deeds are not finished yet.”

Duke Cador: “The new king of Malahaut has
taken his father’s old title as well, but he has changed
it slightly: His father was crowned the ‘Centurion King,

”)

but Barant is calling himself the ‘King of 100 Knights.
RovaL CONVERSATION

The events of the missing children in the north-
lands, if they are true, are an outrage. King Arthur has
ordered Merlin to investigate the truth of the matter.

Discussions of Chivalry continue. The king is so
eager about this subject that he stops his work to dis-
cuss it with any knights who express sincere interest.

INTRIGUE

The king is troubled with nightmares. Per-
haps he is bewitched, perhaps going mad? No one
knows except Merlin, and who dares to question the
Archmage?

EVENTS

The rebel army of the north moves southward,
matched by Arthur’s counter-movements. The armies
meet, at last, on the field near Castle Terrabil [the
modern Eccleshall Castle], located in Cameliard,
northwest of Stafford.

BATTLE OF TERRABIL

Two events occur here that are very important.
First, on the night before the battle, two knights, un-
recognized by the guards, approach Arthur’s camp
and turn over a prisoner. Battered and bloody, King
Ryons is received by the Pendragon and clamped into
irons since he refuses to surrender honorably.

Second, on the morning of the battle, Merlin
appears to King Lot, surrounds him with a magical
barrier, and fascinates him with talk so that he loses
all sense of time. By the time Lot realizes what has
occurred, his allies are defeated. Undaunted, he leaps
up and leads his men (patiently waiting all this time,
or perhaps ensorcelled as well) against Arthur’s al-
ready battered army.

Enraged that his elder brother Ryons has been
captured, incensed that his ally King Lot is absent,
and fired by the impetuousness of youth, Sir Nero
leads half the rebel army against Arthur.

MORNING BATTLE

Both armies rouse early and battle joins imme-
diately after first light.

Length of Battle: 7 rounds

Battle Size: Huge
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THE TOMB OF
TweLve RINGs

Location: Near Castle
Terrabil.

Thirteen figures, gilt
with gold to gleam in the
sunlight, make up this
monument. One is young
King Arthur, standing
triumphantly before the
other twelve. The other
statues crouch over their
marble tombstones, each
of them clutching a candle
that burns perpetually
(aided by Merlin’s magic).

Eleven of the twelve
kneel in submission.
The twelfth, of King Lot,
is larger than the other
dead kings, and instead
of Kneeling with head
bowed, it stands with
eyes raised to Arthur.

Secret: Merlin tells Ar-
thur, “When 1 am dead
these tapers shall burn no
longer.”
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Commanders

King Arthur (Battle = 12)

Sir Nero (Battle = 18)

Modifiers

Arthur outnumbers foe: +5

Nero inspired by Love (family): +10

142

The Fight

Rounds 1-7: Normal.

Sir Nero, like his brother King Ryons, is the son
of a giant and a sorceress. He might meet the player
knights face to face (in which case, you might use the
stats for a Faerie Knight from Pendragon, Appendix 2).

After the Battle

Victor: Arthur. Indecisive.

Plunder: None.

Glory: 60 per round.

Arthur’s army watches Nero’s army run away, but
does not have time to pursue or to celebrate before an-
other army arrives, hastily assembling to charge. Arthur
hurriedly orders his army to reform. Many wounded join
the ranks, knowing how desperate the battle sits.

Fortunately, another stranger, leading a party
of fresh knights and footmen, approaches and offers
service to Arthur.

Heraldry, +7. (Success = It is King Pellinore.)

Pellinore’s army is given the central place in the
next battle.

AFTERNOON BATTLE

King Lot was mesmerized by Merlin’s Glamour
this morning, but he frees himself at last and assem-
bles his army against Arthur. He realizes he is too
late to help his ally, but he throws himself, fuelled by
hatred, against Arthur.

Length of Battle: 4 rounds

Battle Size: Huge

Commanders

King Arthur (Battle = 12)

King Lot (Battle = 25)

Modifiers

Arthur outnumbers his foe: +5

Arthur’s army is tired: =5

Arthur’s army has been victorious already today: +5

The Fight

Round 1: First Charge. Normal.

Round 2: Two knights burst from cover and fall
upon Lot’s flank, killing knights and single-handedly
scattering their foes like a storm. Lot’s army loses its
morale. Arthur’s army gains a +5 modifier to Battle
Unit rolls this round and next round.

Round 3: Normal. King Lot and King Pellinore
clash. With mighty blows that strew gobbets of blood,
armor, and flesh around the field, the two mighty heroes
fight until, at last, Pellinore strikes Lot dead, cleaving
him from skull to teeth. The rebels are stunned for a
moment, then either surrender or turn and flee. Arthur’s
army gains a +5 modifier to Battle Unit rolls this round.
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Round 4: Arthur's knights may pursue.
After the Battle

Victor: Arthur. Decisive.

Plunder: 3 chargers, 3 palfreys, £8 goods.
Glory: 60 per round.

Arthur orders a magnificent tomb erected to
cover the graves of the twelve enemy kings slain
here. He takes his remaining army and marches
northward, seizing the possessions and lands of all
who opposed him. Norgales falls, as does Lothian.
Arthur seizes the lands of the dead kings, and their
strong points occupied by his army.

Crristmas COuRt

Royal: “Let us pray that this is the last of those
forbidding battles. Certainly the Virgin of Battles
has been with us. But for the sake of the commons,
our farms, and especially our wives, let us drink to
this being the end of the fighting!”

Salisbury: “I am willing to keep fighting, as long
as it is far outside of Logres!”

SpeCIAL WINTER PHASE MODIFIERS

Because of the fighting, the following counties suf-
fer the following modifiers to Starting Bad Weather.

Northern Cambria: Land was raided (+1d6)
Cameliard: Land was pillaged (+2d6)
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Court

Arthur’s court is held at Carlion.

SpeciAL GUESTS
King Pellinore

Envoys from King Leodegrance, whose servants
quickly let it be known what is going on: Their lords
have come to discuss the marriage of King Arthur
and Lady Guenever, daughter (and only child) of
King Leodegrance of Cameliard.

Gossip

“Victory at last! Now all of the Cymri are one
kingdom again. Praise to High King Arthur!”

“A wedding! Guenever is a good match for Ar-
thur... though I have to wonder which he loves more
— her, her dowry, or the Round Table of Uther. Oh,
[ am sure it is love. The boy king is entranced with
beauty and his youthful ideas. And that silly girl
hasn’t a brain in her head to bother him with.”

“A wedding will be grand, though. Think of the
food, the visitors, the merchants with their foreign

wares. | bet every knight and dame in the land comes
here to feast and frolic.”

“Did you hear, it was King Lot who ordered all
those babies killed. A witch said that one of them
was his son and would kill him when it grew up, so
the king ordered them all killed.”

“Anyway... (glare) This marriage is nice, but it is
only for convenience, you know. Arthur doesn’t love that
girl, no matter how pretty. He just wants the Round Ta-
ble that her father has been keeping since Uther died.”

NEews

Kay: “This is a major event, and everyone is ex-
pected to contribute his share. Extra taxes this year!”

Gawaine: “A marriage for the king is a great
thing. Guenever is a beautiful and intelligent woman
— she’s never had anything to do with me, after all!”

Brastias: “The Cornish are in trouble again.
Now that King Idres is dead, all of Cornwall and
Brittany are deep in a power struggle for their High
Kingship.”

Griflet: “There is no real danger this year from
the Saxons. The garrisons are in good order, and
they are having some squabbles among themselves,
[ hear”

Merlin: “The marriage of the High King to this
queen fulfills the oldest laws of the land. The mighty
Ancient Ways will be fulfilled when the King of the
People marries the Queen of the Land.”

RovaL CONVERSATION

“Knights are special, and we think that everyone
ought to have his own coat of arms. We should keep
ours similar if we are kinsmen; that is only natural.
But each of us is important too, and we should each

Guenever
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Upon Sivst Bebolding Guenever

Guenever is widely acknowledge to be the
most beautiful woman in all of Britain, and per-
haps all of Christendom. It is impossible to look
upon her without experiencing some visceral re-
action. For men, the reaction is most often one of
desire; for women, one of trust.

Nien

Men first laying eyes on Guenever must
make a Lustful roll with a +10 modifier, with re-
sults as shown below.

Lustful Result  Effect

Critical You are utterly smitten by her
beauty, and have great difficulty
acting normally in her presence.
Gain a passion of Amor (Guenever)
equalto 3d6+10.

Success You would want her if such an
admission were likely to be fruitful,
but of course it isn't (after all, she is
the king’s wife!). Gain a passion of
Amor (Guenever) equal to 3d6.

Failure She is truly stunning, but somehow
she’s just not your type. (Could it
be her gray eyes, or her perfection,
or your knowledge that such women
are always trouble?)

Fumble Something about her makes you
mistrust her. Gain a directed trait of
Suspicion (Guenever) +2d6.

If the viewer already has a Love or Amor
passion greater than the number just rolled
for Guenever, then no passion for the queen is
gained at this time, unless the player wishes.
Otherwise, the new Amor (Guenever) passion
may, at the Gamemaster’s option, either super-
sede or exist in harmony with the previous Love
or Amor. (This is an exception to the rule that a
knight may have an Amor or Love passion for
only one particular lady at a time.)

Male characters may also take the Amor
(Guenever) passion deliberately, in which case
normal rules apply, and 3d6+10 is rolled. A safe
alternative to secret amor exists in this option: A
knight may make the Amor (Guenever) passion
openly, striving to impress her enough to be in-
vited to join her Queen’s Knights. He does not ex-
pect to become her lover, just her sincere admirer.
Someone stricken with a passion for an unsuitable
Amor might even journey to see Guenever, and
thus, with any luck, find an outlet this way.

In a relatively short time, the effect of the
queen’s charm and beauty becomes well known,
however: A character not wishing to put another ex-
isting Amor or Love passion atrisk upon first seeing
her may make a roll for that passion opposed to the
Lustful roll for the Amor (Guenever) passion. If the
established Love/Amor passion roll succeeds, the
character is unaffected by Guenever’s charm.

Women
Women first seeing Guenever must make a

Trusting roll, with results as shown below.

Trusting Result  Effect

Critical She seems such a great woman that
you would do anything to serve her.
Gain a directed trait of Trusting
(Guenever) +2d6.

Success You admire her greatly. Gain a
directed trait of Trusting (Guenever)
+1d3+1.

Failure She is beautiful, yet just another
woman. Her actions will determine
how you feel about her.

Fumble You feel threatened by her. Gain a
directed  trait of  Suspicion
(Guenever) +1d3+1.

Note: The information here supersedes that
found in the “Amor (Guenever)” sidebar in the

Pendragon core book, page 170.

have our own arms — not just the kings and noble-  a major social scenario with his player knights. Still,

men, but every knight.”

INTRIGUE

Merlin is not happy about the king’s marriage
to Guenever, having foreseen something bad about
it in the future. However, the king is actually in love

with Guenever, and will not hear of it.

EVENTS

The story of Arthur’s and Guenever’s wedding

the knights are simply witnesses for much of this,
perhaps vying for non-combat checks in appropriate
situations. And they will want to be at Arthur’s wed-
ding, if only for the free gift and the Glory....

A Gamemaster must decide how much of a long
description his or her players can tolerate. Be coura-
geous and try it: With enough rolls and checks, play-
ers are likely to be interested even if the story itself
bores them a little. Most will even enjoy the tale.

is a great opportunity for the Gamemaster to stage
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However, if the players are bored, skip over the
details. Just say they are near the back of the crowd
and hear “something of a commotion about a Sir
Tor,” and so on.

KiNnG ARTHUR’S WEDDING

A long ceremony goes on as the royals and their
retinues attend Mass, then go through their wed-
ding vows. Shortly thereafter, everyone retires to
the Great Hall to give Arthur and Guenever gifts.
Around noon, the royal couple reciprocates and gives
everyone a gift to exhibit their largesse.

The Gifting

The greatest noblemen ask for their gifts first,
and then Archbishop Dubricus asks for (and re-
ceives) the right of Sanctuary for all their churches
in Arthur’s lands. Then lesser noblemen and great
knights, and around late afternoon ordinary knights,
begin to ask.

Knights may ask for anything they want, and, if
it is not unreasonable, get it. However, to be refused
a gift asked this way is a terribly shameful denun-
ciation: A knight loses 1 point of Honor if his gift is
refused. (Players should ask for whatever is reason-
able to their station and need, at the Gamemaster’s
discretion.) A knight denounced in this way is still
given something of an appropriate value.

In general, the characters know (and the Game-
master should tell the players) that an appropriate
gift for any knight is something of about the value of
his annual income, give or take some small amount.
You might make a list of what the various knights
who go before the player characters ask for, and then
let each player choose from that same list to be safe,
or try something else if they wish.

After everyone chooses, tell each of them what
trait checks they have earned, based on the type of
gift they asked for, as described below.

Humble: Anything worth less than 2/3 of the
knight’s average annual income.

Just: Anything worth 2/3 to 1-1/3 of the knight’s
average annual income.

Selfish: Anything worth 1-1/3 to twice the
knight’s annual income. (Anything more than twice
the knight’s income is almost certain to be denied.)

If a knight asks for something of the king’s
choosing, Arthur gives him a piece (or perhaps a set)
of jewelry worth an appropriate amount: for example,
a gold brooch with pearls; gold earrings with emer-
alds; a gold ring with a ruby; a large silver armband
shaped like a dragon; etc.

If someone asks for too little, King Arthur grants
it, and the character gets a Modest check; then the

king gives a further gift as well — a bag of silver worth
an amount equal to the character’s annual income.

Note that non-material gifts or boons may be
asked for, as well, although landholdings are well be-
yond the realm of what is suitable here.

Special: Toward the end of the gift giving, an
old man comes forward and asks King Arthur to
make his son into a knight. The king says that such a
gift is not cheaply given, and asks to see the boy. The
youth is named Tor, and he is wide-shouldered and
strapping. Arthur inquires about the boy’s parentage,
and the old man reports that his father is actually
King Pellinore. Arthur is amused, and agrees to have
the young man made a knight.

Awareness. (Success = You note Sir Gawaine
and his brothers whispering together, jealous of the
attention given Sir Tor, who is the son of their fa-
ther’s slayer.)

After everyone is granted gifts, they retire to the
feast.

The Spectacle

Player knights might witness the spectacular
events of the feast, whether as feasters, servants, or
spectators.

First, a white hart dashes into the room, nimbly
leaping down the long tables. Next, a single white
hound comes crashing and skidding among the dishes
of the table, only two bounds behind the fleeing deer.
Then sixty black hounds burst through the doorway
into the room, dashing over and under everyone as
they follow the white hound.

DEX, +5. (Success = You stay seated when the
dogs scramble up, over, and under you.)

The white dog bites the white hart, which leaps
out of sight through the doorway. The white dog
lands on the lap of a man who then rises and walks
out with it. Then a woman, riding upon a white horse,
enters at the doorway, unbothered by the sixty black
dogs dashing out past it. She shouts angrily that the
white dog was hers and she wants it back, but before
anyone can answet, a knight in black, mounted on
a great black charger, rides past, grabs her from her
own horse, and rides out.

The events with the women and knight are so
fast that no one has a chance to act. Everyone sits,
stunned by what just happened.

At last the king speaks. “Well,” says Arthur, “I'm
glad that’s over! Good riddance: Her shouting gave

1

me a headache!

“No, no, Arthur,” says Merlin, hurrying to the
table. “That is not how you must do it! If you wish
your fellowship to be the best in the world, then your
knights must be inspired to do great and unusual
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deeds. Here we have seen a marvel, unlike anything
you will see in an ordinary court! You must send
knights off on a quest to resolve these mysteries.”

“I will be advised by you, Merlin,” says Arthur.
“Whom should we send?”

Of course, here, Gamemasters may name a play-
er knight. The difficulty of these quests is simply that
they are each for one character alone, leaving other
players bored while their characters get perhaps only
a few courtly rolls. Alternately, the Gamemaster may
dispense with canon and run several characters on
each adventure. (Gamemasters must always be care-
ful about ignoring some of the players.)

If no player knights are sent, Arthur says, “Let
us call forward first Sir Gawaine, and send him to
recover the white hart. Also, call Sir Tor who was
made a knight today, and let him bring back the bra-
chet and the knight, or else slay him if he will not
come. Finally, call Sir Pellinore, for he must bring
back the lady and the knight, or else slay him. And
these knights will all do marvelous deeds before they
return again.”

The three knights accept their honorable tasks
and leave, to arm and then depart on their quests.
The feast goes on.

THE WEDDING TOURNAMENT

On the day after the wedding, a large tourna-
ment is held. Of course, the player knights ought
to be in it; tournaments are a major opportunity to
engage in non-courtly skills in a relatively safe en-
vironment, and especially to try to make contacts
with important or interesting people. This one has
the added attraction of allowing the knights to wit-
ness the results of the actions of some of the Great
Knights (assuming the player knights aren’t them-
selves Great Knights at this point).

This is a Regal, Old-style tournament. (See
“Tournaments” in the Preface to this book.) The
teams are Logres knights versus non-Logres knights.
The stakes are for Love (i.e., weapons are rebated and
gear is not wagered), to prove that you like King Ar-
thur. Competing is a way to show appreciation for his
gifts and his leadership by providing him with great
entertainment.

The tournament is several days long. It is so
large that on some days the player knights do not
have any scheduled events. Let each player decide
what he does during this time. Thus, they might be
busy doing something else away from the royal re-
viewing stands and not see some of the noteworthy
events described below. (However, they are certain to
hear about them afterwards.)

Day One

Excellent jousting by Sir Lamorak, the son of
King Pellinore.

In the early afternoon, two knights temporar-
ily stop everything when they show up and report to
King Arthur. Sir Sorlouse of the Forest and Sir Brian
of the Forest report that “the knight who follows
the white hart” sent them. They tell how they were
fighting each other for the right to take an adventure
when the aforementioned knight stopped them and
brought them to their senses, and sent them here.

Later in the afternoon, two more knights, Sir
Felot of Langduk and Sir Petipace of Winchelsea ar-
rive. They tell how they were jousted down by “the
knight who went in the quest of the knight that went
with the brachet.”

At mealtime, the multi-color spun sugar hunt
scene is the size of a table, the juggler does somersaults
and juggles knives at the same time, and Merlin sings
an heroic tale of King Bran fighting the Irish.

Day Two

Hervis de Revel wins the joust.

A couple of pickpockets are lynched down
among the commons.

In the morning, Sir Ablamor of the Marsh
comes, carrying a dead lady across his saddle. Be-
fore the whole of the tournament he tells how “the
Knight that Follows the While Hart” (i.e., young Sir
Gawaine) slew the white deer, which was his pet,
given him by his ladylove. Consequently, Ablamor
fought that knight, but was conquered by him. He
tried to surrender, but the Knight that Follows the
White Hart would have slain him — except that his
lady interposed herself to beg for mercy, and took the
blow instead. Thus, she was murdered by the Knight
that Follows the White Hart. Everyone is shocked.

At evening, Sir Gawaine returns, and with great
shame relates his deeds and misdeeds. His story is the
same as that which Sir Ablamor of the Marsh told.
He continues, telling how he and his squire were at-
tacked by vassals of Sir Ablamor after the lord had left
the castle. He would have been killed, but four women
begged for him to be saved, and he was spared.

Queen Guenever chastises Gawaine severely, re-
minding him that he lives because he got the mercy
he did not offer when he slew a lady. Gawaine weeps
and expresses his terrible grief at slaying the woman.
He then takes a great oath to always help women
(and he never breaks it from this day forward). This
action helps set the new trend of honoring women,
which is inaugurated by Guenever.

At mealtime, the serving maids, squires, and
pages are all dressed in exactly the same livery, with
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bells. Five priests intone a part of the Life of Saint
Patrick in perfect harmony.

Day Three

Sir Tor returns with the white hound. He tells
how he took it from some ladies, and the next day
fought with a Sir Ablellus for it. He tells that he
would have spared the knight, but a lady demanded
his death.

Sir Pellinore returns at nightfall with the Lady
of his quest, who is in fact Nimue, the young Lady
of the Lake. He tells a tale of how he passed by a
young gitl with her dead lover on the way out. Later,
he found her slain by lions on his return. Merlin con-
demns Pellinore, and pronounces a doom, telling Pel-
linore that it was his own daughter whom he failed,
and that this act would bring his doom upon him.
Pellinore takes this soothsaying stoically.

King Arthur praises both the newly knighted Sir
Tor and his father, King Pellinore. He gives Sir Tor
some land to keep him in wealth.

The tournament ends with the usual gifts, priz-
es, and celebrations.

At mealtime, the tremendous cake contains
hundreds of tiny whistles, an illusionist performs the
Rope Trick, and a marvelous storyteller from Carm-
arthen entertains.

Note: Sir Tor is a good character to associate with
player knights. He is presumably, more or less, at their
level of integration into court. He is destined to become
a courtier, very good at Gaming, Tourney, and various
entertainment skills, who knows everything about all
the women of the court, and is quite deadly with a
sword. Later, player knights who like social interaction
should be urged to seek Sir Tor to gain information.

Crimue

THE RouND TABLE

The Round Table is one of the most important
objectives of play from this time forward. Everyone
wants to be on it, but not everyone qualifies. Mem-
bership is special and must be treated as such or else
it will risk cheapening the values of the game.

In general, the rule for being asked to join the
Round Table is that the knight be chivalrous, that he
successfully adventure for the good of the realm, and
that he be famous. There must be a vacancy at the
table, of course, at which time the king then invites
the suitable candidate to join. No one has ever turned
down the invitation. To join the Round Table is to
“win the game” as much as can be done in Pendragon.

Once on the Round Table, a player knight’s life
does not change significantly. He doesn’t need to
move into the royal court and work for the king (al-
though that is possible.) Instead, the knight contin-
ues his old life, with his usual companions, but with
this new title and with a source of income sufficient
to maintain a Rich lifestyle.

Qualifying for the Round Table: The institu-
tion of Arthur’s Round Table begins this year, in
514. Player knights may qualify, so we must take a
close look at the institution. Malory states that King
Leodegrance gave the Round Table, which seats 150
men, to King Arthur as part of Guenever’s dowry. He
also gave a hundred knights of quality to fill most of
it, leaving Arthur to choose the other fifty.

With Merlin’s help, Arthur gathers 28 knights,
“but no more could he find” (Malory III, 2). The
other 22 are eventually filled by such notables as
Gawaine, Pellinore, and Tor. As knights die or are
retired, though. newcomers to the brotherhood can
take their places.

Arthur’s job of filling the seats is made easier
given the fact that candidates’ names appear magi-
cally in gold upon the Table’s seats to indicate whose
seat is whose. Unfortunately, the Gamemaster’s job is
more difficult, so we offer these guidelines:

e Knights should have at least 8,000 Glory to
qualify.

e Candidates generally must have proven them-
selves by being Chivalrous knights and by having
acted to support Arthur’s rise to power, including
fighting in his battles and serving him on special
missions. Riches are not important here, but virtue.

¢ King Leodegrance might have appointed any-
one to the table whom he wished. If player knights
had come to his attention, they might have been ap-
pointed among the first 100 knights. (Maybe all of
the player knights get on!)
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e If it is the Gamemaster’s desire, new players
might generate characters who have previous experi-
ence and age enough to reach Round Table status
already. The main problem with this level of play is
that most published material (including this book)
will have to be upgraded for stats to provide a suf-
ficient challenge for a group of such characters.

e [n truth, Arthur could appoint anyone for any
reason that he wanted. Sometimes his choices seem
arbitrary to us. Who can understand the reasons of a
truly wise and virtuous king?

e Note that even enemies sometimes join: An
enemy of Arthur might be offered membership if he
proves himself sufficiently honorable and capable, so
even a player knight who has resisted Arthur might
be offered such a chance. Such efforts to resist Arthur,
however, are very dangerous. None of Arthur’s loyal
knights exhibit restraint in overcoming their enemies,
so to brand oneself as an enemy is usually fatal if
Lancelot or Gawaine and his brothers find you.

Early Appointees: Baudwin of Britain; Sir Ector
(Arthur’s foster father); Sir Brastias; King Alain of
Escavalon (formerly Sir Alain de Carlion); Cador of
Cornwall; various other earls and dukes of note.

Later Appointees: Regardless of the game’s Pe-
riod, members should qualify only through virtue
and great deeds.

Note that up until the Grail Quest Period there
are few changes in membership. The wars and adven-
tures are soon replaced by tournaments, and the aging
Round Table membership is scarcely changed. The
massive fatalities of the Grail Quest change that.

QUELLING THE REBELS

In some areas, the former vassals of various slain
lords have not surrendered. Arthur sends small forces
out to quell them.

Player Hooks: This is precisely the type of
event where player knights can gain Glory and, per-
haps, rewards.

Crristmas COuRT

Royal: “We are devoted to restoring some bal-
ance to the world, and I will work with my dearest wife
Guenever toward that end. The world of men is clear:
We slay and die, with poets and accountants to record
our passage. But women? Where is their realm so clearly
set forth? The good woman, our Queen, will be seeking
the expression of this testament in our good court.”

Salisbury: (Well-meaning laugh) “Did you under-
stand anything that lovesick king of ours was talking
about?”

SpeciaL WINTER PHASE MODIFIERS

Due to the blessing of the king’s wedding, all of
Britain gains a —10 modifier to Starting Bad Weather
rolls this year!

YEAR D15

Court

Arthur’s court is held at Silchester.

SpeciaL GuEsTs
Many lords and ladies of the realm.

A Byzantine sailing vessel arrives during the
winter storms bearing the young nephew of the Em-
peror of Byzantium. He is named Sagremor, and called
“of Byzantium” at first. He seeks to find whether the
glory and virtue of King Arthur’s court, of which he
has heard even in Byzantium, is true.

New Rounp TABLE MEMBERS
King Pellinore

Gossip

“King Pellinore is the greatest knight in the
land. He is certainly the strongest and most persis-
tent — who else could maintain the chase for that
damnable Questing Beast? His martial skills are un-
compromised; he beat King Arthur in a fight, killed
King Lot in battle, and then held off all comers when
he jousted at the fountain. He certainly deserves that
seat next to Arthur at the Round Table.”

“His son, young Sir Tor, certainly shows promise
too, doesn’t he? That just goes to prove it: It’s a man’s
blood that makes him great.”

“Well, Sir Gawaine sure learned a lesson about
women the hard way, didn’t he? And what a change
in the lad! He is like a new man now that he has
discovered manners.”

“The Brown Knight of the Wilds has been seen
by some of the household knights: He aided them
when they were in trouble in the wilderness. No one
is still sure of his name...”

NEews

Brastias: “The rebellion is over for now. I have
counted the northern lords present, and most of the
important ones are here. A few years to mop up the
holdouts and we will have all the old roads clear
again. [ am glad — we can use their help. Those
Saxons have been getting bolder and bolder in their
raids. It’s about time we taught them a lesson.”
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INTRIGUE

King Idres of Cornwall has died. His son, Mark,
is the new king. He has great holdings in both Brit-
tany and Cornwall.

EVENTS

Most notably, King Arthur, for no apparent pub-
lic reason, appears in sackcloth and goes on a humble
pilgrimage to the shrine of St. Albans, where he re-
mains for 40 days in prayer.

He and his court say nothing about his reasons
for this.

THE DoLorous STRoKE (HIDDEN EVENT)
Source: Malory II, 12-15

Sir Balin continues on his way across Britain,
seeking to stay the malicious Invisible Knight. He
enters the Perilous Forest and finds his way to Lis-
teneisse, to King Pellam’s castle. There, all rules of
hospitality are broken.

Sir Balin is struck by the Invisible Knight and
lashes out, slaying the dastard. Then he finds out
that his host, King Pellam, is actually the brother to
the Invisible Knight. The king pursues Balin through
the castle to kill him. Balin at last grabs a spear off
a wall and strikes the king down. The entire castle
shakes, rumbles, and falls to the earth, destroyed.

The entire kingdom is laid waste, and is after-
ward called the Wasteland. (The Lake District is the
modern name for this region.) Once entered, the
Wasteland’s borders are limitless, for Faerie quickly
overwhelms the natural world there. As well, the in-
visible Wasteland, the one that inhabits men’s souls,
is loosed into the realm.

The Enchantment of Britain (see sidebar, Pen-
dragon, page 155) is begun by this event. It radiates
slowly, and eventually covers the whole island. But
that is many years to come.

THE DeatH oF BauN (HipDEN EVENT)

Source: Malory II, 16-19

Sir Balin wanders from the ruins of the Grail Cas-
tle, only to meet his end when he is given new arms and
told to fight the Red Knight at the nearby ford. (To do
so was the local custom among knights, he is told.)

Thus, Sir Balin goes and fights his own brother
Sir Balan to death — for that is the identity of the
Red Knight — neither recognizing the other. Both
knights die here and are buried in a great tomb by
Merlin. Thus ends the story of Sir Balin.

#% Note: The various adventures of Chapter 5:
The Wastelands can be run any time after this. **

CHristMas COuRT

Royal: “Here we are, two years at peace. | won’t
forget to keep the castles in condition, but [ am going
to honor God with some new churches as well.”

Salisbury: “The king has promised some money
to us for strengthening Sarum and some other castles of
the county. I am going to need your input about where
it might be spent. I will petition for it until we get it.”

SpeciaL WINTER PHASE MODIFIERS

None.

YEAR 216

Court

Arthur’s court is held at Carlion.

SpeciaL GUESTS
Many lords and ladies of the realm.

New Rounp TaBLE MEMBERS
Sir Bedivere, cup-bearer to Arthur

Gossip

“That Sir Sagremor is certainly a dashing fellow.
Can you imagine Dodinas daring to challenge him?
Sagremor is just so civilized. Don’t you just love his
Greek accent?”

“Accent! What about his deeds!? On the quest
he fought every foe first, dashing right into combat
here and there. He defeated Saxons, outlaw knights,
and bandits with equal ease. And he’s so handsome!
He is so eager to fight that everyone is calling him
‘le Desirous.”

“Dodinas is the dashing one, if you ask me. Her-
vis, Brastias, all those old knights have long proved
themselves competent. But Dodinas tugs at my heart-
strings. I love those dark Welsh eyes. All these young
knights, you know, are like that. They are not just
good fighters like the old men, you understand, but
are so gallant, too. Nicely dressed, clean fingernails,
and such splendid clothing!”

“Say what you wish, Bedivere is the best man.
He’s a good, solid man, not one to be foolish or stu-
pid, but courageous enough to take care of a family
or a kingdom.”

“The king certainly got religion, didn’t he? King
Arthur’s penance was certainly impressive, wasn’t it?
[ think it was because he killed his in-law, King Lot,
and many other good British knights.”

“Not me: Well, perhaps it was related to killing
Lot, too.”
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“Well, whatever it was, he certainly paid his
dues. Imagine a king debasing himself so much? Of
course he had to, I suppose, for no one can escape
from the wrath of God for his misdeeds.”

“Well, I hope God has been as forgiving of
the king as you have, whatever his sins might have
been.”

NEews

Kay: “This Greek knight is really a joke! Brave
and bold... <humph>. After every fight he stops and
falls down like an empty sack, and then he just mopes
around like a dead fish. ‘Le Desirous,’ they call him?
I'll call him ‘le mort jeune’ [‘the dead kid’]!”

Brastias: “We are going after the Saxons again.
They have gotten away with their raiding year after
year for far too long. Now we have them on the run.”

Griflet: “Did you see this neat helmet? It’s called
a closed helm.

“Well, sure you can see out of it — you’re only go-
ing to look straight ahead at the enemy anyway, aren’t
you! Seriously, though, you can see pretty well.”

Merlin: “Every change can be a disaster if you see
only its dark face, but the world moves from darkness
to light and into darkness again, changing always and
forever. We live in a time of that change. As the earth
turns, a great transformation is taking place. The
magic and miracles of the land are growing active.
The wonders of the land will continue to grow.

“The world is making itself ready for us, reveal-
ing the wonders and horrors of the magic that un-
derlies it. These events will continue, each bringing
a challenge of greater proportions until it reveals the
greatest of all quests, after which all the parts of the
world will become whole again.”

INTRIGUE

Sir Kay’s mistress is having a baby.

EVENTS

An army of Saxons and other freebooters lands
in Deira and, with a forced march, surprises the de-
fenders and takes the city of Eburacum. The King
of 100 Knights barely escapes, fleeing northward to
Catterick. The city surrenders.

Upon receiving this news of this impending
war, Arthur is very angry; he’s had too little time to
spend with his beautiful new wife. He sends word
for his army to aid him, but dashes off with only his
household, some visiting knights, some Round Table
knights, and whoever along the way volunteers to
help. He takes Guenever with him as well, though,
which slows him down enough to let some of the
army catch up.

Sir Kay brings two pavilions that stand one
within the other, wherein Arthur and Guenever stop
each night.

BattLE oF HUMBER

Sources: Malory IV, 2-4; Geoffrey ix, 1.

The armies meet north of Lincoln, near the site
of the later “ABBEY OF BEALE” adventure. The
battle has four parts, including the Siege of Ebura-
cum.

Arthur arrives after midday, to learn that the
enemy is waiting for him. Upon hearing of Arthur’s
small force, the Saxons attack in short order.

EvENING BATTLE

Length of Battle: 2 rounds

Battle Size: Large

Commanders

King Arthur (Battle = 15)

Colgrin of Saxony (Battle = 17)

Modifiers

Arthur’s army is badly outnumbered: —10

Arthur’s army is surprised: -5

The Fight

Round 1: First Charge. Normal.

Round 2: Arthur’s troops have a very bad time
of it. As night falls, Arthur’s army retreats from the
field, and the invaders pursue.

After the Battle

Victor: Invaders. Decisive Victory.

Plunder: None for Arthur’s side.

Glory: 45 per round, x1/2 for defeat

However, Arthur’s commanders refuse to be de-
feated and spend the night rallying their men.

Nigut BATTLE

Later, the foreign kings surprise Arthur’s army
with a night attack that sweeps the entire camp,
sending the army into a panic. This is not a normal
battle, but a sustained bout of individual combat.
Player knights should find each other in the woods
and decide whether to fight or flee.

If they fight, treat this as a Skirmish. Determine
a Unit Leader, then give the knights several rounds
of a confused night battle. Determine the enemy on
the Random Battle Enemy Table: Saxons, and apply
modifiers from the Unit Events Table, as usual.

