


Pagan Shore 
Ireland in the Age of King Arthur 



Dedicated to the memory 
of Brendan 0 Hehir 

Scholar, Teacher, IIdanach 



HORE 
By John Carnahan 

cover artwork: Stephen King 

interior artwork: Wayne Reynolds 

Celtic borders: Wayne Reynolds 

maps: DarreD Midgette 

project management, editorial. layout: Sam Shirley 

cover design: Charlie Krank 

proofreading: Jenkins 

Playtcsting and Advice: Ed Allen, Kcrie Campbell, Sunnne Courteau, Britt Daniel, Jim Hooker, lUi 
Houstan, Anne: Merritt. Eric Rauscher. Sam Shirley, Greg SWTord. 

Special Thank.. for Rcseuch and Technical Assist2nce. in one: case: unwitting: Chandra Cam2han, Don Frew. 
Mark O'Brien, Eric RauKhe:r. Bruce Webb (sony, Bruce), Jeff Zorn (invaluable hdp), 

Chaosium Inc 
1994 



Pagan Shore 

cn~~Jffl~~~~ 
CONTENTS 

Introduction .................................... ... ...... .. 5 Wealthy Bo-Aire (iUustnlrion) ............. ....... ......... ............. .57 

Glossary ................................. ... ................ ........... ................ 5 Peoples of Ireland ............................................................. .58 

Pronunciation Guide ........................................................... 6 l..ochlannach Warrior (illustration) .............. ................. ... .. 64 

Blind Harpist (illusrntion) .................................................. 7 Irish Women (illu5trarion} .................. ......... ..... ............. ... 69 

Irish Landscape ......................................... 10 Irish Magic ... ......... .... ....................... ........ 72 
Settlements ........................................................................ 10 Droidic Ritual (illustration) ........ ......... .. ......... ..... .............. 73 

Geography of lrdand (map) .............................................. 11 Holy Folk of Ireland .......................................................... 77 

The Divine Landscape ...................... ................................. l2 Druid in a Sacred Circle (iUustration) .............. .................. 78 

An Erainn Ram (illusuation) ............ ................................. 13 The Aos Sf ...................................................... ..... .............. 83 

Travcl ................................................................................. l4 Bachlach (illusrntion) ........................................................ 87 

Climate .............................. .... .......... ............... ................... 14 Geases ........................................... ....... .............. ............... 90 

Foreign Settlements ............................. .............................. 14 Chariot C hallenge Race (illustration) .. .... ........ ..... ............ 91 

Flora and Fauna .............................................. ................... 15 Random Geas Generator (table) ..................... ................... 92 

Places of Interest ................. .. ..................................... 15 - 50 Erainn H orseman (illustrarion) .......................................... 94 

Political Divisions (map) ...................... .............................. 19 Irish Character Generation ..................... .. 96 
Tattooed Man (illustration) ............................................... 25 
A Crannog (illustration) ...................................... .... .......... 29 

Magician Chancter Generation ........................................ 96 

A Satirist (i llustration) ........ ............................................. 100 
Inside the RAth (j llustl'lltion) .................. .. .......... ........ ........ 35 
Long Isles (map) ................................................................ 37 

An Irish Knight Fights a Tribal Warrior (i llustration) .... 107 

Homelands ........................................................ .... ........... 110 
The Pale (map) ................................................................. .41 New Skills ........................................................................ 114 

Irish People ......... ... ............................. .... .51 A Charioteer (i llustration) ........ ...... ................ .......... ...... 115 

The Family ...................................... ................................... 51 Irish Passions ................................................................... 116 

Social Organiz.ation ............. ... ........... ........... ... ............. ..... .52 

An Irish Lord at Court (iUustnltion) .... .............................. 53 
Irish Storytelling .............. .. .. ... .......... .... .. 118 
Cattle Raid (iUustration) .................. .. ........ ...................... 121 

Laws of Honor ............... ... ... ............ .. ................................ 54 
Laws of Property .................... .. .......... .... ......... ... ............... .55 

LaW5 of War ........................ ............. .......... ...... ................ .56 

Afterword ............................................. .. 123 
Bibliography ... ... .......... ..... .......................................... ...... 123 

The Aos Dana ....... ............. ................................................ 57 Irish Character Sheet ...................... .. 125-126 

PI\GAN SHORE i$ published by Chaosium Inc. 

PAGAN SHORE is copyrightC 1994 by Chaosium Inc; all right rese.ved. 

Simillrities between ch&racten in PAGAN SHORE and persons Hving or Mad are strictly coincideotill. 
t>t , The cover painting is copyright Cl1994 by St~hen King. 

Interior artwork is copyright C 1994 by Wayne Reynolds. 

All maps.ue copyrightC 1994 by Oarrell Midgene. 

Except, in rhis publication and related advet1ising, or un~ othefwille agreed to, art work original to MGAN SHORE remains the 
property of the "nisi. and is copyright by them undef their sep.1:rate copyrights. 

The reproduction of ~al from th is book lor the purpo5et of pertOflil l or corporale profit, by photO£rilphic;, electronic, or otheI" 
metoom of stofage and retneval, is prohibited. 

... 'Addre:M queslions concerning this book ill well ill requests for fret:! catalogs of Chaosium products to: 
Chaoslum Inc. 9SO-A S6th Slteet. Oakland, CA 94608·J 129. 

~ium Publication 2713. Published janu.lry, 1994. 