Note that combat in darkness imposes a —10
modifier for everyone on both sides. Knights can
fight from horseback if mounted, but cannot mount

a lance charge. In this fight, their foes always try to
kill the horses first.
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All knights who choose to stay and fight get a
Valorous check.

In the confusion, Arthur and some of his com-
panions encounter the enemy commanders in confer-
ence and, though outnumbered, attack. In the fight
that ensues, the Saxon commanders are all killed. In
the morning, when the enemy troops discover their
dead commanders, they are confused; when attacked
by Arthur’s men they rout and flee.

After the Battle

Victor: Arthur. Decisive Victory.

Plunder: £2 of goods.

Glory: 15 per round.

Arthur rallies the remnants of his army and
marches in pursuit of King Colgrin, who withdraws
to Eburacum and shuts himself inside. The King of
Malahaut joins King Arthur there, and together they
lay siege. Arthur sends his wounded back to London,
Lincoln, and Leicester.

MORNING AMBUSH

Another Saxon army, led by Colgrin’s brother
Baldulf, comes to relieve its allies; however, Arthur’s
scouts report their approach. King Arthur sends Sir
Cador of Cornwall and his army to ambush the
Saxons.

Length of Battle: 3 rounds

Battle Size: Medium

Commanders

Sir Cador (Battle = 16)

Baldulf (Battle = 19)

Modifiers

Cador completely surprises enemy: +10

The Fight

Rounds 1-7: The Saxons never recover from
their initial surprise. Cador’s forces gain a +5 modi-
fier on all Melee Events rolls.

After the Battle

The Ganis and Brittany armies withdraw to the
ports, and thence to home; their kings remain with
Arthur for a while. The army camps and recovers.

Victor: Cador. Decisive.

Plunder: £4 of goods.

Glory: 30 per round, x2 for Decisive Victory.

Baldulf survives the battle, and sneaks into
Eburacum to be with his brother, Colgrin. King Ar-
thur continues his siege.

SIEGE oF EBURACUM
Length of Battle: 1 round (special)
Battle Size: Small

Commanders

King Arthur (Battle = 15)
Colgrin of Saxony (Battle = 17)
Modifiers

Siege (see the siege rules in the Preface). Ebura-
cum’s Roman walls have a DV of +11.

Anyone in the assault gets a Valorous check.
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The Fight
Round 1: Without siege equipment, the assault
fails. No subsequent melee rolls are possible.

After the Battle

Arthur settles down to starve the Saxons out,
waiting for siege equipment to be brought or made.
Soon, though, another Saxon army from overseas,
led by King Cheldric, lands in Deira and marches
rapidly towards Eburacum. Rather than be trapped
between two armies, and since the weather is wors-
ening, Arthur departs, going to London where he
remains for the winter.

Victor: None.

Plunder: None.
Glory: 15.

A WIirFE FOR EARL ROBERT

The young earl wants to get married. He has se-
lected the Lady of Uffingham as the best candidate,
because she is both a wealthy heiress and an attrac-
tive one, but mostly because he loves her.

Knights are needed to take gifts and to negotiate
with her liege lord, who might be either the Earl of
Rydychan or of Marlboro.

Gamemasters may make of this what they wish.
Lady Uffingham (or her liege lord) may insist on
some kind of proof through adventure, or simply
agree without a problem.

CHristmMas COuRT

Royal: “This year has been a lesson to us about
patience and preparation. Haste is no virtue, neither
in war nor in marriage. Next summer, the whole
army will go to fight, not just parts at a time.”

Salisbury: “We are content with peace, of
course. But I'd like a volunteer to go visit King Cer-
dic. He’s never changed his claim for our land.”

“Cambria was busy this year, what with Sir
Sagremor le Desirous and Sir Dodinas le Sauvage, son of
the King of Sugales, competing for glory and renown.”

SpeciaL WINTER PHASE MODIFIERS

Because of the fighting, the following regions suffer
the following modifiers to Starting Bad Weather rolls.

Lindsey: Land was raided (+1d6)
Southern Malahaut: Land was pillaged (+2d6)

YEAR D517

Court

Arthur’s court is held at London.

SpeciaL GUESTS
Several lords and ladies of the realm.

New Rounp TaBLE MEMBERS
Four of the “Old Knights™ Uriens, Lak, Hervis,
and Galagers.

Four of the “Young Knights™ Gawaine, Griflet,
Kay, and Tor.

Gossip

“Everyone was a hero at Humber, I think. But we
cannot fail when our own leaders are so willing to enter
the fray. King Arthur himself struck down the foe.”

“But no one outdid Sir Kay! I always thought
that he had more going for him than skill with fig-
ures, and this proves it.”

“I wish there was something we could do about
these foreign kings and princes! Have you heard
about the contest between Sagremor le Desirous and
Dodinas le Sauvage? They have announced that they
are competing to see who can win the most glory.”

“Yes, well, the Young Knights have not achieved
everything yet. Sir Pellinore appeared in disguise,
you know, and jousted down every one of them: Ga-
waine, Dodinas, Griflet, Tor, Galegantis, Kay, Agra-
vaine, Gaheris, Sagremor... There were more, but I
can’t remember them all.”

“Merlin is dead. He was the spirit of this land,
you know. Really, he was the incarnation of its fel-
lowship. Now he is dead, struck down by his enemies,
whoever they were.”

“Well, you know it was Morgan, of course. She
was always jealous of his magic. Now she has won.”

NEews
Brastias: “Those damned Saxons! We will get
them this year, though. We won’t be so rash this time.”
Gawaine: “There’s not much that I like more
than killing Saxons. I shall have my fill this summer,
to be sure!”

RovaL CONVERSATION

The Round Table is the highest honor of the
land, and not anyone can join. A knight must fulfill
the ideals of chivalry and work to bring those ideals to
everyone. And he must swear loyalty to Arthur first, as
Liege Lord, over all the lords that a man may have.

INTRIGUE

The King of 100 Knights has promised to pay
a large annual gift if the Saxons are driven out of
Eburacum and Malahaut.
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Commanders
EVENTS King Arthur (Battle = 16)

King Arthur musters his army and marches Cheldric (Battle = 20)

against the Saxons, who have left Eburacum and are

besieging Lincoln. They disengage the siege and pre- Modifiers
pare to fight Arthur outside of Lincoln. Arthur’s men have higher ground: +5
The Fight

BATTLE OF LINCOLN
Source: Geoffrey ix, 3.
Length of Battle: 5 rounds
Battle Size: Large
Commanders
King Arthur (Battle = 16)
Cheldric (Battle = 20)
Modifiers
None.

The Fight
Round 1: First Charge. Normal.
Round 2: Normal.

Round 3: An unknown knight wearing gleaming
white armor appears and enters the fray on Arthur’s
side, driving all the enemy before him.

Use melee rules, as in a skirmish.

Round 4: The Saxon army breaks and routs from
the field.

Round 5: Pursuit is possible.

After the Battle

King Arthur and his army pursue the fleeing
Saxon army. The White Knight refuses to give his
true identity, but is welcomed by Arthur.

Victor: King Arthur. Decisive Victory.

Plunder: 1 charger, 2 cobs, £5 in goods.

Glory: 45 per round, x2 for Decisive Victory.

BattLe oF CALEDONIAN WOODS

Source: Geoffrey ix, 3.

With skillful cavalry maneuvering, Arthur cuts
the Saxons off from friendly territory. Rather than
stand, the enemy keeps moving northward, hoping
vainly for help. They travel beyond the Wall, past
the land of Gorre, and are in the wide forest that lies
between Lothian and Strangorre.

The remnant of the Saxon army is finally
trapped in a valley in the Caledonian Forest. Arthur
does not engage the Saxons directly, but instead he
is inspired by Hadrian’s Wall, which they had just
passed: He orders his men to erect a palisade of logs
around the Saxons to starve them out. The tactic is
successful.

The starving Saxons, seeking to win freedom,
assault the wooden wall manned by Arthur’s men.

Length of Battle: 3 rounds

Battle Size: Medium
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After the Battle

The Saxons give hostages to Arthur and all take
an oath to sail back to Saxony and never to fight against
Arthur or the Britons again. (However, they promptly
break their oath and join their kinsmen in the south.)

Victor: King Arthur. Decisive Victory.

Plunder: £2 in goods.

Glory: 30 per round, x2 for Decisive Victory.

Saxons RAID LOGRES

While Arthur is busy in the north, swarms of
Saxon warriors come across the borders and raid most
of southeastern Logres quite heavily, doing much
damage despite the local efforts to prevent them.

The bretwalda says the island is not big enough
for two High Kings, and has sworn to leave only one
in Britain next year.

CHristmMAas COuRT

Royal: “Well, we knew that this is going to hap-
pen. It was only a matter of time, and that time is
now. Merchants from the continent say that every
port is full of wandering warriors, and every one of
them wants passage to Britain.”

Salisbury: “I will give a place in the city for ev-
ery knight to store your treasure against the Saxons,
but first you must bring all your food and livestock.
Send your old and weak to the city early.”

SpeciaL WINTER PHASE MODIFIERS

Because of the fighting, the following regions suffer
the following modifiers to Starting Bad Weather rolls.

Salisbury*, Silchester, Hertford, Huntington:
Land was raided (+1d6)

Salisbury*: Land was pillaged (+2d6)

* If your player knight was at home this year and
was able to defend against the pillaging, treat his lands
as having only been raided (+1d6) instead of pillaged.

YEAR 518

Court

Arthur’s court is held at Carlion.

SpeciaL GUESTS
The assembled lords of Britain.

New Rounp TaBLE MEMBERS

Many new members are announced this year to

bring the Round Table numbers up to full member-
ship before the Battle of Badon.

Gossip

“The Round Table knights certainly earned
their keep last year. And it’s time to do it again. The
Saxons are coming in force! What will we do? This is
one time that [ am glad we have a strong army.”

“It’s too easy to remember how bad everything
was before the King came! All those raids, all those
deaths. It certainly had been better in recent years,
until this one past.”

“Have you seen that young man, the White
Knight? What pale eyes, and such fine hair — you
know he’s come of good lineage... even if he doesn’t
tell us his name like a good knight ought. If truth be
told, I think he is a monk in armor! He eats only bread
and fish and has not glanced twice at a woman.”

“I sure wish that Merlin was still around. [ can’t
believe that he is alive, or else he would be here now,
in this time of Britain’s greatest need.”

“Merlin is not dead, only ill. He has been nursed
by that Lady of the Lake who has been his appren-
tice. You know, the one everyone says is his lover.
(As if that old man were still interested, if you know
what [ mean...!)”

“King Pellinore is coming to help us again, and
with him all the kings of Cambria. Imagine having
all those wild Welshmen with their long knives on
our side for a change!”

NEews

Kay: “Impressed by the White Knight? He is cer-
tainly a fine young warrior, if knight he is. Yet he guards
his chastity like a girl! Let’s see if he acts the part of a
real man in the coming battle with the Saxons.”

Brastias: “This is it — the Saxons’ big push.
Their entire army has mustered, and they've called
in all their friends from overseas. We Round Table
knights will make the first charge if I have my way.”

Gawaine: “Those oath-breaking Saxons! They
turned right around and joined their cousins after
swearing to leave our land! Arthur has hanged all
their hostages, you know.”

RovaL CONVERSATION

“Ask not what your country can do for you, ask
what you can do for your country. The Saxons are
preparing for a big push. They are all busy stealing
horses, laying in corn, and greeting the shiploads of
their barbarian cousins from the continent.

“We expect 30,000 of them.”
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INTRIGUE

King Arthur is troubled because messengers have
arrived from Ganis, where his allies, Ban and Bors,
have asked him to send men to help them out, just
as they helped him years ago; King Claudas of France
and many of his vassal counts are attacking them.

EVENTS

Everyone feels that this year’s muster is to be the
decisive push. Arthur calls all his men together, ma-
neuvering to fight against the Saxon army. The armies
meet on the Salisbury Downs, clashing in skirmishes
several times, with battle culminating at Badon Hill.

BaTTLE OF BADON

Source: Gildas; miscellaneous legends.

Badon is a hill fort on the Salisbury Plain, north
of Salisbury County, near Wandborough.

All player knights should be at Badon, for it is
one of the greatest events in Arthur’s history. Game-
masters should be prepared to emphasize the des-
peration and chaos by killing off about half of the
player knights; such ruthlessness will make everyone
remember the event, and when someone says, “I was
at Badon,” then everyone will understand. Game-
masters do not have to make special exceptions to do
this: the tables below will ensure desperation.

Gamemasters should also take every opportu-
nity to present colorful and dramatic events, and be
willing to throw away the tables (and perhaps even
some rules) for the sake of flexibility. Also, remain
flexible enough to allow player knights a critical part
of the battle. For instance, if they kill or capture a
Saxon leader, then that capture should affect subse-
quent actions in that battalion.

The battle lasts for four days.

Commanders

King Arthur (Battle = 19)

AZlle Bretwalda (Battle = 22)

Davy ONE

Arthur attempts to lift the siege of Silchester. As
his army is crossing the Enbourne River, it is attacked.

Length of Battle: 6 rounds

Battle Size: Huge

Modifiers

Arthur is outnumbered: -5

Arthur has superior troops: +5

Arthur attacked while crossing river: =5

The Fight

Rounds 1-6: Normal.

After the Battle

The Saxons are reinforced, so Arthur orders the
retreat and reassembles during the night. However, his
reassembly is slower than expected, for a great rain-
storm breaks overhead, drenching the countryside.

Victor: Indecisive.

Plunder: None.

Glory: 60 per round.
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Special Badon Battle Tables

The unique nature of Badon warrants these special tables for the Gamemaster. Use them in place of
the similar tables in the Pendragon rulebook, Appendix 4: Battle.

Badon Random Lnemy Table

1-2 Saxon ceorls (use bandit stats)

3—-4 Saxon heorthgeneats (use Saxon warrior stats)

5 Saxon thegns (use Saxon chieftain stats)

6 Saxon berserks (use Saxon berserker stats)

7 Saxon giants (use small giant stats)

8 Saxon king" (use notable knight stats) and royal guardsmen
9 Anglish serfs (use bandit stats)

10 Anglish warriors (use Saxon warrior stats)

12 Anglish King™ (use Saxon chieftain stats) and royal guardsmen
13 Anglish knights (use Saxon warrior stats)

14 Anglish berserks (use Saxon berserker stats)

15 Jute serfs (use bandit stats)

16 Jute warriors (use Saxon warrior stats)

17 Jute king™* (use notable knight stats) and royal guardsmen
18 French mercenary knights (use experienced sergeant stats)
19 Pict mercenaries (use Pict warrior stats)

20 ‘Warrior women (use sergeant stats)

“Rollld6: 1-3 Aescwine of Essex; 4—5 Alle Bretwalda of Sussex; 6 Chief Port of Sussex.
**Rollld6: 1-4 Cwichelm of Anglia; 5 Byrhtnoth of Sorestan; 6 Yffi of Deira.
“**Rollld6: 1-4 Alle of Kent; 5—6 Cerdic of Wessex.

Stats for these enemies are all found in Pendragon, Appendix 2.

BapoN MeLEE EVENTS
3d6 Result Modifier Event/Situation

3 =15 A furious one-eyed berserker is wreaking divine havoc nearby”
4 -10 /Elle Bretwalda is fighting nearby

5 -10 A Saxon hero or leader is fighting nearby

6 (triple2s) -5 Player battalion retreats”

6 -5 Inspired enemies fight nearby

7 -5 Rain of arrows confuses you

8 -5 Enemy pushes forward

9-12 +0 Could go either way

13 +5 Enemy is confused

14 +5 You outnumber the immediate foe

15 +5 Furious attack nearby by a hero on your side

15 (triple 5s) +5 Enemy battalion retreats”

16 +10 An allied King and his bodyguard fight heroically nearby

17 +10 A party of Round Table knights fights nearby

18 +15 King Arthur is fighting nearby”

*1gnore these results if they are generated by a lone knight currently acting as a unit; roll again until you get a suit-
able result.
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Day Two

The dark rain continues, making the ground too
muddy for horses to be used effectively (so Arthur
does not get his bonus for having superior troops).

Length of Battle: 4 rounds

Battle Size: Huge

Modifiers

Arthur is outnumbered: -5

The Fight

Rounds 1-4: All combat rolls on both sides suf-
fer a =5 modifier due to the rain.

After the Battle

Arthur’s scouts report that the incredible rain-
storm was severely localized. Everyone suspects Sax-
on magic. Arthur decides to quit the field again and
reform at Badon Hill.

Victor: Indecisive.

Plunder: None.

Glory: 60 per round.

DAy THREE
Length of Battle: 8 rounds
Battle Size: Huge
Modifiers
Arthur is outnumbered: -5

Arthur has high ground: +5

Arthur has superior troops: +5

The Fight

Rounds 1-3: Normal.

Round 4: Zlle fumbles his modified Battle roll,
and Arthur criticals his.

Rounds 5-6: Normal.

Rounds 7-8: Night falls. All combatants suffer
a —10 modifier on all combat rolls, except ZAlle’s
Pict warriors (see “Pict warrior” in Pendragon, Ap-
pendix 2).

After the Battle

Victor: Arthur. Indecisive Victory.

Plunder: None.

Glory: 60 per round.

Day Four

Dawn breaks over the carnage to reveal that
the Saxon army has been largely smashed. (The only
remaining opponents are enemy leaders and their
bodyguards, but each with 2d6 damage already tak-
en.) The survivors, however, true to their vows, are
forming up to die rather than accept defeat.

In any case, most of Arthur’s men do not look
much better.
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Length of Battle: 6 rounds
Battle Size: Medium
Modifiers

Arthur has superior troops: +5

The Fight

Rounds 1-2: Normal.

Round 3: Zlle is killed. Arthur’s side gains a +5
modifier to subsequent Unit Events Table rolls.

Round 4: Cerdic of Wessex is taken prisoner,
and the other Saxons kings are slain.

Round 5: The remaining few Saxons break and run.

Round 6: Pursuit.

After the Battle

Victor: Arthur. Decisive Victory.

Plunder: £10 of goods.

Glory: 30 per round, x2 for Decisive Victory.

Arthur buries his own dead in a mass grave on
Badon Hill. The Saxons are all burnt, according to
their own rites, in another mound nearby. Hundreds
of swords from the enemy are used to create a ring of
stakes around the memorial, which remains a perma-
nent landmark for many years afterwards.

PILLAGING THE SAXONS

King Arthur follows up his great victory by
sending his troops into the Saxon lands to force ev-
ery remaining Saxon to surrender. His orders are to
kill everyone who does not swear to acknowledge his
overlordship.

The army is divided into groups to go to each
Saxon kingdom.

Player Hooks: This event gives the player
knights license to kill and plunder at will, perhaps to
vent player frustrations or to coincide with charac-
ters’ Hate (Saxons) passions. Player knights have the
choice of getting very rich here at the expense of a
few negative trait checks.

Hate (Saxons). (Success = The player knights go
a-plundering.)

The player knights, if they go hunting Saxons,
are in the same unit. The Gamemaster should choose
the Saxon kingdom in which they wreak havoc.

To make matters simple, you might simply rule
that each plundering knight receives £1d6+2 extra for
each of the following experience checks he is willing
to take: Vengeful, Selfish, Deceitful, Arbitrary.

If the player knights choose to reap 4 rounds
of plunder in this way, they enter an area where the
White Knight is working. He shows great mercy
even when everyone else does not; in fact, he scolds
knights for their vengeance and other bad traits if

they display such behavior. (Ask the player knights if
they wish to continue their behavior.)

If they do continue, they receive another £1d6+2
extra for each of the following experience checks they
are willing to take: Cruel, Worldly, and Indulgent.

ANOTHER INVASION

Word arrives that an army of Irish under King
Gilmaurius of Dal Riada has joined with an army of
Picts and besieged Alclud, in the far northern king-
dom of Strangorre. However, Arthur’s troops are ex-
hausted, and it is too late to do much now anyway.

Hopefully, Alclud can see out the winter.

Curistmas Court

Royal: “We will spend the cold winter in somber
celebration of this victory. The Saxons are crushed —
their kings all dead, their warriors eating with their war
god. This should give us peace from that quarter forever.

“Raise a toast to those men who gave their lives
to bring us this blessing.”

Salisbury: “I find it hard to celebrate such a vic-
tory. There is not a family that did not lose some-
one precious. Yet perhaps no one hereafter need lose
someone to the Saxons if this is truly the victory that
it seems to be.”

SpeciAL WINTER PHASE MODIFIERS

Because of the fighting, the following regions suffer
the following modifiers to Starting Bad Weather rolls.

Salisbury, Rydychan, Wuerensis: Land was raid-
ed (+1d6)

Silchester: Land was pillaged (+2d6)

Anglia, Essex, Kent, Sussex, Wessex: Land was

plundered (+3d6)

Boy KRING PERIOD
ADVENTURES

The following adventures are appropriate to
games in this Period.

ApvenTure: DOLOROUS GARDE

Setting: Garloth.

Problem: Dolorous (“Sorrowful”) Castle is the
haunted lair of an evil, undead enchanter. Now in-
habited by monsters and ghosts, it is also believed to
be the site of great hidden treasure. Many knights
have entered it and never returned. A huge rock,
prophesied to be picked up only by the lord fated to
take this castle (whose name is destined to appear on

the rock as well), lies unmoved in the courtyard (25
modifier to STR to lift).
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About 30 guardians protect this place, active at
various times during the day and night. There are li-
ons (see Pendragon, Appendix 2); Celtic ghost knights
(as average knight, but without Unconscious or Ma-
jor Wound stats); and copper giants (see Appendix 1
herein), in addition to the ghostly magician who rules
the place (Gamemaster’s discretion as to his stats and
powers, based on the skill of the player knights).

Secrets: Canonically, Sir Lancelot will achieve
this quest in time and change the name to Joyous
Garde (“Joyous Castle”). Although it is supposed-
ly fated for him, however, in your game the player
knights might contribute to his pre-success; they
might try to beat him to it; or they may just accumu-
late Glory here.

(Designer’s Note: In my house campaign consis-
tent and unexpected successes against the guardians
by player knights were resolved by one of them finally
finding his own name upon the rock. Lancelot had to
settle for some other castle to rename.)

Glory: 100 to claim the castle, plus any for
guardians defeated.

ADVENTURE: KNIGHT OF THE MOON

Setting: Along the road somewhere.

Characters: The Knight of the Moon; a famous
bard.

Problem: The Knight of the Moon (use famous
knight stats), so called because of the arms he bears,
refuses to let anyone pass without a joust. His terms
are unusual: the loser pays 6 months’ knight-service or
the equal scutage (i.e., £1), starting next Pentecost, at
a castle to be named. The Knight of the Moon states
beforehand that if he loses he will pay the scutage.

A famous bard, whose skill is readily apparent,
is nearby, ready to make up songs about whatever
occurs, but most especially to satirize cowards who
refuse to joust.

Secrets: The knight is gathering an army to at-
tack Castle Spidora, where an enemy has imprisoned
his ladylove. Thus, he needs good men to take into
his force. (The Gamemaster must design and run the
Battle of Spidora, if necessary.)

Solutions: Joust. If you win, accept the money
and go away. If you lose, either join his army, pay, or
renege and lose 1 point of Honor.

Glory: 25 if you beat him.

ADVENTURE: KNIGHT OF THE WOLF

Setting: Along the road somewhere.
Characters: The Knight of the Wolf; his Irish

wolfhound; a dozen archers in his service.

Problem: A squire, nearly terrified to death, is
stumbling slowly down the road exhausted. If helped
along with some water and kind words, he explains
his problem. His lord has been attacked and killed by
the wicked Knight of the Wolf, so-called because of
the huge shaggy beast that accompanies him every-
where. Archers hidden in the woods cut down the
lord’s men and then took his daughter.

Secrets: The Knight of the Wolf (use famous
knight stats), though ruthless, has simply avenged his
father, who was killed by the ambushed lord using
hidden crossbowmen. The Wolf Knight’s attack was
dishonorable, but given his high Love (family) pas-
sion, his viciousness is perhaps understandable.

Solutions: Visiting the Knight of the Wolf allows
him to reveal his secret; player knights who simply at-
tack before trying to parley will never learn the truth.

Although the slain lord’s lovely daughter is refusing
to eat and generally being difficult, she is unharmed. He
has not mistreated the dead, either, and is willing to show
the player knights a small plot in the nearby churchyard
where the dead lord and his retainers are buried to any
who challenge his respect for the deceased.

The Knight of the Wolf agrees to release the
daughter if the player knights will perform a deed for
him. He wants the knights to regain a family heir-
loom that was taken from him many years ago by the
dead lord, and then lost. A knight known as the Lord
of the Ivy Tower has it, but will give it up only if he
is defeated in single combat. The Knight of the Wolf
would go himself, but he took an oath swearing never
to again to seek it when the Lord of the Ivy Tower
defeated him many years ago.

Glory: 50 for not fighting the Knight of the
Wolf, but learning the truth and then recovering his
family heirloom for him.

ADVENTURE:
CRUEL KNIGHT OF LANDOINE

Setting: Along the road somewhere.

Characters: A piteously wounded knight; the
Proud Knight of Landoine; other knights of Landoine.

Problem: A wounded knight, carried about in
a wagon, cannot have his poisoned wounds healed
until his attacker is slain. His attacker is the Proud
Knight of Landoine, which is in eastern Logres. The
suffering of the wounded knight is pitiful.

Merciful. (Success = You feel compelled to help
the suffering knight.)

The first player knight who volunteers to help
him without making a Merciful roll gets a Just check
immediately.
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Secrets: The Proud Knight of Landoine (of sim-
ilar Glory and skill as the player knights, but an Evil
knight) has a magical sword of poisoned steel. Any
time it deals a Major Wound, then that wound can
never be healed while its wielder lives. The Proud
Knight is a skilled fighter, notorious for invoking his
passion of Hate (Chivalrous knights) in battle.

Solutions: Fight and kill the Proud Knight, so
that all who have poisoned wounds from him may
be healed.

Glory: 150, plus any gained from combat.

Note: The sword is a good prize, but costs the
bearer a check to Cruelty each time he uses it.

ApVeENTURE: BOOBRIE

Setting: A lake or marshy area.

Problem: A boobrie (see Appendix 1) is trou-
bling the area.

Action: The knights must discover how to kill,
capture, or drive away the monster.

Solutions: The boobrie must be hurt to half its
total Hit Points in order to discourage it, whereupon
it will fly away.

Glory: 10, plus any gained from combat.

ADVENTURE:
TOWER OF THE BRASS BELL

Setting: The tower stands somewhere in the
hills, near a chasm.

Characters: A miserly dwarf.

Problem: The tower’s drawbridge offers the only
possible passage across a chasm in the mountains.
The porter of the tower, an ugly dwarf who shows
his face from the top of the tower, lowers the bridge
only for an exorbitant price: 1 per traveler, paid in
advance. He lowers a bucket to bring the payment up
to him, then lowers the gates.

Action: This is harassment, but not dangerous,
The dwarf never leaves his tower, fishing for food in
the river far below.

Solutions: Pay to cross the chasm or besiege the
dwarf.

Glory: None, unless gained from combat.

ApVENTURE: THE LITTLE HARE

Setting: Anywhere.

Characters: A nun.

Problem: One of the player knights is pursuing a
hare through apparently empty lands when the crea-
ture dashes underneath the robes of a praying nun.

Action: The nun notices the animal hiding,
then the hunting knight. She asks the knight to
spare the innocent creature. This is nothing more

than a chance for characters to test their Merciful
rolls. Knights are under no obligation to respect the
nun’s wishes for the sake of a hare!

Note: This test might also be applied to one or
more of a player knight’s passions.

Solutions: If a knight befriends the nun, she of-
fers to take the party to her abbey, nearby, where they
can be fed and housed.

Secrets: Any number of secrets are possible: Per-
haps the nun is a saint-in-training who can miracu-
lously stop the hostile knight from action — in which
case he might gain a Fear (nuns) passion of 3d6.

Glory: 10 for not killing the hare.

ADVENTURE:
CASTLE OF THE BEARD

Setting: A castle near a road.

Problem: Three knights are always ready to
joust any knight passing by. The knights demand the
beard of all passing men; if refused, they attack him
until he is defeated and then cut it off, inflicting 1d3
damage as they do.

Characters: The lord of the Castle of the Beard;
knights of the Castle of the Beard.

Solutions: Defeat the three knights (use average
knight stats), and then the lord who holds with such
an evil custom (he is a notable knight). However, the
lord shuts his gates if his knights are defeated, refus-
ing entry to his enemies.

Glory: 100 for defeating the lord and stopping
this custom forever.

Event: GOTHAM

Setting: Gotham (a town near Nottingham).

Characters: The townspeople.

Problem: The knights need a place to stay or to
get supplies, or they are just passing through.

Action: The townspeople refuse to cooperate
with the visiting knights in any way. Worse yet, they
act quite insane. One man tries to rake the reflec-
tion of the sun or moon out of the lake; others try to
drown an eel in a bucket of water; others roll cheeses
down a hill so they might take themselves to mar-
ket; others stand hand-in-hand around a bush with a
cuckoo in it, claiming that they will be able to cap-
ture the spring season that way.

Secrets: The villagers are not really so stupid.
Every time a nobleman comes into town, they feign
madness so that they will not be expected to perform
any labor for him.

Solutions: None, really. This is just quite an
amusing site.

Glory: 10 for witnessing the “madness.”
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Chapter Nive:
Sigh Wdventure
in the Wastelands

The scenarios in this chapter can be played
in parts, with the player knights returning to the
Wastelands any number of times. The adventures
here begin abruptly at the tomb of the brothers Balin
(the Knight with Two Swords) and Balan (the Red
Knight), and take the knights through many steps
to the Castle of the Holy Grail in the Wastelands,
where they have the opportunity to defend the Grail
Castle against the evil King of Castle Mortal.

To start the initial adventures in this chapter, sim-
ply introduce them abruptly into virtually any other ad-
venture. They can be used any time after Year 515.

ADVENTURE:
MERLIN’S ISLAND

Setting: Any forest near the Wastelands. (Note:
Since this is a gate to Faerie, it might move around in
terrestrial geography.)

Problem: The player knights are lost in the for-
est. They come to a raging, crystal clear, icy river
with a small island halfway across. On the far side a
city gleams in the sunlight. A giant sword stretches,
like a bridge, from the island to the riverbank on the
player knights’ side.

Secrets: This landmark came into being at the
conclusion of the woeful tale of Sir Balin and the Do-
lorous Stroke. A disguised guardian used to prevent
anyone from crossing, but that quality of this adven-
ture was broken by the deaths of Balin and Balan.

Actions: No natural animal of Britain can cross
over the bridge. To cross over, a man can balance
carefully by making a DEX roll, modified for armor
as usual. If unarmored, he takes 1d6 points of dam-
age from walking along the sharp edge. If crawling,
clutching with hands and legs, he takes 2d6+5 dam-
age if unarmored or 1d6+3 if armored, but gains a +10
modifier to the DEX roll.

Falling into the raging torrent means the knight
must swim or drown. Swimming the river is difficult.
The water is icy cold and rages around the island,
imposing a -5 modifier to the two Swimming rolls

needed to reach the island or swim away from it.
(This modifier is in addition to any imposed by ar-
mor or encumbrance; see Swimming in Pendragon,
Chapter 4.)

However, if one knight achieves a crossing, then
the river miraculously becomes shallow and placid
for a short time, easily waded by the rest of his party.

The sword-bridge can be crossed safely at any
time by people traveling from the island.

Problem: Exploring the Island.

The island is overgrown but not wooded. It mea-
sures about sixty feet for its length, and about twenty
wide. A great marble tomb is in the center of the
island. It has writing on it, and two coats of arms that
are very much alike.

Read [Latin]. (Success = Written in Latin upon
the tomb is the following: “Here lieth Balin le Sau-
vage that was the Knight with Two Swords, and he
that smote the Dolorous Stroke.”)

Heraldry, +4. (Success = The arms are those of
Balin and Balan.)

Awareness. (Success = The island reveals its fi-
nal marvel. At the upriver end sits a huge block of red
marble, just off shore as if in the shallows. However,
the water here is 15 feet deep, and the grip of the sword
is 2 feet below the small rise where the knights stand.
The red marble floats upon the water, bobbing slightly
in the current. Sticking out of the marble is a sword
hilt, its diamonds glistening and its unmarked blade
gleaming. Its appearance is reminiscent of the sword
that Arthur drew, for both were arranged by the magi-
cian Merlin to find the most worthy men in the world.
One revealed Arthur, while this one is destined, in
years to come, to reveal the purest man living, Sir Ga-
lahad, who will achieve the Holy Grail.)

Read [Latin]. (Success = Written upon the
pommel are these words: “Never shall man take me
hence, but only he by whose side [ ought to hang, and
he shall be the best knight in the world.”)

Glory: 35 for being the first from any party to
cross over; 10 for others who then cross the river.
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THE Crty oF GLAss

Setting: A beautiful city, without walls and with
many graceful spires, made entirely of translucent
glass in many colors, rises on a hill on the bank of
a river. A wide, desolate plain of brown grass, dried
brush, and leafless trees surrounds it. Brown, naked
hills are visible in the distance.

Characters: Princess Alis; her handmaids (all of
whom are elf women, their names Belina, Caria, De-
nie, Elfwina, Floria, Gloria, Hermione, Ingrid, Julia,
etc.), one for each knight.

Action: As the knights approach the city, a small
crowd of men and women come out to greet them.
The crowd seems happy to have visitors, who are made
welcome. The knights are taken to a palace courtyard
where their horses are led from them to be tended, and
are then ushered to the courtroom of Princess Alis,
ruler of the city. She greets them and invites them to
stay for dinner and then for the night.

If the invitation is accepted, the knights are
shown to a beautifully furnished chamber to disarm
and clean up. The handmaidens assist. They flirt
with the knights, whose subsequent actions depend
upon their personalities. None are asked to do any-
thing that they would not normally do. (Thus, for
instance, Chaste knights are not approached seduc-

tively, while Lustful ones are engaged with promises
of secret meetings after dinner.)

The feast that night is magnificent. (Temper-
ate/Indulgent checks may be gained here.) Knights
who are wounded are miraculously healed by the
end of the meal. During the meal, the knights may
ask about the tomb or other wonders of Merlin’s Isle.
Princess Alis explains the sorrowful story of the
death of Balin and Balan.

Toward the end of the meal, a commotion erupts
at the end of the hall. A messenger, dried blood caked
upon his armor, staggers up to the Princess.

Heraldry, +4, or Recognize, +4. (Success = It is
the Brown Knight of the Wilds.)

“My Lady,” he says, “I am Sir Darnates, come
from Castle of Joy with a message of dire import from
our liege, King Fisherman.”

“Speak, Sir,” she says, “and quickly, so that we
may tend your wounds.”

“My Lady, a terrible foe has fallen upon the Cas-
tle of Joy. The King of Castle Mortal has come with
a great and terrible army and besieged us, with the
desire to destroy King Fisherman and all that is good.
Our liege sent many messengers out to find help in
his hour of need, and I have come here to beg for
your help.”
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The Princess pales. “This is grim news,” she says.
The torches around the hall all dim, fluttering as if
caught by a chill breeze. “I know not how to help our
lord in this.” The court falls into a glum silence.

Awareness. (Success = The player knights look
around and realize that there are no other knights
here. They are the only fighters around.)

The player knights have many alternatives at this
point. If they are interested but ask for more informa-
tion, they gain a check for Prudent; if they volunteer
to help immediately, they gain checks for Valorous,
Reckless, and Trusting); if they decide they are in the
wrong place at the wrong time, they gain no checks.

The Princess volunteers this much information:
King Fisherman is the lord of this whole land. He
was a strong king, well able to defend his realm, until
he was struck and wounded by the same wandering
knight who lies in the tomb on the river. That ter-
rible wound is what caused the devastation and waste
all about them. Now the king’s wicked brother, who
rules from a castle on the Enchanted Mountain, has
taken the opportunity of the weakness to invade.

That Night: Knights achieve their desires with
the women, who are whatever the men dreamed of.
(If one of the knights, for instance, wishes to spend
the night in prayer, his maiden-helper joins him. If he
wishes to spend it reading, she helps him find the right
books. And so on...) Give checks as appropriate.

However, every knight who spends his time with
a woman, even innocently, conceives a passion for
her: If he tries to ignore her, it is an Amor 1d6; if he is
friendly but platonic, it is Amor 1d6+6; if he achieved
a Lustful check, the passion is Love 2d6+6.

The Next Morning: Whatever their feelings
the night before, the knights feel some reluctance
about departing. Their new lovers also urge them to
stay since the mission is quite dangerous.

Lazy, or new Amor or Love passion [whichever is
highest]. (Success = The knight chooses to stay. How-
ever, if he already volunteered to assist King Fisher-
man the previous night at dinner, go to next step.)

Honor. (Success = He recalls his obligation and
may go without further problem.)

If a knight both succeeds at his Lazy roll and
fails his Honor, he must be persuaded by his com-
panions to go. A companion must make a successful
opposed resolution of his Valorous or Honor against
the knight’s Lazy or Amor/Love passion.

Failure here means the knight stays behind in the
city and is for now Out of the Story (see the Rules
Expansion). Gamemasters must decide if he stays here
forever.

Glory: 25 for spending the night at the city. 25
for volunteering to help King Fisherman.

Note: Knights who decide to depart without
helping the Fisher King can cross back into the
Wastelands at Merlin’s Isle. The river is shallow
while traveling out, but turns back into a raging tor-
rent once the crossing is completed.

Such craven and unadventurous knights are
Out of the Story.

ADVENTURE:
TRAIL OF CHIVALRY

Time: Immediately following adventure of
MERLIN’S ISLAND.

Setting: The Wastelands.

Characters: The Brown Knight of the Wilds.

Problem: Travel across Faerie terrain. This is
a magical, non-geographic terrain drawn from the
emotional state of those who travel it.

Action: The Brown Knight of the Wilds in-
structs the player knights on the route to take (but
does not accompany them — he is going to find oth-
er vassals of King Fisherman): Their path is called
the “Trail of Chivalry,” along which are a number of
landmarks.

THE LANDMARKS

Travel from one landmark to the next takes an
indeterminate amount of time, but never more than
a few hours. At each landmark, all knights must at-
tempt the listed trait roll. If a knight fails, the associ-
ated event for that trait roll then occurs to him. Some-
times, another knight who does not fail may be able to
rescue or stop the activity of the failed knight(s). If all
the knights fail, they all do what is listed.

Lost in the Wastelands: Knights may be lost in the
Wastelands singly or in a group as a result of a failed
trait roll at a landmark. Lost characters wander for
a week, finding only a minimal amount of food and
water for themselves and their horses; the land they
travel through is lifeless and dry. For each week spent
lost, the harsh and depressing terrain effectively re-
duces all of the knight’s positive traits — i.e., those
on the left side of the slash — by 1d6 (each rolled
separately upon each instance). This reduction has
no effect on the associated negative trait.

After each week of being lost, the knights find
their way back to the same landmark at which they
most recently failed trait rolls. They must attempt
the same test again, with their cumulative penalty.
This process continues until everyone’s trait for that
test is effectively reduced to O, at which point every-
one is Out of the Story.
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For example, if Sir Ambrut has been lost for 2
weeks, he has all positive traits reduced by 2d6. The
next time he tries to make a Merciful roll (starting
value 10), he rolls 2d6, for a total of 5, and subtracts
that value from his Merciful trait. Thus, his Merciful
value is, for all intents and purposes, a 5 at present.
If he fails again, he is lost for another week and must
reduce his traits by another 1d6; if he happens to roll
a 5 or 6, Ambrut’s Merciful is reduced to 0, so he can-
not even attempt to save himself and is considered
Out of the Story (unless a companion still has a posi-
tive Merciful score and can manage to pass the test).

Gorge of Sloth

A valley where everyone is overcome by torpor.

Energetic. (Failure = You fall asleep. Success =
You may go on to the next landmark, and see below.)

Each knight who succeeds can attempt one op-
posed resolution of Energetic against each sleeping
ally’s Lazy trait to wake him. Failure means the sleep-
ing knight cannot be woken; he is Out of the Story.

Vale of Gifts

A great bounty of goods lies about, each with a
person’s name on it. Everyone knows these are gifts
intended to be given away some time in the future.

Generous. (Failure = You take the gift and ride
off. Success = You may go on alone to the next land-
mark, or see below.)

A knight who succeeds may opt to chase after those
allies who failed and attempt one opposed resolution of
Generous against each ally’s Selfish trait to convince
him to return the gift. If the gifts are not all returned, all
of the knights except those who chose to go on alone are
Lost in the Wastelands. This process continues until all
of the remaining knights’ gifts are left behind, at which
point everyone proceeds to the next landmark, or until
everyone’s Generous trait is effectively reduced to 0, at
which point everyone is Out of the Story.

Precipice of Decision

A cliff-side trail over a drop-off that tests one’s
moral balance.

Just. (Failure = You slip and fall off the cliff. Suc-
cess = You may go on alone to the next landmark, or
see below.)

A knight who succeeds may opt to catch one
ally who failed and attempt an opposed resolution of
his Just against that ally’s Arbitrary. If the Just knight
wins, then both are saved and they may both proceed
to the next landmark. If Arbitrary wins, then both
are pulled over and become Lost in the Wastelands.

Crevice of Mercy

Blocking the path is a crevice, on the far side of
which stands a known enemy of the player knights

(choose an appropriate foe). The foe asks for forgive-
ness in return for a boon.

Merciful. (Failure = You spurn the enemy’s plea,
so he does not tell you where to jump down safely.)

If even one knight succeeds, he can tell the oth-
ers where to jump, so all may proceed to the next
landmark; otherwise, all the riders and horses fall
down the crevice, Out of the Story.

Cave of the Questioning Hag

An old hag blocking a trail on the hillside asks
each passerby a question about himself, designed to
determine what sort of person he is.

Modest. (Failure = She shoves you mightily so
that you tumble down the hillside. Success = You may
go on alone to the next landmark, or see below.)

A knight who succeeds may opt to help one ally
who failed, lifting him back up the hill; no roll is
necessary, and they may both proceed to the next
landmark. A knight who fails and is not assisted be-
comes Lost in the Wastelands.

Coward Stone

A brief earthquake threatens to topple a cliff
down upon the knights.

Valorous. (Failure = You are frozen with fear and
cannot pass. Success = You may go on to the next
landmark, and see below.)

Each knight who succeeds can attempt one op-
posed resolution of Valorous against each frightened
ally’s Cowardly to convince him to ride on. Failure
means the frightened knight cannot go any further;
he is Out of the Story.

Glory: 10 for each test passed without help; 25
for each critical success.

JOURNEY's END

All trait modifiers from being Lost in the Waste-
lands disappear once the knights have successfully
passed the final landmark.

The journey ends on a hilltop facing west just as
the day comes to a close: The eastern horizon is grey,
and the sun in the western sky is blood red. To the
south is a hilly land, grey with shadows. A chill wind
from the north precedes great black clouds moving in.

A wide valley lies westward before the knights,
in which a wide, lazy river winds from north to south.
The Castle of Joy, gleaming white atop a huge motte,
stands in the center. To the right, north of the castle,
is a great military camp; to the left, south of the cas-
tle, is a wide plain, scorched and black.

Each knight may choose to study only one from
among the castle, the camp, or the scorched fields.
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Castle

Awareness (Success): The castle is unusually tall,
its walls at least 40 feet from their batters to their
crenellations; the towers rise another 20 feet above
the walls. The walls, towers, and turrets are unusual
in that they are not topped with wooden hoardings;
in fact, the four towers are topped with red tile roofs.
A small gate is set into the wall facing you.

The tall motte seems to be stepped on its sides,
which is also quite unusual. A wet moat surrounds
its bottom; however, a huge ramp of dirt has been
heaped on this side and an uncannily tall siege tower
sits halfway up to the walls. The motte side is littered
with bodies, black with crows and flies.

An erratic series of pavises and earth walls
surrounds the motte. A dozen huge trebuchets and
scores of smaller missile throwers cluster in groups.
Mobs of men move around.

Awareness (Critical Success): The tile roofs of the
towers have holes in them, and a dark crack, from
batter to battlements, mars the castle wall. The moat
is filled in, the ramparts thrown down.

Outside the castle, the siege works are poorly
laid out. There is plenty of room for knights to ride
through to the castle.

Camp

Awareness (Success): The camp is big enough
for thousands of men. Many tents and pavilions are
spread around almost haphazardly, with a leader’s
pavilion sitting in the center of each cluster. Many
men can be seen, with numerous tiny campfires ap-
parently preparing dinner.

One black pavilion, twice as large as the rest,
stands amid the biggest cluster. A huge banner stands
before the tent.

Heraldry, with a positive modifier equal to Reli-
gion [Christian], if any. (Success = The banner holds
the arms of the Devil! Critical = They are differ-
enced, having red toads.)

Awareness (Critical Success): Misshapen mon-
sters, a dozen or more, are moving around near to the
leader’s tent. Some huge creatures are also sleeping
outside the camp’s circle. Several score little men are
getting up, quarreling among themselves.

Faerie Lore (make three rolls). (Success = The
creatures are fomorians, small giants, and goblins,
respectively.)

Scorched Fields

Awareness (Success): The fields are stark and bare,
everything burned. Lumps of ash show where villages
once stood, and the creeks are filled with ash.
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Awareness (Critical Success): One place shows
considerable movement: Many beings that look like
small children are moving around down there. Sev-
eral great mounds of dirt are being rapidly camou-
flaged as they are brought up; obviously, something is
tunneling under the castle.

Faerie Lore. (Success = The wee beings are
gnomes, a type of mining faerie.)

Homely Thoughts

After noting what lies ahead, the knights all
have an urge to look behind them. The eastern sky is
grey with approaching night, but suddenly a brilliant
flash of multicolored light beams upward from the
ground into the sky, lighting the whole horizon like
lightning. Everyone feels that this is a sign from the
people in the City of Glass, thinking of the knights
and wishing them luck.

Each knight must make a passion roll (Amor or
Love, as appropriate) for the woman with whom he
spent the night back in the city. If madness strikes,
its effects manifest after reaching the Castle of Joy.

ADVENTURE: ENTERING
THE CASTLE OF JOY

Problem: The characters wish to enter the be-
sieged castle, but they have limited choices that they
should discuss among themselves. These are the most
readily apparent options:

e Depart altogether (in which case they are Out
of the Story)

e Dash past the camp and stop to be interro-
gated at the gate

e Fight through the camp and charge to the castle

e Go parley for passage with the King of Castle
Mortal

DasH 10 CASTLE

This is the wisest option, rating a Prudent check
for each knight who suggests this plan.

The player knights can ride fast from their hill-
top position, winding among the surprised men and
haphazard siege-works. Most men encountered scat-
ter to cover as the knights thunder past, but one band
of men turns to pursue. However, they cannot catch
up unless the knights turn to engage them.

Battle, +10. (Success = You know you can escape
if you ride on, and that you'll be badly outnumbered
if you turn to fight.)

Turning to engage is a Very Bad Option. If any
knights do turn to fight, they are each attacked by 1
average knight and 1d3 sergeants. Disengaging can
still be attempted by means of Evasion (see Pendrag-

on, page 121). If a knight fails to disengage after two
rounds, another average knight and 1d3 sergeants,
again per knight, join the fray in the third round and
again every other round thereafter until the knights
either win free or are defeated/captured.

If they continue to ride on, they can easily ride
right up the long earth assault ramp. As they go around
the siege tower, the men there cower inside it or jump
off the sides of the ramp to get out of the way.

At the gate, the porter questions the knights.
His Suspicious trait has a value of 10. If any Round
Table or Companion knights are in the party the
gate is opened immediately. Stating they are from the
City of Glass also qualifies for quick entry because
the guard knows the party must have come via the
Trail of Chivalry. Otherwise, the knights must con-
vince him of their intent. The pursing riders are, all
this time, getting closer.

Honest, opposed to porter’s Suspicious roll. (Suc-
cess = He admits the knights after questioning them
for a moment.) This can be attempted each round;
the pursuers catch up .

The gate springs open with a loud metallic
clang. When the knights enter they snap closed just
as quickly. The portcullis at the far end of the gate-
house springs up, and the knights can enter the court
of the Castle of Joy.

Ficut THROUGH THE CAMP

The knights know only a surprise raid has any
hope of success; a full assault would clearly be suicidal.

They must each fight 1d6 unprepared foot sol-
diers, all with —3d6 modifiers to their combat skills
due to surprise. Then, each knight must face a
mounted sergeant, prepared to charge, armed with a
lance. After that, they can break free from the camp
and ride to the castle. Glory is gained normally for
any foes defeated.

The people inside have been watching, and as
the knights ride up the ramp the door springs open
for them automatically. They enter the court of the
Castle of Joy.

PARLEY witH THE KING OF CAsTLE MORTAL

This is a Very Foolish Thing To Do, provoking
an automatic Reckless check from each knight who
agrees to this plan.

Guards challenge the knights as they approach
and, after preliminary questioning, take them to the
watch commander (a notable knight). The knight ei-
ther disarms the visitors or extracts an oath of hospi-
tality from them not to do violence during this visit.
He then leads the visitors to the pavilion of the King
of Castle Mortal, also called Duke Klingsor.
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The knights get a good view of the barbarians
and monsters camped around the pavilion.

The knight goes into the pavilion. Next to it
are two piles: one of bodies, one of heads. The guard
who first met the visiting knights says that those are
the good knights who tried to sneak into camp. The
king, he says, has a magical ability to see inside a
man’s heart.

This is the last chance the players have to escape
without disadvantage. They can turn and ride, fighting
2 sergeants each (but one at a time), who try to lance
them down on the way out. Any survivors can ride to
the castle as if they had raided the camp, as above.

The Gamemaster should, at this point, tell the
players that their characters are being very foolish.
They should run. They will not even get a Cowardly
check if they do, being as they are in such extraordi-
nary circumstances with so many monsters about.

Duke Klingsor is human, but huge, like a mighty
Saxon. He is wearing armor like none ever seen: 14-
point full plate, all black. He scowls, and is under no
pretence of friendship or kindness.

Treat Duke Klingsor as a fiend knight (see Ap-
pendix 1), but with Lance 18 and Sword 17.

The king questions the visitors simply. His fierce
eyes seem to burn into them when they answer. He
is seeking to determine their internal make up. If
they are suitably wicked, he offers them a job with
his army: An Evil character (i.e., one whose values in
the Evil knight traits total 80 or more) is immediately
offered a job as an officer.

The knights must each attempt rolls against
Vengeful, Selfish, Deceitful, Cruel, and Suspicious.
All knights roll for the same virtue at the same time.
Any knight who succeeds in at least four of these
rolls is offered a job as mercenary.

If any knight fails at least three of the traits, the
king snaps the order, “Kill him,” and one fomorian for
that knight steps through the tent flaps, armed and
ready to fight. Knights who were offered mercenary
work may stand back, effectively joining the evil army
and going Out of the Game, or step up to aid his allies;
any knight who does the latter forfeits the king’s offer,
and another fomorian steps up for that knight.

If any knight survives the fight, he has a moment
of rest after the fomorians are all dead. A tightly
packed ring of men surrounds him, but they do not
attack. (They are clearly afraid of someone who can
kill fomorians.) The king then pushes to the front
and orders a band of goblins to attack. However, they
too are afraid of the player knight(s), so they turn and
run. A stir goes through the army. The king roars in
anger and engages the nearest knight himself, and

then any other surviving knight, one at a time, until
he or they are dead. Remember that the king will in-
voke his Love [the Devil] passion of 20 for the fight.

Any knight slain by the king gains the posthu-
mous 1,000 Glory for dying a glorious death.

If Duke Klingsor is slain, the surviving knights
are heroes, and his slayer gain 500 Glory in addition
to that from combat. Further, his whole army routs,
so the rest of the war scenario is prevented and the
Castle of Joy is saved. The remaining knight(s) go to
the Castle of Joy and meets with the king (see below).

If the knight who slew the king is also dead or
wounded, his body is found by the people of the cas-
tle and taken into court. If living, he is healed by the
Holy Grail, and goes on to meet the king.

THE CASTLEOF Joy

Or, Turning Castle
DV: Normally 17/38/44, now 0/32/44.

Outer Works: Onariverbank (7), onarise (5), double ditch
(3), moat (4), large gate (—3), large gateworks (1).

Inner Works: On ariver bank (7), on arise (5), curtain (7),
large gate (—3), large magical gateworks (1+1), 4 square
towers (4x5 = 20).

Stronghold: On ariver bank (7), on arise (5), huge square
keep (20), 4 tall turrets (2x4 = 8), barbican (4).

Special: The walls are manned by automated
simulacra made of brass, looking like 1st-Century
Roman warriors in unusual armor. They are not
treated as creatures, per se, but count as 25 points of
permanent Siege Equipment. In addition, they gen-
erate 20 points of actual Siege Equipment each day
that the castle is besieged, up to 100 points of which
can be stored at a time.

Siege Equipment: Every 6 feet along the walls,
a pile of rocks is neatly stacked; behind the merlons
are stacks of spears and shields, a pair of crossbows,
and a crate of quarrels; upon the parados, hidden by
the hoardings, are pots to heat and dump boiling oil;
cranes, which can hoist up rams and assault tow-
ers, are secured into place; spares of everything are
stacked in the courtyard, with an efficient means of
transporting it all to the wall.

INsIDE THE CASTLE

Once through the gatehouse, the knights are
in the bailey of the Castle of Joy. A great keep, per-
fectly cube shaped, sits in the middle, surrounded by
another wet moat. A wide courtyard stands between
the outer walls and the keep, and it is now filled with
peasants, their livestock, and their goods. The yard is
surrounded by residential buildings, work buildings,
a kitchen, barn, stables, mews, and kennel, all built
with their backs to the outer wall. On the right side
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Whnat ABout

Pacans?

The Castle of Joy or
Turning Castle, theresting
place of the Holy Grail, is
clearly a Christian strong-
hold. If a party of knights
has many pagans, they
may feel a bit uncom-
fortable here. If they are
radical pagan militants
(!), they might question
aiding their rival religion
at all. How you handle
these can be a delicate
matter if the characters
(or players) are actually
belligerent. 1t is a matter
of the dominant attitude
in your campaign. If it is
open enough to allow pa-
gan Kknights, however, it
certainly ought to be open
enough to allow room to
convince the characters.

Dame Brisen approach-
es the pagan Kknights
after dinner, in private.
She speaks kindly, and
with apparent Kknowl-
edge of their own beliefs.
The Gamemaster should
choose which of these ex-
planations (or all of them)
touse.

1. The Holy Grail is
not an accepted Christian
symbol, being ignored by
the acknowledged Catho-
lic Church. 1t is universal,
and currently adapted to
the dominant Christian re-
ligion. Inelder times it held
the myths of Cerridwen’s
Cauldron, and in the fu-
ture shall hold something
else unforeseen.

2. The Holy Cralil is a
subtle and necessary sub-
version of the acknowl-
edged Catholic Church. 1t
is really the Cauldron of
the Goddess, brewing an-
other transformation and
turning the ancient secrets
of the lIsle of the Mighty
into hidden tools for the
freedom of the future.

3. The Holy Crail is re-
ally adangerous heresy. It
seeks to balance the Trin-
ity, which is unbalanced
without any feminine
influence. The implant-
ing of this idea will bring
about the recognition of
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is a finely built small church of simple stonework at-
tached to a round tower behind it.

Many excited people greet the newly arrived
knights. A herald greets them in the name of King
Fisherman, the lord of all Listeneisse. He scans them
quickly, discerning all who are seriously wounded,
melancholy, or mad, and waves squires forward to
take them to the chapel. He orders nearby grooms
to tend the knights’ weary horses. He invites the re-
maining knights to follow him.

A kindly, middle-aged woman named Dame
Brisen tends knights in the chapel there, along with
a half dozen white-robed nuns. There, the wounded
or maddened men go to sleep automatically, whatever
their personal desires. While they sleep, all madness
and melancholy leaves them, and they are magically
healed of their injuries. They awake the next morn-
ing, rejoining the game.

The herald leads any healthy knights to the
keep at once. It is a huge, square keep with four tall
turrets. A barbican stands before the second-story
entranceway, with its own drawbridge and defenses.
Thus, to enter the keep, the long entrance ramp
must be ascended, a drawbridge crossed, the barbi-
can passed through, another drawbridge crossed, and
finally the interior guardhouse passed through before
the knights enter the Main Hall.

The knights are treated generously and with the
best manners. A steward greets them at the door, and
with chamberlains he ushers them to a side chamber.
A man and woman come and apply magical First Aid
to their wounds (3 Hit Points regained per wound,
automatically). Pages and maidens assist the visitors
in bathing, and they are given comfortable rooms in
which to spend the night. In the morning, an array
of handsome garments of silk and samite are offered
to each knight to wear during his stay.

Squires are shown the way to their own entertain-
ment, Out of the Story for now. As the knights are get-
ting ready, their wounded companions join them. The
newly healed men are quite astonished at their own
recovery, crediting it to the magic of Dame Brisen.

A chamberlain shows the knights to the Great Hall.

TuHE GRrReaT HaLL

The Great Hall is perfectly cubical on the inside.
In the center, lying on a bed, is King Fisherman (i.e.,
King Pellam). He is wearing a rich gown and a sable
hat. Before him is a cube of marble, and on it is burn-
ing a great fire. Four legs hold up a brass chimney.

As the knights approach him, the heat from the
fire makes them sweat. The king apologizes for his
condition, saying “the pains of an old man prevent

me from sitting upright to speak to you.” The king
interviews his guests, asking how they got there, and
why they came, as usual. As the knights speak to the
king, they see he is shivering.

Awareness. (Success = You see a pool of blood
beneath the king’s couch. Critical = It is still drip-
ping through the couch.)

The king is not suspicious; he welcomes the
knights and invites them to share his dinner. At his
command, tables are brought out and laid with rich ta-
blecloths. White salt and white bread are put around.

Awareness [three rolls]. (Each success brings one
of the following to the knight’s attention: 1. three
pretty women standing to the side, looking very sad;
one of them is bald, another has very short hair, and
the third has long hair; 2. Another sad woman, bru-
nette, who neither speaks nor smiles; 3. A young girl,
perhaps six or seven years old, strikingly beautiful,
dressed in rich robes.)

The visiting knights are shown to the high ta-
ble, sitting in places of honor near the reclining king.
The king lowers his head, as if to say grace. A bell
chimes lightly, and a door opens on the side of the
chamber. A procession enters. It is so strange that
the visitors are struck temporarily dumb.

At the front walks a handsome, solemn boy carry-
ing a white lance. From its tip drips blood which runs
down the pole, across his hand, and onto the floor.
Two boys follow, each carrying a golden candelabrum
inlaid with black enamel, with ten candles burning
brightly on each. Next comes a beautiful maiden who
bears a silk pillow, upon which sits a golden cup whose
radiance is greater than that of the 20 candles. Finally,
another girl comes carrying a silver trencher. A beau-
tiful odor, unidentifiable, wafts across the hall.

Religion. (Success = This is a singularly sacred
place; gain a Love [Cauldron of Inspiration/Holy
Grail] passion of 3d6. Critical = If pagan, you know
this is the Procession of the Cauldron of Inspiration;
if Christian, the Procession of the Holy Grail. Gain
a Love [Cauldron of Inspiration/Holy Grail] passion
of 3d6+3.)

The procession passes between the couch and the
fire, then exits out the other side. The hall breaks into
talk. The knights see that their place is laid with their
favorite foods. The little girl comes and chats happily
with the king, who does his best to reply. He is now
too busy to talk to the knights, who are free to specu-
late among themselves if they are not awestruck.

Intrigue. (Success = You learn that the king was
wounded by Balin, the Knight with Two Swords,
years ago. He had been considered invulnerable
because he was the paragon of virtue. However, his
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wicked brother convinced him to adventure in the
realm of Romance, and he sullied his perfect life.

THE QUESTION

The secret of the Procession is whether or not the
visitors ask the correct question. Many variants exist:
“Grandfather, what ails thee?” or “Whom does the
Grail serve?” Other alternatives are “How may I help
you, King?” and “What is the Secret of the Grail?”

Players may know that this act is one of the so-
lutions to the Grail Quest, and they may wish their
knights to ask the right question. Players may be ar-
gumentative about this. If they are, simply remind
them that their character must be in the correct state
of mind and soul to ask the question successfully. If
necessary, remind them of this story from Perlesvaus
(one of the stories of the Grail Quest):

Sir Gawaine finds his way to the castle. He had
already talked to Percival and knew what was going on.
When he gets there, some of the guests, described as age-
less young grandfathers, recognize him and say things
like, “You will remember to ask, won't you?”

“Yes, yes, absolutely,” says Gawaine.

Then, when the procession passes (“Remember to
ask, now,” they say again), three drops of blood fall to
the floor; suddenly, Gawaine is transfixed by an insight
into the Mysteries of the Trinity and cannot speak. (The
young grandfathers groan and weep.)

For player knights to succeed where Gawaine fails,
they must succeed at the correct virtue, skill, and pas-
sion rolls. Three tests are critical. Demand them from
players who wish to ask the questions, or who have at-
tributes of 16 or more in all three of the requisite stats.

Religion. (Failure = You are not in the right state
of mind to ask. Success = You almost say the right
words, but you remain in a deep trance, hypnotized by
the power; you cannot speak the words, but gain 100
Glory. Critical = You may attempt the next roll.)

Pious. (Failure = You are not in the right spiri-
tual state to ask. Success = You are transfixed by the
immensity of the sacred situation and fall into a rever-
ent silence; you cannot speak the words, but gain 100
Glory. Critical = You may attempt the next roll.)

Love [deity]. (Failure = You are not in the
right emotional state to ask. Success = You are over-
whelmed by a revelation of Divine Grace and nearly
swoon; you cannot speak the words, but gain 100
Glory. Critical = You are the fated one who knows
the requisite question and actions, and are able to
speak and perform them.)

If the healing question is not asked by anyone,
then dinner is finished; the king groans mightily and
excuses himself, and is then carried on his couch from

the room. The three women, noticed earlier, wipe up
the bloody pool with the many tears they weep. The
feast finishes, rather gloomily, with a priest reading
from the Bible.

If a knight successfully asks the question, King
Fisherman smiles, and gives the appropriate answer.
The Gamemaster should ask the player which question
he asks, and have the player speak the words aloud.

e Question: What ails thee? Answer: My grief is
multiple: The ghastly wound I bear grieves me. The
sin that caused my wound grieves me. But these are
not the worst sorrow, which comes from the negli-
gence which outsiders have shown to me. But you
alone, of all the outer world, has shown me compas-
sion, and [ welcome you now, Healer!

e Question: Whom does the Grail serve? Answer:
The Grail serves the Grail King. And the Grail King
serves all of us, mankind and the rest of the world.

e Question: How may I help thee? Answer: Your
question alone has been the help which I have await-
ed, O Healer. The attention and concern of the outer
world has been that which I needed for help.

e Question: What is the Secret of the Grail? An-
swer: The Grail has no form nor shape, except that
which we need to bring us onward and outward to
find peace and wholeness in the world.

As he speaks, King Fisherman swings his legs
over the side of the couch and sits up. He is ready
to be cured. As everyone watches, the knight who
spoke takes blood from the lance and rubs it across
King Fisherman’s wounded thigh. The color returns
to the king’s face. He is healed. The inhabitants break
into celebration. The asking knight gains another 700
Glory, making it 1,000 total for passing the three tests
and healing the Grail King. If he has a Love (Caul-
dron of Inspiration/Holy Grail) passion, he also gains
+2 to that passion, up to a maximum of 20.

If the army of the King of Castle Mortal is still
outside, King Fisherman immediately orders his mar-
shals to muster the army. He invites the knights to
help. The army of the Castle of Joy follows its king
out to fight the forces of darkness.

Go to “Battle of the Plains of Joy.”

DamMe BRISEN’s ProPOsAL

This occurs only if the player knights have failed
to ask the appropriate question of the king.

After the feast, when King Fisherman has been
carried away, Dame Brisen approaches the player
knights. “Your visit here has been in vain. You have
not healed the wound of King Fisherman. You can
never enter this castle again except by the grace of

God. Soon the allies of the King of Castle Mortal
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the physical resurrection
of the Virgin Mary. In this
way, the Goddess will re-
enter the world, and bring
about the return of the pa-
gan mysteries.

However the Holy Grail
is viewed, some things
are certain — itis a vehicle
for the divine life force, the
Grace of God or the Bless-
ing of the Goddess, which
bestows blessings upon
all who work for it, Chris-
tian, pagan, or agnostic.

If the pagans are un-
convinced and plot evil
against the residents,
they are ultimately tossed
out. The Gamemaster
must decide how far he
wishes things to go. If the
whole party agrees to flee,
then playing out a secret
escape might be fun.

Otherwise, a drugged
wine or a sleep spell by
Dame Brisen can send
them out of the adventure:
They wake in the Waste-
lands, with equipment,
and find their way home,
for now Out of the Story.
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will arrive to assault us for the last time. His devil
weapons will make our walls into dust, the hordes of
screaming savages will crawl over each other’s corps-
es to mount the walls, and evil knights will trample
all beneath their iron boots.

“The king will be killed, I will be raped and killed,
and young Elaine...” She sighs. Ask players to make a
Love (family) roll, and gain a check to it if successful.

“If that assault succeeds then all Britain, per-
haps all the world, will be laid waste. Kingdoms will
fail.” Players roll Loyalty (liege), and gain a check to
it if successful.

“Hate will rule everything” Her speech reminds the
knights of their loves. Players roll Love (amor) or Love
(wife), if they have it, and gain a check to it if successful.

“One other chance exists, if some brave men will
strive to achieve deeds for the good of all mankind.”

She looks expectantly at the knights. Some may
volunteer right away. Of the others, ask who has just
gained at least two checks: Those knights also go,
driven by their emotions. Anyone who made only
one check may choose either to go on the mission or
to get a Cowardly check. If someone did not imme-
diately volunteer and either made none of the three
checks or opted for the Cowardly check, he is asked
to leave them now. He goes to his chamber, falls
asleep, and is Out of the Story; he wakes days later,
with his equipment, near his home.

To those remaining, Dame Brisen explains, “We
know who some of the allies of the King of Castle
Mortal are. Some of them are good men, some of
them are brutal but just, and others are motivated
by greed. Our hope is for you to go to them and con-
vince them, one way or another, that they must not
attend to Klingsor’s needs and demands.

“A further need exists: that our kinsmen be no-
tified that the battle is here and they must come with
as many troops as possible. The enemy preparations

Note: 1t is currently one year later than
the year when the knights entered this sce-
nario. If they notice now, you can confirm
their queries: yes, time has passed. If they
do not notice, you can display the fact gradu-
ally after they leave Faerie. Perhaps they are
asked their opinion of the latest rumor of
court, of which they know nothing. If they
arrive someplace where they were expected,
perhaps home, the knights learn they were
gone for a year or more.

will be complete soon, and the attack will surely
come at Midsummer’s Day next year.

“Finally, any new allies you can bring to us will
be a tremendous boon. Do you have vassals to bring
us?! Will your lords send an army to help? Do you know
any great barons, or perhaps King Arthur himself?

“Of these three things, first you must make sure
our kinsmen and allies know to come, and most impor-
tant is Alain le Gros. Second, dissuade our enemies, for
among them is the Unjust Foe who bears the wounds of
our defeat. And thirdly, try to bring us more outland-
ers. We place that priority last, for we think that only a
certain type of person can come into our land, and an
army of uninspired murderers is not that type.

“Will you vow by the Holy Grail to fulfill these
tasks, to your best ability, so long as it shames ye
not?” asks Brisen.

We hope everyone agrees.

The visitors are shown to their sleeping cham-
bers. The beds are marvelous, and every ache of the
saddle, armor, and wound is gone. Everyone rests amid
pleasant dreams. If someone tries to stay up to stand
guard or to make a tryst, they find it impossible.

The next day they all awake, amid the Waste-
lands, sleeping on the ground. Everyone’s armor,
horses, squires, and equipment are nearby. Saddle-
bags are filled with food and water casks. All wounds
are healed, including those needing chirurgery.

ADVENTURE: SEERING ALLIES

The characters travel about seeking to enlist allies
for King Fisherman and/or discourage his opposition.
The players may decide how they wish to do this. The
accompanying map shows where these people are.

Problem: Although the player knights were
given a list of three things to do to help, the lim-
ited time imposes restrictions that are advantageous
to the Gamemaster in controlling how much gets
done. The time limit also lends a sense of urgency to
the task. The allies/enemies being sought are going
to insist on protocol being followed, and will not be
rushed into making their decisions.