ISBN 0-56882·016-X , 

4 



Introduction 

~~~~~~~ 
WHAT IS THIS BOOK? 

An Introduction to Pagan Shore 

ACAN SHORE is a supp lement for 
Ptndragon, Chaosium's role-playing 
game of Anhurian Britain. You must 
possess Ptndragon in order to use this 

book. Pagan S/Jore describes Ireland as it 
might have existed in the PtnJrllgon era. 

Th is ·Pend ragon Ireland- reconciles the 
Ireland of the Irish Sagas, the Ireland envi­

sioned by Thomas Malory, and the historic21 
Ireland of the Sixth Century A.D. and later. It is a col­

lage of Irish cuJrure: pagan and Christian, tribal and feudal, 
free and coloni7.ed. 

How Can I Use Pagan Shore? 
Pilgan S/xTrt includes notes on generating Irish chuacten, a 
S\UVCy of Irish customs, and an atlas of Ireland's kingdoms. 

This enables gamemasters to run Ptntirag01l wventurel 
set in Ireland. As a frontier in Arthur's empir'c, Ireland is an 
ideal place for young knights seeking wives, estates or repu­
tations. Also, Ireland is a sideshow with little direct impor­
tance to Malory's story; this means that gamemasters can 
re-arrange itt geography and politics at will, without violat­
ing Ptndragon's Malorian campaign. 

You might choose instead to make Ireland the focus of 
the story, and Britain the periphery. Ireland is a good setting 
for a variant Ptndragon campaign, in which warriors, druids, 
buds and saints are the protagonists, rather than knights. 
Instead of serving a high-Icing, characters from an Irish clan 
can struggle to BECOME high- king, usually by destroying 
everyone else in their paths. 

What Is This Place Called? 
The Irish can their homeland "Eire," "Banba" or "Fodhla," 
after three goddesses known to early settlers. "Erin" and 
"Ireland" are Anglo-Irish derivations of "Eire." The Romans 
called Ireland "H ibernia," and its inhabitants, "scotti" or 

"''''. The HI Stone is a boulder at Tara which screams when-
ever a prospective king rides over it. The rulers of Tara. can 
Ireland "lnis FA]" ("Island of the Fa! Stone") to promote the 
idea that Tara is Ireland's capitol and its king. 

5 

The Irish picture their island as a circle, divided into 
fourths, insjde of which is a smaller circle forming the cen­
ter. They call the northern fourth of Ireland "Ulster," the 
western fourth "Connacht," the southern fourth "'Mumter," 
the eutern fourth "Leinster," and the center, touching 
everything else, they call "Meath: These are Ireland's tradi­
tional five provinces. This neat division of Ireland's real 
estate has never been realized in history. In the era of Pagan 
Short, for example, Ulster has been partitioned into three 
sub-provinces: Ail«h, Oriel, and the Long Isles. 

-
AN IRISH 

POLITICAL GLOSSARY 
The institutions of O ld Irish society are even less familiu 
than the SCUt2ge, vavasaurs, and Treus Dei offeucb.lism. Use 
this glossary to decode the jargon of the following chapters, 
and to practice your Irish pronunciation. 

A 
Aitheach Tuath (OTH-ukh TOOATH ; Commoner 
Kingdom): A tuath whose members are forbidden by treaty 
to seek the kingship of their province, and whose memben 
may be to some degree vassals or rent-payers of the provin­
cial king. 

Aonach (AIN-ukhj Festival); The yearly fair of a tuath, 
or a province, including tournaments, treaty procla.mations, 
and a diil. Always associated with a pagan holy place. such 
as a sf mound. 

Aos Dina (A IS DAWRN-uh; Folk of the Arts): 
Ireland's in telligen tsia, including poets, crafters, legal 
experts, and pagan and Christian clergy. EqU2.1 in statuS to 
nobles and chieftains. 

Aos Si (AIS SHEEj Folk of the Mounds): Spirits who 
live within Ireland's hills, including ordinary faeries and 
powerful pagan gods. 

Ard R1 (ORD REE, High-King); A chieftain who, like 
the Vi Niall kingt at Tara, claims authority over all other 
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How Do I Say These Bizarre Wordsl 

YOU NUD ONLY pronounce Irish 
words ~II enough for other 
players 10 recognize them. 

ba5ed on their p8U,",1 of the follow­
i",SUide. 

Vowels 
Ir ish vowel. a~ 01 two kinds. long 
and short. lons vowels carry a long 
mJl,k ('). Therefore, an unmarked 
vowel is a short vowel. 

Pronounce evefY single vowel. In 
multi_vowel Iyllables, pronounce 
long vowels In favor 01 short vowels; 
if all vowels are short, pronounce 
only the fir5t . 

Short vowels a,,~ $Iurrl!<! into an 
"uh" sound in the U!Cond and 5Ubse­
quenl syllaWes of a word. Thus, you 
need only apply an EXACT pronunci· 
adon to first YOIM!ls arod long vowels. 

a _._ ••• as in "Qron,\ld 
~ ." •.•• ,15 in "fArce" 
e ....... a$ in "sEnd" 
~ ....... as in "brEak" 
i ........ as in "pristine" 
r ........ as in "prist ine'" 

o ....... as in "DOnald" 
b ....... as In "IQnc" 
U .•••••• <U In "pUn'" 
C! , .•••.• as in ·pUtrjd~ 
010 •..•• as in r"ld 
.oi .... as in the french ·oui· 
iOi •••••• as in barbarl"n (-eeeyun~). 
ua ..... 011 In fOOl (-foowuhl·). 

Consonants 
Most consofWIntl are pronounced 3S 

in English. Only two require special 
attention: . 

C •..... always as in ·c;ln." never 
as in '"cigar.'" 

S ....... as in "$I,In· if nexliO "ii," 
·0,'" (7 ·u.'" but as in ~I-Un!. if roext to 
· i'" Qr ·c.· Example : Sin is pro­
nounced "sawrn ... but Seln is pro­
nounced "Wwrn.· 

Aspirated Consonants 
Written Irid! shows thai conSOtlanu 
have a heavier breathing (·upira­
tion"") by appending a JiJent "h" to 
them, as in the English ·sore· and 
"'shore." 

8H· ..• v" as in "never" 
CH .... ·kh~ as In "loch Neu" or 

'"1.5. Bach" 
OH adjacent to a, 0, or u •. ' "g­
like the ~0tKI ~g' in -pr.'" 

DH adjacent to i Of e ... "~ as in 
"yellow" 

FH •.•. ~lent 

GHO .. S3IT1eU DH 
MH· . sameu BH 

SHO ..• "h" as in "hone" 
THO .• al in ·thin" 

• When these letten an! Hanked left 
and right by "a." ·0· or "u," they 
mute themselves to make a diphthong 
of the surrounding vowels. This can 
often be represented as a "wh· sound 
in English. The word ·S.mhain: fof 
example, is pronounced "sowhun: 

Grammar 
I pluralize most Ir ish words in this 
book as if they an! Enalish, by adding -$. Of "'M." I avoid the genitive ate 
and other oddities of Irish grammOlr; 
thus I use "Eamhain Macha" rather 
than the correct '"Eamhain Mhacha." 

Beahaine (BEL-tin-yuh; Good 
Fire); Pagan holiday on May ht. Marks 
the onset of summer. Associated with 
the beginning of voyages and C2fTlpaignl. 

Betagh (BET- uh ; Nourisher) : 
Hiberno- English word for a landless 
person who rents pasture from a lord, 
paying him in food and miliwy service. 
Unlike a peasant, a bet2gh can move to 
anotherlandUord. 

B6-Aire (BOW OR-yu h; Cow 
Lord); A petty landholder, free but usu­
ally in debt to a nobleman. EquiVllient to 
an English "yeoman. ~ 

B6ramha (BOW-ruh-whuh : 
Cow-Assessment) : Because a Leinster 
prince murdered thirty handmaidens at 
Tara centuries ago, Tara kings have the 
buadha of confiscating a huge tribute in 
cattle from Leinster. Their reputed 
attempts to collect this "b6ramha" pro­
long the Tara-Leinster feud, and usually 
achieve nothing more than misery on 
both sides. Shortly after the p(7ldragon 
era, two Leinster heroes - St. M6ling 
and Bran Dubh - force the Vi Niall to 
desist from the b6ramha forever. 

Brehon (B REH -hun) Anglo-Irish 
word for "breitheamh." 

Breitheamh (BRETH-uv; Jurist) ; 
An aos d:1na member who, in return for 
a fee, arbitrates disputes according to his 
knowledge ofirish law. 

Buadha (BOOAD]-uh; Privileges); 
Idiosyncratic, absolute rights assigned to 
a leader at his feis. Examples: the right 
to all the fish from a certain stream, the 
right to deflower every red-haired girl 
born in the tuath, the right to give sheep 

Irish chieftains. Because this claim amounts to wishful 
thinking, I have translated "A.rd Rr as "Tara-King- in this 
book. 

in tuarastal to a ce rtain family. The 
buadha are religious in intent, a 

mirror-image of the geas. The number of a leaders buadha 
reflects the importance of his post. 

B 
Bard (BAHRD; Poet-Musician): A poet and musician with 
the spe<:ial function of praisi!lg good nobles and lampooning 
bad ones. Able to sway emotions by their art; to create fren -
2Y or dispel i t . Often, the bard co nstitutes a weaker, 
Christianiu:d version of [he filL 

Bartle: A company of galloglachs, theoretically including 
120 spars. 
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Buanna (BOOAN-uh; Standing Soldier): Gad freeman 
who figh ts fu ll- time for a chieftain: the aristocrat ic. 
mail-coated inf.antry and riders of a Gael anny. 

Buannacht (BOOAN-ukht; Soldiers Pay): The Gael 
custom by which a lord quarters buannas at the expense of 
his tenants . Many betagh households include, as a quite 
unwelcome ~guest," a surly, hungry member of their lord's 
army. Q!lartering soldiers is also called "coshering- and 
"coign -and -livery. M 
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C 
Camln (kohm~AWRN; L·shaped stick): Name for the 
Irish Vl!nion of lacrosse or fidd hockey, called ~hurling" in 
English. Also, the stick used in this sport. 

Cath (KOTH; BartJe): A pitched battle that decides 
political disputes between two ruaths. 

Carhach (KOTH· ukh; Battler): A reliquary carried 
into battle by the Christian clergy allied to a chiefuUn. Its 
presence brings victory according to the puissance of the 
tribal saint. 

Cathair (KOH-hir, War Citadel): A rlth or dun (q.v.) 
made mostly of Stone, equal in fortification to a motte or 
minor castle. 

Ciile (KAYL-yuh; Debtor or Retainer): A penon who 
borrows land or stock from a noble, paying him interest in 
food, goods, and military and political support. 

C~il1 Dc (KA YL-eee D)AY; God's Vassals): A conser­
vative movement within Irish Christianity, favoring strict 
Christian observance and removal of secular influence from 
the church. Called "Culdees~ in English. 

C~ilsine (KAYL-shun-yuh; Indebtedness): Irish coun­
terpan of feudalism, in which a ciik temporarily subordi­
nates himself to a noble in return for a loan. 

Ceithearn (KETH -urn; War-band): Gang of footso l· 
men who fight out of duty to their ceilsine patron; usuaUy 
ill-equipped men ofb6-aire or betagh n.nt.. 

Clan: Anglo-Irish word for a flOe governed by a thane 
under feudal laws. Each member of a clan has the sranls of 
a household knight. 

Comharba (KAH·ur- buh; Heir): The head of a 
monastery, its daughter houses, and the lands and cciles 
that support them, determined by dynastic succession rules 
rather than spiritu al considera tion s. In short , a 
church-chiefbin. Equivalent in religious rank to a bishop. 

Comhlann (KAHV-Iun; Equal Blades): A code of con­
duct governing duels with weapons, bardic contests, and 
other competitions, which stipulates that participants must 
compete under the most equal conditions possible. A duel 
against a blind man is not legal or decisive. under comh­
lann, unless you blindfold younelf. 

Creaght (KRAIT; Big Herd): All the attic owned by 
a noble family and their retainen, herded together to graze 
in Winter pastures. or following an army as a mobile 
larder. 

Cruithni (KRlJTH-nyu h; Painted People): The Picts 
oflreland, who co-existed with the aos si before [he arrival 
of trainn and Gaels. Their culture mixes primitive Celtic 
and pre· Indoeuropean clements. 

Cumhal (KUWHUL; FemaJe Slave): A) a female slave. 
or B) a measure of vaJue equaJ to one female slave or five 
dairy cows. 
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D 
Derbhfine (OVERV-fun-nyuh; ReaJ Family): Your family 
for purposn of inheritance. It includes: you, your 
great-grandfather, every man descended from your 
great-grandfather down to your generation, and all their 
wives and d2ughten. 

Dlil (DA WLj Senate): A parli:ament of breithcamhs 
g2thered at an aonach, with the power to pass new laws for 
their math, and to grant emergency powers to their chief­
tain. 

Druid (DRDGD; Learned One): Aos d1na members 
who manipulate luck, predict the cycles of naturc, and con­
tact the ao! si. Not so much priests as a religious consul­
tants. All other aos dina castes are spin-offs from this origi­
nal brotherhood of teachers. 

DUn (DOON; Prominence): A dth (q.v.) atop an hill or 
promontory. 

E 
Eachlach (EKH-Iukh; Rider): A messenger and scout of 
noble Status who acts as the eyes, ears and spokesperson of a 
chie&a.in. Women always discharge this office in the sagas, 
based perhaps on the cynical assumption that a woman is 
less likely to be killed by a rival court. 

Eineach (EN-yukh; Honor or Face): The measure, in 
milk-cows. of a person's worth. lnsed on that person's caste. 
The weight of a person's testimony in coun; the compensa­
tion due when he or she is injured or disgraced. 

Erainn (AY -rinn; People of Ireland): Name for the early 
Celtic culture of Ireland, who have ruled there for at least a 
thousand yean. People from this stock are now subordinate 
to the Gads, a group of recent arrivals and cultural progres­
sives. 

F 
Fearann Clafomh (FERR-un CLAIV; Sword -Land) : 
Territory held by right of conquest; a pragmatic admission, 
in Irish law, that property belongs to whomever can best 
capture and defend it. 

Feis (FESH; Festival or Copulation): The inauguration 
of 2 chiefta.in, in which the chieftain-elect marries. at leu t 
symbolically. the spirit of the tuath . A feis can include 
Christian or pagan observances, feasting. dancing 2nd 
games. A chieftain who claims many lands may have to cele­
brate many feises. 

rl2n (FEEAN; Miliwy Brotherhood); Young or land­
less warrion who live off a chieftain's domains and serve him 
u 2 bodyguard. Often, fian members 21e all devotees of 2 
pagan war-cult. 

Fili (fih-LEE; Poet): A poet in the pag2n tradition 
whose verses embody magical powers. An expert on history, 
mythology, and the world of nature. Above all. a prophet. 

8 

The bard provides art; the fLli provides knowledge of the 
put, present 2nd future . 

Fine (FIN -yuh; Family): An extended six-gener2tion 
fiunily, a clan. 

Flaith (FLOTH; Sovereign): The Irish nobility, equiva­
lent in rank to knights. A family gains flaith status by having 
ceiles. and can slip [0 the ranks of b6-aire if, over time, their 
cl!iles desert them. 

Fomh6uch (fah -WHOR-uk.h; H2rvest -god. 
"Fomorian~) : C thonic f2iries, sometimes depicted as 
one-eyed giants. They were first inhabitants of Ireland, and 
the authors of its fertility. The Tuath De Danu subdued 
them and drove them into the sea. 

G 
Gael (CAYL: Outsider or Newcomer): Name for the more 
modern Celtic culture of Ireland, including many Caulish 
tribesmen pushed from their homelanqs by the expansion of 
Rome . The G2e1S rule most of Ireland; the Erainn and 
Cruithni arc subordinate to them. 

Gall6glach (goll-OW-glukh; Foreign Footsoldier): A 
mercenary. usually of Lochl2nnach descent, equipped with 
m2i1 2nd a pole-21m for defeating cavalry. Many gal16gbchs 
found dynasties on the lands given them in reward by Irish 
kings. 

Gas (CESS; Stricrure): A personal, idiosyncratic tl1000 
assigned to 2 pagan believer, the violation of which brings 
de2th. Also, an oath of limited duration which. bec2use it 
was sworn in the sacred fashion of a geas, brings death to 
the violator. 

I 
Imbolg (lM-butg; Puturition): Pagan holiday on February 
Ist; maries the beginning of spring. Associated with sowing 
and birth. 

J 
lui (YARL; Earl): Lochlannach word for a chiefta.in with 
lesser chieftllins subordinate to him. 

K 
Kern: Hiberno- English version of the word ~ceithearn;· 
refers to 2 lightly-equipped footsoldier of commoner rank. 

l 
Lughnasad (lOO-nus-ud; Lugh's Festival): P2g2n holiday 
on August 1st; m211es the beginning of autumn. Associated 
with the ripening of corn 2nd the weaning of foals 2nd 
calves. 

o 
Odinism; The religion of the pagan Lochlannach, equiva­
lent to Saxon W otan ism. 
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Olbi.bh (AHL-uV; Doctor, Arch-druid): The chief a05 
d~na of a tuath, chosen by dynastic election from within 
their own caste, A roath may have an arch-druid, arch-poet, 
arch-crafter. arch-brei theamh. and arch-Christian cleric 
(thai is. a bishop), All equal the m:nh's chieftain in status, 
and work within his court, 

R 
Rith (RA wrH; Manor): A fortified homestead, consisting 
at a minimum of a timber feasting-hall and a rampart of 
earth, AJso, the fief governed by the homestead, 

Ri Damhna (REE DOY-nuh; King Material): The pool 
of nobles in a math who, because they can count a chieftain 
within their derbhfine, are entitled to become a chieftain, In 
other words, all males related to a chieftain within four gen­
erations are legitimate princes. The ri damhna constitute 
their ruath's ruling dynasty. All Irish characters in Pagan 
Shore belong to the ri damhna of their homeland. 

5 
Samhain (SOH-whun; Summer-End): Pagan holiday on 
November lst; marks the beginning of Winter and the 
btginning of a year; associated with the end of harvesting, 
sacrificing to bless the new year, and the presence of ghosts 
and a05 si in the mortal world. 

Si (SHEE; M ound ): A dome-shaped cairn from 
pre-Celtic times, Believed by Celts to house gods and spir­
its. Can a1s.o refer to a drumlin. 

Skald: The Lochlannach equivalent of a bard. 

Slinaiocht (slawrn-EE-ukht; Guarantee): The practice 
of staking one's eineach to guarantee the conduct of another 
party. ~ I vouch that Cormac will follow the laws of our 
math, or the loss of face shall be mine.~ is an example of sla­
naiocht. 

Spar (SPAHR; point): A) A poleax used by gall6glachs, 
and B) the smallest element of a gall6glach battle. including 
one gall6glach, a bondsman or squire who carries his mail 
and weapons, and a page who tends his horse when he dis­
mounts to fight. 

T 
Tijn (T A WRN or TOYN; Looting Expedition); Guerrilla 
warfare to collect compensation from a rival family, or sim-
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ply to rob them. '"Tijn b6- means "cattle raid:~ the Cattle 
Raid of Cuailnge (Tiin b6 Cuailnge) is Ireland's national 
epic. And the d .in, in the Pagan Short era, w:lS Ireland', 
national pastime. 

Tanaiste (TAWRN-ush-ryuhi Ncar-King): In Gael cus­
tom, a member of the ri damhna appointed by the current 
chieftain as his successor; an heir-designate. 

Tanistry: Hibe rno-English word for the practice of 
appointing tanaistes. 

Taoiseach (IWEE-shukh; Spokesman): The president 
of a fine, elected by them solely to lead in war, settle inheri­
tance disputes, and negotiate with their chieftain. A family 
patriarch. 

Thanage (THAYN-aij; Clandom): In Feudal Irish cus­
tom, the territory owned and governed by a thane and his 
clan. A thanage is an inheritable estate passed from each 
thane to his tinaiste. 

Thane (THAYN; Liege): In Feudal Irish custom. a 
taoiseach with absolute power over his clan, able to void 
agreements, arrange marriages, and re-assign property. A 
thane equates to a banneret in rank. Also called a -cannfen­
ny" (Gaelic ceann-fine, head of a family) . 

Tic n3 nOg (TJEER NUH NOWG; Land of Youth): 
Blanket name for Ireland's OthelWOrld. where the gods live. 
A world where nothing ages. and whatever dies is eventually 
re-born. 

Trochlaigh (TRAHK-li; Deterioration): Starving one­
self outside another man's nth, hoping to shame rum into 
conceding a lawsuit. The political fasts of Mahatma Gandhi 
resemble rrochlaigh. 

Tuath (TOOATH; Kingdom or Tribe): Dynasties who 
descend from an ancient god or hero. the other fines subor­
dinate to those dynasties, and the lands they claim. Small 
tuaths, ruled and populated by one big family, are tribesi 
larger tuaths amalgamate disparate flaith fumilies into a sin­
gle kingdom. The average tuath has a population ofJ.OOO. 

Tuath Dt Oanu (TOOATH OJAV DON-uhi Tribe of 
the Goddess Danu): The various dynasties of gods and 
faeries claiming descent from Oanu, goddess of the Danube 
river. A b13nket teon for Irish gods. 
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~~~~~~~ 
IRISH LANDSCAPE 

The Shape ojIre/and 

HE ROLLING Armorican Mountain 
Fonnation and the steep Caledonian 
Fonn:uion, two dolomite bones over 

which the skin of Europe is stretched, 
converge at Ireland, meeting some­

where off the Connacht coaSf. The 
ridges rippling across Munster, and the 

steep-sided Aran islands, belong to the Annorican. The 
stark cliffs of the Long Isles, Ailech, and North Connacht 
are Caledonian, as is the tributary chain of granite domes 
running North-South through Leinster. 

Slung between these peaks are the lowlands, with a 
mean elevation of 100 meters. Because these interior plains 
receive the run-off, but not the ferocity, of the storms that 
strike the Annorican and Caledonian coasts, they ate char­
acterized by lakes, rivers, ~emerald- pastures, forests, and 
bogs. Ireland is a bowl into which rain falls. 

But not a smooth bowl. Glaciers have left their mark on 
the interior in the form of grassy hiUs and ridges, built from 
chunks of granite and turf released by the retreating ice. 
SmaU oval mounds of drift, twenty-five meters high and SOO 
meters long, are called "drumlins." They occur both alone, 
and in dune-like clusters; altogether, they cover one-eighth 
of Ireland's surf.ace. Glacioalleuvial ridges, called ~eiscirs,~ 
range from three to ten meters in height, from four to twen­
ty meters in width, and up to thirty-five kilometers in 
length. They thread across Ireland like scars. 

Water 
Irish rivers gather from storm-water in the folds of the 
coastal hiUs. Starting as shallow, gurgling stuams, they con­
verge into wide, slow rivers once they meet the gentle interi­
or plains. There, they meander around drumlins and pool 
into hundreds of shallow lakes and bogs. These overflow 
into what we might call secondary rivers, which seek exit 
through the coast, gathering speed as they cut through 
Ireland's encircling rocks. In sum, rainwater threads its way 
into the Irish interior, pools up, then threads its way out. 

The Pagan Shore map shows some well-known bridges 
and fords. ~y ta- ths at fords maintain a fleet of rafts and 
canoes; these are not for hire, but can be borrowed by a 
stranger who swears slanaiocht to rerum them. No person 
can block, or claim, the central channel of any river; it 
belongs to everyone and no one, and therefore to the faerie s. 
Here, or at a river's source, a magician can tap the river's 
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sp irit (4d20 Ambient, 2d20 Weather Control, 2d20 
Healing; half as much for rivers left unnamed on the map). 

Certain areas are marked on our map as flood-lands. 
These include fens, callows, seasonal lakes, and other areas 
submerged by water during the Spring, but dry and fecund 
the rest of the year. 

The flood-lands that do not drain are Ireland's lakes (or 
lochs, or loughs), skirted by bogs, srudded with islands, and 
haunted by maidens and wyrms - unless some saint has 
prayed their gods to sleep already. Islands within a lake are 
places of intense magic (6d20 Ambient, 4d20 Glamour), 
because they represent land surviving from the magical math 
that occupied the acres now submerged. Holy persons of all 
faiths use these islands as places of meditation. 

SE1TLEMENTS 
The RAth and Its VIcinity 
Ireland's half-million people live in fortified homcsteads. 
Members of the same fine build their forts within sight of 
one another, but no closer. Tanners, pOCts, cow-herders, 
smiths and doctors live as tenants attached to the manor, or 
~ra-th , ~ of a rich family. 

A noble's deh consists of one or more ditches nested in 
co ncentric circles 30 yards in diameter or wider. As the 
builders dig each ditch, they pile the uprumed eanh on its 
outer rim, forming a rampart. Where possible, the rampan 
is made of unmortared stone, and reinforced by a timber 
palisade. 

A timbe r hall dominates the nhh's enclosed center. 
Here, the family and their retainers sleep in niches ringed 
around the interior wall. Each niche includes a bench, a pile 
of furs, and a metal or wicker screen for ~privacy.~ In the 
center of this room lies a hearth, a vat, a feasting table, and 
an apartment partitioned off by wicket screens, where the 
lord sleeps with his wife of the evening. 

Outside the mead-hall, a rith's walls may enclose kilns, 
stables, cooking pin, store-houses, and so on. Most riths 
include a teach talun ("underground house~): an horizontal 
shaft dug under the mead-hall's foundations and buttressed 
with timber frames. These arc food cellars, pagan household 
shrines (ld20 Ambient Life Force, Id20 Protection), and 
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Pagan Shore 

shrines (td20 Ambient Life Force, Id20 Protection), and 
refuges of last resort. 

A weird variation on the mth is the crannog: a circular 
thatch house on a man~made turf island, in the middle of a 
lake. A wooden causeway connects the crannog to dry 
ground. Crannogs are easler to defend than raths, but also 
less comfortable (imagine Winter ON an Irish lake). The 
families who own them prefer fishing to herding, and water 
gods to land gods. 

The land immediately outside a rath's walls is divided 
into walled plots an acre or less in size, planted with com, 
buckwheat, or in the south, apple trees. Slaves and serfs 
build their pathetic shacks near these fields, if their lord per~ 
mits it. Further out lie the hundreds of empty acres where 
the owner's cattle grau. He furnishes these lands with local 
roads and trails. fulachts (a shed and cooking pit left in the 
woods for the benefit ofhunters:), cattle pens, wells (the rith 
itself is rarely built over a well), water-mills. and smaller 
riths which serve as homesteads for his tenants. 

Only the most noteworthy raths appear on the Pagan 
ShQrt map: tribal capitals. and the homes of famous heroes. 
Between fifteen and twenty thousand lesser riths arc occupied 
in this era, and ten thousand more are abandoned or in ruins. 

THE DIVINE 

LANDSCAPE 
In Ireland, the Old Gods still live. The hills they own are as 
well~known as the rhhs belonging to human kings. If you 
want to find Aonghus-energy, visit the pre~Celtic cemetery 
at Brugh na B6ann. If you want to contact the Life Force of 
Danu, mother of all gods, her breasts are part of the 
Munster landscape. 

What you will really fmd in these places is clergy: either 
pagans, or Christians pragmatic enough to pitch their tents 
beside a well of Ambient magic. Clergy have an interest in 
keeping the benefits of a holy site to themselves. Invaders -
who may themselves be clergy from a different room in the 
mansion of druidism or the Church - might profane a 
hard~won Sacred Space. Beside the clergy are their clients: 
desperate people who need an infant blessed or a tumor 
healed, and whose objection to an outsider's use of ~their~ 
god can be even stronger. Between you and those dice of 
Life Force stands a wall of protocol and kowtowing. 

Most holy places are amenable to any magic, because the 
god in exile there has many selves. How you channel that 
magic is in part determined by your behavior on the site: 
walking around the cairn clockwise while you chant is differ~ 
ent from circling it counter-clockwise. See the ~ lrish Magic~ 
chapter for details. 
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Burial Mounds 
Each Irish cineal (the land held in common by one noble 
family) contains, as the center of its religious life, at least 
one cairn. The Irish like to situate them atop hills and 
ridges, so that as travellers: enter a new valley, the local cairn 
is the first thing they see. 

A cairn is a mound of earth and stones enclosing a 
chamber of undressed granite slabs. From the outside, a 
cairn looks like a hemisphere of sod with a stone slab set 
into it as a doorway. The interior chamber resembles a teach 
tah.in. 

The druids use some cairns to transfer burned or skinned 
sacrifices into the afterlife. Others: serve as tombs, meaning 
that an important dead person - usually a chieftain, his 
chariot, weapons, wife and slaves - enters: the next world as 
a resident rather than as an offering. Subsequently, the cairn 
becomes a place to contact his spirit. The mass graves in 
which ordinary Irishmen are buried lie next to the cairn of 
their favorite god or ancestor. 

The cairn of a god named in the ~Irish Magic~ chapter 
projects lOd20 Ambient Life Force, and 6d20 more divided 
among magical effects of which the god is a patron. Lesser 
cairns project 5d20 Ambient Life Force. Sealing oneself 
inside a cairn adds 4d20 to Summon and Necromancy, but 
usually at the cost of several trait or passion tests, and the 
risk of a curse based on the cairn's Ambient Life Force 
should one fail the test. For example, a trespasser in the 
cairn of the jurist~god Midhir suffers: a lOd20 curse - prob~ 

ably aging or Madness - ifhe fuils a Just check. 

Other Religious SItes 
Druids might sequester a cith as the temple of a pagan god. 
More often, they hold their rituals outside a cairn or within 
a sacred grove, that is, a stand of trees whose symmetty of 
arrangement or type strikes the druids as magical. Each of 
these groves houses a deity, who visits the trees on certain 
nights to collect his or her sacrifices. Groves project 6d20 
Ambient Life Force, and 3d20 in Summoning, Controlling, 
Travel, or Animal Friend magics. Avoid cairns at night, and 
avoid groves that belong to the gods. 

Ireland has over a hundred stone circles. The druids treat 
these pre~celtic monuments as temples for some of the older 
cults, such as Nuadhu. Many include sighting-stones which 
mark the onset of solstices. Ireland also has scores of lone 
megaliths. each of which houses the energy of a godling, a 
dead hero. or a long~ago battle, and each of which effects 
the living in a unique way. The Badhbh stone at Cill Dara 
confers: luck in war to those who kiss it, whereas the famous 
Blairnis stone near Cork rewards kisses with eloquence 
(~blarney~). Many stones have cups or sockets chiseled into 
their sides, where offerings can be placed. Gamemasters 
should invent whatever kind of luck-stone they fand useful 
or amusing. The same principal applies to large, isolated 
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.. 
Climate 

rather than saddles and bearing shields and javelins 
rather than lances. 

T
he mean temperatu~ of Ireland varies from 15F j~ deepe$t 
winter 10' 65f in Julv and August. The Gulf Stream warms 
Munster by ten degrees above. the nonn, while Conmacne 

Mara and Ailech, wt'lich face the North Atlantic, averase five 
degrees cokiel". 

Major roads are noted on our map. The Irish 
like to situate roads atop eiscirs, to avoid bogs. 
When crossing squishy ground is unavoidable, they 
extend the road with timber causeWllYS. Nearly all 
road-building is credited to sovereignty gods, such 
as Nuadhu or Mumha M6r. The gamemaster may 
decide that Ireland's ley lines lie on or near its myth­
ic roads. 

The island 15 OVercasund clammy. Both sunshine and snow are 
r,lrt" Rarer srill is a week without rain, fog. or cloudy skies. 

Ireland's neighbor isles in the Irish sea, like Pornitain, enjoy shel­
ler &om the Nonh·Adantic srorms. 8U1 the Western isle$ - Toraigh, 
the Arans, the Sceiligs, and so on - 5Uffer crushing rains and tower· 
ing tides driVt'fl by hurricane-force winds. Theirs is the worst weath­
er in the British Is les. 

Ireland's placid rivers and lochs make travel by 
barge the best option for people who aren't in a 
hurry. I reland's coast is ride-wracked and rocky; only 
large river esruaries provide safe harbors. 

trees, to springs, and to wells, each of which has its own 
idiosyncratic micro-cult. These si tes provide between 5 and 
7d20 in Ambient Life Force, plus 3d20 more in Blessing or 
Healing magics. 

Monastertes 
The typical outpost of Christianity in Ireland is the 
monastery, and the rypical lrish monastery is a rith granted 
to the church by the local chieftain. A monastic rith con­
tains a refractory, a wooden chapel or oratory, and a series of 
clochans: one-man "beehive" stone huts in which the monks 
seclude themselves for contemplation. Some monks supple­
ment their monastery with a round tower - a place to hide 
from the Lochlannach and other enemies. Each monastic 
rath is a Christian Sacred Space containing between 20 and 
70 poi nts of p erma nen tly sacrificed Magical L imit 
(t d6+ lxlO, or d etermin e according to the monastery's 
importance and size). Each 20 points of Sacred Space adds 
+2 to a specific Talent, or +1ci20 points of Life Force for use 
with a specifiC Talent. Most are siruated over a holy place of 
long standing, such as a well or grove, and thus project at 
least 5d20 Ambient magic in addition. 

In all other respects, a monastic rith resembles its secu­
lar counterpart. It is often surrounded by a large community 
of ctiles, who are called ~monks~ even though they fight, 
and farm, and marry, living what would su ike people today 
as a secular life. These retainers are "monks" because they 
belong to the extended religious commune, just as, in pagan 
thought, a chieftain is spirirually co~extensive with his lands 
and his followers. 

TRAVEL 
The Irish once used two-wheeled chariots for transportation 
and warfare . The stirrup has lessened their populari ty in 
both departments. Horsemen now bear messagu between 
raths, and pester enemy flanks in battle, riding on cushions 
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FOREIGN SETTLEMENTS 
The largest and most sophisticated Irish settlements are the 
work of invaders: the Lochlannach, who build longphorts 
and minor cities, and Arthur's knights, who build boroughs 
and castles. 

A longphort is a defended ship enclosure. It consists of a 
horseshoe-shaped timber wall enclosing a stretch of beach, 
some docks. and a duster of tents and shacks. Each long­
phon belongs to a Lochlannach chieftain and his gang, who 
maintain it as a trading post and a base for pitacy. 

A longphon which attracts many traders and craftsmen 
can become a city. All of Ireland's current cities - Dublin, 
Limerick, Wexford, Waterford, and Cork - grew from 
longphorts. D ublin has a population of 4500; the other four 
cities are half as large. Each ci[)< is surrounded by a few hun­
dred acres of Lochlannach farmland. 

A borough is a walled town populated by 500 or fewer 
British colonists. Each borough contains a mint, a church, a 
market, and a garrison of soldiers - fearures which make it 
popular with its Irish neighbors, and thus a powerful tool of 
cultural conquest. The boroug hs of Leinster and Meath 
mark the effective limits of Arthur's rule in Ireland. 

King Arthur's army left mottes and castles in its wake, as 
well. Most house a knight who usurped the seat of an Irish 
chieftain . The campaign map shows the state of these forti ­
fications in 530. Over the next twenty years, many of the 
mottes are upgraded to castles, and many of the castles 
improved. 

The G eralds and Butlers, British adventurers who 
become prominent barons in southern Ireland, build a dis­
tinctive kind of manor for their retainers. This is the "tower 
house,n a single square tower of three or more stor~ with a 
walled yard attached . The tower house is sufficient to defend 
a knight, his family and his stock against cattle raids, the 
commonest form of Irish warfare. 
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FLORA AND FAUNA 
Ireland's interior plains feature cmcraJd grasses, dumps of 
heather, hazel bushes, isolated oaks, and stranded glacial 
boulders. Few of the Irish plains arc arable, except for the 
cleared and improved pastures of Meath. There, farmers sow 
barley, oats, rye and buckwheat. Waste areas support 
heather. and furze. a dwarf shrub growing yellow flowers. 

Irish woods contain oak, intermingled with birch, alder 
and ash. Mushy areas sport strands of willow. In west 
Munner, warmed by the Gulf Stream, trees remain green 
year-round, and oak takes a back seat to holly and albotus. 
Gallery-groves - trees hugging the good soil on both banks 
of a river. or at the crest of a ridge - account for most of 
Ireland's woodlands. Some large forests are noted on the 
map; copses and isolated trees can be seen everywhere. 

The major Irish game animals arc red deer or elk, fallow 
deer, and wild boars. Wolves still prowl the forests, and 
brown bears still appear from time to time in the Ulster 
wilds. As you may know, Ireland lacks snakes. (And always 
has; the legend that St. Patrick cast them out is a Viking 
fantasy. Christians in Pagan Short! know better.) 

Cattle graze near the rath in the Winter, then move to 
highland pastures or callows each Summer. Milk, butter. 
curds, and cheese dominate the Irish diet. Like H indus, the 
Irish will not eat a dairy cow, though they will puncture her 
shoulder and cat her congealed blood during a lean year. 
Most bulls. however. are eaten while still yearlings. Ranchers 
~p a few males alive as sruds, at the ratio of one bull to fif­
teen heifers. 

Driving the crcaght from winter pastures to summer 
pasrures and back is a rurning point of the Irish year. The 
creaght, more so than the lands they graze, is the measure of 
a peoples' wealth. In times of war, a tuath may become a 
nomadic army. wandering from place to place, living off the 
milk and blood of their creaght, until they carve a new 
homeland out ofIreland's political mosaic. 

In Ulster the predominate herbivorts are sheep, which 
arc well suited to the rocky and inferior northern grasslands, 
and holSCs, the totem animal of the now-subjugated Ulaidh 
tribes. 

The Ubiquitous Bog 
Bogs arc patches of decayed plant-slop that occur in areas 
with poor drainage. The spongy surface of a bog is actually 
layer upon layer of peat-moss. six meters deep or more, 
which has rotted and partly carbonized through long soak­
ing in chiUy water. The Irish cut peat into bricks, dry them, 
and then usc these bricks, rather than scarce wood or coal, as 
fuel for heating. 

RoU Folklore for each round of combat, or each hour of 
extended travel. that you spend in a bog. Modify this roU by 
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-5 for foreigners, +5 for Irishmen in their native tuath. 
Failure strands you for that round / hour, while a fumble 
mean s that you've stepped in a poo l and mu st make 
Swimming rolls to avoid suffocation. Mounted characters 
lose their mounts in the process. 

The Pagan Short! map shows only large and famous bogs. 
Smaller bogs are everywhere. 

-
PLACES OF INTEREST 

The following list includes political divisions, religious sites, 
British and Lochlannach outposts, major geographical fea­
tures, and other points of note. Most raths named on the 
map arc not covered here: they simply show potential loca­
tions for the ri damhna of each homeland. 

Dice of Life Force lis ted for a location arc cumulative 
with the standard Life Force by location given above - if 
preceded by a plus sign. 

Adare 

This keep and curtain castle guards an oak-shadowed ford 
across the Maigue. Thomas FittGerald built it in 560 on land 
bough t from th e Eogha nacta; before that date it was a 
stone-reinforced doth. It replaces Knockaincy Castle as the 
Gerald's, scat, and is the upitol of "Desmond H in British 
reckoning. Ruler: Eoghanacta of O x Glen (early), Thomas 
(Late). Vassal of: Caiseal (early), no one (late). 

AlLECH 

Ailech belonged to the Ulaidh, but doesn't figure in the Ulster 
Cycle. It borders the world of the Fomh6rachs. Probably, no 
one lived there but a few Piets, until the arrival of St. Patrick 
shattered the magical barriers in Ailech's hills and forests. 
Even now, habitation in Ailech is confined to the river valleys 
and coasts. 

Mne's Hill 

The 6oo-yard summit of this kidney-shaped hill belongs to 
Aine C liach ("Brightness of the Rushes~), daughter of Lir. A 
ruined fort and cave on the cast end of the hill also belong to 
Aine. The hill was a center of Lughnasad ceremonies for local 
Erainn tribesmen until the conquest of the region by Ailill, a 
son of Eoghanacta founder Eoghan Slave: of Nuadhu. AiJiU, 
with the aid of a fili, invaded the mound on Samhain, and 
raped Aine - who ripped off his cars during coitus, earning 
him the sobriquet .. Ailill the Earless. H The descendants of this 
union settled the area as the Eoghanacta of Aine. In 529 the 
Eoghanacta of Aine granted their ci tadel he re (now 
Knockainey Castle) to Sir Maurice fitzGerald. 
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Perhaps because of her ordeal at the hands of Ailill and 
Sir Maurice, Aine is known locally as a patron of madness. 
Mad persons and mad dogs from all over the world arc 
instinctively drawn to the slopes of Cnoc Aine, where they 
occasionally menace visitors. On Lughnasad each year pag:lns 
ascend the hill, chant, and light bundles of rushes in Aine's 
honor. 

A1RTHIR 

Aiahir means Measterners:" this tuath contains the eastern 
remnants of the Airgialla (sec Oriel), led by a dynasty 
descended from Colla Meann. The comharba of Ard Macha 
comes from the ruling family of the Airthir. The tuath's poli ­
tics and culture are centcred on Ard Macha; Mcleric" is the 
profession of choice for Airthir nobles. Ruler: Donall m-ac 
Meann. Vassal of: Tar-a. 

Allo River 

A long rivet which widens into a loch, navig:lble by ships, on 
the lower half of its course. The river's presiding spirit is 
Cliona Ceannfhionn ni Lit (~CHona, Fair-Haired Daughter 
of LiO, who resides at the Plain of Alio, and is abo lISsoci-a t­
ed with Bull H-arbour to the wcst. 

Almhu 

A large, ruined hill fort. It is the former headquarters of 
Fionn M-ac Cumhaill and his Fianna. Prior to that, it WllS -a 
ceremonial center dedicated to the poet-god, Find. Some say 
that Fionn and his warriors arc not dead, but rathcr sleeping 
In caves hcneath this hill unt il some worthy soul awakens 
them. Others say that the old fortress had a secret wdl which 
provided not only water, but magical inspira tion too. 

Anagassan 

Longpho n founded in 507 with the cooperation of the 
Ciannachta. The L.ochlannach here usc their Erainn friends 
as a screen lor their raids into Meath. Ruler: Chieftain. Vassal 
of: Ciannachta king. 

Anferginan Pass 

This pass between Fosterling and Vi Bairrche lands is the 
resting place of Cathoir's Lance, which, as long lIS it rests 
there from Samhain to Imbolg each year, keeps a local wyrm 
from arising and terrorizing the country side . Sce 
"Maolodhrin mac Cr6n~ and ~Sir Tramtrist" in "Peoples" to 
leam more. 

Antrim 

Royal Dil Riadhan tith re-Iortilied as a motte by Sir Galeholt 
in 528 and added to his estates. Ruler. Castellano Vassal of: 
Galeholt, later Brian. 

16 

ARDMACHA 

In olden times this hill was sacred to Macha, the Ulaidh god­
dess of war and horse-herds. As a pag;Jn shrine, it may have 
fallen into disuse after the destruction of the Ulaidh in 450. 
St. Patrick made it the site ofrus fi" t church around 465. 

Once given over to Patrick, it quickly grew as a religious 
center, attracting aos dina from all over Ireland who were 
curious to learn about the new cult. The com munity they 
founded , a vi llage of ucetics ruled by the chieftain- like 
co mharba, became the model for most subsequent Ir ish 
monasteries. 

Today, Ard Macha's hugc secular holdings, and the 
homesteading ceiles camped outside ih; walls, ma~ it a politi­
cal center and ncar-town. It lacks the reputation for holineH 
and learning of the more recent monastcries. Too muc.h of its 
energy is consumed with in ternal struggles between 
Irish-church, Roman-church and Ceili De factions, and toO 

much of its wealth goes to pay the gall6glachs requircd to 
guard so rich a target. Its comharba is thc bishop of Oriel, and 
is sometimes c1aimcd to be the arch-bishop of Irela.nd. Ruler: 
Bc:nignus (early) Forannin (late). 

Ardfert ("High Craves") 

Home monastery of St. Brtanainn the Voyager. Sac.ked by the 
Lochlannach of Blasket in 529 during his absence. Magic: 
.5d20 Travel; .5d20 Bless (sea voyages). 

Ardmulcan 

This small c.!.stle (rampart, gatehouse, small keep) hou$CS the 
de Anglian Baron of Navan (q.v.). Rulcr: Baron. Vanal of: 
Justiciar. 

Ark10w (Arnkel's Meadow, formerly An t-Inbhear 

M6r, "The Creat Inver") 

This longphort was founded by a godi named Arn~l and his 
clan in 517. Arnk.cl quickly made peace with his neighbor, the 
Thane of the Grey-Grcen Faces, by brokering the Thane's 
mining services to his lochlannach trading partners. Today, 
Arklow boasts a permanent market of copper and tin-smiths, 
and verg« on becoming a town. Ruler: Arnk.cl (to 542) and 
his sons (later). Tribut:lry to The Knoll Fon. 

Askeaton 

Tower House built on a diamond-shaped island in the Dcd 
river in 536 by Sir Ham o de Valognes, a retainer of the 
Geralds. 

Athlone 

This bridge and fortress on the Sionnan (fosse, curtain walls, 
keep) is the capital of Westmeath. Ruler: Hugo de Ganis I 
and II. Vassal of: Arthur. 
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Avonmore 

This intensely magical river threads through the Wick.low 
mountains into the pure and polluted pools of Two-lake 
Glen. Its lower stretch, the Vale of Avoc:l, is an oak-shrouded 
glen blessed by the lingering Life Force of a Cruithni goddCliS. 
Magic: +4<120 Bless, Emotion and Heal in Vale. 

Ballymount 

Motte serving as the C3pitol of the: U£ Brian of Cual:l. Ruler: 
Th.ane of Cu:Lb.. Vassal of: The: Justiciar. 

Bangor 

Monastery founded in 527 by 51. Comhghall . who is related 
by marriage: to the: ruling dynasties of the: Long Isles. Bangor 
educates new missionaries, among them a youth named 
Columbanus. who will go on to found many churches in lI:aly 
and France:. 51. Comhghall is also 20 important ally of St. 
Colm C ine: in the: campaign to Christianize the Picts. Ruler: 
St. Comhghall. Vassal of: no one. 

Bann River 

The Bann flows north to the Fomhorachs's Cau~y, tracing 
the border of the Long Isles. Along with many other local 
rivers, it drains through the ghlcial sink known as Eachach's 
lake. 

Battle Island 

A sandy spit in the Sionnan estuary with groves of willow and 
circli ng flocks of seagulls. The monastery and convent here 
was founded in 515 by St. Sc:anll.n (~the old one-) , a cleric 
from the Seed of Baisceann. Seanll.n claimed this ground for 
his monks after defeating a cal- like pelSI which lived on the 
island in a magical barrie (hence the name), at the same time 
demoying the chieftain and high-druid of The Black People 
of the Marshes. Years later, a strange woman W'.Ilked across 
the water from the upper Sionnan and persuaded Scanll.n to 
aUow nuns into his order. The monastery was Sil.cked by 
Thorgestr's pirates in 521. Seanll.n dies in 534. Shift ing sands 
on the island's coast hide a spring of healing water, very pow­
erful and very hard to Ilnd (H ealing and G lamour 8d20 each). 
Ruler: Seanin (early), abbot and abbess (late). 

Beann Eadair (HiU ofH owth) 

At the top of this rocky promontory si ts a cairn dedicated to 
Eadair, warrior- king of the bird faeries of the Dublin plain. 
He allegedly died of a broken heart alter his romantic over­
tures were rejected by the goddess Aine. The hill has many 
other associat ions: faerie mistresses, musicians and warriors 
dance beside Ihe cairn at night. Cli Chulainn used it as a fort 
to defend himself against an army of Lcinstermen; the walls 
he built arc dilapidated now, but visible. Fionn mac Cumhaill 
and his warriors, according to one &rory, lie sleeping in a cave 
within Beann Eadair, waiting fo r the right moment to return. 

17 

Beann G ulban 

Steep, isolated, sod-covered ridge whose outline suggeS15 the 
back-bristles of a boar. Gulban was the son of the Munster 
goddess Duibhne, 1.nd Roc, a faerie Slc:ward of the youth-god 
Aonghus. Because Duibhne was in mythic timn betrOthed to 
the death-god Donn, her son Gulban was 1. bastard; Donn 
crushed the infant G ulban in a fit of anger. H is real father, 
Roc, res tored him to life in the fo rm of a locomotive 
engine-siu:d boar. This mountain, and the forest that once 
covered its peak. became Gulban's home until he was lcilled by 
the Fionn-eN.. hero Diarmaid son of Duibhne, who thereupon 
died himself for having lcilled a kinsman. 

N ia ll Nine - H ostages' son Conall was fostered in the 
shade of Gulban's Peak by a druid of the Pictish Calf People. 
He proved his worthiness as a prince of the Ui Niall by learn­
ing to run from the foot of Gulban's Peak to its summit with­
out stoppi ng for breath, earning him the epitaph ~Cona ll 

Gl1lban.~ The mountain has sometimes served as a holy place 
fo r pagans in Conall Gulban's dynasty. h is the si te of a key 
battle between Tara-Icing Diarmaid and the rest of l rcland in 
561. 

Beara Island 

Duibhne, dark goddess of M unSler, lives here ;Htended by a 
coven of human witches. The chieftains of the Seed of Lugh, 
Seed of the Dark one, and The Union journey here to cele­
brate their feises. Other people only encou nter the H ag of 
Beara if they meri t it (cri tical Valorous check to pierce her 
Glamour). Magic: Ambient 9d20; Bless, Curse and G lamour 
+6d20. 

Birr 

T ower with a wooden curtain held by a castdlan of TheoWd 
Butler. Destroyed by raiders from Vi Liathain in 546; rebuilt 
four years later. 

Black Castle 

Motte and tower bui lt in 533 for Bran Dubh. The Black 
Castle allegedly features hidden rooms and corridors behind 
false walls and under its foundation: these arc the headquar­
ters of Bran Dubh's spy ring. The castle governs and collects 
revenue from the nearby pon of Wicklow. After Bran Dubh 
becomes king, Black Castle is turned over to a scion of the 
Butlers as Bran Dubh's vassal. Ruler: Bn n Dubh, Castellano 
Vassal of: Lcinster king. 

BLACK PEOPLE 

The Black People are so called because of their worship of 
Donn, and o ther dark gods. Once, they ru led much of 
Connacht; they preserve tr ibal memories of the wars between 
early settlers and the Fomh6rach. Qleen Meadhbh of the 
Connachta defeated them, scattering some dynast ies into 
Mu nster. Since then, these people h1.ve lacked any kingship: 
each dotal is independent of the others. Their shared style of 
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paganism uni tC!!i them. Rule:r: many. Vassals of: Connacl'lI 
over-king. 

SLACK PEOPLE OFTHE MARSHES 

This faction of the Black People: entered Munster centuries 
ago to escape Meadhbh, and to serve the demigod Cli Roi, 
who travels the world in his sky-boat at night. Recently, the 
ruling f:.lction has largely :.lbandoned CU Roi for St. Brtanainn 
(494-581), :.l local Christian cleric famed for his vO}':.l.ges in 
surch of The La nd of Prom ise. During hi s voyage of 
527-530, St. Brianainn encountered se:l monSters, gryphons, 
an isl:.lnd inhabited by perfect :.lnchorites, an isl:.lnd ruled by 
evil smiths who threw t:.l.t at his ooat, and an island to which 
the apostle Judas is exiled, among other oddities. His influ­
ence is great enough to make him a power behind the throne 
here. Rule:r: Arda (early) Aodh mac Arda (b.te). Tributary to: 
Caiseal. 

Black Pig's Dyke 

Torc Triath (see Treithirne PI:.l in) dug this ten foo t deep 
di tch through the Drumlin Beh centuries ago after bei ng 
summoned by Ulster d ru ids. Reinforced by rhhs ar 
twenty-mile: intervals, it protected Ulster from Clttic l'lIidets. 
Now, though largely un-garrisoned, it sefVCS the S:.lme func­
tion for the Ui Ni:.1l1. 

Black Sword 

This shallow earthwork - a ditch three to five feet deep -
protects the Ui Liuhain from the Eoghanacta client king­
doms to the north and cast. It is pattoUed spol'lldically by Vi 
Liathain horsemen. 

Blackstairs Mountains 

A chain of peaks running north, like steps. beside the Bearbha 
river. At their north head sits Mount Leinster (2400 feet) , 
where Labhraidh the Exile is buried . Magic: +4d 20 
Necromancy. 

Blackwater River 

Slate-colored river draining inTO the Boann from Loch 
IUth-MOr (~big fort"). 

Bladhma Mountains 

Bog and heather cover these hills, marking the death-site of 
Bladhma (~F l ame") , a warrior from Ireland's pre-Celtic 
invaders. The center of the range, Ireland's Height (Ard Eire­
ann) is a Lughnasad si te associated with the godden Eriu 
(8d20 Ambient, 4d20 Bless). The mountains are largely unin­
habited, though every neighboring tuath uses them as a hunt­
ing ground. 

Blasket Island 

A dth here that once belonged to the Black People of the 
Marshes is now used by a band of Gall-Gaels under Barith, a 
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kinsman of Thorgesrr. They arc driven away foreve r by 
Gel'llidine knights in 559. 

Blue Slacks 

These mountains gain their name from the bog and scrub, 
rather than forest, that dings to their sides. Mean elevation: 
900', 

Boann River 

The holiest riller of Irish pagans. The B6ann originates from 
the Well of Wisdom in the otherworld, guarded by the 
cup-bearers of Nuadhu. \oVhen Nuadhu's wife, the cow-god­
dess B6ann, defied her husband by visiting the well, her eyes 
burn with the fren%y of illumination, and the well's waters 
chased her into the sea, forming the current river. According 
to the filis, the Boann is an endless river which continues 
flowing after it empties into the sea. It re-emerges in Britain 
as the Severn, in France as the Seine, then it becomes the 
Tiber. the Nile and the Jordan (and. one might add, the 
E uphrates , Congo, Ganges, Yan gtze, M ississippi, and 
Amawn) before returning to the Well of W isdom; one can 
follow thii magical course in a skiff if one knom the right 
currents. Pagan pilgrims often travel here to bathe themselvci 
or baptize their children. A glistening white heifer sometimes 
seen wading among its reeds and shallows may be Lady 
B6ann ("Bright Cow") herself, cowishly inspecting the world'. 
passage down the waten of time. (Magic: +4d20 Divination 
and Travel) 

Bog of Aillen 

A v:.1St stretch of bog and c:.lllows. Geese and kingfishers arc 
its main inhabitants. The bog forms a natural military barrier 
between Leinster and Meath. 

Bra'.til 

Among the subject - tuaths of Tara were the Ui Breanl, 
descended from a Leinster king called Breanl The Cowless 
because his brief capture of T ar:.l had coincided with a cattle 
pestilence. Breanl's few remaining descendants, scorned by 
the Irish, flocked to the British banner and gained this small 
motte on their anceSlral land. Well-enough like by the 
colonists, their name alone provokes intense hatred from 
many Irish people, whose ancestors died in Breasal's Famine. 
Ruler: Taoiseach of Ui Breasal. Vassal of: Justiciar. 

Breifne ("The Hollows") 

Thi s d istrict encompasses the mountains North of the 
Sionnan. and Ihe West of the Drumlin Bdt. The soil here is 
thin and inferior, except at the very tops of drumlins. 

Broken Hills 

Low, uninhabited mountains covered with conifers and bog. 
They belong to a local goddess named Aibhinn or AoibheaU 
(sec Grey Crag), described in folklore as a queen banshee 
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(sec Grey Crag), described in folklore as 11 quee n banshee 
served by TWenty-four lieutenant banshccs. 

Brugh na Boann 

This dome-shaped rumuius, (oycred with sod and mica and 
encircled by standing stones, is the most important si mound 
in Ireland. Its fu ll name, "Mansion on the: Boann of the 
Youthful Son; denotes it as the home of Aonghus, god of 
youth, love and mus ic . Prev iously, it bc:longcd to The 
Daghdh:l and his wife B6ann - or in some Slorics, Nuadhu 
and B6;,r;nn - until Ao nghus gained permanent possession of 
if through a lc:gal trick he learned from Midhir. T he trick is 
easy: Aooghus claimed the brugh fo r a day and a night, and 
occupied it forever, because, says Midhir, ~i t is of days and 
nighl$ that eternity is madc.~ 

While Aonghus is the prim:uy tenant, any other De Danu 
god can be: found here as a guest. and the healing god Dian 
Ceacht lives inside year - ro und . guard ing th e Well of 
Regeneration. Getti ng inside would no t be easy. Druids. 
poets, pagan pilgrims, and the Launds warriors who protect 
them guard the brugh at all times. 

Bull Harbour 

B~y associated with sacrifices to the sea gods and the presence 
ofCllona ni Lir in particular. Cliona fled her father's house to 
dope with Aonghu$, god of youth and love, but just as her 
boat rcached this harbour she was drowned by a giant w~ve. 
The tides in this place are now a living, vengeful entity called 
·CHona's Wave; which local sailors propitiate to avoid 
Cliona', fate. As for C liona, her soul-salmon swam up the 
Nlo river after her death, where she reincarnated as The tribal 
goddess of the AlIo plain. 

The local religious center is the stone circle of Little Hill, 
a clifT terrace overlooking the sea. TIle $Cventeen stones of this 
alignment sit in a neaT circle 30 Icet in diameter. In the mid­
dle of the circle, a mound of sod conceals the grave of an 
orphan boy, sacrificed here millennia ago so that the circle 
could bonle his power. Animal sacrifices ~re held here rou­
tinely by local pagans about to embark on a voyage. (magic: 
+4d20 Weather Control) 

Cailleach's Ridge 

Exte nsive sci of cairns and chamber-graves upon a ridge 
house the spirit of Fodla, one of Ireland's earl iest goddesses. 
The lake ncatby (Lough C rew) contains a erann6g occupied 
by witches who tend the shrine; they can appear as ordinary 
folk, or nuns, to passers-by. Most loca ls avoid the place. 
Magic: as per god's cairn, t8d20 Glamour. 

Cainneach's Church 

St. Cainneach of C onn:.cht (see Cow Field, Crc's Woods) 
lounded a small monastery here in 523, on land given him by 
Cli Craigh, whom he saved from a Deer People insurrection. 
The church has been repeatedly sacked by raiders fro m 
Waterford. In 534 Sir Brastias founded a motte hcre. intend-
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cd it as a capitol fat a Deer People earldom. It ~s destroyed 
in 541 by Caiscal- King Feidhlimidh mac Criomhthainn, who 
attacked in revenge for a British raid against Cork. The motte 
was never re-built, though the church remains. A cave nearby 
called thc Eyc of the Alders is inhabited by giant cal$, similar 
to those at Cnoghbha. Ruler: Cainneach. 

Cairn Vi Net 

Pile of stones at the summit of a promontory which rises 765 
feet above the sea. The god Lugh raised this cairn over }Us 
grandfuher. Balor, whom he killed at Magh Tu ire. Other 
"dead" Vi Net gods may live in this mount;lin as well. 

Caiseal ("The Castle," Cashel) 

Capitol of Munster; a 200-foot high stone crag topped by a 
tower and church. enclosed by Roman -style curtain walls. 
Cona ll Co rc fo unded t h is tower in imitat io n of t he 
shore-forts ("castellcm") in Roman Cambria. H is descendant 
Aonghus mac nad Fraoch lies buried under Caiseal's throne, 
facing North ro protect Munster from the Connaehta. Nearby 
is Hare Abbey, a Ci5tercian mona5lery founded by French 
monks in 539. Caiseal is part of Munster's royal demesne: it 
belongs to the rcigning Munster chieft:.in. or to the last chief­
tain's steward if no rcplacement has been found . 

Canna 

This desolate island has twO noteworthy fearures: a small 
community of anchorite nu ns, loyal to St. Brighid, and a 
500-foot hill on its north coaS! which is acrually a giant lode­
stone, able TO fou l compass m:edles for miles in every direc­
tion. The isle is named Canna ("porpoises") from the many 