The encounters are given in an order that pres-
ents a clear story for knights to follow to discover
places and meet people they do not know. They do
not need to be told exactly where they are on the
map until they figure it out for themselves by finding
well-known landmarks (probably Catterick first).

Players may choose to split up, making each un-
dertaking a separate task. This will cause the game to
disintegrate into many separate one-on-one adven-
tures wherein the Gamemaster and single player run
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through the events of one knight while the others go
off on their own.

The Gamemaster must decide how to handle
this, but it is not necessarily a bad way for things to
go. The biggest problem in separating is getting the
knights back together for the climactic scene. The
best solution is to remind the player knights to de-
termine a meeting place for them all after they have
finished their individual tasks.

Glory: Knights get 50 Glory for each ally whom
they convince to lend help, and 100 Glory for each
enemy they convince to stay away.

LEAVING THE WASTELANDS

The knights can travel from the Wastelands in
whatever direction they wish. They camp the first night
onadeserted ridge, and when they wake they see that the
valley below them has a rich manor house, with smoke
idling lazily from the breakfast fires of many village
houses. Upon descending into the valley, the knights
can learn from the peasants that this is the holding of
Lord Eurain, a powerful and independent lord.

Lorp EuraIN

Lord of Brandigan, 4,280 Glory

Reputation: Cymric, pagan. A peaceful, law-
abiding warlord who once paid homage to the Duke of
Cambenet, but has not seen his liege for many years.

Home: Brandigan Castle.

Found: In castle, performing usual landlord duties.

Army: Bodyguards, 2 knights and 5 foot; house-
hold, 4 knights and 15 foot; vassals, 6 knights and 25
foot (2-week muster).

Other Important Persons: Eurain’s young neph-
ew Mabonagrain.

Enemies: King Balor.

General Reaction: Sir Eurain is not moved to
help at first. However, if no one thinks to recite to
him the list of foes, he asks. When he hears that
King Balor is helping the King of Castle Mortal, Sir
Eurain reacts with great anger, for he hates King Ba-
lor. He will gladly go and fight with all the men he
can muster, and claims to know the way.

Sir Eurain asks who else the messengers seek,
and says that no one knows where some of these men
can be found any more. Alain le Gros has not been
seen for many years. Sir Lamorak and the White
Knight are probably off adventuring, though they
could also be at Arthur’s court. However, Baudwin
of Britain can be found. He gives directions to get to

Sir Baudwin’s holding of Castle Blanc, in Roestoc:
Sir Baudwin should be there.

To CasTLE BLANC

After crossing a ridge, the trade road leads to a vil-
lage where it meets the King’s Road from Eburacum to
Carduel. Player knights who frequent the passage may
recognize Barnards Castle where the roads join. The
old knight-lord of the castle tells them where they are.

Players can choose their rate of travel on the
road. As the player knights travel through western
Malahaut, the Gamemaster should pay attention to
the date and local events.

For instance, if the player knights set off in Year
515 (as suggested in the default chronology), then
they are traveling through this area in 516. Roestoc,
Lindsey, and Eburacum are all war zones in which
Arthur fights the Saxons. The area should be pre-
sented as being on alert, perhaps recently raided, and
certainly dangerous. Player knights should be given
the chance to quit the quest and join Arthur’s army,
if they prefer — Galahad will be along to complete
this quest in time, anyway.

If the quest is undertaken in a different year,
check to see what similar events might occur.

BAuDWIN OF BRITAIN

Bishop and Knight of the Round Table, 9,876
Glory

Reputation: Cymric, Christian; a fierce and proud
warrior, a fanatical warlord more than a Christian.

Home: Blanc Castle.

Found: Hunting in nearby woods. If this is 516,
he is at his castle or riding patrol.

Army: Bodyguards, 6 knights; household, 16
knights and 60 foot; vassals, 16 knights and 120 foot
(2-week muster).

Enemies: Duke Brunor of the Long Isles (Hate 15).

General Reaction: Baudwin practices his faith in
Christ the Warrior with diligence. If he can, he sum-
mons all the soldiers of his realm to aid King Fisherman.

If this is 516, then Bishop Baudwin is caught in
a dilemma because Arthur has ordered him to stay in
Castle Blanc and harass the Saxons in Roestoc. Af-
ter he is told of the request to help the Castle of Joy,
Baudwin asks the knights to remain one more night
while he decides. The next day, he declines, saying
that his loyalty to Arthur is more important than
to the small castle of a holy man who has never paid
homage to the High King. He reminds the knights
that they have a loyalty to their lords, too, and that
they should probably be at war with the Pendragon’s
army now, somewhere in Lindsey.

Leave player knights to discuss this, to make up
their own minds where their duty lies. If they decide to
help Arthur, the Gamemaster must play the rest of the
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RomeoLp Moor

Time: Anytime.

Setting: Rombold Moor
is a few miles south of the
town of llkey. 1t is littered
with ancient stones of ev-
ery description: cairns,
mounds, barrows, enclo-
sures, circles, and so on.

Characters: Rombold
the Giant.

Problem: Rombold (use
the standard giant in Pen-
dragon, Appendix 2) is
tough and malicious, and
raids nearby lands regu-
larly.

Solution: Slay the mon-
ster.

Glory: 50, plus that
gained for defeating the
giant.
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scenario by ear. Perhaps the players are all Out of the
Story. Maybe they can help the Pendragon, and con-
tinue their quest on time. Maybe they are on their way
when messengers come telling of Arthur’s victory.
Bishop Baudwin also has a clue about where
Alain le Gros can be found. In Etroite lives the lord
of that land, who can get them to Alain le Gros if he
wants to. If he does not want to co-operate, though,
there is nothing to be done about finding Alain.

LEEDS

On their second stay in Leeds, on their way to
find Alain le Gros, the player knights meet a famous
knight.

Heraldry, +18. (Success = He is a de Gales knight.
Critical = It is Sir Lamorak, one of the knights you
are seeking!)

Sir LAMORAK DE GALES

Round Table knight, son of Sir Pellinore, a pre-
eminent adventurer. 18,000 Glory.

Reputation: Cymric Christian, a Chivalrous
knight and a great fighter. He, like his father, loves
to hunt.

Home: None (he wanders).

Found: At the King’s Court or on the road.
Lamorak always challenges strangers to joust with
him, for love, before giving his name.

Army: None.

Other Important Persons: His brothers, Tor,
Aglovale, and Dornar.

Enemies: The (likely still unknown) murderers
of his father.

General Reaction: Sir Lamorak is eager to hear
the news, and alarmed at the proposition. “The King
Fisherman is a relative of mine, and I will get my
brothers and go to aid him. What other instructions
do you have?”

After hearing about Alain le Gros, the knight
says, “He also is a kinsman of mine, but I do not
know where his home lies. If Baudwin sent you to
Etroite, try there. I must go where I know my broth-
ers are. But in the name of knighthood, I ask you to
bring a message to the daughter of the lord of Etroite.
My thanks to you, good Sirs.

“Tell the daughter named Isabel that I, Sir Lam-
orak the son of Pellinore, have seen the Knight of the
Silver Axe, and he is well. Give her this ring, which
is a token he gave to me for this purpose.”

LESTROITE

The bishop’s directions are reinforced by Lamorak’s,
and as long as at least one of the knights’ party makes a
Hunting roll, they reach Ilkey without incident.

Ilkey is a town with a problem. The residents tell
of a giant named Rombold living to the south, and
whom they would like removed. The people say their
good lord, Govier of Etroite, has refused to send any
more of his men against it.

However, to pursue the adventure of “ROM-
BOLD MOOQR?” (see sidebar) will probably take one
or more of the player knights Out of the Story at this
time. The knights should plan to return to kill it
some time in the future.

Lorp ofF ETROITE

Lestroite is a small land that occupied what appears
to be a pass through the Pennine mountains. Several
towns are barely connected by a half-hidden trade road
that winds up and down steep hills, among rocks and
through bare vales, and across unbridged streams.

The knights must travel as if exploring new ter-
rain, taking a —3 modifier to Hunting rolls for its be-
ing hilly. If everyone fails, they miss the turn-off for
Etroite, and travel until they find a downhill road
that overlooks a wide forest in the distance: the Per-
ilous Forest.

The knights must turn around and find their way
back with another successful Hunting roll. Etroite is
a palisaded town with a stone tower that stands be-
side a swift and narrow mountain river.

Awareness. (Success = The people are reacting
with fear at your arrival; everyone is dashing for cov-
er as a bell starts ringing in the town.)

By the time the player knights reach the town,
a half-dozen average knights, backed by a score of
footmen, are on the walls ready to meet them. Lord
Govier (a notable knight) does his own talking. He
is cautious, but not hostile. Govier identifies himself,
then inquires as to the names and business of the
visitors. He invites the riders inside, and the usual
hospitality follows. Govier will not be rushed, but
takes his time talking to the knights.

Awareness. (Success = You can see that both
the footmen and the knights are poorly armed and
armored, the knights wearing only 10-point Norman
armor. Only Lord Govier is better equipped, with 12-
point reinforced chainmail.)

Accommodations for the player knights are in
a small guest house near the stone tower. A larger
house holds Govier’s hall, where a simple but bounti-
ful country dinner is served. Isabel, the young daugh-
ter of the lord, is present at the dinner, serving as
chief steward, quietly efficient. No wife is apparent.
Govier is hospitable, but more interested in news
outside the land than telling what is going on with
him. (In fact, nothing is going on here anyway.)
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Intrigue. (Success = A maid says that Lord Govier
has never paid homage to King Arthur; the last ruler
here was killed in battle years ago, fighting Arthur. Crit-
ical = The Knight of the Silver Axe is Isabel’s lover.]

After dinner, Govier asks if there is something
that the knights want from him besides hospitality.
Now is the time for the knights to ask him to take them
to Alain le Gros. The news from Lamorak, from the
Knight with the Silver Axe, ought to be told first. It is
such good news to the daughter that her father is taken
aback, but suddenly becomes friendly, for he hasn’t seen
his daughter this happy in five years. For this gift, he is
willing to grant whatever boon the knights want. They
should then ask for passage to find Alain le Gros.

If the knights ask for passage first, it is refused.
But after they tell the daughter the news from Lam-
orak, she is so overjoyed that her father relents and
offers to show the knights the way to Alain.

Govier tells the knights to be at the riverside at
midnight on the next dark New Moon, where he will
meet them and see to their travel arrangements.

Up River

At the appointed place and time, an old woman
arrives with a flute, and she and a couple of men with
drums begin making music. A bunch of other people
sing raggedly along. Govier joins in, and leads a pro-
cession to the river, where he throws a carved log
into the water. They continue to sing.

After an hour or so, a large raft, big enough for
the knights and their squires and horses, appears on
the river, moving swiftly up stream. It glows a pale
green, and is piloted by a tall, slim man with flowing
beard and hair.

“Get aboard,” says Govier, “and it will let you off
upriver. You will see a path going over the crest of the
mountains. Follow it, and at the end is Ka’amalot,
the castle of Alain le Gros.”

The knights should board. The boat moves
swiftly upriver, leaving the people still singing far be-
hind. The night is dark, the shapes along the river-
side are shapeless, and the journey is short. After the
knights disembark, the boat continues swiftly upriver
and disappears. Dawn will come in a few hours.

Ka’amalot, at which the knights arrive just after
dawn, is a shell keep, with a flourishing town nearby.
Fields and herds can be seen all across the distant
valley. The approaching knights are met not with
fear or hostility, but with curiosity. A peasant runs to
tell their lord the news.

ALAIN LE GROS

Lord of Ka’amalot, kinsman of King Fisherman.

7472 Glory.

Reputation: Cymric, Christian; a mighty warrior,
excellent lineage; has never fought against Arthur.

Home: Ka’amalot.

Found: At his castle.

Army: Bodyguards, 2 knights and 4 foot; house-
hold, 6 knights and 30 foot; vassals, 12 knights and
80 foot (2-week muster).

Other Important Persons: Brothers, lively wife.

Enemies: King of the Moors (Hate 20).

General Reaction: Alain le Gros is a kinsman
of King Fisherman, and will go to the aid of Castle
of Joy with as large an army as possible. Likely, he
realizes that it must be his household only, for it is
probable that time is running short.

Alain and his brothers are thankful for the news
of the coming battle, and they offer the player knights
whatever supplies they need to continue their journey.
Alain regrets that he cannot bring them with him to
the Castle of Joy himself, but he hopes that Lady Brisen
explained the reasons, for he, a simple knight, cannot.

Alain’s wife suggests that the Wild Damosel
might be able to lead them, however. Alain responds
that returning to Turning Castle is too much for
knights to be expected to do.

Pride. (Success = You protest, saying that you
(at least) can be expected to do the extraordinary.
Didn’t you get here...?)

Alain agrees, and explains about the Wild Damosel:
“Westward from this place lies the Land of Dangereux,
whose king is a fierce warlord who has never paid hom-
age to King Arthur. He has a powerful army and a great
castle, and he is so fearless that he hunts regularly in the
Darnantes Forest, where fabulous creatures roam.

“The King of Dangereux has a wild daughter
who has sold her soul to the ancient forest, and for
years wandered mad and naked, covered with mud
and sores. She is still called the Wild Damosel. She
knows everything about every forest, and is a great
druidess. If you do not mind putting your immortal
souls in peril, you can ask her for help.

“I have been told that you can call her if you put
a loaf of bread upon a certain painted rock and ask
for help from anyone who is listening; she will come
after a week or two, and ask what you want. She will
tell you what she wants to be paid, if she will do it.

“I can give you plenty of bread, if you wish, and
have my hunter show you the way to the hill fort. Tell
her you want to go to the ‘Turning Castle. Don’t call
it the Castle of Joy.”

THE WiLD DAMOSEL

Alain’s huntsman leads the knights down from
the mountains to a wide, unsettled plain. A single
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hill, topped by an ancient hill fort, Ingleborough,
stands alone. The hunter points out the painted
stone, asks a final time if they want to return with
him to safety, then departs.

Good Christians will not perform this ritual. In-
different or bad ones can participate, with the same
effect that pagans have. It must be done every day for
aweek. On the eighth night, a woman wearing a long

brown cloak, sitting atop a small black pony, waits at
the sacrifice rock. She sits silently as it is done, and
then answers and asks what the knights want.

The knights ought to reply that they want her
to take them to the Turning Castle. She thinks for a
few minutes, then says, “I can do this, but the price
is high. I will ask you to do something for me in the
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future, and you must pledge yourself to do it, as long
as it does not bring you shame or dishonor.”

Assuming the knights agree, the journey goes
without problem. Travel is done only at night, and
everyone is forced to ride close together by the Wild
Damosel. The first night the party passes a ghostly
castle. At midnight, at a raging river, they come to
the Devil's Bridge, where (says the Wild Damosel)
her grandmother tricked the devil into making the
beautiful bridge in return for nothing. “Now, be cau-
tious,” she says, “because this is the Darnantes For-
est, where fabulous creatures roam.”

Gamemasters may make this trek as exciting
and dangerous as they wish, or they can just speed
through, with the knights traveling at night and
spending the day resting beneath a stand of twisted
oaks, where a flock of ravens nests. Knights should
stand watch.

After dark the next night, the Wild Lady leads
the knights to a cliff, where carved into it are steps.
“These are Faerie Steps,” she says. “Tread carefully,
and lead your horses.” The climb is not high, but it is
tricky for the horses, and takes hours. The moonlight
is bright — it is a full moon tonight.

They enter a valley, and the Wild Lady urges every-
one to ride quickly. Her own pony seems faster than it
ought, and the knights follow her as she gallops through
a wide, wasted land. In the moonlight, fallen houses,
decaying forests, and rotted fields of grain can all be
seen. A castle is visible down in the valley, its roofs
fallen and dark. They dash through a town, its church
burnt, houses scorched. Corpses litter the roadside in
places. Another castle, in the middle of a wasted city, is
visible to the left. Hills loom ahead. The Wild Damosel
leads the knights among them, where they shelter in an
unnatural cave cut into a large mound.

Finally, after they have stopped again, the Wild
Damosel says, “Tomorrow you will go on your own. |
can take you no further. This is exhausting and deadly
for me now. [ ask you now for the payment which I de-
manded: tell King Fisherman that I brought you here,
and sent you to him, and what you promised me, and
how I collected it. That is all. Tomorrow you will ride
north, and with Goddess’ blessing find what you seek.”

THE WASTELANDS

The next day, the Wild Damosel sets off, riding
south. In the sunlight she looks wan and tired, but
bright-eyed. She is prettier than any of the knights
had noticed during the night. She says only, “Fare-
well,” and departs.

The knights view a wide wasted land to the
north. Trees are leafless, the grass is brown, and

the brush is naught but lifeless branches. The only
movement is a pillar of dust rising to the northeast.
Northward movement intersects with the pillar of
dust around noon. It is a small column of riders.
Heraldry, +4. (Success = It is the White Knight

and his retinue!)

THE WHITE KNiGHT

Mystery knight, 4,250 Glory.

Reputation: Cymric, Christian; a knight of
overwhelming piety and humility, who recently ap-
peared at Arthur’s court; if this occurs in or after 523,
he is now leader the Knights of the Temple of the
Grail, established in that year. He never lies.

Home: Unknown (often a resident of Arthur’s
court).

Found: He is marching towards the center of
the Wastelands. He has heard the news, and he not
only knows the way but can lead any army there.

Army: Bodyguards, 6 knights and 18 foot.

Other Important Persons: After 523, his Tem-
plar knights (1d6 are with him).

Enemies: All enemies of the King Fisherman
are enemies of the White Knight.

General Reaction: The White Knight claims
that he is kin to King Fisherman and dedicated to the
quest of freeing the castle. A black column of smoke
is visible, far to the west: “It is the Turning Castle,”
says the White Knight grimly. As the army marches,
another column of dust becomes visible, closing on
them. At nightfall, the two groups close ground.

Heraldry, +1. (Success = This is a kinsman of
Sir Balin. Critical = It is Sir Bavid, Balin’s youngest
brother.)

Sir Bavid and his party recognize the White
Knight as well. Challenges go forth, and Bavid claims
to be seeking justice by attacking King Fisherman,
who slew his kin. The White Knight and his men
are agitated at this. Some of them urge an immediate
attack. The White Knight's virtue prevents it until
further negotiation ensues.

Players may remind the White Knight that they
had been told to enlist this man’s aid to help King
Fisherman. The White Knight happily gives the player
knights a chance to talk to the knights of Sauvage.

SIrR BavID OF SAUVAGE
Knight, brother of Sir Balin. 1,250 Glory.
Reputation: Cymric pagan; a good knight.
Home: The Tower of the Boar, somewhere in
Sauvage Forest.

Found: Bavid and his men are on their way to
avenge the death of their kinsman, Sir Balin, the
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Knight with Two Swords. They heard that he was killed
by King Fisherman and seek to attack the murderer.

Army: Household 2 knights, 19 sergeants, and
35 foot. All are kinsmen of Balin or their retainers.

Other Important Persons: None.

Enemies: King Fisherman (mistakenly).

General Reaction: Bavid feels an obligation to
avenge his famous kinsman, who was, he believes,
killed by King Fisherman. Bavid can be convinced
that he is mistaken only by discovering the truth.
The Gamemaster may remind the players that they
know the truth, having seen Balin’s tomb and heard
the story from Princess Alis. At least one knight
must take an oath that he is stating the truth. All
knights who do so must also attempt Honest against
Bavid’s Suspicious (value 11); just one knight’s suc-
cess is enough to convince him.

If the player knights fail, then Bavid declares
them his enemies, but departs until the Battle of the
Castle of Joy is joined.

If he is convinced, he and his retinue are thank-
ful, willing to assist the player knights’ efforts. In fact,
he seems relieved. They join their force to that of the
White Knight, and keep riding to battle.

Either way, the forces of the White Knight and
the player knights reach the Castle of Joy that night.
The White Knight, as leader, reports to the King
Fisherman. He is acknowledged formally, and then
the King Fisherman says, “Welcome home, son.” He
motions to Brisen and says, “Bring a throne for my
son, Eliazar”” The White Knight sits next to his fa-
ther for the rest of the proceedings.

King Fisherman calls forth the player knights
who carried the messages. They are asked to tell their
stories, and all the knights who participated in any
part of the tale each get 100 Glory.

A tally of people shows that Brandigan is here,
as is Alain le Gros and Lamorak de Galis. Also, oth-
er lords and kings whom the player knights do not
know are here. The courtyard is full of troops.

Anyone who needs healing gets it.

Secret: Bavid is in fact the Unjust Foe who can
bring down King Fisherman. He must be convinced.
No one in the game should know this fact.

TuwaARTING ENEMIES OF KING FISHERMAN

The second part of Brisen’s request is unlikely
to be attempted, so less detail is given for these ac-
tions. However, it is best to be prepared for surprises.
[Designer’s Note: In my campaign, the King of the
Marshes was killed!]

Also, the information here is useful for the up-
coming Battle of the Plains of Joy.

Duke KunGsor

King of Castle Mortal, Lord of the Enchanted
Forest; an Evil knight. 15,000 Glory.

Reputation: Cymric, Evil Christian; Klingsor
was once a good knight, but was overcome by envy
and grew evil enough to attack the sacred castle of
his own brother.

Home: Castle Mortal.

Found: Klingsor can be approached only in his
camp during this scenario; his guards are vigilant
and bring all intruders to their king.

Army: Bodyguard, 6 fomorians, 6 famous
knights, 25 foot; household, 25 knights, 125 foot;
vassals, 100 knights and 5,000 foot. He has also mus-
tered many human and nonhuman allies.

Other Important Persons: Klingsor’s guests, his
allied kings, are present.

Enemies: King Fisherman (Hate 39), whom he
strives to destroy, along with his followers, kinfolk,
friends, and memory.

General Reaction: Klingsor hates King Fisher-
man and everything that he stands for. He seeks to
own the mystic Grail for himself, and allows nothing
to stand in his way. He is cruel and relentless, with-
out mercy or chivalry.

GuineBAUT

King of the Marshes, Lord of Roestoc. 5,600 Glory.

Reputation: Saxon Christian (prefers Saint
George, who slew Jormungand).

Home: Conisbrough Castle, Roestoc.

Found: Guards watch all known approaches,
and conduct visitors directly to the castle to be inter-
viewed by the King.

Army: Bodyguard, 2 knights, 1 sergeant, 10 foot;
household, 5 knights, 10 sergeants, 50 foot; vassals, 5
knights, 15 sergeants, and 50 foot.

Other Important Persons: Court officers.

Enemies: King Arthur (Hate 16); kinsmen of
those whom he has conquered, especially Alain le
Gros (Hate 18).

General Reaction: The King of the Marshes is
tempted by the promise of booty, but feels uneasy about
working with Klingsor. However, his hatred for Alain le
Gros is greater than any other passion, and the King of
the Marshes promises to abandon Klingsor if Alain le
Gros will meet him directly in battle instead.

CarADOS

King of Escoce. 7,500 Glory

Reputation: Pict, pagan; a young king, but wily,
not foolish.
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Ring Carados

Home: Inverness.

Found: Inverness Castle.

Army: Bodyguard, 2 knights, 6 foot; household,
20 knights, 50 foot, 100 Picts; vassals, 50 knights,
300 sergeants, and 800 Picts.

Other Important Persons: Court officers.

Enemies: King Arthur (Hate 06).

General Reaction: King Carados is in this for
the money, and he knows better than to trust the
mad Duke Klingsor. He listens to reason and finally
offers to refrain from fighting against King Fisher-
man for a payment of a mere £1,000.

Duke Brunor

Irish knight, sea raider; 4,500 Glory.

Reputation: Irish Christian; a big, violent, ruth-
less knight.

Home: Castle Pleure.

Found: Brunor sails the Irish Sea, raiding and
visiting his many strongholds. His holdings have no
outer guards, and treat all visitors hospitably. Gentle-
men traveling with ladies must obey his custom of
the Ladies’ Beauty Contest.

Army: Bodyguard, 4 knights, 4 foot; household,
8 knights, 12 sergeants, 20 foot; vassals, 8 knights, 12
sergeants, and 200 foot; several ships.

Other Important Persons: His wife (APP 21).

Enemies: King Arthur (Hate 06).

General Reaction: Brunor can be convinced
simply by means of a successful Pious roll (by a Chris-
tian knight) opposed to his Just (value 6).

THE KNIGHT OF THE DRAGON
King of the Out Isles, and of the Atecotti. Glory
6,600.

Reputation: Pict pagan; a ruthless, cutthroat
leader of the pirates.

Home: Castle of the Elephant (“Kisamul”), on an
island in the bay of the Island of Barra in the Out Isles.

Found: On a ship raiding someplace in Pictland
or Ireland.

Army: Bodyguard, 2 knights, 10 foot; house-
hold, 15 knights, 100 foot; vassals, 30 knights, 500
foot; a few ships.

Other Important Persons: None.

Enemies: All non-Picts; all non-heathens.

General Reaction: Scorn. He tries to capture
the knights and hold them for ransom; if successful,
negotiations and collections require two years.

BaLor

King of the Fomorians. 20,000 Glory.

Reputation: Faerie, pagan; King Balor is the
Lord of Monsters. He is a misshapen giant; the fomo-
rians, creatures like their lord, are his subjects.

Home: Monster Isles.

Found: The hidden Monster Isles cannot be
reached by normal means. However, Balor has a pa-
vilion set up on the Plain of Joy, outside the castle.
Anyone who approaches his camp is stopped by
guards and brought to his pavilion.

Army: Bodyguard, 6 small giants (Awareness
20); household, 6 average giants and 25 hobgoblins;
vassals, 25 giants and monsters, plus 500 foot (all
goblins and wild Picts).

Other Important Persons: Many lesser mon-
strous lords serve Balor.

Enemies: King Balor hates everything that is
good.

General Reaction: King Balor is a wily and expe-
rienced interrogator. He questions each of his visitors
closely about their attitudes, loyalties, motivations, etc.
At some point, he asks a critical question of each knight
— the precise text of the question and answer can be
ignored, for only the intent of the reply is important.

The Gamemaster should ask each knight wheth-
er he will be honest or deceitful in his answer. Then
he must make an opposed resolution against Balor’s
Deceitful (value 23). Winners and losers of the reso-
lutions know they won or lost, and that their oppo-
nent was lying or telling the truth.

Balor extracts as much money and goods as he
can from each knight in return for his promise not to
fight. Collection must be immediate. Balor then vio-
lates each promise and fights against King Fisherman
anyway. All efforts to deal with him prove pointless,
the knights having been cheated.
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B ATTLE OF THE PL AINS OF ] oY also using the Grail (in its incarnation as the Caul-

. . ‘ . dron of Inspiration in her ceremony).
The Plains of Joy are in the Faerie land of Lis-

teneisse (i.e., the Wastelands), just to the east of the
Castle of Joy.

Before the battle, mass is held for all Christians in
the church, led by a hermit priest from the wilderness.
The court and ramparts are full of people who are par-
ticipating in the ceremony. The hermit uses the Holy

Hence, whichever their faith, any player knights
present who have a passion of Love (Cauldron of In-
spiration or Holy Grail) may attempt a roll with a +5
modifier for inspiration in the coming battle.

Length of Battle: 8 rounds

Battle Size: Large

Grail as the chalice for the mass. In the garden on the Commanders

other side of the keep, simultaneously, Dame Brisen Alain le Gros (Battle = 23). However, he is criti-

leads a blessing ceremony for any pagans, miraculously ~ cally inspired by his Love (Holy Grail), so he doubles
his Battle skill to 46.

Plaing of Joy Battle Tables

The unique nature of the Battle of the Plains of Joy warrants these special tables. Use them in place of
the similar tables in the Pendragon rulebook, Appendix 4: Battle.

Plains of Joy Random Lnemy Table

1d20 Roll Result
1-3 Worthless infantry (use poor-quality infantry stats, Appendix 1)
4 Poor infantry (use bandit stats)
5-6 Pict warriors
7 Irish raiders (use archer stats)
8 Armored infantry (use royal guardsman stats)
9 Pict knights (use young knight stats)
10 Mercenary knights (use average knight stats)
11 Atecottiraiders (use Saxon chieftain stats)
12 Orkney knight (use notable knight stats)
13 Goblins and/or hobgoblins (see Appendix 1)
14-16 Trolls (see Appendix 1)
14 Fomorians (see Appendix 1)
18 Giants (use small giant stats)
19 A leader of any of the above. Roll again (re-rolling 19s or 20s) to find specific opponent; add 5 to
all skills, 1d6 to damage, and 2 points of armor.
20 Duke Klingsor and fomorian bodyguards
Plains of Joy Nelee Loents
3d6 Result Modifier Event/Situation
3 -10 You are seriously outnumbered”
4 =5 You are outnumbered
5 =5 Enemy pushing forward
6 (triple 2s) -2 Player battalion retreats”
6 +0 Could go either way
7 +5 Enemy is confused
8 +5 A shaft of bright sunlight illumines the area
9-12 +5 Nearby allies outnumber nearby foes
13 +10 Enemy is confused
14 +10 Nearby allies greatly outnumber nearby foes
15 +10 Enemy unit falling back
15 (triple 5s) +15 Enemy battalion retreats”
16 +15 An enemy leader falls nearby
17 +15 Enemies are fighting against each other!
18 +20 Celestial host showers enemy with flaming arrows”

“1gnore these results if they are generated by a lone knight currently acting as a unit; roll again until you get a suitable result.
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Duke Klingsor (Battle = 25). However, he is in-
spired by his Hate (family), so he gains a +10 modifier
to his Battle, for a total of 35.

Modifiers

Grail forces outnumbered 2-1: -5

The Fight

Round 1: First Charge. Normal. The drums of
the monster army start to beat, and the horns of the
Grail army ring out.

Rounds 2—4: Normal.

Round 5: The forces of the King of Castle Mor-
tal have little faith in the face of determined adver-
saries, so they turn and run.

Round 6: Pursuit is possible, but Alain le Gros
orders no pursuit. The last clouds blow away.

After the Battle

Victor: Alain le Gros. Indecisive Victory.

Plunder: Most everything left behind by the in-
vaders is burnt by the soldiers of the Grail Castle. How-
ever, King Fisherman rewards all player knights with
gold and precious items worth fully £50 per knight!

Glory: 45 per round, x2 for being outnumbered.

All good knights, living and dead, are brought
to the castle. The wounded are treated, and the dead
are left in the Grail Chapel overnight. They are giv-
en the choice to be brought miraculously back to life,
but only under the condition that they may never
leave the Castle of Joy.

Brisen explains: “This place is not like the rest
of the world. It is a sacred place where unique mar-
vels exist. These relics cast their power about us in a
ring of protection that shields us from all unworthy
eyes. Now that we have thrown back the darkness,
thanks to you, the shield grows stronger against the
unworthy, like our foe, Duke Klingsor, yet still allows
our allies and helpers in.

“Perhaps you may find your way back someday.
Most important, some day our savior — who will
fully heal the King Fisherman — will come as well.
[Of course, this last assumes that the player knights
have not already healed the Fisher King.]

“Moreover, this combat has brought a great
challenge and blessing upon the realm of Britain.
Now that we have secured victory, the Enchantment
of Britain will grow rapidly. Now the realm of Arthur
can rightly be called the Kingdom of Adventure, and
he the King of Adventure. Bring him word of this,
knights, that everyone may rejoice.”

Glory: 100 for participating in the battle and
bringing this word back to Britain.

CoONCLUSION

Many people depart the Castle of Joy after the
battle, including the following:

The Dame of Cart: The bald woman the player
knights saw in court earlier, along with the short-
haired and longhaired women, departs leading a
cart, upon which are the heads of many dead. They
are encased in lead or gold. She does not speak of
them.

The Maiden Who Would Not Laugh: With her
goes a dwarf, intending to lead her to King Arthur,
where she will work and keep watch for the coming
of he who will heal the Fisher King.

The departing player knights go with the dwarf
and the silent girl. The journey is short, and as they
travel they see the realm blooming again with super-
natural quickness. They find themselves, around sun-
set, at Castle Penrith. This is a holding of the Duke of
Cambenet, and stands along the King’s Road. From
here, the players are back in the normal world.

Post-Scripts

Klingsor had been working great magic against
the Castle of Joy, but it backfires so that his own
realm is blasted to become a wasteland. He becomes
the Lord of Evil, who masterminds plots against Ar-
thur from his hidden realm.

Getting back to the Turning Castle or the Cas-
tle of Joy is extremely difficult, if not impossible for
the player knights. The route they once followed no
longer leads them to the Other Side. The people who
helped them before are not available, or are less will-
ing now. Even if the Grail Castle turns up again, it is
likely to be in a different place. Such is the wonder
of the Other Side.

Knights may wish to return to the faerie maids
in the City of Glass. It can be reached in the same
manner as before, crossing the sword bridge to Mer-
lin’s Island, and from thence into Faerie and the City
of Glass. Whether their paramours are still there
is up to the Gamemaster, who may wish to play an
adventure in which the knights search for their la-
dyloves — or to condemn them to the roll of the
“fairy-struck,” fated never to get more than a glimpse
of their hearts’ desire.

It might have been noted that the King of Roes-
toc did not show up at the battle: This is because he
learned that his enemy, Alain le Gros, was going to
be absent from his home and took the opportunity to
sack his castles and plunder his lands.
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ANDALUSIAN
CHARGER

The Andalusiancharger

is a warhorse somewhat
bigger than the usual char-
ger, hence able to deliver
more damage with a lance
charge. Andalusians are
bred in Spain, originally,
and thus at first are found
in regular use only in
Gaul, though as the Pe-
riod progresses they are
often found in France. As
a result, notable French
knights, or those who
adventure in France, are
likely to be mounted on
Andalusians.
S1Z 36, DEX 17, STR 32,
CON 12; Move 8; Armor
5; Unconscious 12; Major
Wound 12; Knockdown
36; Hit Points 48; Healing
Rate 4; Damage 7d6.

180

Chapter Siy
Conquest Period:
519530

King Arthur has come to the attention of the
international community.

HistoricaL COMPARISON

The king, in his warring against France, must be
compared to Henry V of England, for Agincourt oc-
curred the same year that Thomas Malory was born,
and the king, who died so tragically just seven years
later, was fondly remembered by everyone in those
years. His dates do not fit the historical Period scheme,
of course, but the comparison can not be ignored.

Your CAMPAIGN

This Period embarks upon another large-scale mili-
tary campaign, a way for player knights to reap huge
amounts of Glory from great battles and to see the world.
Characters back in Britain perform military duties and
may still finish adventures from the Boy King Period.

Povrrics

Britain, united, is a powerful political entity.
Certainly if he musters his entire army and collects
his considerable treasury, High King Arthur would
be able to carry his conquests off his island. Before
him, Constantine did it with success, Macsen Wledig
without it. Thus, most of the contemporary kings of
great nations send him a welcome, just to be polite.

But Rome, puffed up with delusions of empire
and self-assurance, sees Britain instead as a source of
income. They provoke a war against King Arthur that
leads him to a conquest with few historical precedents.
Arthur expands his realm to include the continent, ul-
timately fighting against the mighty Roman Empire it-
self. Like other Britons before him (including, of course,
Constantine the Great), Arthur, with the help of God,
prevails and is anointed Emperor by the Pope.

Note that the eastern areas of Britain have been
somewhat reorganized in this Period, yet the people
maintain much of their previous tribal integrity.

Whnat's NEw

Some standards and practices in the Conquest Pe-
riod advance slightly once again. Still, if something’s
not mentioned here, it doesn’t yet exist at this time.

EqQuipMENT

The following equipment is currently available.

Armor: Reinforced chainmail (12-point), worn
with a closed helm, is still the best armor available,
but many styles of helmet become available as well.
This heavier armor becomes more common now,
though, so that all but the poorest knights will gen-
erally wear it.

Weapons: Medium crossbows become widely
available about half-way through this Period. These
are military weapons requiring skill to maintain and
repair, so they are not found among mere peasants or
robbers, but among specialized mercenary troops.

Horses: Andalusian chargers (see sidebar) be-
come known, but are normally the possessions of
only wealthy knights, or those who perform high fa-
vors for their wealthy lieges.

Customs

Chivalry remains the latest meaningful custom
to be introduced.

HEeRALDRY

The heralds and marshals of the army check
to make sure that every knight is carrying his own
unique coat of arms. Now that coats of arms are be-
coming much more common, it is quite possible that
knights will discover someone else with their coat
of arms.

However, this is only a problem if the knights
are from the same kingdom. If they are from different
kingdoms, then the duplication is only apparent, not
actual, because the king is the fount of all his nobles’
heraldry. If from the same kingdom, the matter can
be adjudicated by deference to heralds, petition to
the king, or by duel of honor.

A knight’s arms cannot be borne by anyone
other than the knight or his immediate family. Cer-
tainly they can not be borne by any commoner for
any reason. Thus, if someone, say a sergeant, had a
shield with a knight’s coat of arms, then the knight
has the right — nay, obligation! — to make the var-
let remove it and not in the future use it or anything
that might be confused with it.

THE GReAT PENDRAGON CAMPAIGN



CLoTHING, ARMS AND ARMOR OF THE CONQUEST PERIOD

CASTLES

Note that the castles of France are generally less
advanced than those of Britain, while those of Italy
are more advanced.

By the time King Arthur’s army is departing for
the continent in this Period, the custom of making
chimneys becomes common in newly made keeps,
greatly improving the standard of life inside these
buildings. Chimneys are almost certainly included in
any new castles built after this time.

TroOP TYPES

This list ranks the available troops of the times,
from best to worst. The number in parentheses indi-
cates the actual number of individuals, used only to
calculate the relative size of a battle.

Rich knight (3)
Ordinary knight, Saxon berserk (2)

Poor knight, sergeant, Saxon warrior, armored
foot soldier, Italian crossbowman (1)

Hobilar, foot soldier, Irish kern, Cymric warrior (1/2)
Pict warrior, bandit (1/5)
Peasant (1/10)

Crapter Six: ConQuest PEriop: 519—530

NORTHERN BRITAININ 519

Alclud (Dunbarton): This is a British city in
Strangorre. Its king still holds the ancient Roman
charter that established his authority and the laws
of his forefathers.

BENOQIC: This northern kingdom is of tribal
Picts from the lowlands. Their nobility do their best
to imitate the feudal lords of the south in style, weap-
onry, and way of life. The biggest settlement is at Pil-
grim Castle (Dundee).

CAITHNESS: Caithness is the northernmost
part of the island, past the Highlands, exposed to
harsh northern weather. Three Pict tribes share this
land in a loosely formed kingdom that no longer pays
homage to anyone.

Caledonian Forest: This is the mysterious
northern forest that shelters marvels and bandits. It
is in northern Lothian and fades into the Grampian
Mountains farther north.

Dal Riada: This is half of an Irish kingdom, the
other half being across the sea. It is ruled by King
Conall. It occupies the Long Isles.

Dolorous Garde: Dolorous Garde is a large,

gloomy castle haunted by copper giants and the dead.
(See the adventure of “DOLOROUS GARDE.)
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In canonical tales, Lancelot is the man destined to
cleanse it, and after he liberates it the king gives it
to him as a gift. It is renamed “Joyous Garde” and
becomes the center of the de Ganis clan’s activities,
an incredibly wealthy and beautiful palace.

ESCOCE: This is a Pictish kingdom, its strong-
hold at Inverness.

Eskdalemuir Forest: This is a large forest that
stretches in a northwest to southeast swath from
eastern Gorre to Rheged.

Gallowey: Gallowey is the lowlands west of Gorre.

GARLOTH: Garloth is a northern kingdom of
British, and includes the city of Windesan and the
castle of Joyous Garde.

GORRE: Gorre is a large kingdom, much of its
broad expanses empty. Mostly hills and mountains,
its tribes are nonetheless loyal to the king. The king-

dom includes the lands of Gallowey and the castle
of Gaiholm.
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Grampian Mountains: Steep mountains north
of the Caledonian Forest and Hills, beyond which are
the Highlands.

Hadrian’s Wall: A Roman fortification of ancient
times that once kept the northern barbarians out. Now
it is in ruins, though portions are kept up and inhabited
by intrepid defenders and Roman ghosts.

Highlands: Nine tribes of Picts find refuge and
safety in these mountains, relatively untouched by
Rome before or Britain now. They raid their neigh-
bors and do whatever they wish in their mountain
steadfastness.

Inverness: This is the castle and largest settle-
ment in Escoce. The hills all around are full of an-
cient memorials, altars, and grave mounds; and the
king is the heir to those monumental dead.

Joyous Garde: See “Dolorous Garde.”

Kismul Castle: This is the home fortress for the
barbarous Atacotti. It is the only thing approaching
a castle in all the Out Isles.

LONG ISLES: The Long Isles are the island and
peninsular communities of Kyntyre, Islay, Jura, and
the smaller islands. These communities are all Irish,
part of Dal Riada.

LOTHIAN: The most powerful northern king-
dom, straddling the Firth of Forth. It includes Maid-
en Castle and Stirling, both castles.

Maiden Castle (Edinbruth): This is a castle and
city in Lothian.

Newecastle: A castle and town in Nohaut.

Orcanie: This is the largest settlement in the
Orkney Islands; “city” would be a flattering description.

Orkney Islands: A cluster of islands north of
Caithness, with Orcanie its major settlement. They
are ruled by King Lot at first, then his wife Margawse,
then by Ketil Flatnose, the Lochlannach chief.

OUT ISLES: The Out Isles are harsh, tree-cov-
ered wild lands. The Atacotti people who cling to
life there are free from the world of men, but sub-
ject instead to the world of storm, yet they persevere.
Their fortress is Kismul Castle.

Pilgrim Castle: This is the largest fortification
and settlement in the Kingdom of Benoic. A large
part of the population are foreigners, while the rest
are native Picts.

Sorhaute Castle: This is a handsome, well-forti-
fied castle in Surluse. It is a favorite of Duke Galeholt
while he is in power.

Southern Uplands: The Southern Uplands are
mountainous hills, wild and thinly populated. In
general, this geographic region corresponds with the
Kingdom of Gorre.
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Stirling: This castle in Lothian is one
of the great strongholds of the kingdom.

STRANGORRE: The kingdom
of Strangorre is generally a tributary to
Lothian or Gorre. It centers around the
castle and city of Alclud.

SURLUSE: This peninsula of land
juts out into the Irish Sea. Upon it is
Sorhaute, a beautiful castle.

WESTERN ISLES: These include
settlements on the many peninsulas of the
northwestern coast, as well as those on Skye,
Rhum, and other islands thereabouts.

Windesan: Windesan is the largest
city, with a castle of course, in Garloth.

YEAR 219

Court

Arthur’s court is held at London.

SpeciaL GUESTS
Many de Ganis refugees

New Rounp TABLE MEMBERS

Sagremor le Desirous

Dodinas le Sauvage

The Brown Knight of the Wilds

The White Knight is offered a seat,
but refuses it (he’s the first to do so)

Note: Player knights who distin-
guished themselves at the Battle of Ba-
don may well be given a seat to replace

any Round Table knights killed there.

Gossip
“Oh, thank God for our blessings!

The Saxons will never come again. |
heard there isn't a man alive among
them, and I say good riddance!”

“It seems everyone was a hero there. So
many people qualified for the Round Table
that our queen has instituted the Queen’s
Knights to hold the overflow of deserving
chivalry. Many knights have already been
asked to join, and only one has refused.
Who? Why, the White Knight, of course.
He says, “The Holy Grail is my lady.”

“Those poor fellows from Ganis! Their
kings, who once came and helped Arthur at
Bedegraine, have been killed. Their wives
and children have disappeared. Many of
their best men have come to stay with us.”
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“Poor fellows, indeed. They can stay at my place
for a while if they need to. Bad luck or not, have you
ever seen such sweet-talking men? And they play
harp and sing like they teamed it from birth.”

“I hear King Arthur is planning to make a new
city of his own. The site is not selected yet.”
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NEews

Kay: “With the additional income from the
conquered lands, the High King is securely estab-
lished with rich lands. He does not have to rely upon
his vassals for income.”

Brastias: “The Picts and Irish have been active
in the northlands, and are going to attack Alclud
soon. The army is going there, surely.”

RovaL CONVERSATION

A royal inquiry is being held to investigate the
site for a new capitol city. Anyone who wishes to
present a potential site should speak to Sir Bedivere.

INTRIGUE

The King of France has conquered the lands of
Ganis. King Arthur feels terrible about it, but is un-
able to send assistance for the refugees. No overlord
from the lands has survived, nor their heirs.

EVENTS

The conquered territory for last year’s conquest
of the Saxons at Badon is divided among the survi-
vors. All unlanded knights receive a manor, and all
landed knights receive additional lands equal to half
their current holdings.

Furthermore, for every round in which a player
knight scored a critical success at Badon, he is award-
ed another £1 of annual income from various sources.

AncLIA UPRISING

Already rebellion brews among the Saxons of
Anglia. They kill some tax collectors and rob mer-
chants. Of all the conquered people, they seem the
most troublesome. No one understands why.

Duke Hervis viciously clamps down upon them
again.

BATTLE OF ALcLUD

Believing Arthur to be unable to respond after
his losses at Badon, the Irish and Picts again attack.
Arthur brings a small army, including Saxon merce-
naries, and moves to the battle. Upon his approach,
the besieged natives also sally forth to help him.

Alclud is located in the north, in the Kingdom of
Strangorre, on the Firth of Clyde on the western coast.
The city is also called Dunbarton (“City of the Britons”).

Length of Battle: 4 rounds

Battle Size: Large

Commanders

King Arthur (Battle = 19)

King Gilmaurius (Battle = 18)

Modifiers

Arthur has superior troops: +5
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The Fight

Round 1: The First Charge is against Saxon
footmen.

Rounds 2—4: Normal.

After the Battle

King Gilmaurius escapes and returns to his
kingdom of Dal Riada in Ireland. The Picts flee, but

reassemble nearby at Loch Lomond.
Victor: King Arthur. Decisive Victory.
Plunder: £3 in goods
Glory: 45 per round, x2 for Decisive Victory.

BattLE oF LocH LomonD

King Arthur leads his army in a surprise march
against the Picts in their own land. He surprises them
at an inter-tribal meeting and forces a battle.

Length of Battle: 2 rounds

Battle Size: Medium
Commanders

King Arthur (Battle = 19)
Brudram (Battle = 17)

Modifiers

Arthur has superior troops: +5
Arthur outflanks his foe: +10

Picts have high ground: +5 (for them)
Picts are hemmed in: =5 (for them)
The Fight

Round 1: The First Charge is against footmen
with great spears.

Round 2: Normal. Many Picts manage to break
through Arthur’s lines, routing and diving into the
Loch to swim to one of the 60 islands on it. Pursuit is
possible, but only for one round.

After the Battle

Victor: King Arthur. Indecisive Victory.

Plunder: £2 in goods

Glory: 30 per round.

PLUNDERING THE PicTS

Arthur stations his army to make sure the Picts
do not escape the islands. Most do not, and eventu-
ally they surrender. Arthur imposes nominal tribute,
insists on their friendship, and extends an offer to
entertain them at his court.

However, Arthur also sends part of his army to
plunder other Pict lands. Gamemasters should treat
this occasion as they did the Saxon conquest in
Chapter 4 — anyone who succeeds at a Hate (Picts)
roll must go forward and plunder mercilessly.

Each knight receives 1d2+1 libra for each of the
following experience checks (in this order) he is will-
ing to take: Vengeful, Selfish, Cruel, Arbitrary.
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The monks who live among the Picts, trying to
convert them, come to Arthur and beg for mercy for
their people. Arthur grants it and sends word to his
men. Knight characters may, if they wish, be released
from their impassioned plunder at this point.

They can also opt to continue, getting an auto-
matic Dishonest check for pretending they did not
get Arthur’s orders in time. If they do continue, then
they receive another 1d2+1 libra for each of the fol-
lowing experience checks that they are willing to
take: Deceitful, Worldly, and Indulgent.

VISITING SiTES IN PicTLAND

Prophetic Eagles: Loch Lomond has 60 streams
that feed it, but only one that goes out to the sea; it
also has 60 islands on it, and each island holds 60
crags, upon which are 60 eagle nests. Once each year,
all the eagles gather to the Rock of Prophecy, where
wise men and women ask them questions. When a
thing is to come true, the eagles all cry out together.

The Old Wall: There is another great Roman
wall here, a hundred miles past Hadrian’s Wall. It is
much more ruined and dilapidated than the south-
ern wall. In its time, it could not serve its purpose.

Square Lake: Nearby is the Square Lake, though
no one knows whether it was shaped by man or by
Nature. It is 20 feet on a side, but only 5 feet deep.
Four kinds of fish live in it, and each is found in only
one of the comers.

Crristmas COuRT

Royal: “Those northerners are certainly a hardy
lot to live under those conditions! But always let us
remember, they are our kinsmen! Cymri all!”

Salisbury: “A couple of years without warfare
will allow the county to thrive!”

SpeciIAL WINTER PHASE MODIFIERS

Because of the fighting, the following counties suffer
the following modifiers to Starting Bad Weather rolls.

Strangorre: Land was raided (+1d6)

YEAR 520

Below are listed the events and highlights of cam-
paign year 520 A.D. At age 28 this year, King Arthur
is a vigorous young man, every bit the Warrior King.

Court

Arthur’s court is held at Carduel.

SpeciaL GUESTS

Several Irish and Pict kings, prisoner-guests of
the High King, awaiting the arrival of hostages.
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Site HistoRy:

CAER GWENT
Ludor Rous Hudibras
established the first city
here 99 years before Romu-
lus established the city of
Rome. At that time, it was a
hill fort protected by a great
earthwork. Thelater Britons
called it Caer Gwent, which
means “White City”; in
Latin, it was Venta Belgae,
chief city of the Belgae, the
fiercest of the Celtic tribes
before the Roman Empire.
It was the home of the
Belgae King Cymbeline and
his sons Guiderius and Ar-
viragus. King Arviragus is
best known by the name
the Romans called him —
Caratacus, who so valiantly
resisted the Romans but
was conquered. Afterward,
the Emperor Claudius adopt-
ed Caratacus into his family
when his daughter Gewissa
married the British king.
Caratacus was subse-
quently allowed to return
to Britain and reign again
from this city, which was
then called Venta Bel-
garum, rebuilt in the Ro-
man fashion. His daughter
Claudia wedded the noble
senator Pudens, both of
whom are mentioned by St.
Paul, in his Second Epistle
toTimothy (IV.21), asbeing
Roman Christians. Clau-
dia taught her faith in Brit-
ain, and Lucius, the great
grandson of Caratacus,
was the first Christian king,
not only in Britain, but also
inthe world. Lucius was the
last tributary Kking of this
country, for afterwards Ro-
man proconsuls ruled the
conquered land until the
emperors abandoned it.
After the Romans left
Britain, Venta was again
more often called Caer
Gwent. 1t declined in im-
portance for a century.
Even before the Saxons
conquered it in 508, it was
largely abandoned, and
they did little to populate
it. The Saxons called the
city Winchester. It was one
of many such ruined cities
liberated when Arthur con-
quered the Saxons after
the Battle of Badon in 518.
In decline since then, it
has been chosen by King
Arthur as the site of his
future capital.

186

New Rounp TABLE MEMBERS
Lamorak de Gales

Gossip

“The Questing Beast was seen crawling over the
marshes in Avalon. It had a broken spear in it, and
Sir Gawaine thought that meant Pellinore had slain
it, but instead Sir Pellinore was found nearly dead!”

“Yes, well, I know for a fact, dearie, because I
took care of him. He loved my soup. And I know that
he is, umm, better now. As... umm... as good as ever.”

“Hmph, you mean as randy as ever. Have you
ever met anyone so good at making sons? All those
warriors, and what, no more than one little girl?”

“Pellinore is just horse sweat and bed sweat. It takes
more than that to make a man. You look at Sir Marhaus,
there, won't you? He is all the figure of a fine gentleman,
so mannerly that I blush when he talks to me. You don’t
see him bedding down the common property...”

“Well, dearie, I do not see him making you blush
much, either...”

News

Kay: “It is certainly enlightening to see the re-
sults of Gawaine’s pledge to help women, don’t you
think? I've seen seven women passing through this
court, each with child, and each endowed with a
healthy income from Gawaine’s holdings. I guess he
respects some parts of women more than others.”

Griflet: “The Saxons in Anglia are pretty se-
rious about their rebellion. We won’t give them an
inch, you can be sure. I've sent the duke a thousand
mercenaries to help out.”

RovaL CONVERSATION

It seems that all our foes have succumbed now
to our power. We can enter into a new era of peace
and prosperity.

INTRIGUE

The site for the new city has been selected: Caer
Gwent (Winchester), an ancient city of the Britons.
The king is going to rename it Camelot and keep his
court there.

EVENTS

Caer Gwent has been largely abandoned since
the coming of the Saxons, and is generally quite run
down. Arthur sends an army of hired men to recon-
struct the city and build his grand palace. He hires
the best engineers to oversee the work.

Gamemaster’s Note: Whether or not the player
knights are present for it, be sure to note the occur-

rence of the event “TALKING EAGLE” (found at
the end of this chapter) sometime this year.

AncLA UPRISING

Again this year, a revolt breaks out in Anglia, with
Saxons killing many of the duke’s men and driving out
the Cymric settlers with fire and steel. The duke reacts
with severity, but is driven into his castles.

When Arthur’s army approaches, the Saxon
rebels, commanded by Gorwin, withdraw and collect
at the fortress of Guinnon.

BattLE OF FORT GUINNON

Length of Battle: 2 rounds

Battle Size: Medium

Commanders

Griflet (Battle = 22)

Gorwin (Battle = 17)

Modifiers

Griflet outnumbers his foe: +5

Griflet has superior forces: +5

The Fight

Saxons in a walled city: DV = 12.

Griflet spends three days negotiating with the
Saxons and beating upon their fortress with siege
equipment. Duke Hervis insists on leading an assault
with his knights on the fourth day, and with great
support of all types, he does. It is successful, and his
men seize the gate and let the mercenaries in. The
mercenaries sack the city mercilessly.

After the Battle

Victor: Griflet. Decisive Victory.

Plunder: £12 in goods.

Glory: 30 per round, x2 for any who participate
in the assault.

SIR YVAINE KNIGHTED

Sir Yvaine, the son of King Uriens and Morgan
le Fay, is knighted in Gorre. His parentage causes
many people to maintain their distance from him.
He travels to Arthur’s court with his parents.

MiLITARY ADVENTURE IN IRELAND

The Irish King Anguish of Leinster has already
feudalized his kingdom to considerable extent, thanks
to his in-laws of the Ganis family of Gaul (Aquitaine).
However, his rivals inside the kingdom loathe him for
this modernization, and those outside fear him. His
foe, the High King Muircheartach (pronounced Mwer-
chart-ak), prepares a huge attack on Leinster. Thus King
Anguish comes to Britain to seek help against them.

King Arthur listens carefully, but he is unable to
go. Nonetheless, he gives permission for the king to
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hire some British knights if they wish to go with him.
King Anguish takes his request to various courts, and
promises landholdings in return for service.

The Gerald family provides the pre-eminent re-
sponse. They are led by Gerald of Striguil (a castle in Es-
cavalon), who is called Gerald Crosshbow, his son and heir
Maurice, and his brother the monk Gerald of Cambria.

These men land in Ireland with a small army to
help King Anguish. The battle is short but the mount-
ed knights against unarmored warriors are a huge sur-
prise and make for a decisive victory. The High King
is defeated, King Anguish is secure on his throne, and
he gives many estates to the Geralds along the border
with his enemy. Many more British customs are subse-
quently accepted in Anguish’s land.

Note: Gamemasters wishing to have player knights
involved in these events in Ireland might wish to pur-
chase Pagan Shore, by John Carnahan, a Pendragon sup-
plement available from DrivehruRPG.com.

Crristmas COuRT

Royal: “While we are glad that the rebellion
has been ended, we are distressed by the horrible loss
of life to the citizens of the city. They were British
citizens being held against their will by Saxon rebels
and they should have been protected, not murdered.
We have admonished Duke Hervis and dismissed the
mercenary captains guilty of this.”

Salisbury: “The city of Camelot is going to be
a great boon for us, you know. We are just a few days’
ride from it, and I am sure the king will be granting us
money to fortify and rebuild our cities even more.”

SpeciAL WINTER PHASE MODIFIERS

Because of the fighting, the following counties suffer
the following modifiers to Starting Bad Weather rolls.

Anglia: Land was raided (+1d6)

YEAR D521

Court

Arthur’s court is held at Caer Gwent, future site
of Camelot, for the first time.
SpeciAL GUESTS

King Uriens, Queen Morgan le Fay, and their
son Sir Yvaine
New Rounp TaBLE MEMBERS

Gabheris de Orkney

Gossip

“Ooh, Camelot will be quite a palace, won’t it?
I never thought that men could build so fast. It is al-
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most enough to make me think Merlin’s demons are
working on it at night, though they could never have
raised a church so quickly! Have you seen the ‘little
church’ yet? It is the size of Saint Paul’'s! What will
the cathedral be like? And that keep and wall: don’t
you wish every lord in need could put one up so fast!
The royal city already has more grand halls in it than
all of London. And I cannot believe the measure-
ments for that Round Table Room — are they going
to hold tournaments inside it too?”

“It can’t be Merlin, though. He is gone again, sleep-
ing they say now. Everyone said dead before, but now
they say sleeping. Those big spells really wear him out.
Why do all the women who work magic appear so young
and beautiful, and all the men get old and worn?”

NEews

Kay: “Those de Ganis knights are certainly
strange, no! Imagine making poetry! It makes me
wonder about them, you know?”

Griflet: “We are going north this time. The Pict
kings are holding a great gathering to make plans to
conquer us like they tried in the old days. If you don’t
like to walk for glory, though, don’t answer the muster.”

Gawaine: “Something happened over in the
court of France, I have heard. It seems that two royal
dependents, probably hostages if you ask me, got into
a quarrel with the king’s son, and in the fight killed
him! The king was going to execute them, but they
escaped. A druid told me they were turned into dogs
to get away, if you can believe that.”

RovaL CONVERSATION

The old practices of warfare must not be fol-
lowed within the realm of Britain. I know that it

Ray
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is necessary for knights to have war, but from this
time onward it is necessary to wage only a chivalrous
battle against other vassals of mine.

Plunder of the commoners is forbidden. Soldiers
must be paid wages and that is all. In fact, if the leaders
can just fight it out against each other, or perhaps ap-
point champions, that it is so much the better for us all.

I plan to create a vast collective brotherhood of
all knights who wish to follow the ways of chivalry.
Members will swear to me, as their liege lord, yet in
every other way be their own lord’s man.

INTRIGUE

Arthur’s plan to obtain the liege oath of all
knights is brilliant. It bypasses all the noblemen who
might be troublesome and ties the knights directly
to the king.

Chivalric Siege

After the fighting in Fort Guinnon, King
Arthur is publicly dismayed at the wanton
plundering of one of his own cities by his own
armies. He recognizes that war is inevitable,
but he sincerely wishes to protect the lives of
his subjects (and, as a side benefit, ensure fu-
ture income from each conquered land).

He declares that henceforth within his realm
he will require that the Chivalric Siege be used
whenever there is war between his subjects.

Therules are as follows:

- a besieging army may isolate a castle by
siege, seeking victory through starvation and
deprivation to the resident.

+ a besieging army may assault a castle
or city, and attack with full force, but may not
Kill non-combatants; nor may they burn down
or otherwise destroy buildings, crop fields, or-
chards, vineyards or other sources of income.

- besieger or besieged may offer individual
combat to resolve the battle; combatants agree
to obey the rules of chivalry in this combat.

- the besieged agrees to surrender if he is
not relieved within 90 days after the siege is
fully enforced. Encroachment is determined by
the besieged, who may still be able to get sup-
plies and men into the castle.

- a surrendered city agrees to pay a “plun-
der tax” to the victor equal to 1/5th the total
value of the city at the moment of its surren-
der. (In questions of value, the royal treasury
workers will determine value.)

EVENTS

This year, Morgan le Fay plots to kill her broth-
er, the High King, in a series of interrelated events.
The source for these events is Malory 1V, 6-16. The
Gamemaster might wish to read it if the explana-
tions here seem scarce and he or she wishes to have
enough data to run the scenarios with player knight
involvement.

THE King 1s MissInNG!

Location: Anywhere in Logres

King Arthur is missing! He went hunting with
his men, but failed to return. King Uriens was lost
too, but mysteriously appeared in his chamber in the
morning, and knows nothing. Everyone is sent out to
search for the king.

Morgan le Fay is responsible. Her magic confus-
es everyone in the woods, and her half-brother, the
king, spends a miserable night in the forest.

A1 THE CASTLE OF SIR DaMAS

Player knights might witness this fight, where-
in King Arthur battles Sir Accolon, who is armed
with Excalibur. The king is an excellent fighter, yet
against the Sword of Victory, he would be slain but
for the intervention of the Lady of the Lake.

Sir Accolon is killed. Arthur is badly wounded,
but victorious. He is taken to a nearby monastery.

Player Hook: The Lady of the Lake’s role might
be taken up by the player characters.

Pursuit or MORGAN

King Arthur, asleep at the monastery and heal-
ing, has his scabbard stolen by Morgan le Fay. He
realizes that she was the one who betrayed him to
Accolon, and he leads his men in pursuit. They al-
most catch her, but she and her entourage disappear
amid a field of standing stones. (In fact, she makes
them all appear to be the standing stones.)

Arthur suddenly realizes that this event is the
first of the prophecies of the eagle Eliwlod (see the
event “TALKING EAGLE” at the end of this chap-
ter): “You will almost die, and then find yourself lost
among a field of stones.”

TrHE CLOAK

A few days later a maiden comes from Morgan le
Fay bearing a beautiful cloak, which she says is a gift
for Arthur, given as a token to beg his forgiveness for
his sister. Morgan admits she made a grave error, and
has sent this beautiful gift to make up.

Arthur almost puts the cloak on, but at the ad-
vice of the Lady of the Lake he makes the maiden try
it on first. She immediately bursts into flame and dies
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a horrible death. Arthur repeats his banishment of
Morgan to eternal exile for her continued treachery.

King Uriens, still at court, swears that he knew
nothing of his wife’s machinations. Arthur restates
his trust of Uriens, who is held blameless. But King
Arthur, still greatly angered, says that he cannot trust
the son of his wicked sister, so he banishes Yvaine
without further word. Angry and hurt, Yvaine de-
parts. (Arthur does gain an Arbitrary check.)

Gawaine, Yvaine’s cousin, protests that this is a
very unjust action on the part of the king and states
that he will accompany Yvaine during his unfair ex-
ile. Arthur is sorry for his hasty words, but holds to
his pronouncement.

Later, the Lady of the Lake comes once again and
explains that this has all been due to the machina-
tions of Morgan le Fay, who is trying to kill her brother.
Morgan arranged the hunt where Uriens and Arthur
got lost, she arranged for Arthur’s imprisonment, she
stole Excalibur and exchanged it for a phony, and she
sent the cloak as another attempt to murder the king.

AUTUMN: THE TRIPLE QUESTERS

Sir Gawaine and Sir Yvaine are joined by Sir
Marhaus, a famous Irish knight, and the three of them
go questing in the Forest of Arroy. They each go off
with a maiden, and agree to meet back in a year.

Source: Malory IV, 17. Gamemasters are urged
to read these tales as being examples of the types of
quest that knights may go upon. They are relatively
simple and straightforward.

GaLenoir Leaps DaL Riapa

Sir Galeholt is an ambitious noble who has lived in
exile in Britain for many years. He is the son of a knight
named Sir Bruenor, who had been exiled years earlier
by King Gilmaurius to a lonely castle on the Bay of Car-
diff. As an ordinary knight, Sir Galeholt supported and
fought for King Arthur. In time he earns great wealth
and renown, and forges a loyal household of followers.

This year, Sir Galeholt has hired Cambrian ar-
chers and mercenary knights from Malahaut, and
also many Irish warriors. He invades Dal Riada and
defeats the Irish king Gilmaurius there, and then be-
gins accepting the homage of the native Irish tribes.
Whoever in the kingdom does not comply is chal-
lenged to a duel and defeated individually; if they
hide, their clan is defeated in battle.

Galeholt begins to build a strong base for a fu-
ture kingdom.

Pictisn CaMpAIGN

Sir Griflet leads the army on a tremendously unsuc-
cessful campaign through the mountains of Pictland.
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The knights prove useless except as a lure to attract am-
bushes, and to protect the base. The great commander
of the army meets his match in guerilla warfare.
Gamemaster’s Note: This could be where Ca-
dor departs, and then Griflet takes over the army!

Crristmas COuRT

Royal: “We are alarmed and concerned by the
treachery of our sister, the Queen Morgan. But de-
spite her sorcery and treachery, no harm has been
done, and the realm remains blessed and good.”

Salisbury: “I am content.”

SpecIAL WINTER PHASE MODIFIERS

None.

YEAR 522

Court

Arthur’s court is held at Camelot again this
year.

SpeciaL GUESTS
The Lady of the Lake

New Rounp TaBLE MEMBERS

None noted.

Gossip

“Morgan le Fay won't be back to this court. I
knew she was a bad woman — who could have so
many lovers and stay good (giggle) — but I wouldn’t
have believed she was evil if I hadn’t seen that trea-
son here in this court. Unbelievable! And I cannot
imagine that King Uriens will allow her back into his
court (or his bed), either. Did you see how angry he
was that his son was outlawed? And he isn’t mad at
Arthur anymore, either.”

“Have you heard about the adventures in Arroy?”

“No, but it’s said that Merlin is sleeping. A
knight from Malahaut heard a voice when he was in
the marshes of Maris. It came from beneath a clear,
shining pool. It was Merlin, who said he was going to
sleep there until Britain needed him again. The Lady
of the Lake spoke to the man and did not say he was
lying. I think that it’s true, and that the wicked Mor-
gan le Fay has put the wise old man to sleep.”

NEews

Kay: “Yvaine is such a hothead. He and Gawaine
are two of a kind — probably some bad combina-
tion of the cold blood of northern kings with the hot
blood of Ygraine’s daughters. They ran out of court
so fast that King Arthur never had a chance to call
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them back. By the time King Uriens brought some
sense to Arthur, the young men were long gone. Can
you imagine them now, sitting somewhere in the cold
by a campfire, angry and not knowing they are wel-
come back here? What ninnies.”

Brastias/Griflet: “This ‘Companions of King
Arthur’ notion is a brilliant idea! Look at all these
eager fellows willing to work for the King. The whole
land benefits from a wise king like ours.”

RovaL CONVERSATION

King Arthur’s Companions will be sworn in for
the first time this spring, and in the spring of every
year hereafter. This is a great voluntary fellowship,
with high ideals and lofty goals. It is bigger than any
one man, and even bigger than a king.

Morgan le Fay is an outlaw from this court for
crimes of high treason. It is a felony against the High
King to aid or befriend Morgan in any way. All her
lands are declared forfeit to the crown.

INTRIGUE

During her escape, Morgan managed to dispose
of King Arthur’s magical scabbard, which kept his
wounds from bleeding. Even though most people did
not even know about this secret, the King was natu-
rally very disturbed.

EVENTS

Player knights can decide whether they wish to
join King Arthur’s Companions or not. If they do,
they get an extra 100 Glory for being among the first
group to do so. Membership is generally open, as long
as the candidate exhibits a general desire to act chiv-
alrously, and does not have a reputation for churlish-
ness, dastardly deeds, or other unknightly behavior.

CompANIONS OF KING ARTHUR

King Arthur’s ideals become increasingly popular,
and he wishes to create a way to recognize and honor the
many knights who flock to serve him. Of course, he has
to maintain the Round Table as an elite establishment,
so he establishes the Companions of King Arthur.

The king holds an annual swearing in for his
companions. Each Pentecost, the Companions’ Oath
becomes part of the regular proceedings. The knights
take an oath to uphold justice, to be chivalrous, and
to obey the king.

Afterward, someone who has taken the oath can
properly claim to be “Arthur’s man,” even if he has an-
other liege or is the member of another organization.

Membership: Membership is entirely voluntary.
However, an entire college of examiners is eventually
created to test the knights on their worthiness.

Duties of a Companion: Membership is volun-
tary and unofficial, and so are the duties. But a Com-
panion should always seek to maintain honor, keep
his word, and support the ideals of the High King
whenever possible.

Benefits: Companions gain 100 Glory for join-
ing. They may wear a small badge of a golden crown
surrounding a small red griffin. (This is not put onto
the coat of arms, of course, without permission from
the king and the college of heralds.)