porpoises that play beside its southern coasts. 

CARLING FORD 

Longphort ruled by Jar! Ragnar, cousin of O laf the White. 
Vassal of: Sir Galeholt. 

Carlow 

Si r Brastias founds this borough in 532. after draining four 
callows formed by the junction of the Bearbha river with the 
smaller Suirren river from thc northeast. The center of the 
town Icatures a keep, the home of a local knight. The town is 
walled in 539. 

A dolmen two miles east of Carlow is the largest in 
Ireland, with a 100 ron capstone. Picts who were driven from 
these parts ccnnJries ago worshiped there, but no one today 
knows who or why. Ruler: Cambrian knight and reeve. Vassal 
of: Justiciar. 

Carman 

This circular earthwork is thc magical center of the Lite plain, 
and the Lughnasad aonllch si te for Leinstcr. Here, Anguish 
convenes the Lady of the Launds tOurnament in 531. Magic: 
8d20 Ambient, t4d20 Bless. 
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Carrickfearghus 

This sturdy keep on a lidal spit WlIS gnored to Eochu, a 
Cruithni noble, by Sir Galeho!t . T he original rh h he re 
belonged to 20 ancient Ulster Icing named Fc:arghus, though 
no one is sure jf it was fix Fearghus who fought in the T :1in. 
After 548, the keep passes to a vassal of King Brian. Ruler: 
Eochu (early), c:mclJan (Iatc), Vassal of: Long Isles king. 

Casdeknock 

This former lith-site is now the fief of whoever serves the jus­
ticiar as Irish bailiff(tvc collector; enforcer}, Castldmock fea­
tures a ditched and ramparted motte, atop which is a second 
mound with an oval wall and an octagonal tower. Ruler: 
Bailiff. Vassal of: Justiciar. 

CeaUach's Church 
(Cill Ceallach, CillAlaidh, Killala) 

Monastery founded in 521 by St. CcaUach. eldest son of the 
Conn:lcht over-king Eoghan Beal. Its most famous attributes 
arc two white stags, tamed by Cealbch, that leave the grounds 
C1ch day to help local bO-aires plough their fields. 

The monutery is also notable for the venality of its monks 
(apart from Ceallach himselt), four of whom stab Ceallach to 
death at hi, retreat on Conn's Lake in 554, having been 
bribed by Cuaite mac Colman. Afterwards, the monas:t:.ry is 
often caUed Cill Alaidh or Killala: ·Church of the I mpalings.~ 

Ruler: Ceallach (early), Minions of King Guaire (late). Vassal 
of: No one. 

Cerne 

Three ancient burial mounds si t here atop an outcropping of 
sl:He. The trainn kings of the Tara p lain were cremated at 
this mounds in primordial times. Like C noghbha, Cerne is 
guarded by giant cats who can be seen, or at least heard, on 
Samhain. Ccrne is a bad-luck place for the Ui Niall kings. 
One mile to the northwest, an empty earthen rampart 360 
feet in diameter marks the o ld aonach site once associa ted 
with Ccrne. 

Chapellsolt 

~cen hoh The Elder endowed a chapel here for the aid and 
insmlction of Lochlannach ~easants in 527. H er daughter, La 
Beale lsolt, can often be found here ministering to the sick., or 
teaching chi ld ren to read. To the north is a spring ca lled 
Fionn Uiscc (white-Wilter), Anglicized as ~Phocnix." AI pre· 
sent, Phoenix is a Lochlan nach cemetery tended by monks 
from Chapd Isolt. Both Qieen holt ~nd Princess Isolt are 
taken here when they die. 

CIANNACHTA ("Race of Ebony") 

The Ciannachta arc a tribe of druids and Wilrriors who live in 

c1icntship to The Launds. They welcomed the An~gass~n 
Lochlan nach into the ir kingdom, and inlO their culture. 
Combining n~tive. death gods (Crom, Donn, Balor, Badhbh) 
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with imported Berserker gods into a new, semi-psychotic 

paganism, the Ciannachta now live 01T theft and intimidation. 

The prestige of the Launds protects them, and they protect 

the Launds. British ru lers overlook their raiding, which usual­
ly targets Oriel. Ruler: Cathmugh (~war-slave"). Vassal of: 

Lady of the Lall nds. 

cm Data (Church of the Oaks) 

Standing stones, an enclosed church, a monutery, and a castle 

are the fcatura of this localion, a hill tradi tionally belonging 

10 the goddess Brighid. The hill was fo rmerly crowned by the 

G iant's D~nce, a huge stone circle and solstice-sight. In 475, 

Merl in's magic transported it [Q Salisbury Plain to stand as a 
monumen! for slain Britons: we call it Stonehenge. (In re tali­

ation, I reland's gods banned Merlin from its shores; the 

druids here claim not to know of him.) 

T he church fou nded in p lace of the old pagan shrine is 

part itioned in half: women wouhip in the East, men in the 

west. Both sides can sec the al ter, which features an eternal 

hearth-lire tended by St. Brighid's nuns. BOlh monks and 

nuns live nearby in $l:parate buildings; the nuns havc prece­

dence ovcr Brighid's male clergy. 

At the: foot of the: hill is a standing stone devoted to 

Badhbh (.5d20 Curse) and a well created by Brighid (.4d20 

Heal). The nearby castle, fou nded by Gerald Striguil, now 

fe a tures a ke:ep enclosed by curtain walls . Ruler: Ge ra ld 

(early), William FitzGerald (la te); St Brighid and her 

comharbas. Vassal of: King Anguish. 

CiNEALAONGHUS 

Aonghus, founde r of this small colony, was a brother of 

Fearghus Mor who d ied in 496. H is desce ndants d ivide the 

land in to pe: tty dandoms, united by their mutual resistance 

to the Lochlan nach. Ruler: petty chiefs. Vassals of: Sir 

Caleholt. 

CiNEAL CAIRBRE 

To Cairbre:, Niall Nine- Hostages willed the borders of his 

empire. Cairbre was the t:ln:liste of T ara- King Laoghaire 

mac Niall, until he disq u3 1ified himself by attempting to 

murder St . Patrick. Naturally, Patrick cursed Cairbre and his 

descendanls unto the end of time:. The Cineal Cairbre have 

settled in Breifne, an infertile, hotly-contended border state 

between Meath, Connacht and Ulster. Their holdings arc 

interpenetrated by the co nquests of a hostile Co nnachta 

dynasty, the Ui Brian. Eventually, the Vi Brian will eclipse 

them. One member of this dynasty, Tuathal Rough-Skull, 

briefly atlained the Tara-Kingship, only to be murdered and 

replaced by Dia rmaid mac CearrbheoiL Rule r: T uathal 

Rough-Skull (early), Cormac Caoch (late). Vllssal of: No 

one. 
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CiNEAL CONALL 

To Conall of Gulban, Niall willed his pagan power of 
Sovereignty. When Conall was seven, Niall gave him as a 
fos terling to a druid who lived beside Beann Gulban and 
probably served the boar-spirit who ruk5 that mountain; 
there. he earned the nickname ~Gulban." After leading the 
Vi Niall conquest of Ailech, Conall of Gulban devoted the 
f eS t of his life to consolida tin g Cineal Conall. Hi s 
great-grandson Aodh strives for Tara-Kingship at the end of 
the Pagan Shon era, hoping to maintain the dynasty's ri 
damhna starus. Another descendant of Conal! is St. Colm 
Cit!. Ruler: Seatnai (early), Ainmerech (Middle) Aodh 
(late). Vassal of: No one. 

CiNEAL EANNA 

To Eanna, Niall willed his good looks. Eanna earned his 
greateSt glory helping his brothers dismember Aileeh. H is 
descendants neither expand the territory he willed them, nor 
produce a Tara- King. Eventually, they arc absorbed into the 
Vi Conal!. Rulers: Unknown. Vassals of: Cineal Conall. 

CiNEAL EOGHAN 

To Eoghan, Niall Nine- H ostages willed his skill in feats 
and weapons. Eoghan was the chief champion of the mac 
Niall brothers during the war in Ailech. He was never con­
tent with his share of the Sword -Land; his descendants 
devote themselves to expanding the borders of Cineal 
Eoghan, later called Tir Eoghan or Tyrone. H is family rules 
Ailech, though nOt necessarily the Vi Niall as ;1 whole, for 
centuries to come. His black-sheep grandson Muircheartach 
mac Earea becomes a Tara-King during the Pagun Shore era. 
Ruler: Muircheanach (early) Suibhne Meann (late). Vassal 
of: Nobody. 

CiNEAL FEARGHUS 

Fhrghus Mor was the last Vlaidh king at Eamhain Macha. 
When the Three Collas defeated him in 450, he and his 
brothers made Sword- Land in the west of Pictland. The 
fierce wars to claim this rugged place from the Picts left last­
ing halreds on both sides. Fearghus died in 501, leavmg sev­
eral candidates to vie for the chieftainship. Fearghlls Mor's 
grandson Cabhdn, fostered as a breitheamh, took control in 
518. With his extraordinary sense of justice, he managed to 

settle most of colony's feuds; he became a trusted vOlssal of 
Sir Galehoh, and held the colony together until Brian of 
The Isles killed him in 554. At that point, the colony again 
dissolved into clans, and never recovered its political cohe­
sion. Ruler: Fearghus (early) Gabh ran (middle, late). Vassal 
of: Sir Caleholt. 

CiNEAL FIACHU 

To Fiachu, Niall Nine- Hostages willed his aggression. 
Fiachu joined his father in carrying the family cnnquests 
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inlo Leinster. H e personally drove the Vi Dunlainge out of 
Mealh, and seized the ceremonial mound ofVisneach. After 
Fiachu's death, much of Ihis territory was lost again. 
Recen tly, even more land has been taken from Cineal 
Fiachu, passing this time to the de Canis earls; other Vi 
Niall factions have kept ow nership of their land at the 
expense of Fiachu's descendants. No Tara-Kings come from 
this dynasty. Ruler: Muirchaid mac Fiachu (early), Aonghus 
mac Muirchaid (Late). Vassal of: De Ganis (laic). 

CiNEAL LAOGHAIRE 

To Laoghaire, Niall Nine-Hostages willed his features and 
his skill in war. Laoghaire and his son Lughaid both became 
Tara-Kings in the Fifth century, and both died by a combi­
nation of breaking geas and trying to collect the boramha. 
Since then, his descendants have controlled the land around 
Tara itself, serving the rest of the Vi Niall as a corps of offi­
cers. Ruler: The Tara steward is the Ui Laoghaire king. 
Vassal of: Tara (early), Justiciar (Late). 

CiNEAL LOARN 

Loam, brother of Fearghus Mor, ruled Ihis Long Isles 
colony until he was killed by his grandson Muircheartach 
mac Earca in 488. His druidess wife Earca supervised the 
kingdom into the sixth century, then let her sons divide il 
amongst themselves and their Gall-Gael allies. Eventually, it 
is absorbed into Cineal Fcarghus. Ruler: Earca (early), 
Gabhr.i.n (lOlte). Vassal of: Sir Caleholt. 

CLAIM 
An impoverished feudal duchy on land claimed - but never 
captured - by Leinster kings since Cathoir MOt. The 
Claim pays tribute to Caiseal and LeinSler. Most of its land 
is poor, flat and boggy. Afler 536, the claim is part of 
Ormond. Ruler: Duke of the Vi Foghairle dynasty (early), 
Butlers (laIC). Vassal of: Leinster, but pays a peace-keeping 
fee to Caiseal. 

Cleiteach 

This !""lth of the Boann valley was built in 516 by Tara-king 
Mllircheartach mac Earca as his personal palace. Afler 
Muircheartach's death, it has been unmhabited. 

Cleric's Cape (Cape Clear) 

Cape and islands in south Munster long associated with aos 
dana cincals (the name ~cleir" can refer to bands of bards or 
musicians, as well as clergy). The bays, inlets and rivers in 
this region are too shallow to quality as important ports. 

Cleric's Island (An t-Oilean C leir) has belonged to a 
small settlement of hermits since 480. Before then, St. 
Ciaran of Saighir (466-532) was fostered on Ihe island by a 
pagan wise woman. Ciaran used to appear, praying for his 
fOSler-mother, on a small rock near the island, then magical­
ly travel back to Saighir on the same day. Perhaps a cowled 

• 
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figure still appears there even uter the saint's death. The 
innwnerable small rocks and shoals near Cleric's Island are 
called Cairbre's Hundred Islands. Once living followers of 
the demonic god Cairbre Cat- H ead, these beings were 
turned into rocks by Irish dmids during the Battle of White 
Strand. 

Cliffs of Ruin 

Many ships have perished against these sheer cliffs, which 
:lVCr.lgc 500 feet in height. The cliffs' wem :m promontory is 
called Hag's Head. after the fuath who rules the area, and 
discourages human habitation there altogether. Grass and 
bog cover the cliffs' flat summits. No sound stirs here but for 
insolent seagulls and thundering waves. 

Clonfert ("Cemetery Meadow") 

Monastery founded by St. Brcana;nn the Voyager (see Black 
People of The Marshes). Sacked by Thorgestr in 524; 
repaired the next ye'.If. 

CLONMACNOISE 
("Meadow of the Nobles' Sons") 

51. Ciarln of C lonmacnoise (500-533), who was granted 
this tract by the Ui Niall in 521, was the son of a c<upcnter 
from 0:11 n-Anidhe. He founded this monastery in particu­
lar as a haven for working people and escaped slaves, who 
evenrually create a large (for Ireland) village outside its walls. 
'Ine monastery was sacked by Thorgestr, and rurned over to 
his wife Ora, in 524. Ciann, after hiding at Kings' Lake, 
rebuilt it ovec the next sc:ver.L! years with the aid of Diannaid 
mac Ceurbheoil, whom he befriended and even sheltered 
fro m rival Vi N iall pri nces. To he lp fe - co nsec rate 
Clonmacnoise, Diarmaid "borrowed H a high cross from the 
church of his kinsman St . Colm C iU at Kells; Colm chased 
after him, leading to a shoving match between Ciarjn and 
Colm in which the cross was smashed. Since its reconstruc­
tion, the monastery has sponed high walls, an active scripto­
rium, and a picturesque C hristian cemetery. Rukr: Ciarnn 
(cady), comharba (late). Vassal of: no one. 

enoe M eadha ("Center Hill") 

Cairn in the middle of Ireland belongi ng to Finnbheara 
(~White- top"), credited as the King of Connacht Faeries. 
Each Lughnasad, Finnbhellm and his troops light a desper­
ate war over the Sionnan with the aos sf of Meath; if he 
wins, Connacht's harvest prospers. rin nbheara is fond of 
humans and often invites them to eat from his table. He is 
especially fond of human woman, $0 much so that beautiful 
girls living nearby are in danger of being kidnapped into his 
otherworld harem. Una, his embittered sf wife, lives to the 
south. Magic: .. 4d20 Glamour and Bless. 

23 

Cnoghbha(Know<h) 
This barrow sits beside Brugh na Soann. Erainn kings were 
buried here to be beside their gods; some Gad dynasties still 
use it as a cemetery. T he presiding spirit within the mound 
is H irusan, divine Icing of cats. Like the phantom cats at 
Cerne, Hi rudn ca n appear in t hc fl es h to chue away 
tomb-violators. 

Coleraine 

Church founded by St. Patrick in 470, in a fe rn-shrouded 
gulch overlooking the Bann. In 522, Sir Galeho!t built his 
fust motte there, which he later improved to a castle, and 
ceded to one of his barons. Ruler: Abbon , unknown baron. 
Vassal of: Ard Macha; Galeholt (early) Oil Riadha chieftain 
(late). 

Colrn C iU's Glen 

This isolated monastic rnth is St. Colm Cill's first founda­
tion, and his home during his years in Ireland. Nearby is a 
hill marked with standing stones where Colm and his fol­
lowers hold stations to bless Ailech. 

CONMACNE MARA 
(Wolf-Sons of the Sea, Connemara) 

Erainn tribesmen who once occupied South Leinster, until 
Labh raidh the Exile drove them ac ross the bread th of 
Ireland to the land of forested hills and fjords they occupy 
now. Their mountainous home is impervious to attack. and 
their modest herds of sheep and ponies too small to excite 
envy; a primitive, impoverished life is the price they pay for 
political independence. T he are noted for breeding small, 
hardy mountain horses. Ruler: Chieftain of the Wolf-Sons. 
Tributary to: Durias, sometimes. 

Conn's Lake 

Conn Hundred-Fighter, founde r of the Connachta. gave his 
name to this murky lake in the shadow of Big Nephin. A 
peninsula projecting into the northwest of the lake is a holy 
place where Connachta chieftains can stride into the mist 
and confer with their ancestor. T he same shore is thickly 
settled by Vi Fiachrach flaith who live from hunting and 
fishing . An unnamed island in the middle of the lake was a 
secret meditation spot for St. Ceallach, until he was stabbed 
10 deat h there by four of his own mon ks in 55 4 (see 
Ceallach's Church). The lake abounds in large, fierce pikes. 

CONNACHT 

When new invaders from Europe seize the fe rtile lands of 
central Ireland, they d isplace earlier tribes into Connacht, a 
land of swamps, forests , and barren mountains. These tribes 
enter a struggle over Conn acht 's modest endowment of 
good land. Eventually, a faction or coalition becomes tOO 
successful and outgrows Connach t: its members leave the 
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province, making Sword-Land in Meath, and reversing the 
tide of migration from west to east. The arrival of the 
Ulaidh and Laighin, for example, squeezed sc:vel1l. l Erainn 
and Cruithni tualhs - including the ancient Fir Boig -
into the far west. Eventually , the brilliant leader Conn 
Hundred -Figh ter uni ted these tribes inlo the Connachta, 
who over generations of conflict displaced the Laighin and 
Ulaidh from Irdand's center. 

More recently, Niall Nine-Hostages and his sons erupt­
ed OUI of Connaeht and beGlmc the leading dynasty, not 
only of Conn's descendants, but of all I reland . Ruler: 
Eoghan (early), Guaire (late), Vassal of: No one. 

Connor 

Rath converted into a motte by Sir Gakholt in 526, and 
ceded as a b:lronagc: to the chieftain of the Lath:une. an 
Aithcach-Tu:tth within Dil Riadha. 

CORK 

This city grew from a school for clerics founded by St. Barra 
("The Fair-haired;" 480-5 18), :uter he had banished a p6st 
the lived in the Li five r (it now inhabits the harbour, nine 
waves past the coast). Lochlan nach raiders under a godi 
named Sitric killed Barra and built a longphort here in 518, 
which grew into a small merchant town by 525. In 528 
Caiseal-king Feidhlimidh mac Criomhthainn re-capt'Jrr:d 
thc ci ty in the name of the Eoghanacta. Cork is surrounded 
by hundreds of acres of farmland owned by recent home­
steaders from Denmark; this region is called the ~Osunen's 
Cantred." Clerics, wine merchants and mercenary captains 
from France stroll Cork's causeways of roning wood today, 
passing gall6glachs, Eogh:macta flaith and novice monks. 

Overlooking the harbour sits Swamp -Crest (Curragh 
Binion, Curraghbinny), a peak with :1 pre-Celtic cairn sit­
ting atop it. Pilgrims at this cairn on Bealtaine may spot a 
comely young man who incarnates the river Li. A few miles 
north sits the Blairnis (~Blarney") stOne, reputed to give elo­
quence to those who kiss it. Ruler: Jar!. Vassal of: Caiseal 
kings, after 528. 

Cow Field 

Small monastery founded by St. Barra of Munster (fiuTlous 
as the founder of Cork) in 496, on pasture givcn to him by 
the chiefu.in of The Elk People. Barra turned it over to St. 
Cainneach in 507. Ruler: Barra, then Cainneach, then a 
comharb:/.. 

Cre'sWoods 
(Ros Cre, Roscrea) 

Forest in the clay foothills of the Bladhma mountains. Site 
of a monastery founded in 529 and now maintained by an 
abbott named Cronin, noted for his healing powers. Also 
home [0 a castle with curtain w:r.lls used by Pennaths of the 
Gerald family. A bare hill four miles 10 the cast is crowned 
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by a stone circle and covered with over 200 megaliths, possi­
bly representing retainers of the hero Bladhma, who died in 
this region. Nearby is a small lake (Loch Cre) with a single 
forested island in its center. Here, Saint Cainneach of 
Connacht meditated in 535 until Jesus appeared before him 
and tallght him eloquence and calligraphy. It has since been 
called Holy Island. 

Croom 

Tower House held by a retainer of Sir Thomas FittGerald 
(see Shanid). 

Cruachu 

The capitol of Connacht is not a single dth, but a duster of 
liths occupying a large plateau. This is the old dneal of 
Eochll Slave- Lord and his sons; each of their descendants 
still owns a fort here within the royaJ demesne. Eoghan Beal 
moves the Connacht capital to Durlas, and this area 
becomes the home of a Fian administered by Devouring 
Wolf. A cave nearby is notorious for monsters: giant cars, 
female werewolves, and demons have all been reported 
there. Ruler: Devouring Wolf (early) Unknown (Late). 
Vassal of: £oghan, Guaire. (Magic: 6d20 Ambient, +4d20 
protect at C ruachu; 5d20 Ambient, Summon and Demonize 
at cave.) 

Crumlin 

This sma ll castle (cu rtain wall and keep) belongs to the 
Justiciar's oOice. He uses it to conuol traffic in the Life valley. 
Ruler: Castellan. Vassal of: Justiciar. 

C li ROI's Castle 

Cli rof wa s an incarnation of Balor and a son of The 
Daghdha, just as his assassin, Cli Chulainn, was an avat2t 
(and son) of Lugh. A hero, a druid, a godling, founder of 
most local dynasties, Cil Roi ruled from a fortress which spun 
as if sitting on a wheel (only the quick could leap inside it), 
and which fUmed invisible at night while its maSter sailed the 
world's oceans in his sky boat. Locals point to these ruins as 
the remains of Cli Roi's aerial spinning fort, flung down to 
eanh after Cil C hulainn slew its owner. In alllikclihood, the 
REAL fort of Cu Roi is probably sti ll intact, but invisible, 
awaiting his return. It may hover over these ruins; then ar.in 
it may not. In any event, rhe locals avoid them. 

Cualigne Plains 

This choice region combines good cattle-land with easy access 
to the Irish Sea. The famous Tiin b6 Cualigne was begun by 
Queen Meadhbh of Connacht to obtain both of the magic 
Cu~ligne Bulls for herself; they were both killed in the war, 
along wilh many heroes whose ghosts may sleep here. 
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Da Coga's Hostel 

The hostel of "the war god" is run by a bllchlach named 
Gerg, whose magic cauldron can heal any wound. His house 
has the property that, if you arrive in it, your worst enemies 
also arrive thefe on the: saine night. and fight you to gain the 
cauldron. Usually, the evening ends with dead and dying 
men strewn cvc::rywhercj the survivors awaken, e:mpty·hand­
ai, in a ruined rilth. 

Da Dearga's Hostel 

Here lies the ruins of 11. mead-hall belonging to Da Dearga 
(-Red God~). an alias of Bodhbh Dc:ug. Conaire M6r, the 
last local king at Tara, bea llllc a sacrifice to the gods in this 
hall after he broke all of his ge:lSCS. The: spot is now barren, 
londy, haunted. 

DALCAS 

Tuath-founde:r Cas was a foster-son of Ailill the Eatlcu, 
and a kinsman of the: Kingdom of Mercenaries. His descen­
dants function as a western branch of the Mercenaries in 
many respect1. Being crowded our of Sionnan callows by rhe 
Lochlannach of Limerick has recently fed their disuust of 
foreigners. Their prophet-goddess, Aoibheall, stirs them to 
insane reclcJenness with her promise of a tuture in which 
they destroy the Lochlannach and rule from Tara . Ruler: 
Chieftain. Vassal of: Eoghanacta of Aine; Geralds. 

DALFIATACH 

This dynasty shares with 011 Riadha the honor of preselVing 
the Erainn royal house of Ulster. The 0:l1 Fiatach are Cain 
to D1I Riadha's Able: crude (traditional). grasping (ambi­
tious), and warlike (Irish). Sir Galcholt of Oiil Ri ad ha 
defeated their king. Eochaidh mac Muireadach, in 52l. 
They stopped lighting to become over- kings, knowing rhat 
the alternating tide would become theirs upon Galeholt's 
death. It W2S claimed in 550 by Eochaidh's nephew, Baod~n 
mac Cai ri ll , also known as Brian of the hies . Ruler: 
Eochaidh (early. middle), Brian (late). Vassal of: Galeholt 
(middle), no one (early, late). 

DAL N-ARAIDHE 

This rarher civilized Cruithni dynasty h;ls long coveted the 
Long Isles kingship, from which they are theoretica lly 
b:ured. Loyal to 011 Riadha, they bear the brunt of the 
Long Isles' war with the Ui Niall in the sixth century. Many 
lands within this kingdom belong 10 Oil Riadha barons. 
Ruler Suib hne (early, middle), Aodh the Black (late) . 

Vassals of: Sir Galeholt. 

DALRIADHA 

Sir Galeholt rurned this tuath, the ghost of the old Ulaidh 
dynasties. into a feudal kingdom divided among many 
barons. Upon his death, half the barons surrender to Brian 
of the Isles, and the other half declare \ont. By the end of the 
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P(ndragon campaign, thc: whole: region has been defeated and 
absorbed by the D;\.l Fiatach. Ruler: Galcholt. Vassal of: King 
Arthur. 

Dalkey 

A Lochlannach fortress now dominates this formerly unin­
habited island. The chief who rules it has turned from piney 
to rradc due: to the: presence: of Arthur's men in these waters, 
but he: wiU turn piraTe: again as soon as possible. Ruler: family 

chicf. Vassal of: nobody. 

Danu'sPaps 

Two rounded drumlins whose: shape suggests giant brents, 
each marked at its ~nipplc:M with a pre-Celtic cairn. A glossary 
compiled by a medieval I rish monk states curdy that the 
breasts ~gave good food,M perhaps meaning that sacrifices left 
there: at Samhain promoted ferti lity. When Fionn mac 
Cumha.ill spent Samhain night in this green cleavage, he had 
a vision of fires burning within each breast, and heard voices 
asking "is your swcct food good?~ and offering that "what is 
given to us, is given in return. N H e also saw a bachlach carry­
ing food from one knoll to the other. Yet another location 
which the superstitious wiU avoid at night, especially Samhain 
night. 

DEER PEOPLE (O'nl;ghe) 

Once rulers of central M unster, the Deer People were ousted 
when their old enemies, the Elk People, joined forces with the 
Eoghanacta. Today, tributes due to the Elk People leave them 
divided, and in miserable poverty. They also pay a small trib­
ute to King Anguish, hoping to be allowed into the Leinster 
coalition. Ruler: a dozen or so petty chieftains. Vassals of: Elk 

People. 

De1vin 

Mote built in 531 for G ilbert de Nugent, a Canis knight who 
married Sir Hugo's sister. Vassal of: Hugo de Canis. 

Derry ("Oak-Wood") 

Monllstery and vilillge lounded at a former pagan grove by St. 
Co lm Ci U in 526. The monaStery was sac ked by 
Lochlannachs, then re-consecrated, in 534 and 543. Ruler: 
abbot. Vassal of: Cohn Cill. 

Dinn Rig 

Dun serving as Lcinster's capitol before Labhraidh the Exile 
destroyed it; now ruined and haunted. Magic: 5d20 ambient; 
3d20 Curse. 

Donegore 

Motte given to a leading fami ly of Dal Riadha by Sir Galeholt 
in 525 . 
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Donn's House 

See Sceilig Micheal 

Drogheda 

A Lochlannach clan built a longphort at this ford above the 
Boann U Tl.lary in 527. They hoped to rival Dublin in collect­
ing trade from the Irish Sea, and The Lady of the Launds 
supported their venture, hoping fo r her part to collect its tar­
iffs. She later permitted Sir Brastias to found a borough and 
castle here in 530, and to build a spectacular stone bridge over 
the ford. T he borough, populated by Lochlannach and British 
colonists in equal measure, gains a sturdy wall with seven 
gates in 538. Ruler: Family chieftain (early), rc:cve (late). 
Vassal of: The Lady of the Launds (early), the Justiciar (late). 

Drumfare 

Motte founded by Sir Galeholt in 524. Ruler: D:il Riadhan 
clan, as barons. Vassal of: Caleholt. 

Drumlin Belt 

Many regions of Ireland featu re swarms of drumlins and 
glacial drifts. The Drumlin Belt, suetching 175 kilometers 
long by 70 kilometers wide flOm North Connacht to Dun 
Dealga, is by far the largest such forma tion. One could caU it 
the spine dropped by a dying glaciCI. It marks the border of 
the prehistoric province of Ulster. The drumlins :l.(e dry, 
grassy and often arable. The land between them grows moist 
pasrure and pocket bogs that are useful nlher than onerous. 

DUBLIN Castle 

In 530 Sir Brastias built a motte here:, south of the Life on the 
outskirts of Dub lin's walls, to keep an eye on the 
Lochlannach. When King Arthur made it the center of the 
imperial government, the motte was quickly upgnded to a 
small but smrdy keep with square curtain walls, and a stand­
ing garrison of 20 knights and 50 foo tmen. The buildings 
beside Dublin Castle constitute the British half of Dublin . 
Here and there one finds a wine merchant or a furrier, but the 
majority of buildings are churches, abbeys, shrines, from the 
Cistercians, Marians, Benedictines, and so on: continen tal 
orders eager, under Arthur's protection, to butt heads with the 
Irish church. Ruler: Justiciar. Vassal of: King Arthur. 

DUBLIN Longphort 

Olaf the White founded the Longphort of Dublin (~Black 
Pool,~ the Life esmary) on the Life's north shore in 515. As 
the town grew, its original mead -hall was expanded into a 
large, circular hall of judgement for a jar!, complete with a pit 
of vipers for those whom the jar! rules against. Other buildings 
include taverns, glovers and tanners, a hiring hall for gal­
I6glachs, and an open-air slave market frequented by traders 
from as far away as Babylon. After Thorgcstr sacked the city in 
524, Olaf fortified it with a wall. By the 530s, the spread of 
Christianity among the Lochlannach, and the: presence of 
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Anhu!'s knights, had reduced some of the morc: unsavory 
aspecu of this market mecca. Ruler: Lochlannach deputy. 
Vassal of: Justiciar. 

Duleek 

Hugo de Gaols founded a Benedictine monastery here. Beside 
it stands a motte which belongs to the Dullards, an inaplly 
na~d family of vassals who served Hugo in the Irish wars. 
Ruler: Sir Adam Dullard (M iddle), Sir Pagan Dullard (Iatc). 
Vassal ot: Justiciar. 

Dun Ai1Ien 

The: fr:lditiona l capital of Lcinster was founded by the 
DUffinonii chieftain Meas DC'lI lmann . who wen t in to the 
earth and defeated a Fomh6rach in order to win this site:. It 
stands today as a superior cilth , with triple earthen banks 
endosing 11 keep. Mindful of tradition, its lords never go all 
the way in making it a castle. Ruler: Anguish (early), Bran 
Dubh (late). Vassal of: Arthur. 

Dun Aine 

Ruined lort associated with the Munster goddess Aine (see 
Aine's I-lill and Loch Gur) in her :lSpCCI as a patron of the 
mad. If a temporari ly insane penon sirs on a recumbent 
megalith here, the madness will become incunble. 

Dun Dealga 

Dealga Ui Net was a warrior~p rince of the Fomh6rachs, and 
this promontory ci tadel was his home unti l the ancestors of 
the Ulaidh killed him. It has since been a home for Ulster 
heroes, including eli Chulainn. Today it serves as the capital 
of the Airthir. Its inhabitants held off Thorgestr's fleets in 
523, and lorti lied it with a second stone wall alier that. Rulc:r: 
Ainhir chieftain. Vassal of: T ara. 

Olin Fremu 

Two peaks rising to 200 feet mark the si fo rtress of Eochaidh 
the Ploughman, a king and horse~god in early myths. He is a 
rival of M idhir, whose cairn (Grey H ill) sits nearby. 

Dun Laoghaire 

The Ui Brian and other LeinSle! factions cooperated to build 
th iS sma ll port, which compelC:s with, and mim ics , 
Lochlannach pons like Dublin and Arklow. TIle settlement 
features a stone fo rt named for its launder, a dock, a small 
Heet of curachs, and a $mall Ul1l.!ke tplacc. Rulc:r: Tlnme of 
Cuala. Vassal of: Justiciar. 

Olin OJaf 

This fort on the outskins of Lcixlip is the personal demesne 
of O laf the \¥hile and his kin. No one granted it 10 him; he 
built it during Ihe chaos of T horgestr's reign. Ruler: Ohf, 
sons. Vassal of: Nobody. 
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Dun Patrick (Downpatrick; Down) 

Formerly called Dun Lc:athghlaise (~Green ~s ided Citaden. 
this fouren and its surroundings are the capita.! of the Oil 
Fiatach, and the Long Isles in general. After his death at Saul, 
St. Pauick's corpse was pulled here by a team of masreriess 
oxen, whose random wandering settled the matter of whether 
the Ulaidh or the Ui Niall should possess Patrick.'s remains. 
The bodies of St. Brighid and (later) Sr. Colm cm migrated 
hen: afrer death in a similar fashion. 

A swamp to the north of the dun was Ihe site of a b.attle in 
523 between Sir Galeholt's soldiers :.md an Ulaidh army ten 
rimes larger. Calehoh stationed ga l16glachs with poisoned 
arrows on a few patches of solid ground, where they were able 
10 repulse the ceitherns of Eochaidh mac Muireadach, the 
former Ulaidh chieftain and his supporters from Airthir and 
Cineal Eoghan. 

G alehoh secured the conquest by replacing the old stone 
fortress with a formidable castle. A chamber inside the castle 
is dedicated to Sir Lancelot, and fcatures nor only tapestries 
depicting his famous deeds, but even souvenirs - an ogre's 
severed h~nd , the wimple of a rescued princess - collected 
from the scene of his adventures. Outside the castle walls, a 
mint and market~grounds suggest the beginnings of a small 
medieVllI city. Ruler: Eochaidh (early). Calehoh (middle), 
Brian of the Isles (late). 

Dunamoy 

Motte: given 10 DiU Riadhan Ilaith by Sir Calcholt in 528. 

Dunasmase 

Moue on a rock sacred to Sir M3fhaus' patron, Oghma. After 
Marhaus' death, it belongs to a Butler v,lSsal. Ruler: Marhaus, 
castellan. Vassal of: King Anguish. 

Dunboync 

This small castle (curtain wall and keep) guards the borders of 
the Pale as part of the Justiciar's estates. Ruler: Castellan. 
Vassal of: Justiciar. 

Dunes 

Treachc:rous harbor and strand of sand d unes, the latter 
inhabited by the pagan god Donn , escort of the dead (sec 
Sceillig Michael and Judge H ill). Donn patrols here afler dark 
in his guise as a phantom knight, wailing for corpses to scrape 
home on the beach. H e and his slua have sometimes defended 
this region against hostile fae ries in massive faer ie banles. 
Little Fort (O lIO Beag, Doonbeg), the rath of this port, 
belongs to the Seed of My D ruid. 

Dunluce 

M otte built by Calehoh for Sir Marsil, before Marsil became 
Duk.e of Pomitain. Ruler: Ma rs il , C aS[ella n. Vassal o f: 
GOlleholt . 
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Durrow ("The Oaks") 

Monastery and village founded by St. Colm Cill in 528. 
Ruler: abbot. Vassal of Colm Cill. 

Eachach's Lake (Loch n-Eachachj Lough Neagh) 

The people of Eaehach, 'lin trainn ana:stor-god. once lived 
here. In the hean of their territory sat a well which, if it was 
left uncovered, would flood the whole kingdom. E2chach's 
daughter Li Ban ("female beauty-) left the well uncovered 
when she rushed to attend her infant son. The kingdom .....as 
instantly flooded to a depth of forty fcct, creating the largest 
lake in the British Isles. Fishermen on the lake today can 
sometimes glimpse ruined houses beneath its surface, or hear 
strange music from its depths. Lr Ban nl Eachach lived on 
here u a half-salmon mermaid until 558, when she was ap­
tured in a ftsherman's net and brought to the court of Brian of 
the Isles, wbere, Vsping and tbrashing, she died. The lake has 
few islands. The bogs and torest that skirt irs shores make it 
nearly unapproawable by foot . 

Eamhain Macha 

This ruined hill-fon WlU founded in primordial times by the 
goddess Mawa. It served as the Ulster capital until 451, when 
its ruler, Fearghus M6r, Wll.S driven away by the Three Collas. 
Nothing remains but a shattered wall. A mound nearby I-Oo'llS 

oncc the Red Branch, meeting-hall of Cu Chulainn and the 
heroel of the Tiin era. During the battle of 451, it was looted 
by Wll.rriors of the Orid tribes. 

EARLDOM OF DESMOND 
(Deis Mumha, South Munster) 

Southern section of Munster. Claimed as an earldom by the 
Geralds, it is really ruled by local chieftains, and by the 
Eoghanacta. The Geralds own iso1:t ted estates within these 
lands, only gaining power late in the campaign. Ruler: 
Maurice (early, middle), Gerald fitzGerald (late). Vassal of: 
Caiscal and King Arthur. 

EARLDOM OF ORMOND 
(Aur Mumha, East Munster) 

Name for the boggy lands beTWeen Caiscal and the Bladhma 
Mountains. This land is considered an earldom of Arthur 
and, after 556, is governed by the Butler dyn:my. Ormond is 
coterminous with the Nath known as The Claim (q.v.). Ruler: 
Theobald Butler. Vassal of: King Arthur. 

EARLDOM OF WATERFORD 

Originally called the Meeting of Thrcc Warer5, :tfter the bay 
where the Nore, Suir and Bearbha converge, this site became 
a Lochlannach trading city under the Jad Sitric, who settled 
there with Anguish's permission in 522. This is tbe same 
Silric who se ttled Cork, and was killed in 528 by 
Caiseal-King Feidhlimidh. Sitric's descendants become Earls 

28 

of Arthur :tfter 535, but persist in raiding avinst the new 
lords of Cork, sometimes with the help of opportunistic 
knights. The city has a wall and a british vrrison wr 530. It 
is the center of Ireland's wine trade, which a scion of the 
Butlers from Laoi! bas the privilege of taxing. Ruler: Sitric, 
sons. Vassal of: Anguish, then Arthur. 

EARLDOM OF WEXFORD 

A trade city with adjoining fumland, founded, like Dublin, by 
Olaf the White. After it becomes a British possession in 530, 
it vins a wall and vrrison, and is ruled by relatives of Sir 
Brastias. Ruler: Olaf, nephew (early), Family of Brastias 
(late). Vassal of: Anguish, then Arthur. 

Eigg 

This island, whose name is Nom for "indented," bas no per­
manent human inhabitants, and many curious faerie fearures. 
It is warm and well-forested while its neighbor ides ate cold 
and bare. A cave on its southern end belongs to an Uath. 
Sailors see lights here at night, and :ue hailed by the ghosts of 
dead kinsmen during the day. Visitors to the island can find 
many bloodstones, which bear the blood of the flr Cleas. 

Eiscir Riadha ("The Careering Ridgett) 

This string of eiscirs and drumlins serves as the foundation of 
a dry road beTWeen Dublin and Clonmacnoise. It is also the 
legendary dividing line between the Ireland of Conn 
H undred-Fighter (North) and the Ireland ofEoghan Slave of 
Nuadhu (South). 

Ele', Hill 

Drumlin upon which sits a cairn belonging to Ele ("Spc:ln, a 
leannan si from the Fionn cycle . Every seven years, one of 
Fionn's warriors was lured into this mound by a Ele, never to 
rerurn. That the god-like Fionn did nothing to remedy this 
problem suggests that the young warriors were a form of sac­
rifice or payment. Ele has not been heard from lately, though 
it was upon this hill that St. Brighid, after a long meditation, 
took the veiL (magic: Summon +4d20) 

ELK PEOPLE (Mu,cnighe) 

These animal cultists sided with Aonghus mac nad Fraoch 
during his conquest ofMun$ler in the fifth cenNry. In rerurn, 
he settled them in choice lands - pilrtitioned into sub-ruaths 
which act as buffers between the rival Eoghanacta states -
and vve them lordship over their old Deer People enemies. 
In this capacity, they are crud and avaricious in the extreme; 
their chieftain, Cu Craigh, delights in confisa.ting the land of 
Os the Deer fo r the Glory of Muse the Elk. Ruler: Cu 
Craigh. Vassal of: Eoghanacta of CaiseaL 

EOGHANACfA OF AINE 

This laction maintains the cult of Aine, perhaps in recom­
pense for her rape at the hands of dynasty-founder Ailill The 
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Earless. Like their clients, the Seed of My Druid. they suffer 
(rom :l degree of congenital madncss. F2i lurc to capture 
Cuseal in mil century will lake them out of the running 2$ 
Eoghanacta; they persist as \'aSlah of the Gerald carls. Ruler. 
AililI mac nad Froach (early) Geralds (late). 

EOGHANACTA OF ARAN 

A scion of ConaU Corc's descendants gained sovereignty over 
Ihese remote islands, mainly occupied by the Fir Bolg, ances­
Ion of the Entinn. Their capital, Dun Aonghus. was built u a 
base for piney and a shield against the Fomh6rachs; perched 
atop a 300·(001 sea cliff and featuring Stone walls eighteen 
feet thick, it is the toughest fortress in Ireland by far. This 
branch of the: Eoghanacta never :lchicves political impomncc, 
fading lw:ay after this century and leaving behind a culture of 
proud, dirt-poor fishermen . Rul er: Chieftain at Olin 
Aonghul. Vuu.1 of: No one:. 

EOGHANACTA OF CAISEAL 

This faction controls the rop! demesne around Caisa!, serv­
ing as stewvds and hosrc:l- keepers when they aren't ru ling as 
kings . Ru ler: Feidhlim id h mac Criom lHh ain n (early), 
Furudan (Late). Vaswof: No one. 
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EOGHANACTA OF LOCH LEAN 

This faction of the Eoghanactaare kin to Dui Jarlaithe. They 
share Dufs taste fo r trnche'Y, and they a150 share: the gothic 
paganism - focused on gods like Crom, Donn Desa, and 
Duibhne - of thei r Seed of the Dark One clients. These 
traits endear them to nobody, which is why they hold the 
rugged Loch Uan region while other Eoghanacta factions 
hold pasrure. Ruler: Dui (early) Cobhthach (late). 

EOGHANACTA OF OX GLEN 

The sons of Aonghus mac nad Fraoch confiscated this V2Uey 
- haunted by an ox-goddess with horns above her ears -
from the Vi Fi odhgente . They suffer an unusual fear of 
offending the si, instilled in them by B6inda, their father's 
druid. Ruler: Fionghuine: mac Aonghus (early), Catha! (mid­
dle), Breasal (late). Vassal of: no one:. 

EOGHANACTA OF POND FORT 

This faction of the: Eoghanacta dominates the Bandon river 
valley. Their domain is smaU, but plentiful in homesteads and 
farms . Rub: Aodh Proud-Hand (early), 1ighc:unach (la te). 
Vassal of: No one. 

A Crilnnog (Lilke House) 
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EOGHANACfA OF THE RUSHES 

Eochaidh, brother of Aonghus mac nad Fraoch, took this 
region of straw-covered hills as his lief. His kin fcd left out of 
Munster politics, hut his nephew Fcarghus Scandal does man­
age to take Caiseal after the Pagan Shore era. Ruler: Eochaidh 
(Early), Fcarghus (Latc). Vassal of: No one. 

Erne Lakes 

T he Erne is another rivcr-and-loch system. It runs parallel to 
the Sionn::!. n, but it flows from south to north, through two 
large, winding and quite lovely lakes which bc:ar its name. The 
Erne lakes arc bordered by a nonhward-rcaching finge r of the 
Drumlin Belt; as a result, the land beside them is dry and 
amenable to farm ing. Like many other Irish lakc:s, the Erne 
was once the territOry ofa Iuatl!, tht Ernai, who Hoodcd their 
lands by breaking geas. 

Errighal Mountain 

These steep cli ffs mark the nort.hern Aikch coas !. The 
Fomh6r.tch god Balor, who lived/lives on T oraigh Isb nd to 
the nonh, has often glared at Ailech wi th the scorching 
searchlight of his evil eye. As a result, the cliffs here arc always 
blackened and bare. 

Fea's Plain (Magh Fea) 

A fertile plain in the Bearbha valley. It is said to be the home 
of Fea, one of the goddess Brighid' s magical oxen. Fea bel­
lows every time a grotesque injustice is done In Ireland. See 
also Feimhean Plain. 

Feimhean Plain 

A pasture cleared by the god Nuadhu in primordial times, and 
much later awarded to his servant Eoghan of the Eoghanacta. 
It is the grazing territory of the giant ox Feimhean, one of 
Brighid's pets, and the royal demesne of the Eoghanacta 
kings. 

FION NGHALL ("Pale Foreig ners") 

These arc the Lochlannach homesteads north of Dublin. T he 
area is divided into several chieftainships, each representing a 
new wave of' Scandinavian settkrs. The fanners of Fionnghall 
have put the ir viking days behind them. Fionngall was 
annexed to T he Pale in 536. Ruler: Family chieftains. Vassals 
of Olaf (early), l usticiar (Middle, late). 

FIRMANACH 

The name of this tuath reflects their descent from the 
Menapil, a Gaulish tribe defeated by Caesar. The ruling 
dynaSty claims ro desce nd from Eimhear, wife of ClI 
Chulainn and daughter of tribal god Forgall Manach. This 
sa me Forga l1 Manach figures as a powerful, pun i tive 
father-god in Fir Manach religion. They arc terrified that he 
will emerge from his phantom castle (sec Forgall Manach's 
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Hostel) and judge them for the waywardness of his daughter. 
Ruler: Chieftain. Vassal of: Tara king. 

Flaming Trees 

Ancient, unharvested oak forest which arose after Amhairghin 
("Song OriginatOr"), the first fi li of the Irish and the author of 
the truce between humans and the T uath de Danu, was mur­
dered and buried in a secret place nearby. The spirits of its 

!fees arc wise with poetic secrets, and potent ially hostile to 
outsiders. The flickering lights that dance from tree to tree 
after dark may represent Amhairghin's ghost. Local people 
avoid the place at night. 

Foc1uth Wood 

The druid forest remembered by St. Patrick in his vision 
belonged to Cruithni and primitive Erainn cultists who follow 
animal gods. To this day, it is so thick as to be inaccessible. A 
Patrician hermitage is rumored to exiSI inside, but no one 
knows how to get there. Magic: At least 8d20 in Glamour 

and Protect. 

Fomh6rach's Steps 

These stepping stones (actually hexagonal piUars of lava; part 
of a flow) lead out of Ireland and into Fomhorach territory. 

(Magic: 6d20 l' f'dvel) . 

Fore 

T his motte beside a small Patrician monastery (abbot: St. 

Feichin) was Sir H ugo de Ganis' first conquest in W estmeath, 
made wi th the approval of Ard Macha. Ruler: Castellan. 

Vassal of: SiT Hugo. 

ForgaU Manaeh's Hostel 

The "Manach~ (M enapii) were one of the Gaulish tribes 

whose descenda nts became famous as the Ulaidh. T he 
"Speaker of the Menapi i~ (Forgall Manach) who operates this 
bruion 5i is a tribal anceStor god, He appears in Irish legends 
as ClI Chulainn's father- in -law, and the lord of a steep-sided 

dun protected by hundreds of warriors . To win his wife 
Eimhear from the Hostel of Forgall M~nach, ClI Chulainn 
had to go half a year without sleeping, learn to slay hundreds 
with one blow, and master the salmon--leap, for in no other 

way could he clear the ramparts. Forgall Manaeh actually gave 
ClI Chulainn directions to the fort of the kat- teaching cail­

leach, Scathach, figuring that the boy would die at her hands 
and never claim his daughter. As long as Eimhear lived within 
her father's house, Cu Chulainn could only speak to her in 

riddles and eupllemisrns: dream language in the dream castle. 
The site of this form idable fortress is today only a ring of rub­

ble and sod ncar the beach, but on any Samhain, tllat can 

change. 
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FortofLaois 

This d th fo rmerly belonging to the G aileoi n warriors is 
sequestered by the Butlers as the capital of Laois after the 
death of Sir Marhaus. Ruler : Theobald Butler. Vassal of: 
Anguish, Arthur. 

THE FOSTERLINGS (DM Me .. ) 

This c1andom is the "diW (~share") of C arh oir M6r's 
foster-children; as such, they are not entitled to the Lcinster 
throne. T heir ancestorS come from diverse places, including 
the Otherworld. They nurse a long, bi tter rivalry with the 
neighboring Vi Bairrche. T hane: Maol6dhran mac Cron 
(early), no one (since Maolodhrin left with Cathoir's Spear). 
Vassals of: Vi Cennsealaigh. 

Fuad Mountains 

Fuad, a hero of the pre-Celtic People of Parthalin died here; 
these uninhabited mountains are his cairn. 

GALLOWAY 

This region, named from the Norse ~Gaddgedlar~ ("Foreign 
Gael TerritoryW), includes Suriuse and the west of Gorre. 
Surluse is its capitol; Inland Galloway is a thinly Inhabited 
wilderness. Knights described as "from Galloway" by Malory 
come from Suriuse. Ruler: see Suriuse. 

Galtrim 

Baronial castle (ditch, curtain wall, keep) and surrounding 
lands, granted by Sir Brastias to a family from London. Ruler: 
B~ron . Vassal of: Justiciar. 

Glen of the Larders 

This region once belonged to Lughaid mac Co. Rof, tounder 
of the Lugh's Seed dynasty which later migrated south. It is a 
gattw.ly between the C laim's river valleys and the flatlands of 
Connacht. Presently, the glen is a no-man's land haunted by 
brigands, refugees, and patrolling soldiers from both sides. It 
i>, despite this, a pleasant, well-forested valley. 

Glens of Antrim 

These gentle, forested hills forlilihe heartland of OaJ Riadha. 

Goibhniu's Forge 

This mountain at the Sian nan's watershed co nceals the 
foundry of the smit b -god Goibhn iu . H e is so metimes 
encountered in the region as an itinerant tinker, who can fIX 
anything but may geas the patron to do a favor in return. 
Magic: +3d20 Weather Control. 

GOLDEN VALE 

The Golden Vale is a stretch of ferti le cattle-land crossing 
North Munster fro m the Suir to the Sionnan. SeV1:ral small 
tuaths - cineal-sized - in habit this valley as clients of 
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Caiseal, each serving rhe capital in a d ifferent way: the 
Greachraighe breed horses, the Oil Mugh arc healers, the 
Corco Ochae arc barpists, and so on. Ruler. Petty chieftains. 
Vassals of Caiseal. 

Granard 

Castle (rampart and tower) granted to the kings of T ethba in 
563 by the de Ganis faction . Before that, a ratb. Ruler: F1ann 
C uillean. Vassal of: Tara (early), De Canis (late). 

Great Hill 

St. Dcaglan (d. 463), Munster's first cleric, was given this 
flat-topped coastal crag of an island by local kings to use as an 
hermitage . A blow from Dcaglan's crozier made the tides 
around the rock retreat, connecting it to Ireland as a peak 
(~ard m6r"). The monastery developed a reputation for heal­
ing; crawling througb a niche witbin a jumble of stones near 
the bill's peak is reputed to cure all ailments UNLESS the 
supplicant is in sin. Curing Caiseal King Aonghus mac nad 
Fraoch of a plague earned Great Hill a permanent marastal 
from the Caiseal kings. Deaglan's successor, the abbot Vltan 
(d. 503), preserved the monaSlery into Lochlannach times, 
using the power of Cod to turn a party of raiders into rocks, 
still visible at the hill's foot. More recent abbots have relied on 
mortal powers, building a 97 foot round tower beside the ora­
tory. Abbot: Ultan (early), others (late). (M agic: +2d20 
Healing at well per Christian virtue displayed by the suppli­
cant.) 

Great Rock 

This is a chunk of limestone thirty kilometers long by twenty 
wide, thruSt up through the fragile Irish soil. Forged during 
the w .... rs against the Fomh6racbs, the Creat Rock is an uner 
wasteland, with NEGATIVE 3d20 Ambient Life Force. 

Grey Crag (Craig Liath, Craglea) 

Large rocky outcropping which is home to Aoibheall ni Lir, 
patron-goddess of Oil Cas and mother of prophecy. Filis who 
climb to its peak on Lughnasad gain magical insight into the 
future of this tuath, wh ich is alleged to include High­
King ship at t he expe nse of the Ui N iall and the 
Lochlannachs. 

Grey Hill (Rri Liath, Stieve Golry) 

A si mound within whicb is the palace of Midhir, god of 
judgement, and sovereign deity to the fam ilies nearby. Midhir 
despises having his privacy violated by humans, especially 
suitors for his beautiful daughters. A pool beside the hill is 
allegedly guarded by the Three Herons of Inhospitality, one 
which says ~avoid,~ one whicb says "depart, · and another 
which says ~Ieave." T hey may be able to shapeshift into Faerie 
Knights to drive away visitors. Those who do confront Midhir 
are dealing witb a legal mind as devious as Lugh's arm is 
strong. so beware. 
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GREY-G REEN FACES (Ui Eineachglais) 

Leinster clandom named for Breasal Snot-Green Face, a son 
of Cathoir Mor whose ghastly complexion reflected his super­
vision oflocal. mines: the small clandom's prestige comes from 
supplying lead, tin and copper to the rest of Leinster. They 
are out of the running for kingship, hence the presence near 
the Serf Kingdoms. Thane: Colaibh mac Gahbran (early), 
Aodh mac Cainhinn (late). Vassal of: Leinster kings. 

Grian's H ill 

Grassy hiU associated with Grian, a sun goddess, famous in 
one incarnation as Fionn mac Cumhai ll's unfaithful wife. 
Pagans light bonfires here on Beahaine. (Magic: +4d20 
Weather Control) 

Griani n Ailech 

This "sun-palace~ (Grian is the sun goddess) probably filled 
only a religious function for the Cruithni and Ulaidh kings of 
Ailech. The Ui Niall prize it for its elevation (790 ft.) and 
srurdy walls (17 fect high, 13 fcctthick). It SelVtS as the capi­
tal of Cineal Eoghan , and of Ailech as a whole. Ru.ler: 
Fearadach (early) Fiachna (late). Vassal of: no one. 

Hard P lain 

This monastery is named for the barren pasrure upon which it 
sitS. Its founder and current abbot is AM.n, Bishop of 
Wexford. He adheres to the Irish Christian principles of 
seclusion, respect for poetry, and love of nature. Wild beasts 
lallow his commands; he has detailed a pack of wolves to 
guard Hard Plain and defend its monks against raiding 
armies. Ruler: Aban. Vassal of: No one. 

High M eadow (Clonard) 

This monastery once belonged to St. Finnian of Meath, a dis­
ciple of St. Patrick who used the site to train clerics (St. 
Ciaran ofCluain mac Noise among them). St, Finnian died in 
517, and his monastery W2S utterly destroyed a few years later 
by Thorgestr. In 530, Hugo de Ganis founded an 
Augustinian priory and a motte on the ruins of St. Finnian's 
church. These in turn were destroyed by raiders from Bri agha 
in 568. Visitors to High Meadow will find either a mOlle and 
monastery supervised by de Ganis vassals, or ruins overgrown 
with moss. Ruler: St. Finnian (early), de Ganis clan (middle), 
no one (late). Vassal of: Ard Macha (tarly), Justiciar (middle). 

HiUs of the Rushes 

Thinly forested mountains whose meadows of hay have Itnt 
this whole district tht name "cliach~ (roughly, "the Rushes~). 

On the southeastern flank of this range is a mountain face 
whose pleated surnce rtsembles the bow and string of a harp: 
C liu, harpist of the Tuath De Danu, plays the unearthly 
music sometimes heard in the mountain's vicinity. At the top­
most peak of this ridge sits Dragon's Mouth Lake, where 
male and Icmale si can bt setn courting in the form of swans. 
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A serpent who once ruled the lake was subdued by St. Patrick 
during his tour of Munster. 

HORSE PEOP LE (G,.achnoighe) 

This tribe of Ulster exiles descend, in part, from the Uisliu 
dan that switched sides from Conchobhar to Mtadhbh, dur­
ing the Tain. They worship the Tain-hero Fearghus mac 
ROich ("Virile son of Grtat-Stallion~), and horses in gtneral. 
Semi-nomadic, they do not claim any particular territory, but 
wandtr most often within the indicated domains. Rultr: 
Unknown. Vassal of Connacht king. 

Howth Castle 

Sir Brastias granted the motte here to the St. Laurents fami ly, 
distant kin of the de Ganis. Ruler: Baron, Vassal of Justiciar. 

Ide's Church 

A church, convent and orphanage founded in 526 by Ide, a 
nun from Tht Kingdom of Mercenaries. Ide is a devotee of 
Mary, and of motherhood in general. Her convtnt swarms 
with local fosterlings and orphans of both sexes, as well as 
orphaned animals, Once, Ide tried to nurse a huge beetle that 
wandered into the convent; it ate part of her torso before 
alarmed nuns pried it loost and killed it. Then Christ 
appeared in the form of an infant and restored Ide, for her 
nursing of the beetle was a supreme act of mothtrly kindness. 
On another occasion, Ide plucked a thorn from the hoof of a 
donkey and tossed it on the convent's grounds. A tree grew 
from it, sti ll visible today, whose thorns all turn inward so that 
they may harm no one. C haracters studying Ide's thorn trcc 
can anempt Merciful; success" check. Ide dies in 560. Ruler: 
Ide (ea rly) abbess (late). Vassal of: no one. (magic: +4d20 
Healing) 

Ion a 

Near-inaccessible island hermitage (pilgrims have drowned 
many times trying to approach it) founded by St. Colm Cill in 
535. lona became a center of reclusive learning and, after 563, 
the capital of Co 1m's Pictish church. 

The uninhabi ted hills to me North of rhe mOn:i.stery hide 
a creature called the Fiend of the Pass. He sometimes mani­
fests as a eli SI, sometimes as a limping old man, but in both 
cases appearing only at twilight. Monks who wander into the 
hills at night afe found the next day dead and drained of 
blood through gashes in their thighs and palms. That this 
crearure hasn't been dismissed by the saint who tamed the 
Loch Ness Monster, and that it kills holy men in a parody of 
Christ's wounds, suggests that it may really be The Devil, 
angered out of countenance at lona's very existence. Magic: 
+4d20 Divination. 

Ireland's Eye 

This small, rocky island marks the first encounter between the 
Gaels who settled Ireland and the goddess Eriu . A lone 
wo,nan in a widow's shawl can sometimes be seen here loday, 
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W1tching for the next fleet of invaders. The island's iffiaU 
shrine, founded by St. Patrick, js maintained by a hermit. 
Magic: 6d20 Ambient 

ISLES 

This distric t of the: Long Isles occupies the: Weste rn coasts 
and islands of what we now ClllI Scotland. Visitors here will 
find thrce: things. in order of frequency; remote:, forlorn island 
monuteries fo unded by St. Brtanainn and St. Colm Cill; 
GalI6glach clans, serving Ailc:ch and the Long Isles, and ruled 
by petty chieftai ns; miles of desolate: hills covered with 
heather and shrouded by fog. There: is no single ruler, though 
most of th e: local chiefs respect Ke til Flat-NoSI: and Sir 
Galc:holt. Mtcr the deaths of thC5C men, the: region falls into 
anarchy. Ruler: Kctil a.nd fami ly; local chiefs. Vassals of: 
Galcholt; nobody. 

Judge Hill 

A cavity near the: summit of this hill is an entrance 10 the land 
of Donn Desa, pagan eSCOrt of the dead, locally caUed Donn 
Firinne (~the judgc~ or ~the trulhfu l ~). Pagan corpses are left 
exposed on the hill where Donn Firinne can claim them. 
When he leaves the hill, Donn appean as a black-armored 
horscrn:an on :a white stallion. He sometimes kidn:aps promis­
ing C:lmin pl:ayers to add to his otherwordly team. The resi­
denu of neuby Limerick worship him as :an avatar of Odin. 
They s:ay that when clouds gather over the hill, Odin is collect­
ing the ingredients of a storm. 

Kells 

Luge monastery wi th :a round tower and spectacular calV'Cd 
stone crosses, fou nded in 524 by S t. Colm Cill. The site 
served as the c:apitol of Colm Cill's mission:li)' empire until 
his exile from I reland. It was s:acked by T horgesrr the yeu 
after its foundation. In 536 the de Ganis c1:an began to build a 
motte here ~for the protection of the monks,w but over the 
objection of Colm, who claimed Kells as Vi Niall ground. A 
raiding party from Oriel destroyed the mone before it could 
be finished. The British still consider it de Ganis property. 
Ruler: abbou. Vusal of: Colm GIL 

KILDARE 

The Euldom of Kildare includes the mountain and church of 
Cill Dan. and the eastern half of l.einstct's royal demesne. In 
520, King Anguish allowed Sir Gerald Striguil and his f:amily 
to build castles here, reWllrding them fo r driving off the Vi 
Niall, and discouraging the VJ Niall from ever invading North 
Leinster :ag:ain. The Earls family and his knights intermarried 
with the Vi D unl:aing, becoming a loul dynasty, while his 
brother Si r Maurice made sword- land elsewhere. Today, 
Ki ldare is the most fertile and magical of Ireland's feudal 
lands, basking in the Ambien t Life Foree of St. Brighid. 
Ruler: Striguil (early), Will i:am son of Maurice (M iddle, 
Lue). Vassal of: Anguish. 
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KINGDOM OF MERCENARIES (De;, ;) 

This Erainn tribe from Meath were cursed by druids after 
they killed a Connacr.ta king. They arc spiritual outc::aSt5, con­
demned to the role of mercenaries. In this respect, they have 

scrved T:ara, Leinsrer, and the Eoghanacta (who gave them 