Members are part of a widespread network of
people working to further the cause of the High King.
Knights throughout Logres are members, as are many
in Cambria (including the Irish there) and Cumbria.
Members should more easily gain assistance and
make important contacts during adventures, at least
in those lands. However, the organization is as yet
accepted among Saxons only by a few individuals,
and the Picts do not like it at all.

Remember, too, that being a Companion of Ar-
thur is sufficient cause for many knights to be en-
emies.

LyonEesse: A CHiLp”s MERcY
Source: Malory VIII, 2-3.

In the little kingdom of Lyonesse, a wicked step-
mother, wife of the King of Lyonesse, tries to poison
her husband’s young son. Her plot is revealed through
the cleverness of the boy, and her husband threatens
to kill her; however, the boy begs for mercy for her.
The king is relieved, because he doesn’t really want
to kill his wife. Still, he worries about the boy’s life,
so he decides to send his son to his vassals in Brittany
to be raised there.

The boy is Tristram.

ExpLorts N CAMBRIA

Source: Malory 1V, 18-28.

Cambria is riled up with adventure! It must be
those Triple Questers doing their work in the Forest
Sauvage, Norgales, and Sugales.

The Lady of the Lake came to court with a new
lover, named Peleus, and says it was the doings of Sir
Gawaine that brought them together. Sir Marhaus
has defeated the bad Duke of the south Marches and
his six sons. And Sir Ywaine has restored the Lady of
the Rock to her lands.

AutuMN: RETURN OF THE MAY BABIES

At court, a French merchant is among the peti-
tioners to the crown. Though only of the mercantile
class, he is well spoken and courteous. With appro-
priate humility, he presents an old, time-worn letter
to the king, and offers to tell the tale if desired. Ar-
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thur reads the brief letter, appears puzzled, and hands
the letter to Guenever to hold. The king asks for the
story. The merchant speaks.

The Merchant’s Story: While young, he was a fish-
erman so poor that he had no boat and worked his
nets from a rocky headland on the coast. He and his
wife were childless, and each morning they prayed to
God for a child. One dawn, after a storm, he came
upon a wrecked ship with its back and ribs cracked
and its cargo strewn across the beach. A baby cried;
then two more, a dozen, twenty! And although many
children lived, none of the crewmen were alive. In the
hand of one child, who was wrapped in a silk-lined
wool blanket, was the letter the queen now holds.

“I have kept these children and raised them as
my own household for the last ten years. Only re-
cently did my parish priest read this letter to me and
urge me to return the boys to their own land. When |
heard of your kindness and honor, I knew they would
be well received here, so I brought them home.”

The Bishop reads the letter. “To his Highness the
Pope: This child is the son of a king and a queen of
Britain. His father hight King Lot, the greatest king
of Britain, and his mother hight Margawse, daughter
of Uther Pendragon. The gifts sent by messenger are
a token of appreciation and trust that you will raise
our children in the best manner possible. Please save
them from the devil worship of Merlin the Enchant-
er”” The seal is broken, and unreadable.

“Bring the children out,” says Arthur. Before the
silent stares of the royal court come two dozen ten-
year-old boys, dressed in neat uniforms of homespun
made up like livery colors: grey collar, brown jerkin,
grey breeches, brown boots.

Awareness. (Success = You see that one of them
also wears a hat and cloak of the same material. Crit-
ical = You notice that the other boys look to the one
with the hat before doing anything.)

Just after players notice this, the noteworthy boy
steps out and kneels, his face almost on the floor.
“Oh, mighty king, we place ourselves at your mercy.”
As if on cue (could they possibly have practiced?),
the rest of the boys kneel too. “We have been lost for
years and long to be home.” Without taking his eyes
off them Arthur replies.

“Britain is the refuge of the innocent and help-
less. In this land, the strong defend the weak, and no
one is helpless who lives within the law.

“Guenever, welcome these guests to our court.
Kay, have a special table set up here before the high
table, just for tonight. Constable, call out the mes-
sengers, send along those herald fellows, on the fast-
est horses, to Queen Margawse. Tell her that her
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missing son has been found, and that she and all the
other mothers robbed ten years ago should come to
Camelot immediately.”

Also, Arthur realizes this is the second prophecy
of the eagles: “A boatload of children will make you
marvel and fear.”

GaLenoLt’s CONQUEST CONTINUES

Sir Galeholt continues his conquest of Dal Riada.
Colonists from the Long Isles ally to the Lochlannach
and attack him, but are soundly beaten. The leaders are
captured but spared because they submit to Galeholt.

High King Muircheartach is alarmed by another
feudal kingdom forming on his island. He leads a
coalition of Irish kings to invade Dal Riada. How-
ever, Galeholt leads his Dal Riadans to victory at the
Battle of Din Mér.

Galeholt then takes his army by ship and crosses the
sea to the eastern part of the kingdom, and sails among
the Long Isles, accepting or conquering the chiefs there.

Crristmas COuRT

Royal: “The stability and peace of he realm is
welcome, and everyone is prospering. And look, our
children have been returned to us! This is how the
world ought to be.”

Salisbury: “It’s true that peace has helped the
land to prosper. Now if we could only conquer the
weather itself!”

SpeciAL WINTER PHASE MODIFIERS

None.

YEAR 523

Court

Arthur’s court is held at Camelot.

SpeciaL GUESTS

Sirs Gawaine, Ywaine, and Marhaus, who have
returned from the Triple Quest

Mothers of the missing children who have been
returned

NEew Rounp TaBLE MEMBERS
Sir Marhaus, Champion of Leicester
The White Knight

Gossip

“Can you believe those little boys? Who thought
they were alive! (Who even remembered them?) Do
you think that whole war was fought for nothing?

Maybe that French fisherman is a fake: he didn’t have
the coat or the manners of a poor peasant.”
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“It was certainly generous of Arthur to make such
a grant of royal lands in Lothian to Margawse’s son,
though, and to make all those others into the lad’s
household. What was the boy’s name? Mordat, Mor-
drec, Mordet? Something like that. But then, Arthur
has always been noted for his generosity, and that child
is the only one of Lot’s sons who is not cared for.”

“Did you hear what Sir Yvaine did? What a ter-
rific hero he is, and especially being so young! How
old is the lad? 207 25?”

“No, only 19, I am sure.”

“I guess Sir Gawaine still has something to learn
about women after all. Did you know that he caused
Lady Ettard to kill herself out of longing for Sir Peleus?”

“Sir Marhaus is the one who slew a giant, you
know. And jousted down four Round Table knights
with one lance! What a man.”

“Merlin was here! Sure you saw him — he was the en-
tertainer with the masked polecat. That’s right, the ‘beg-
gar’ Agravaine threw the bones at. He came to say farewell
to the King. He is going away and not coming back any-
more. Everyone says so. Going away, not into death, not
into sleep, but into some sort of ‘magician-going.”

NEews

Kay: “Sometimes that Gawaine is such an idiot!
He complains that he can’t understand why a lady would
prefer the Dwarf Knight to a human. I wonder what
part of his body Gawaine thinks with sometimes...”

Brastias: “I am going to retire. I am far too old
for this business. Without any wars to fight, I can re-
tire before the king again asks my advice. I will give
all my goods to my son, and start him on his good life
young, while I see out the end of my years preparing
to meet my maker.”

Griflet: “The sons of Ulfius have never been
known for their brains. Rebellion cannot thrive, and
we are going to end this campaign in a year. Most of
the lands of Ulfius and his men have already been at-
tained. We shall enrich the king this season. It might
be a good chance for the landless to fight hard for
some holdings.”

The White Knight: “I am seeking dedicated
Christians to form a spiritual brotherhood that will
emulate the rigorous virtues of both knights and
monks. We will be a brotherhood dedicated to the
unification of the spiritual and chivalrous ways of

life, and be called the Temple of the Holy Grail.
“Interested?”

RovaL CONVERSATION

The sons of Ulfius have surpassed all bounds
of reason and forfeited their rights held under the

crown. Anyone aiding them shall be caught within
their net of treason and condemned.

INTRIGUE

Merlin was here, and he did say farewell to Ar-
thur. The king was distraught, crying that this must
be another trick, but Merlin promised that it was as
true as his other prophecies. He says that the realm
is now blessed, and the world will reshape itself to be
as good as the court.

“But Merlin— he is gone, and will never return,
and will never be reached by mortal man now that he
has departed. He is gone.”

EVENTS

Merlin is missing, or perhaps hiding, and King
Arthur orders all his knights out to search for him.
Surely some adventure will be met while on the road,
but the adventure will never be resolved, for Merlin
is truly gone. (This time he really is gone.)

In the literature, Sir Gawaine and/or King Bran-
degoris hears Merlin’s voice telling him of his fate
— having been captured and imprisoned by his lover
Nimue so he can never return.

IsLE OF FEES

The Isle of Fees is discovered, either by player
knights or another. This reveals the details of a murder.
See the adventure of the “ISLAND OF FEES.”

THE GrAIL TEMPLARS

The White Knight visits Camelot. He still will
not tell his name, nor his lineage, though he comports
himself with the highest manners and good grace. He
seeks volunteers for his Temple of the Holy Grail, a
brotherhood of knights dedicated to maintain chiv-
alrous duties within the framework of the Christian
spirit. They bind themselves to the virtues of both
knights and monks, and so in addition to chivalry
take vows of poverty, chastity, and obedience.

He wishes to ride the roads and guard pilgrims
wherever they are going.

Arthur realizes this is the third prophecy of the
eagle Eliwlod (see the event “TALKING EAGLE” at
the end of this chapter): “A white knight will also be
a monk.”

SiLCHESTER REBELLION BEGINS

The new Count of Silchester claims that the
High King is infringing upon his rights. He claims
that he should be awarded his father’s honors (even
though most of them were lifetime gifts, not perma-
nent grants).
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He defies the king, and closes his land and roads to
all friends of the Pendragon. Sir Griflet leads Arthur’s
army and lays siege to Silchester, but does not assault
it. The sons of Ulfius refuse to reply to Gawaine’s and
Giriflet’s offer to fight them in personal combat.

Winter comes before the issue is settled, and the
army remains besieging the city. Finally, the count
agrees to surrender the city if he can go free. Griflet
refuses. The siege is finally lifted when the winter gets
too cold, and supplies are brought to the starving city.

GaLEHOLT CROWNED

Sir Galeholt holds a great court at Carrickfergus.
He is crowned by Saint Patrick’s heir as King of Dal
Riada and Duke of the Long Isles. He holds a small
tournament and starts to build a castle there. Others
will be built too, to replace the native raths.

Crristmas COuRT

Royal: “The search for Merlin must continue!
I will reward whoever finds my dear mentor with a
holding of five manors!”

Salisbury: “That Sir Uffo is a fool! To think that
the king owes him for his father’s service is akin to
megalomania.”

YEAR 324

Court

Arthur’s court is held at Camelot.

SpeciAL GUESTS
Sir Melodiam de Galis, son of King Pellinore

New Rounp TABLE MEMBERS
Ywaine, the Knight of the Lion

Gossip

“No one found Merlin. No one even heard him
in a dream, saw something old of his, or was followed
by his familiar. No one revealed himself from a dis-
guise, gave prophecies, or conducted himself in a
mysterious way.”

“Plenty of people met adventure, of course. More
adventures than I knew could be found! Maybe that
is what Merlin wanted anyway, just for us all to go
out and find adventures.”

“That isn't what I heard, anyway. Merlin was
found or at least his voice was, did you hear? The
herb-woman tells me that Merlin was trapped by his
lover in an invisible tower. Poor old fool.”

“What about Silchester? Did you know that the
exiled sons of Ulfius have dispersed, each going to
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another foreign court to get help against Arthur. Do
you think that can work? Haven't they learned yet?”

NEews

Kay: “So Merlin is dead. Good riddance. We
don’t need musty old hocus pocus to keep this king-
dom strong. It wasn’t Merlin who won Badon, after
all, but the strong sword arm of knighthood!”

Griflet: “We might be helping the Irish this year.
There is a lively little war between them and Cornwall
lately. Sir Marhaus says that his brother-in-law, King
Anguish, might make a large-scale invasion to settle
things. Do you know anything about King Mark?”

Gawaine: “I hear there is some sort of trouble
up in Nohaut.”

RovaL CONVERSATION

The crown is investigating the reported murder
of King Pellinore. An official party has been sent to
uncover the facts.

INTRIGUE

Morgan le Fay has backed last year’s rebellion.
One of old Ulfius’ sons had been her latest lover (the
foolish boy...).

EVENTS

Count Uffo still defies Arthur, so Silchester re-
mains besieged. But after the required 90 days, the
garrison commander and city fathers come out and
beg forgiveness, and offer to surrender as long as the
city is not plundered. The surrender is accepted.

But where is Uffo? They don’t know. He depart-
ed some time in early spring, which was the last time
anyone actually saw him.

GBawaine
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ORKNEY/DE GALES FEUD

Source: Vulgate, “La Suite Du Merlin,” 1, 261.

Sir Melodiam de Galis, son of King Pellinore,
comes before the court and accuses Sir Gawaine of
feloniously murdering his father; he offers to prove
it, body to body, with the God of Battles as judge.
Sir Gawaine denies being a murderer, and states his
willingness for the combat.

The fight ensues, and though sometimes it’s
a close fight, Sir Melodiam is defeated. Offered a
chance to retract his statement, Sir Melodiam refus-
es and is beheaded by Gawaine, who is declared the
winner, and thereby proved innocent of all charges.

Event: SAINT JOHN’S DAY

Source: Vulgate Book 111, 119-132.

Time: Shortly before Midsummer, or Saint
John's Day.

A knight is brought to court in a litter. He has
two lance heads stuck through his body, and a piece
of a sword in his head. After courteous greetings, the
king asks what the knight needs.

“I must have someone draw these weapons from
my body to end my suffering,” says the knight, “and
he who does so must also swear to avenge me on all
who love my enemy more than myself.”

“Nobody will do more than me to avenge you on
whoever gave you those wounds,” says King Arthur.

“I have done that,” says the knight. “I killed him
myself.”

“What more can you tell us of your foes, then?”
says Arthur.

“Nothing, until someone has taken the quest,”
says the knight.

“Then stay at my court, where the bravest
knights live,” invites Arthur. The knight is taken to
court, and Arthur tells his knights, “I hope none of
you are so foolish to take this task. The knight’s de-
mand is outrageous.”

Nimue and the Squire of the Lake

The next day, while out riding, the king meets
the Lady of the Lake and her entourage, led by two
handsome young knights.

Heraldry, +2. (Success = The two men with the
Lady are of the house of the King of Ganis. Critical
= One is Lionel, the other is Bors.)

She asks a boon of the king, and he agrees to
grant it if it will not bring him shame. She asks Ar-
thur to make her companion, a young man called the
Squire of the Lake, a knight whenever he asks, but to
use the equipment that will be donated by her.

Arthur refuses at first, saying that no one has
the right to rob him of the honor of granting his own
gifts to a newly made knight.

“If you cannot dub him, then I will find a king
who will, much to your loss,” says the Lady.

But King Arthur’s companions take him aside
and convince him to lay aside his pride and to change
his mind, for “This is the Lady of the Lake!”

“I agree, my Lady,” he says, finally, and invites the
Lady of the Lake to stay with him. She refuses, thanks
the king for taking in the young man, and with all due
courtesy departs. After a few minutes, the young man
joins Arthur and returns to court with him, where he
is sent away to join the other squires.

The next day, the entire court is busy, for to cel-
ebrate Midsummer tomorrow the king is going to dub
many new knights. The new squire asks to be made a
knight on St. John’s day. Arthur agrees.

Queen Guenever asks that the boy be brought
before the court. Everyone marvels at his handsome
appearance and bearing. The queen questions him,
and during the conversation takes his hand.

Awareness. (Success = You see the stranger trem-
ble and shake his head, as if waking from a sleep.)

“What is your name, squire?”

“I do not know,” he replies. “I am called the
Squire of the Lake.”

“Nameless and fatherless, and from so far away.
Why?” the queen glances at Nimue, whose realm is
indeed far away.

“l am to be a knight. I have heard this is the
greatest court in the world, and no lesser place would
be suitable for a man like me.”

“And what kind of man is that?”

“A man who has mastered all the arts of knight-
hood and chivalry. I have yet to be defeated in battle,
am well spoken and honor God, am chaste, humble,
and temperate.

“You have conquered everything,” she says, “ex-
cept modesty, I see.”

That night the strange boy and the other squires
spend their night in prayer in the chapel. A servant
of the Lady of the Lake reveals the arms that the new
knight is to have: a suit of gleaming silver armor and
a blank silver shield. His horses are an all-white An-
dalusian charger, two all-white Camargue palfreys,
and two all-white French ponies to be sumpters. Ev-
erything is incredibly ornate and very expensive.

Almost a hundred squires are being knighted
at once. The ceremony begins in the morning with
great pomp and ceremony. The courtiers are present
in their finest; a bishop gives a long, boring sermon
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on the proper duties of knights. Next, the heralds
give their instructions.

Awareness. (Success = You see the new knight
listening intently to all of this, nodding in agree-
ment. Critical = You realize he is deadly serious!]

Finally, the knights are called forward; each
gives his oath and Arthur gives them the accolade.
The stranger is last, being the least known and most
common (not knowing anything at all of his lineage
or rank). King Arthur dubs the stranger the Knight
of the Lake. The newcomer chooses the blank shield
that the Lady of the Lake brought for him, and says
he will select his personal arms at the end of a year,
as is sometimes the custom.

The ceremony has been going on all day thus
far. At the side, old Archbishop Dubricus is clear-
ing his throat to get on with the mass. The King is
startled, and abruptly defers to the archbishop, who
starts the mass.

Courtesy. (Success = You note that the king for-
got to gird on the new knight'’s scabbard.)

Do the knights attend mass? If so, get a Religion
(Christian) check.

During the mass, groans are heard from the
rooms nearby.

Awareness. (Success = You see the new young
knight sneak off before the girding.)

Do they follow? If so, they are outside and wit-
ness the Knight of the Lake go to the litter of the
wounded knight and easily draw forth two jagged
spearheads, and they hear him take some kind of
oath. Do the player knights remember what the Lady
of the Lake said? Do they report this incident to the
king? If the player knights do not, then someone else
reports it. The king sends Sir Ywaine outside to see
the truth of the matter.

Many others (likely including the player knights)
go too. Outside, the formerly wounded knight is
standing by the litter. Sir Ywaine goes up to the
Knight of the Lake and says, “If you live long enough,
you will do great things.”

“I could not bear to see him suffer any longer,”
says the knight.

“It is foolish for a man to undertake a task with-
out knowing what it entails,” says Ywaine.

“It is better that I should die, who have not yet
done anything, than this knight. Neither the king
nor any one else can be blamed for my action.”

Ywaine brings the knight back inside the cham-
ber. King Arthur is very angry about his activity.
“This adventure is beyond the power of any knight
to accomplish,” he says.
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Awareness. (Success = The queen seems upset, too.)

“No one,” repeats the knight, “Can be blamed
for my action except myself.”

Arthur is still perturbed, and abruptly calls for
everyone to return to the mass, and then to the feast
to celebrate the new knightings. After mass, every-
one retires to the feasting chamber.

The feast is the usual lavish courtly affair, with
desserts made of spun sugar and shaped in sculptures
that show the most famous exploits of the knights
from the past. It has seventeen courses planned.
Each knight shares his seat with a pretty lady of rank
equal to his. Queen Guenever shares King Arthur’s
seat. At the tenth course, a lady-in-waiting enters
and interrupts the good cheer when she cries out to
beg the king for help.

Heraldry. (Success = You recognize her badge as
being from the kingdom of Nohaut.)

She says that her lady is besieged by the King
of Northumberland and needs help desperately. The
Knight of the Lake throws himself before the king
and asks that the adventure be given to him. The
king refuses. The Knight of the Lake reminds Arthur
that he must grant a boon to one who has been newly
knighted. Gawaine and Ywaine both speak in favor
of the stranger, and Arthur at last agrees. After hur-
riedly thanking the king, the new knight departs the
chamber to arm.

The feast continues. (Indulgent/Temperate rolls
or checks might be appropriate. Also, player knights
might make entertainment rolls.)

As the meal is ending, the Knight of the Lake
reenters, armed, and begs the queen’s forgiveness for
having departed without her permission. She does
not grant her pardon until he rises and stands before
her. He begs to be her knight — indeed, her cham-
pion — wherever he goes. She says he can compete
to be a Queen’s Knight next spring.

The King interrupts this exchange: “Only a
tried knight can be the Queen’s Champion,” he says.
The Knight of the Lake does not look at the king,
but gazes at the queen and replies. “Then I shall
prove myself,” he says. And he turns and goes from
the chamber.

DovLorous GARDE UNCOVERED

Throughout the summer, many knight prisoners
come to court and present themselves to the queen.
They all confess to her that they were conquered by
the Knight of the Lake. Judging from the prisoners,
most of the activity is on the road to Nohaut, in No-
haut, and from the surrounding lands.
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Rumor comes back that the Knight of the Lake
challenges the “lord of Northumberland” and kills him,
and he returns the lands to the mother of the boy who is
heir. He captures a mischievous pooka in the Yorkshire
Moors, destroys a robber band of Saxon outlaws in Dei-
ra, and defeats a small giant charging tolls at a bridge.

Most significantly, the Knight of the Lake vis-
its the haunted castle of Dolorous Garde. (See the
adventure of “DOLOROUS GARDE.”) There he ac-
cepts the challenge, and tries to lift the great rock.
He, alone of the many who have tried, turns over the
great stone slab in the graveyard. There on the bot-
tom he finds writing in gold.

It is his name: Lancelot, the son of King Ban de
Ganis. At last he knows his identity.

GALEHOLT MARRIES

Duke Galeholt marries the daughter of the King
of Pomitain and obtains that island’s loyalty. He sails
to the Out Isles and subdues the savage Atecotti there.
Galeholt then negotiates a treaty with the Sea Reav-
ers, the Lochlannach of the Western Isles. He has thus
finished uniting all the northern sea peoples and con-
tinues his work of forging them into a political state.

Crristmas COuRT

The Knight of the Lake returns to court only
after snow has started to fall, where he is warmly re-
ceived by all, for already the deeds he has done have
made him famous. Everyone is gratified to discover
that he is the son of King Ban. His prisoners too
gather all about him, eager to swear their loyalty to
him. (He has gained well over 1,000 points of Glory
from his adventures in his first year as a knight.)

Royal: “At last, all is well. We have peace, and
as this young Sir Lancelot has shown to us, the great
and talented knights of the world continue to come
to Camelot to join our fellowship. Our thanks and
blessing to all.”

Salisbury: “All is well. I can imagine a long and
peaceful future ahead for us.”

SpecIAL WINTER PHASE MODIFIERS

None.

YEAR 525

Court

Arthur’s court is held at Camelot.

SpeciAL GUESTS
The Lady of the Lake
Sir Lancelot of the Lake

Lancelot
Bishop David of Menevia, Archbishop Dubri-
cus, and many other bishops and monks

New Rounp TaBLE MEMBERS
Cador of Cornwall, a kinsman of Arthur
Hoel of Alclud

Gossip

“What are all these eunuchs doing at
Camelot?”

“Stop that rude talk, girl. These are holy men,
and they are going to witness the consecration of
Bishop David as the Primate of Britain.”

“Blessed Dubricus is going to step down and be-
come a hermit.”

“That old prune won’t last a year alone in
the wilderness, and don’t scold us with their piety.
They're here to get their benefices and fiefs, just like
any other nobleman.”

“What do you think of that young Knight of the
Lake? So handsome! [ knew he was the son of a king
all the time.”

“Well, I don’t know when any arrival at court
ever caused such a stir. And look at what he did on
his first quest: he overcame that big knight, the King
of Northumberland, killed or captured eight bandits,
rescued three other damsels, defeated Sir Alibon of
Queen’s Ford, and rescued Gawaine, Ywaine, Gale-
gantis, and the others from that traitorous vava-
sour!”

“Well, at least we know his name now: Lancelot.
He’s already the favorite of his entire clan. He should
be. He is the son of their king, after all.”

“Sir Marhaus has gone away you know, returned
to his homeland of Ireland. I heard his kinsmen are
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having difficulties, so who can blame him for go-
ing back, I suppose. But what a dreary place to go.
Imagine going from the sophistication of Camelot to
someplace as primitive as Dublin!”

“I heard that a thousand knights searched for
Merlin. They must have gone everyplace. And no one
found hide or hair nor clue of him. He must still be
sleeping. Or maybe he is really gone this time. He did
say he was going to go, after all. Even wizards die.”

“Well, yes, dearie, but we have heard all this be-
fore...”

NEews

Kay: “Humph, this Knight of the Lake isn’t so
great. He just has good equipment. You know he has
a magical ring that turns away all magic? And his
new shield, the one with the three stripes, is magi-
cal too. And have you seen his sword gleam, even
at night?”

Griflet: “The army is getting bored and restless.
Some of the men are having trouble with the local
beer-drinkers over girls. They are depressed that
there are no more great battles to fight.”

Gawaine: “The Dwarf Knight is chasing every-
one out of Arroy again. Has that little guy ever lost
a joust!?”

RovaL CONVERSATION

The Noble Charter has been created and signed
by King Arthur. It guarantees all noblemen their an-
cient rights in the court of the King, including trial
by a jury of their peers and protection from arbitrary
justice. The opinion of all nobles, whether knight or
lord, is solicited.

INTRIGUE

The knighting ceremony for Lancelot was never
finished by the King, yet the young knight returned
to court with a sword girded.

Intrigue. (Critical = Queen Guenever girded it
for him. Make a Courtesy roll.)

Courtesy. (Success = You know that Lancelot

may have divided his loyalties between the king who
dubbed him and the queen who girded him.)

EVENTS

Source: Malory V, 1-2; Geoffrey ix, 15.

King Arthur holds the custom, since his wedding,
to never begin any of the great feast day dinners until
a marvel or wonder has appeared. This Pentecost, the
assembly has waited all morning, and at last the church
bells ring, promising that a marvel approaches.

A runner dashes into court, throwing himself
before the king so rapidly that it is downright uncer-
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emonious. Nonetheless, the king bends to listen to the
message. He is surprised! He rises and announces, “To
the Great Court, everyone. I think that this is not the
type of marvel which Merlin would have planned.”

Everyone disperses to make their way to the
Great Court. The king and his entourage use a se-
cret, shorter passage. Noblemen have an easy, shaded
way to walk. Knights must go around the long way to
enter, and arrive last.

Arthur is seated at the high throne, with his advi-
sors standing on the stairs that mount to the throne.
Queen Guenever, radiant as always, sits beside her
husband. A dozen Round Table knights, fully armed,
stand guard nearby. The rest of the nobles, dressed in
their finest holiday finery, cluster towards the front of
the court. Knights are filing hurriedly in, filling up the
rear of the hall. Only the long carpeted isle, down the
center floor of the hall to the throne, is open.

Down it walk twelve Romans. Eight are armed
and armored, and all of them wear strange and exotic
garb: a Roman Centurion, in battle garb; a couple of
hairy Goths; a black Ethiopian, with a long shield
and spear; an African Vandal; a turbaned Arab from
Africa; a Byzantine cavalryman bearing an unmanly
bow and dressed head to toe in scale armor; and a
steel-covered Italian.

Three others wear senatorial togas, each carry-
ing an olive branch to denote peace, and precede the
final man of rank, obviously an Imperial Tribune.

Someone from the sideline shouts, “Didn’t we
get rid of you last time?”

“Silence,” commands Arthur. “Let no one bring
insult in my hall.” The Romans stop the proper dis-
tance away, and make only the smallest bow to King
Arthur. The Tribune speaks. “The high and mighty
Emperor Lucius sends his greetings to you, King Ar-
thur, and with it a command to acknowledge him as
your lord and to send the tribute which is due from
Britain to Rome. Your father, and the kings before
him paid, as is on record. But you, a rebel who does
not know custom, withhold your tribute contrary to
the decrees of Julius Caesar, conqueror of your realm
and first Emperor of Rome.

“And if you refuse this commandment, know for
certain that Emperor Lucius will make strong way
against you, and against your land, and make an ex-
ample of you and your people for all princes to submit
to the noble empire which rules the whole world.”

The court stands, silent, waiting for the king to
react.

How do the player knights feel? Verbalize it.
Decide which of them gets a bonus to their passion,
which everyone in the court must roll.
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Loyalty [Arthur]. (Success = You are, as usual,
ready to do whatever the king says. Critical = You are
outraged that these envoys have insulted your king!
You draw your sword and shout a threat at them.)

Many knights draw their swords and threaten the
envoys, who are immediately prepared to fight. Only
the tribune is unmoved, as if nothing has occurred.

“Stop!” shouts Arthur.

Loyalty [Arthur] again. (Fumble = You don’t
stop, and are attacked, nonlethally, by a Round Table
knight seeking to knock you down or out.)

If a player knight is attacked, he may stop fight-
ing automatically after one round, when Arthur
shouts out, “Anyone who harms these envoys will
pay with his own life. These Romans are great lords,
and though their message pleases neither me nor my
court, [ must remember my honor.

“Sir Bedivere,” says the king, “Bring these men
to their lodging, and see that they have all that is
necessary or desired, and with good cheer. Spare no
dainty for them while I confer with my court to pre-
pare an answer.”

Sir Bedivere shows the Romans out of the hall,
to a distant chamber. The crowd goes wild. Several
groups begin chanting, “Down with Rome,” or “AR-
thur, AR-thur.” The kings who are seated with Ar-
thur generally look pleased.

The high king signals for silence. “I must retire
with my council to deliberate upon this matter, for this
is a sore attack upon me, and I will never pay tribute
to Rome. I have learned that Belinus and Brennius,
kings of Britain of old, conquered Rome. And also
Constantine, the son of Saint Helen, was a Briton. By
our right of being descended from them, we have the
right to claim the title of Emperor ourselves!”

He departs the hall, followed by his major bar-
ons, a couple of Round Table knights, and other
counselors. Pandemonium breaks loose in the hall
as everyone starts talking at once, looking for their
friends and liege lords.

Sir Cador: “This is good news. We have been idle
too long. This is a chance to gain riches and glory.”

Griflet: “Gather to me, soldiers. Now is the
time for those veterans of ten battles to be leaders of
ten staunch men, and those of us who know a hun-
dred will each lead a hundred more. We go to fight
the greatest and worthiest foe in the world: Mother
Rome herself!”

Player Hook: What do the player knights do?
Their duty here may be to find their lords (unless
they are in conference with Arthur if they are high
enough, like Earl Robert of Salisbury).

The King’s Decree

After some time, the King and his council re-
turn to their seats overlooking the great hall. The
Romans are brought back. Arthur replies to their
demands.

“Envoys of Rome, return to your lord, the Em-
peror Lucius, and tell him that his demand means
nothing to me. I know of no tribute or loyalty I owe
to him, nor to any earthly prince, Christian or pa-
gan. In fact, I know I am entitled to be sovereign of
the Empire by right of my predecessors.

“Tell him that I have fully decided to go with my
army to Rome, and God willing, take possession of the
empire. Wherefore | command him, and all Romans,
to come to me and pay homage to me as their Emperor
and Governor, or else suffer the pains of war.

“Sir Kay, give these envoys gifts suitable to their
stations, and pay all their expenses incurred coming
here, and departing here. Sir Cador, escort these men
with my safe passage out of our country.”

The rest of the year is spent finishing business.
Everyone is expected to go home and prepare for the
war, even if they are staying behind.

Player knights may have other business to finish,
perhaps personal. Otherwise, resolve it all as easily
and quickly as possible: everyone is shipping out to-
morrow night, on the first high tide.

BARFLEUR SEIZED

Led by Sir Lamorak, a small force of knights
and soldiers crosses the channel secretly and lands
in Normandy. With a surprise attack (and help from
some dissatisfied residents), they seize the port of
Barfleur in anticipation of the army’s arrival.

Lamorak’s brother, Sir Aglovale, distinguishes
himself.

Our IsLEs

Duke Galeholt defeats the Atecotti champion
in single combat and obtains their submission.

CHristmas COuRTt

Preparation for war has filled the year, and ev-
eryone tries to make the holiday joyful and filled
with peace. However, everyone knows this is the last
Christmas for many of these men setting off. Every
knight’s wife knows it might be the last Christmas
with her husband forever, and at the least will prob-
ably be the last for years to come.

SpeciaL WINTER PHASE MODIFIERS

None.
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YEAR 526

Court

Arthur’s court is held at Portchester.

SpeciaL GUESTS

The assembled royalty and nobility of Britain.
Few women attend. This is a military camp.

New Rounp TaBLE MEMBERS
Blamore de Ganis
Bleoberis de Ganis
Sir Berel
Sir Moris

Others, to bring the compliment up to full
strength. On the battlefield, a unit of Round Table
knights is always close to the king as his elite guard.

SCUTTLEBUTT

“The French have united against us. They have
laid aside their differences and assembled a great army
to oppose us. We will fight them in Normandy.”

“Not so, friend. I spoke to a Cambrian merce-
nary who came back, and he says that Sir Lamorak
has conquered half of France already. Their king is in
hiding, and the lords of Normandy, Champagne, and
Burgundy are all waiting in Barfleur to pay homage
to Arthur.”

“Impossible, Sir, [ say. My brother lost a foot at
Barfleur, and he says that the French have united and
are preparing to lay siege to Barfleur.”

“Why all this fuss about the French? Give me
Romans to kill.”

“You will have your fill of Romans, and more.
They have assembled an army from all across their
empire to oppose us. They may even have elephants!”

“All the better for variety, I say. Bring them on.”

NEews

Kay: “This has been a monumental effort to get
all these supplies here. It’s going to take the fleet sev-
eral trips back and forth to get it all to France and
beyond.”

Griflet: “Don’t worry, Kay. If your oxcarts are
too slow then we can always get fed from the coun-
tryside, like soldiers always do.”

Gawaine: “I have a grudge against some of those
Romans, ever since my childhood. I hope they are at
the forefront of the battle.”

Lady of the Lake: “Remember that this is not
just an adventure, or another British war. These are
foreign lands, and foreign men, with strange ways.
Do not be too trusting!”

Crapter Six: ConQuest PEriop: 519—530

RovaL CONVERSATION

“The Glory of Britain stands to gain mightily on this
day. May God bless every one of us, and the just effort
that we are making to maintain the order of the world.”

INTRIGUE

Arthur is disturbed by an intense dream he had.
A mighty dragon and a foul boar fought a bloody bat-
tle, and in the end the dragon won. However, the seers
have interpreted this to mean that Arthur is going to
throw down a tyrant, or else fight a terrible giant. But
the Lady of the Lake says the dream is a good omen.

EVENTS

Arthur’s army spreads out across France, gaining
the submission of some of the lords, besieging others.

Every month, including those months with
battles, each unit leader rolls a d20 on the following
table to determine what his unit was doing for the
majority of that month.

FrENcH WAR EVENTS TABLE
d20 Result Events

1-5 Garrison duty

6-10 Pillaging

11-15 Skirmishing

16—18 Siege

19 Small battle

20 Local champion

Garrison Duty: The unit spent most of its time
standing guard in a city or castle. Player knights in-
volved in this activity may gain a check for any one
of the following: Awareness, Just/Arbitrary, Trusting/
Suspicious.

Pillaging: The unit spent most of its time scour-
ing the countryside for food and booty. Roll 1d6 to
find the amount of personal treasure gained each
month: 1-3, 5s.; 4-5, 10s.; 6, 15s.

Skirmishing: Unit fought a skirmish with enemy.
See Pendragon, page 129, for skirmish rules. No plun-
der or special results are gained.

Siege: Unit participated in a siege. Each player
knight must (1) Choose whether he will be in the
assault or not; (2) Find the weapon skill modifier (roll
1d6: 1, -12; 2, -8; 3, =3; 4, +3; 5, +8; 6, +12); (3) Roll
modified melee weapon skill (no lance), plus modi-
fier, versus a skill 1d6+11 opponent; loser takes 5d6
damage, minus armor and shield, if appropriate; (4)
Find survivor’s reward (roll 1d6: 1-2 10s.; 3—4 £1d3,
5-6 £1d3+2; gain 1d20+10 Glory.

Small Battle: Roll on “Table D—1: Battle Results,”
Pendragon, page 212. Gain 30 Glory.

Local Champion: A local French hero has challenged
the unit to send a single hero to fight him in single com-
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gocations

“France” is a large region ruled by Frankish
tribes. At this time it includes the lands of Soissons
and Ganis. Information here is given for the Year 528
or thereabouts.

ALEMANNI: The Alemanni are a German tribe
that rules the lands north and east of France.

Angers: This is the primary city of the county of
Anjou, located on the Loire River.

ANJOU: A county of France located on the Loire
River. Its chief city is Angers

in Srance

AQUAITAINE: The “land of waters” of Gaul, be-
ing the lands drained by the Garonne River and its
tributaries. this is another name or Ganis.

Bayeaux: This is fortified city in Normandie.

Bayonne: A port city in Ganis, on the Adour River
near its entrance into the Bay of Biscay. It is protected
by old Roman walls.

Beaune: A seaport surrounded by a circular wall,
this is a famous winemaking center in Ganis.
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BENOIT: A kingdom in France, formerly ruled by
Visigoths (including King Ban, Lancelot’s father) until
overthrownby the French king. Itis alter called Poitou,
and includes the city of Benwick and Lusignan.

Benwick (Poitiers): This city is the capital city of
Benoit, noted for its superb Roman architecture in-
cluding the theater and aqueducts.

Bordeaux: A wealthy seaport city, the center of
wine exports to Britain, and the capital city of Ganis.

BRITTANY: The western peninsula of the con-
tinent is occupied by Britons who settled the empty
land over the last several generations. It has its own
Map Feature elsewhere.

BURGUNDY: The Burgundians are a German tribe
that rules the northern part of the Rhone River Valley
and the mountain regions to its east (i.e.- Switzerland).

Calais: This is a large, bustling seaport in Flan-
ders. 1t is so close to Britain that on a clear day the
cliffs of white Dover can be seen.

Carcassonne: This city in Languedoc is protected
by extensive Roman walls.

CHAMPAGNE: This county in France is noted for
its unique pale, bubbly wine. 1t is subject to the King
of France.

Chateau Gaillard: This castle, near Les Andelays,
is the greatest castle in France. It is so powerful that
the castellan claims he could defend it if the walls
were made of butter.

FLANDERS: A French county subject to the King
of Soissons.

FRISIA: A marshy land, this is inhabited by the
barbaric Friesians, who largely control the sea trade
of the North Sea.

GANIS: This wide region, sometimes called
Aquitaine, includes many counties. 1t was formerly
ruled by Visigothic lords but recently conquered by
the King of France. It is a wealthy region with many
cities and castles, and includes the cities of Bayonne,
Bordeaux, and Trebes.

GAUL: The counties south of France are more civi-
lized than the regions taken over by the Franks. Cities
here still have a middle class, and many people can read.

ILE DE FRANCE: The county-sized demesne
around the city of Paris, where previously lived King
Claudas, who had united and ruled the entire land of
France and Ganis.

LANGUEDOC: A wealthy Gaelic county on the Med-
iterranean coast. It includes the city of Carcassonne.

Marseille: This port city in Provence is thriving
international market.

MASSIF CENTRAL: A rugged, mountainous re-
gion in the center of the area that is lightly settled and
home to robber barons, faeries and monsters.

Metz: This city is the center of one of the four
kingdoms that Claudas divided his land into. 1t is cur-
rently the capital for the Kingdom of Metz, ruled by
King Theudebert.

Crapter Six: ConQuest PEriop: 519—530

Mont Saint Michel: A world famous abbey and
pilgrimage center on the coast between Brittany and
Normandie.

Narbonne: This city is famous because a wise
and tolerant Jewish King, Willehelm, rules it.

NORMANDIE: This is a large, wealthy region un-
der the rule of the King of Soissons.

Orléans: This city was the center of one of the
four kingdoms that Claudas divided his land into. It
was currently the capital for the Kingdom of Orléans,
ruled by King Chlodomer who died in 524. King Lo-
thair of Soissons took over the rule after a bitter fight
with his brothers.

OSTROGOTH KINGDOM: The Ostrogoth is a pow-
erful tribe that rules northern ltaly, including Rome.

Paris: This city is the center of one of the four
kingdoms that Claudas divided his land into. It is cur-
rently the capital for the Kingdom of Paris, ruled by
King Childebert. The palace and famous Cathedral of
Notré Dame are on an island in the center of the Seine
River, with the city spilling to both sides of the river.

Poitou: See Benwick.

PROVENCE: This county is a wealthy land at the
mouth of the Rhone River, and includes Marseille.

Reims: This city is Champagne is where all High
Kings of the Franks are crowned, since Claudas was
crowned there.

SAXONY: This is the kingdom from which many
peoples of Britain came. The Saxons here are a unified
Germanic tribe.

Soissone: This city is the center of one of the four
kingdoms that Claudas divided his land into. It is cur-
rently the capital for the Kingdom of Soissons, ruled
by King Lothair, who also has taken over his dead
brother’s lands around Orléans.

Toulouse: This beautiful city, high on the Ga-
ronne River, is the trade crossroads of France, hence
rich and beautiful. The counts are notably generous
and open-minded.

TOULOUSE: This county in the center of the
country is a wealthy center of trade and farming. It in-
cludes Toulouse and many others cities and castles.

Trebes: This city in Ganis on the Garonne River,
is the family fief for Count Pharien, the traitorous Vi-
sigoth who has been working for the French King to
rule Ganis since its conquest by King Claudas years
ago.

Troyes: This city in Champagne, with its grandi-
ose cathedral and strong castle, was saved from the
ravages of Attila the Hun by the prayer of St Loup. Itis
afamous center of romance in France.

VISIGOTH KINGDOM: The Visigoth Tribe lost Ga-
nis to the Franks, but they have retained rule of old
Hispania (Spain) over the mountains to the south.
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bat, rather than sacrificing the good lives of their men.
Will a player knight take the challenge of single combat?

Roll 1d6 to determine the quality of the cham-
pion: 1-2 old knight; 3 notable knight; 4 famous
knight; 5 extraordinary knight; 6 Chivalrous knight
(roll again, re-rolling any result of 6).

JUNE: ARTHUR"S ADVENTURE

Source: Malory V, 5; Geoffrey x, 3.

One morning Lady Rumor dashes through the
camp over breakfast: the King is gone! It seems that
a messenger from Duke Hoel of Brittany came to the
king late last night with the piteous tale that his niece
had been taken by a foul giant to his lair at Mont St.
Michael, to the south. Apparently Arthur and his two
oldest friends, Kay and Bedivere, armed immediately
and rode off into the south to find the giant.

Sir Griflet is correctly alarmed, and orders all
knights who are not otherwise busy to ride off and
seek the king, to lend whatever assistance is needful.

Player Hook: The player knights have a chance
to ride off on their own for whatever bit of adventure
the Gamemaster may have prepared. None is neces-
sary, however. It might be a fruitless search, return-
ing to camp only to see that the king has already
returned. The player knights might also be the ones
to discover the king and his companions returning,
in which case they get 10 Glory each.
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Upon the king’s return, his packhorse is carrying
the severed head of a giant, which is the size of a large
man’s torso. Another packhorse carries a great iron-
shod club, while the others bear sacks of treasure.

Eventually, the story is told how King Arthur
engaged the giant in single combat, hacking it badly
until it finally grappled him, whereupon they went
rolling down the mountain locked in deadly em-
brace. Arthur rose, the giant did not. Alas, the duke’s
niece was already dead.

Arthur’s courage and knightly virtues are ad-
mired by everyone, who all get a check on Loyalty
(Arthur) for hearing about this.

Jury: PARIS SURRENDERS

King Arthur’s army pushes up the Seine River val-
ley. Many cities and castles surrender, but others resist
and are besieged as the army marches on. Paris is sur-
rounded and attacked unsuccessfully. Besieging Paris is
difficult because it is on an island on a large river.

Nonetheless, after a short time King Claudas deserts
the city at night. The guildsmen decide to offer to open
their gates to Arthur and give him supplies if he will not
plunder the city. An agreement is quickly reached.

Arthur hears that the Roman army passed the
Alps weeks ago, and is now approaching. He marches
to meet it.

GAWAINE'S PARLEY

Source: Malory V, 6; Geoffrey x, 4.

The British army is marching and counter-
marching across Burgundy, trying to reach the elu-
sive Roman Army. At one point, the armies are
close to each other, and Arthur sends out a party of
knights to offer reasonable terms to the Romans if
they surrender. Under Bedivere and Gawaine, a large
force sets out for the Roman camp.

On the way, their suspicious natures gain the up-
per hand. Lionel and Bedivere remain behind with
most of the men, hidden and ready to ambush the Ro-
mans if necessary. Gawaine and Bors continue on to
the Roman camp with a handful of the best fighters.

The parley is full of hostility. Emperor Lucius
says: “You will return to your lord and tell him that I
shall subdue him and all his lands.”

Player Hook: Everyone makes a Loyalty (Ar-
thur) and a Hospitality roll. To honor the peace of
the parley, the player must get a success in both. Ga-
waine manages to fail both.

Gawaine is enraged and says, “Good! I'd rather
fight you than have all France as my holding!”

Bors agrees, adding, “I'd rather fight you than
have all of Brittany or Burgundy as my fief!”
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Sir Gainus, a cousin to the Emperor, then speaks.
He says, “Look how these Britons are so full of pride
and boasting! And they brag as though they owned
the whole world.”

At this point, Gawaine critically succeeds at his
Hate (Romans) roll and then fails a Hospitality roll.
With a roar of rage, he draws his sword as he leaps at
Gainus, and with a single blow chops his head off.
Gawaine loses 2 points of Honor for this.

Everyone is temporarily stunned. Gawaine, Bors, and
the others turn and dash from the tent, mount their hors-
es, and gallop from camp as the alarm sounds raucously
behind them. A couple of energetic Roman knights fol-
low in pursuit, and Gawaine’s band turns to fight them
briefly. A much larger force draws close, so Gawaine and
his men resume their flight toward the ambush.

The resultant fight is the Battle of Autun.

BATTLE OF AUTUN
Autun is a small city in Burgundy.
Length of Battle: 8 rounds
Battle Size: Medium
Commanders
Bedivere (Battle = 17)
Petreius Cocta (Battle = 32)
Modifiers
Britons ambush from cover: +10
The Fight
Round I: First Charge. Normal.

Rounds 2-3: Romans badly surprised; Bedivere’s
forces gain a +5 modifier on Unit Events Table rolls.

Round 4: More Romans join battle. Normal.

Round 5: More Romans join battle; Bedivere’s
forces gain a —5 modifier on Unit Events Table rolls.

Round 6: Petreius Cocta’s great skill shows; Bedivere’s
forces gain a +5 modifier on Unit Events Table rolls.

Round 7: Normal. Sir Boso of Rydychan attacks
Roman leaders.

Round 8: Normal. Petreius killed.

Round 8: Roman army routs; Bedivere’s forces
gain a +10 modifier on Unit Events Table rolls.

After the Battle

Victor: Britons, Decisive Victory.

Plunder: 1 charger, £3 in goods

Glory: 30 per round, x2 for Decisive Victory.

Sir Bedivere’s army rests and sends a force to es-
cort prisoners back to Paris for safekeeping. The Ro-
mans learn of this, and send a force to ambush them
and recover the prisoners.

Crapter Six: ConQuest PEriop: 519—530

THE RomAN AMBUSH

Outside of Paris, a part of the Roman army at-
tempts to ambush the Britons who are bringing pris-
oners to Paris. British scouts notice the ambush in
time, however.

Length of Battle: 6 rounds

Battle Size: Medium

Commanders

Cador (Battle = 19)

Vulteius Catellus and Quintus Carucias (Battle = 24)

Modifiers

None.

The Fight

Round 1: First Charge; Cador’s forces gain a =5
modifier on Unit Events Table rolls.

Round 2: The British army is disorganized by
the charge; Cador’s forces gain a —10 modifier on
Unit Events Table rolls.

Round 3: Lancelot stands firm and rallies the
army; Cador’s forces gain a +5 modifier on Unit
Events Table rolls.

Round 4: French troops, under Duke Guitard of
Poitou, enter the battle to help the Britons; Cador’s
forces gain a +5 modifier on Unit Events Table rolls.

Round 5: Romans rout.

Round 6: Pursuit.

After the Battle

Victor: Britons, Decisive Victory, but Pyrrhic:
losses are heavy.

Plunder: 1 charger, 1 palfrey, 1 sumpter, £3 in goods

Glory: 30 per round, x2 for Decisive Victory.

Cador credits the victory entirely to Lancelot’s
courageous rallying of the army, and describes how
the young knight stood alone against the foe. King
Arthur tells Sir Lancelot, “Your courage had nearly
destroyed you, for if you had retreated you would not
have lost honor; for I call it foolish for knights to
stand when they are so badly outnumbered.”

“Not so,” corrects Lancelot, “for once a man is
shamed he is always shamed.”

Jury

Arthur wages a destructive war throughout Bur-
gundy, part of the Roman holdings. The Romans
evade, striving to discourage the Britons with delay
and to draw them into a disadvantageous position.
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AucusTt: BATTLE OF SAussy

Arthur’s maneuver and counter-maneuver has
trapped the Roman army in a narrow valley. They
turn to fight at last, 35 miles south-west of Langres
on the way to Autun.

Length of Battle: 8 rounds

Battle Size: Large

Commanders

King Arthur (Battle = 22)

Emperor Lucius (Battle = 25)

Modifiers

Arthur is outnumbered: -5

Arthur has superior position: +5

The Fight

Round 1: First Charge. Normal.

Rounds 2—6: Normal.

Round 7: Arthur and Lucius meet in single com-
bat, and Lucius is killed. His battered army drops its

weapons and runs; Arthur’s forces gain a +5 modifier
on Unit Events Table rolls.

Round 8: Pursuit.

After the Battle

Victor: Britons, Decisive Victory.

Plunder: 1 Andalusian charger, 1 charger, 2 pal-
freys, £6 in goods

Glory: 45 per round, x2 for Decisive Victory.

King Arthur has the bodies of Emperor Lucius
and other important Romans placed honorably into
sealed lead coffins, and sends them to Rome with the

Saussy Battle Lnemies

Given here are the many troops that may be

fought at Saussy.

1d20 Roll Enemies

1-5 Poor-quality infantry (see Appendix 1)

6 Ethiopian infantry (see Appendix 1)

7-9 Roman infantry (see Appendix 1)

10-11 ltalian crossbowmen (see Appendix 1)

12 Ostrogoth cavalry (use Goth stats,
Appendix 1)

13 Visigoth cavalry (use Goth stats, Appendix 1)

14 Hun cavalry (see Appendix 1)

15 Vandal cavalry (use Goth stats, Appendix 1)

16 Moorish cavalry (use Moor stats, Appendix 1)

17 Magyar cavalry (use Hun stats, Appendix 1)

18 Roman knights (use notable knight stats)

19 Byzantine cataphracti (see Appendix 1)

20 Leaderandbodyguard (rollagain, re-rolling
20s, and add +1d6 to all Combat skills and
+1d3 to Armor)

three surviving Senators, who bear messages that he
is approaching, and that Rome must surrender. They
depart with a long ox-train of coffins.

SEPTEMBER

Arthur secures the countryside: The Roman
presence in Gaul is broken, but the passes over the
Alps are already closed by snow. Arthur orders the
army to prepare for the winter, so they plunder the
countryside one last time. At last, as the winter rains
begin, he retires with the army to Paris.

ORKNEYS

In an exciting naval battle, Duke Galeholt defeats
Jarl Ketil of the Orkneys, and accepts his submission.

Curistmas CoOurt

Christmas court is in Paris.

Some Franks are glad to have the Roman Empire
gone. Many Frankish knights sign on with mercenary
units to assist Arthur for the rest of the campaign.

Furthermore, knights and especially warriors
from many other lands come to the High King’s
banner to sign up for war. These include continen-
tal Saxons, Danes, Angevins, Gauls, Lombards from
Aquitaine, Spaniards, and even a Russian or two.

YEAR 227

Court

Arthur’s court is held at Paris.

SeeciaL GuesTs

King Clovis of the Franks

Many French nobles who are ready to swear fe-
alty to Arthur

Half of the assembled nobility of Britain

New RounD TaBLE MEMBERS

Arthur declares that he cannot appoint new
members for this brotherhood while in foreign lands.

NEews

Kay: “I am staying here to watch over affairs in
France and to consolidate my position as Duke of
Normandy. You know, [ think I'll build a city and

1

name it after me!

Griflet: “There is no lord more fair than Arthur.
Have you seen how he has generously given all the
lands that he received back to their proper lords on
this long journey? We ought to have no enemies be-
hind us.”

Gawaine: “I'm itching for some adventure. This
army work is fine, but I yearn for the chance to go
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riding for days without interruption, and to find
strange lands.”

RovaL CONVERSATION

“We are pushing on to Rome, but we will not
take cowards or laggards with us. Garrisons will be
left at Paris and other strategic locations that have
been conquered. Any who wish to avoid this long
and dangerous campaign may withdraw if they wish.
Instead of service, I will accept payment of a scutage
of 2 libra per knight.”

INTRIGUE

Every one of the Merovingian noblemen who
swore fealty have long broken it amongst themselves as
amatter of course. They are men without honor. It is as-
tonishing that the noble French knights follow them.

EVENTS

In spring, Arthur’s army sets off, marching up the
Rhine, well received by submissive lords of Lorraine,
Brabant, and Haut Almain along the way. Arthur ac-
cepts their fealty, but makes no demands upon their
homage. He distributes justice where asked, and never
fails to impress those who want to be his friends.

Slowly, the army crosses over the Alps, into
Lombardy. It eventually reaches Milan, the strongest
city in northern Italy, and lays siege to it.

One day, Arthur sends out a raiding party to
collect food, as usual. Unusually, this time Gawaine
returns with a North African Saracen as a friend, a
Sir Priamus, who wishes to be baptized and to join
Arthur’s forces. He also warns that a huge army is
nearby, and approaching fast.

BatTLE OF MiLAN
Length of Battle: 6 rounds
Battle Size: Large
Commanders
Gawaine (Battle = 17)
King of Lombardy (Battle = 18)
Modifiers
Gawaine is outnumbered: -5
The Fight
Round 1: First Charge. Normal.
Rounds 2—6: Normal.
After the Battle
Victor: Britons, Decisive Victory.
Plunder: 1 charger, 1 palfrey, £7 in goods.
Glory: 45 per round, x2 for Decisive Victory.

Arthur orders an assault against Milan, which
has long resisted siege. After a day, the duchess, a

countess, and many other noblewomen come out and
beg for mercy for themselves, their families, and their
city. Arthur is, as always, generous, and all the wom-
en are spared, as is the town and its inhabitants, but
their husbands are taken prisoner and sent to Dover
until ransomed.

The rest of the lords of Lombardy surrender to
Arthur during the next few weeks. After a rest, Arthur
hires some more mercenaries and marches south.

ConNQuEsT OF CENTRAL lTALY

Arthur pillages large parts of Tuscany as he
moves south, but bypasses the large city of Florence
and travels to the state of Romagna.

At the city of Urbino, Sir Florence and Floridas
the Pict set an ambush, drawing the defenders out
with an inferior force. The defenders are ambushed,
and a small force seizes the gateworks before they can
be closed. Frightened by the ease at which Arthur is
taking cities, the lords of Florence come and surren-
der their city and state to the King.

The army continues its march into Spoleto, and
accepts the surrender of its main town of Spoleto.
Continuing, Arthur accepts the surrender of the city
of Viterbo, which lies close to Rome, and then pro-
gresses to the Vale of Vicecount, among the vines
outside of the Imperial City.

While there, Arthur is approached by envoys:
all the remaining senators of Rome, plus a collection
of cardinals, who bear expensive gifts and promises
of more if he will spare their ancient city. All the
world, they say, acknowledge the greatness of King
Arthur. The envoys promise to gather together all
the noblemen of the land to participate in his en-
thronement as Emperor.

Arthur accepts.

ARTHUR THE EMPEROR

Six weeks later, as promised, Arthur is anointed
by the Pope and made Emperor of Rome. He and his
army are lavishly entertained.

Player Knights’ Rewards: 100 Glory to all wit-
nesses of the ceremony. Afterward, Arthur grants gifts
to every knight who still accompanies him equal to £1
per 200 Glory gained on this 2-year campaign. Though
already quite homesick, the Britons stay over the win-
ter because the weather has already turned bad.

Each knight should calculate his current trea-
sure. It is likely to be considerable. They have at least
5 months to stay in Rome while the legal problems
are straightened out and Arthur collects his treasure.
Knights are welcome to remain in Rome for up to 8
months after Arthur departs.
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IRREGULAR TROOPS

(Banpit, PLUNDERER, CYMRIC WARRIOR, CAMBRIAN SPEARMAN, ITALIAN CROSSBOWMAN)

In Rome

Knights get a choice of expensive Italian accom-
modations:

Poor Knight Standards: 5s./month

Normal Knight Standards: 10s./month

Rich Knight Standards: £1/month

Other entertainments are available, of course,
and each brings with it an associated cost and a trait
check.

e Gambling: Spend £1/month and get a check to
Selfish and Gaming; make a Gaming roll (Success =
Gain your £1 back for the month).

e Philandering: Spend £l/month and get a
check to Lustful.

e Gormandizing: Spend £1/month and get a
check to Indulgent.

e Socializing: Spend £1/month and get a check
to Worldly.

Otherwise, discover what each player knight
wishes to do during his stay in Rome. The natural
inclination is to be a tourist. For each month in the

city, roll 1d20:

Ranpomry ExpLoORING ROME
d20 Roll Result

1 Discover another huge old church

2 Discover another monumental ancient sculpture
or ruin

3 Discover another block of decaying, abandoned
apartments
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4—6 Get lost in sprawling alleys. Silent children stare
as you walk through, and run away when you try
to speak to them. They do not speak your
language, or even Latin!

7-9 Discover another affluent local market. Smooth-
talking salesmen try to sell something to you,
and other sneaky looking characters stand too
close

10—-17  Another poor area, with bandits who know better
than to attack an armed knight with knives and
sticks, and women who sell themselves cheaply

18 Transfixed by one of the monuments: You spend
an inordinate amount of time staring at it and
wondering about it. After hours or even days you
come to your senses. Take your pick from the List
of Roman Monuments below.

19—-20 Discover a popular place where other British
knights hang out. [Indulgent. (Success = spend
1d20x10 denarii for miscellaneous costs for the
month.)]

Whatever else the player knights feel about
Rome, they note that it has seen better days, and is a
rattling, half-empty shell of its former greatness.

Partial List of Roman Monuments

e Maderna Fountain, in St. Peter’s Square,
which spouts constantly

e Neptune Fountain in Piazza Navona, with its
many marble sea creatures and nymphs

e Fountain of the Triton, a marble representa-
tion of the ancient sea god

e Obelisk from the Piazza della Minerva, of the
elephant bearing the obelisk from the temple of Isis
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e Obelisk in the Piazza del Popolo, originally
from Heliopolis

e Arch of Titus, commemorating the Roman
victory over the Jews, marking the departure of the
Holy Grail from the east to Britain

e Trajan’s Column, which represents Trajan’s
victories in Dacia

e equestrian statue of Marcus Aurelius
e colossal twin statues of the Dioscuri

THE RoMAN TOURNAMENT

During the winter months, King Arthur holds a
tournament, inviting all the great knights of the Ro-
man empire to come and compete as friends against

his Round Table and British vassals. Many do.

This is a Regal, Full-style Tournament. Here are

some names of kings who might participate, taken
from Geoffrey of Monmouth (X, 3):

Ali Fatima, King of Spain
Boccus of the Medes

Echion of Boethia

Epistrofus, King of the Greeks
Evander of Syria

Hirtacius, King of the Parthians
Micipsa, King of Babylon
Mustensar, King of the Africans
Pandrasus, King of Egypt
Politetes, Duke of Bithynia
Serse, King of the Iturei
Sertorius of Libya

Teucer, Duke of Phrygia
Ypolitus of Crete

The opponents can be any of the troop types
that participated at Saussy.

Last BusiNEss IN ROME

Once last piece of business remains. Arthur has
decided that he is going to take some of the famous Ro-
man monuments and sculptures back to Camelot with
him. He has already decided to take one of the ancient
Egyptian obelisks. He is asking for other ideas.

Player knights with opinions on this might be
asked to speak. Anyone who has spent time contem-
plating a particular monument (as determined by result
#18 on the Exploring Rome table above) can speak.

Orate. (Success = Gain 25 Glory. Critical = Gain
50 Glory, and you have convinced many people.)

Gamemasters should let the determination of the
player knights determine the results of the poll. Any
knight who got a critical success for the winning sculp-
ture is offered a free ride home on a ship, if desired, as
part of the honor guard for the monument.

Goine HoMe

Everyone is responsible for their own voyage
home. Returning knights can take the long trek
home by land, or more expensive passage by sea.

Land Passage: Land passage is over a thousand
miles of walking. It costs £1 per month, and takes at
least two months.

Roll 1d6 to discover difficulties.

Landbound Return Table
dé Result
1-3 No Problems
4-5 Delays add an extra month
6 Many delays add two extra months

Sailing: Sea vessels can make 75 miles per day,
on average. Of course, some days the weather forces
them to hug the coast and not move at all. Sea pas-
sage is the fastest route home. Three methods are of-
fered, each explained for one-way passage only.

Best Passage: Excellent ships, experienced captains
with trustworthy crews, and convoys escorted by war-
ships are guaranteed by this route. It is the fastest, most
dependable, safest, and most expensive. Basic cost is £3
per man or horse. Payment is always in full, in advance.

The shipping agent offers insurance for your
horses. If you wish to pay advance insurance of 40%
of the cost of the horses, you are guaranteed healthy
replacement steeds for any that die on the way.

Roll 1d20 on the following table.
d20 Roll Result
1-17 No problems
18—20 Delayed 1d6 days due to bad weather. Make a

CON roll for all horses. (Failure = Horse is lamed.
Fumble = Horse dies.)

Normal Passage: Normal passage is done in short
hops, between which the knight and entourage must
change ships. Finding a ship in these places is not usual-
ly a problem since these are some of the busiest sea ports
in the world. The problem comes from the hazards of
the sea in a normal ship. No insurance is available.

The ports are as follows: (1) Rome, to start; find
a Genoese captain, and sail to Cadiz; (2) there, each
knight must unload, then find a Ganis or Breton cap-
tain and sail to Britain. Basic cost is negotiable between
the passenger and the ship captains. The result is £1d3
for an average knight’s party (i.e., squire and horses).
Roll 1d20 for each leg of the voyage.
d20 Roll Result
1-10 No problems
11-13  Delayed 1d6 days due to bad weather. Make a
CON roll for all horses. (Failure = Horse is lamed.
Fumble = Horse dies.)

14-15  Sickness onboard. Make a CON roll for all people,
but not horses. (Failure = Make an Aging roll.)
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16—17 Becalmed, food shortage. Make a CON roll for
each person or horse. (Failure = Make an Aging
roll for human; horse dies.)

18 Becalmed, acute food shortage. Make a CON roll
with a —5 modifier for each person or horse.
(Failure = Make an Aging roll for human; horse dies.)

19 Becalmed, water and food shortage, illness. Make
a CON roll with a —10 modifier for each person
or horse. (Failure = Make an Aging roll for
human; horse dies.)

20 Becalmed, acute water and food shortage, bad
weather. Humans must make an Aging roll; all
horses die.

Risky Sea Passage: Unusual and/or unreliable
seaboard shipment is possible. The hazards of such a
voyage include being shipwrecked, enslaved, dropped
off no place, or offered a place in a pirate’s crew. Any
of these things is away from the point of this adven-
ture, and all are left to the Gamemaster’s discretion.

Crristmas COuRT

Many knights may choose to spend the winter in
Rome. Sir Baudwin of Britain remains behind to collect
some last money and finish out the paperwork for King
Arthur. He can lend knights their annual stipend, if need-
ed, as long as it is paid back to the king’s treasury (and
he emphasizes that their debt is to King Arthur) as soon
as they get back to Britain. Though the knights probably
cannot read, he has them make a mark on a contract.

The king and his household set forth by ship,
along with many others. The majority of the army has
marched home, and the swift might reach Britain by
Christmas. Slow travelers may have to spend another
winter in Paris; they are also welcome in the city of
Caix, a new port being constructed by Sir Kay.

Homecoming

The homecoming is presumably joyous, of course,
for those who survived the battles on the continent.
Still, after a two-year (or longer) absence, wives might
be happy or sad (!), and children are likely understand-
ably shy or happy, all depending on the demeanor and
temperament of the father. Autumn and winter are
spent catching up on manor events, local gossip and,
of course, telling everyone about adventures abroad.

News

“Let me tell you about the shortages while you
were gone...”

At Christmas Court, knights and ladies gather.
Except for the families of the deceased, it is like old
times, but gifts are more exotic this year — every-
thing is from Rome, Tuscany, or France. War stories
are told, toasted and admired by all. And then told
again, retold, and so on; at the high table, the knights
have a great time late into the night.
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The next night, the leader of the feast (normally
the count of the area, likely Robert of Salisbury)
listens to poems and orations made by his knights,
everyone is cheered about the victory, and then a
command performance is ordered.

“Young storyteller,” speaks the master of the
house, “come forth and tell us that story that the
women are talking about.”

The man he addresses is handsome and jubilant,
in his early twenties, with a neatly trimmed beard and
clothing close to being out of his class. With courtesy
and grace he accepts the task, and with harp and voice
tells the story of the Silver Knight, the Knight of Love
who worshipped Princess Rose and did great deeds be-
cause he was inspired by his passion for her.

He tells a rousing story of a war, ending in a battle
between the Silver Knight and a huge foe whose devil-
ish shield breathed fire. Then the knight goes back to
the princess with the dead devil shield, and is happy
that she touched his hand, by accident, and looked
him in the eyes.

The knights are all entertained. Most see them-
selves in the story somewhere, amazed at how incred-
ible it is that parts of the story match their own re-
cent experiences. (More drink!)

Do the player knights care at all about this new fad
of story telling? Do any listen more, seek it out? Does any-
one have a woman they are courting, and play at this?
Does anyone want another means of inspiration...?

No rush, though. Plenty of time to learn about
this new movement toward Romance.
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YEAR 528

Court

Arthur’s court is held at Camelot.

SpeciaL GUESTS

King Arthur! (This is his first Pentecostal court
at home since 525.)

Duke Galeholt of the Isles
Away From CaMELOT

Sir Lancelot

(Note: This category will appear in most court
sections hereafter. It will mark the absence of sig-
nificant characters from Camelot. Actually, it most
often notes the nonattendance of Lancelot... whose
absence generally means someone else has a chance
to win at the Pentecostal tournament.)

New Rounp TaBLE MEMBERS
Lionel de Ganis
Bors de Ganis
Boso of Oxford
Priamus the Saracen
Floridas the Pict
Lucan the Butler

Other knights to fill the seats of those lost in the
Roman wars

Gossip

“Where has that Lancelot gone? Did you see
him at all? You know, maybe he isn’t quite all there,
if you know what I mean. I heard Arthur wanted to
make him a Round Table knight, but he just ran off!
What’s wrong with him?”

“The de Gales knights have taken off into the
wilderness, too. Do you think that Lamorak feels
threatened by Lancelot?”

“With his skill and fame? I doubt it. I think
Lamorak just went off to train his brother, Aglovale.
Those Cambrian knights are close, ever since their
father disappeared years ago.”

“Did you see that monument the king brought
back from Rome? Who chose that thing? How tacky!”

“Well, I think it is beautiful. It is by a famous
Italian, you know.”

NEews

Kay: “What standards the Round Table has set
now! With a Pict and a Saracen on it, we now have
people from all across the world. Who would have
thought it could ever be!”

Griflet: “This is the time for the other part of a
soldier’s life: the homecoming. I am glad there’s a war
in the northlands, though. Civilian life is hard for
some of the men to adjust to.”

Gawaine: “Adventures are cropping up everywhere.
There is a grave up in Gorre that is howling. There is a
castle in Nohaut whose lord sends lions out to raid the
countryside. Somewhere in Rheged there is a warlord
who has ambushed caravans on the King’s Road!”

RovaL CONVERSATION

“We have been a fortunate people. We have
made ourselves lords of the world. But let us not be-
come forgetful of Destiny. That obelisk, already 3,000
years old, is a reminder to us all that even the greatest
glories may pass, leaving behind only old stones.”

INTRIGUE

King Arthur does not expect his conquests of
France, Germany, and Italy to last. However, he is
content with having plundered them, and also for
having introduced chivalry and knighthood to the
warriors there. He believes that now these institu-
tions will become established throughout Europe.