permanent lands and politic:tl equality here), as well as mak­

ing Sword-Land for themselves in C:ambria, where the curse 
hu no effect. Any character with Sword and Battle :a t ten 
each, :and Honor 12 OR LESS, can join this kingdom as if it 
were a Fian. Ruler: C:lpt:ain. Vassal of: Eoghanacra of Ox 
G len. 

Kings'Lake 

The dozens of good-sized islands in this lake have often been 

appropriated by Connacht chieftains as s:lIlctuuies, hence the 

name. O n one of them, the Connach ta ancestress {lpeen 
Clothn hid from her usurping siuer Meadhbh on the 
assumption th:1.t no one who entered the island could hurt her; 
she was ki lled by :a slingstone from the shore, and buried 

there. Magic: +3d20 Necromancy. 

Other islands in the lake now belong to :anchorites, 
including \lVhite Cow Island, where a half-dozen monks live 

off the milk of a white heifer who never runs dry. Then there's 
Lone Ox Island, the site of a pre-Patrick anchori te communi­

ty so holy that, when Lochlannach raiders arrived there in 
511, it sank to the bottom of the lake rather than admit the 

fair-haired heathens. The anchorites ue still there - under­
w:ater :and immortal; the secret of visiting them i!; known only 
to the comharbas of Clonmacnoise, who hide there from ene­

mies. This island itself is populated by wild bous who are in 

fact backsliding monks from the underwater church, cursed to 

live a li fetime as animals for some minor infraction against the 
order. Local fisherme n whose :ancestors were kin to the miss­

ing monks visit the island each season, to ensure that :any 
swine killed by hunters or old age receive a proper C hristian 

funeral. The is land is also haunted by a single, hostile 

tarbh-uisce, who may serve the monks as a guardi:an :ange:!. 
Beside the Northwest shore sits the si mound of Siugmhall, 

son of Midhir and god of thunderbolts. In one story, he kills 

the solar-horse god Eochaidh with his powers. Magic: +4d20 
Protect and Sacred space on every island but Clothn's; +6d20 

Gl:amour :at Lone Ox; +8d20 Weathe r Contro l 11 S{ 

Siugmhall. 

Kinnitty (Cionn Eitigh. "Unwanted Share") 

Hermitage founded on Wllste-ground in 531 by St. Fionin of 

the Seed of the Dark One. Fionin WllS conceived in 507 when 

his mother, swimming in Loch Uan, was impregnated by :a 
salmon. H is hermitage has no magic. but Fionin himself is 

accomplished at Divination. 



Pagan Shore 

Knock 

Small castle (curtain wall atop motte, with gate tower, large 
round keep) given by Sir Galehoh to Sir Galleron in 527. 
Ruler: Castellano Vassal of: Galleron. 

Knockgraffon 

Large motte-and-bailey erected by an expedition from the 
Pale in 532, then ceded to a kn ight nam ed Philjp of 
Worcester as a castellan in this region. Vassal of: Justiciar. 

Lambey Island 

Birds swarm over this sparse little island, where men from 
Thorgestr's fleet replenished themselves by stealing some 
lambs (hence the name). Today, a family of the bondi caste 
inhabits the island and, like their Irish predecessors, raise 
sheep. 

LAOIS (Lea, Q!leen's County) 

Earldom belonging early in the campaign to King Anguish's 
family, and later to the Butler dynasty from Britain. Most 
natives of Laois are betaghs descended from the Loigis and 
the Gailc:6in, subject-tuaths from Gaul noted in ancient times 
for their ferocity as warriors. Laois is the homdand of Sir 
Marhaus. Ruler: Marhaus (early), Earl Thomas Buder (hae). 
Vassal of: Leinster king. 

This Nuh, whose various names mean ~the heights,~ is cen­
tered on the B6ann valley and the collection of si mounds 
around Brugh na B6ann. Traditionally, both the Leinster 
kings and the Tara kings claim il as a royal demesne. Irs 
inhabitants are a collection of small Erainn dans nudged into 
this no-man's land by the Tara-Leinster wars. They guard the 
holy land ofIrish paganism, preserving its peace for the bene­
fit of pilgrims, and appeasing the gods whose presence sur­
rounds them. Its current ruler, the Lady of the Launds, sup­
posedly emerged from the B6ann itself after the male ri 
damhna of Breagha had died out. Outsiders fear her as an 
incarnate goddess, or dismiss her as a charlatan . Everyone 
wonders when this heiress to the gods will marry, and whom. 
In 530 she swears fealty to Camelot, making Breagha a dis­
trict of the Pale. Ruler: The Lady of the Launds. Vassal of: 
The Justiciar after 530; before that, no one. 

Leaping Mares (Uim Liracha. Leamlara) 

Motte in a meadow screened by hills. Dancing white mares 
were an omen for Liathain, founder of the Ui Liathain, to 
build a small n th here. In 530, his descendants granted the 
spot to the Justiciar, hoping that the presence of Anhur's men 
would discourage their Eoghanacla enemies. It has since been 
a motte occupied by a banneret and twenty-five men-at-arms. 
Vassal of: Justiciar. 
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LEINSTER 

The kingdom of Leinster was founded many cennuies ago by 
an advenrurer called Labhraidh the Exile. Labhraidh's family 
were the rightful [rainn kings ofTua, but they were usurped 
and scattered by Cobhthach the Scrawny, a grear-uncle of 
Labhraidh's and an anceStor of the Connachta. Mter many 
adventures across the sea, Labhraidh the Exile returned to 
Ireland with a coalition of foreign armies, including the Fr 
80lg (the Bclgae), the Fir Domhnann (the Dumnonii), the 
Fir Morea (the Armoricans), and the Gailc:oin (a tribe of 
betserkers from Gaul). This coalition was noteworthy for their 
use of the ga~laighnibh (Irish for ~Iance~ or ~longspear~), from 
which they were called the Laighin (~the Lancers-), from 
which name we in turn derive the word ~Leinster.· The 
Leinstermen sacked the royal outpost of Dinn Rig, and 
trapped Cobhthach the Scrawny in a burning iron house as a 
sacrifice to their gods. 

For many years after their defeat of Cobhthach, the 
Laighin coalition ruled not only Leinster but the ceremonial 
centers of Tara and Breagha as well. They shaped what would 
become the cult ofT ara kingship. Each of their monarchs was 

the incarnation of Nuadhu, god of rulership; the husband of 
Brighid, spirit of hearth and pasture; and the patron of Find, 
demon of poetry. Leinster's claim over the Tara kingship was 
in time rivalc:d by the Connachta, and most of all by the 
aggressive Ui Niall dynasty. The Connachta founder, Conn 
Ceadchathach, slew the last official Laighin king of Tara in 
220. The surviving family of this lasl king, who was cailed 
Cathoir M6r ('"Great War1ord~), ned south across the Life 
where they founded the dynasties that rule Leinster to this 
day. 

Leixlip 

This town beside a cataract in the Life is named ~salmon lelp~ 
(Norse leix-lip) for the bold creatures who swim past it, 
upstream. Leixlip began in 520 as a colony of peaceful 
Lochlannach homesteaders under King Anguish's patronage. 
Sir Brastias addc:d a mint and a wall, making it a borough. 
The result is a unique place: a imported Scandinavian town, 
complete with burghers and shoe-makers, nesded among Irish 
chieftainships. Rulc:r: reeve. Vassal of: Justiciar. 

Life river 

This rivcr curis through North Leinster into Dublin. The ter­
fain beside the Life's bend, a mixture of pasture and rocky 
ground, is cailed the Curragh (~rough~ ) of the Life, and due to 
its magic (2d20 Ambient throughout, projected by the god­
dess Brighid), is the royal demesne of the Leinster kings. 

LIMERICK 

This town of a thousand-odd people was merely a Mbare spot 
on the SionnanM (Luimneach- ar-Sionnln; Limerick) before 
the Lochlannach chieftain Sicfrith established a Longphort 
here in 506. Its citizens are among Ireland's kast aggressive 
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Llchhnnach. wishing only to manipulate commercial traffic 
on the Sionnan by peaceful means. This has made them rivals 
of Clonmucnoise, which also benefIts as a trading post 
between the Sionnan basin and the eut. Limerick's markets 
specialiu: in wool and cured pork collected from Connacht. 
Ruler: Sicfrith and sons. Tributary to: Eoghanacta of the 
Rushes. 

Lismore C'Mochuda's Great Fort"} 

After being ejected from RlUthean by the Ui Niall in 526. a 
bitter St. Mochuda led his loyal monks south-west into the 
Kingdom of Mercenaries, where: the waten of the Allo mirac­
ulously receded and exposed this prominence upon the saint's 
arrival. The large enclosure Mochuda built here: is outstanding 
among Irish monasteries both for its size, and its failure sug­
gest anything but the outpost of II rich warlord. In fairness, 
Mochuda does in deed have many enem ies, and the 
monastery's profits from fishing on the Ano make it an invit­
ing target for raiders. 

Like many Iri shmen, Mochuda has embraced King 
Arthur as an antidOie to the VI Niall. Heeding the saint 's 
petitions, Arthur chose Mochuda's Great Fort as the site of 
his Grand Council and Synod of 533, when he received 
(token) submission from the pelty kings and comharbas out­
side the Pale. A motte with a guriion of fifty men at arms has 
protected the monutery since then. A hill nearby reputedly 
belongs to a tribe of Leipreachins. Mochuda dies of the 
Yellow Pbgue in 551. Ruler: Mochuda, Mochuda's comhar­
b.a. Vassal of: The Justiciar. 

LochAillen 

Narrow bke ncar the watershed of the Sionnan. T owers and 
rooftops arc occasionally visible in its muddy depths. 

LochDearg 

Sec Patrick's Purgatory 

Loch Garman (Wexford H arbour) 

"Loch Garman" is the pre-viking name for Wexford. The 
eponymous Garman was a raiding prince of the Connaehta 
who stoic the crown of SU.ine, river goddess and wife of 
Cathoir M6r. Cuhoir apprehended Garman and tossed him, 
and the crown, into this bay. A priceless treasure, unlikely to 
be recovered. 

Loch Gut (Lough Gut) 

Small lake nestied in limestone hills, and associated in legend 
with the Vi Lir gods, particularly Aine. The bke's name may 
mean "warm" or ~incubated;" it is said in some legends to be 
the product of Aine's urine. Loch Gur constitutes a moat 
around Fort Hill (Knocbdoon), a large triangular island con­
sidered a fortress (du.n) of the godden. A causeway from Fort 
Hill leads to a tiny satellite island, where Aine's son Gerald 
FinGerald built a tower house in 553. Commonly called 
Desmond Castle, it serves as the F'ittGeraid capital until the 
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phantom knight's "death" in 574. In later years, he is still seen 
circling the bke on his white stailion, or purolling its skies in 
the form of a bbck goose. 

LochUan 

Uan The Tusked is a goldsmith oflhe Tuath De Danu, usu· 
ally depicted as a ceile of the god Bodhbh Dearg. The cool 
water needed for his work comes from this ch.ain of three 
law; Upper, Lower and Middle. In the form of a large boar, 
he still haunts Boar Mountain (Sliabh Tore), overlooking the 
lakes fro m the e.ast. 

Uan's treasures indude a 9OO-foot tall glass oak tree with 
.a phoenix's nest in irs upper limb, and a herd of 500 bullocks 
with gold horns and silver hooves, both cloaked from the eyes 
of men. His daughters Blue Lily and White Lily, named for 
birthmarks on their breasts, can be seen bathing in the tau; 
they have the notable gift of dissembling their bodies so ,hat 
their bones can be used .as magic weapons, keys or tools, 
before flesh is res tored to them by the water of a local spring. 
A third daughter, Yellow Lily, married into the Eoghanacl1l 
and is an ancestress of the Loch U.an faction. A giant in the 
region who challenges tt.avellets to a fidhcheall game, and 
demands their heads or the completion of an impossible task 
if they lose, is probably another in~tnation of Lean. 

LochOwel 

On an island in the middle of this lake, Thorgesrr buih the 
enclosure where he intended to deflower Irish princesses. See 
the ~peoples· chapter to learn the result. A lochlannach magi­
cian can try to raise his spirit here, and those of his under­
chieftains. {Magic; Necro-mancy +5d20 (for l..ochlannach). 

Loch Rudh";ghe 

This inlet is named for the ancient rulers of the Vlaidh, the 
"Rudhraighe" or ~entit1ed (ones)." Anglicized as Rury or Rory, 
it rem ains a popular name for 1rish leaders. Perhaps an 
ancient fortress of the Rudhraighe lies beneath these waters. 
The Wave of The Rudhraighe, one of Ireland's living waves 
hee Bull Harbour), screa.ms whenever a true king of the 
Ulaidh dies. Dun Drum ("Ridge Fort"), overlooking the bay, 
WllS converted into a castle by Sir Galeholt in 522. Ruler: Dil 
F'iat.ach flaith. Vassal of: Galeholt, Brian. 

THE LONG ISLES 

Once, the Vlaidh (Ulster) tribe ruled the whole north of 
Ireland. Mter the caprure of Ailech and the subversion of 
Oriel by t~ Vi Niall, all that remained of the Ulaidh empire 
was the land east of Eachach's Lake, ruled in alternation by 
the Ulaidh dynasties of Oil Ri.adha and the DaI Fiatach. The 
lands seized by Fearghus M6r and his brothers in Britain are 
assumed to belong to Dal Riadha. During the Pagan Shore 
campaign, King Galeholt adds Surlusc, Pomitain and the Isles 
to wh.ar h.as become .an international coalition. Ruler: Dil 
Fiachtach chieftain {early}, Galeholt (Middle), Brian (Late). 
Vassal of: Arthur (Under Ga1eholt), or no one. 
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belongs to a knight who serves the Archbishop 
of Dublin. Ruler: local knight. Vanal of: 
Archbishop ofOublin. 

Luttrells 

Motte belonging to the Luttrell fami ly, 
appoin ted by King A rthu r u vicc-counU 
(mcntially powerful sheriffs, like the: Sheriff of 
Nottingham) of Dublin. The ruler here tc:placc:s 
the Justici:u when he', absent or indilpoled. 
Ruler: Sir GcofTery Luttrell. Vusal of: Justiciar. 

Mac Da Re's Hostel 

Details of the ·son of the moon god- and his 
Hostel arc unknown. 

Mac Da Tho's Hostel 

The ·son of the silent god- CNuadhu?} held a 
raucous contest here in olden times to see who 
would win a magic pig. Now, of coune, only 
ruins arc visible. 

Magh Tuire ("Plain of the Tower") 

Ca"tl,. 

Here, the Fomh6rach lords of Ireland coUc:cted 
tribute from the Fir Bolg and the Tuath Dc 
Danu in a floating stone tower. A rocky puture 
littered with hundreds of standing ' tones, each 
marking the grave of a demigod or a shard of 
the tower, marks the si te today. Magic: 3d20 
Ambient and 2d20 Curse and Necromancy 
throughout; double this amount at large stones . 

f' .. ~~raSO? .. 
mAP KEY .. e"tle 

0 Churci1 
0 Oun ~ 

Main River 

1) Lons~hort POmlTlltn 

The Main river valley, which parallels the Bann 
from Eochaidh's Lake to the sea, is a superior 
area with fewer swamps and floodlands. The 
Long Isles depend on this valley for milk, but· 
ter, and oats. 

Lathn 

Monastery founded c. 535 by SI. Ruadhin (513-574), a disci­
ple of St. Brighid. Formerly the lile of a druid-pri:ted oak 
tfec, in whose hollow lived a magic boar. Ruadhin banished 
the boar and built an unfortified church ncar the tree, whose 
S:l.p he and his monks and their guests now uSC: as food . Ruler: 
RuadM.n. Vassal of: Comharba ofCiU Dara. 

Lusk 

This abbey founded by Colm Cill has lately turned Cim:rcian, 
over Colm's objections. The mon e and bailey Ihllt guards it 
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Malahld. 

Motte at a patrician shrine, with a small village 
beside it. Ruler: Castellano Vassal of: Dublin Archbishopric. 

MascLake 

This lalcc sprang from the grave of the god Oghma when he 
Won slain at Magh T uire. It counts as his Ii palace. 

Maynooth (Magh Nuadbu) 

This medium·siud castle (keep, gate·housc, curtain walls) 
atop an old pagan mound is the oldest Anhurian OUtposl in 
Ireland, having been given 10 the Geralds in 521 for their set· 
vices to King Anguish. Today it belongs to a son of Sir 
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Maurice. Ruler: Will iam FitzGerald. Vass~1 of. [;lT1 of 
Kildar~. 

M EAT H 

The flat terrain or Mcath - in p:!nicubr, the river basi ns of 
the B6;1nn, Lite, :,ntl Blackwater - is the tirst Lmd occupied 
by each new W:I\'C of ill\~d<:rs froll1 the case including the 
British. The cairns and pag:1Il cemetcries hne are the oldest in 
Ireland, making Meath to the Irish what the Valley of the 
Kings is to Egypt. Never unified as a province Meath i, 
instead a scries of cult eapit;t ls. including Uisneach. 1'hcrga. 
Tailltiu, and SHine, o f which Tar:. h:. s bc:rolne the mos t 
important. 

Since the tirst century A.D., Leinslcr :Ill.! Ihe C<Jnnacht " 
havc con tesled 1':11'3, while beside ,t, .11 ](1 dll; odiCI' pagan 
shrines, prilllirive Eralllll tuad ,s havc lived a, trib"te pa.,·cr. 
and cuh guardians. i\)OSI of these scan- math .• ("old tl'lbes") 
were destroyed by ivh "rcheana..:h lilac Earc,. ,n " ,Cries of 
campaigns between 497 and ~ 10; only the l"gJ' ~ ho l ~' kHlgdorn 
of The Launds pre.en·ed il< indepcndtncc . The Ui N.all 
divided the spoils of Meath .tLln cine.tls, e.Kh tuundd b~' onl' 
of Ni,.]]'s sons, but these: m mrn are lll'mg dismembered by 
the expansion of Arthur's culony. 13~' the end of the l'a8"" 
Shorr campaign, i! is the Suuthern U, N.all who ,.rt' tribu t ~ 
payers, cult guardians, dinosaurs_ Ruler: T.lTa king_ \';lSSJI of: 
Arthur. 

Minch 

rh ,• ,' t.,,1 betwe.,n th ., ""ler .'nd 1111\", H .. lu ld,,, ,, ,-"td Ilc'.,d 'c'r ' 
(I ll >. olnd .warm ll1): With whJi.·, ,IIId >h,1f ~' 

Mis Mountains, Ulster 

High, cold domes and plateaus (o\'crc,i b)' bog ;tnt! he:L!h~r , 

The mountains arc somet;",e,; con~idcred the tcrre; trLal homc 
o( the indifferent Sl'a-god, l .iL 

Monkschurch 

This mona ';!e{}, was f,)\mded in 'i28 b~' 13t;nt;di,tin,· monks 
1'1'0111 Francc. Now it 'c .... ·c, ,munly." :L s,' ),() () ~: II ~ abhot, an 
old and "ery scvere lILan name,! NOI)",,), hope~ to ,orrect the 
,d'Os.l'ncr;Lsies of Insh Chnstlannv b.,' If,tllllng ,I Ill'\\' "adrc uf 

u;ulitLOnal- lliinded pf1est ~ , Noth .. il llIa,nt.IIIlS closl' lie. 10 II'e 
lILonastery of St. Marlin at Tuurs. I-k " happ.I· to Ineel ;lI1d 
assis t :my French ch;Hacter, whu tind thelllscl\'e. "' I.einster. 
Ruler: Noth:!i!. Vassal 01: lknedinine ortlcT. 

Mound of the Fair Field 

This si mound is a terrestr ial capitol .... 1' tilt' >ca-gud Lir, who 
counts a,; a family p:l tri;Lreh i ~l Ihese parTs. Among Lir's irra­
ti .... nal descendants is Miodhn:t ,na,' !\ ilkn , " Jire-Grcathing 
!aerie warrior who used to hurn Tna 10 tj,~ ground every 
S~rnh~in, until Fionn mar Cumhalll ki lled hULl_ Otl\(':r bl:ings 
encollntercd in this mound \\'oliid tend tll be "'"l" .• lly power/i ii 
and crueL 
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Mountain of the Women 

A mountam h,,,,nted by aos SlOt' cvery kind, but cspe:cially 
ghostly womeLl. A ~a.rn at its peak, Si ar Feimhean. is the 
~bode of ~ ;I(rili~c-bearer Bodhbh De:arg and his flesh -coUect­

ing fear dearg-. Th,s cairn is the feis site: or the Eoghanacl:! 
over-kings. 

Muadhan's Wood 

T his oak-and-hol1y wood is h,mntcd by M uadhan, 3 gentle 

(orest spirit. A g,ant lives here: ~lso, guarding a magic tre:e: on 
r.,'l uadMn', heh:,Jf, Sec thc "Irish Magic~ chaptcr for details. 

M UGI-IDORNA 

This tribe, "Servants of the I-land," live as hun ters in th e: 
lIlounta ins !b,lI hear their nalile. Thc H and 1, the scvere:d 
hand of :'lu:tdl", ; " symbol of sacrifice and eU lllinitlllcnt 
Thei r (uhurt; is backward, lnOileria!!), \\"po\'erished, .Ind right· 
eous. Ruler: C lueftal1l w,th one hand. Vassal of: Nobody 

Muirholc 

The tradition;,] capitol of Oal Riadha is a stone-reinforced 
r:"ith .• 'rcopied by Galcho]t's castdlan after Galeholt captures 
O.in Patrick. Ruler: Castelbn (e:L rl.l') locall1ait!' (late). Vassal 
or Galeholt (early); hter conquered b.l· Brian uf the Isles. 

Mullingar 

Monc given as a lief to a iiLllllly frorTI Cine,,] Fiachu. Vassals 
ot: de Gall is. 

M UNSTER 

Ireland's SOlllhern pro,·in<.:e is the stronghold of the Erainn 

pcople, 01 branch of the primordial Fi r Bolg who expanded 
intu countless sub-tuOiths. I" unc legend, the god Cai rbre: 

Cat-He,.d poisoned the wine of th~ othcr gods during their 
assembly at T ara, allowing the Eramn to claim rulership of 
Ireland .lIll! dri,'c tllc gods underground. Later, C ai rbre 
Cat- Head (.!I"e to collec! his duc br Ill\'ading Munster at 
Whi tt, Strand wi th :111 ullly of demonic beings called C at 
He;\(!s OI",! Do):; Heads; Fiunll ",ac Cuml,aill dctCated him in 
a huge bartle, and won MUIlSl!;:r's indc:pendence ii-om the gods 
forever. It is noteworthy that the T";Lth Dc Danu in Munster 

ta ke :I bKk H'at 10 local land-goddesses, including Mumha. 
for whom tI,e pro"ince is named, and several es tranged 
("'ughters of Lir. More recently. the Munster [rainn bave 
become dien ts of the Eoghanacta tiunil),. Gael warlords dri­
ven to copy the imperial politics of RolILe. 

Naas 

O ld I einster aonad l s ite. nQw gr~nted to Sir \.Villiarn 
Fitzgerald and lonitied as a motte. Ruler: C astellan. il/lagic: 
. ~d2() t\\llbicnt. 
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Na"", 

Sir Bl1I.st;as planted a borough here in 533, on the site of an 
alnndonc:d rith and teach tatun. Sitting at the junction of the 
Boann and Blackw2ter, Navan enjoys exclusive tride with Vi 
Laoghaire lands, and Oriel. The borough belongs to a barony 
granted to the de Anglians. Anglc·bom allies of the Ganis 
faction. Ruler: reeve. Vassal of: de Anglian baron. 

Nenagh (Ant-Aonach) 

This citadel is the Samhain aoml.ch site for west Munster. 
Ruler: Steward of Caiseal. Vassal of: Caiscal. 

New Ross 

Borough founded by Si r Brastias on the edge of a forest 
claimed by the Leinstcr kings. Populated by townsfolk. from 
Logtcs, who have m:.ldc: it a loclll center of trade: for tatilcs 
and beer. Though belonging to the: Justiciu's office, New 
Ross is administered by kinsmen of the Earl of Wexford. 
Ruler: reeve, and W~ord earl. Vassal of: Justiciar. 

Nore river 

River running through O rmond and Leinster. 

Oaks Island (Valencia Island) 

This forested island is a druidic stronghold and school, found ­
ed by Mugh Roth (sec The Plainsmen, T he Seed of My 
Druid). The isl:md remains t2boo to ordinary people; local 
pagans visit it by boat on certain nights, but never ferry out­
siders there, nor describe: what rituals they witness in its rn:es. 

Oirbsiu Lake (Loch Corrib) 

This l2Ke belongs to Oirbsiu, a god of the Conmacne Mara 
.... -ho migrated with them from Leinster to Conn2cht. Oirbsiu 
is an antar of Manannan mac Lir. As a master of creating 
land within water, M:mannanl Oirbsiu has raised one is land 
in Ihis lake for each day of the year; a sailor in these waten 
may fInd spou as strange as those visited by St. Breanainn or 
Maol DUin. 

Old LaigMn 

This old rlt h site is one of the first Laigh in colonies in 
Ireland. Labhraidh the Exile chose it be:cause of its proximity 
to the Yew of Ros, a stiU-living tree that guarantees Leinstcr's 
prosperity as long as it stands. Sir Brastias founded 2 borough 
here, governed by people from Cambria, in 531. Vassal of: 
Jusriciar. 

ORIEL 

The land now c211ed Oriel was once the heartland of the 
Ulaidh. Under the UJaidh yoke in this region were many small 
aitheach-tuaths classified as Airgi2112 (~ H osl2gc-Givers·), 

from which the name -Orid- is derived. All this changed in 
the fifth century A.D. with the eastw2rd crus2de of Ni211 
Nine-Host2ges and his family. Joining in that crusade were 
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three brothers, distant membe:rs of Niall's derbhfine; Colla 
Vais ('"The Noble-), Coll2 Me2nn ("The Stammerer-) and 

CoUll. Fochr2 ("The Partitioner"). The Three Collis, :I.S they 
arc called, installed themselves as leaden of the Airgiali2 
dynasties, uni ted them, 2nd led a revolt in the center of 
UJaidh terrilory even as Niall's sons were capturing the Ulaidh 
north. Together, Niall and the Collis smashed the old Ui:l.idh 
capitol of Eamhain Macha in 450. 

When the dust settled, The Three Collas gained control 
ovcr the Airgialla territories, in return for which they forfeited 
the Tara kinVhip to the Ui Niall. Furthermore, the kings of 
Tara gained the right to mUSter 211 the armies afOrid for six 
weeks in Summer, but no more than once every three years. 

There is no king over Orid 25 a whole. Each of irs con­
stituent ruaths is a tributary to Tar2. Each is ruled by 2 tiny 
Gad minority, descended from the Collas, beneath whom arc 
m2ny subordinate fami lies of Eninn and Cruithni stock. 
While the C2ds ofOrid2re barred from H igh-Kingship, the 
fertile lands and subject-warriors they control makes them 
powerful as king-makers. Ruler: none. 

Ox Mountains 

A wasteland of rounded hills covered with heather and bog. 
Once the eSlate of the Fomh6!2ch god Breas, it assumed its 
current snte after its master's defeat by Lugh. Now :Ill but 
uninh2bited, this range can only be: crossed through 2 few 
passes. The f2erics here arc malign ghosts of 8reas·s retainers. 

PALE 

The P2le marks the limit of Arthur's justice in Jrehnd. Sir 
Braslias and Sir Hugo de G2nis subdivided these forme rly 
Lochlann2ch 2nd Cineal Laogh2ire lands into manors ruled 
by Iheir supporters. Many British civilians live here as well; 
farmers imported from Logres arc slowly turning the Pale 
from a land of herds and chieftains to 2 land of fields and 
manors. Ruler: Pale nobles 2fe enfeoffed to the Justici2f. 
V25sal of; Arthur. 

Pallas Grian 

Tower H ouse founded on a hillock 52Crcd to the sun-goddcss 
Gtian in 554 by Gerald Fit1:Gerald. Ruler: FittGerald n:tain­
cr. Magic: Sd20 Ambient, 3d20 We2ther Control. 

Paps ofM6rrioghain 

Another instance of adj2ccnt drumlins that resemble breasts. 
Women of the M6rrioghain cult used to worship here; other 
people avoid il. Sleep between them, it is said, and a Cailleach 
will appear 2nd challenge your to a Great-spear comhlann 
(her skill is 28). Losers gain 2 Fear (Witches) 2d6+6 passion 

2nd a ffi2jor wound. Winners 2te t2ken inside the mounds for 
a reward dete rmined by the gamem:l.Ster. M2gic: .4d20 
Cune:o 
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Path of Patrick's Cow 

While St. Pauick conducted his mission at Caiseal. he 
received word that his disciples at Atd Macha were 12cking for 
milk. H e instructed a white heifer to walk to Ard Macha and 
give milk, which she: did. overnight; a trade :md pilgrimage: 
rout sprang up in her path. The: road is maint:a.inc:d by the: 
comharba of Ard Mach3; the: Munster sections fall into disre­
pair during the: Caiscl.1 -Ard Macha feud un der King 
Fc:idhlimidh. Magic: +5d20 Travel. 

Patrick's Peak 

During St. Panicle's tour of Connaeht, this mount2in sacred 
to a cailleach was pointed out to him as a pernicious center of 
pag:mism. His magic drove the caillcach into the consecrated 
waten of Loch Oarg, miles to the cast. Then, he stayed on 
the: mountain, fasting forty days in trochlaigh 19ainSt Jehovah. 
AI the: end of this period, he won the right to act as judge of 
all Irish folk in the afterlife. Since then, this mountain has 
been the center of the Patrick cult in Connacht. Stations held 
here each Lughnasad dnw pilgrims from the whole province, 
and beyond. Magic: .5d20 Bless. 

Patrick's Purgatory 

On an island in the middle of Loch Dearg, St. Patrick found· 
cd this shrine where the war-like people ofVlster can reduce 
their time in purgatory by confronting theiT sins directl). 
Beside the shrine are seven docMons, each corresponding to 
one of the Deadly Sins (in Pendragon: Lustful, La1:)', Selfish, 
Proud, Indulgent, Deceitful, Cruel). Pilgrims who spend a 
night in a given d ochin can attempt to ro ll the pertinent trait: 
success· aging check as the victim is tormented by devils; 
failure· increase opposite trait by one point. Each c10chin 
only works once per pilgrim. In later years, the clochins are 
associated with Pagan Shore-era saints. For the truly adventur· 
OU5, a cave beneath the shrine leads directly to Hell. A pile of 
rocks at one end of the lsl:tnd arc the bones of Caoranaeh, the 
maggot·ptist destroyed by Patrick when he claimed the lake. 
Magic: Ambient +4d20. Vassal of: Ard Macha. 

Pendragon Castle 

This castle in Britain's Pennine mountains features a modest 
tower and a lavish dungeon. It was ceded to Galeholt by the 
King of a Hundred Knights, during their alliance against King 
Arthur. hs name reflects Galeholt's ambitions aT the time. 
After submitting to Arthur, Galeholt handed over the castle, 
so distant from the Long Isles, to his allies from Oil Fiatach, 
whence it fell into the hands of a young Brian of the hies. 
Brian at this stage was testing himself in the world of British 
knighthood; realizing that a large income could be made from 
ransoms, he turned Pendragon Cas tle into a prison for 
knights and ladies unlucky enough to lose themselves in the 
mountains. In 538, Sir Lancelot defeated Brian, freed some 
thirry knights and forty ladies from irs dungeon, and turned it 
over to a former prisoner, Sir La Cote Male Taile (Malory lX, 
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6·9). Brian probably continued this practice somewhere dsc. 
Ru ler: Brian, then Sir Nerovens de Lile. Vassal of: Sir 
Nerovens is a vassal of La Cote Male Talk 

Pig Counting Plain 

Once, queen Meadhbh saw a troop of swine moving acron 
this plain. They had the peculiar quality that they could not 
be counted, though their number was small. These white· 
skinned, red-eared si pigs still cross the plain from time to 
time. The person who. using critical Awareness rolls or some 
other trick, manages to count the pigs, can probably collect 
them. 

Plain of Adorations 

The center of this pasture once contained a ring of thirteen 
standing stones, representing Crom, lord of fate and death, 
and twdve lieutenant deities. Druids -adored- these bad gods 
with human sacrifices, often of infants stolen from dis tant 
kingdoms. In 466 Sr. Patrick cursed the SlOnes, destroying 
their magic and sinking each on them into the soo, where 
they are barely visible now as grey lumps. Rumors persist of a 
conspiracy to resurrect the cult by uncovering the stones. 

Plain of Bird-Flocks 

The open country and gentle hills around Dublin were cleared 
of trees by the People of Parthalin, the first rime a plain wu 
ever cleared in Ireland. The Bird· F1ocks arc a clan of raven 
witches (male and female) cailed The Bird Troop of f:adair. 
The Erainn kings of Tara ruled this district only by the Bird 
Troop's leave. They have not been seen since the ciry was 
built. 

Plain ofBreagha 

Bolstered by the magic of the B6ann valley, the Plains of 
Breagha arc the best pasture in Ireland. Consequently, they 
have always been a no·man's·land of raids and counter·raids, 
claimed by Leinster, Vlster, and even Connacht. Under the 
stewardship of British barons, this constant raiding ends, for 
about a year in the SJOs, then re-commences with new tech· 
nology. 

Plain of Meath 

The flatlands of Meath, between Dublin and Cill Oara in the 
south, and the Drumlin Belt in the north, are Ireland'slarder, 
fearuring hundreds of square kilometen of pasture, fields and 
settlements. These lands are watered, but not soaked, by the 
Finn, B6ann and Liff rivers. 

Plain ofNuadhu 

Nuadhu, god of kingship in the southeast of Ireland, cleared 
this region of forests, as well as building many 10CllI riths and 
roads. 
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Plain of Rams 
These flatlands are dotted with the best estates of the Long 
Isles, and hence a target for recurring raids from Orid and 
Meath. 

Plain of Tara 

These fertile lands 1I"C the: royal demesne of the: Tara kinp. 

Plain of the AlIa 

Grecn fiver bas in dominated by the: 800 foot peak of Rough 
Mountain. Atop Ihis peak si ts 1I cirde: of ten standing Stones, 
each around ten feet high. Stations arc held on the: mound 
during St. John's Day / Lughnasad. To the south is Carraig 
Cliona, a large boulder which housu the otherworld palace 
where C liona was taken after her death at Bull H arbour. 
Cliona is a patron of poetry in general, and the poets of the 
local Vi Caoimh fami ly in particular. She may respond (in 
good verse) 10 visitors who lddrcss questions to her rock (in 
good verse). 

PLAINSMEN (Fir Magh, Fermoy) 

A Erainn luath expelled from Ulster by the Vi Niall. As 
pagans, the Plainsmen were called the Rothraighe ("wheel 
people) because they worshiped a huge $Icy-juggernaut wheel 
associated with the powerful druid M ugh Roth (WWheel 
Slavc"). M ade into ferven t Christian converts by St. Patrick., 
they now equate Mugh Roth with Simon M agus, and the 
Whed with the Leviathan of the Ian days. \\'hen the YeUow 
Pl:.tgue hilS Munner, the Pla insmen starve and fl agellate 
themselves, believing the plague to be a curse fro m M ugh 
Roth. They slJPply team s and chariots to Caiseal. Ru ler: 
varies. Vassal of: Eoghanacta ofCaisea!' 

POMITAIN 

This island belonged to Erainn tribesmen until 519 and the 
arrival of Jarl GOOred Crovan and his huscarls. Godred trllnS­

formed it into a true Gall-Gael kingdom, neither Norse nor 
Irish. The northern half of the island is mostly Lochlannach; 
the southern half is mostly Erain n. Near the midd le is 
Tynwald H ill, meeting-place tor the T ynwald, a council of 
noblc:5, carls, and juri.m, and the H ouse of Keys, a parliament 
of farmen and merchants. These: two institut ions, in which 
both Manx cultures ue fairly represented, govern the island. 
Their decisions are enforcw by the Watch and Ward, a com­
bi nation mil itia and police fo rce staffed by the most trusted 
res ident1 of each sheading (shire). 

Other peaks in the center of Pomitain play other rolet in 
the island's clockwork. culture. Witch Hill , named for a cail­
leach who was defeated by early Erainn settlers, is now a site 
where witches - hapless old women whom someone has 
accused of using magic - :He tried and executed at least once 
a season. Mt. Snaeffal, on the other hand, belongs to 
Manannin Illac Lir, whom the islanders revere as a patriarch, 
patron saint, and protector of merchants. Sir M arsil becomes 
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"ruler" of this sc:.lf-govc: rning society afttr Godred's death in 
533. Ruler: Petty chieftains (early), GOOred C rOVlln (Middle), 
Manil (late). Vassal of: Galeholt (middle), Brian (hte). 

Puca's House 

The benevolent puca associated with this ruined stone house 
usually takes the form of an ass. He and a team of miniltufC 
pucas spin extraordinary garments which they sometimes pre­
sent to their human friends. The ruin and the olks surround· 
ing it arc quiet and empty by day, but haunted by night. 

Puca's Pool 

This small spring belongs to a puca capable of living underwa­
ter. He sometimes ventures out on the form of a brollachin to 
steal small livestock fro m locals. Deep within the spring, bard, 
say, is a fortress made from bug shells and cattails where Sir 
Puca lives with captured wives of every species. But surely the 
bards hlve never been there. Magic: lots. 

Puca's Rock 

This boulder is the door to the otherworld mansion of a hos· 
tile puca. He demands tribute from local dneals in the form 
of sacrificed cattle, sometimes sacrificed humans. 19noring his 
demands brings a terrible famine and pestilence. Favoring no 
shape or form over another, he can, like Shakespeare 's Puck, 
"neigh, and bark, and grunt, and roar, and burn, / Like horse, 
hound , hog, belr, fi re, a t every turn.~ Magic: Shapeshift 
+4d20. 

Raithean 

Small monastery founded by St. Mochuda, an acolyte of St. 
Brcanainn, in 520. This intrusion of l BrClnainnian saint inlO 
the Leinster- M eath reg ion angered the abbots of local 
Patrician monasteries. They complained to the comharba of 
Ard Macha, who complained ~bout Mochuda's presence to 
Muircheartach Mac Earca, who sent a war party against St. 
M ochuda in 526. After some touchy negotiations, Mochuda 
cursed Muircheartac h and his desce ndants, then led his 
monks out of Leinster and into the Kingdom of Mercenaries 
(sec M ochuda's Great Fort). Since then, this monastery has 
been another $mall star in the Patrician constellation. Ruler. 
Mochuda (to 526), appointees from AnI Macha (later). Vassal 
of: Ard Macha. 

Rathwire 

M otte-and-bai ley given to Roben de Ganis, H ugo ]'5 

nephew, during H ugo 1] '5 minority. VasSll of: de Ganis, 
Justiciar. 

Ratoath (Loch Gabor; Lagore) 

TIle site was once an alternate capitol for T ara kings, consist­
ing of a crannog on a very small lake. By choosing to fight 
Arthur's army at T ara, Muircheanach forfeited Lagore. The 
loch was drnined, and a mone and bailey wcre built on a hill 
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nearby and ceded to Hugo de: Garus. After Hugo's death, the: 
FittGcn.ld justiciar sciuci this spot for the: crown, but when 
Hugo 1I reached adulthood. he: gOt it bade_ without a fight. 
Ruler: de: Ganis family. Vassal of: Justiciar. 

Red Cataract 

CaW'Kt and fon ncar the: mouth of the: Erne:. The: catvact is 
haunted by Aodh the: Red, an ancient Ulaidh king who died 
gazing at himself in the: Erne:, but has rc:incunatc:d on the 

river as a giant salmon. Like the speckled salmon o f the 
BOann, Aodh is credited with ultimuc wisdom. He can per­
haps be summoned and interrogated ( .. 4d20 Summon) at his 
cairn ncar the: river. 

Red Cow Lake 

The crimson cow sec:n ncar this lake on Samh:ain appears to 
have veiru; and muscles on the ouuidc: of her body. She: is bad 
luck. Because: she: groans as she Wllilo, anyone: an hear her 
approach; looking at her is equivalent to being hit with an 
Aging curse. M agic: Curse +5d20. 

Red-Eye Lake 

When the thunderbolt of Siugmhall (see Kings' Lake) struck 
Eochaidh the Plough-man, an trainn solar god, it put out 
one eye, fo rcing him to bathe the bloody socket in these 
still -reddish waters. T oday, the lake is notable for the pres ­
ence of C eahra Island, home to a substantial Patricia n 
monaSlety sacked by Thorgestr in 524, but rebuilt in 528 with 
lavish silver and gold altars under the patronage of G uaire 
mae Colman. 

Rhum 

This rhomboid-shaped island is barren and uninhabited. 

The Ridges 

This eiscir near Dublin is the si te of a large barrow belonging 
to the People of Partha11n. a race of early senlers. According 
to the Lochlannach, it is haunted by a troll who only appears 
at night. 

Road of the Puca 

Ths path leading from Cre's Woods to The Aonach was built 
overnight by a puca, who did it to win a bet with some cock­
sure morn!. The creature still appears here in semi-human 
form, offering gambles that one ought to pass up. Mysterious 
lights seen in the nearby pastures at night are called The Plica 
of The Black Moon. M agic: Tn.vel +3d20. 

Ros na RI ("King's Wood") 

Communing with nature in this cheerful smnd of oaks was a 
prerogative of the Tara kings, u was hunting irs game. A few 
of them are buried there. In these trees, Niall-Nine hostages 
and his step-brothers met the Sovereignty Goddess. After this 
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area joins the Pale. the forest is owned as a commons by the 
people ofNaVll. n, and many of its trees fall to the axe. 

Saggart 

This motte: belongs to the Justiciar's office. H e uses it to con­
trol traffic in the Lift valley. Ruler: Castellan. Vusal of: 
Justiciar. 

Saighir 

This shrine was fou nded in 519 by St. C iarin of Saighir (see 
C leric's Cape). \oVhen no parishioners or monks heeded his 
call, the good saint made monks of loca.l animals: a Brother 
Badger, Brother Wolf and Brother Owl followed him through 
his rituals each day. A hawthorn bush hc:side which he fell 
u leep one day nc:vc:r died. and its leaves gained cun.tive prop­
e!tiel (+4d20 Heal ac tivated by Merciful check) . A fter 
Ciarin's death in 532, the shrine remains in the hands of a 
lone human disciple, and the animal monks depart to convert 
their kin in the fo rest. sc:1dom returning to visit. Magic: 
Travel (to C leric's Cape) +10d20, Animal friend +6d20. 

Saul 

Motte beside a barn that belonged to St. Patrick; the site of 
Patrick's death . Rulc:r: Loca1 Oil Riadhan baron. Vassal of: 
G aleholt. 

Seelig Micheal 

Herm itage on a sheer island pinnacle dedi cated to the 
Archangel of Death. The C hristian ascetics here do nothing 
but pray for the souls of the recently dead, which, they say, arc: 
always visible on the peak at night. Befo re the Christians 
arrived al the turn of the century. this island was called 
Donn's House. The souls of dead pagans were collected by 
death-god Donn in a procession across lre:!and resembling the 
Wild Hunt, ending here, where they were re-cycled into the 
whee:! of being. 

SEED OF BAISCEANN (Co,,", B";sceann) 

Cairbre Baisceann was another E rainn hero supposedly fos­
tered by A.ilill the Euless (see Seed of Lugh). He descended 
by blood from Conaire M 6r. the King Exiled By Phantoms 
(see Da Dearga's Hostc:l). The Seed are, then, the cursed 
progeny of the last legi timate Erainn dynasty at Tara. 
Smarting from the doom of their ancestors, who defied geas, 
they practice a neurotically conservative paganism today. Like 
other Thomond Nuhs, they support Connacht as often as 
Munster. but their support counts for little in either case . 
Ruler: doomed chieftain. Tributary to: both Cruachu and 
Caiseal. 

SEED OF LUGH (Co«a Lugh";dh) 

The Sc:c:d of Lugh descend from a union between the South 
Munster goddess Duibhne (see Seed of the Dark One) and 
Lughaidh mac Cu Roi, a grandson of The Daghdha, 
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foster-son of AiliU the Earless, killer of Cu Chulainn, and 
incarnation of Lugh. After many battles with his Eoghanact.J. 
foster-siblings, Lughaidh controlled not only central Munster 
but Tara as well, where his power was finally broken by 
Tara~King Cormac mac Art. His descendants were squeezed 
by the Eoghanacta and the Elk People into their present terri­
tories. Today, the Seed of Lugh is a traditional trainn tuath, 
worshipping the god Lugh as incarnated by their founder, and 
their current chieftain who descends from him. They are rivals 
to the Seed of The Dark One, just as Lugh rivals The 
M6rrroghain, but they still inaugurate new chieftains in a 
secret ceremony on Beara Island, under Duibhne's patronage. 
The geases they follow arc meant to encourage a (highly 
unlikely) re-occupation of Tara. Ruler: Chieftain. Vassals of: 
Eoghanacta of Pond Fon. 

SEED OF MY DRUID 
(Corea mo-Druith, Coreamorue) 

The druid referred to here is Mugh Roth , founder of The 
Plainsmen and lord of Oak Island. His descendants do not 
speak his name, keeping its power to themselves. The clans 
directly descended from Mugh Roth suffer a high incidence of 
congenital madness; other subordinate peoples here are neces­
sarily skilled amateur psychiatrists. Hence it is that the Seed 
supplies Caiseal with both COllrt fools and stem door-keepers 
in lieu of tribute (in pagan times they probably sent druins .IS 

well; interestingly, the Gaelic words for ~druid~ and ~fooln or 
~jeste rn afe virtually the same). The Seed also pays tribute to 
the Connacht kings, and sometimes aids them both in inter~ 
nal wars, and against Munster. Ruler: craud local chieftain. 
Vassal of: Eoghanacta of Loch Lean; also tributaries to 
Dudas. 

SEED OFTHE DARK ONE (em,. Duibhne) 

Duibhne, the "Dark One,n is the only female tuath founder in 
Ireland; and she is no ordinary woman. The Dark One is in 
fact an immortal cailleach credited in mythology as a wife of 
the death-god Donn and the mother of the boar-god Gulban 
and the Fionn-era hero Diarmaid, and known in folklore as 
"The Hag of Beara,n who gazes over the ocean mourning for 
an Ireland lost to the English. She om;e ruled the fertile 
Feimhean plains, and she would look with special kindness on 
a descendant who re-caprured them. 

The: Se:e:d's residents are: backward, mysterious, and obsti­
nately pagan . The:y boast few warriors, but many aos dina. 
Their rivalry with the: See:d of Lugh over control of the: Beara 
peninsula mirrors the: ancient rivalry between Lugh and the 
M6rrioghain. Ruler: Duibhne's current husband is the: chief~ 
tain. Vassal of: Eoghanacta of Loch Lean. 

SERF KINGDOMS OF LEINSTER 
(Fortuath. Laighean) 

A collection of small ruaths whose anceston were: defeated by 
Labhraid the: Exile. Backward and impoverishe:d, the:se tribes 
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now occupy waste: land in the: Wicklow mountains as tenants 
of King Anguish . Some of them live by banditry, making 
tntvd in the:se parts unsafe. No player chantcters come from 
The Serf Kingdoms. Ruler: Various petty chieftains. Tenants 
of: King Anguish. 

Shauid 

Small castle (curtain wall, square keep) and fief granted by the 
Eoghanacta of Aine to Thomas FitzGe:rald, a stay-at-home 
son of Sir Maurice. After finishing the castle in 533, he 
founds a Marian nunnery beside it the: next year. 

SiNeacht 

This mountain, the source of the B6ann, belongs to Nuadhu 
in his aspe:ct as Neacht, god of fresh water. The Well Of 
Wisdom lies in faerie beyond the mundane spring that fe:eds 
the B6ann. Magic: t3d20 Heal, +6d20 Divination. 

Silverwood 

Aspen fore:st in Deer People: territory. The deer-goddess 
Fliodhais appears here in the form of a doc who leads lost 
travellers back to safety. The forest is also home to a family of 
quasi-we:re:wolve:s: a namde:ss dan who defied St. Patrick dur~ 
ing his mission, and were cursed by him to spend seven years 
as wolve:s, the:n se:ve:n as men, the:n seve:n as wolve:s, for aU 
time. As wolves they have human cunning and as men the:y 
have canine ferocity, making them dangerous opponents. 
They may wish to break the curse by marrying into a human 
dynasty. 

Sionnan river 

The slow, green river Sionnan forms ncar Goibhniu's Forge in 
Breifne, then runs southwest to the sea through a se:rie:s of 
long, narrow lakes, ending in Loch Sionnan, its estuary. 
There is a small cataract where the Sionnan crosses the 
Broken Hills, but apart from that the whole river is navigable. 
South of the Kings' Lake, the: Sionnan is bordered by the 
CalJows, a strip of floodland which, when it is not submerge:d 
in two fe:e:t of chill water, offers some of the richest grazeland 
in Ireland. Sin, goddess of this river, appears in mermaid form 
from time to time near Two-Streams. 

Skreen 

Motte and bailey over a shrine (scrin) founded by St. Patrick. 
The lord of Skeeen, a vassal of the de Ganis faction, rules 
both this motte and the lands south-west of it. Ruler: Baron. 
Vassal of: de Ganis. 

Skye 

This island of ridges and invers resembles a wing when viewed 
on a map; its name derives from ~sciath~ (~wing" or Ushidd"). 
During the Ulster Cyde:, Cu Chulainn journeyed to Dun 
Sciath, somewhere on this island, to learn martial arts from 
the: caille:ach calle:d Scath:i.ch ("shadowy"). He:r fortress 
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extended into Tit na nOg; to enter it, eu Chulainn had to 
cross 1 bridge that buckled uncler his feet like an unbroken 

horse. A ruin in the south of Skye bears the name DUn Sci:uh 
now, though it is not necessarily the dun's reallocation. Skye's 

modern inhabitants are limited to a hundred -odd 

Lochb.nnach homesteads, and an Anchorite settlement lopl 
to Colm Cill at Annait. A Gall-Gael matriarch named M:lin: 
deserves special mention. She owns a longphort at Kylcakin, 
and can allegedly stretch a harrier from there to the: mainland 

to catch passing ships. 

SJiine 

Plgans used this hill in Bc:altaine ceremonies involving sta­
tions, chanting and bonfires. The spirit they appeased, Sliine, 
wu a goddess of prosperity usually associated with Leinster. 
St. Patrick kindled his Paschal fire: on trus hill in 456, in vio­
btion of Tara-King Laoghaire's laws. Since then, monks from 
AId Macha have kindled a PaschiU fire on this hill every year 
in celebration. 

Sliine River 

Leinner river associated with a goddess, SU.ine, whose name 
means ~health· or ~security.· Up to Cathoir Mor, SJiine was 
the ritual wife of the LcinsteI kings. She has not been heard 
from lately. A priceless crown given to her by Cathoir rests at 
the bottom of Loch Garman. 

Slingha's Mountains (Dooard mts.) 

Shl.ngha, ruler of these forested hills, is an aos si woman with 
horns on her head, served by two simil:.tr-looking handmaid­
ens. The three of them raise unearthly screams in the moun­
tains at night, audible for miles away. Fionn mac Cumhaill 
once went to investigate their screaming, but the story leaves 
off just as Fionn encounters Slangha. Nothing more is known 

about her. 

Smith Hills 

A duster of ridges and drumlins in the northeast of which lies 
a cave sacred to Goibhniu. Few people enter this cave, whose 
spectral inhabitants forge iron scythes which thc:y sometimes 
leave for men to find . Throughout the Pagan Shon era, the 
Smith Hills are a cineal ruled by a taoiseach named Fionnchu 
("White Wolf'). The smiths of Goibhniu's cave supply him 
with scythes which he uses in war, and in a bizarre self-morti­
fication ritual in whieh he drives sickles into his armpi ts and 
suspends himself over the corpse of a kinsmen. This discour­
ages the devil from taking the deceased's soul. Fionnchu and 
his people speciali-u: in smithing iron for the Eoghanacta. 
(Later tradition makes Fionnchu a saint, but his name, and 
activities, cast him as a warrior if not a local god.) Ruler: 
"Saint White-Wolf.- Vassal of: Eoghanacta ofCaiseal. 
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Sorrow 

This modest cairn atop a drumlin is the to mb of Niall 
Nine-Hostages. His noble descendants visit the place often, 
and post warriors there to chase away outsiders. 

St. Comiin's Woods (Ros Comwn, Roscommon) 

Small monastery and bardic school within a stand of oaks. 
The renowned satirist Aneta mac Conglinne spends most of 
his time here inventing new insults and studying hish history. 
In his most famous 3dventure, Anen coaxed a demon of glut­
tony out of Munster King Cathal mac Fionghuine's throat by 
describing a lavish feast. Other monks here share Anera's 
poetic avocation, and striking cynicism toward the church. 
Abbot: Comain. Vassal of: comharba of Ard Macha. 

STRANGFORD 

Longphort ruled by Jar! Rllgnar, like the nearby Carlingford. 
The bay here was the site of a huge naval battle in 534: 
Thorgestr's fmt strike against Olaf and his kin. For three 
days, eighty longships on each side crowded these waters, 
leaking blood and fire. Then Thorgestr's fleet, led by his son 
Inn, retreated, preferring to attack Dublin instead. Vassal of: 
Sir Galeholt. 

Suir river 

River running from Ormond through Leinster and 
Waterford. 

SURLUSE 

The Kingdom of Surluse occupies the hammer-shaped penin­
sula known today as the Rhinns of GaUoway. The Roman 
general Agricola captured Surluse during his war with the 
Piers, building a large port there; later, the peninsula was set­
tled by transplanted Romano-Britons. The invasion ofIreland 
which the Romans once contemplated would have been 
launched from here. 

A British dynasty unde r King Gloier ruled Suriuse in 
Arthur's name unti l Galeholt's invasion of 528-9. Galeholt 
kiUed Gloier, and began building new castles and Irish settle­
ments at a rapid pace. Mter Galehoh swore fealty to Arthur, 
the kingdom returned to stability, and ~n prosperity, under 
its new ruler. When the Long Isles fall into King Brian's 
hands, Suriuse becomes an independent state under its duke, 
Aodin son of Cabhrin of Oneal Fearghus, a man noted for 
his high Just trait. Later it is over-run by brigands and oppor­
tunists egged on by King Brian. Ruler: Gloier (early), Aodan 
the JuS! (late). Vassal of: Galeholt 

Swords 

This well (sord) and abbey founded by Colm Cill in 528 has 
been absorbed into the Roman -church archbishopric of 
Dublin. A motte here belongs to a knight who protects 
Swords as the Archbishop's vassal. Ruler: loaJ knight. Vassal 
of: Dublin church. 
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Tailltiu 

This hill is the cairn of T ailltiu. a minor goddess associated 
with the Lugh cult. Atop the hill sits a circular earthwork 340 
feet in diameter. it is the Lughnasad aonach si te for Meath. 
and Ireland in general. Holding the Aonach ofTailltiu is a 
special buadha of the Tara kings. Magic: Ambient 10d20; 
Bless +6d20. 

Tallaght (Tamhlacht Maol Ruain, Maol Ruain's 
Retreat) 

Maol Ruain. an abbot trained at Candida Casa in Britain, 
founded this hermitage in 517 as an ascetic alternative to the 
diluted and politicized Irish church. Maol Ruain's Retreat is 
the mother church of the CCili De movement. It consists of a 
modest oratory and dozens of beehive huts. Few services are 
to be had here by the traveller, aside from counseling in how 
best to pray, fast and meditate. However, new Ceili De con­
verts often give all their wealth away at once; many paupers 
therefore congregate outside this place hoping to get lucky. 

Despite its poverty, Maol Ruain's Retreat was sacked by 
Thorgestr in 524, and again by Diarmaid mac Ceaubheoil's 
tribute-collectors in 538. Maol Ruain himself died and was 
buried in the cemetery here in 527. Its current abbo t, 
Eochaidh, is waging a campaign to prevent the paganish 
Aonach of Tailltiu. He wants the church as a whole to 
excommunicate anyone who attends this fair. Ruler: Mao;. 
Eochaidh. Vassal of: no one. 

Tara (Teamhair na Rioghj "Kings' Lookout") 

Tara is one of Meath's ancien! ceremonial mounds. It was the 
home of Nuadhu before his destruction at Magh Tuite. 
Subsequently, it passed first to trainn tuaths, then to Leinster 
kings, who maintained Nuadhu's cuk In the third century 
A.D. Tara fell to the Connachla, who began to change its 
nature profoundly. 

All of the fortifications now at Tara, except for the Lios of 
the Kings, ruth Griinne and the Royal Seat, were added by 
Conn Hundred-Fighter's grandson. Cormac mac Art. This 
includes the cairn 112 mile to the south dedicated to 
Meadhbh Red-Side, Connachta goddess of sovereignty. 
Cormac and his descendants were colonists in Meath: they 
built big walls to keep out natives. and replaced local gods 
with their own. The fact that Tara was now an outpost which 
had to be defended constantly against Leinster and Ulster 
made it more like a secular fort than the holy place it had once 
been. When Niall Nine-Hostages inherited Tara from the 
Connachta Icing Eochu Slave-lord, he chose it as his capi~l, 
and since the goddess Fhitheas had entitled him to rule all 
Ireland. that made Tara the capitol of nxrything. From then 
on the Icing at Tara has been called a "High-King.~ 

With the arrival of Christianity, the last pagan function at 
Tara - the ceremonial feis between the new king, and a 
woman who reprc:sents Meadhbh - has declined. Diarmaid 
mac Cearrbheoil revived the feis in 556, but this was truly the 
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last hurrah: Tara was cursed by Diarmaid's foes in the clergy, 
and fell into ruins in 563. At that point, with Tara uninhabit­
ed, the Plain of Tara was annexed to The Pale. 

Taking the earthworks at Tara in order from North to 
South: Grainne's Rath is an open circular rampart within 
which is a high stone wall reminiscent of Grianiln Ailech; the 
building is used as a temple for celebrating solstices. Thirty 
feet to the west are two sloping mounds used as assembly 
places. This complex was dedicated to the sun-goddess Grlan 
during the Erainn reign at Tara - not to her namesake, 
Cormac's daughter Gtilinne, whose name the place now bears. 
The Grian cult at Tara, and these structures, declined after 
the Connachta take-over. The Banqueting Hall is a stone 
kec:p 600 feet long by 50 wide. Built by Cormac, it fills CX2ctly 
the function indicated by its name. Tara proper is the Lios of 
Kings, an oval rampart 700 feet long by 600 wide, lying about 
100 feet south of Cormac's Banqueting HaiL Attached to the 
north of the Lias like a blister is the smaller IUth of Synods, 
another assembly place; to the cast of the Synods is a shrine 
and cemetery founded by St. Patrick.. Inside the great Lias, 
just below the Synods, is a small rath called the Mound of 
Hostages: the timber house here houses Tara's hostages, 
including its Boy Troop. The center of the great Lias belongs 
to two smaller tilths which abut each other like binary stars. 
The northern one is Cormac's House, seat of all Connach~ 
and Ui Niall kings. At its gate sits the Fal Stone. which 
screams whenever a legitimate Icing steps on it (the FaJ stone 
toppled and cracked in the year Christ was born, and has not 
been reliable since then). This fort's southern partner, the 
Royal Seat. was the old Tan capi~l but now belongs to the 
king's re tainers and cronies. Laoghaire's tilth, south of the 
Lias of Kings. was meant to be an enlarged Mound of 
Hostages, but the project was abandoned as unnecessary after 
Laoghaire mac Niall's death. (Magic: 12d20 ambient; 6d20 
after Diarmaid discards the ridge-pole.) 

TETHBA 

To Maine, Niall Njne-Hos~ges willed his horses, his chariot, 
and his mercy. While Niall caprured Tara and led the Collas 
against Eamhain Macha, Maine took control of Tethba. an 
ancient district in the west of Meath. His descendants hold 
pan of this region, but do not produce any Tara-Kings. They 
become de Ganis allies and vassals. Ruler: Cormac mac Maine 
(early), Flann Cuillein (Late). 

Three Rocks 

These peaks below Dublin arc the northern extremes of the 
Wicklow mountains. Most of them arc topped with cairns. 
Kings of the old Erainn ruaths at Tara were buried here to 
protect the region from southern invaders. 

Thurles 

Capitol of the Claim; maintained as a motte by the Vi 
Foghairte dynasty in vassalage to Theobald Butler. 
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Tide Head 

Name: given to;) promontory in south Munster. and the 
Bandon estuary which it overlooks. At the very end of the 
promontory sits a small chapel founded by St. Patrick (vassa! 
of Ard Macha). Its abbott, named Eare, dums to have bap' 
tized the poet-god Vionntan in 557; he las t saw the dying filf 
rowing out to lea in a skiff. 

Thcl"ga 
4OO-foot hill crowned by a ring-fort. This hill was a . ite for 
Samhain sacrifices by the pagan kings of Tan. The ceremony 
pel'$i$l$ despite Ccili De protests. For most of the year, the 
Con is inhabited by the Tara-kings rctaincn; it belongs to the 
royal demesne. Ruler: m Niall druid. YassaJ of; Tan. 

Toraigh Island ("Oudaw's Island") 

This barren, kidney-shaped island of the: bitter North Atlantic 
cout is a place of bad magic, sometimes visible: to men and 
sometimes not. Its modern name: arises from Christian-era 
legends thu caution semrers ag:tinst ilS inhabitants, variously 
described u cruel piates or Lochbnnachs. Actually, the 
"pirates" of Toraigh ue the Fomh6achs, for this isbnd was 
formerly the capiu! of the Fomh61'llch god Balo! Ui Net. The 
walls of his rlth, Dun Balor, are still evident here, lI.S are some 
of ilS abandoned stone houses and undergrou nd chambers. 
North of the r:Hh stllnds Balol's Tower, a large, black pinna­
cle-shaped volcanic cone. In the efll. of the gods, Balor impris­
oned his fair daughter Eithne in a crystal tower atop this 
mountain, because she wu prophesied to bear a son who 
would slay h im at Magh Tuire. A Tuath De D anu hero 
named Cian freed Eithne and impregnated her with Lugh, 
who chased Balor from Ihis isbnd to his tomb at Cairn Ui 
Net. Whether visitors to the modern T oraigh Island find only 
ruins, or ruins plus evil ghosts, or a princess imprisoned by a 
giant, or no island at all, is a mailer for the gamemaster. 

Treithirne Plain 

Ths puture in West Munster is the current home of the god 
Torc T riath, a boar the size of an aircr~t hanger attended by 
seven BIG piglets. Builder of the Bbc k Pig's Dyke, and 
sometimes considered a pet of the goddess/saint Brighid, 
Tore Triath is in fact a reincarnation of Cian, father of the 
god Lugh. In 548, Torc Triath and his piglets go mad, rav­
aging much of Ireland and then invading Britain where they 
ue finally defeated by King Arthur. Whether and how to 
include a creature of this scale in the campaign is a decision 
left to the gamemaster . 

Trim 

A small religious community was founded by St. Patrick at 
this ford on the 86ann in 457. So it remained until 528, when 
Sir Hugo de Canis seized the ford as his fief, moved its dwin­
dling supply of monks to a nearby abbey, and began building a 
massive cruciform castle with four towers, a moat, and double 
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cuna.in walls, which upon its completion in 544 is the largest 
castle in Ireland. It marks a border of the Pale, and houses a 
garrison of 60 knights and 100 men-aI-arms, ready to defend 
·Ireland~ against ~Eire.- Ruler: de Ganis dan. Vassal of: the 
Justiciar. 

Tulach M6r ("Great Hill") 

This hill is the feis site of the southern Ui Niall king1. Each 
Vi Niall factional chieftain, and each Tua king, comes here 
on Bealta.ine in the year of his dection to be blessed by priests 
from Durrow. Magic: Bless +6d6. 

Tulach Og("¥outh', Hill") 

Standing stone that served as the pagan nonhern Ui Niall feis 
site, where new kings secured their connol over Ulster, 
province: of Macha, by copulating with a mare, then drinking 
her blood. Christianity has mellowed this ceremony, say the 
Vi Niall; their enemies say it sIill goes on. Magic: Bless, 
Divination +5d20 each. 

Two-Lake Glen (Gleann d4 Locha, GlendaJough) 

Monastery and motte set in a spectacular forested valley cut by 
the Bigwater River, which pools into a small lake, a. nd down­
stream, a larger lake. The lesser lake is the traditional abode of 
a crud, powerful peiSt. This monSter kept anyone from inhab­
iting the valley until 518 and the arrival of St. Caoimhghin, 
an ascetic monk of Oil Meas descent. St. Caoimhghin ban­
ished the peist 10 the luger lake, and discovered that the si te 
which the peist had guarded possessed healing properties. 
Persons who mortil)- themselves at Two-Lake Clen transmit 
their sicknesses into the small lake; from there, the river car­
ries disease-energy into the large lake, where it wcakens the 
peist into a statc of perpetual ncar-death. Rarely, the diseased 

monster surfaces in its lake, an omen of death to whomever 
sees it. King Arthur's men left a mOlle here in 531 with the 
saint's consent. Called "Castlc Kevin- (Caoimhghin), it 
belongs to the JuSticiar's office. It is usually occupied by a 
castellan and ten mewat-ums. Ruler: Caoimhghin (early), 
Aodin, his comharba (lale). Vassal of: the motte belongs to 
the Justiciar. 

Small abbey operatcd by Cistercians from France; site of a 
summit between Munster and the Ui Niall in 551. Vassal of. 
Earl of Ormond. 

Vi A/LI II 

The descenda.nts of Eachu Slave-Lord's son Ailill arc today a 
minor Gael dynasty, bent on consolidating their control over 
the local Erainn. Each time the Connacht kingship is up for 
grabs, they muster to seize i~ so far, they've always lost. Ruler: 
Unknown. Vassal of: No one. 



Pagan Shore 

ViBAlRRCHE 

This thanagc descends from Muitcadach Most Smooth, a 
Fionn-cra Leinstcr Icing, and Dairc Bairrchc, beget by 
Cathoir Mot upon the Conn1.ch ta goddess Mcadhbh . 
Originally intended to inherit Cathoir~s lance and the South 
of Lcinstcr, they were cheated out of the forme r by the 
Fosterlings (who claimed special privileges from Cathoir due 
to the: aid they gave him in Wilt) and out of the latter by both 
the Fosterlings and the Jarl of Wexford. Local people now aU 
them ~the Vi Bitter: Thane: Unknown. Vassal of: Leinstcr 
Icings, in theory_ 

Vi BRIAN OfBREIFNE 

Brtifnc, the inhospitable border lands claimed by the VI Brian 
mac Eochu, arc: subject to an irreconcilable da.im by Cineal 
CaUbre Vi Niall Daui Uma mac Brian was briefly King of 
Connachl in 496-502, but du ring most of the Pagan Short 
campaign the Uf Brian :He too preoccupied with Cinea! 
Cairbre to seek the throne. Ruler: Daui (early), Eoghan 
Suam (Middle. Late). Vassal of: No one. 

Vi BRIAN OF CVALA 

This minor branch of Cathoir M 6r's descendanrs has been 
absorbed into the Pale, and its chieftains made knights. Ruler: 
Conchobhar 0 Brian (early), Feidhlimidh 0 Brian (Late). 
Vassals of: Justiciar. 

Vi CAIRTHINN MAC VAIS 

Gaels descended from Colla Foehn rule: this ethnically 
Cruithni tuath. The Cruithni natives worship Li, salmon­
goddess of Eachach's Lakr:. Early in this century. they defend 
Orid against raids from the Long Isles, and are mustered to 
attack Sir Galeholt at DUn Patrick in 523. When the Later 
Long Isles king Brian kills Li, the druids of Vi Cairthinn go 
into a frenzy of cursing him, evidently without result. Ruler: 
Cairthinn (early), Donall (late). Vassals of: Tara. 

Vi CENNSEALAIGH 

A large tuath combining several powerful dynasties who trace 
descent back to Eanna Cennlealaigh (-Head-Taker-), 
great-great grandson of Cathoir Mar. Vnder king Anguish's 
pseudo-feudalism, the tuath is divided into thanages, each of 
which holds land directly from the king. The descendants of 
Criomhthainn mac Cennsealaigh hold the largest thanage, 
alternating kingship with the smaller Vi Fc:idhlimidh (q.v.), 
and acting as de facto rulers of south Lc:inster. Many of them 
privately resent the monopoly of the Lc:inster kingship by 
Northern dynasties. They gain control of the province upon 
Anguish's death. Thane: Cormac a Criomhthainn (early), 
Bran Dubh mac Eochu (late). Vassals of: Lc:inster Icing. 

Vi CRlOMHTHAINN MAC FOCHRA 

This tuath il ruled by the sons of Conall so n of Niall 
Nine-Hosngcs, called ConaJl C riomhthainn because of his 
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blood brotherhood with Colla Foehn's son. King Fearghus 
Ceartbheoil and his son Diarmaid could scarcely hope to gW! 
territory on the scale of other Vi Niall factions, but their 
alliance with this and other Oriel dynasties let Diarmaid rise 
to Tara - kingship by the threat of mustering the 
subject - tuaths. This tuath is particularly feared because its 
Icing beau The Dark Servant, a magic shield looted from 
Eamhain Macha which adds .10 to Battle. Ruler: Fearghu! 
Cearrbheoil (early) Aodh Shield-Arm (late). Vassal of: Tara. 

ViDAIG 

This small thanage suffers constant raiding from the Deer 
People. Descending from Nad Buidhbh. a Icing who followed 
Cathoir Mar. they are entitled to rule Lc:inster but never do 
so, eventually being absorbed into the Vi Cennsealaigh. 
Thane: Vnknown. Vassal of: Lcin!ter Icings. 

ViDRON 

vr Cennsealaigh clandom descended from Eanna's brother, 
Dron. T hey never become over-tha ne s of t he Uf 
Cennsealaigh, and their dynasty dies out in this century (but is 
resurrected later by distant hein). T hane: Dron (early), 
Diarmaid mac Dron (later). Vassals of: V i CennseaJaigh 
thane. 

Vi DuNLAINGE 

Characters from this, the ruling dynasty of Leinster, are 
detailed in the ~PeoplcsR chapter. The lands the control are 
traditional Leinster e$tates recovered by Dunlaing himself 
from Fiachu mac Niall. Thane: Anguish (early), ~ormac 
(late). Vassal of: Arthur. 

Vi ECHACH 

Cruithni dynasty intermarried with the Oil Fiatach. Barren 
hills and forests comprise most of their land, though during 
the reign of King Mongan the forcsts become a magical place. 
filled with fat stags and singing bi rds. Few outsiders visit 
them, and that is as they prefer. Ruler: Fiachna (early), 
Mongan (late). Vassal of: Galeholt (early), Brian of the Isles 
(late). 

Ui FEIDHLlMIDH 

A section of the Vf Cennsealaigh descended fro m Eanna 
Cennsealaigh's son Feidhlimidh . They alternate with the 
'main Vf Cennsc:alaigh in decting thanes. Thane: Eochu mac 
Aonghus (early), Bran Dubh mac Eachu (late). Vassals of: ur 
Cennsealaigh thane. 

ViFIACHRA 

The Vi Fiachra dominate Connacht during the sixth century. 
In formation on them, including their string of murdered 
rulen, can be found in the ~People· chapter. 
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Vi FIACHRACH MAC VAIS 

This Oriel tuath preserves an old riVlllty between CoUa Fochta 
and CoUa Uais. When Oriel musters, they stay at the other 
cnd of the battle from the mac Foehn factions, or trouble 
stam. Ruler: Fiachrach (early) unltnown (Iue), Vusal of; 
T=. 

Vi FIODHGENT E 

Like thc Oi Liathain, this luuh descended from Eoghan 
Sb~ of Nuadhu, but was defeated and pushed out of power 
by Conall Core and his dcsccndanu. Morc recently, thcir 
chieftain and chief-druid were: both killed by St. Scan"'n whcn 
he claimed Battle Island (q.v.). The chieftain's son, Nc:achtan, 
converted to Christianity and adopted Stanin as a palron 
mnt. The transition brewed conflict between Christian and 
pagan Ui Fiodhgcntc early in the campaign, wc:a.kening them 
against the EoghanacI2 2nd the Geralds. Later, they took 
tuarasnl from Gua.ire mac Colman of Connacht. a.iding him 
against Eoghan Beal's sons in return for lands ac.ross the 
SioMan. Ruler: Breanainn the pag.m (early), Neachtan mac 
Breana.inn the Christian (late). Vassal of: No one. 

Vi GARRCHU 

Faction descended from a distant cousin of Cathoi! M6r. 
Their current leader, Gurmun, is a Lc:inster k.ing deposed by 
Anguish, who gave him a meaningless vice-regentship and 
settled his clan beyond the Serf Kingdoms. Members arc 
occasionally spotted among Lochlannach raiding parties 
against the Vi Dunlainge. Thane: GancM (Early), Eoghan 
mac Drost {late}. 

Vi LIATHAIN 

A tuath descended from Liathain ("Grey One~), an ancient 
druid; his name may be a euphemism for Mugh Roth or Cll 
Roi, magicia ns who founded other local tribes. The Vi 
Liatha.in also cla.im descent from £oghan Slave of Nuadhu, 
and so count as Eoghanactll, but in a debater's sense only. 
They are independent of, and hostile to, the descendants of 
Conall Corc who call themselvcs Eoghanacta today. Ruler: 
Unknown (early), King of the Black Reeds (larc:). Vassals of: 
no one. 

Vi MAINE 

The Ui Maine ultimately descend from the Seven Maines, 
warrior sons of ~een Meadhbh who were all named "Maine~ 
because of a prophecy that a "Maine- would k.ill her enemy. 
King Conchobhar. Theirs is an independent fUath that pre­
serves the culture of Meadhbh's era: hill for ts, chariots, 
prophetic poetry, druids. Their military (and magical?) sk.iUs 
keep the Connacht and Munster k.ings at bay. Thanks to their 
descent from the Connachla matriarch Meadhbh, they are 
entitled to rule the entire Connachta - yet never have. Ruler: 
Maine Athficoil ("The Fatherl(). Vassal of: no one. 
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Vi MAOL 

Leinster clandom descended from Maine Maol ("the bald-), a 
distant relative of Cathoir M6r. The Ui Dunlainge have 
crowded them out of k.ingship and political power into the 
Siberia of Wicldow. Their leader, Aodh the Ill-Born, spoils 
for a chance at kingship. Thane: Aodh Ill-Born (early), 
Criomhtha.inn mac Aodh (late). Vassal of. Anguish. 

Vi ME IT H MAC FOCHRA 

The tiny Ui Meith fed cheated by the Airthir faction's prox· 
imity to AId Macha. In compensation, they are: the comhar· 
bas of minor Ard Macha offices, like: the sacristan. Of course, 
they~nt more. Ruler: Unknown. Vassal of: Tara. 

Vi TUIRTRE MAC VAIS 

This subject tribe is, by marriage: and military cooperation, 
slowly being absorbed into Cinell.I Eoghan. A gcas against 
helping the Connachta is a leftover from the: days when they 
servc:d k.ings like Conchobhar agajnst queens like Modhbh. 

Uishneach (Ushnagh) 

This cone-shaped, lightly-forested hill marks the geographical 
center of lrel:md. Here lives Fiailheas, primordial goddess of 
sovereignty, who may appear in the guise of Danu or 
Meadhbh or the Morrioghain. Holding a feis or sacrifice or 
other ceremony atop Uisneach connotes magical authority 
over all Ireland. In 456 Tara-King Laoghaire mac Niall 
arfinged a magic comhlann at Uisneach between his druids 
and a newcomer named St. Patrick. Laoghaire's druids blan· 
keted Meath with fog and snow, but then could not dismiss 
these effects; Patrick did. Patrick then countered the druids by 
stationing both their leader. and his own serving-boy from 
Rome. in a burning house; the boy survived, protected by 
Christ, while the: druid's magics failed and he ~s immolated. 
An impressed King Laoghaire converted to Christianity. 
Magic: 12d20 Ambient. 

VLSTER 

The Ulaidh peoples from whom Ulster is named dcscended 
from the Belgae and Mcnapii tribes, wanderers through 
Brita in. the Low Countries. and Gaul. They were a 
semi-nomadic ~rrior race, better at fighting than farming. 
Arriving in northern Ireland centurics ago, they quickly sub· 
dued its Cruithni inhabitants, destroying some kingdoms 
utterly and turning others into favored vassals. They intro­
duced the cult of Lugh to Ireland, and possibly the use of 
chariots as well. Besides Lugh, their chief gods were Macha, 
goddess of horse-herds and war. and Fearghus mac R6ich 
(-Virile: son of Great-Stallion"), an ancestor god whOle 
prowess is commemorated by the B6d Forghus ("Fearghus's 
Prick") standing stonC1 scattered across the Ulster hills. 

The apogee of the Ulaidh is recorded in the storiC1 now 
known as the Ulster Cycle, which arc set in the first century 
A.D. (according to monk.ish chronicles, that is). They show 
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the Ulaidh ruling all of Ailech and Oriel under King 
Conchobhar and his lieutenants, the: demigods eli Chuiainn, 
Fc:arghus (above:) and Conall Cc:arnach (~Thc: VicTorious,· 
anccstor of the current Cruithni dynasties). Conchobhar's 
political maneuvering turned Conall and Fc:arghus against 
him, however, 2nd Cli Chulainn died without an heir, so this 
period of glory was not prolonged. The Ulaidh slowly lost 
ground [0 their old enemies from Connacht, and their 
subjcct-ruaths - the: AirgiaUa - became: openly rebellious. 

Una's HiD (Cnoc Si Dna, Knockshegouna) 

Ona is the: name of the local ancestor-goddess, and the: wifc of 
Connacht faerie: chieftain Finnbhcara. Her followers and 
descendants keep her secrets to themselves. Probably, she 
belongs to the: Ui Lir. Pagans hold processions here on 
1mbolg and Lughnasad. 

UNION (Uaithne) 

The Union began as a fian led by Fothadh Canainne, a 
mird-century hero and rival of Fionn mac Cumhaill. Fothadh 
won territory in Munster by marrying Duibhne, founder of 
the Seed of the Dark One. Currently, the fian combines 
hereditary members from that marriage with new recruits 
chosen by trail of arms (beating another member in comh­
lann, then accepting geases and entering the fian as an adopt­
ed son). Hereditary Union members have a special faci lity 
with the skills of Swimming, Falconry and ReadlWrite; this is 
because, during his adventures, Fothadh collected hostages 
from all birds, streams and languages in the world. A ~cap­
tain~ rather man a chieftain leads the kingdom; he parcels out 
land and titles based on military accomplishment only. 
Becoming Captain requires defeating the previous captain in a 
comhlann-to-the-death held on Beara Island. The Union 
serve as Munster's royal fian and bodyguard in lieu of tribute, 
though they despise the Loch Lean Eoghanacta (whose 
founder murdered Aonghus mac nad F raoch) and would like­
ly oppose any Loch Lean kings. Ruler: Fian Captain. Vassal 
of: Eoghanacra of Ox Glen. 

WESTMEATH LIBERTY 

The Meath estates governed directly by the de Ganis clan are 
called a ~Liberty~ because they arc at liberty to make new laws 
here, covering anything but taxes and capital crimes. Most of 
these castles belong to de Ganis retainers, but a few have been 
awarded to friends from Cineal Fiachu and Cineal Maine 
(Tethba). Ruler: Hugo de Canis I and II. Vassal of: Arthur. 

White Cow Lake 

This lake is named for the alabaster heifer seen on its shores 
near Imbolg. This sl cow is docile, but only gives milk if sev­
eral people share her udders at once (check Generous to 
obtain milk; failure" check Selfish; Selfish success'" hit by 
Lampoon). Up to four shares of milk for the generous can be 
obtained per year; each share equates to a dose of Uildoc . 
Magic: ... 3cl20 Summon. 
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Wicklow Mountains 

These rounded granite domes and the forested glens between 
them are impassible to large or mounted parties except on the 
indicated roads. They se rve as a haven for serf tuaths, 
lochlannach, and brigands, three categories which usually 
overlap. Red and fallow deer and eagles can be found here, as 
well as small mountain lochs whose trout, and pagan spirits, 
remain unmolested by men. 

Wicklow Port 
(Viking Meadow, Mantan's Church) 

A cleric named Mantan built a small monastery here in 50S, 
on II beach and flfle harbor ignored by the land-obsessed Irish 
chiefs. Three years later MlIntan and his followers were slain 
by a blind of Lochlannach, who proved large enough to 
defend the beach as a longphort for several decades. In 532 
Arthurian knights led by Bran Dubh routed the longphort's 
chieftain, and left behind field fo rtifications and a garrison 
which in short order became Black Castle. Wicklow hlls since 
been a trading post whose tamed viking merchants pay tribute 
to the Black Castle's lord. Markets specializing in British 
wool and beer, and a small shrine in memory of Mantan, arc 
its principal teatures. 

WOODSMEN 
Following tree gods, or wooden effigies of Patrick, this 
impoverished tribe remains independent of both Ulster and 
Meath. Their woods border the Muirthemne lands that 
Meath covets, but fighting in their haunted forest is like 
fighting Robin Hood. Ruler: Unknown. Vassal of: Nobody. 

Yew Shore (Jmleach lubhair, EmIr) 

Monastery and School situated in a grove of yews beside a 
small lake, formerly a pagan shrine. St. Patrick granted this 
site to St. Ailbhe (d. 487), one of Munster's pre-Patrician 
clerics. He trained many of the current Munster bishops at 
this site. He is buried near II well, the water from which, if 
sprinkled on crops, discourages birds from eating them up. 
The abbot of Yew Shofe is the Bishop of the Claim. 
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Irish People 
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IRISH PEOPLE 

The Erainn world 

HE t:RA INN WORLD is an an2fchy 

governed by lawsuits rather th an 
laws. Its customs are a source of sce­

nario premises. and a clue to psychol­
ogy of a vanished culture. More pro­

gressive Irish peoples still maintain many 
of these customs. 

For Irish-born characters, knowledge of Irish customs 
and breitheamh law is based o n the Cou rtesy skill. 
Foreigners must check Coun esy at -10 to remember one of 
these customs. 

~~ 
THE FAMILY 

As an Erai nn characler, you bdong to a flnc : a large 
six-generation fa mily. Your can recite your pedigree and 
relations from great-great-great-grandfather down to the 
present generation. The four-generation derbhflnc is the 
family you are obligated 10 love and protect, both by law and 
by your Love (Family) passion . 

What is a derbhfine? The Irish say that ~the real-f.unily 
extends from palm to finger-tips. ~ Look at the tip of your 
middle finger. That's your position within the derbhfine. 
Your brothers occupy that position, too. The second section 
of your middle finger, below the tip, represents your father. 
The third section n:presenrs your grandfather. The palm is 
your great-grandfather. The other fmgers , rising from the 
palm, represent other lines stem ming from your 
great-grandfather. Thus, the tip of the index finger is a male 
cousin of yours. The second section of the index finger is an 
unde. The third section is your grand-uncle. The palm is, 
again, your great-grandfather. Any male relative who fits 
somewhere in this scheme belongs to your derbhfine, as do 
their wives and daughters. 

The derbhfine is a kind of family syndicate. Besides the 
property they own as individuals, the derbhfine's members 
may own land and stock in common. The are collectively 
liable for debts, legal fines and blood vendettas incurred by 
any single member. When a man dies, his wulthy is redis-
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ttibuted among his derbhfine-kin in equal shares; thus his 
living brothers are as much ~heint as his children. 

Each person's derbhfme is different. Your sons do not 
belong to your derbhfine, but you belong to theits; they can 
inherit from you, but not vice-versa. 

Each derbhfine includes a leader, usually the senior 
male, who represents their interests to the outside world, 
settles internal quarrels, and leads them in Wllf. 

Marriage 
Marriage is a private agreement between a man, a woman, 
and their families. It is valid until the principals tire of it. 
Polygamy and the rare pol)'2ndry are both legal. Divorce is 
legal both by mUNal consent, and as the result of a lawsuit 
against a cruel, delinquent, Ot infertile spouse. The flexibility 
of these laws protects noble families, who treat marriage as a 
capital investment and a guarantor of treaties, and who want 
an escape huch should their all iance with another fami ly 
become odious. 

Marriage is an economic exchange - tionscra 
(bride-price) for spre (bride's endowment). The ideal mar­
riage joins [W() people whose eineachs, symboliud by these 
gifts, are exactly equal. In practice, one side always brings 
more wealth to the table than the other. This side prevails in 
the marriage, treating the poorer partner as a legal ward. 

Unless she is the superior partner, a bride belongs to her 
husband's derbhfine and inherits only through her in-laws. 
A man never leaves his birth-family in this regard. 

Fosterage 
Irish nobles foster-out some of their children, for three rea­
sons: to get rid of them until adulthood, to train them in 
unusual caste skills (l ike Latin or poetry), and to provide 
rival chiefrains with hostages. For this last reason in particu­
lar, provincial capitols like Cruachu and Tara house small 
armies of subordinate kings' sons, called Boy Troops. 

A fosterling does not normally inherit from his adopted 
derbhfine, though they can bequeath land to him by special 
provision. Aside from that, they owe him, and he owes 
them, the same love and duty expected of blood relatives. 
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Persons of low $latus, or professional teachers like 
druids, may charge a fee to keep fosterlinv. Fosterlings may 
also be exchanged as part of a ceilsine deal. 

Usually, fosterage lasts from age 11 to age 17. The fos­
terling may remain with his adopted fami ly and tuath for 
long afterwards, more loyal to them than to his blood kin. 

The Oneal 
A cineal is the combined property of one aristocratic &roily, 
plus their serfs:and debtors. When you think of·home.~ you 
trunk of the doeal in which you were raised. 

You might, for example. come from II. river valley ruled 
by grandchildren of IUon, and hence called Vi Raan valley. 
Entering this valley, you would see a cluster of a half-dozen 
rims, each at least a quarter-mile from the others, (onnured 
by dirt tracks. These are the homesteads of your father and 
his uncles and brothers; in time, one of them may belong to 
you. The best of them belongs to the taoiseach and his 
wives: it serves as the cineal's capitol. Down-river. in boggier 
lands. stand the smaller homesteads belong ing to the 
b6-aires who serve your family as retainers. These subordi­
nate families might have ruled the valley themselves before it 
was conquered by great-grandfather Raon. In the hills above 
the river are the cairns of your noble ancestors, and the 
upland pasrures, owned in common by the Ui Raon, where 
family canle graze in the summer. 

The cineal is the atom ofl rish politics. Most people live 
and die in the dneal of their binh, seeing no leader more 
exalted than the family druid or chieftain, unless they go to 
~. 

-
SOCIAL 

ORGANIZATION 
Rank 
Status is based on professional accomplishment, and passed 
through the derbhfine like an heirloom. It can be gained or 
squandered over time. The Irish proverb, "five generations 
from scepter to shovel,M reminds us that a king's offspring 
have no special status beyond four layers of descent. 

Iri sh freemen belong ei ther to the flaith or b6-aire 
castes, below which arc several grades of serf and slave. In 
power, a b6-aire is a prosperous farme r who owns a cuirboil­
Ii vest and a spear, and owns, or borrows, a hundred acres of 
h nd, twenty-odd cattle, five serfs, and a homestead protect-
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cd by an earthen wall. A flaith is a bachelor knight whose 
holdings can be ten times as great as a b6-airc's. His sword, 
horses, mail, chariot. wives, and armed b6-aire retainers 
mark him as an aristocrat and professional wurior. 

Some ri damhna are the richest of the flaith due to their 
proximity to chieftainship and the chieftain's demesne. They 
own large mead-halls screened by stone walls and moats. 
Others, only distantly related to a chieftain, or belonging to 
a weak dynasty, live as flaith or b6-aires. Still other ri damh­
na princes may join an aos dina profession. All, by defmi­
tion, arc entided to the throne. 

The chieftain and his kin act as patrons for a05 dina 
families who lease royal land in return for spiritual and artis­
tic services. Lesser nobles may have aos dina retainers as 
well. At any given time. the tuath may also phy host to itin­
erant aos dina clans: wandering troops of clergy or bards. 
The separate world of the aos dana caste is described in 
more detail below. 

The Tuath and the Aonach 
A tuath is.a collection offamilies under one leader. Often, the 
whole tuath is named for its founder: the Vr Niall tuaths were 
founded by Niall Nine-Hostages. Only the ruling coterie of 
these tuaths can really claim descent from Niall, however. 
Just as several fmes may combine into one tuath, several 
tuaths may combine into one province: a collection of small 
kingdoms under an ~over-king . " Just a5 only a few families 
in a tuath can produce new chieftains. only a few tuaths in a 
pro vin ce ca n p rodu ce new over - king s; the rest are 
aitheach-tuaths. An over-king is thus the leader of the lead­
ing dynasty of the leading kingdom in his province. Still 
higher in rank is the ard- ri, a leader from the Ui Niall 
dynasty who claims - vainly - to rule all lre1and. 

The Irish hold local, provincial, and national aonaehs 
which correspond to the tuath, province, and Tara chieftain­
ships. Aonachs are to Pagan Shon what tournaments are to 
regular Ptndragoll. Here you will find single combats; games 
of camAn between rival tuaths (treat these as mock battles 
using the Battle and Sword skills); feasts; bardic competi ­
tions; announcements of wars and expeditions to come, and 
the chance to meet new enemies, patrons or lovers. 

Two nmctions distinguish the aonach from the medieval 
fair. An aonach includes a diil, fanned by the breitheamhs 
of the wath{ s} sponso ring the fair, which is both as a 
high-court in which impomnt lawsuits are resolved, and a 
parliament where new laws are proposed, corresponding in 
jurisdiction to the importance of the aonach. Second, an 
aonach is a pagan religious festival, convened to honor the 
local god with sacrifices, bonfires. and processions in which 
the god's effigy is led around in a flowe r-bedecked chariot. 
Ch ris tian kings try to dc-emphasize this aspect of the 
aonach. 
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Election to Chieftainship 
AJ a ri damhna member, you may enter Ii tuath election. An 
i1tttion begins when the current chieftain dies, and lasts for 
a season, during which rime the late chiefuUn's steward gov· 
ems the tuath. At the season's end, you must assemble all 
the men who will vote in your support at the tuath capitol. 
While in theory each free male casts one vote, ceiles usually 
vote in sympathy with their patrons. Thus each fb.ith has as 
many votes as he has ceiles. If your supporters exceed the 
supporten of any rival candidates by a simple majority, you 
win; tied results prolong the election for another season. 

Once you win, you and your supporters celebrate a fei s: a 
symbolic marriage to the spirits of the tuath. Depending on 
local custom, a feis can include: human or animal sacrifice, 
pilgrimages to holy places; displays of prowess - like 
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pulling a sword from a stone - which qualify you to rule; 
real or symbolic copulation with representatives of tribal 
god •. 

New chieftains receive geases and huadha from their 
tuath's ollaibhs at the feis. These reflect the tuath's history. 
If the hero who founded the tribe died on a cel'ttin moun­
tain, that mountain will be geas to his successors. If he 
always fi shed in a certain lake, all fish caught in that lake 
will belong to his successors by buadha. 

The tuath d ection follows no code of conduct; it com­
bines the corruplion of modern politics with the savagery of 
dynastic war. Bribery, warfare, and allegiances with rival 
ruaths are all part of the show. Members of the ri damhna 
cannot kill one another without flouting the law against 
IOn-slaying, so disqualifying would-be chieftains by blinding 
them, te<:hnically no more than battery, is the easiest way to 

An 'rish Lord at Court 
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dear a path to the throne; ClIsmting the blind victim ensures 
that no new sons will avenge him. A reigning chieftain can 
be deposed by the tuath's nobles as easily, and brutally, as he 

was elected. 

Courtly Duties and Officers 
A chieft:lin represents his supporter's interests to the outside 
world. He leads the ruuh in war, and makes treaties and 
claims hostages from ddeated foes on the math's behalf. He 
receives visitors to the realm, promoting the math by show­
ing them courtesy and hospitality, and defending the math 
by exercising police powers over their conduct. 

Above all, he is an ambassador [0 the celestial courts. He 

rules the math by marrying or befriending or subduing irs 
totem spirit. God, or the gods, will curse or bless the ruath 
based on their assessment of its king: his hcalrh and good 
looks, his material success, and his maintenance of geas, 

among other things. 

A chieftain generally has no authority over his Msubjecu. ~ 

He cannot dole out justice; hearing cases is the prerogative 

of the breitheamhs. He can not strip a family of its ancestl'l1l 

land in o rder to bestow it on someone else. H e docs admin­

is ter a large royal estate which belongs 10 his office, and 

passcs intact to whomever succeeds h im; he us~ land from 

this estate to reward his cronies. 

The chieftain's incapacity in his own realm is tempered 

by two exceptions. First, a chieftain's buadha may give him 

despotic powers - such as the right to demand taxes or 

raise an army - over some of his subjects. Second1y, a chief­

tain can ask the tuath's dill to grant him emergency powers, 

amounting to martial law over his subjects, when the tuath is 

in serious danger. 

The Irish rules of kingship create a royal bureaucracy 

JUSt as e1abonte as Arthur's court. A chieftain never travels 

without four bodyguards, a breitheamh to advise him on 

legal matters, an eachlach to bear his words, and a champion 

to answer comhlann challenges against him. A t home, he 

needs a steward, a gate-keeper [Q fend off rude guests, game 

wardens, pig-keepers, hostage minders, and court aos dina. 

A "substitute commoner" replaces the chieftain in lawsuits, 

so as not to besmirch the chieftain's eineach. A Mlord of 

coups" both watches and prot«:ts outsiders pursuing lawful 

compensation within the ruath; he can even kill a fellow citi­

zen to defend a breitheamh-authoriz.ed raider. A ~hosteler" 

uses the best of the chieftain's estate rent-free, in retmn for 

which he offers his clth as a hotel for the chieftain's guests. 

These men are all flaith who are kin to the chieftain, or who 

gave crucial suppo" during his election. 
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LAWS OF HONOR 
Eineach and Lawsuits 
Eineach measures, in dairy cows, your worth as a person. 

The struggle for eineach defines Irish society. 

Slaves and serfs have no eineach. All free adults do, 

including foreigners. Your eineach is based on your currenl 

profession, as follows: 

Your body is worth your eineach, and your reputation is 
worth your eineach as weU. KiUing a 30 ei neach man allows 
his kin to sue you for thirty cows; a lesser injury COStS some 

fraction of thirty cows. Likewise, a crime can impinge upon 

some or all of your professional dignity. Murdering a w.urior 

from hthj"d adds insult to injury; his kin can sue over both. 

In court, your testimony has the weight of your eineach. 

Suppose that you and your brother, both of eineach 15, 
charge a druid of eineach 35 with murder. In the absence of 

physical evidence, the druid wiU win, because his eineach 35 
Mover-swears- your combined eineach of 30. The lrish resort 

to ·over-swearingM when a case of your-word-versus-mine 

threatens to become interminable. 

Lawsuits arc adjudicated by a breitheamh. H e awards 

damages for property loss, injury and disgrace based on the 

eineach of the offended party. In rerum, he eams 10% of the 

damages as a fcc. CoUecting the damages is entirely the bur­

den of the winners; if the guilty party doesn't pay you, you 

are authorized to stage a tain against their lands, and collect 

your compensation in stolen cows or slain ceiles. 

Brci theamhs can strip eineach from a person who kills 

kinsmen or breaks oaths, leaving tha t person a legal weak­

ling. 

Eineach Per Caste 

EinCJch Caste 

10-19 Betaghs, Gall-Gaels 

20-29 B6-aires, craftsmen, bards, monks, squires, bondis. 

~9 Flailh, druids, fills. abbots, knights. lochlannach 

family chieftai ns. 

SO-59 Tualh chieftains, ortaibhs, lords, thanes. jarls. 

Ki ngs and ollaibhs who rule.a pmYinee; Tara kings. 

, 
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SIAnaiocht and Hostages 
If yOU! friend Conall borrows a sword from your friend 
Neasa, you can swear slinaiocht to her, staking your cineach 
(hat Conall will rerum the sword. If he: doesn't, Neasa sues 
you, not Conall. If losing the: sword penalizes Con211's 
Hospitality or Honor, it penaliz.e:s yours by a like: amount. 

If a citizen of a foreign tuath vouches fo r you, you 
belong to his dc:tbhfinc: for the duration of your visit, and 
gain the same rights, and duties (such as avenging the: slain), 
as the rest of his family. A chieftain can extend sl:inaiocht to 
any visi!Or, but many chieftains delegate this job to thei r 
officers. 

SU.naiocht is binding for a set time: until Neasa's sword 
is re rurned, unti l the visitoTS leave: the [uath, and so on. 
When you vouch for someone, you can place him under as 
many as three geases to ensure: his good conduct. The geases 
expire with the slinaiocht. 

fu an extension of the slanaioch t custom, you might 
offer yourself as a hostage to cement an agreement. The 
Irish keep hostages for the duration of a treaty. A chieftain 
can demand hostages from the families of his ruath as 11 

show of subordination, and they can send different kinsmen 
evel)' year to play hostage in alternation. Forfeited hostages 
of high birth are usually blinded - disqualirying them as ri 
damhna - rather than slain. 

Trochlaigh 
Trochlaigh is an injured person's last resort against powerful 
enemies who refuse to pay compensation . It preys on a 
nobleman's duty to feed members of his wath, and members 
of the a05 dwa. If you belong to one of these categories, you 
can camp outside the offender's dth and begin a fas t. Your 
wget has only three options. One, he can concede the casco 
Two, he can ignore you, losing Honor and Hospitality if 
you die. Three, he can om-fast you; whoever narves longest 
before giving up or dying wins the dispme. 

Fasting is like suffocation (Pl!ndragon p. 109), but it 
requires a CON roll every four days, rather than every mdee 
round. You must also check Temperate in the first week, 
boosted if possible by Hate or Loyalty inspiration. Failure 
means that you surrender; success means that you grow 
indifferent to food and need not check Temperate again. 

Druids sometimes practice trochbigh against a si 
mound, hopi ng to win something from the god inside it. 
Each week of fasti ng in the appropri:lte pl:tce counts as two 
weeks of preparation (Pl!1Idragoll p. 279) for a magic ritual. 
Starve yourself long enough and you WILL see the gods. 
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LAWS OF PROPERTY 
The Irish describe an item's value in cows and cumhals. Two 
cows equate to one Pmdragoll librum. 

Traditional lrebnd has no markets, and no money. You 
cannot ~go to the smithy :l.nd buy a sword- when the mood 
strikes you. Property can only be exchanged through theft, 
inheritance, marriage, ceilsine, or tuaras tal. 

Ceilsine 
In ceilsine, a wealthy patron (by deflOition, :l flaith) lends 
property at interest to another man (of any caste). This 
"property~ could be a sword or 'a chariot, but it is more often 
the: income-producing trinity of serfs. cows, and p:lsture. 
Frequently, the property is a fiJ from the lord's bnds which 
the debtor occupies as a tenant. Acquiring tenants increases 
the yield of the patron's land, because more people are work­
ing it. 

The amount of interest paid, the coin in which it is paid 
- food, yearling cattle. military service, aos dana service -
the duration of the lease, and the means by which either 
party can sever the agreement are subject to negotiation 
between the patron and debtor. A ceilsine agreement can 
involve any kind of service, extra rents, or political favors . 
Most land leases must be renewed every seven ~ars, a dewl 
that helps explain some faerie tales. 

Feudalism is permanent; ctilsine is a lease conttact with 
a flOite duration. Feudal lords rule their vassals; Irish fl aith 
have no power over their ceiles beyond the terms of their 
contract. 

Tuarastal 
When you receive a gift in Ireland, you must reply with :I. 

~coun[er-gift :" another present of at le:lst equal value. If you 
refuse to fight for a cmeftain who has paid you tuarasral in 
the past, he can sue for insolence - unless you buy yourself 
out of his debt with a counter-gift. This counter-gift may be 
lavish enough to require a counter-counter-gift, and so on. 
Renumerations can become quite complex 

Refusing a gift rudely costs H ospitality. Instead, refuse 
on the grounds of modesty; admit that you are too puny and 
poor [0 reciprocate the award. If the gift-giver really intends 
chuity, nOI moral blackmail. let him swear an oath to release 
you from any obligation the gift implies. 



Pagan Shore 

LAWS OF WAR 
Comhlann 
The fru Irish an resolve disputes by recou~e to a comh­
Iann, or formal duel. A duel that does not qualify as comh­
lann has no legal sanction: its outcome constitutes battery, 
or murder. 

The issuer of a comhlann challenge sets its parameters 
(fight with spears, chariot race, etc.). the conditions for vic­
tory (fight to first blood, chariot !:I.ce from Dublin to 
Tailltiu, etc.). and the consequences of victory (loser aban­
dons his lawsuit, loser forfeits his chariot, loser accepts a 
geas, etc.). Each challenge is either simultaneous or sequen­
tial. In a simultaneous challenge, the two characters roll 
their skills in opposition, as in a Pe,,,lrogon joust. In a 
sequential challenge, one character makes an unopposed skill 
roll, and then the other character tries to match or exceed 
his level of success: people taking turns in an archery con­
test, or a game of dans, exemplify the sequential challenge. 

The person who issues a sequential challenge always 
goes fin!. Thus. if you challenge someone to jump off a cliff 
and land on his head, the burden of performing this act first 
falls on you, and if you fail, your foe has won by default. 

You must either accept each challenge issued to you, or 
forfei t two points of Honor; challenges from 2 person whose 
eineach is less th2n 114 of your own, however, may be 
ignored without penalty. You may also refuse as unfair any 
challenge for which your effective skill or physical statistic 
r01l would be at least 11 points less than the chaUengds. In 
other words. a character who eams a reputation as a great 
harpist (skill 20) cannot rack up G lory by challenging 2ma­
teurs (skill 9 or less) to harp contests - unless they rashly 
accept his ternlS. 

In a challenge to the death, the: winner keeps the loser's 
head. Preserved with lime, the head serves as a trophy, and a 
fetish for magical power. Collecting heads is against the 
ethos of PendrQgc,,: Irish warriors gain Cruel and Worldly 
checks each year they persist in it. They also earn 10% more 
Glory for defeated focs than usual; thus an Irish wuri"or who 
IOUs and beheads an Ordinary Knight gains 55 Glory instead 
of 50. 

TAin and Cath 
Each summer, Irish nobles embark on dins: small ntids to 
steal cawe from a neighbor, either for gain, or as pan of 2n 
outslanding feud. Raiders rely on small numbe~ and stealth, 
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hoping that they will not be caught and forced to answer the 
prerogatives of comhlann. 

Real warnue - the cath - senles a feud forever. usually 
by extinguishing one of the competing dynasties. A am is 
comhlann on a large scale. Irish chieftains do not jockey for 
terrain advantages or out-fl anking maneuvers - except 
against foreign ou tlaws like King Arthur. They aim to 
match warrior against warrior in equal rows. They accept the 
battle's outcome as decisive to the degree that it was bal­
anced. 

A cath begins when the armies of [wo ruaths meet at a 
pre-arranged battlefield, usually a river-ford. Fighting stam 
with a lengthy exchange of javelins, sling-stones and insulu 
between the arrayed ceithearns of each side. From time to 
time a man steps forward from his companions to fight 
tOC-to-tOC with 2n enemy warrior, 2nd the exchange of nUs­
siles stops as both armies peer at the outcome. Chariots 
drive figure~eights between the two hosts, their riders toss­
ing spears and feinting charges at enemy footmen. If a chal­
lenge ends decisive ly, if an ene my leader fa lls to a 
sling-stone, if a mock charge drives a ceitheam b2ck. then 
the side which has gained a brief advanrage in morale takes 
this as a signal to charge in earnest. Given the small size of 
Irish armies, and the all-or-nothing temperament of their 
warriors. the first charge usually decides the bude. In a 
moment of panic. a IOngdom is lost; the survivors hare their 
wrists to accept the chains of hostages. 

Military Duties 
You must fight to protect, and gain compensation for, mem­
bers of your own fine and foster-fine. Patrons and ceiles 
must fight for one another as their ceilsi ne agreements 
require. A chieftain of a tuath may. in times of great need. 
be able to dem2nd military service from the noble flOes he 
represents; these nobles may in turn muster their kinsmen 
and ceiles. UsuaUy, the nobles repon for hattie in chariots, 
and their ceiles fight beside them on foot . 

fians 
Most fian fighters are young men who 12Ck sufficient land to 
support themselves in the style they p refer. O thers are 
ex-nobles, disenfranchised by dynastic wars in their native 
ruath. An entire Nath may serve a second, larger tuath as a 
fian: a client-kingdom that gains land in rerum for military 
service. All fia ns earn income from looting, ransoming 
hostages. and 2iding vendettas in rerum for a share of the 
compensuion. 

Each flan is under the protection of a ehieft2in. He 
extends the fian -fighters citizenship within his kingdom, in 
rerum for which they selVC him, at leut pan of the year, as a 
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bodyguard. Landless warriors without the protection of a 
chieftain art simply brigands, however noble their origins. 

Each lim has a captain. appointed either by dection or a 
contest of anTIS, Each fian has its own standards for admit­
ting new members: drinking contests, accepting gcases, fears 
of arms, feats of arm wrestling, assessment of number and 
severity of scm, and so on. If you join a Fian for at least two 

yean. you gain a Loyalty (fian) passion of 3d6. 

-
THE Aos DANA 

Qualifications 
Joining any aos dana profession requires long apprenticeship 
under a master followed by initiation into a professional 
clique. Having the skills required by that profession is just a 
prerequisite. A warrior with a bard's ski lls is not a bard 
unless the local bards swear him in, and unless he ccases to 
pIi.elite as a warrior. 

Most aos dina are born into their profession. Their fam­
ily specializ.c:s in a single aos dana trade, like smithing. Some 
aos dana families are absurdly specialized: poets who only 
make satires, smiths who only forge spears, druids who do 
nothing but maintain the shrine of a certain god, and so on. 

Privileges 
Aos dana members have extraordinary privileges based only 
on their professionai StaN S. A poet from a rich family has 
the same rights as a poet whose: kin arc paupers, or slaves. 

Whereas the rights o f most people derive from their 
membership in a Nath, and arc limited to that Nath, the aos 
dina have the same rights everywhere: they are citizens of 
evuy ruath, and members of every clan . Killing an aos dina 
member is nearly as serious as killing a kinsman. 

This universal citiunship allows the aos dana to wander 
Ireland freely, without swearing slanaiocht to local leaders. 
Moreover, they are entitled to the same material support in 
foreign ruaths that they would gain al home from the circle 
of their kin. An Irish lord makes every effort 10 feed and 
house visiting aos dana, fearing lampoons and curses if he 
fails. 

Restrictions 
The aos dina's universal citiunship is reciprocal: attacking 
their host in a distant land is as much a crime as attacking 
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their c:hic:ftll..in at home. The aos dilna rarely ftght except in 
self-defense. They participate in wars only as the advisers. 
cheerleaders and magicians of the faction they support. Both 
Christian and pagan aos dana may adopt ~re vows, such 
as poverty or chastity, in their quest for powc:r :md Insight. 

Role 
The aos dina are their society's only educators. They pre­
serve local history, mythology, and law. They supervise 
human relations with the gods. They are the technocrats of 
carpenlfy, medicine. smithing, metric verse, and o ther 
processes that mystify Irish laymen. In the most backward 
tuaths, all these functions are discharged by a single druid. 

Within a tuath, the aos dina protect the chieftain from 
had luck. Their geases bind the chieftain from actions that 
might offend the powers of nanuc. Their buadha help the 
chieftain appease the powers of nature, and properly assen 
his rights to chieftains above and below him. They are pow· 
ers behind the throne who rule by superstition. 

Thanks to theiI universal citizenship, the aos d:ina pre· 
selVe Irish culrure not only within kingdoms, but between 
them as well. A great poem composed in Leinster can find 
its way to Ulster as a song, relayed from singer to singer. It is 
the aos d~na as a whole, not the ~High· Kinv,M who have 
the power to unite lreland's factions against King Arthur­
were they not divided into factions themselves. 

~~ 
PEOPLES OF IRELAND 

The fo llowing sections describe the special customs of 
Ireland's cultures. apart from the Erainn. Taken in order, 
they fonn a progression from Aran to Dublin, paganism to 
Christianity, and tribalism to feudalism. 

CRUITHNI 
Whatever the Cruithni, or Picts, may have been in real life, 
in Pagan Short they are the pre~Cehic aborigines of the 
British Isles. and the painted savages of pulp fantasy. 

They resemble the Picts of Pmdragon in every respect. 

Politics 
Wild Cruithni clans gather in confederation for war. 
Otherwise, each clan is independen t , gove rned by a 
taoiseach who combines the functions of druid and chief· 

58 

tain. The more civilized Cruithni ruaths follow Entinn cus· 
toms. 

In Ireland, the Cruithni are aitheach tuaths subordinate 
to the Long Isles. 

Famous Crulthnl 
Dil n·Araidhe kings: Suibhne mac Ai UiI was the DM 
n-Araidhe king in the early and middle campaign: a shon, 
wiry m.m with a gift for poetry and a hatred of Christians. 
In the summer of 549 he was cursed by St. Ronin (whose 
church he had attacked) just before entering battle against 
Diannaid mac Cearrbheoil at the Plain of IUths. Because of 
the curse, or because of the intensity of the battle, Suibhne 
went mad. deciding that he would rather be a bird than a 
king. For ten years afterwards he lingered on as a filthy her· 
mit, leaping from tree to tree (Inspired by madness, he could 
leap ne:lIly a mile), making bird noises, and creating match· 
less poems on the pain of solirude and the beauty of nature. 
People in every corner of Ireland encounlCred Suibhne The 
Mad in their forests, or heard his inhuman shrieking at 
night. He evenrually settled down as a ward of SI. M6ling, 
in Leinsler, who absolved his sins and buried him there in 
560. 

Meanwhile, Suibhne's son Aodh the Black, an ordained 
priest at Ard Macha. abandoned his vows and took the 
kingship. Aodh had been foste red in the Tan!. Boy·Troop, 
and was a friend of Diarmaid mac Cearrbheoil. Now, how­
ever, he began to bLune Diarmaid for his father's madness. 
Aodh the Black ki lled Diarmaid in 563. This moved St. 
Colm CiU to curse Aodh with an anonymous death at sc:a. 
Aodh perished th ree years late r in a sea battle, as he 
attempted to wrest the Long Isles kingship from Brian. 

Vi Echach kings: nachna, a cousin of Brian Of The Isles, 
ruled here in the early and middle campaign. He was a great 
warrior, and he despised Brian; upon Caleholt's death, the 
two went to war over the Long Isles kingship. 

In 555, after years of stalemate. both leaders asked for 
help from their relative, St. Comhghall. Comhghall replied 
that the victory would go to whichever man forfeited God's 
grace. Bri;1Il announced thai he cared more about winning 
than about Goo; he kiUed Fiachna a year later. 

Back in 540. while Fiachna was raiding against Saxons 
in North Britain, a strange man appeared in his wife's qUat· 

tefS. He told her that Fiachna was about to die, but that she 
could save Fiachna if she made love to him, stranger though 
he was, at that moment. She complied. This stranger was 
Manann~n mac Lir, and the son born of their liaison -
called Mongan ("little hairy one") because he was born with 
a full head of hau - became an Vi Ecbach king and fiJi, but 
never, exactly, a human. 

When the Vi Niall poet Dallan Forg-aill argued with 
Mongiln over a point of Fionn·era history, Mongan sum· 
maned the ghost of Caoiite, Fionn's friend, to prove him 

, 
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wrong. When a monk in Leinster tried to prevent him from 
n1(cting Bran Dubh, M ongin summoned a river 10 sweep 
(he monk away. assumed the missi ng man's shape. and 
sneaked into Bran Dubh's court. If killed, he was able to 
return from the grave on the same: day a year lalcr. He spent 
moS[ of his time in T ir na nOg. H is attention 10 the ur 
Echach W2Xcd and waned, as if the kingdom were a chess 
game, waiting on a table in his house, which he: fiddled with 
as he moved from room to room . Even so, the: Vi Echach 
prospered as long as he lived. 

Taking his hther's thronc: in 557, he made: peace with 
Brian of the Isles; but acco rd ing to one: story he: later 
changed his mind, slew Brian, and became: over-king. He 
was killed by British raiders one: day in 584; because it was a 
leap-rear day. his power to return on the same: day one year 
lalcr didn't help. 

GAELS 
The Gael s are formerly ~Erainn ~ waths affiliated with 
Conall Core, unifier of Munster, and Niall Nine- Hostages, 
conquemr of Connacht, Ulster and Meath . Erainn tuaths 
bear the names of gods and animals ("Deer People"), where­
as Gael tuaths are named after chieftains (~Ui NiaU"); this by 
itself shows the Cad transition from shamanism to politics. 

Niall and ConaU Corc, pinltes of the Welsh coasts. saw 
Rome gain power by pitting one petty tribe against another, 
and secure that power with standing Mmies, fortified bor­
ders, and statist poli tics. They saw the batons who appeared 
with Rome's d issolution, men who g rew fat f rom the 
slave-labor of their subjects, yet who by their very despotism 
discou raged invasions and revolt s. They were ca ll ed 
Gwyddels ("outsiders") by Romano-Welsh; pronouncing 
this as "Cael.~ they adopted it to name a newly-minted cul­
rute of cosmopolitan Romano-Irish. 

The. firs t Caels vowed to create an imperial tuath of 
over-kings, whom the Erailln and Cruirhni would serve as 
aitheach tuaths, and to replace the crudeness and diversity f)f 
pagan belief with the cohesive, materially sophisticated cult 
of C hrist, all without forfeiting the Erai nn u aditions in 
wh ich they were raised. Thei r descendants continue this 
mission with mixed success. 

Stereotype 
A Gael may fi ght from horseback, or wear a crucifix, or 
leave his estate to his first-born son, white resembling his 
Erainn counterpart in every other respect. He is more likely 
10 be ri ch. H e never travels without a train of clerics, 
couniers, buannas and galloglachs. 

The other Irish accuse the Caels of haughtiness and 
contempt for tradition. The British, bracketing the Gaels 
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with the Eminn, see them as a more polished version of the 
chariot-borne I rish bumpkin. 

Attitudes 
The Gaels consider themselves an elite. Only by uniting 
under the Gael banner can Ireland resist invaders like 
Arthur. They think in nations, whereas older tribes think in 
clans, a distinction obscure to outsiders yet palpable to the 
Irish. 

Player Chara.cters 
As a bridge between pagan and medieval Ireland, Gael char­
acters have the widest possible choice of beliefs and roles. 
They may suffer prejudice from their ties with rich, hated 
dynasties like the Vi Niall. 

Politics 
In Cael mythology, Ireland was divided centuri es ago 
between Conn H undred- Fighter. ruler of the nonhern half, 
and Eoghan S\:lve of Nuadhu, ruler of the southern half. 
Every Cael character in Pagan Short belongs ei ther to the 
Connachta (people of Conn) or the Eoghanacta (people of 
Eoghan). The so-called High-Kings or Tara-Kings belong 
to a powerful offshoot of the Connachta, the Vi Niall. 

Special Customs 
T :mistry: Many Cads practice tanistry to avoid the strife of 
tuath elections. A chieftai n can pick any king-material man 
as his ranaisle, and need not consult other nobles in doing 
50. The t:1naiste is confirmed in a feis. g:tins a chieftain's 
geases and cineach. and lives as a coun offacer until his pre­
decessor's death. 

In reality, an unpopular tanaiste will never rake the 
throne. Gad chieftains are too weak to overrule their tuath's 
fl ai th. Many nobles, however, will defend the itklJ of tanistry 
- they value a real peace more than a quasi-democracy. 

Professional Soldiers: Gael chieftains hire mercenaries to 
serve as a full time soldietS. Some ate from aitheach tuaths, 
others are galloglachs, and still others arc scurvy mercenary 
knights from Britain and France. 

A chieftain may pay these men out of his own estate. 
More often, he forces buannacht conditions on his ceiles. 
who must quarter any of his soldiers at any rime, as long as 
the COSt of doing so over the course of a year does not exceed 
their c61sine-rent (which they stiU pay, in addition to buan­
nacht). Fi nally, the chieftain may grant these men land of 
their own, making them f2.mily retainers. 

Famou5 Gaels 
The Connachta: The current Connachta descend from a 
desperado named Eochu Slave-Lord (361-438), king of 
Cruachu and T ara. 
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Eochu's sons were hunting one evening in the forests of 
Ras na R.i, and needed some water to boil game. Fearghus 
mac Eachu went looking for water and found a well guarded 
by an ugly caillcach, who demanded a kiss in return for a sip 
rrom the well. He spat on her. Next, Brian mac Eochu and 
Ai1ill mac Eochu each went to the well, and each retreated 
upon seeing just how ugly the hag was. Fi:;r,chr.a mac Eachu 
managed to kiss her, and was rewarded with :II small sip. But 
Niall, Eochu's bastard son by a British princess, had sex with 
her. She transformed into F1aitheas ("sovereignty"). a beau­
tiful damsel. and promised Niall authority over all lreb.nd. 
Fiachra a province-chieftainship, Ailill and Bri an 
tuath-chic:ftainships. and Fearghus nothing. And that is just 
how things developed. Niall claimed Tara. The term 
~Connachta~ came to mean the dynasties of his less fortu­
nate brothers. The leaders of these dynasties during the 
Pagan Short er.a - the province-kings ofConnacht - were 
the descendants ofFiachr.a, who chastely kissed power. 

Fiachra's popular great-grandson Eoghan Beal ("The 
Spokesman~) ruled Connacht early in the campaign. After 
taking the throne in 501, he began cattle-raiding against 
Meath . Only the growing power of the Lochlannach 
checked his r.aiding (they captured all the best treasures 
ahead of him), forcing him to make peace with Tara-King 
Muircheattach mac Earca in 524. He secured this treaty by 
giving Muircheartach his daughter, Duaibhseach, in mar­
riage. 

Eoghan resumed raiding after Muircheartach's death. In 
543, he encountered Forgus and Domhnall, the sons of 
Muircheartach and Duaibhseach. They killed him. They 
may have ban acting on a rumor that Duaibhseach. rather 
than the pagan priestess Sin. had bewitched their father (see 
be.low). Eoghan was buried near Loch Gill, standing up and 
facing east to protect Connacht from its enemies. 

Eoghan was the last pagan king of Connacht. He sent 
his sons to Christian schools. and encouraged other kinsmen 
to investigate the new faith . After his death. the ceremonial 
raths at Cruachu. with their aur.a of paganism. were aban­
doned as the Connacht capitol in favor of Durlas. 

AiliU Ionbhanna was Eoghan's brother, ti naiste, and 
successor. Trained as a monk in Cill Data, he spent most of 
his reign at Glastonbury in Britain. building a shrine for 
Brighid and Patrick to complement the shrine of St. Joseph 
of Arimathea. Frequently, Ailill used his tics with Britain to 
press for the arrest of Forgus and DomhnaU. Eoghan Beal's 