Duke Galeholt of the Isles is here because he
has asked King Arthur to make him the Overlord
of Ireland.

EVENTS

Player knights should go home and spend their
hard-won money, commiserate with those who lost
loved ones in the foreign lands, visit wives and make
babies. See what the manor looks like now. Settle
affairs on the homestead.

LANCELOT’S TRAVELS

For a period of years, Sir Lancelot avoids Ar-
thur’s court as much as possible. He claims the reason
is that there are too many adventures waiting to be
claimed, and that he lives for quest and adventure.

This absence can be used by the Gamemaster in
many ways: every blank-shield knight might be Lancelot
in disguise; he may need help, which can be provided by
players knights; he may help the player knights out of
a problem. Signs of his passing are often found; adven-
tures which had been impossible for knights previously
are solved by him, opening the way for new adventures.

Lancelot quickly, and justifiably, acquires his rep-
utation as the world’s best knight during these years.

Crristmas Court

Royal: “There are even more of those dreamy
‘Silver Knight and Lady Rose’ stories appearing,
something the troubadours made up to entertain the
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women while the men were away at war. They are
"’

certainly popular with the ladies!

Salisbury: “It is good to be home again, with
family, friends and vassals. Let us pray that this is the
end of war for Salisbury.”

YEAR 329

Court

Arthur’s court is held at Camelot.

SpeciAL GUESTS

Many church officials, including the Archbishop
and many bishops and abbots of all orders

Many pagan officials are present as well, includ-
ing the Lady of the Lake

King Anguish of Leinster
Away From CAMELOT

Sir Lancelot

New Rounp TABLE MEMBERS
Aglovale de Gales

Gossip

“Sir Aglovale deserves his seat, that’s for sure.
Just last year he rescued twelve knights from the
Knight of the Harsh Vale, slew a manticore in Es-
cavalon, and won a large tournament in Cambria.”

“Oh, yeah? Have you heard what Lancelot did
last year? He drove out the bronze swans that landed
in Essex, rescued the Countess of Hertford, subdued
the bandits in Cheshire, saved the life of the Count-
ess of Cheshire, killed a giant white bear in Garloth,
and jousted down the Dwarf Knight!”

“I find that ‘Silver and Rose’ story totally boring.
That gitl is chaste they say, and him too! Eunuch and
Virgin, ugh! I know twenty women in here drooling
over the story who are no more chaste than I am.”

“Uh huh, but it’s not about the real world, it’s a
story.”

“Listen, darlings, the Second Assistant to the
Lady of the Chamber told me that the Queen has
commissioned a clerk to write down the Rules of
Love for her. Soon she will be telling us all about
them. I think it has infected her brain! Soon it will
be reality, you wait and see!”

“ can’t agree to that. It would be dangerous
for every marriage in the land. I mean, if men went
around courting like that, who can say what terrible
cuckolding might occur, even by accident!”

“Well, I'll say that the chances for love are lower
than usual now, what with Sir Lancelot not being at
court.”
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“Yes, yes, he is an inspiration to everyone. But
he is a fanatic or something. If he doesn’t want to be
on the Round Table, why doesn’t he just say so, like
the White Knight did.”

NEews

Griflet: “Arthur wants to dig up the head of
Bran, which is a good thing: We don’t need silly su-
perstition to protect us. We have the greatest army
in the world.”

Lady of the Lake: “The gods of old should not be
disturbed. The ancient secrets of this land are greater
than any man might know, no matter what his strength
and virtue. Where is Merlin to help us here?”

RovaL CONVERSATION

“Queen Guenever has had this list drawn up,
the ‘Rules of Love.” She says that she has so many
handmaidens that she needs a way to judge their pro-
spective husbands, and that the chastity promoted
here in the rules will be good incentive for morality.

“I know many of you young men are looking
to marry the daughters of knights, and this is a way
to get the queen’s attention as well as to meet these
women. She tells me that you should start by hav-
ing your squire carry a message to one of them, seek-
ing to meet in the Queen’s Garden on Venus' Day
— that’s Friday.

“And men, the queen says she expects everyone
to be bathed and groomed.”

Note: Let players read the sections in Appendix
1 of the Pendragon book regarding Romance, includ-
ing the section on Romantic knights (page 168-72).
Photocopying may be advisable so players can refer-
ence that material whenever they wish.

INTRIGUE

The Lady of the Lake is disturbed by Arthur’s
desire to dig up the head of Bran. However, Guenev-
er insists that it be done, and so it shall.

King Anguish has come to court to see if he can
ally with King Arthur. He says that the High King of
Ireland has become too arrogant and is demanding
taxes he doesn’t deserve. Arthur and Anguish have
been negotiating for weeks.

EVENTS

Arthur has decided to disinter the magical Head
of Bran from its burial place near London.

Event: BRAN’S HEAD

Such an important event is to be undertaken
with appropriate pomp and magnificence. A tourna-
ment is planned for afterwards, and a huge market
has been set up. The field of Pen Bran, at the eastern
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THE HeaD
OF BrRAN

Bran was a god of an-
cient Britain, lord of the
underworld. His divine
lifewas full of marvels and
ended in an unusual man-
ner. In his last fight, Bran
was mortally wounded,
but rather than despair he
gave his friends strange
instructions. Thus, his
friends decapitated him
and set the head at a table,
like the honored guest.

For seven years, the
wondrous head enter-
tained them, after which
his six companions
regained their mortal
senses. As ordered, they
buried the head of Bran
outside London. The head
had prophesied that no in-
vaders could harm Britain
as long as it was buried
there.

TriADS

Triads are snippets
of ancient Welsh poetry
that each list three simi-
lar events from legend.
For instance, Number 37
lists the “Three Closures”
(or “Concealments”), and
then lists the “Three Dis-
closures.”

The first Concealment
is the head of Bran the
Blessed. “And as long as
it was in the position in
which it was put there, no
Saxon Oppression would
ever come to the island...”

The triad of the Dis-
closures ends with, “And
Arthur disclosed the head
of Bran the Blessed from
the White Hill, because
he chose not to hold the
Island except by his own
strength. And after the
Three Disclosures came
the chief invasions upon
the race of the Cymri.”

In the Pendragon cam-
paign, these “chief inva-
sions” occurafter Arthur’s
death.
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end of London, has been prepared. Arthur’s raised
stand is at the west end, beneath the walls of Lon-
don. Soldiers cordon off the field around the digging
area, where a huge pit has already been dug down to
the (presumed) dead god’s skull.

On the south side, with the river at their backs,
are wooden viewing stands for the nobility. On the
north are more for Archbishop Dubricus and a hun-
dred or so other bishops, abbots, priests, and monks.
Citizens cluster along the east end. It appears it is
going to be the usual long, boring ceremony. Her-
alds blow horns, bishops mumble prayers, and various
lords give speeches.

Meantime the diggers cart away the soil. Sud-
denly, without warning, the priests begin to chant
something in Latin.

Religion [Christian]. (Success = This is not a
prayer you have heard before. Critical = You recog-
nize this as an exorcism.)

The sky darkens, rumbling, and chill winds blow
from the west. The frigid shadow of an immense but
invisible dragon passes over the crowd, flying west.
A winch and tackle, like a derrick, are being rigged.
The Lady of the Lake steps forward from among the
nobles gathered around Arthur.

Awareness. (Success = She is in a deep trance.)

She says, “Two Fatal Disclosures there were on
this isle before. The first was when Vortigern uncov-
ered the bones of Vortimer for the love of a woman;
the second was when Vortigern uncovered the drag-
ons which Llud the son of Beli had concealed. Now
this is the third: the disclosure of Bran’s head from
the White Hill.”

One of the priests among the many (or is it the
Archbishop?) shouts curses about witches. Arthur
peers across the distance at him a moment, but he
is quieted by his fellows. Arthur turns to the Lady
of the Lake, thanks her for her words, then com-
mands the workmen to continue. A huge derrick has
been erected over the ditch, and now ropes are being
rigged. Hail pelts the work area, but nowhere else.

With a shout of fear, the workmen all leap from
the pit and bolt away, leading the other workers with
them. Sir Bedivere, who has been overseeing them,
walks to the edge of the pit and looks in. He shouts
that he needs some brave knights to do this work.

Player Hook: Do players volunteer? Let them!
The volunteers line up around the pit. Volunteers get
25 Glory each.

The knights leap into the pit. The head is huge
and moldy, still caked with blood. A voice says,
“Leave me.”

Valorous, —7. (Failure = You jump from the hole
and cannot do the job.)

Many knights leap from the pit and refuse to go
back. Those remaining do the task of securing the
derrick ropes to the chains secured around the head.
The knights exit the pit and return to their places.

Glory: 25 more for finishing the job.

When the great head is finally raised from the
grave, it slowly opens its eyes. Its voice is so low that
it is not heard as much as felt in the chest of everyone
present.

“The Doom of Britain is awakened. The King
of the Bears cannot live forever. The Spring always
follows the Winter, and the Destroyer is already born
who will make women weep to remember this unholy
uncovering. | see them who will glory at this deed:
Ceawlin and Cutha, Melehan and his father.”

Abruptly Arthur shakes his head, as if waking
from a dream, and raises his voice: “The land must be
held by courage and strength, not old magics. This is
the New Age. This is the Age of Men.”

Awareness. (Success = You see a burst of light
radiate from Arthur, moving quickly and rippling
through the gloomy air.)

It is as if everyone’s ears popped from the alti-
tude, and the people look around at each other with
a bit of astonishment and embarrassment. The an-
cient spell is broken. The thing in chains is not a
divine countenance any more, but rather the rotting
head of a dead giant. It is dragged to a waiting fire,
and there burned to ashes.

The sky clears of the chill clouds, and a warm
breeze takes the chill from everyone’s skin. “Let us
retire, now,” says the High King, “to the—

“Uh, excuse me...” he says as he turns to Sir
Gawaine, who is humbly waiting to give a message.
“What is it Gawaine?!” They confer hurriedly, and as
they do Sir Brastias, still dusty from the road, rushes
forward to confer with them both. Before their con-
ference has broken up, Dodinal le Sauvage, son of
the King of Sugales, arrives in his traveling clothing.
His announcement stops their general chatter, and
Arthur turns to the crowd.

“My lords and ladies, we have received terrible
news in triple. The Saxons of Anglia have risen in
rebellion. And Irish raiders are burning the country-
side all along the Demetian and Severn Seas.

“In light of these difficulties, the tournament is
cancelled. All knights present must report to quar-
ters for duty on the morrow. Counselors, report to
my chambers.”
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ANGLIANS REBEL

Once again, the unhappy people of Anglia have
brought weapons from hidden places and attacked their
lords. This time they are being inspired by a witch-
priestess named Camille. Due to the other problems of
the kingdom, Duke Hervis is left to his own devices, and
the whole region is a war-torn area of danger for years.

NORTHERN WAR

Duke Galeholt of the Long Isles has organized
the northern Irish, Long Isles and Out Isles folk, the
Sea Reavers, and many others. His raiders have been
plundering and pillaging all up and down the west-
ern coasts of Cambria and Cumbria. The Western
Admiral tried to stop them but was destroyed in a sea
battle by superior forces.

Now he has invaded and taken Surluse. The
King of Malahaut has sent many knights to help him.
None are able to withstand him and his ally, the King
of a Hundred Knights. His raiders have gone far and
wide across the north, causing much destruction and
trouble for the people there. None of the local kings
are capable of defending against him, and they need
the High King to unite and lead them. The local
lands are Gorre, ruled by King Uriens; Garloth, cur-
rently ruled by the young king’s aunt, Queen Elaine;
Lothian, overseen by stewards; and Strangorre, ruled
by King Brangore, a vassal of Uriens.

Arthur’s army marches north, leaving a force to
besiege Eburacum, whose king is off with Galeholt.
The Logres army then marches to Surluse, where the
duke is reported to be. Arthur begins a siege and sets
up his engines.

BATTLE OF SURLUSE

As the bombardment progresses, more Irish rein-
forcements arrive by sea. One morning, to everyone’s
surprise, the duke’s army musters from the castle and
assembles for battle. Other troops disembark from
nearby ships, and it becomes clear that in this battle
Arthur is going to be greatly outnumbered.

Length of Battle: 5 rounds (8 rounds as planned,
but see below)

Battle Size: Large
Commanders

King Arthur (Battle = 22)
Duke Galeholt (Battle = 20)
Modifiers

Arthur is outnumbered: -5
The Fight

Round 1: First Charge. Normal.
Round 2: Normal.
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Round 3: The duke’s considerably larger army is
gaining the upper hand; Arthur’s forces suffer a -5
modifier on Unit Events Table rolls.

Round 4: A Black Knight bursts from hiding
and falls upon the Sea Reavers with deadly effect.
The pirates resist, but can not hold long and after
a short while this one man causes the entire enemy
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flank to scatter; Arthur’s forces gain a +5 modifier on
Unit Events Table rolls.

Round 5: Mightily distressed, the duke’s army
withdraws to the castle. Players can pursue if they
wish. The Black Knight does, hacking down enemies
right and left right to the gate of the castle, where a
herald, bearing a white flag of truce, stops him. To
everyone’s astonishment, the Black Knight enters
the castle, and the gate is drawn up behind him.

After the Battle

King Gilmaurius escapes and returns to his
kingdom of Dal Riada in Ireland. The Picts flee, but
reassemble nearby at Loch Lomond.

Victor: King Arthur. Indecisive Victory.

Plunder: £1 in goods.

Glory: 45 per round.

Though he has suffered many losses, Arthur re-
news the siege. After several more weeks of siege, a
messenger from Duke Galeholt comes out of the cas-
tle to Arthur’s camp. Astonishingly, it is Sir Lance-
lot. Naturally, everyone is confused about what he is
doing there, but happy to hear the news he bears.

Duke Galeholt would like to make peace with
King Arthur without surrendering, to swear a treaty
of mutual support and friendship. Further, he is will-
ing to swear fealty to King Arthur not because of any
military reason, but because he has been so impressed
by the virtue shown by Lancelot. He figures that any
king who promotes such knights must be worthy of
serving. Arthur accepts.

The army is let into Surluse, which suffered little
damage. They are entertained lavishly. Duke Gale-
holt sits up front with King Arthur, and they are each
impressed with the other.

CORNWALL

In Cornwall, the champion of King Anguish, Sir
Marhaus, lands with an army and demands tribute
from King Mark. This tribute has usually been paid.

This time, instead of the usual payment, an un-
known young knight comes forth. This Sir Nobody
had just been knighted specifically for the occasion
of fighting Sir Marhaus. The stranger is Sir Tris-
tram, nephew to King Mark, who has just returned
to Cornwall from being raised in Brittany. He’s big,
strong, skilled, and determined.

Sir Tristram and Sir Marhaus fight, and in the en-
suing battle both are severely wounded, but eventually
Marhaus falls with a fragment of a sword in his head.
His men bear his body to their ships and the Irish de-
part. Tristram is given great honors by King Mark.

This is the end of Cornwall paying tribute to the
Irish.

REBELLION IN ROME

The last of the British have by now returned
from Rome. The senators there have rebelled, deny-
ing that they ever made Arthur their emperor. Some
counselors advise another campaign to teach them
once again, but Arthur forbids such a venture. He
says, “It is folly to try to hold such distant possessions
when one’s heart is at home. Let them fall back into
the stink of their own decadence.”

And they do, until a barbarian king conquers
them and becomes Emperor Theoderic.

CuristMAas COURT

Royal: “Romance is the palliative for war, for
what other than Love has the power to stop violence?
The women of the court will take to heart the lessons
of Sir Silver and Lady Rose, and Queen Guenever
has assembled the rules by which Love shall be hon-
ored at court.”

Salisbury: “Bran the Blessed was a powerful pro-
tector of this island. It took no time at all for multiple
disasters to come to us. I hope this is not the sudden
end of our peace and plenty.”

SpeciaL WINTER PHASE MODIFIERS

Because of the Pax Arthur, all lands of Logres
get a modifier of —1d6 to the Starting Bad Weather
roll. Because of fighting, the following counties suffer
the following modifiers to Starting Bad Weather.

Anglia, Gallowey: Land was raided (+1d6)
Surluse: Land was pillaged (+2d6)

YEAR 230

Court

Arthur’s court is held at Carlisle.

SpeciaL GUESTS
Anguish of Leinster

Various Irish chieftains

Away From CAMELOT
Sir Lancelot

New Rounp TaBLE MEMBERS
Duke Galeholt of the Long Isles

Gossip

“Lancelot ran away again! What is wrong with
that man? He is obsessed. I tell you, it isn’t healthy. I
think he is unstable.”

“Well, I just think that he doesn’t like the at-
tention that so many women force upon him. He is
extremely shy, you know.”
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Guenever’s Rules
of Courtly Romance

1. Alover will avoid greed and will be generous.

2. A lover will keep himself chaste for the sake of her
whom he loves.

3. Alover will not knowingly strive to break up a correct
love affair that someone else is engaged in.

4. A lover will not chose for his love anyone whom a
natural sense of shame forbids him to marry.

5. Allover will avoid falsehood.

6. Allover will not tell many about his love affair.

7. Allover will be completely obedient to his lady.

8. Allover will always work in the service of Love.

9. Alover will always be modest.

10. Alover will speak no evil.

11. Alover will not reveal others’ love affairs.

12. Alover will be polite and courteous at all times.

13. Allover will never exceed the desires of his lover.

“I bet he goes off to Ireland to fight. The king is
going to go.”

“I like the Romance. It gives us women a chance
to be someone. Not like the queen or something, or
maybe so after all — queen of one man!”

“Well, good luck on finding your kingdom, hon-
ey. If that poetry satisfies the itch, let me know...”

NEews

Kay: “You think this Irish warlord is so great?
He isn't. If his father wasn’t of giant blood Galeholt
would not be so strong. Nobody would care anything
about him.”

Griflet: “We are going to invade Ireland now.
With our own fleet and Galeholt’s, no one will even
try to stop us. Those naked savages won't have a
chance.”

Gawaine: “Tragic news from Cornwall. King
Mark’s champion killed the Irish champion, but was
so wounded that surgeons left him adrift in a boat.
The Irish Champion was Sir Marhaus. King Mark’s

champion was some unknown newcomer.”

RovaL CONVERSATION

“Ireland, the isle of savages, is the only part of the
world that is not subject to the rule of Pax Arthur.
This year we will bring to them our swords and spears,
and show them the value of being our friends.”

INTRIGUE

King Anguish, who has many British friends al-
ready, is being attacked by the High King. The Irish

kings are in discord themselves about how to meet
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King Arthur in battle. They are already fighting
among themselves.

EVENTS

One day, two dwarfs come to court bearing a
note for Queen Guenever. The note is from King
Pellinore’s wife, who begs the queen to accept the
service of the dwarfs. She does so. No one is quite
sure what two mute dwarfs will do, but they are as-
signed to Sir Kay, who puts them to work.

Characters may wish to speak with the dwarfs,
but the pair is truly mute. They are just another fan-
tastic feature of Arthut’s court.

Event: ARRIVALS AT COURT

The three sons of King Arthur, all squires, ar-
rive in town this year. One is his self-proclaimed son,
Borre, who arrives eatly in the year and is quickly
knighted, becoming the center of attention. He
fights in Ireland and returns with his father to act
the part of heir-apparent, even though he is never
officially proclaimed.

Also before the battles in Ireland, another
squire appears at court, but he does not announce
his lineage. However, someone notices Loholt at his
knighting ceremony, and he is quickly recognized as
Arthur’s son as well. He too fights in Ireland.

And of course there is Mordred, who arrives later in
the year and is knighted at the winter court. However,
his true parentage remains as yet unknown, even to him-
self; he is thought to be the youngest son of King Lot.

See “The Sons of Arthur” in Chapter 7.
KING JORAN"S CHALLENGE

A foreign king appears at court and challenges
all knights to joust with him. He says his name is
King Joran, and he comes from the Land Beyond the
Mountains in order to test the skill of the knights of
Arthur’s court. He jousts with, and defeats, everyone
who rides against him.

The Ring in 530

At this time, 38 years of age, King Arthur is
a stately, handsome knight, still very robust and
strong, just starting to show some grey in his
whiskers and temples.
SIZ 14
DEX 16
STR 19
CON 18
APP 15
Distinctive Features: Noble bearing, noble voice.
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Sir Gawaine goes last, and just as he is recov-
ering from his fall, King Joran rides up to him and
grapples him, lifts him, and rides away before anyone
can act.

Arthur is naturally distressed, but is forced by
his planned invasion to perform other events.

216

IrisH WaRr

King Arthur sails to help his ally King Anguish,
and his friend Sir Gerald of Striguil. From western
ports, the army debarks in Leinster. There King An-
guish welcomes them, and joins his forces to Arthur’s.
Together they confront a large Irish army of badly
equipped, but highly motivated warriors.

BATTLE OF TARA

Length of Battle: 5 rounds

Battle Size: Large

Commanders

King Arthur (Battle = 22)

Muirchertach (Battle = 22)

Modifiers

Arthur is badly outnumbered: —10

Arthur has superior troops: +5

Muirchertach has higher ground: +5 (for him)

The Fight

Round 1: First Charge. The Irish troops are all
afoot.

Rounds 2-3: Normal.

Round 4: Irish army panics and breaks; Arthur’s
forces suffer a =5 modifier on Unit Events Table rolls.

Round 5: Pursuit.

After the Battle

King Gilmaurius escapes and returns to his
kingdom of Dal Riada in Ireland. The Picts flee, but
reassemble nearby at Loch Lomond.

Victor: King Arthur. Decisive Victory.

Plunder: £6 in goods.

Glory: 45 per round, x2 for Decisive Victory.

Muirchertach accepts defeat and surrenders
to King Arthur. The terms are not too harsh, and
Muirchertach swears fealty and homage to King Ar-
thur. Anguish and Muirchertach agree that King
Arthur shall have a region as his own direct fief, cen-
tered on the city of Dublin. This area is called the
Pale, and Arthur assigns old Sir Brastias to be its first
Justiciar, his regent for Ireland.

The king remains in Dublin to receive the sur-
render of the Irish regional kings, tribal kings, sub-
kings, clan kings, and others. In general, most of the
nearby kings yield, most of those far away do not, and
half of those in between do.

King Arthur offers many Irish lands to Brit-
ish knights and lords as “speculative grants,” which
means, essentially, “if you can take it, it’s yours.” They
are generally in the territories of those Irish lords who
are close by yet did not come to pay homage to Ar-
thur. Many of these grants are to the de Ganis clan,
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Treland in 530

The information given here is for 530, the year
King Arthur invades Eire, and the years thereafter. Be-
fore that date, the information is much the same, but
without the Pale and its castles.

AILECH (Kingdom): One of the Ulster kingdoms,
Ailech includes the monastery of Derry. It borders on
the realm of the fomorians and is lightly inhabited.

Allech (Castle): This fort is the seat of the King of
Ailech.

Ardmulcan: This motte-and-bailey is one of aring
of castles around the perimeter of the Pale.

Blackcastle: This castle sits outside the seaport of
Wicklow, and is the central stronghold for the Butler
clan.

Carrickfergus: In Dal Riada, this was originally
the site of a rath sitting out on a tidal spit; it is rebuilt
as a feudal castle.

Cashel: This hill fort is the traditional center of
power for the kingdom of Munster.

CONNACHT: This land of bogs, forests, and bar-
ren mountains has little fertile land. 1t includes Crua-
chu and Galway.

Cork: This is a thriving city, a sea port on the coast
of Muster. It is populated primarily by Lochlannach, in-
cluding the thriving farms all around it.

Cruachu: This is a cluster of raths that comprise
the capital of the Kingdom of Connacht. A cave nearby
has released giant cats, female werewolves, and de-
mons.

Dal Araide: A Cruithine kingdom subject to Dal
Riada. (The Cruithne are the pre-lrish inhabitants of
Ireland. They still dominate this kingdom.)

Dal Fiatach: A fomorian kingdom now subject to
Dal Riada. The fomorians were the pre-Cruithne in-
habitants of Ireland, and they still dominate this king-
dom.

DAL RIADA: This tuath, or tribe, is descended
from the old Ulster dynasties of legend. Many of its
members have migrated overseas to the Long Isles,
and close contact is kept between the two lands. Car-
rickfergus is the center of government for the kingdom.
It rules Dal Araide and Dal Fiatach.

Derry: A monastery here is the center of a small
community that serves as the seaport for Ailech.

Downpatrick: This is the burial place of Saint Pat-
rick.

Drogheda: This walled city has one of the motte-
and-bailey castles that protects the Pale.

Dublin: The biggest city in Ireland is under the rule
of King Arthur. It was established by Lochlannach, but
now hosts merchants from all sailing directions. 1t is
the center of British influence, amid the region called
the Pale. A strong castle is the center of government.

Dunboyne: This is one of a ring of castles around
the perimeter of the Pale.

Dunlace: This is a motte-and-bailey castle.

Emain Macha: This ruin in Oriel used to be the
capital of lreland until it was sacked in 451. A mound

nearby was the famous hall where the hero Cu Chul-
ainn once feasted.

Esker: This is a high and dry mound that creates
a passageway right cross the island.

Galway: This small seaport on the west coast,
in Connacht, is a thriving market place. Unlike all the
other cities, this one is primarily Irish.

Glendalough (a.k.a. Two Lake Glen): Site of the
monastery of Saint Kevin, near a magical healing
lake. A motte-and-bailey castle is nearby, part of the
circle around Dublin.

LEINSTER: The most powerful of the Irish king-
doms on the island, allied to King Arthur. The king-
dom includes Wexford, Wicklow, and the Monastery
of Saint Brigit.

Limerick: This is the thriving seaport for the
Munster kingdom. 1ts populace is primarily Lochlan-
nach.

Lottrells: This is one of a ring of castles around
the perimeter of the Pale.

Maynooth: This is the oldest British fort in Ire-
land, having been built by Gerald in 521. lt is a medi-
um-sized stone castle, one of aring of castles around
the perimeter of the Pale. It is still the center of the
Fitzgerald clan in Ireland.

MEATH: This wide, flat region is the most fertile
and desirable land in Ireland. 1t is sparsely populated
now, having been a battleground between Connacht
and Leinster, and now the British move slowly to
take it.

Muirbolc: This castle is the traditional seat of
the King of Dal Riada.

MUNSTER: The southern kingdom of the Irish.
1t includes Cashel, Cork and Limerick.

ORIEL: Oriel was once the center of Ulster, but
that era ended when Nial Nine-Hostages and the
Three Collas destroyed the old kingdom. The region
includes the old capital of Emain Macha. 1t has no
single king, but is broken into tribes subordinate to
other regions.

PALE: The Pale (or Pales) is the region of Ireland
subject to the justice and rule of King Arthur. 1t is
ruled locally by the Justiciar, who oversees the quar-
relsome clans of the Fitzgeralds and de Ganis. The
region centers on Dublin and includes many castles
surrounding it.

Ratoath: This is one of a ring of motte-and-bai-
ley castles around the perimeter of the Pale.

Tara: The fertile Plaine of Tara, with the impres-
sive ruins of the old capital, are now part of the Pale.

Tory Island: This island off the coast of Ailech is
a stronghold for the fomorians.

Trim: This is a sturdy stone castle, one of a ring
around the Pale. 1t is the center for the de Ganis clan
in Ireland.

Wexford: This is a thriving port in Leinster, orig-
inally settled by Lochlannach.

Wicklow: This is a seaport south of Dublin.
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People of Lreland

The Pale is a region which the British take over
in 530. The newly appointed Justiciar, Sir Brastias,
rules here in Arthur’s name for only about a year be-
fore he retires to the life of amonk in a hermitage back
in Britain. The Pale is full of castles where the British
language is spoken, and the peasants plow and reap
like British serfs do, not like the Irish.

Many individuals and small families have carved
out a small life for themselves here. Many more shall
as well.

In particular, three British families have estab-
lished themselves in Ireland: the Butlers, the de Ga-
nis, and the Geralds.

Gerald

After Brastias leaves in 531, the Justiciar of Ireland
is Sir Maurice FitzGerald, son of Gerald Striguil of Pem-
broke, who led the first British expeditions to Ireland in
the 520’s. Mauriceis the family head and a famous adven-
turer, and he marries a local goddess, Aine. He is proud,
busy and short if it is not about important business. Mau-
rice holds the Justiciar’s seat until he dies in 546.

Gerald FitzGerald, son of Sir Maurice and Aine,
is said to be able to leap ten yards at once, recover
from any wound, and have a black stallion that can
run over water.

Butler

Sir Theobald de Butler is the actual leader of his
family’s forces in Ireland. He claims Justiciarship the
year after Maurice FitzGerald dies, in 547. His posi-
tion is “slow and steady,” and in giving nothing to
(or back to) the Irish. “Slavery is a step up for them,”
says Theobald.

The Butlers dislike the “foreigners” in lreland
— that s, the de Ganis clan, whom they denounce as
“continentals” and “goths.” The Butlers are also hor-
rified that the Geralds have “gone native.” Sir Theo-
bald has several vigorous, thoroughly British sons.

De Ganis

Sir Hugo de Ganis got a grant from King Arthur in
530. Though he was Killed shortly afterwards, his rel-

others to the Butler clan. Those two become, with
the Geralds, the leading families of feudal Ireland.

One of the most successful knights of the army
is Sir Hugo de Ganis, a nephew of King Bors and of
Queen Isoud the Elder, who had been raised at court
in Ganis. After Arthur’s victory, Hugo is given a spec-
ulative grant of the Kingdom of Meath, a large region
outside the Pale. He seeks mercenaries or knights who
are willing to fight for a land grant under him.
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atives stepped in to protect the infant heir, Hugh 11, and
to administer the lands. Sir Blamore and Sir Bleoberis
are the most important leaders here. (Lancelot never
sets foot in Ireland except during the lrish War.)

In 552, Hugo 1l is ensconced as Earl of Westmeath.

The Lochlannach

The Lochlannach are a warlike sea-going people
who have occupied many places in lreland, centered
on the Western lIsles and nearby coasts. They are
descendants of Norse settlers. (Use Saxon stats for
them.) Sometimes they are called Sessoines.

Famous among these is one Sir Brian, an ox-like
fighter and cat-like tactician.

The Atecotti

The Atecotti are the natives of the outermost
Out Isles. They are stone age survivors of the oldest
human peoples that lived in Britain before even the
Picts, who slowly forced them out to the Out Isles.
The Atecotti are big (use Saxon stats) and truly para-
noid, even xenophobic, quick to resort to violence as
a solution. They worship old, old spirits unknown to
anyone else.

After Galeholt conquered these islands, some of
the Atecotti became his hostages, and a few of those
learned the ways of civilization. They became the lead-
ers of their people when they returned, for they had the
arms of knights now — but none of his manners, cour-
tesy, or religion.

The Knight of the Devil Shield, a vassal to Duke
Galeholt, is now the leader of the Atecotti, more often
than not going about the land jousting and causing

trouble.
The Cruithni

In the northern lands of Ireland, especially in the
northeast in Dal Riada, live a people called the Cruit-
hni. They are comparable to the Picts of Britain in ev-
ery way (use Pict warrior stats), and are subject to the
local kings.

THE CASTLE OF BONES

The subjugation of Ireland progresses satisfacto-
rily. Player knights have some time to wander around
and be unimpressed with Dublin’s primitive nature.

One dark night, in the fastness of the new moon,
a couple of Arthur’s most trusted men move stealth-
ily among the troops and awaken selected individuals
and ask if they wish to accompany the High King on a
venture which will be the most perilous of their lives.
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Note: No player knights are asked. They wake
the next morning to discover that the king and a
band of men are gone.

King Arthur chooses 7 companions and 144 foot-
men to accompany him on his secret, midnight ride
to the Castle of Bones. This is a fantastic, otherworld
journey that is an utter disaster for King Arthur and
his friends. King Arthur is rescued by Sir Galegantis,
who nearly dies in the attempt. Almost all the knights
are killed, and only seven men return alive.

Arthur decides to return home to Camelot.

Locres: THE WiLp Hunt

As harvest approaches, all seems well. The crops
look good, the weather is holding, the population
prepares to turn out for the harvest. Abruptly, with-
out any warning whatsoever, a terrible winds blows
off the North Sea, howling with unearthly rage and
bearing hail upon its biting winds. It is not a natural
wind, but blows forth each night over a different part
of the land. Experts and magicians are summoned to
see what it is, and to stop it if they can.

It is the Wild Hunt of the Saxons! The magi-
cians make spells and the priest makes prayers, but
none of this works against the terrible wind.

Perhaps the only good news is that the storm is lim-
ited in the area it can ravage each night, so although the
entire kingdom is visited it is not concentrated enough
to destroy every piece of unharvested food.

Crristmas COuRT

Royal: A troublesome witch in Anglia has or-
ganized many to follow her, and sacrificed babies to
send the Wild Hunt against the lands of Logres. The
evil spirits and winds ravage the crops shortly before
harvest time.

Salisbury: “Where is the Bishop? He is supposed
to be protecting us from just this kind of ravage!”

SpeciIAL WINTER PHASE MODIFIERS

Because of the Pax Arthur, all lands of Logres
get a —1d6 modifier to Starting Bad Weather rolls.
Because of the fighting, the following counties suffer
the following modifiers to Starting Bad Weather.

Leinster: Land was raided (+1d6)

Meath: Land was pillaged (+2d6)

In addition, because of the Wild Hunt, each
holding in Britain must roll on the following table to
find the modifier for Starting Bad Weather:
d6 Roll Modifier
1 None
2 +1d6
3-4 +2d6
5-6 +3d6

ForeicN WARS

Knights seeking experience in war must leave Brit-
ain, whose warlords have all surrendered to the High
King. The glory and experience of true deadly combat
lies overseas. Wars occur often in many places, but at this
time Ireland and France both offer war all the time.

Temptations: The Gamemaster can use these
foreign wars as an exercise of chivalry and idealism.
Most British knights are men of great power else-
where, and they can do whatever they want as far
as killing, plunder, and wholesale destruction. They
can take whatever they want to enrich themselves
(always a major reason to go to war).

Chivalry towards other knights should be hon-
ored in both France and Ireland, where knights are
rare and have more in common with each other than
with commoners, but chivalrous knights must decide
whether to extend mercy and generosity to Irish
champions and Lochlannach warlords.

Undertaking these kinds of wars and ravages of-
fers every temptation. (See “Plundering the Picts” in
Year 519 for some idea of the actions that might be
undertaken and the effects those actions should have
on a knight’s traits.)

As well, a Gamemast