killers. These two men ambushed Ailill and killed him in 
550, as a preventative strike. 

S1. CeaJlach. trained in holy orders at C lonmacnoise. 
was £oghan's eldest son, and Ailililonbhanna's chosen suc~ 
cessor. H e abandoned his vows and ruled Connacht for two 
years. When his cousin, Guaire mac Colman, began a cam­
paign against him in 552, Ceallach abdicated to avoid fight­
ing a kinsman, and rerumed to a small monastery he had 
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founded earlier in Connacht. This was not enough to pacify 
Guaire, who assassin2ted St. Ceallach in 554 to prevent him 
from ever seeking the throne again. 

Muireadach Devouring Wolf was Eoghan B~a1'5 
youngest son. A born warrior fostered in the wilderness of 
Conmacne Mara, he earned his nickname at age 13 by 
killing with his bare hands a wolf than had eaten nine of his 
foster-brothers. Muireadach always distrusted Guaire mac 
Colman. When Guaire seized the throne from St. Cealbch, 
Muireadach vowed to unseat him. He spent many yean in 
the Pale, uying to organize an expedition of knights against 
Guaire. St. CeaUach's murder, in which Guaire's influence 
was widely suspected but never proven, fueled Devouring 
Wolfs crusade and brought it to the attention oflrish cler­
ics. In 556 Muireadach usurped Gurule with the aid of Pale 
knights, his own flan, and the former supporters of King 
Ceallach. A few days later, Guairc treacherously poisoned 
Muireadach and his allies at a feast, eliminating the last of 
Eoghan Beal's unhappy family. 

Guairc was now unopposed king of Connacht. Noted 
for his lavishness with material gifts. Curure personifies the 
character with a high Generous, but linle Honor or 
H ospitality. He resembles a modem mafia chieftain: a thief 
and murderer revered by poor people for his kindness, and 
scrupulous about tithing to the Church - but not too 
scrupulous to murder an individual cleric who annoyed rum. 
H is ability to buy friends accounts for the wide tolerance of 
his evil behavior in seeking the throne. 

Cuaire gained a taste of hardship himself in 560, when 
Maolodhran mac Cron. the Tar.a-King's tax collector, tried 
to extort money from Guaire's son Aodh. Guw's son slew 
Maolodhrin, and this prompted T:ua-King Diarmaid mac 
Cearrbheoil to invade Connacht at Beann Gulban. The rest 
of the Vi Niall rallied to Guaire's side and helped him beat 
the Tara- King. Even so. Diannaid executed Guaire's son. 
Guaire's desire for revenge was satisfied a few yean bter by 
Diarmaid's death at the hands of Aodh the Black of Dil 
n·Araidhe. 

Gume died in his sleep in 574. mourned by the com­
mon people of Conn:;r,cht as a saint. Subsequent Connatht 
kings came: from the Ui Brian: Fiachra's kiss with sovereign­
ty had ended in Guaire's reign of murder and deceit. 

The Ui Niall: The VI Niall arc the descendants of Niall 
Nine- Hostages. His sons Conall Gulb:;r,n. Eoghan, Cairbre 
and Eanna conquered Ailech; his sons Laoghaire, Maine 
and Fiachu conquered Meath. The Colla brothers, his mer­
cenaries, subverted the vassal·tribes of Ulster and created the 
sub·province of Oriel. 

Niall left Tara to all of his sons as a capital, assuming 
that they would rule it in alternation. Any of these men, and 
four generations of their male descendants, can become 
Tara-Kings. This means that any player character born into 
an Ui Niall faction before 520 can became (titular) King of 
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the Irish. If the descendants of a chieftain do not re-capture 
the throne within four generations, the filth and subsequent 
gentrations arc no longer ri damhna. Some dynasties of the 
Ui NWI have already lost the fight to become Tara-Kings by 
me time King Arthur arrives. 

Laoghaire mac Niall was the first hdr of Tara. and the 
king who welcomed St. Patrick to lcdand. He consolidated 
Niall's gains, but died from brea king geas. Hi s son, 
Tara-King Labhraidh, also died from breaking geas. A pat­
tern was becoming evident: the Sovereignty goddesses fed 
on royal blood. 

Muircheartach mac Earea was the most ruthless and 
effective Tara-King since Niall, and the last Tara-King to 
rule independently of Arthur. Muircheartach's father was 
Muireadach son of Eoghan son of Niall. His mother was 
Earca. daughter of the Long Isles hero Loam. When the 
young Muircheartach was exiled from Cineal Eoghan for 
killing some jesters, he adopted his mother's name and fled 
to Loam's kingdom. A few years later, he killed Loam him­
self in a bid for chieftainship, and went into exile again, this 
time with a company of Lochlannach pirates. He returned 
to Ireland in 494, find ing it in turmoil over the royal succes­
sion at Tara. Muircheartach played the V i Niall factions 
against one another and, his previous sins forgotten, won the 
suppott ofCinea1 Eoghan for Tara-Kingship. 

Muircheartach's early and middle reign saw the rise of 
fonnidable opponents: the feudalized culture of Leinster, 
the Long Isles, and Britain; and the Lochlannach. The new 
Leinster proved indomitable: Muircheartach's attempt 10 

collect the b6ramha and seize Kildare in 520 was thwarted 
by the Geralds, King Anguish's mercenary- kn ight allies 
from Britain. The Lochlannach, under the leadership of 
Thorgestr, lOok over Tara in 524 while Muircheartach was 
in Connach t wooing Duaibhseach ni Eog han Bta!. 
Muircheartach could not return to his capital past the huge 
fleet Thorgesn had assembled on the Sionnan. But, when 
Thorgestr demanded virgin girls as tribute at his island 
fortress on Loch Owel, Muircheartach saw an opening. He 
disguised warrior-boys of the Ui M aine as girls, and sent 
them to an orgy planned for Thorgestr and his fifteen 
under-chieftains. The undcr-chieftains were stabbed to 
death. Thorgestr was bound in chains and tossed into the 
loch. In one maneuver, a generation of Lochlannach leaders 
in Ireland were destroyed. Muircheartach regained Tara by 
525. 

Five years later, he lost it. Repeated attempts to collect 
the b6ramha led some of the Leinster barons to seek help 
again from their allies in Logres and Ganis; meanwhile, 
King Arthur's defeat of Sir Galeholt gave Britain a foothold 
in the North. Arthur invaded Ireland in 530, quickly captur­
ing the Lochlannach towns of Leinster, then riding to Tara. 
Muircheartach was defeated; allies summoned from Oriel 
arrived a day late and were defeated, too, in a second battle. 
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Recognizing that Arthur was his superior as a warlord, 
Muircheartach submitted. Since then, the Tara-King has 
been a vassal of Arthur: King of the Irish, but not ofI reiand. 

Muircheartach's fate was sealed in 533 when he saw a 
woman of unearthly beauty riding her chariot on the lawn of 
Brugh na Boann. She told him, in the classic style of a faerie 
mistress, that she had watched him from the Other World 
for years, and falle n in love. H er name, which she forbade 
him to reveal, was Sin ("storm~). Smitten, he moved to 
Cleiteach, 3. nith beside the Brugh, and dismissed his previ­
ous wife and his retainers. Word of the event spread to AId 
Macha, where Muircheartach's cousin Cairneach was a 
priest. Cairneach hurried to Cleiteach, put a curse on it, and 
dug a grave nearby in anticipation of Muircheartach's death. 

Sin held Muircheartach under a Glamour. All day he 
swung his sword at bushes outside his palace, thinking that 
they were goat-headed men , rival armies, or Fomhorachs. 
He retired from this fighting to a lavish feast - which was 
really water and straw - and a night of intercourse with 
Sin. Each day left him weaker. Kinsmen tried to spirit him 
away, but Cleiteach was now surrounded by a Ciannachta 
army taking orders from Sin. Muircheartach finally died on 
Samhain in 534. Duaibhseach died of grief and was buried 
with him. As fo r Si n, she approached Muircheartach's 
priests with a confession: her father, a chieftai n of the old 
Erainn tribes of Mearh, had died at Muircheartach's hands 
years ago; she was no goddess, but a druidess who had con­
fused and poisoned Muircheartach out of revenge. She then 
died of remorse. 

Muircheartach's ensorcellement by Sin aroused the 
ambitions of Vi Niall dynasties previously excluded from 
Tara. Supported by Sir Brauias, the Ju sticiar, Tuathal 
Rough-Skull of the Cineal Cairbre sent armies into Meath 
as Muircheartach neared duth, then claimed the throne. 
Tuathal was a British puppet and a non-king. He presided 
over the expansion of The Pale and the loss of Cineal 
Fiachu lands to Britain. Few of the Irish mourned when he 
was murdered and replaced by Diarmaid mac Cearrbheoil of 
the Ui Conall Criomhthainn in 544. Maurice FitzGerald, 
the new Justiciar, supported Diannaid's accession in return 
for help against the Eoghanacta. 

The first five years of Diarmaid's reign promised a return 
to pagani sm, strong leadership, and the path of t he 
war-lord. A 549 expedition against the Long Isks, whose 
legitimate king was dead. gained no territory, but kept the 
people of that region at bay and put a king, Suibhne mac 
Ailill of the DM n-Araidhe, out of commission. The same 
could be said of the famine his druids caused in Munster, by 
putting a demon into the apples eaten by Caiseal- king 
Cathal. Few knew about Diarmaid's hand in this except his 
fitzGerald supporters, who stocked their larders well in 
advance. Diarmaid made a truce with the Munster king in 
550, after the curse had worn off. 
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Diarmaid anragonized the British and the Ceili De by 
trying to resurrect the feis of Tara in all its pagan glory 
(Muirchcartach and Tuathal had celebrated it covertly). He 
summoned the immortal fili Fionntann from Munster - a 
favor he had won from the Munster monarchs - to advise 
him on the pre~Christian rraditions of kingship, then held 
the celebration according to Fionnr-ann's instructions in 556. 
The festival was marred by a murder during the caman tour­
nament. Oiarmaid pursued the killer, an Vi Ailill prince 
from Connacht, into the sanctuary at Kells, and executed 
him. This enraged St. Colm Cill, who began talking to his 
Ailech kinsmen about deposing Diarmaid. 

At first, no such move was made. Oiannaid was a good 
king in the pagan style, supporting poets and bringing pros­
perity to his lands. The many prophets associated with 
Diarmaid did issue repeated warnings about his death, 
which would come under the ridge~pole of Tara and at the 
hands of Aodh the Black , so n of Suibhne mac Ailill. 
Oiarmaid circumvented this by taking down the ridge-pole 
and casting it into the sea, even though his druids warned 
him that the pole had guaranteed Tara's stability since the 
days of th e gods. The one un iversa lly-hated aspec t of 
Diannaid's administration was Maolodhran mac Cron, his 
~maor" or bailiff who, in a fashioned learned from feudal 
kings, wandered Ireland with a host of ga116glachs, colll'ct­
ing tribute from everyone who owed it, and everyone who 
didn't. When Maolodhr:ln was slain by Aodh mac Guaire of 
Connact in 560, Diarmaid's excuse to make sword-land had 
linally come. 

D iarmaid mu ste red Oriel and en tered Connacht 
through the north, at Be:l.nn Gulban, in 561. He was met, 
not only by the Connachr-a, but by all the Vi Niall factions 
of Ailech - led by St. Colm CilL Oiannaid's druids sum­
moned a fog to confuse the e nemy; Colrn dispelled it. 
Diarmaid was routed after a bloody battle. He did learn 
Aodh mac Guaire's whereabouts: the prince had taken sanc~ 

tuary with St. Ruadha.n. Diarmaid gained permission from 
the British to find Aodh, whom he executed over Ruadhan's 
proteslS. He also brought excommunication proceed ings 
against Colm Cillo 

The clergy of Ireland had had enough. Ruadh:ln, St. 
Breanainn, and ten other cle rics began trochlaigh, not 
against Diarmaid, but against Tara itself. The feasting hall 
at Tara collapsed into rubble late in 563. Diarmaid Oed, for 
rival Vi Niall armies were movmg agamst him, just as 
Tuathal had advanced on the dying Muircheartach years 
before. Wandering in the Ulster wilds, Diarmaid was invited 
into a r:l th (Little Rith in D5.l n-Araidhe) by a comely 
woman. The ridge-pole of the lith seemed familiar to him, 
so he inquired about it. The woman replied (hat her fa ther 
Aodh had salvaged this fine piece of wood from the sea. 
Diarmaid ran for the door, but Aodh the Black awaited him 
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there with a spear, which pierced his hean. The doom had 
come. 

Oiarmaid was the last king to live at Tara or to celebrate 
its feis. In 563 the Tara estates were finally annexed into the 
Pale; the site itself stayed in ruins. Later Vi Niall kings 
chose their own capitols. The end of the Pmdragoll cam~ 
paign k aves the Ui Niall kingship centered in Ailech, and 
contested by FOlgus and DomnaJ mac Muircheartach, and 
Calm Cill's cousin Aodh mac Ainemirech. 

The Eogllanacra: Munster's Gael dynasties descended from 
a mythical hero, Eoghan Slave ofNuadhu; they also counted 
his grandson, Aillil the Earless, as a key dynastic founder 
despite his evident cruelty (his ears were torn offby the god­
dess Aine, while he raped her - see ~Aine's Mound" in 
Places). They owed their Pagan Short!-era prominence to a 
flfth -cemury hero: Conall Corc, one of the Irish raiders 
expelled from Britain by the Welsh chieftain Cunedda in 
410. A vision of a glowing yew tree springing from a rock 
led Conall to found Caiseal eThe Castle"), an imitation of 
Roman shore-forts, on a mammoth rock in Elk People terri­
tory. It remained the most impressive fort on the Irish main­
land unti l the coming of King Arthur. 

More extensive power for the Eoghanacta was won by 
Conall 's successor, Aonghus mac nad Fraoch (424-490). 
Previously, Munster had been a patchwork of Erainn tribes 
who followed a bewildering constellation of animal gods. 
Aonghus pitted these tribes against one another, using the 
Elk People in particular to drive away the rival Deer People, 
and (0 contai n two ambitious Gael dynas ties, the Ui 
Liathain and the Vi Fiodhgheinte, who tr.,lce descent from 
Eoghan, but not from Conall Core. The Erainn who served 
Aonghus in these wars became aitheach tuaths with consid­
erable land, privileges and independence. Aonghus is also 
noteworthy as the first Christian of the Eoghanacr-a, con­
verted by St.Patrick himself around 470. Even so, he credit­
ed his success in battle to the sorcery of a druid named 
B6inda. 

The Eogh:macta split into rival factions after Aonghus 
was murdered by his ambitious lieutenant, Dui larlaithe. 
Oui's reign at Caiseal was never fully accepted by the other 
Eoghanacta a nd their Erainn clients; the Union Fian 
rebelled and kiUed him at the Ford of Pursuits in 516. This 
rebellion left the Eoghanacta leaderless for three years, a 
period of chaos exploited by the Lochlannach founders of 
Limerick and Cork. 

Finally, the Eoghallacta chose a king from the ·'neuuar 
ground of the church in 519. This was Feidhlimidh mac 
Criomhthainn, a great-grandson of Conall Corc fostered by 
the Ceili De theologian Feardacrich. Feidhlimidh was an 
accomplished warrior, poet and cleric determined to use his 
new office to ti.mher the Ceili Dt - and to unite 1 reland 
under onc pious ruler. In 528 he became the fi rst Irish king 
to re-COflllucr a Lochlannach town (Cork), and the first 
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non-VI Niall noble [0 declare himsc:lfHigh-IGng (a declara­
tion met with [ouI indifference: outside Munster). He cam­
paigned to appoint a Ceili De abbot at Clonmacnoise after 
SI. Cianin's death in 533; thwarted by Ciaran's comharba, 
he sacked the monastery, only to be driven off by Ciaran's 
allies among the Ui Maine. Later, Fcidhlimidh trained his 
ambitions on Patrick's see a l Ard Macha. A bribe from 
CaiseaJ installed a Ceili De monk named Diarmaid as abbot 
there in 535, but Diarmaid was quickly deposed by a legiti­
mate combrba. Forannan. Feidhlimidh responded by kid­
napping Forannan during a state visit in 539, and ransoming 
him back to Ard Macha's monks for the amount of his orig­
inal bribe. 

Fleei ng from a failed attack on the Lochlannach of 
Waterford in 541, Feidhlimidh losl his crozier among the 
brambles - an accident that symbolizes his essentially secu­
lar behavior. O n Samhain in 547, after another aborted raid 
on Clonmacnoise, Feidhlimidh was confronted in his bed­
chamber by the ghost of St. Ciaran, who jabbed him in the 
stomach with the missing crozier. Withi n three days, 
Feidhlimidh was dead from an ulcer. 

Feidhlimidh's tanaiste, Cathal mac Fionghuine, was a 
generous and popular king who tended to pick feuds with 
Leinster and the Ui Niall. When Cathal began to lust after 
Uogaeh, sister of Tara-Ki ng Diarmaid mac Cearrbheoil, 
Diarmaid hired a druid to curse a parcel of apples that 
Uogach sent to Cathal as a gift in 549. After eating the 
apples. Cathal became possessed by a demon of gluttony 
which led him to singlchandedly consume Munster's harvest 
in 550. Early the next year Catha! was cured of gluttony by 
Aneta mac Conglinne, a cleric and satirist from the school 
at St. Coman' Woods, and subsequently made peace with 
Diarmaid in a summit at Two-Streams. One year later, 
Cathal died from the Yellow Plague. Mumha Mor, pagan 
patroness of Munster, appeared in banshee fonn to keen at 
his funeral. 

Cathal's death without tanaiste sparked another war 
between the heirs of Conall Core, by now divided into seven 
derbhfmes: The Eoghanacta of Aine, of Caiseal, of Loch 
Lean, of Ox Valley, of Arann, of Pond Fort, and of The 
Rushes. For nine years, Munster was without a legitimate 
king. T his period sees unchecked raiding from the Ui Maine 
and other Connachta dynasties, the rise of the GeraJds and 
DaJ Cas as de facto lords of the west, and, fmally, the cap­
mre of CaiseaJ by The King Of The Black Reeds, a usurper 
from the Ui Liathain. 

Cairbre Crom of Ox Valley faction killed the King Of 
Black Reeds and re-caprured CaiseaJ in 561. He presided 
over the official division of Munster into sub-provi nces: the 
west to the Geralds, the east to the Butlers, and the 
south-central regions to the remaining Eoghanacta. This 
settlement . and Cairbre Crom's military skill , leaves 
Munster in relative peace for years to come. 
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LOCHLANNACH 
The Lochlannach . or Vikings, exist in Pagan Shorl! to 
account for the Viking town s (like Dublin) found in 
Malory's sixth-century Ireland. They fill out Pagan Shore's 
collage of pagan-to-Norman Irish culture. 

Stereotype 
Irish sagas depict the Lochlannacb as blonde, ill~tempered 
giants. They are noted for their Ctuelty, greed, boastfulness, 
courage, and love of good company. 

The Irish accommodate these pariahs for their useful­
ness as mercenaries and traders. The British see no dist inc­
tion between the Lochlannacb and the Saxons. 

Player Characters 
Military adventures can plausib ly co mbine Irish and 
Lochlannach characters. But the Lochlannach are out of 
their depth, and unwelcome, in Ireland's high-courts and 
sacred groves. 

Attitudes 
A Lochlannach does not see himself as a semi-divine prince 
whose magic aura would be sullied by trade or contact with 
foreigners. Compared to other culrures of their era, they are 
pragmatic, cosmopolitan , and unpretentious. 

Lochlannach courage is fueled by pessimism (~it doesn't 
matter~), not hope. Even their gods obey the indifferent 
powers of luck and decay. The Lochlannach greet success 
grim resignation, and the expectation of evenrual disaster. 

Politics 
Lochlannach raiding parties have been sacking Ireland's 
coasts since 490. Lochlannach traders have frequented the 
island for just as long, building markets and cities. Many 
raiders who lack the means to return to Scandinavia remain 
in Ireland as bondis (farmers). Others serve Irish chieftains 
as ga1l6g1achs, and earn fiefs on the fro ntien> of the Long 
Isles in compensation. 

Special Customs 
Lochlannach society began when a god named Rig the 
Walker slept with three mortal women, and beget three 
sons: Thrall, Freeman, and Chieftain. These three castes, 
and the various subcategories within them, correspond to 
the Slaves, Cow-Lords and Sovereigns of pagan Ireland. 

The Lochlannach hold property jointly within an 
extended family. A freeman never owes tribute or rent to 
anyone, and never loses his property unless he is outlawed 
for a serious crime. Freemen pay their chieftains in labor and 
military support. They cooperate with their chieftains on 
longship expeditions in return fo r a share of the spoils. 
Upward mobility is common. 
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Chieftains rule on the strength of their descent from 
previous chieftains, and from Odin the A11~Father, but 
their subjects can change allegiances by moving to a diffe r~ 
ent region. In some places a local chieftain is the highest 
authority; elsewhere, petty chieftains are subordinate to a 
jarl, who essentially rules a province, and who may in turn 
be subordinate (0 a national king. 

A chieftain travels with a bodyguard of huscarls, or 
sworn soldiers. They fight in return for food. shelter, and 
booty. Rich young men serve as huscarls, briefly, to gain 
experience and prestige; lesser men serve the chieftain all 
their lives, hoping mat he will pension them out on a fann 
from his holdings. 

The freemen of a Lochlannach settlement meet every 
year in a ~rning.~ or assembly. Like the h ish aonach, the 
thing is a senate. in which new laws are proposed, and a 
high coun, in which important civil cases are adjudicated. 
A chieftain presides over the thing and appoints twelve free 
people from any background to se rve as its jury . 
Law~speakers reconcile the thing's judgments with tradi ~ 
tional customs; they do not try cases or make new laws 
themselves. 

Each free person has a mansbot: an honor-price equiv­
alent to an eineach. The Lochlannach prefer to exact 
mambot compensation in blood. 

The Lochlannach skalds (poets) resemble fllis. Apan 
from the skalds, there is no pan-tribal ~aos dana" caste 
whose powers set the m apart from ord ina ry people. 
Among pagans, a single man can serve as both chieftain 
and priest; the word ~godi ~ refers to either. 

The Lochlannach follow Saxon gods. Odin, their ver­
sio n of Wotan, is both a fath er of dyn asties and a 
magician+poet; his cult resembles the Daghdha's. 

Gall-Gaels: uGal1 ~ mea ns foreign. ~Gall-Gaels~ are 
Iri sh people who adopt Loch lann ach ways, even 
Lochlannach religion, after their lands are conquered by 
the fair-haired foreigners. Such half-castes have few rights 
as Lochlannachs or Irishmen, so they support themselves 
by piracy. You can designate any Lochlannach characters as 
Gall-Gaels. Treat them as Irish bo-aires fostered by sailors. 
Gall-Gaels cannot be fostered-out normally. 

Irish chronicles single out some Gall-Gaels as u worse 
than vikings" for th eir ico n+smashing antago nism to 
Christianity. Such Gall-Gaels may be disgruntled Iri sh 
Christians who have joined a Lochlannach berserker cult 
to fight their way back to paganism. Squads of Gall-Gaels 
inspired by Hate (Christianity) make good opponents for 
Christian knights. 

Famous lochlannachs 
Jarl O laf the White: Olaf led several raiding parties against 
Meath before settling down 10 build a longphort at Dublin 
in 515. This decision was informed by the price on his 
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head back in Scandinavia, for an unknown crime. Olaf 
declared himself a jarl over the burgeoning city of Dublin 
and the agricultura1 outskirts called Fionnghall, and built a 
judgement-hall for himself (fcaruting a pit of vipers into 
which miscreants were thrown) as well as an Irish-style dth 
a kw miles to the south. 

While not adverse to dealing in local textiles, or stolen 
monastic silver, Olafs real inclimnion was toward slaving. 
He sold the Irish to the French, the French to the Irish: 
everybody to everybody. Most infuriating to Irish Christians 
was his willingness to sell local captives into Saracen lands. 
Slave-traders and explorers from Egypt and Arabia fre­
quented his court, and a squad of ~bluc mcn~ (Africans) 
whom he met while trading in Morocco served among his 
huscarls. It's important to remember that slavery was legal, 
and common, in Ireland during these years, though sincere 
Irish Christians shunned it. 

Thorgestfs attack on Ireland in 524 was partly directed 
against Olaf, for Olafs old crime had apparently injured 
Thorgestr's family. While Thorgesu himself led a fleet of 
longships up the Sionnan, ]varr son of Thorgestr attacked 
Olafs rclarives at Carlingford, was beaten back, then 
attacked Dublin itself, burning part of the city and forcing 
Olaf to hide in the Deer People wilds. In 526, Olaf retwned 
from hiding, and fortified Dublin with a stone wall. 

Olaf was an opportunist, even a coward. H e wouldn't 
risk founding a longphort, or raiding for slaves against the 
Ui Niall, without a patron backing him up. This patron was 
nearly always King Anguish , who collected tariffs from 
Dublin and mustered its galloglachs against his enemies. 
Anguish's embrace of this foreign slave~lord was a continu­
ing source of disgust to his enemies in Eire. 

The arrival of the British did not alter Olaf, starus as a 
feudal client. After Olafs death in 543, his son Aelle served 
the Justiciar as "deputy" in charge of the Dublin Norse. 

King Thorgestr: Thorgesrr was a prince In his native 
land, which encompassed parts of Norway and Jutland. A 
dearth of political opportunities at home, plus his hatred of 
Olaf the White, led him and fifteen under-chieftains to the 
Irish Sea - not as pirates, but as invaders. H is force, 
including more than 200 longships, makes Arthur's Irish 
invasion look half-hearted . 

Arriving in March of 524, Thorgestr sent his son Ivarr 
to the east, attacking Carlingford and capturing Dublin , 
while he circled around Ailech to the Sionnan , and from 
there moved into Meath . By August, he had installed him­
self as King of Tara, killing Muircheartach's steward and all 
of his best warriors. Thorgestr's downfall six months later is 
detailed under the section on Muircheartach, above. 

If Thorgestr occupied Tara without harming it, this was 
due to his respect for magic. His name betrays descent from 
Thor. His son, Ivarr, knew spells: Ivarr's stare was so intimi­
dating that no beast or warrior could approach him head-on 
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(Olafs son Aelle put a bag over lvarr's head, then tossed 
him in the Dublin snake-pit). ThorgestTs wife, Ora, was a 
practicing witch who claimed to be the daughter of Siegfried 
the Volsung and Brynnhilda the Valkyrie. As a gift to her, 
Thorgestr attacked Clonmacnoise, driving St. Ciarin into 
hiding and killing many monks, then gave Ota the site as a 
temple to Hel and Freya. 

Ota was never captured by the Irish. Rumors persist that 
she is stiU in the western isles, recruiting soldiers to avenge 
her husband, or making curses against the Ui Niall. 

Jarl Ketil Flat-Nose: Ketil was a gifted and cruel merce­
nary captain, whose band of Gall-Gael pirates terrorized the 
Christian centers of the South. In 527, Sir Galeholt gave 
him sovereignty over the Isles in rerum for galloglach ser­
vices and a promise of good behavior. 

Ketil had previously been an ally of Olaf the W hite, even 
giving Olaf his daughter, Auda Deep-Thinker, in marriage. 
Joining Galehoh made Olaf his enemy. Auda Deep-Thinker 
fled from Olafs court; she and her son by Olaf ruled the 
Isles after Ketil's death in 530. When Brian of the Isles took 
power, he refused to shelter Ketil's family from their various 
enemies any longer. The aged Auda spirited her children out 
of the Long Isles with the help of monks from ]ona, who led 
them to Thule (Iceland). Here, a new culrure began from 
Gall-Gael roots. 

FEUDAL IRISH 
The Feudal Irish are an historical fiction. Theirs is the eul­
rure of Isolt, Galeholt, Fergus ofGaUoway, and other "Irish" 
cha racters in late medieval romance. I have filled out 
Malory's vague Lcinster with the props of feudal Scotland, 
as depicted by Hollywood and Sir Walter Scott. 

Stereotype 
The Feudal Irish speak with a brogue . They drink whiskey. 
They are berserk in battle, quick to make friends afterwards, 
and quick to take offense the next day. 

Irish knights wear tartan kilts beneath chain or partial 
plate armor, cany great-swords, and often dismount to fight 
on foot. They eschew heimets in favor of tam-o'-shanters or 
silver headbands. Lords combine Gaelic dress with the fancy 
crowns and robes of high-medieval kingship. They lounge in 
coun wearing purple cloaks trimmed with ermine over tar­
tan togas. Wealthy women, like 1a Beale lsoud, wear long 
grey-green dresses which contrast to fine effect with the 
ringlets of auburn hair that fa ll, unhindered, across their 
shoulders. 

The Feudal Irish are promising students of Anhurian 
culrure. An undertow of pagan anarchy makes them exotic 
to the staid knights and ladies of Logrcs. 
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Other Irish people see them as schemers who enrich 
themselves by betraying Ireland to foreign influences. 

Attitudes 
Feudal Irish culture struggles to reconcile Christianity with 
the native cults of Brighid, Nuadhu and Find the FilL Both 
sides arc winning; the fcuclalists are Christian and pagan in 
alternation. They find no middle ground between chastity 
and nymphomania. abstinence and alcoholism, submission 
and jihad. 

They disdain those savages who cling to Trnditio nal Irish 
customs. No alliance: is too unseemly and no tactic too cruel 
when it comes to fending off the unwashed Irish hordes, 
especially the Vr Niill, whose armies hover on their borders. 

Player Characters 
Irish knights make fine Pmdragon characters. Their titles are 
acknowledged throughout Arthur's realms. 

In Ireland, the Feudal Irish suffer the same prejudices as 
the British, below, with the added burden of being perceived 
<l.S culrural nuncoats. 

Politics 
Leinster and The Long Isles are the feudalized Irish king~ 

doms. Each turned 10 foreign customs early in the cam­
paign, led by the despotic and charismatic leaders Caleholt 
(in the Long Isles) and Anguish (in Leinster). 

Famous Feudallrtsh 
King Anguish: Anguish (Aonghus) of the Vi Dunlaing 
began his transformation of Leinster after the death of his 
fat her, Leinster-k.ing Dunlaing, in 499. A prince named 
Gurman of the Vi Carrchu was his fiercest rival, but 
Anguish placated this man with a co-chieftainship which 
became increasingly token as more Leinster chiefs flocked to 
Anguish's faction. 

H oping to senle the feud dividing Leinster between 
Dunlaing (North) and Cennsealaigh (South), Anguish mar­
ried Isoh, an Vi Cennsealaigh flaith educated in France, in 
501. Together, they imported French customs to Leinster, 
just as Arthur and Guenever were feudalizing Britain. After 
opposing Arthur early in his reign, Anguish, realizing his 
need for allies, became a vassal of the Pendragon and a com­
panion of the Round Table. 

The transition from Irish government to quasi-feudalism 
came in a series of dails held at Naas in 511 -14. Hoping w 
unify Leinster against its enemies, the Vi Dunlaing granted 
Anguish ncar-absolute emergency powers. H e eliminated 
dynastic c:iections, ciilsine , and land~ownership except in 
vassalage to a king. Leinster's citizens became Anguish's 
tenants, which means only that they fight for him, submit to 
his justice, and render "aids" (taxes) in times of emergency. 
He was to be replaced by a tana iste from th e V i 

66 

Cennsealaigh ; intended for Sir Marhaus, this role ultimately 
went to Bran Dubh. 

In short, Anguish created a derbhfine whose taoiseach 
has the power of a feudal lo rd. Anguish called this 
super-taoiseach a "thane," the family he leads a "clan," and 
the territory they own in common a "thanage." Anguish also 
assigned ai theach tuaths to his supporters, including some 
British knights, as earldoms. Residents of the tuaths either 
cntered the ranks of knighthood, were recognized as a free 
c1andom by the king, or, most often, remained on the land 
as betaghs. 

O ther Leinster tuaths followed suit. Their lands became 
thanages passed from tinaiste to tanaiste. The men of a clan 
have the rank and holdings of a household knight; the thane 
himself equates to a banneret. A few b6-aire families serve 
the thane as serjeants or carls; minor freemen with a military 
tenurc. 

Anguish was completely successfill in pacifying his own 
province, taming the Loch lan nach, making peace with 
Britai n, and keeping the V i Niall at bay. In person, his 
adherence to the rules of Honor was irreproachable (see 
"The Wooing of The Lady of T he Launds~ in the Umagic~ 
chapter for evidence). In a certain light, he was the kind of 
~good king" about whom there is little to say. But the UI 
Niall and other rivals saw him differently; as the traitor who 
bought peace, for Leinster, by selling Ireland as a whole to 
ruthless foreigners. King Anguish died in bed in 565. 

Qyeen holt the Elder: The queen of Leinster was an Vi 
Cennsealaigh heiress fostered at the court of IGng Bors of 
Ganis. Marriage to the young Anguish of the Vi Dunlaing 
united his ambition with her chivalrous conception of gov­
ernment and culture - and her foster-kinship to the de 
Canis family. 

!solt the Elde r was an expert chirurgeon, a skill she 
passed on to her daughter. Her goals in the middle-carll ­
paign included finding a king for her daughter to marry, and 
promoting the inte rests of her young brother, Marhaus, 
whom she expects to succeed Anguish. Fate thwarted these 
ambitions; T ris tram killed M arhaus; La Beale lsolt married 
King Mark and fell for Tristra m; Ang uish pardon ed 
Tristram for the murder; Anguish left the throne to Bran 
Dubh. After Anguish died, Isolt retired to her hospital at 
Chapel isoh , Dublin. She died there in 567. 

La Beale Isolt: This young woman inherited her mother's 
beauty and skill in chirurgery. William FitzGerald, Bran 
Dubh, and Sir Palomides all courted her. But she was most 
taken by Sir "TramtrisC (Tristram), who needed her to heal 
his envenomed wounds, and who played the harp as well as 
any Irish bard. 

Learning of Iso It's beauty from Sir Tristram, IGng Mark 
Coveted her for himself, and King Anguish saw the chance 
fo r a peace -ma ki ng marriage be tween Leinster and 

r 



Irish People 

Cornwall. Marriage to M ark in 533 takes Isolt out of 
Ireland. Mtcr Mark kills Tristram sometime in the 550s. 
holt dies of grief, and is returned to Chapel Isolt. Dublin. 
for burial. 

Sir Mathaus: Marh:a.us was Qpeen holt's brother, and a 
Ie2ding noble of the Ui Cennseahigh. He threw his suppon 
behind Anguish's feudalism when Anguish offered him the 
demesne of wois as a fief. A love of adventure led him to 
Arthur's Britain, where he become a respected Round Table 
knight. 

The family of Marhaus and holt was the rf damhna for 
the comharba of St. Brighid at eill Dan. Generations ago, 
they provided druids to C ill Darn instead of nuns. When 
Merlin swiped CiIl Dan's standing stones in 474, the out­
raged UI Cennsealaigh took this as a license to attack 
Britain; they were among the Irish factions that captured 
bnd in Cambria. In 491 , Uther Pendragon bought the Ui 
Cennsealaigh off by entitling them to collect a slave-tribute 
(rom the rebellcingdoms of Cornwall and TinrageL 

In 529, Muhaus arrived in Cornwall to collect the trib­
ute, b6ring an envenomed spear as other Ui Cennscalaigh 
heroes had in the past. King Mark, tired of sending good 
men to Ireland, knighted the promising Sir T ristram to 
oppose Marhaus. In a bitter fight. Marhaus was killed. but 
Sir Tristram was poisoned, forcing him to sec k help in 
Ireland on the assumption that the brewers of the poison 
would be best able to cure it. The death of Sir Marhaus 
ended the slave-tribute against Comwall. 

Sir Palomidcs the Saracen: Sir Palomides first appears in 
Malory as a knight errant attached to Anguish's count and a 
romantic pursuer of La Beale holt. He and his brothers 
Safere and Segwarides were descendants of a Moorish king. 
If they were among the Moors brought to Dublin by O laf 
the White, this would explain Palomides' presence in 
Lcinster. 

Like other characters in the Tristram mythos, Palomides 
seems to forget about Ireland after a few adventures in 
Britain. Whether he retains land or offices in Lcinster is up 
to the gamemaster. 

Sir T ramtrist: 1'ramtrist" was the pseudonym adopted by 
Sir T risuam when he journeyed to Ireland for healing in 
530. H e remained as a guest at Dun Aillen for a year. 
Ouring that time, a wyrm began Jawging the lands around 
Anferginan Pass {t his creature had been awakened by 
Maolodhrin mac Cr6n - see below}. Sir Tramtrist killed it 
singlehandedly, but its head was stolen by Bran Dubh, who 
rried to win Isolt by raking credit (or the deed. Sir Tramtrist 
proved that he himself had killed the monster, amusing the 
court at Bran Dubh's expense and further impressing lsolt. 

Events at the Lady of the Launds tournament forced 
Tramtrist to shed his disguise and flee Ireland. Later, in 
533, King Mark dispatched him on a suicide mission to win 

67 

lsolt from her parents as Mark's bride. Tristram, however, 
made amends with Anguish by saving him from the de 
Ganis brothers, who wrongly blamed Anguish for Sir 
Hugo's death. {Still. I suspect that lsolt the Eldu never fur­
gave him for killing Marhaus.} After Isolt's marriage to 
Mark, Tristramfframtrist does not return to Ireland. 

Maolodhrin Mac Cmn: Maolodhdn W2S the thane of the 
Fosterlings. ncar Wexford. His chieftainship entitled him to 
control a magic lance willed to the Fosterlings by Cathoir 
M6r; no other human could wield the weapon, which usual­
ly rested on a standing stone in Anferginan Pass. 

Cathoir's Lance magically consumes one cow's worth of 
food or the blood of one man every day. It attacks anyone, 
including its owner, as a means of getting its daily ration. 
The Lance can speak. but only enough to explain its needs. 
It can move freely by itself when within Anferginan Pass; 
elsewhere, it can only move within a three meter radius of 
wherever it was last placed . It cannot be broken. When 
fighting by itself, the Lance has a skiU of 20 and does 4d6 
damage. Whether fighting by itsdf, or in the Fosterling 
chiefs hands, the Lance has an extraordinary power: In any 
round, if the Lance's first attack succeeds. it can make any 
number of subsequent attacks against any numhcr of targets 
until it misses. or is beaten in opposed resolution. 

During a raid against Oriel in 529, M aolodhrin slew 
two young brothers of the future high-king Diarmaid Mac 
Ccarrbheoil. The Vi Niall put a price on Maolodhrin's 
head, with the agreement of King Anguish, who hoped to 
avoid another Lcinster-Meath vendetta. Maolodhrin went 
into hiding, taking the Lance with him, and leaving the 
people of hi s homeland at the mercy of a wyrm which 
appeared as soo n as the Lance was gone. In 537, 
Maolod hrfln solved his dilemma by hunting down 
Diarmaid, then sparing his life in return for amnesty in the 
matter of killing Diarmaid's brothers. When Diarmaid 
became Tara - King. Maolodhrin abandoned Leinster to 
become Diarmaid's tax-collector. He was killed by Aodh 
mac Guaire of Connacht in 560. Cathoir's Lance vanished 
al the same time. 

Duri ng his yean of hiding, player·characters can 
encounter Maolodhran almost anywhere in Ireland as a dan­
gerous henoit, bitter at both Anguish and the Uf Niall. 

Bran Dubh mac Eochu: Bran Dubh (~Black Raven-) was 
thane of the Vi CennseaIaigh, factotum to King Anguish 
during much of his reign, and King of Leinner aft er 
Anguish's death. 

A thin, twitchy character with a rolVen's active eyes, Bran 
Dubh was Lcinster's Sir Mordred. In person. he &.vored 
extensive elaborations over words like "yes~ or "no.~ He won 
many battles, usually by ambush. He maintained a circle of 
spies and infonnanlS in every local court, perhaps including 
Camelot. Fairly or not, the Irish laid unexplained deaths and 
curious coincidences at Bran Dubh's door. All his mischief, 
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however, served one end: rhe preservation of Leinster 
against its many enemies. This ~bad man in a good cause­
presents a challenge to the gent's-c1ub morality of King 
Arthur's knights. 

Bran Dubh maintained King Anguish's accomplish­
ments through the end of the Puuiragon eta, even as he 
essentially ceded Nonh Lcinster to British dynasties. In 598, 
he fended off a final attempt to coUect the boramha by 
sneaking warriors hidden in food-baskets into the camp of 
an UI Niall army. His friend St. M6ling convinced the 
defeated Ui Niall to leave Lcinslcr alone forever. Soon after­
wards. Bran Dubh was killed by Saran The Squinter, 1I. spy 
in his pay who was bribed against him, probably by the Vi 
Niall. 

Sir Galchoh: Sir Calthoh was born in 504. His father, an 
exiled OM Riarlhan noble named Sir Breunor, lived at Castle 
Pluert ("Weeping Castle~) in Cambria. Breunor's wife was a 
mi nor princess of the Fomh6rachs. From her, Calehoh 
inherited his good looks and imposing height ("six inches 
taller than any knight known,~ according to the prose 
LAnrt/ot du LA,). She held Sir Bteunor under geas to slay any 
visiting woman more beautiful than she, a rule which led Sir 
Tristram to slay both her and Breunor in 534. Galeholt 
swore to avenge his parents, but desisted when he learned 
later of their "evil custom. ~ Such estrangement from his kin 
implies that Caleholt was fostered from in&ncy to age 17, 
probably in Logres or France. 

Galeholt's career as a hero began when he entered 
Ireland in 521, anempting to claim the Oil R.i2dha throne 
with the 2id of 400 g2l1oglachs, archers with envenomed 
acrOW$, and 60 knights-errant from Malahaut. Much larger 
Irish armies proved no match for the feudal h2mmer and 
anvil of charging lancers and steady fOOlmen. By 523, the 
Long Isles were a nascent feudal kingdom, and Caleholt was 
ils unchallenged master. He spent the next five years conwl­
idating his conquest, by dividing DM Riadha dneals into 
baronies, and replacing riths with castles. In 524 he added 
Pomitain to his empire by marrying the daughter of its 
Norse king, Codred Crovan. An alliance with Ihe feared 
Ketil F12t- Nose offered further protection ag2inst the Vi 
Niall. 

Fostered abroad, Caleholt S2W Irel2nd as a frontier state 
for the Pendngon, chief chieftain in the whole British Isles. 
Desiring this office for himself, he asked for King Arthur's 
submission in the Winter of 528. Politely refused, he forced 
Arthur's hand the next year by invading Surluse . With 
Caleholt rode The King of a Hundred Knights, 2n old ally 
who jumped at the chance 10 bre2k Arthur's control over the 
North. 

King Arthur's hastily-assembled force of seven thouS2nd 
was outnumbered many times by Galeholt, and perh2ps 
out-generaled as well. He would have: losl without the inter­
vention of Sir Lancdot, fighting incognito as The Black 
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Knight, whose prowess was such that Galeholt vowed to pay 
any price if this unequalled knight would join his side. 
Lancelot's price was that Galeholt swear fealty to Anhur. So 
it happened that The Haut Prince and would-be Pendragon 
became Duke Galeholt of the Long Isles, King Anhur's fint 
Irish vassal. 

This meeting sh ifted Galeholl's super-human energies 
from conquest to love. Despite his politically sound but 
childless marriage to Afreeca Codredssdotter, a homosexual 
fine amor led him to enter the cult of Lancelot. Errantry and 
romance became his defmition of true knighthood. French 
became the language of his court, :md the de Ganis barons 
became his brothers, whose lands in Meath he would not 
molest. An apocryphal story about Lancc:1ot has him con­
summating his love for Gucnever under Galehoh's patron­
age; to this day, the name ~Galeono" (Galeholt) in Italian 
describes a procurer who 2rranges trysts. 

Hc:1yes. Galeholt's court astrologer, predicted thaI he 
would die without Lancelors company, but Galeholt refused 
to be a clinging vine; instead, he honored Lancc:1ot's wish to 
serve Arthur. and his greater romantic interest in Gucnevcr. 
In 549, Galeholt learned from a messenger that Sir Lancelot 
had died. In fact, Lancc:1ot had been living as a hermit for 
two yurs under a spell of madness, and W2S shortly to 
re-appear at Camelot. But upon hearing the f21se report, 
Duke Galeholt of the Long Isles slumped over dead in his 
throne. 

Gatcholt's Knights: Sir Calehodin, born in 520, was a dis­
tant kinsman of Galcholt's. He claimed the throne of 
NorgaJes, where his closcr relatives live: it docs not count as 
part of the Long Isles. After Caleholt's death, he joined the 
Round Table and became a retainer of Sir Lancelot, whom 
he followed into a monk's life afler the fall of the 
Pendragon. 

Sir Gallcron was a local warrior knighted by Galeholt. 
He supervised some of the galloglach clandoms in North 
Britain, and served as Galeholt's marshall. Late in the 
P~tlttragon campaign, Ca1leron died helping Agravaine and 
Mordred in their atlempt to trap Lancc:1ot with the Qteen. 
From this we can guess at his later career: Caleholt's de2th 
embittered him against Lancelot; he remained in North 
Brit2in and may have joined the Orkney faction; he may 
even be the one who leaked Lancelot's secret to th e 
Orkneys. 

Sir Marsil was an early follower of Galeholt's, perhaps 
from M2lahaut. Caleholt gave him Pomitain as a fief upon 
Godfed's de2th in 533. He remained there, never joining the 
Round Table. He later switched his allegiance to Galeholrs 
evil succeswr, Brian of the Isles. 

Brian of the Isles: Brian (called Baodan in Irish), 2 Oil 
Fiatach flailh, became king of The Lo ng Isles after 
Galeholt's death. An ox-like half-Lochlannach pirate, Brian 

.......... ---------------------
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h2d Galcholt's military skill and ruthlessness, bur not his gift 
for making allies. During his youth, he supported himself by 

nnsoming knights from Pendragon Castle (see the PlacC$ 
chaptet) until Sir Lancelot kicked him out in 538. As king. 
he spent many years fighting rival clans at home in Ireland. 
while Galeholt's feudal confederation at large reverted to 
barbarism; casdes crumbled, fleets went unrc:paired. and 
allies and vassals turned rogue. 

By 560, Brian had subdued the Cruithni and Ulaidh, but 
his forca across the sea were: little more than brigands and 
Gall-Gaels. Luckily, King Arthur's empire was dcc2ying at 
the same time. Playing on the C all·Gaeis' greed and resent­
ment of Christianity, he turned them loose on the unpro­
tected Britons of Rheged, Gomerer. and Chcsire. He may 
have fought on Mordred's side at Carnlann. 
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The end of the Pendragon campaign leaves Brian ruung 
the Long Isles by terror, and possibly expanding their bor­
ders into Nonh Britain. His ultimate fate is uncenain. One 
chronicle claims that he became High-King over all Jreland, 
plus Pictland and Strathdyde. The story of Mongin, the 
poet-prince-demigod of the Ui Echach, h.as him die at this 
being's hands. Altern.atively, .a regn.a1list .attributes his de.ath 
to -Arthur, a British C hief" in 579. 

BRITISH 
M.a1ory implies, hut does not describe, Arthur's campaign 
against Ireland. My version imitates the Irish expeditions of 
King Henry II , and the subsequent development of the 
Anglo-Nonnan settlement. 

B;tCk8ammoll is a Sophis/ica/ed Import fmm KinS Arthur's Court 
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Stereotype 
The British strike the Irish as rich, warlike, and snobbish. 
They are wholly unwelcome in Ireland except as antidotes to 
the Gaels and the Lochlannach. 

Attitudes 
The British are imperialists. Good imperialists impro~ the 
lands they seize. and bring unity to a divided world. Bad 
imperialists exhaust local resources and treat their subjects as 
sl:lves. Whether Arthur's knights are "good- or "bad" impe­
rialists is a foundation-laying decision for the gamemaster. 

Player Characters 
Any knight can visit the Pale on a mission from his liege. 
Knights' families may hold land in Ireland, especially if they 
come from a Roman or de Ganis background. 

British knights may "go native" in Ireland if an Irish 
chieftain grants them land or invites them in to his fian . 
They will never be flaith, since no Irish dynasty wants for­
eigners voting in its elections. 

Politics 
The fi rst British foothold in Ireland belongs to the Cerald 
family, Romano-Britons from Cambria. In 520, King 
Anguish of Leinster asked Camelot fo r help in repelling a 
huge invasion by Tara-king Muircheanach mac Earca. The 
Geralds (and perhaps some player knights~) answe:red the 
call, and we re re:warded with lavish fiefs on the 
Leinsu:r-Meath border. 

In 530, Arthur considered attacking IrcJand to secure his 
western border once: and for all, having just barely prevailed 
against an invasion from the Long Isles. Anhur's aging 
Romano- British officers (Lucan, Constantine, Brastias and 
Baudwin among the:m) obtained submission from Lcinster 
and, with its aid, easily defeated Tara-King MUlrcheartach 
mac Earca. 

Dublin, and the manors surrounding it, became "The 
Pale- - the limit of Anhur's justice in Ireland. A keep in 
Dublin houses the Justiciar of Ireland, who governs the Pale 
in Anhur's name, mediates disputes between the Irish and 
the British, land allocates a colonial budget, $Cnt each year 
from Camelot, to build roads, drain swamps, and fortify 
towns. 

Arthur made "speculative grants~ (meaning, Mit's yours, 
but you have to collect it") of Irish lands whose chieftains 
f~igned submission to him. The recipients of these grants 
gained fiefs, bUI lillIe political power, in the territories allo­
cated to them . Citizens of the Pale: call Ihem "marcher lords· 
because they live beyond the marches (outskirtS) of the 
colony. 

British settlements displace the Irish flaith, dth by dth 
rather than lcingdom by lcingdom. B6-aires remain in these 
lands as betaghs. renting back their old euares from the new 
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owners. An earl or reeve can make his betaghs fight in an 
emergency, as defined by the Justiciar: the resulting horde of 
pitchfork-armed rabble is called the gaiormsluaigh ("scream­
ing mob"). As a rule, British earls summon the gaionnslu­
aigh once per year to repel raiders from outside the Pale. 

Famous Brttons 
The Geralds: Sir Gerald Striguil of Pembroke was a 
Companion of the Round table who answered King 
Anguish's plea for aid against Muircheartach in 520. No 
mote than 30 knights we re neccsnry to drive away 
Muitcheartach's expedition, which had cros$Cd the Le.inster 
border to colleci the b6ramha (fruitlessly) and depo$C SI. 
M6chuda of Raithean (successfu lly - see "Places"). In 
reruro, King Anguish followed Ihe Irish custom of reward­
ing supporters with fiefs from the royal demesne. Gerald 
built castles over the ceremonial dth -sites at Cill Dua 
(Kildare), Naas, and Maynooth; the original te:nants became 
Gc:raldine household kn ights. Notable members of Sir 
Gerald's 520 entourage include his grown son Maurice, and 
his brother, a monk named Gerald of Cambria, who srayed 
in Ireland collecting [ales for a book on the island, and 
employe:d many British knights to explore its curiosities and 
report on them . Gerald died in 540, and was replaced as 
Earl of Kildare and Maynooth by Maurice's son William. 
Maurice, in the meantime, had obtained other lands. 

In 529, Sir Maurice gained Cnoc Aine as a castle from 
the Eoghanacta of Aine, who hoped to strengthen their 
hand in Munster by inviting Britons into the royal demesne:. 
No sooner had Sir Maurice settled into his new possession 
than he spotted a nude woman - the goddess Aine -
bathing in a nearby river, and coerced sex from her by ste:al­
ing het robes. Nine months later the goddess appeared at 
Knockainey Castle pre$Cnting Sir Maurice with a son, who 
would become the phantom knighl Sir Gerald FittGeraid. 
In the same year, King Arthur granted MDesmond" (south 
Munster) to Maurice and his family. Maurice became 
Justiciar in 538, and died in 546. 

Gerald FittCerald aided his father in planting new cas­
lies across Desmond for their retainers, and succeeded him 
as its Earl. The expansion of Geraldine estates in Munster 
brought the family into conflict with both the C:;U$Cal-lcings 
and the Butlers, since all three sides lacked a coherent enti­
tlement to the territories they claimed; their lands arc the 
scenes of constant skirmishing in Ihe latter half of the cam­
paign. By his birthright from Aine, he also assumed chief­
tainship of the Eoghanact2 of Aine. A figure of ncar-wor­
ship by the local Irish, Gerald could leap ten yards at once, 
recover from any wound, and ride his ageless black stallion 
over water. His ghost remains near his castle at Loch Gur 
after his death - or apotheosis - in 57J. 

Sir Brastias: The Romano-Brit ish Brastias, in his role as 
Warden of the North Marches, supervised Arthur's Irish 
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conquest, ~nd the infcudarion of Leinster and the P21e. He 
garrisoned Waterford and Wexford, whose Lochlannach 
govemon were later entitled as Earls holding directly from 
!Gng Anhur. He founded mottes at SU'2tcgic fords and pass­
es, and beside monasteries whose saints Arthur wished to 
promote and protect; these were staffed by trustworthy 
knights who served in the wars against Galeholt and 
Muircheartach. He founded each Irish borough, importing 
Ihe sons of praetors from Roman Cambria to serve as may­
ors and re1!ves, and importing skilled peasants from logICS 
to rum nearby p:lSturcs and swamps into fields. He served as 
Anhur's first Irish Justiciar before retiring as an hermit in 
538. In person, he was a Roman: stoic, piously patriarchal, a 
prudent general rather than a reckless knight. A few of his 
sons retained mottes i.n Leinster, marrying into the Vr 
Cennsealaigh. 

The de Gaois: Qyttn holt the Elder h:ad long encouraged 
her Canis foster-kin to intervene in Ireland. Hugo, a 
nephew of King Bors, answered the call by assisting Si r 
Brastias and King Anhur against Muircheartach in 530. 

Hugo was keen to distinguish himself within his famous 
family by becoming a lord; he successfully petitioned Arthur 
to make him a speculative grant of Meath outside the Pale. 
Never exercising political conuol over Meath. he inste2d 
spent rwo years founding cudes there with the Justiciar's 
assistance, retaining them for himself, granting t[,em to 
bachelor knights, or - often - granting them to Vi Niall 
flaith, who were happy to exchange part of theif sovereignty 
for the chance to live behind stone walls, instead of mud 
walls. He essenti:ally became a prominent and popular Ui 
Niall baron, though many of his castles in the north of 
Meath were raided by opportunists from Oriel. Yet his 
success ended in 532, when he was assassinated while 
inspecting a new fosse at Athlone. 

Hugo's soldi ers described hi s assaila nt as a 
young fair-haired man, thin as 3 sapling, who 
wielded a huge pole - ax . H e appeared from 
nowhere, surprising the battle- hardened Sir 
Hugo and beheading him with one stroke, 
then vanished into the woods before Hugo's 
men could catch him. He was, indeed , 
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never found. His strange appearance led Ireland's bards to 
c:all him The Boy Without Bowds. Perhaps he was not 
human at all, but a coraniaid (see Mlrish Magic·). 

Rumors that The Boy sefV1!d this baron or that chieftain 
were rife, but Justiciar Bnstias refused to authorize a 
vendetta based on rumors. This didn't deter Hugo's cousins 
Sir Blamore and Sir Bleobaris, who assumed , perhaps 
because theil knowledge of Irish politics ended at uinster, 
that the Boy was Bran Dubh. In 533 they accosted King 
Angu ish in Britain, in te nding 10 execute him, but Sir 
Tristram exonerated Anguish in a duel of honor. Blamorc 
and Bleobaris may have shifted their accusations to another 
Irish leader afterwards. 

Sir H ugo left behind an infant son, Hugo II. During 
Hugo Il 's minority, the de Ganis estates in Ireland were 
administered by the Justici:us; some were even abandoned. 
Hugo II took office as Earl of Westme:ath in 551, and 
became Justiciar himself in 559. 

The Butlers : Sir Lucan The Butler was one of the 
Romano-British officers who effected Anhur's conquest of 
Ireland. As part of Arthur's settlement with the Irish, Sir 
Lucan was granted Laois and later 8lackcastle by the 
Lcinster kings, as well as the speculative grant of Ormond 
(East Munster), whose local kings were loyal to Anguish 
and whose overlord, Fl:idhlimidh mac Criomhth:ainn, want­
ed to follow Anguish's example of screening his kingdom 
with British barons. 

The Butler family's Irish domains were really ruled by 
Lucan's cOllsin Theobald. This man was an avaricious con­
queror and a staunch upholder of the British colony, who 

constantly accused his Geraldine rivals of Mgoing native-
as Iri sh warlords. An attempt to block Maurice 

FitzGerald's Justiciarship led to a small war on the 
border of Ormond in 538; after many of his new 

castles were sacked by Maurice and his Irish 
allies, Theobald abandoned the cause, bUI 
tended to ignore the Justiciar's powen after-

ward. He claimed the office himself in 547. 
His various sons - all by British- born 

wives, not locals! - divide his holdinv 
upon his death in 559. 
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~~~~~~~~ 
IRISH MAGIC 

These rules extend or modify the magic rules from Pendragon. 

ACI C IN iMl-:l.AND works 
much as it does in Arthur's 
realm. Beyond the Pale the 
land and people are less civ­
ilized, and thus doser to the 
Other Side and more magi­

cal than their Arthuri3.n coun­
terparts. This is evident is numerous ways: places of magical 
power exist in greater abundance; creatures of faerie, though 
still not common, are encountered with greater freq uency; 
the people of Ireland live under the auspices of magical geas­
es; as well as other differences which are exphlined below. 

~~ 
EXTRA SOURCES OF 

LIFE FORCE 
These sources of LiI~ Foret add ro the ones described in 
Ptndragon. Their use is confined ro Ireland. Britain lacks 
these sources of Life Force because it is more urbanized. 

By contrast, the existence of Arthur - a JUSt and effec­
tive High-King - is, from the Irish standpoint, a profound 
and enviable magic confined to Brimi n's civilizing energies. 

Directions 
The flux of Life Force in Ireland is stirred by the sun's daily 
journey from Leinster to Connacht. Moving with, against, 
or perpendicular to this flow has well-known effects. The 
antipodes of the Irish un ive rse have d ifferent spiritual 
charges, much like the poles of:l magnet. Druids usc this 
knowledge in their magic. 

If. during the performance of a ritual, either the target of 
the magic or the magician unswervingly f:.ICes or moves in ~I 
single direction, the magician gains certain Life Force bene­
fits. Fi nding exact directions requires a Geomantic Lore roll 
if they are not obviolls. 

Moving exactly contrary to a lucky direction decreases 
Life Force by Id20. For example, an army that enters battle 
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by traveling sOll th deducts - lei20 Life Force from magic cast 
on irs behalf. The gamemaster might also add Id20 to Cum 
m:tgic cast by its opponents. 

North is the direction of war and trouble. It adds Id20 
to Banish and Curse. West is the dirtetion of knowledge. 
Dead souls cross Ireland from east to west. It adds Id20 to 
Divination and Necromancy. South is the direction of music 
and harmony. It adds IdZO to Emotion and Glamour. East 
is the direction of Pie my. It adds IdZO to Bless and Heal. 

Travding clock-wise around a person, or a human arti­
fact such as a riith, is a sign of obeisance and respect: it adds 
I<1Z0 to Bless magic. Traveling counter-clockwise is an 
insulting gesrure which adds Id20 to Curse. This courtesy is 
reversed with regard to the aos si. Moving clockwise around 
a sl place adds Id20 to Curse attempts. but subtracts 1<120 
from any other magic and frolll th e magician's magic 
defense. Moving counter-clockwise (~widdershins") around 
a sl place adds Id20 to Bless. It also adds IdZO to Protect; 
walking in a way opposed to the usual cuslOm mitigates the 
gods' power against the humans who approach their home. 

Bardic Skills 
The Irisl! see little distinction between naming a thing cor­
rectiy, and invoicing it. The bards' power to sway emotions 
or know the turure derives from the precision of their lan­
guage and music. The perfect poem or nme interacts with 
the forces behi nd the surf.1ce of the world. All creation may 
be a word on the lips of an over-god(dess). 

Success :11 bardic skills cumulatively con tributes added 
Life Force to a casti ng. Failed skill usc mis- invokes the 
powers of the universe, and detl11cts from the casting. Using 
bardic slcills to aid a C:lsting is optional for most magics, but 
re'luired for Emotion magics. 

Uf~ Force From Bardic Skills 

Critical: Add 10 Life Force to the casti ng. 
Success: Add 5 Life Force. 
Failure: Subtr.lct 5 Life Force from the casting. An unmod­

ified roll of 1 :llwa)'s tails in this regard. 
Fumble: The magic (1ils. and the bard may not try it again 

this d3.Y. 

............ -------------------



-
Irish Magic 

A budic contribution to a casting always involves using 
die Compose skill, plus at least one other skill of the bard's 
choosing, and one trait or passion if the bard so chooses. 
Each skill, Passion, or Tra.it attempted can add to the Ufe 
Force. These bonuses are accumulative. In total, a bardic 
conuibution can encompass the following rolls: 

Compose 

Orate or Sing 

Harp. Tiomp1n or Drum with or without Orate or 
Sing. 

Any other musical instrument in p lace of Orate or 
Sing. 

Any single Tnlit or Passion, rolled to boost Emotion 
magic which will al ter that trait or passion. 

The Compose skill is tolled first, before rolling perfor­
mance skills such as sing. A failed Compose roll disallows 
the usc of other barruc skills in that casting. Each bardic 
skill can only contribute to specifIC rypc:s of castings, liS 

noted below. 

EXAMPLE: Gt ilghliJ the bard calls an Evokt Emotion 
(Lazy) magif. As par' of ha ritual, she sings a lyric, strums a 
harp, and drll1JJJ on her ,"sonal LazjntJS for added flru. H fr 
player attempts CompoS{ (Suuw), Sing (Critital), Play 
(Harp) (Failu rt), and Lazy (SU(uss). Geilghlis gajm 5 + 10 -
5.5 .. 1S additional Lift Foru for her magic. 

When using the Emotion Talent, each bardic tech­
nique only manipulates certain emotions, and therefore 
only assists certa.in magics: a harp can put you 10 sleep, but 
drums can't. The bud who learns many instruments and 
styles will be a more versatile magician. 

Compose: Contributes to any magic {xupt the following: 
Demonize, G lamour, Travel, Sha peshift, Weather 
Control. 

OraCe: Cont ributes to Banish, Bless, Control, Curse, 
Dispel . Di vinatio n, Emotio n ( Rec kless o r Prudent), 
Necromancy, Protect, Summon. 

PllIY (Drums): Contributes to Banish, Bless (in battle 
ooly), Curse. Emotion (Hate , Fear, Loyalty, Cow:l.rdly, 
Valorous. Reckless, Cruel, Proud, Vengeful), Necromancy, 
and Protect. 

Play (Feadan): ·Feadan~ refers to the family of reed iosuu­
menlS, ranging from the recorder to Ihe oboe. Coruributes 
to Animal Friend, Bless, Emotion (Forgiving, Generous, 
Merciful, Modest), and Healing. 

Play (Flute): Contributes to Animal Friend. Con trol, 
Emotion (Madness, Fear, Energetic, Deceirful, Arbitrary. 
Suspicious, Cowardly), and Necromancy. 

Play (H arp): Contributes 10 Animal Fr ie nd , Bless, 
Emotion (Love, Lorahy, Hospital ity. Invoke: Melancholy, 

73 
DruidiC RifL1.11 in OJ 5.1cred Grove 



Pagan Shore 

Forgiving, Merciful, Lustful, L2zy, Indulgent), Healing, and 
Summon. 

Play (Tiompin): The medieval ciompAn consisted of strings 

strelChed OYer a drum-box. It resembles the lute, the: zither, 
and the French "tambufin bcarn.~ Contributes to Curse, 

Emotio n (Chaste , Honest, Just, Pious, Prudent. 
Temper:ate), Necromancy, and Summon. 

Play (UiUean): The Uillean is a bag or bladder-pipe, va.ying 
in siu: and sonority. Contributes to Animal Friend, Banish, 
Emotion (Madness, Lazy, Sdfish, Crud. Proud, Worldly, 
H onest), Healing, and Prolect. 

Sing: Contributes to Animal Friend, Bless, Emotion [Any), 

and Healing. Any Irish magician, whether uained as a bard 
or not, can attempt to summon Life Force through singing, 
ifhc fint succeeds in a Compose role. 

Sovereignty 
A living chieftain in Ireland is charged with Life Force. The 

chieftain docs not manipulate this magic himself. R2thcr I 
his prc:~ncc at a ritual contributes to the magician's C2sting, 
much like, and cumulative with, the energy emanated by a 
sn nding stone or a Chri stian relic. The sovereign must 
cooperate in some degree with the ritual, even if it is simply 
to give his permission to perform it. 

Every ruath ruler or Tara-king has a Sovereignty total. 
The total is b:ased on the combined sr:uislics of two sover­
eigns, that is, a king and a queen (usually, the chieftain's 
st:nior wife). Thus an unmarried sovereign has only half as 
greal a potential score. T o assist in magk. at leaSI one of the 

sovere igns must be prescnt when the Life Force total is 
determined and the magic is cast. 

Find a ruMh's Sovereignty total by adding together the 

rulers' APP. CON. H onor, Just , and Generous. Add +20 for 
each ruler who has a religious bonus (in any nith). Compare 

the tOtal to the following table: 

Life Force fro m Sovereignty 

Total Effect 

0·99 +3d20 to Curses di rected against the rulers o r their 

domains. 

100·149 No effect 

150. +3d20 to any magic EXCEJYT' Curses against the 
rulers or their domains, and Demonize. 

The influence of the rulers' Sovereignty {or lack if it} is 

evident in small w:ays throughout their domains, especially 

to a vis itor with the Sigh!. 
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SPECIAL IRISH MAGICS 
These magic effects are characteristically Irish, taken directly 
from Irish fo lkJo re and tales. Again , as explained in the 
Pendragon rulebook, they are not the only effects that may 
be achieved, but rather g ive explanations and suggested Life 
Force totals for magic found in the sagas. 

Curse 
Femininity, 35 
Only women can use this magic. and only against men. The 
magician demonstra teS her femininity, reminding m:ale 
onlookers that. :;1$ a woman. she bears special generative and 
cursing powers beyond their ken: fighting her is bad luck, 
for the M6rrioghain is on her side. The nearest male (of any 
species) sufiers a ·10 Valorous modifier (Pendragon p. 339) 
should he approach her for the duration of the spell. 
Females are unaffected. Extra Life Force may include more 
targets in rhis spell or extend the duration of its effect. 

Venom: 90 
This C1.lrse targets an open wound, which must be physically 
tOllched in order for this curse 10 work. The duration of the 
magic need only last long enough to envenom the victim. 
Once struck, the venom remains. The wound will not he:al, 
and wilJ deteriorate by Id6 every week. Natural healing 
begins, and deterioration ceases, during any week in which 
the victim receives a cri tical Chirurgery roll . Any H ealing. 
Bless, o r Dispel magic involvlllg 40 Life Force or more has 
the same eflect as a cri ticaled Chirurgery roll . 

Usually, the Venom is placed upon a weapon as a focus. 
Extra Life Force can be used to cxtend the duration of the 
magic, so that the weapon remains envenomed longer. An 
envenomed weapon can be used by anyone. not JUSt the cast · 
cr. An envenomed weapon must cause a wound (at least 1 
H it Point of damage) in order to poison the opponent. The 
effects of the venom arc not accumulative on one person; the 
victim loses only ld6 H it Points per week, no mu ter how 
many poisoned wounds he suffered. and only one C ritical 
Chirurgery roll is needed to overcome the effects of the poi· 
",n. 

Divination 
The Irish pr.tctice o nly three kinds of Divination: Imbhas 
Forosnai, T ei nm Laoidhte, and D ichcadal Do·Cheannaibh. 
TIleSt'; are known as the Three Virtues of Filiocht (the art of 
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filis). The 6rst two require the Divination went; the third 
involves the Necromancy talent. 

Imbhu forosnal ("LIght of Prophe,y"): 
vAries, u per Pendragon 
Ths is standard Divination. The seer meditates on a ques­
tion about the future, and is rewarded with a spontaneous 
poem which reveals things to come in a cryptic and allusive 
fashio n. 

The Imbhas can only be used at the beginning of some­
thing: a person's binh. a person's inauguration into a new 
caste or office, the outset of a voyage or militaIy ~paign, 
the beginning of a year, and so on. The act may he accom­
panied by consulting an oracle of some kind. The Dutrwtion 
of Da Dtarga's HosJti describes an oracular .-itual called the 
Tarbhfheis (bull-fem). On Samhain, a bull is anointed with 
oils and scents and nowers, then slain. A chieftain eats the 
bull's mellt, drinks its blood, and drinks mead. unti l he fills 
iOIa a stupor. When he awakens, his dreams - which must 
be pretty lurid, after that feast - are interpreted as omens of 
[he coming year by a flli using the 1mb has. In Ptndragon, 
this is an act of Divination to which Rirual, Sacrifice, Time, 
Place (it was at T ara) and perhaps Sovereignty have con­
tributed. 

With the cxpendirure of 60 points of Life f orce, a druid 
may use this spell to determine the geases of a newborn or 
other newcomer. 

Telnm laoldhte ("fire Chant"): 60 
The Fire Chant is a self-mortification rirual undertaken by a 
single person. It is based joltly on your personal Life fo rce 
and the sacrifice of your own H it Poims, which add 2 points 
of Life Force per hit point expended. The expenditure of hit 
points must be in d6 increme nts, as in ~ 1 choose to flay 
myself for 3d6 damage." If you decline to expend hit points, 
you are still assumed to injure yourself to a minor extent, 
such as biting your tongue. 

By braving the fires of pain. you sharpen your powers of 
concentration and recall [ 0 an uncanny degree. Fire Chant 
allows you to answer anyone quest ion about the past, or 
about intellectual 5ubjc:cts such as Breitheamh Law. Who 
buill this artifact? Who lived in this old rith? What is the 
law governing the theft of pigs? All these questions are 
amenable to the Fire Chant. The gamemaster may rule that 
certain questions - who murdered this man in the woods? 
- involve too much secrecy to be answered in full by the 
Fire Chant, which laps the collective, public intellect of 
Ireland. It would still provide good dues. 

f ionn mac Cum hail's abi lity to suck his thumb and 
answer any riddle was a Fire Chant. The phrase translated as 
" thumb-sucking~ can also mean umarrow-biti ng,~ which 
explains why Fionn didn't do it very often. 
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Emotion 
For Irish magicians, the stricrure that a magically-manipu­
b.ted emotion must be a Virtue to the caster's or the target's 
religion should be waived. Instead, a magician who wishes 
to bend an emotion should. use her own Trait or Passion as a 
bardie skill (above) that adds Life Force to the casting. 
Therefore, a magician lacking a pmicular Passion has no 
ability (0 affect it in others. 

Glamour 
Solas 51 ("faerie LIght"): 60 
This effect targets one person. The person becomes severely 
di roriented, and must make a Recognize roU at -5 to find 
ordinary landmarks, like roads or doors. Through the tar­
get 's eyes, the things of the world have their usual shape, but 
are un&miliar: what, he wonders, is that door-shaped thing 
for? The effect lasts fo r an hour, during which the target 
must check Recognize: to move at all, and check i[ again as 
needed to choose one direction over another. 

MSoias sr can refer to phantom lights which lead trav­
eUers astray after dark. This is a subterfuge of aos si who do 
not want to be found. 

Healing 
Ulle-Io, ("all-heal"): ISO 
This magic cures all wounds and ai lments in the patient, 
including faerie poxes. It does not cure Madness, nor does it 
compensate: for aging, or for curses like the Lampoon. The 
magic requires mistletoe harvested with a silver scythe on 
Samhain. It must either be used on Samhain, or preserved 
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within the mistletoe under Talisman rules. Each magician 
can attempt Uile-roc only once per year. 

Necromancy 
Dlcheadal Do-Cheannalbh ("Divination 
from Heads"): 20+ 
Success allows the caster to summon and interrogate a ghost 
from a severed head. Find the length of time since the head 
was severed on the Duration Costs chart (Ptndragon p. 276); 
the indicated number is addtd 10 to the cost of this spell. 
Thus. interrogating a head severed a week ago costs 
20+30·50 Life Force. 

The head answers three questions truthfully. based on its 
experiences in life. and in the afterlife. Each additional ques­
tion after the third costs +5 points. A single head may be 
re-used. until a magician fails to invoke its spirit. This 
releases the ghost back to the wheel of reincarnation . 
Subsequently, the head is useless with regard to this spell. 

Dicheadal Do-C heannaibh is the o nly necromantic 
magic used by most Irish magicians. 

Shapeshifting 
Form Riding: 120 
This allows you to esnpe any game outcome. including 
curses, geas-breaking, and death, by forsaking your body for 
rebirth in a new fonn . It representS controlled reincarnation. 
It is only accessible to magicians whose skills qualify them itS 

tilis. This spell is usually placed in a Talisman as a safeguard 
against the filis' death, since one's death is almost always at 
an inconvenient moment. 

First, you die, and your body is cremated and your goods 
passed on to heirs, and so on. You are re-bom in the instant 
after death as a Maggor, if the magic works. From there, 
you can en ter a more sophisticated form, such as a Fish, by 
succeeding in a Shapeshifting Talent roll and expending 
Insight . You remain in this second form fo r a certain num­
ber of years before you can attempt to enter a third fo rm 
which logically absorbs your second form, and so on. Failure 
strands you for another lifetime in the old form, and means 
that you cannot turn into the attempted category of creature; 
you must select some olher c:ltegory of creature to turn into. 
Each attempt, including the first, requires a Shapeshifring 
roll and costs 1.000 Insight regardless of its outcome. Only 
the assumption of the first form requires the expenditure of 
Life Force. Note tha( Totem forms may be easier to assume, 
at a cost of 500 Insight if the gamemaner agrees. 

The goal is to become a maggot again. T he maggot is 
then accidentally swallowed by a woman - your daughter. 
if possible - who gives birth to you nine mo nths later. 
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Within a year. the new you ages to resemble in every way 
the person you were when you died, minus the wound or 
disease or whatever that killed you. All Insight i.s restored, 
with a bonus of 50 more Insight for each year you spent in 
the universe of minor forms. 

The following list shows the fonns you an assume, and 
the years you must spend in each form. It also shows which 
forms lead to which: for example. you must move from 
Doomed Youth TO Predator or Maggot. because the tnnsi­
tion occurs when the first body is eaten by the second. 

Plant (Shrub, Flower, Tree) 
Years: 10. Lead s to: Nuts o r fru it eaten by Bird. Fish, 
Herbivore or Doomed Youth. 

Fish (Salmon, Eel. Pike) 
Years: 3. Leads to: Eaten by Bird, or Doomed Youth. 

Bird (Owl, Hawk, Eagle, Sparrow) 
Yean: 4. Leads to: Eaten by Predator or Doomed Youth. 

Herbivore (Deer, Elk, Bull, Boar) 
Years: 5. Leads to: Eaten by Predator or Doomed Youth. 

Predator {Bear, Wolf) 
Years: 5. Leads to: Eaten by Maggot. 

Doomed Youth (Warrior, Poet, Princess) 
Years: 17. Leads to: Eaten by Predator or M aggot. 

Maggot 
Years: O. Leads to: Eaten by Plant, Bird or Fish. Re-birth on 
subsequent incarnation. 

Examplt: A fiU with 5J20 Lift Foret, Shaptlhifting 19 ond 
5,()()() Insight ditJ ot Brugh na Bdann. BOO11td by ill Ambiml 
magit, ht JummOf1J tht 120 Lift Fora 10 briifly buomt a mag­
gol, ond txptmh 1,()()() Imight; had he failtd. and n~intd QS 0 

rorpst, lhat would tnd his advtnlurtJ. Soon afterwards, he Jur­

cuth in buoming a planl by rolling his Shaj><shiji and txptnding 
1,000 Insighl. Afta' 10 ytars in planl form. he rolls Shaptrhift 
again, hoping to bttomt an til. Ht fails; Ihis rosls him 1,000 
Imight and anolhtr 10 ytars as a planl, and mtans he cannot 
buome an htrbivort on his nUllry. Ntxl, he sptnds 1,()()() 

Insight and rolls ShaptshiJt in lhe /,gpe of bttoming a Doomed 
Youth. Sutcttding, ht liws 17 yl!ars in Ihis form, Ilxn I!xptnds 
1 ,()()() Insighl 10 buoml! a Maggol again. BUllhis lime he jails 
hi! Shaptrhijiing roll. HafJing 1011 all Imighl, he js rt-born as 
anothtr Doomed Youth, OfJU and O'tIU,for al!ons 10 (oml!. 

While you are in these forms. you have the usuallirnil2-
tions of a Shape shifted character. Even as a ~Doomed 
Youth,~ you do not panicipate in play. You may even spend 
lifetimes in India or Scythia or Thule. rather than 1reLand. 

Form Riding can backlire in two ways. You can run out 
of Insight, meaning that you become reconciled to living as 
a cow or a wren or what- have-you. You can also run out of 
time: a magician whose Form Riding rakes him past 570 or 
so is OUt of the game. 
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Two rival magicians can Form Ride against one another 
as I form of comhlann. They stan by adopting the same 
form during the same year, these forms fight, clashing as 
waves, bashing as stags, and so on. If one magician escapes 
from form A to form B, the other magician must try to fo l­
low him. Failing means that the first magician has trapped 
him, and he remains in form A forever. The initiative in 
picking forms goes to the first caster of the magic; the sec­
ond aster is in pursuit. 

-
TIME 

Pagan cosmology recognizes five finite divisions of time: a 
d~y, a lunar month, a season, a year, and a life. A sixth divi· 
sion, Kuntil Monday," means ~forever.~ 

A day lasts from sunset to sunset, rather than from mid­
night to midnight . A season lasts from sunset on a 
quarter-year holiday (like Imbolg) to sunset on the subse­
quent holiday. A year lasts from Samhain sunset to Samhain 

sunset (Samhain lasts from 6 p .m. on October 31 to 6 p.m. 
on November 1). 

The duration of a Klife- Vl.ries according to species. 
People cursed to spend Ka life~ as animals often serve their 
time in short-lived forms like the moth. Seventy years is a 
good approximation of the human lifespan. 

KUntil Monday~ derives f10m Luan ar bith (KMonday 
upon the world~) , a poetic term for the Christian 
ApocaJypse. It means ~until the end of time. ~ The battle of 
M agh Tuite, when the De D a nu gods defeated the 
Fomh6rachs at the cost of their lives, may be a pagan apoca­
lypse. Monkish chronicles put it at the beginning of history, 
perhaps to reconcile it with Christian escatology. More like­
ly, Magh TuiIe is a timeless event which stans and stops 
each year with the cycles of sowing and harvest. 

Each of these time-units mirrors the others; each pro­
ceeds from dark to light to dark. Different pockets ofT!r na 
nOg obey different clocks; in one a morta1 yeat may be a 
day, in another a mortal day may recapirulate all of history 
from Magh Tuite to Magh Tuire. This is reflected by the 
"Time Shift in Faerie" table (Pmdragon p. 301). An aos si 
lord will only honor conmcts expressed in pagan time-units, 
and this is complicatttl. by the fact that his "year" and yours 
may be years apan . 

HOLY FOLK OF IRELAND 

THE DII. UIDS, BARDS, AND MONKS ofIreland differ from 
those of Arthur's realm. The pagan religion of lrc:land 
flows from an older source than that of the reformed 

druids of Britain, since the: Roman army did not make it 10 

the Emerald Isle to crush the druids Ihere as they did on the 
Isle of the Mighty. The Christians likewise differ from their 
continental counterparts, but oppositely so, benefiting from 
the youthful vigor of a newly established church in contrast 
to the calcified dogma as it is practiced in Britain and fur­
ther east. 

-
THE DRUIDS 

Druids wield the real power in Ireland. They oversee the rit­
uals and ceremonies to which all Irish look for their liveli· 
hood: the riruals of harvest, in which the grain is divided 
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among its recipients; ceremonies of birth, death, and in 
between - the 50111'5 brief journey through this world of 
material concerns. They wield power over Icings and battles, 
with the ability to geas nobility and halt warfire like saered 
referees. They are greatly respected and greatly feared . 
Without the druids to direct and administer it, there would 
be no celtic culture. 

Druids can be male or female. They generally wear white 
robes and are seldom equipped to fight. Male druids wear a 
tonsure: the tops of their heads are bare, except that a 
"fence~ of hair bisects the bare spot from ear to ear. Druids 
carry branches or wands culled from various trees, to meet 
various dilemmas. A rowan switch compels the aos si to 
answer questions, sometimes. A willow branch is a badge of 
office; shaking it silences arguments in court, letting wat­
riors know that a druid is about to pass judgement. 

In demeanor, druids appear variously stately, superb, and 
inslme, for some live as court favorites whereas others as her­
mits in the bogs. 

Members o f lesser aos dana castes often imitate the 
druid's robe and tonsure. 



Pagan Shore 

What Do Druids Do? 
Druids are usually born into druid families; a few arc recruit­
ed as fosterlings. Training as a druid can last up 10 twenty 
years. Often, a druid is traim:d to officiate for a certain cult 
only, be it onc of the gods mentioned in Pagan Short, a less 
famous Ioca1 god. or an animal god. The druid may meet his 
or her god in :I. fearsome initiation that involves spending 
the night in an underground pit. 

Druids officiate 21 pagan ceremonies. These occur on 
the four seasonal holidays (lmbolg, etc.), and :n other poinn 
in the year as the need arises: to remedy a drought, to inau­
gurate a chieftain, and so on. Often the 2Clon in these cere­
monies are chieftains and their clients; the druid's role is to 
supervise their performance of ritual. making sure the king 
circles the tribal cairn counter-clockwise in his chariot. and 
not the reverse. 

In day to day life, druids either wander from place to 
place offering services in return for shelter, or live as ceiles, 
serving the local aristocracy. Pagans summon druids as con­
sultants when any kind of practical magic is needed, such as 
invoking rain. Druids perform the usual priesdy function of 
blessing the new-born and consecrating the dead. In the 
same vein, they perform the uniquely Irish function of laying 
geases. 
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Druids spend a good deal of time perfecting their mun­
dane skills and their spirirual acumen. For some, this means 
soliwy meditation and wring. More social druids sharpen 
their skills in the agallamh (·colloquy~), a marathon discus­
sion, often lasting for months, in which druids from differ-­
ent maths sit in a glen, arguing arcane points and swapping 
information. An agaUamh counts as a Coven (PendragDn p. 
281), but only for its duration_ Witches - female druids 
whose serve Suife Goddesses - belong to standard Covcns 
led by cailleachs. 

Famous Magicians 
Druids served in the retinues of sixth-century kings, like 
Diarmaid, who straddle the border between paganism :uu:I 
Christianity. Few of them are known by name. The follow­
ing magicians play important roles in the Pago1l Shim am­
paign, but only two qualify as traditional Irish druids. 

Helyes Ie C lerc: A brilliant scholar from in French city of 
Toulouse, Helyes was recruited by Sir Galeholt to teach 
alchemy and philosophy at DUn Patrick. He owned a book. 
on demonology, whose contents were so nightmarish that he 
seldom consulted it. He used it once to summon a malign 
spirit - a ghostly arm holding a flaming sword - which 

Druid in iI Sacred Srone Circle 
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predicted the year of Galcholt's demise. Neither a druid not 
a saini, Helyc:s was feared and diurusted by everyone: around 
him. His disappearance after Galeholl's death is so total as 
10 suggest that he was murdered and buried in hiding. 

Bngwaine: This woman was La Beale hoh's cousin, and 
her chief handmaiden. H er mi nor H eali ng, C urse and 
Emotion magics were linked to her knowledge of herbs. She 
brewed the venom coating Sir Marhaus' spear, and made the 
potion that strengthened Tristram's love for Isolt. When 
Isolt wed King Mark, Bragwaine renounced Leinster citi­
unship to live in Cornwall. In one version of the Tristram 
story, she substitutes for Isolt in Mark's bed, IIsing her nat­
un! beauty but perhaps also using G lamour, while bolt dal­
~ed with Tristram. After !solt's de:uh, she probably ente~d 
~ convent. 

Mughain: Wife of Tara-King Diarmaid mac Cearrbheoil, 
her name means Ms he who serves, ~ and is a common title for 
druids devoted to a panicular god. Given Diarmaid's com­
rni tment to the pagan tradit ions of Tara, his wife was proba­
ble a client of the sovereignty-goddess Meadhbh. Her posi­
tion makes her the chief druid of Ireland during Diarmaid's 
reign. Like most Vi Niall court druids, her life, background 
and achievements are a mystery. 

Sin: The assassin of Muircheartach mac Earca was a druid 
wi th a formidable talent for Glamour. Her teachers came 
from the vanished Erainn tribes of Meath; she is the last 
survivor of their school. Her mimicry of the Sovereignty 
goddess shows how magicians exploit the blurred boundary 
between "god's-cliem" and "god-avatar.ft (Which, fo r exam­
ple, is Mong~n?) The possibili ty that an aUeged faerie is 
really a con-an ist never occurs to most fantasy garners, 
though it would be one's first thought in real ti fe . 

~~ 
THE POETS 

The lowest ranking poets dress in a b6-ai re's trousers and 
tunic. Filis, and bards who affect their style, wear grey-green 
robes, and a slightly different version of the druid's tonsure. 
Poets often carry a weaver's Slick, to show that they weave 
words for a living. They may also carry a thorn or holly sprig 
- plants which, if held while reciting a lampoon, bring dis­
aster to the target. 

Poets depicted in the sagas typically have one of four 
personali ties. The M ad Poet creates perfect rhymes, when 
he isn't babbling or drunk, which he usually is. The Birter 
Poet specializes in lampoons; he - or more often, she - is 
a verbal porcupine who can't speak without stabbing. The 
Greedy Poc: t is a coun lamprey, wielding a bill for praise in 
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one hand and a curse in the other. T he Mysterious FiU 
appears onstage to tell the bero how he's going to die, then 
vanishes in a swirl of mist: think of Merlin. 

What Do They Do? 
Poets spend between eight and twelve ye;m: in professional 
tmining. Some study with a poetic g uru, but a growing 
majority go to live at a bardic school, often attached to a 
monastery. Bardic srudents learn how to compose rapidly in 
traditional styles, and how to play the harp. They must also 
memorize a vast corpus of traditional poems and stories, 
represented in Ptndragon by skills like Faerie Lore. 

~Pure" bards specialize in praise poems and eulogies. 
Sati ris ts learn how to make lampoons, which are most often 
used to goad soldiers into battle. Seanchais are storytellers 
and genealogists, who can include ancient poems within 
their sagas as nuggets of information or rhetorical flourishes. 

Like druids, poets live either as Nath retainers, or as 
wanderers. Ordinary poets recite verse at dinner or before a 
battle, hoping for favo rs from their audience. Rich, arroglmt 
ollaibhs do nothing but ponder and compose: professional 
reciters do the journeyman work of delivering their poems. 
A sto ryteller can be a monk, loaned out by the loca l 
monastery to entertain their patrons. H is stories usually have 
morus. Harpists accompany every poem or story recited in 
court. 

Poc:ts fill all the functions performed by heralds in the 
feuda l world. Visitors to Irish couns are introduced in verse. 
A poet must witness events of any importance. like wed­
dings; otherwise, they are non-events by definition. Poets 
accompany every cath, and, with;n the limits of the;r pow­
ers, decide the winners. 

Poets, like druids, can sharpen their skills in a colloquy. 
This takes the form of a contest between master bards, or a 
catechism between teacher and student. Like druidic collo­
quies, bard's events last for weeks, or months. W inter leam­
ing devoted to skills like Compose or Religion (Paganism) 
represents time spent in colloquy. 

Famous Poets 
Culaidhe and Sadhbh: This father-and-daughter team were 
the two foremost satiris ts of The Seed of The Dark One in 
Munster. When Feidhlimidh mac Criomhthainn visi ted 
their home in the firs t year of his reign, Sadhbh - knowing 
Feidhlimidh's reputation as a scholar and poet too skillful to 
be mocked - met him at the gate with a stream of insults 
so exquisite that he could not answer them. Impressed and 
frightened, Feidhlimidh gave Sadhbh and her father exten­
sive lands from the Loch Uan demesne, and promised not 
to molest the pagans of Duibhne and other native spirits. 
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They serve as coun lampooners at Caiseal for the reS[ of the 
Pagan Short era, and rule a lavish fonress at Srcubby Pass. 

Fio"ntann: This immortal poet was a husband of Cessair, 
the fust human seuler in Ireland, and an obvious incarna­
tion of the poet-god Find. H e lived in various fonus - a 
tree, a stag, a salmon, a shout - for century upon century in 
the wilds of Munster. In 556, Diarmaid mac Cearrbheoil 
summoned Fionnrann to Tara, for Diarmaid wished to learn 
the history of Irish kingship, and no mom! fill could satisfy 
him. Fionntann's colloquies describing the political and 
magical constitution of Ireland became the foundation of all 
subsequent bardic knowledge on the subject. Fionntann 
returned to Munster the next year and - his cosmic pur­
pose served at last? - disappeared forever. 

Mongan: The greatest poet of the Pagan Short era was an 
inhuman son of the sea gods, and a king of the Ui £Chach. 
His career is detailed under "The Cruithni,~ above. T he 
C ruith ni king Suibhne the Mad also counts as a famous 

poet. 

Beag mac De: This man, whose name means "Linle son of 
God ,~ was a dwarf whose unflinch ing stare betrayed his 
power of Sight. After a career as court poet to the Black 
People of the Marshes, Beag became famous as Diarmaid 
m ac Cearrbheoil's perso nal filL Hi s in sights serv~d 
Diannaid in every possible way, making him a keener king, 
warrior and father. But on Samhain in 557, Beag announced 
that Diarmaid would unavoidably die al the hands of Aodh 
the Black. W orried, D iarmaid wem to his druids fo r a sec­
ond opi nion; the druids said that Beag was right. Btag took 
this doubt as 3n insult , and stormed out of T ara into the 
Samhain night. There, he met St. Colm Cill, who had been 
inspired by a vision to fi nd Beag and give him the Last 
Rites. Peerless in divining the furure of others, Btag hadn't 
known that he was doomed to die that night. 

Eochaidh the Sage: Little is known about Eochaidh except 
that he was a £iii, and thai he was the ollaibh of all Irish 
poets after Btag's death . Like the "H igh·King,~ this title 
was really limited to Uf Niall lands. In fact Eochaidh had 
been a Long Isles fili umil he was defeated in a competition 
against M ongan, at the time only a boy. 

Dllllin Forgall: This sightless bard - his name means "d o­
quent blind man~ - was a Long Isles poet displaced by the 
rise of M ongan. H e befriended St . Colm Cill , and served 
Ailech as a praise 'poet and satirist. In 574, Colm appointed 
him successor to Eochaidh the Sage as high-bard. Dalliln 
died only a few years later, when he violated his geases by 
trying to satirize the Ui C riomhthainn mac Fochra king into 
awarding him the Dark Servant (see Places). 

Seanch!n TorptiS!: The M unster poet Seanchiln m ac 
Uarchride was 18 yeu s old in 530, when he won a rhyming 
contest against the T orptist (" twisted lllonster~): a poetic 

gruagach with rumor-like brains spilling out of its ears. The 
defeated monster metamorphosed into Find the Fili, 2nd 
blessed Seanchin with the Three Virtues of Filiocht. Calling 
himself Seanchin T 6rpeist, he quickly attracted a band of 
apprentice-poet followers, called the Troublesome Host. A 
court visited by this rhyming mob soon lost all its wine, trea­

sure, and stock. The al ternative to paying Seanchin was suf­
fe ring his satires: Seanchin could kill mice by reciting a 
mere two-line joke. 

In 555 Se:mcM.n and his band came to the court of King 
Guaire the Generous of Connacht. Here, Seanchin's petti­
ness reached heroic dimensions. When Stanchln hungered 
for a white piglet that was the pet of Guaire's brother, into 
the pot il went. When a crumb from Seanch:in's cake was 
stolen by a mouse, he killed the coun mice with satire, then 
made a sati re 2gainSt the whole race of cats for their delin· 
q uency in killing m ice; this drew the allention of the 
cat-god H irudn from C nog hbha (see places), who w:u 
heading to Durlas to kill Seanchiln and Guaire when SI. 
Colm Cill intervened and turned him back. Guaire tried to 
invent poetic t1i.sks that Seanchiln could not meet, allowing 
them ro dismiss Seanchin as an inadequate poet. Seanchln 
was equal to every challenge, until Guaire asked him to 
recite the Tiin bO Cuailnge. 

The full length of the Tiin had vanished from Ireland's 
collective memory after the destruction of Ulster. To honor 
their boasts before Guaire, Seanchiln and his followers 
devoted the next fifty years to a search that took them 
through Ireland, Pictland and T ir-na-nOg. They continued 
10 suppon themselves as bards; in 579 Seanchiln succeeded 
Dallan Forgall as poet-ollaibh over Ireland. Finally, in 605, 
Sea nchan's ban d used trochlaigh again st the cairn of 
Fearghus mac Roich (whereabouts unknown), the hero·god 
of Ulster. In response, the ghost of Fearghus rose from the 
cairn and recited the Tilin in its current form. Seanchiln 
himself died 3 few days later. 

The gamemaster may delegate the search for the Tilin to 

player bards. As an attempt to rescue Ireland's past from the 
forces of progress and apathy, it has a symbolic importance 
approaching that of the Grail <lyest. Read the Tiin to learn 
about the people and places of the Ulster Cycle: this pro' 
vides dues for the hunt. 
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INSULA SANCTORUM 

The learning, devotion and missionary ttal of early Irish 
monks made Ireland famous throughout Europe as Insula 
Sanclorum, "The Island of the Saints.~ The following sec­
tions inrroduce the world of the Irish church. 

r 



.. 
Irish Magic 

Beliefs 
Rdigion is based in the ruath. Like wvi"are, it is mainly dis· 
pcnscd by, and practiced by. the local nobility and their aos 
dlna rewnen. The highest authority is the local comharha 
or math bishop. 

Practical worship is a mattcr of endowing hermits and 
monasteries. who will beseech God on your behalf. A morc 
committed bcli~r perfects himsdf. by &sting and follow· 
ing pilgrimage routes. MStarions: in which chanting, moan­
ing worshippers ascend a hill in imitation of the ordeals of 
Christ or II saint, are the most common mass observance. 
They occur on both pagan quarter-days and sainu' birth­
days. Enclosed churches that hold regular seruces are rare 
c:xcept in feudal lands. 

Special Features 
These rdigious offices and artifacts distinguish Irish 
Christianity from the mother church. 

The ComhMb .. 
In his home tuath, a comharba always has the powers of 2 

bishop. A comharba has the resour«s, though not necessari­
ly me style, of a powerful chieftain. including cattle, war­
riors, and ccilsine debtors. The abbot of Ant Macha is the 
comharba of St. Patrick, and on this ground claims broad 
authority over Irish Christendom, usually without result. 
Lesser comharbas, inheriting from lesser saints, rule only 
one monastel)'. 

Comharba candidates must claim kinship to a previous 
comharba. The election of a comharba occurs within the 
ranks of potential comharbas - the ecclesiastical ri damhna 
- and can include unchurched candidate:s whose claim to 
the see rests entirely on blood. not learning or piety. The 
elections can be just as ugly as their secular counterparts. 

CAthachs 
Most prominent tuaths possess a cathach box, which holds 
the Bibles or the lirurgical instruments or the skulls of their 
saints. current and previous. Its presence in batt1e is consid­
ered so crucial that armies are often evaluated by the 
strength of the dead sainrs who accompany mem. In play, 
Irish warriors from the unit that carries the cathach fight as 
berserkers, and the cathach itself projects between 4d6 and 
6d6 Ambient Life Force. Total defeat of a rival tuath 
includes capruring and desecrating their cathach; otherwise, 
the power of the saints may curse the victors and restore me 
defeated, on and on in an end less cycle. No doubt the 
cathach custom descends from war fe tishes of some kind 
carried by pagans. 
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Anchorites 
Early Christianity distinguished between Cenobites (monks 
who live in communities) and Anchorites (monks who live 
as hermits, eve n if in proximity to one another). The 
Anchorite practice was once common among the Mdesert 
fathers" of Palestine and North Mrica. As the church moved 
from rejecting the mundane world to leading it, anchorites 
became less important - except in Ireland. where the exam­
ple of the desert fathers found fertile ground in the mystical 
tendencies of the aos dina. 

Some Irish anchorites live in the woods, filling the part 
of the holy hermit familiar from Arthurian stories. Most live 
in c1ochans: beehive-shaped stone huts, affording just 
enough room for a man to sit cross-legged. Some religious 
communities consist of several c10chans clustered together; 
others contain both clochans and the more traditional build­
ings of a monastery. 

For most Irish C hristians. living as an anchorite is a 
temporary form of purification, rather than a life-long role. 
The c1ochan, beside a prosperous monastery are inner-space 
capsules, allowing a monk to exempt himself from mundane 
influences, if only for a few hours. Lay bt:licvcrs can swear 
off their sins by spending the night in a clochan at Patrick's 
Purgatory, an island shrine in Loch Dearg. 

The Celli De 
The Ctili Dc movement was founded by a few dissatisfied 
abbots, notably Maol Ruain of Leinster and Fca.rdlcruich of 
Munster. There is no Ccili DC hienrchy; irs divuse members 
arc united by a shared preference for religious fundamental ­
ism and ascetic practices. They oppose the persistence of 
pagan and secular customs within the Irish church; in partic­
ular. they hate comharbas. Some CeiU Dc thinkers want the 
Irish church to accept mainstream Catholic refonns such as 
the new calender and the stricture against muried clergy. 
CCiIi Dc philosophy emphasizes the individual's quest for 
enlightenment and perfection over the shared rel igious 
transpon of the congregation. Fasting, meditation and soli­
tude are their tools. In the words of Maol Ruain: "The flre 
thou most dreadest to bum thee, to it shalt thou go.~ 

Any Christian can join the CCili Dc, though most mem ­
bers are monks. Applicants need Pious, T emperate, Love 
(God) and Religion (Christianity) at 13+. They must spend 
a gtC2t deal of time fasting and meditating. Magically-pow­
erful Ceili De members gain +2 to Banish and Demonize, 
but arc forbidden from using Glamour, Emotion, Summon, 
Co ntrol, Anima l Friend , Shapeshift, Trave l, or 
Necromancy. Belonging to the Ccili De eams characters an 
extra 50 Glory per year. 

Peregrlnatlo pro Christo 
During the early middle ages. many Irish clerics adopted a 
form of devotion called the Peregrinatio pro Christo. They 
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abandoned Ireland in order to found monasteries ove~s. 
Often. they revillcd Christianity in regions where the faith 
h:l.d declined, or where it had neller been properly estab­
lished to begin with. The Western Church's debt to Irish 
monks is second oo1y to itS debt to Rome. 

While the word ~Peregrinatio" later came to mean "wan­
derer.~ it wu originally a legal term meaning "outcast.~ A 
Peregrinaciore voluntarily becomes a permanent exile , a 
stateless person. He then jumps on the next boat for the 
continent, trusting God to prollide fo r him in whateve r 
kingdom he may reach. 

Any Christian can accept the Vow of Peregrinatio pro 
ChriStO; in doing so, he renOunces all Love (person. family 
or foster-family) and Loyalty (tuath or liege) passions. The 
char.l.cter gains 10 Clory each time he voluntarily lowers one 
of these passions over Winter (P'!rIdragon pg. 204) . This 
reduction in Passion is reciprocal; usually, the Love or 
Loyalty of the Peregrinatiore's kin annot exceed his Love or 
Loyalty for them. 

A Peregrinatiore who has rid himself of all these pas­
sions earns an extra 100 Glory per year, as long as his Love 
(Christ) remains at 16 or higher. He can also add +3 to 
Sacred Space and Divine Miracle, ifhe has those talents. 

Famous Saints 
St. Patrick: From his own wri ting, we know that St. Patrick 
was the son of a Romano-Briton named Calpurnias (who 
may have lived near Glastonbury), and that he was aptured 
by Irish raiders - possibly under the command of Niall 
Nine-Hostages - at the age of six. He lived as a slave in 
Ireland, first near the dntid sanctuary at Focluth Wood 
(Connacht), then on a farm in the Mis Mountains (Ulster), 
befor~ escaping to France as a young man of twdvt. He 
spent many years in Europe: sntdying as a monk. Then one 
night he had a vision: a mysterious man approached him, 
holding forth a bundle of parchments, from which emanated 
voices speaking Irish. Patrick recognized the voices as the 
men he heard cha nting in Foduth Wood years ago. The 
man asked Patrick to ~come, and walk with us again: then 
vanished. Patrick returned to Ireland as a missionary in 456. 

T he eve nts of later leg~nds take Patrick in a circle 
around Ireland from Meath back to Meath. Arriving first at 
Tara, he converted Tara-King Laoghaire mac Niall by beat­
ing Laoghaire's druids in a contest of magic at Uisneach. In 
Ulster, he gained the holy mountain of Ard Macha as a 
monastery si te by converting its owner, a mysterious "pagan 
tyran~ variously called "Crom~ or ~Daghdha." In Connacht 
he practiced trochlaigh against Jehovah, fasting for forty 
days before he WOn a position as judge of all Irishmen in the 
afterlife. In MunSter he destroyed :I. Stone ci rcle where 
infants were sacrificed to Crom, a god of fate . In Leinster. 
his prayers outside a si mound released Caoilte and Oisin. 
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two heroes of Fionn mac Cumhail's fian who ha.d £ltd into 
Tit na nOg after Fionn's death. He engaged the twO p~s 
in a colloquy, fumously alled ~Colloquy of the Old Men; 
in which he lecrured them on the virtues of Christianity, and 
they imparted to him, as master of the new order, a Yom col­
lection of bardic facts about the pagan and heroic Ireland 
from which they came. The colloquy ended in 495 at the 
court of Tara-king Muircheartach mac Earca, when the 
three old men, the stories drained out of them, fmally died. 

After Patrick, Christianity spread through the aos dina 
caste. Its novelty and its link to Latin culture appealed to 
Ireland's intelligentsia: many early saints were druids or 
poets prior to conversion. The result was an explosion of 
intellectual energy comparable to the establishment of a new 
science. Tuath bishops and lay preachers, called saints even 
in their lifetimes. spread new monasteries across the face of 
Ireland. and soon into Britain, France. Frisia and Saxony as 
well. Scribal pens flew into action, producing texts - sagas 
and hagiographies, bardic poems and monkish medit1ltions, 
canon law and Breitheamh law - on a scale unequalled in 
Europe until the invention of print. Laws protecting the aos 
dina caste insured the: prosperity and safety of professional 
Christians. No Irish saint was ever martyred; Irish warriors 
know that murdering a religious teacher - a druid. of what­
ever god - brings curses too terrible to imagine. 

St. Brighid: Brighid was born in a serf-tuath of Leinster in 
538. Her mother sold her to Maithgeann, a male druid, who 
recognized her as an avatar of the goddess Brighid, and 
schooled her in druid secrets near the pagan sanCtuary of 
Cill Dara. She became high-priestess of the Brighid cult, 
until 574 when Merlin violated its sancntary by stealing the 
stone circle of cm Dara - Stonehenge - and moving it to 
the Salisbury plain. 

Taking this as an omen of spiritual changes. Brighid 
submitted to St. Patrick as his first nun in the same year. 
Subsequently, she made cm Dara into a Christian sanctuary 
housing monks and nuns in separate quarters. She also con­
verted the people of Pomitain to the new faith, and lent her 
popularity to King Anguish and his feudalizing reforms in 
Leinster. She died at CiU Dara in 524. 

Most stories about Brighid emphasize miracles, rather 
than political actillities. She frequently duplicated Christ's 
feat of multiplying the loaves and fishes by multiplying cat­
tle, butter, milk, and so on. Fire surrounds her: guests at cm 
Dara reported haloes and lights about her person, and :I. bril­
liant glow at night from the chamber where she slept. One 
story has her healing a Leinster king from a curse that left 
him with horse: ears: perhaps this cuckold's symbol was once 
attached 10 King Anguish. Her exploits blends pagan and 
Christian imagery into a new tradit ion of the 
missionary-as-tribal-magician . Her chief male disciple, St. 
Ruadh:'n. sh ares the name of the goddess Brighid's 
half-Fomhorach ~on. Ruadhin the saint cursed Tara; 
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Ruadhin the demigod died fighting the TU2 gods. A 
lozenge-shaped cross or swastika made from straw is the 
symbol of her cult, placed with newborns of every species to 
bring good luck.. Leins!er folk commemorate her feast-day 
(lmboJg) with a Halloween -type pagc20nt in which tittle 
girls, dressed in aos dina robes, go from house to house col­
lecting eggs as offerings. 

St. Brighid's lack of political adllcnturing means there is 
less to say about her here than about Patriclc. and Colm Cill. 
She is important as a token of the easy shift from paganism 
to Christianity, and the continuity of the aos dana into the 
new faith. 

St. Colm Cil1: Born Criomhthainn son of reidhlimidh son 
of Conall Gulban in 501, Colm Cill (~ Dove of the 
Church") , often Latinized as ~Co l umba," became the 
founde r of the Pictish church, and the third most revered 
Irish cleric after St. Patrick and St. Brighid. Unlike them, he 
was a high-born noble. fully entitled to the kingship of Tara. 

Berween 522 and 550, St. Colm Cill founded a string of 
monasteries in Ui Niall territory, including Derry, Durrow, 
and the center of his monastic empire, Kells. Often, he was 
forced to build these monasteries anew after Lochlannach 
raiding parties - or the supporters of rival saints - sacked 

them. He also planted churches in the frontier of the Long 
Isles, most notably the island hermitage of lona. 

When Colm sheltered a madman who had killed a court 
guest under T ara- King Diarmaid's protection, Diarmaid 
sent soldiers into Kells and executed the man, flouting the 
custom of church sanctuary. Colm sought revenge by mus­
tering Pale knights and his Ui Niall relatives against 
Diarmaid. The rwo sides met at Beann Gulban in 561, with 
Colm CiU fighting, praying and waving his cathach on one 
side, and Diarmaid's druids summoning an obscuring bank 
of fog on the other. Diarmaid was driven back into Meath. 
but both sides took heavy losses. 

Colm, a saint, had spilled blood. Diarmaid, Ard Macha 
and the Cci!i Dc demanded excommunication. Colm stood 
before most of the Irish church in a synod at Taihiu in 562; 
some, (jke St. Brcanainn. spoke in his defense. In the end. 
he chose to avoid a stiffer sentence by becoming a peregrina­
tiore, swearing never again to set foot on Irish soil. With 
twelve loyal followers, he retreated to lona. His subsequent 
adventu res in Pictland. including his encounter with the 
Loch Ness Monster. take place after the Pt ndragon cam­
paign 

THE Aos Sf 

THE AOS sl INHABIT a counter-Ireland which interacts 
with the mundane Ireland on seasonal holidays like 
Samhain. Drumlins, cairns and groves give entrance 

to thei r kingdoms, though mortals are more often kid­
napped through these gates than invited. 

Entering the Sf World 
Using Faerie Lore and Gcomantic Lore, a competent magi­
cian can find an entrance to the Si world at any pagan holy 
place. Other people make due by sleeping outside a cairn, or 
scaling themselves within it. Many of the si covet their pri­
vacy and will confuse morral visi tors with Glamour, or 
thwart them with Curses. 

Besides islands. wells, groves, henges. and mounds, one 
can add that any place not mapped, sequestered and 
encloscd by humans is close 10 the Otherworld. The travdler 
on a lonely moor or a desolate beach is a mis-step away from 
the countl)' of dreams. 

Ente ring this world through the gate of a god, like 
M idhir, puts you inside his tualh. The beings you encounter 
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are his debtors. kin, and flunkie s. Because nothing ever age! 
in this world, it is called The Land of Youth. Other divi­
sio ns of the Si World include Ui Breasal (where man) 
Fomhorachs and other bad or defeated things arc exiled) 
Donn's House (where dead souls congregate before beinf 
re-cycled on the wheel of being). The Plain of Promise (: 
H eaven for the spirit that has accumu lated G lory an{ 
Eineach in its last life). and the Land of Victories (possibly; 
pagan Valhalla). 

By definition, the 5£ World includes everything that i 
not in Ireland. An island encountered more than nine wave 
from Ireland's coast (the limit of Ireland according tI 

druids) may thus be an aos si place. M any sailors repor 
islands inhabited by bizarre animals, beautiful women, 0 

doctrinally-askew colonies o f monks or druids, and 5til 
other islands that fearure giant abandoned dtbs with gian 
weapons and giant pots and giant footprints. The sea god 
built these lands fo r their own obscure purposes. Iris: 
adventures set in UBritain" arc often transparently storie 
about Tir na n-Og. Because they are not Ireland, places lik 
Britain and France are unnarural, fantastic, fey. 
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Appearance 
Aos si arc either be2utiful or ugly. They dress either as lords 
or churls. They have a predominate color. which reflects in 
an extreme fashion the types of hair and complClcion found 
in the Iris h: blonde aos si have pale or golden skin. 
red- haired aos si have red skin and even red teeth. and 
brunette aos si have obsidian skin and ink-cloud eyes. 

Culture 
Aos 51 culture mirrors Erainn culture. Its various castes dis­
charge the same functions. and demand the same obei­
sances, as their human counterparts. 

Apparently enigmatic aos si actions can often be under­
stood in terms of Irish law. Many folk-tales depict a loch 
monster or faerie -mound woman who demands a human 
sacrifice every $Cven years from the people of a certain dis­
trict. This request will $Cern less arbitrary if you remember 
that "seven years~ is the usual duration of a ceilsine contract. 
The spirits of nature " lease~ land to humans, and demand 
only a modest payment when the Joan is up for renewal. 
Should humans default on the ~Ioan .~ faerie age nts will 
repossess it. 

The aos si lack $Celie or unsedie courts. Their "good~ or 
"bad~ demeanor is relative to the ob$Crver's interest in their 
clash of family politics and cosmic forces. When they kill 
their guests. it is out of spite, or boredom, or offended honor 
or privacy, or hunger; it is not out of evi l. M ode rn 
counny-folk call them. not demons or angels, but "gcntry.~ 

Animals 
Just as there are aos 51 kings. druids and smiths, there are 
also si plants and animals of every species. 

The Irish can spot a 51 animal by irs color. A horse, cow, 
pig or dog with red ears and a white hide is a magical ver­
sion of its type. well-worth the risk of stealing from its 
owner. On the other hand. 100% black, red or green animals 
are more usually hostile or accursed, the ebony capall-uisce 
and the emerald cii si (both below) being two examples. 

Powers 
The typical aos si who is able to fight has the statis tics of a 
Faerie Knight (Pmdragon p. 341). Aos si druids, crafters and 
so on can be simulated by doubling the skills of a human 
specimen. The typical Fomh6rach has the statistics of a 
small giant. Aos sf and Fomh6rachs mentioned by name in 
the sagas a rc gods, with powers far off the scale of 
Pmdragon. 
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Many aos sl have access to the Waters of Healing, ~ 
to supernatural physicians like Dian Ceacht. They can 
recover from any blow except onc that destroys the brain 
(i.e. one that qualifies as a critia.! rut ami a major wound), 
Fomh6rachs Lack equivalent skills, but can regenente thtir 
Healing Rate in hit points every round, unless reduced to 
death. Magically·competent aos si would have a Magic 
Limit of 200 to 300 or even more, 6d20 or so Personal Life 
Force, :md several magical Talents at 20 or more, as wen u 
morc: than two Natunl Talents 2nd several prepared 
Talismans. Exceptional aos sf are benet still. 

Feel free fO bend the rules concerning :lOS si magicians. 
They do not suffer the limitations of mortal flesh which the 
magic system places upon human magicians. The aos SI may 
cast magic spontaneously without preparation; or age: in 
reverse, growing younger; or cause another to suffer their 
aging rolls in their stead; or carry a pocket full of magic 
faerie dust. each g ra in of which con t ribute s I d20 of 
Ambient Life Force to a magical casting. They are the crea­
tures of the Other Side, the place of magic; they can do as 
they will. 

-
THE IRISH GODS 

Each Irish drumlin. grove, lake and standing stone houses 
its own gods. A god founded C2ch tuath, and sits at the top 
of its hierarchy as an immortal super-chieftain, wielding 
super-buadha and obeying super-geases. Gods are all things 
- mother and fa ther, the four elements, PC2ce and war ­
to the human neighbors of their cairns. O utsiders seize on 
one aspect of the myth, so that a ruling god in one district is 
a fire god in the next, and a fertility god in the third. 

The scanchais glibly neat many gods as aspects of one 
god, or split one in to many. refusing to decide between 
~ trees· and "a forest. ~ They reconcile local gods in the Tuath 
of Goddess Danu (a local spirit herself, patron of the 
Danube rive r on whose banks the Celt s o nce lived). 
Christian scribes reduce gods to kings, and shoe-hom their 
myths into the Greek chronicles and the Old Testament. 
The sum of these learned speculations is chaos, as are most 
attempts to enforce -continuity" on rival fictions. Pausing 
over the idiosyncratic - what god made thilt crooked rock, 
what god lives in this gnarled tree, and what fiw things docs 
he want from our clan - brings us closer to the typical 
pagan. 

Magicians in P"uJragon contact gods only through their 
emissaries, the Minor Aos Sf (below), and through the Life 
Force emanated by the gods' cairns. 
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For now, I few gods and their kin give us a starting 
point, I junction from which trails depan in every direction. 

The Fomh6rachs 
These beings, of unknown origin, are Ireland's flISt inhabi­
Wits. They appear, on one hand, as misshapen gianu, and 
on the other hand, as handsome beings of human shape and 
Slature. FomhOrllchs control Ireland's harvests: when land 
f:Lils, a FomhOrllch spoiled it, and when land prospers, a 
Fomh6rach was prevented from spoiling it - or his bad 
magic was harnessed against itself. Pagan rituals do not 
honor these beings so much as appease, trick or subdue 
them. 

The Fomh6rl1cbs were ~killed~ by Lugh and the Tuath 
Dc Danu at the batde of Magh Tuire. In fact, these inde­
structible beings merely vacated the land for the sea, whose 
storms and currents they still control. 

The Ui Net 
Net is an obscure war-god. His wives, the war-goddesses 
Badhbh (·Crow"), Macha (" Herd s") and Neamhain 
(-Panic"), receive more worship today. He also fathered 
many children among the Fomh6rachs. 

Balor UI N~t is a god of the Winter sky, a Fomh6rach 
cyclops whose huge eye , when propped open, projects a 
destructive ray that levels mountains and kills armies. Balor 
was fated to die at the hands of his grandson during the 
Magh Tuire battle. To escape his fate, he imprisoned his 
still-virgin daughter Eithne in a crystal rower on Toraigh 
Island. A De Danu hero named Cian rescued Eithne, and 
she bore him Lugh of the Summer sky, Balor's rival, coun­
terpan, victim and assassin. 

Lugh counts both as a member of the Vi Net and 
Nuadhu's Court (below) . He un ites the powers of his 
Nct-Fomh6rxh-Nuadhu-Danu inherit2nce - war, fertili­
ty, sovereignty, and m2gic - in a single soul. He is the most 
popular Celtic god. 

E2latha Vi Net is the Fomh6rach over-king. From his 
peace-making marriage to Eriu, the De Danu goddess of 
Irish bounty, he fathered Eochu Breas (-the handsome"), 
Tyr2nt- King of the Gods and husba nd of Brighid ni 
Daghdha (below). Lugh killed Eochu Breas, turned his 
estates into a wasteland (the Ox Mounnins, Connacht) and 
banished his descendants into the western sea, where they 
rule a phantom island, Vi Breasal ("Hy Bl'2zir). 

Nuadhu's Court 
Nuadhu is the god of sovereignty, master of fresh Wllter, and 
the original king of the Tuath De D2nu, 25 well as the 

founder of the Leinster 2nd Eoghan2cta dynasties. His 
name probably derives from the word ·nud~ ("fog). AI the 
river-god NU2dhu Neacht, he owns the Well of Wisdom at 
the source of the SOann in Tir na nOg. His old fortress at 
Almhu (Leinster) is one of his cult centers. He and his court 
exemplify kings and counselors for the people of Munster 
2nd Leinster. He is noted for losing his right arm in batde 
against the Fir Bolg, an early human tribe. 

As a tamer of livestock, Nuadhu m2fried both the 
mare-goddess Mach2 (also a wife of Net) and the cow-god­
dess B6ann (later a wife of the Daghdha). When B6ann 
looked into his forbidden Well of Wisdom, its waters rose 
up and chased her to the sea, forming the B6ann river. 

Dian Ceacht is Nuadhu's physician. When his mech2ni­
cal silver arm failed to restore Nuadhu, Dian CCacht's son 
Miach created a functioning organic version. In a jealous 
rage, Dian Ceacht split Miach's brains, the one wound even 
he couldn't heal. All healing herbs originate from Miach's 
gnve. Today, Di2n Ceacht and his daughter Airmidh, 
another physician, guard the Well of Healing inside Brugh 
na B6ann ("The Mansion on the B6ann River;" in Meath). 

Find the Fili, somet imes ca lled Nuadhu - Find, is 
Nuadhu's poet. Older than the gods, this being is known 
mainly through his avatars, including Fionntan and Fionn 
mac Cumhail1. He is associated with the B6ann v-alley and 
Almhu. Goibhniu is NU2dhu's smith, and 2 p2tron of all 
trades; he lives at Goibhniu's Forge in the Sionnan water­
shed, among OTher places. Oghma is Nuadhu's champion. 
Both a warrior and a god of oratory, his twO natures symbol­
ize the ideal flaith . 

When Lugh arrived at Nuadhu's court, he usurped many 
of the functions ascribed to individual gods like Goibhniu. 
Because of this, he is called Lugh IIdinach ("master of all 
arts"). Lugh's cult defeats rival gods by absorbing them. 

The Ui Daghdha 
The Oaghdha ("The Good God"), also C2l1ed Eochaidh 
Ollathair (~Stallion-like All~father"), is a big fat guy with a 
cauldron and a dub; a wild phallic god of the woods, father 
of gods and dynasties, mentor of Lugh, and patron of magic. 
]n Christian chronology, he replaces Nuadhu as king of the 
gods; in fact they m2y be parallel gods from different pans 
ofirdand. 
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Both B6ann (above) and the M6rrioghain have been the 
Daghdha's wives. The M6rriogh:Lin ("Queen of Phantoms~) 
is Ireland's primary war goddess; Mach2, Neamh2in and 
Badhbh are her lieutenants. She also rules the powers of 
satire and prophecy. In one story, the Daghdha gains intelli­
gence of an upcoming battie by copulating with her. The 
relation between M6rrioghain queen-or-shades and Morgan 
Ie Fay is a subject for the synthesizing imaginuion of the 
game master. 



Pagan Shore 

The Daghdha's sons with B6ann include 80dhbh Dearg 
(god of sacrifices), Aonghus (god of youth, love and music), 

and Midhir (god ofbreithe.tmhs), Midhir fostered Aonghus 
and taught him a lega] trick to gllin control of their f.l.thcr's 
house, Brugh na 86ann; this led the Daghdha to abdicate 
his kingship and wander into the woods. where he lives now. 

Midhir groomed his own son, Donn (escort of the dead) to 
succeed the Daghdha. but Donn is strongly opposed by 
Bodhbh Dearg. This civil war between dark (~donn") and 
crimso n (~dearg") aos si contin ues today; the lack of a 
high-king over the gods explains their incapaciry in the face 
arChris!. 

The Daghdha's most prominent daughter is Brighid, a 
fire spirit and totem to the Briganti people who settled 
Lcinster. She was given as a wife to Eochu Breas for the 
duntion of his kingship, and bore him four sons who fought 
for him in Magh Tuire. Three went into exile as the Ui 
Breasal; the fourth, an ugly Fomhonch named Ruadhan, 
died trying to steal trade secrets from Goibhniu. Now 
Eochu's widow, Brighid seems to have ~ned a measure of 
Eochu's fertility-power and Goibhniu's technical knowl­
edge; she is a patron of childbirth. smithing, and poetry. 

The Uf Lir 
These are the aquatic gods. Lit, King of the Ocean, lives 
under the Antrim mountains and in the cold sea beside 
them. Sailors pl1loy to Manannim, son of Lir and patron of 
Pomitain; the Conmacne Mara treat him as an ancestor god 
under the name "Oirbsiu." As master of the ocean from 
which all land is born, he makes the supernatural islands 
found nine wavcs from Ireland's coast, and the otherworld 
paradises. such as Tir na nOg, where the gods live in exile. 
His brother Bran the Blessed is both a raven god and an 
underworld god. 

Severa] inchoate myths describe Lir's estrangement from 
hi.!; chiklren, one of whom seems to be the Celtic horse-god­
dess Epona. In an Irish Story, the Vi Lir were changed into 
swans by their evil stepmother, only to be restored later by 
Mochaomhog, an abbot of the Pagan Shou era. In the 
Mabinogion, Bran the Blessed and Branwyn daughter of Lir 
die in a war with Ireland, after which Manannan becomes 
an itinerant tinker. GeofJery of Monmouth shows Britain 
divided between "IGng Lear" and his rebellious daughters, a 
story later adapted by Shakespeare. Local spirits in the west 
of Ireland trace descent from Lir, among them Aine, mad 
goddess of Munster, and Sionnan, goddess of the Sionnan 
River. Nuadhu's Court stands united; Lit's Children suffer 
the attritions and humiliations of a mortal family. The land 
is finn, the sea tosses. 
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Minor Aos sf 
These creatures are found in the Irish folk1o re and sagn. 
They may be encountered in most of unsettled lreland.lbe 
To Banish and To Control listings show the amount that a 
magician would need to control or banish such a crcatuR:. 
For those creatures that have some magical abilities, their 
Talents are listed. We have purposely not given Magic 
Limits and Personal Life force listings for most creaMes, as 
this would vary by creature and should be tailored by the 
gamemaster to suit his needs. 

BaChlaeh (BOKH -Iukh; churlish one); A tall, flabby 
ogre with warted black ski n. Bachlachs gu:ud magic 
wells, cauldro ns, and aos SI cattle. The name can 

mean "serf, ~ suggesting a sf version of the cagey yokels from 
whom lords collect their harvests. Some bachlachs work in 
husband-and-wife pairs. They have sundry magical powers, 
such as Clamour. 
SIZ 25 Move 4 

DEX B Damage Bd6 
STR 20 Heal Rate 5 
CON 25 Hit Points 50 
APPB 
Avoidance; 0 
Modifier to Valorous; 0 
Glory to IGll; 100 

Major Wound 25 
Unconscious 13 
Knock Down 25 
Armor 12 

Attllcks: club 13. Grapple 15 docs 3d6 damage. 
To Banish: 120 To Control: 60 
Talents: C lamour 10. perhaps others. 

BrollRChan (BRAHL-Iukh -un; flux-being): A shape­
less creature that appears as a swirl of fog or a puddle 
of bog·muck with a few human attributes, such as 

grasping hands or staring eyes. They frighten, but do not 
attack, characters in fo lklore (maybe the people they attack 
don't live to report it). Often encountered as the child or 
famili:u of a fuath (below). It only takes 114 damage from 
any but magical weapons. 
SIZ 10 Move 5 
DEX 20 Damage 3d6 

STR 15 Heal Rate 5 
CON 15 Hit Points 25 
Avoidance: 10 
Modifier to Valorous: 0 
Glory to IGll; 100 

Major Wound 15 
Unconscious 6 

Knock Down 10 
Armor 5 

Attacks: Thr.1shing about 10, doing 4d6 damage. 
To Banish: 100 To Control: 75 

BrUion Si (BREEUN SHEE; faerie hostel): Irish 
chieftains retain "hostel-keepers" who lend their riths 
and larders to important guests. The bruion si are 

hostels maintained by Irish gods. CaiJIeachs, bachlachs, or 
fe:u deargs govern them in the name of a Tuath De Danu 
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king. They appeu as ruins most of the time. but transform 
into iron duns or castles with the passing of the Samhain 
mists. Mortal chicftUns invited to a bruion si are being test· 
ed by the sovereignry gods; passing the tests may carn them 
a magic cauldron or an expanded chieftainship. Failure 
means death; the iron hostel, lit underneath by an inexplica­
ble fire, becomes an iron cauldron of sacrifice from which 
the chieftain cannot escape. Ireland bu five famous f2erie 
hostels: The Hostel of Da Dearg:t ("'The Red God~)j of Da 
C0g2 ("The War Goer). of Mac D a Re ("Son of the Moon 
God"), of Mac Da T6 (~Son of the Silent God"), and of 
Forgall Manach ("Speaker of the Menapii,~ a Gaulish tribe), 
All arc located in or near Meath, the province of sovereign-
1)'. Ambient Life Force: nonc - only the hostel's owners, or 
Christians, can do magic there. 

e ai1leach (KOLL-yukhi veiled one) : C rones with 
faces veiled by shadowy cloaks, the cailleachs are 
handmaidens of the Morrioghain. They reSI, mock, 

and tempt young heroes. They invented the martial arts; ell 
Chulainn's war-mentor Scathkh ("shadowy~) was a cail­
leach. They appear as ugly incarnations of the land -goddess­
es, amazons who teach war and satire, and I or the wicked 
witches of folklore. 

SIZ 8 Move 4(+2) Major Wound I I 
DEX 14 Damage 5d6 Unconscious 5 

STR21 
CON 11 

APP7 

Heal Rate 3 
Hit Points 19 

Modifier to Valorous: -5 
Glory to Kill: 200 

KnockDown 8 
Annor 11 (magic) 

Attacks: Great Spear 14, C raoiseach 22, Sworrl19 

SignifiC1lnt Skills: Celestial Lore 17, Faerie Lore 21, First 
Aid 9, Folk Lore 20, Religion (Pagan) 14, Sight 18 
To Banish I Control: Impossible 
Talents: Animal Friend 7, Curse 19, Divination 15, 
Necromancy 12, Summon Faerie CreaNrc: 14, Weather 
Control 14. 

C apall-Uisce (KOP-ui USH- kuhi water-mare): An 
echo of Lit's rebellious equine daughters. Gende at 
first, she later bolts into a loch Ot river, taking her 

master to his death . He can reign her in by overcoming his 
own Selfish +8 - hi s attachment to her - with 
Horsemanship; success saves his life and tames the horse. 
Yet some capall-uisces are cruel, untameable creatures who 
wade ashore at night to trample children and lead stallions 
astray. 

SIZ 25 
DEl< «) 

STR2S 

Move 12 

Damage 5d6 

Heal Rate 5 

Major Wound 25 
Unconscious 12 

Knock Down 25 
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CON 25 Hit Points SO 
Avoidance: 15 
Modifier to Valorous: 5 
Glory to Kill: 100 
Attacks: Trample@1O 

Armor 5 

To Banish: 100 To Control: 150 (they're stubborn) 
Talents: 

C 
oraniaids (kor-an-ih-AH-ids; gremlins): When the 
Tuath De Danu departed the surface of Ireland, they 
left behind five faerie agents in each province ~to stir 

up strife and trouble among the Irish people." Usually, thc:se 
agents create a contest or challenge which leads tuaths into 
war, just as the Greek gods' beauty contest sparked the war 
of the Iliad. The ancestors of the Seed of Lugh and the 
Eoghanacta fought a war when Yew Man, a diminutive aos 
si poet, promised to serve the winners: the war was bitter 
and inconclusive, and Yew Man today serves nobody. Gaelic 
has no name for Ireland's twenty-five divine uoublc:-makers, 
but a paralld Cymric myth provides the term ~coraniaid." 
These were a race of invisible dwarves who could hear all 
words spoken in Britain, and who used this omniscience to 
dissolve the social glue of secrecy and trust. "Coraniaids" are 
thus Cdtic "gremlins" who sabotage tuath politics. They can 
only be detected with a critical Sight roll, unless they choose 
to be found. 
SIZ 15 
DEX20 
STR 15 
CON 20 
APP 10 

Move 4 

Damage 5d6 
H eal Rue 4 
Hit Points 35 

Avoidance: 20 

Modifier to Valorous: 0 

Glory to Kill: 150 

Major Wound 20 
Unconscious 9 
Knock Down 15 
Annor 12 

Significant Skills: Awareness 25, Sight 13 
Attacks: Craoiseach 12, Sling 15, Sword 13 

To Banish: 180 To Control: 90 
Talents: Dispel 18, Emotion 17, Glamour 16 

eli Si (KOO SHEE; Faerie Hound): Bruion si and 
other faerie places may be guarded by these horrors: 
dark-green Irish wolfhounds, each one the size of a 

small bull. They run without making noise, regenerate dam­
age as a Fomh6rach, and in some cases have the death-gaze 
of a basilisk. Despite this, they are said to respect the territo­
ry of mortal dogs and wolves, and may back down from a 
growling dog whose master they would blithely destroy. 
(Bear it in mind the next time your dog "growls at noth­
ing.") 

SIZ 24 

DEX20 
STR26 
CON 12 

MoveS 

Damage 8d6 
Heal Rate 4 

Hit Points 36 

Major Wound 12 

Unconscious 9 
Knock Down 24 
Armor 14 
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Avoidance: 0 
Modifier to Valorous: -5 

Glory to Kill: ISO 
Attacks: Bite 14 
To Banish: 80 To Control: 40 

Fear Dearg (FYER DJERG; red man): Troops of Irish 
vampires with red skin, red eyes and teeth, and spongy 
heads moistene~ by human pla sma. They serve 

Bodhbh Oearg by snatching geas-breaking nobles, wh()5e 
sacrificed blood is the ~pollenn from which Ireland's -honey" 
- its fenility - is forged. No more evil than mosquitoes. 
SIZ 12 Move 6 Major Wound 40 
DEX 12 Damage 8d6 Unconscious 13 
STR 35 Heal Rate 7 Knock Down 12 

CON 40 
APP 14 

Hit Points 52 

Modifier to Valorous: -15 
G lory to Kill: 250 

Armor 20 

Attacks: barbed Craoiseach 25; if disarmed uses 2 claws at 
20 each, for normal damage. 
To Banish: 240 To Control: 120 

Fear Gorta (FYER GAHR-tuh; hunger man): A skele­
tal beggar who, when his plea for alms is refused, 
brings unquenchable hunger to the refuser, or starva­

tion to his ruath. The herald of fam..;ne. He may be the ghost 
of a starved man, a pagan spirit of blight, or Christ's 
vengeance on the unchari table. 
To Banish: 60 To Control: Impossible 

F if Cleas (FER KLES; men of feats): Name for two 
clans of aos 5i who live in the northern sky. They war 
constantly for the favor of their goddess-queen, and u 

they are all masters of the martial arts, their fighting resem­
bles an elegant, complex dance. This dance-fighting is visi­
ble to humans as the aurora borealis. The red sky beneath an 
aurora is their spilled blood, and the bloodstones found in 
the Orkneys and Hebrides are the same substance in crystal 
form, exploitable by a wise magician ("fuil si;" faerie blood). 
Humans never visit their courts. 

Banish/Control: Impossible. 

F ochan (FAHKH-un; sub-human): Tall, scaly troll 
with one eye, one arm, and one leg upon which he 
hops. Wields a flail or other harvest tool as a weapon. 

Haunting fallow or bogged-over fidds, these agriculrural 
demons are the foot-soldiers of the Fomhorach race. 
SIZ 20 Move 3 Major Wound 12 
DEX 13 
STR 18 
CON 12 
Avoidance: 0 

Damage 6d6 
Heal Rate 3 
Hit Points 32 

Modifier to Valorous:O 
Glory 10 Kill: 150 

Unconscious 8 
Knock Down 20 

Armor 10 
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Attacks: F1ai112 
To Banish: 60 To Control: 30 

F oidin Mearal (FOW-djeen mer-EEEj co nfusi ng 
clump): A clump of sod which disorients whomever 
treads upon it. Similar to the solas si (See 8Glamour1. 

but the victim thinks he is making progress when in fact he 
walks in place. Means of escape might include reciting a 
counter-spell like the Our Father, or being pushed off the 
sod by a friend. C learly a weak point between Ireland and 
&erie-land. 

To Banish: 60 To Control: Impossible 

F uath (FOOATH; hateful shape): Vicious cailleach 
linked to a bog or pool. She traps wayfarers in her bog 
or attacks them with a whip (non-magical armor only 

protects for half its normal value), She iou.matn the bog's 
cancerous hunger, and its vengeance on pcat-harvcSlcrs . 
Use the same statistics as a caiUeach. but with a whip at 17. 

G aoth Si (GAITH SHEEj Faerie W ind); Irish peas­
ants believe that small cyclones or dust devils, espe­
dally those that arise on a windless day, are faerie 

traces. Even looking at the Gaoth 51 to learn its destination 
is bad luck, according to folklo re. People who touch the 
Gaoth 5i unprepared are whisked away to Tir na nOg, or to 
a bad place. Touching the Gaoth 5i gives a magician +2020 
Life Force for Travel. No combat statistics arc given, as 
fighting the wind is pointless. 
T o Banish: 20 To Control: Impossible 

G eanc:lnach (gyin-CAWRN-ukh; love talker): 
Handsome male faerie who lures women away into 
some ghastly erotic half-life. A male venion of the 

leannin-sl. 

SIZ 13 Move 3 
DEX 16 Damage 4d6 
STR 13 Heal Rate 3 
CON 12 Hit Poinrs 25 
APP25 
Modifier to Valorous: 0 
Glory to Kill: 50 

Attacks: Spear 13 
To Banish: 130 To Control: 70 

Major Wound 12 
Unconscious 6 
Knock Down 13 
Armor 0 

G ruagach (G ROOA-gukbj hirsute one): Evil trolls 
covered with matted hair. Dwelling in caves and 
forests, they represent the rude and cntzy people at 

the fringe of Irish society. They covct human technology; a 
gruagach attacks you, then releases you under geas to bring 
back some fabulous weapon. Magical banishment or control 
is impossible; the gruagach is ::a warped human, not a demon 
or faerie. He must be defeated in combat. 

SIZ 17 Move 3 Major Wound 18 
DEX 13 
STR 17 

Damage 6<16 
Heal R:ne 4 

Unconscious 9 
Knock Down 17 
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CON 18 

APP6 
Avoidance: 0 

Hit Points 35 

Modifier to Valorous: 0 

Glory to Kill: 150 

Attacks: Craoiseach IS, Spear 17 

Banish I Control: impossible 

Armor 10 

Leannin Sj (lin-AWRN SHEEj faerie mistress): A) a 
51 temptress who leads men to their doomj B) a 
land-goddess avatar who anoints a king by marrying 

him. When her lovee or his sons die, the leann:ln 51 becomes 
the bean si (female faeriej banshee), keening for her lost love 
in her tuath's woods and invers. 

SIZ 11 Movc 4 Major W ound 20 

DEX 24 Damage 5d6 Unconscious 8 

STR 16 Heal Rate 4 Knock Down 11 

CON 20 
APP25 

Hit Points 31 

Modifier to Valorous: 0 

Glory to Kill; 100 
Attacks: Dagger 12 

Banish I Control: Impo5sible 

Armor 5 

Talents:Banish 10, Bless 20, Curse 13, Dispel 1"2, 
Divination IS, Glamour 11, Heal 17 

LeiPreach,n (LEH -prykh-AWRNj little one): Early 
stories distinguish between two kinds of diminutive 
faerie: the leiprea, midget-sized, and the Icipreachln or 

lucharachan, mouse-sized (they turn up latcr as Swift's 
Lilliputans). Both dwell in miniature tuaths, arc long-lived, 
conserve old ~ms and druidic secrets, and distrust big peo­
ple. They shrink human guests to their own size, and enter­
tain them with dangerous hunting expeditions against 
rodents and bees. The powerful leipreacM.n of recent folk.­
lore echoes the myth of the puca. Magical banishment or 
control is possible if they are faeries, but impossible if they 
arc just another mortal race, like Tolkein's hobbits. The sta­
tistics he re arc for the mouse-sized onc. For larger 
Lcipreachans, usc regular Erainn statistics 

SIZ 2 Move 2 Major Wound 12 

DEX 17 Damage Id6 Unconscious 3 

STR 5 Heal R2te 2 Knock Down 2 

CON 12 

APP 13 
Avoidance: 15 

Hit Points 14 

Modifier to Valorous: 0 

Glory to Kill: none 

Attacks: Spear 16, Sling 14 

T o Banish: 40 To Control: 20 

Armor 3 

T::alcnts: Animal Friend 15, Glamour 10, Sh::apeshift 13 
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Pein (PAYSHTj beast): Loch dragons. Current lore 
about the peists of Loch Ness depicts them as ple­
siosaurs. I ntelligent, territo rial, and honile, they 

resemble watch -dogs abandoned by the loch's owning 
dei ties, protecting the magic well from which the loch 
sprang. Christian saints can overrule them in the name of a 
god greater than Lugh, or tr ick them into staying sub­
mer~d ·until Monday; that is, until the end of the world. 
SIZ 35 Move 10 Major Wound 25 
DEX30 
STR35 
CON 25 
Avoidance: 15 

Damage 7d6 
Heal Rate 6 
Hit Points 60 

Modifier to Valorous: -5 
Glory to Kill: 250 

Unconscious 15 
Knock Down 35 
Armor 15 

Attacks: Bite IS, ta.i l lash 10. May be used against two dif­
ferent foes. 
To Banish: 120 (Christians only) To Control: 80 

P
uca (POO-kuh; unseen o ne): Namre spirits corre­
sponding to G reece's satyrs. Fo rmless, th ey can 
shapeshift themselves and others, using a Talent 005, 

a personal Life Force of at least 12d20, and no need to rest 
or sleep if the magic is performed within its domain; the 
likenesses of deer, goat and hart: arc popular choices from a 
vast wardrobe. Each rules an untamed place like a bog or 
grove. Within his domain, a puca is God; he can be tricked 

- with difficulty - but not beaten. Iflocal humans respect 

his rights, he confines himself to blighting unpicked fruit on 
Samhain Eve. Shakespeare's Puck humanius the being 
known as na smear ("The Destroyer"). Combat statistia 
would he beside the point. 
Banish / Control: Impossible 
Talents: Shapeshift 35 

StUll Si (S LOOA SH EE; faerie host): A) 1Ul army of 
the Tuath Dt Oanu, noticed by humans as they march 
to war; B) dead souls crossing Ireland to Donn's 

House; C) sinners' souls rounded up by the Devil; 0 ) In 
Irish counterpart to the Wild Hunt. 
Banish/Control: Impossible. 

U ath (trrH j shade): A shapeless phantom; elemental 
darkness. This creature can envelop men and sap 
their will , or restore it. It un also be a secondary 

form adopted by the cailleach. It an pit its Glamour in an 
opposed roll against one target 's Valorous each round; 
Success ... target rolls on Aging Table (Pendragon page 186), 
although the effects only last as long as the Glamour. FailuR 
• Uath desists ll.fter three failures. The Uath has no body 
and cannot be hu rt by mundane weapons. Banish and 
Control are impossible if it is a cailleach, but Oon be done if 
it is independent. 

T o Banish: 140 To Control: 70 
Talents: Curse 5, Bless 25, Clamour 16, Hea125 

GEASES 

FOR IRISH STORYTELLERS, the geas (C ESS) is a n;l.rra­
rive crutch which explains why herocs do om: thing and 
avoid another. This clouds its real functions, either as 

a li fe -long religious taboo, or as a transi tory oath which is as 
strong as a religious taboo, but for a limited duration. A 
powerrul pagan carries many geases of both types: vows 
which stay constant throughout his life, and short-term 
geases imposed upon him by his :associates and his enemies. 

Breaking any of these geases brings bad luck, dishonor, 
and eventual death. The geas does not alter a person's will, 
but it destroys his honor and destiny if he declines to follow 
irs terms. 

Permanent Geases 
Pennanent geases are laid upon the character at birth. They 
forbid performing certain actions or interacting with certain 
persons or places which the person is likely to die from. 
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Often, this means forbidding behavior that angers the gods, 
and cancels the .contract by which he entered the world, 
breathes the air, and treads the soil. . 

A druid or fiJi examines every child born into a family of 
consequence. If the seer envisions the child drowning in the 
B6ann on Beahaine, he lays upon the child a geas ·never to 
touch Boann water between Samhain and Imbolg.~ Because 
death may occur filar Bealtaine, the geas includes the whole 
season in which Bealtaine is situated. The fatal water might 
be from, rather than in, the B6ann, hence the stricture 
against Uann water in general. A geas must be as unam­
biguously phrased as a proviso in a con tract, which, in a 
sense, it is. 

The idea of preventing fate may strike: you as specious. 
Certainly, the charncter's life is a series of gambles, one of 
which he is bound to lose. But each person's luck is differ­
ent; one person's charm is another's jinx. Ceases merely post 
the odds. Geases identify the bad betS, insofar as a druid can 
divine them. 
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Some druids theorize that, if they knew every possible 
geas affecting a subject's fa lc, thar person, by keeping all 
those geasts, would be immortal. Other druids say that each 
action creates new geases, and a good druid can no morc 
than advise his clients of the most obvious and the most 
threatening. 

TranSitory Geases 
Trnnsitory geases are placed upon social losers by social win­
nen. Having bested a person in war, in sport or professional 
competition, through a superior display of courtesy, or 
through sexual wiles. the winner h:as the right to take their 
life or - why not? - alter it. The Cymric word for geas, 
gorfod, is the root of the Cymric word for victory, gor­
fodedd; winning. in the Celtic mind, is symbolized by the 
mictures you place on the defe:llcd party. 

Ceases In Waf: T he victor may impose conditions on a 
defeated enemy in rerum fo r sparing his life, a custom that 
influenced Arthurian romance: Ml will spare you, in such 
wise as you journey to the Lady Elaine, and report to her 
whereof I have done ... " In Pagan Short , this kind of oath is 
a geas. 
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CellSes in Other Contests: Any game, duel or competition 
can, by the consent of aU parties, be played for geas-stakes. 
That is, the winner of a geas-stake fidhcheall game may 
impose a geas on the loser. This custom, too, has echoes in 
Arthurian romance. 

Ceases and Courtesy: When a character's actions costs him 
H onor or H ospitality, the offended party may impose a 
geas. This doesn't rectify the loss of H onor; it is simply the 
right of the victim. 

During rhe Tain 8 6 Cuailnge, the Connacht armies 
were in a sit1.Jation of dishonor vis-a-vis Cli C hulainn: they 
outnumbered him 8,000 to one. C li Chulainn stalled them 
by invoking his right to challenge the enemy champions. He 
had the right of geas against Qyeen M eadhbh; had the 
Connachta attacked him in great numbers, they would have 
lost Honor twice: once for surrou nding a lone man, and 
once for breaking the custom he asked of them. 

W hen a ch2r.J.cter places people under slanafocht, he can 
place three geases on their conduct. He can, in general, ask 
other people to :.Iccept geases in rerum for any favors he is 
about to do them. 

Cuses in Romam;e: Several stories describe the geases 
imposed hy a comely woman - often a chieftain's wife -
upon her suilOr. This refleen the Irish (a nd Arthurian) 

Chariot Challenge Race 



Pagan Shore 

notion that a woman may impose tasks o r conditions on the 
man who courts her. They are like the tasks forced upon 
Romantic Knights, but with the penalty of geas-breaking if 
they are ignored. 

Nature of Transitory Geases: A transi tory geas requires its 
subject to fulfill some limited goal (-dope with me-) or obey 
a restriction for a ftxed amount of time (~wear no armor for 
a yt!ar"). 

A transitory geas must be: imposed in person, and just at 
a cenain moment - the moment when the other pany feds 
hi s own shame. Recogn izi ng this m o me nt requ ires a 
Courtesy roU. Failure means that the moment has passed. 
This rule does not apply to people who knowingly fight, 
play caman, etc. for geas-stakes. 

No character is obliged to fo llow transi tory geases. 
Geases like "kill yourself" o r ~ betray King Arthur- an 
self-canceling, since obeying such a geas is at least as bad as 
defying it. 

No transitory geu should exceed eight words. No transi­
tory geas should place its subject under restrictions for molt 
than a year. The gamemaster should modify, or ignore alto­
gether, player-invented geases which violate his sense affair 
play and Irish culture. 

Geases and Christianity 
If the loc.al Irish warlo rd refrains from murdering his kin or 
sacking churches because of some residual pagan SUpellti­
tion, it is just as well in the m inds of the Irish ckrgy. 

The occasional geas may conflict with Christian prac­
tice. A geas against fasting, or a geas against bowing in 1 

wooden house, would certainly hamper any serious beliMr. 
If a cha racter m ai ntai ns geases at the expense of 
C hristiani ty, he forfeits any Christian Virtue bonuses, 
magic, o r Glory. He might also incu r a yearly Worldly 
check, and a reduction in Love (God). 

Random Geas Generator '" " 

'" :r, 

T
he l.1bles below let )'OIJ genef.1te reasonably fair and real · 
iSlic Permanenl geil5e$ ilt filndom. u~ them when. condi­
tions discourage you from inventing your own. 

Rolling a Random Permanent Geas 
lJ Roll ld20 00 the Random Geas table. below~ Each entry 

directs you 10 one of lhe sob-tables Ihal follow. u~ those 
tables 10 fil l in the br.Kkefed, uppercase items. 

2) If your character Iraint:dlfoslered in a secular pt"ofession, 
and you rolled a "Never refuse Ihe demand of ..... res:toll , roU 
ld6. On a roll of 4·6, fe ·word "Never refu~ the demand 
of' to re.1d: "'Never refuse,} challenge ff()(ll : 

}) If you tra ined in the .lOS d'\na, reduce-All d20 rolls on All 
Ihe followi ng tables by ·2. Olher characters add their rl 
diomhna generation number to All d20 rolls. 

4) Show the resuhs 10 your garneffiClSler. Discard results thai 
will hurt Ihe campaign. 
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Id20 

2 

5 
6-7 ... 
10 

11-12 

13 

14·1S 

16 

17 

1. 

19·20 

" 'j 

Resulr i,' 
Never ask a favor or few.ud 01 [PERSON] from 
lTERRITORY] while you are in ]lOCATrONIITIMEI. 

Neller 'ask ... ·faVQf or ~ard of !PERSONI while 'yOu are 
in ILOCATION) . .-

Never use lTooL) while you are in )TERRITORy] 
]TlME) . 

Never Uje )TOOL) in ILOCATION))TIME] . :g 
Never t!J t IANIMAL) from ITERRITO RY] ]TIMEI. 

Never travel in (TERRITORY) ITIM EI . 

N~ enter [L()(J\TIONI niMfI . 
Nl'Ver enter ILOCATIONI in ITERRITORYIITIMEI. 

Nevt!r obey the demllnd of iPERSONI from [TERRITO­
RY] while you are in [LOCATIONiITIME] . 

Never obey·the demand of [PERSONI from JTERRtTO­
RYj [TIME]. 

Never fight IPERSONI from !TERRITORYI in 
ILOCATION] ]TlMEI . 

Never figl:lt [ANIMALI fro!') [TERRITORYI in 
/LOCAirONJ" [TIMEI. 

Never rdu~ the demand 01 (PERSONJ from 
ITERRITORY] while in /LOCATpNJ ITlMEJ. 

~ refu~ the demllM of IPERSONI from 
/TERRITORY} while in [LQCATIONIITfRR!TQRYI 
!TIMEI . 
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'" 
" 

Random peas Generator (continu~d) 

Geas Sub· Tables " 

'.,. J'r 
Roll on the homel.llnd5 tables in the 
Charloeter GeneTalion chilp ter of this 
book (0 determine .r~ndom lualh~. 

Tet'ritory 

Id20 Result 

01'()2 A random luath of UI~er 
0] (Jlste/ . 

04-05 :) A ~andom tuath of Meath .. 
Ol"()8 .. 
1()'11 

Mealh .;:, 
A random walh of leinsler 

leinster i! 

Your horoe tuath 

12 Your rome province 

1] TIrna nOs 

,. Ire land 

15.16 A fandgmIUilll}or'Munsler 

17 M unster .••. 
f:!-

18 l'! ;';A.filndoin tUilth of.Crna.cht 

19 Connaci;:!1 

20 Anywtiere.. 

07 ..... 
10-11 

12 

13·14 

On lughn~d 

~ lughna~d and 'roU 
ldl: 1 ~J ~mhajn , 2 almbot&. 3 
• ~altaiMI 
RoIlld20: , 

' ·5 .- Roll twke 

6·7 on Sunday 

8·9 on Monday 

'H)-II i~~n TueSdolY 
12·13 _ qn Wedntway 

14· 1.5 on Thur5day 

16-,17 on friday 

18-20 on Saturd.y 

On s.ntkairt 

Betwren Samhain-.nd Irollld3: 
1 • Imboii 2 • 6ealtaine, 3 .. 
Lughnasadl 

15 On Imhol! 

16·17 Betweenlmbolgand' lrollld3: 1 
'" Bealtaine, 2 • l ughl)Oilsad, J '" 
Samhalnl 

18 When the moon is fun 
19 Between sun~t and wflli~ 

20 Ever 

,dzq r: Result 
0 1-04 Cank! 

,-6 """" 
7-9 Horses 

AnilfUl 

1 0-11 Fish.or aqu'itic creatures In gen-
~., 

12-13 Sird} 

14-15 Piss, boars 

1&+7- Beaf'5 

18-20 ; Wolves or dogs 

< 
PeNOn 

1d20 Result 'i 

'i 

08-09 A shield 

1 0-12 Armor (except fo, Armor 01 
Honor) 

1}.:1 S Crafter's tools · 

16-17 Heater's lools, herbs, bandages· 

1&.20 An axe 

• • 10 lo-skiUs requiringlOese inJlruments 
jf yoo do not use the tools when 
practicing the skill. 

LOCiJtion 

1d2D R~/r 

01-02 The r.llk, castle or other forIress 
of IPERSONI 

03 Ii. rlth, cutle Of OI:ner foftreu 

04-06 A ship Of boat 

07 A doorway 

08 A Christian cemetery 

09 A river-lord 

10 A church or mona~efY 

'" A crossroads 

12-13 Acaim 

,Dl.()] Chieftain (or ;VI, feudal lord, 
-!'; 14-17 A sacred grove 

d c.J 

()4 H ... ith (or hUKarl Of knight) 

05 Bo-.ire (or serjeant, reeve, bondi 
.;' or SQuire) . 

06-07 I Member of the ~ite~' 

18-19 An iron house fbruron sJ) 

, EXAMPLE: Gtilg~is nl LaOShilire. a bard 
j: ' 'florn Mvnster, ro lts (or a Permanent 

Ceas, subtracting -2 from all d20 roll$~ 
d20-2 (B) Never travel in d20-2 (6) 

Meath dlO-Z (J9) between sunrise and OB f omk6rach I I ~i{,-ti 
09 Member of own derbhfine 'Wn5et

. I" 
'_r:.. ~Never tra vel In Meath betweel1 sun-

10 Am Sf (or any faerie) 

t 1 Christian clefgy (or rabbi or 
imam) 

12 Crafter, ~m ilh 

13-1'5 Bard for any musician, contuer, 
fool, fill, etc. ) 

16 Breitheamh 
17," .9 Druid (or Enchanter, 

:;-, EncnantreloS, Godi, or Witch). 
20 Any Aos D~na 

Tool 

IdlO R~ult 

0 1-02 Any )Neapon 

03-04 A spear 

OS.{)7 A,sword 
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rise and sunset. ~ lis long .u Ceil~;s ;s 
In Mea/h, she should only rra'telat niSht. 
A dru id foresees her dyins in Mea/h; 
how, he isn't SIJl"e, but defini/ely in day· 
ligh/. 

Now she rolls a JeCond seas: 

dlO-2 (I ) Never .uk a favor 01 reward 
of dZ()..z ( IO}.l member o ( the .lOS s/ from 
'dlO (fO) anywhere while you are in d2(J. 
2 (4) a ship or 00.11, dZ(J.Z (/4) between 
Sam;'ain and IdJ (2) Beal/aine. 
~ ,·Never ask ilnyth;ns of an aos s( 
while you are in a ship or bo;it /:ietween 
Samhain ,lnd Be.lIraine. · The lill who 
Li!ughr CeiISMis had a /f:rrible vi5ion: he 
u w ' herstrike Faustian bargains with a 
dark f;Jette 01 MannJnan during Winlef'. 
Hence his w;~ ~s upon her. 
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Breaking geases on Christian principles earns checks to 
Love: (God) and Pious. If, by breaking geases in this fashion, 
a chamcter disqualifies himself from play, he retires as a holy 
hermit, rather than dying. 

Geases and Non-Irish Characters 
Non· lrish chuacters have pcrm:l.nent geases - th at is. 
things -fated- to Icill them - but do not know it. One day, 
to their complete surprise, these people will die. On the 
other hand, Irish nobles have geases, and know it, so when 
they die, they will take a certain religious satisfaction in 
knowing why they are dying. The only real advantage in 
having genes is that the person knows five or ten sure ways 
to kill himself. The burden of geases may show one reason 
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why the Britons have not been eager 10 revive the druidic 
orders destroyed by the Romans. 

A fo reigner leaves himself vulnerable to transitory geases 
insofar as he courts an Irish lady, accepts sl:1naiocht &om an 
Irish noble, or enters any challenge with an Irish chuacter 
for geas-stakes. A foreigner may impose geases on the Irish 
only if he is under an Irish chieftain's surety; in essence, he 
can lay geases in the chieftain's name . This requires a 
Courtesy test at -10. 

A foreigner who accepts and then breaks any gas suffen 
all the usual penalties (below). In any Christian knight, 
there lives a Celtic heathen who still fears druid curses and 
the powers of Fate. 

In imposing geascs upon one another, the Irish have the 
implied consent of a shared culture. For persons outside this 
culrure, consent and understanding between the two parties 

[,ainn Hor:;eman 

" 
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of a geas must be: active and honest. O therwise. the geas has 
no force. 

Breaking Geases 
As a gamemastcr, let your players know how you intend to 

interpret their geases. Consider the various ways in which 
each player-character geas might be viol:lIcd. If a gas strikes 
you as vague or confusing, fe -write it before it starts biutr 
arguments in play. 

Interpret geases by the letter, not the ~spirit,~ of the law. 
If a chanCier is geased ~Nevcr to fight a uinster poet in his 
house,' he can shoot an arrow at him through the window, 
or fight him in the doorway with one foot on the ground. If 
you imposes a geas on your defeated foc, ~bring me the 
magic sword of King Arthur," the foe may return in twO 

d:l.YS, wilh King Anhur al his side, and he IOay ask King 
Arthur to wedge his magic sword between your third and 
forth ribs. all without violating Honor or breaking geas or 
angering the men of Jreb.lld. 

Each geas costs Id6 Honor wh~n it is first broken; once 
broken, a geas is no longer binding. Havillg violated any 
geas or geases, a character will continue to lose 1 point of 
Honor each year for the rest of his life. A character who 
manages to earn a point of H onor every year can, with luck. 
for~stall the catastrophe oflosing Honor altogether. 

If the character's Honor becomes negative due to break­
ing geases, apply that number as a negative modifier to all 
skills and statistics. Thus a miscreant with Honor -13 has so 
annoyed The Powers that all his skills and statistics suffer a 
13 point reduction. 

Breaking geas cancels all benefits from pagan rel igious 
virtues. Each broken geas also subtracts Id20 from a magi­
cian's Life Force. Negative Life Force contributes to curse 
magic worked against rhe character from any sourcc. 

Geases and Glory 
Each geas maintaincd carns 5 Glory every Winter. Thus a 
character with 6 geases g2ins 30 Glory annually. 

Breaking a geas earns 10 G lory. If the character breaks a 
~cond geas, the Glory award doubles to 20. A third broken 
geas carns 40 points, a forth earns 80 poi nts, a fifth earns 
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160 points, and so on. A character who breaks 10 geases in a 
single year carns 5,120 Glory. T his is pretty lavish. But he 
loses lOd6 Honor, as well; few geas-breakers will live long 
enough to collect the reward. Breaking geas carns Glory 
precisely because, brave and foolish, it defies the deepest 
laws of gods and men. 

Geas Guessing 
The act of determining gea~s for an infant, or for a person 
newly initiated into a certain caste or role, resembles casting 
an horoscope. It encompasses such trivia as the date of the 
person's birth, the direction of the wind, whether or not the 
family dog growled, and so forth . M agicians with Imbhas 
Forosnai can exert 70 Life Force to discern a fuzzy picture of 
the subject's probable death, and coin geases accordingly. 
Magicians relying on les~r Divination, or the Sight, receive 
strong intuitions that this or [har thing is unlucky. The 
un -magical majority bluff their way through this procedure. 
Whether the secr is a Merlin or a mountebank detennines 
how fallible the geases arc as an outline of potential deaths; 
they are never perfeer. You need not duplicate this rirual in 
play. 

Someone may, however, wish to learn the geases of a 
rival character (or monster or fae rie), the better to defeat 
him . Thi s is a job for the Teinm Laoidhte style of 
Divination. Its base cost in Life Force is the percentage of 
the subject's current geases (from any source) you hope to 
learn: knowing half the subject's geases thus costs 50 poinn . 
Depending on how well you know the subject, this base cost 
is increased by zero (close kin or friend , about whom you 
know everything) to 100 (never met subject, know only caste 
and ruath) points. 

Lacking the Teinm Laoidhle, magicians can receive a 
hint about one or two permanent geases (~Being a queen, 
shc might have geases governing her patronage of poets~) 
with a Sight roll in perron, or a critical Celestial Lorc or 
Religion (paganism) roll otherwise. The gamemaster should 
roll these dice in se1:ret, cloaking their real outcome from the 
players. 

Geases have a skewed logic to them. Playen should have 
a vague sense as to what prof~$sional or religious taboos a 
king, or a dntid, would be warned about. If this is not true in 
your campaign, make your geases a little less arbitrary. 
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~~~~~~~ 
IRISH CHARACTERS 

Character Generation 

ruSH CHARACTER GENERATION expands 
on the one given in Pmdragon. Its addi­
tional rules need not disqualifY pre-exist­

ing characters from play. The syste m 
below produces random character types in a 

distribution approximating that of Ireland's 
population. Gamemasters may instead 

select one homeland as the campaign 
base, from which all Irish characters will 

ongmate. This ensures that all characten have common pas­
sions. and a reason for being together. Exotic characters -
Christians in a pagan homeland, for example - can enter 
the campaign as fosterlings. 

British Colonists: Characters born in Ireland after 530 may 
be descended from British colonists. Thanks to the influence 

of local culture, they are considered MFeudal lrish~ in every 
ftsJXct. 

Magicians: Pagan Short allows secular chancters to be 
raised or fostered in the aos dana. Entrusting young nobles 
to a druid or friar was a common practice in Ireland. Your 
character's aos dana mentors were run-of-the-mill cleria or 
poets with no magical talents. 

You may choose to playa magician, that is, an aos dbla 
member born with the ability to work wonders. See the 
boxes below and on the following pages for details. 

Female Cha£acten: The Eachlach is a special roll reserved 
for female characters. A woman from any Cruithni, Eraino 
or Gael background can become an Eachlach if she meets 
the qualifications noted under ~secu lar professions.~ Serving 

Magician Charader Generation 

~
' -SHe:. ~FERS'~ ~ In' rt)at the creation of 

. ' maai<:i~ characteri is integrated Inlo the 5L1ndanfcharac- '. 
" .'~ Ief generatiofuuJes;'yOU can choose_to playa magIcian of 

a certar,i type/ then find a homeland capabfe.c)( generating that 
ty~, ratheryihan roiling .Family Class randomly. A Christian 
lTIiIgic'ian can come from a!'y homefand. A pagan magician 
must come from a ~mixed· or "pagan" homelilnd. A witcH musl 

" come from a tuath which iQClud~-iI cailleach (see map) . 
. Since you have decided to playa magician, you have a few 

extra considerations before you can ' begin play. These are 
explained fuU y in the Magician Character Generation chapter of 
Pendrd8C!n, starting on pagt: 204. If you are already familiar wilh 
the.proce(lure for generating magicians, tht:o you should be able 
to U5e the inf09]latiorrin the5e boxes to fNke a ch.aracter. 

Malli,:al Traditions ,-
Your maaical tradition was detefmined when yoo decided what 
variety of alX dina, cleric, or godi to play. If you were foste red 
by a member of one of t.hese magical traditions, then you 
recei-.:c: added bonuses lisled in brackel5 with the father's class, 
fourid later in !hi$ chapter, S~ific notes for wme traditions are 
listed below. !< 

. tralnn; 'Crulthni and loc:hJ~,*" lnJgici;t1Ul ~se the starting 
skills for their gender and culture, but add 1 point each to 
Ce~ial lore: 'and Geomanti( 19J'e' Other magicians U!r6 ~magi, 

cian ~ slarting skills from rendragon . . 
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Oruich: Aoy pagan who qtJalifies can become a druid, but moIt:< 
are raired in the caste. 8asi~ and qualifying Druid -abi litiel ate .. 
listed in Character Generation. 1-

8reitheamht: A few Irish judges, if pagan. know minor rriaglc;$' 
which further their professio~ . '8reiTheamhs always,h~ ~ir -' 
as a palton. Any pagan can enter this ro le, as detai led in 
Character GeneratiolJ. A playet<haractef Breitneamh is an IIln'.. 
e rant judge who wanders from place to place solving legal dis­
Putes. 

Bards: Base and qu.lifying $kills for • bard are listed in ch.iIrac­
ter gener.tion. The listed magic is on ly .vailable to pagan 
bards. A Christian magician may of course have a bard's ski lli. 

fiJis: Characters trained as bards may qualify for fiU statU$ if they 
have a high Divination talent. Characters cannot be raised in , 
th is profession. Its qualifying skills are listed in Char.cter 
Generation. 

Christian Cle-rsr: All Irish Christian clergy characters are nomi­
nally monks. Whether they stay in !he. mona5lery, or Jive as her­
mits, or wanc:ler around preaching, is a matter of personal voca, 
tion. Thus there. is only one kind of Irish Christian magician: a 
monk or nun whose ability to work miracles earns the ti tle 
~sanctus:~ a .saint. The ski lls and talents for $Uch a character are 
det.i led in Character Generation. 

'continued-
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Witt:hn: An IrIsh witch is • fem.le druid woo ~ • C.1i!­
INcn. She may even be the daughter 01.1 uilJe.1ch and .1 mortal 
hero. There is no ch.1rtee 01 (oiling -wilch- as a family C.1!t1e; Ihe 
gamemaslel" either will or will not permit you to pl.1Y a witch 
character. 

Witches .,re shunned even by Il"IOIt PiIgans. They cultivate 
curse magic. insults, bad behavior, and cruehy. When their 
tUoi!h is endoinsered, they emerge from the woods to save lhe 
day with toidia the flaith fear 10 use. The rest of the ti~. they 
live off tribute extorted by the threat 01 iI curse. They incarnate 
the conlr.1fy. The oire Trouble. oin<! thus they .lie .1 sword for 
their friends, .1 sword ag.1inst thei r enemies. They are Ch.1as, 
ilnd thus they cuB Ihe weak from they tribe, and hone the 
s!rong. 

Witches use male ~ra[nn starting skills, physical statist ics 
and tra it modifiers . Find a witch's skill bonuses, passiOl'ts, and 
so on from the -fostered by oi cail leac"- entry under Fasteroige. 
in Charactt!!' Generation. The sleills needed to qua lify oiS an Irish 
witch are noted In the aQ5 d.ina section. AU wi lciln have the 
Strife Goddes$tS as a divine patron, without needing to roll . If 
inSlead you use lhe table hom P~ndra8on, lheir poitron is oilways 
Cerridwen. 

COOit: A godi has Lochla.nnach starting ski lls, rather Than magi· 
cian staning sleills. This caste is a C.1ICh-oil! 01 Norse magicians, 
and a.n represent a divine chiehain, a ht:athen prophet Of Iloly 
man, or a warrior Ben.erlr. (able 10 Sh.lpeshi fl into a bearl Of 
Ulfserk (able to Shapeshih into.) wolf}. . 

A godi who chooses the Chieftain path has Thor (eq\Jiv.1lent 
to lugh-Balor) as .1 patron ; a magiclan-godi follow s the 
death-godden He! (equiv.1lenl to Donn). and a shapeshifter fol­
lows loki (Crom) with a wolf or bear lotl!m. CharaClers mo~t be 
born into this caste. 

Irish Pagan Patronage 
Irish millgicians may roll on the following table to determint: a 
divine palron. Each patron confers certain Talent benefits, .iIS 

well as a geas which you must obey in addition 10 Ihe geases 
you received normally. 

Where this table difft!f1 frum the onl! in Pendragotl. as for 
example in assigning different qUilil il i~ 10 lugty'Uew, il merely 
refleCl s Ihe mullifacetl!d nal un! u f Ihl! Celtk gods . Tht' 
gamemaster may use either table, Of. alter sludying Irish leg· 
ends, de'lelop his or her own intt!!'Pf~tations . Ro ll a d20 on the 
following table, subUa<:ting len from the die if tilt: ch.1racter is 
male. 

Irish P~'Mt P~tronage 

d20 Result 

-. U~ 

-8 Dagildha 

-7 Dooo 

-. lugh IId"nach 

-5 lugh long-Arm -. lugh ~anta 

-3 logh-8.1IOf 

-2 Man~na" 
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-1 Ogh~ 

0-1 Sovereign God 
2-3 Aonghus 

• Bodhbh Deillrg 

5 Dian Ce.)chl 

• Find 

7 Midhir 

8-' Tribal An(~tOf 

10- 11 Walti' Dt:ittes 

12-13 Brighid 

" C,'Iel 

I S·17 land Goddess 

18-20 Strife Goddess 

Modifiers: · 10 if male. 

Results 
Aonghus, God of Youth, love and Music : .. S Emotion ... S 
Glamour; Never refuse a Queen's request. Totems: Moccu the 
Boar. 

Bodhbh Dearg, God of Sacrifices: +S Divination , .. S 
Net;romaJlCY; Spend every Samh,'lin in a pagan Silcred Sp.a«. 

Brighid, GQddess of Smith-f ires. He.llrth-ftres, and Poem·fires: 
.. S Bless, .. S Emotion; Always spend tmbolg in a pagan Sacred 
Space. Totems: Os the Deer, Bran the Rillven. 

Coie" Goddess of Dreams: +10 Glamour; Never refuse an 
Aonghus worshipper. Totem: ~achlach the owl. 

Crom, God 01 O.lmnation: .. 10 Curse; Never obey the request 
of a Christ i.)n Of a lugh followtl' . Totems: ca the Hound, Bran 
the Raven. 

The Daghdh.ll. Druid-Cod: +S Glamour, +S Animal Friend; 
Never wear dothes (induding armorl ()(her than a druid's robe. 

Di.Jn Ctilchl, God of Mt'dicine: +10 Healing; Never refuse fil'$l 
Aid to one who reqoesh it. 

Dorm, Escort of the Dead: + 10 Necromancy; Never go clock­
wise around a cairn. Totems: Eoeh the SI;llIion, Bran the bven. 

Find the Fill, God of Prophecy: +10 to Divination; Never tell,1 
lie. 

l.llnd Goddesses (B6ann, Meadhbh. Mumha M6r, Aine, etc.): 
+10 81es~il1g; Alw.)y$ spend Bealtaine in a pagal1 Saat'd Space. 
Totems: BO the Cow, Epona the Mare, Os the Deer. 

Lugh IkUnach, Master of AU Arts: +10 Dispel; Never enler oi 
fortress without announcing yourself. Totems: CU the Hound, 
Tadhgh the B.lIdgt!!'. 

lugh lons·Arm, God of Champions: +10 8iinish; Never refuse ill 
ch.lIllenge iit a ford . Totems: CU the Hound. 

Lush ~LI, Driver of the Sun-Ch.1riol: .. 10Travel; Never tr,lV_ 
el iifter darlc. Totems: Each the Stallioo. 

<ontinuecJ· 

• 
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lugh,SOIlo r, Sky God: +10 Weather Control; Always spend 
Lughnasad in a pagan Sacred Space. 

Mannanan, Sea-God: +10 Travel (at sea only), +5 Weather 
Control; Never ride a horse. 

Midhir, God of Lawyers: +5 Summon Faerie Creature, +5 
GlamotJr; Never fight without first offering to place your enemy 
under sllnafocht. 

Ogb",il, God of Eloquence: +10 to Emotion; Never refuse iI 

Harp challenge. Totems: Co the Hound, Tadhgh the Badger. 

S&vereign Cod (Nuadhu, lugh. etc.): +5 Bless, +5 Healing; 
Never louch a person who has broken geas. Totems: Eoeh the 
Slallion, C(i Ihe Hound, Eo Ihe Salmon, Tadhgh the Badger, 
Muse the Elk, Tarbh the Bull, Arth the Bear. 

Strife Goddesses (M6rriogholin, Badhbh, Macha, Neamhain. 
Duibhne, Mongfhionn, etc ): "t-5 Curs~, "t-5 Glamour: Never 
refuse· a challenge from a lugh worshipper. Totems: Epona lhe 
Mare, Bran the Raven. 

Tribal Anc;ntor (Fearghus mac R6ich, Eoghan 5lavl:' of Nuadhu, 
COlIn Hundred-Fighter. labhraid the Exile. etc.): + 1 0 to Protect; 
Never refuse the requesl of your luath's chieftain. Totems: As 
Sovereign God. 

Wa te r Deities (l ir's Daughters. River Goddesst's. Nuadhu 
Neachtl: +5 Healing. +7 W!:'ather Control (Only to increase 0.­

decrease Woller and humidity); Never refur.e to share a drink. 
Totems: Eo the Salmon. 

Totems 
Many Irish cults include the veneration of animals. These ani· 
mol ls inC(lrnate an aspect of the god's energy. Worshippers Ciln 
approach the virtues of the god by emulating their totem ani­

""I. 
If your patron god's write-up includes a list of totem ani­

mals, pick one. You gain +5 Shapeshif' for the purpose of 
becoming that animal. In return. you must accept a geas never 
to harm a specimen of that animal Ii i it is a w ild animal, Ukt: an 
owl), or never to harm it betwt.-en Samhain and Sealtaine (i f it is 
a food animal, like a pig). Totems refer 10 general categories of 
animals, so tha t ~dog., ~ for example, always includes both tame 
dogs and wolves. The follOW!:'r of an animal sub-cult indicates 
his or her allegiance by w!:'aring feathers, furs or designs appro­
priate to the an imal, and by taking the animal 's name. You may 
dec line to join any animal cult while still accepting your god's 
patronage. 

Irish Christian Patronage 
Irish Christian holy folk do oot have ·patron sain ts;" they .1ft: the 
patron saintS of future generations. Many, howev!:'r, have a 
divine gift, such as the gift of Healing or the gilt of Proph!:'cy. 
These gifts en tai l obligations, intuitively known by the recipi!:'nt, 
which are expressed as geases; they may also include the gilt of 
communion with a certain animal. In fa(;l, gifts rer.emble pagan 
pat ronage in every surface respect . But il the-saint's ancestors 
Ollce personified, for el(ample, the Gift 01 Prophecy thmugh the 
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god Find, it is unimportant; the saint knows that his gjfts actuillly 
come from the Pan·Creator. 

Cei ll De members shou ld roll for iI palron saint, u in 
Pendragon page 272, instead of using Ihis table. 

Irish Chrjst~" Patronage 

dZO Result 

01-02 Gift of Authority (lugh long-Arm) 
1-10 Protect 

03-04 Gift of Bardship (Aonghus) 
+ 10 Emotion 

05-06 Gift of Brighid (Brighidl 
1-5 Bless, 1-5 Healing 

07~08 Gift of Eloquence (Oghmal 
+5 Orate, +5 Emotion 

09-10 Gilt of Healing (Dian Ceachl) 
+10 Healing 

11-12 Gi lt of Mastery {lulth IId.\nachl 
+ 10 Glamour 

13- 14 Gift of Prophecy (Find) 
+10 Divinalion 

15-16 Gift of Prosperity (land Goddesses) 
1-10 Bless 

17_18 Gift of the Waters (Water Deities) 
1-t 0 Weather Control 

t 9-20 Gift of the Woods (DaghdhaJ 
+ 1 0 Animal Friend 

Natural Talents 
Roll on both the Pendragon ch ildhood and in itial!:' natura l 
Talent tables (Pendril80n pp. 270 & 272) w hen you genera te 
your magician chafacter. Write these down on your character 
sheet ilnd underline Ihem to show Ihal they a re your Natural 
Talenls. 

Traits and Statistics 
ReligiOUS Traits ar!:' listed in Pendragon page 54. Find the appro­
priate Iraits lor your character's re ligion and underline them. 
Remember 10 ildd + 3 to all your religiOUS trailS. Dele rmine your 
Magic limit, Personal life Force, and Magic Protection as 
described in Pendfilgon, page 271 and fill them in on the char. 
acter sheet. 

Talismans 
Determine what magic,ll tali sman your character has as you 
begin play (Pendrilgon p<rges 273 and 284). 

Qualification 
The qualifications for membership in Irish milgical trad itions are 
given with the father'S Class tables, below. 

Graduation and Insight 
Upon graduation your character gains 1000 Insight. Write it on 
your char<lcter sheet and spend the bonus point as you wish. 

i 
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her chieftain as an herald, scout, and spy, the Eachlach has 

an enviable political clout and freedom to advenNre. 
Druids, Christian clergy, and poets (especially satirists) 

are othe r non-domestic roles assigned to women in the 
sagas. Warrior women arc mentioned as weUj for some their 
role overlaps with the devotees of the Strife Goddesses. 

1. HOMELAND 
This section concerns your home tuath, and its influence 
upon you. 

1 a Find Home Province 
RoU on the foUowing table 10 find your home district or 
province. 

PROVINCES 

01-02 Ulster. The Long lsles 

OHM Ulster: Oriel 

05-06 Ulster. Aileen 

07-08 Connacht 

09-10 Meath 

11-12 North Leinster 

13-14 South Le.inster 

15- 16 East Munster 

17-18 South-Central Munster 

19-20 West Munster 

lb Homeland 
Find the Homelands table (at the end of this chapter) corre­

sponding w your home province, above. Roll to generate a 
random homeland. Record its name, and be sure to note 
whether it is classed as Christian, Pagan or Mixed in rel i­
gIOn. 

1c Liege Lord, Current Home 
Only Feudal Irish characters have lieges. Find your liege's 
name, if any, from the ~Places~ section. 

If you are the child of British colonists, choose any castle 
within your homel:md as your current home. Other charac­
ters live in cities, Nath capitals, or. most often, minor drhs 
or castles not mentioned on the map. 
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1 d Passions and Directed Traits 
Examine the description of your home ruath. Find out to 
whom or what you arc Loyal, and whether you have any 
unusual passions or directed traits. Generate these passions, 
as weU as basic traits, Honor and Hospitality now. See page 
116 for a discussion of uniquely Irish Passions. 

1 e Culture, Statistics 
and Starting Skills 
Your culrure is ei ther Erainn, Gael, Cruithni, Feudal Irish, 
or Lochlannach, as noted on the Homelands tables. 

Find your per$Onality trait modifiers, starting slcills. a.nd 
statistic modifiers on the Cultures sidebar. Generate your 
physical statistics now, record starting slcills, and adjust traits 
to reflect the mores of your culrure. 

1 f Religion, Underlined Traits 
Find your religion from the H omelands table, or pick one. 
Underline personality traits according to you r religion 
(P~ndragon page 54). 

2. FAMILY 
Za Name 
Select a name appropriate to your culrure from the foUowing 
lists. 

[ralnn and GaeJ Names 
Members of these culrures have a given name and, rather 
than a single family name, an extensive genealogy which 
they can recite to bored strangers at will. They indicate lin­
eage using the words "mac" (~mok") , meaning "$On of;" -ni 
(~nee~t) meaning "daughter of," and "0" ("ow") which means 
"descendant within fou r generations oC (The plural of"o" is 
"Vi," meaning "descendants ofj" the Irish use it in tribal 
names). Your chantcrer might be named -Neasa ni Conall,~ 
but also "Neasa 0 Eoghan," who in turn is named "Eoghan 
mac Suibhne," and so on. 

Build a name using "mac," "ni," and/or "0." If you ace 
the direct descendant of a chieftain. be sure to include his 
name. 

Male Irish Names, for Pagans or Christians 
Ail1il (OL-Iyi!), Aneta (on-AY'ruh), Aodh (AI), Aonghus 
(AIN·g us), A rt (O RT), Bnn ( BRON) , Breaul 
(BRYEH osul). Brian (BREEUN), Cairbre (KOR·bryuh), 
Cathal (KA H -hul), Cian (KEE UN) , Conaire 
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(KAHN-uh- ruh), Conal! (KAHN -ul), Conin 
(kahn-AWRN), Conn (KAHN), Cormac (KAHR-muk), 
Criomhthann (KRYIY -un), Diarmaid (DYER-mudj). 
Donall (DAH N-ul), Eo chaidh (EKH-ij), Eoghan 
(EH -wun) , Fearghus (FYER-gus) , Feidhlimidh 
(FEY-Iuh-mij), Fiachna (FEEUKH-nuh), Fraoc h 
(FRA IKH), Labhraidh (LOY -rij) , Laoghaire 
(LAl-yuh-ryuh), Laogh (LAl), Nean (NERR-uh). N6dhe 
(NAY-huh), Niall (NEEUL). Oisin (ah-SHEEN), Oscar 
(A HS-kur), Raon (RAIN ), Rudhraighe (RUR-i-yuh), 
Steang (S HRONG), Suibhne (SOO IY -nyuh), Tadhg 
(TOYG), Tuathal rrOOA-hui), tnt:1n (ul-TAWRN) 

Male lri. h Namet. for Christians Only 
Miche:1l (MEEKH-awi), P:1draig (PA WRD-rug), Peadair 
(PYED-ur), Seamus (SHAYM -us), Se:1n (SHAWRN), 
Tom1s (tahm-AWRS) 

Female Irish N ames, for Pagans or Christians 

- --

Ailbhe (AHLY-yuh), Aillin (AHL-yun), Aoife (AlF-yuh), 
Badhbh (BOYV), BI:ithnaid (BLA WRTH-nudj), Buan 
(BOOAN), Caer (KORR), Caon (KAIN), Cearnait 
(KYER-nmch), CHona (KLEE - nuh), C lothra 
(KLAHTH-ruh), Daoh ch (DAI -Iukh), Eadaoin 
(AY-deen), Earc (EHRK), Eimhear (EV-ur), Eithne 
(ETH -nyuh), Fann (FON) , Gr:1inne (G RAW-nyuh), 
Liadhai n (LEEU H -yun), Meadhbh (MEYY), Muirne 
(MUR -nyuh) , Neasa (NYES -uh), Niamh (N EEUV). 
S.dhbh (SOYV) 

Female Irish Names, Christian O o1y 
Brighid (BRlH-yudj or BRIJ-id), Maire (MAWR-yuh) 

Names for feudal Irish Characters 
Many of these people have adopted French styles of naming. 
Choose either an Irish name (above) or a Malorian name 
(Pemirflgor! page 32). 

- -£x-- .. 
~ 
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NAmes for Crulthnl CharActers 
SliJb for E",i"" II,", Gtul The Cruithni are as likely to have Irish names as to draw 

from the short Pictish name liit in PtnJrtlgon on page 110. 
They show lineage using mac, nl, and 6. 

trtlinn 
M/F 

A~~ 5/4 
Boating 5/0 
Chirurgery 018 
Compose 5/5 

Court"" 2/2 
D.ncing 312 
Faerie Lore 3/3 
Fmomy 010 
rll1t Aid 2/10 
Fiwng 312 

""'"'" 
2/3 

Folk Lore 5/4 
Gaming 2/2 
H=ld'l' 010 
Hunting 311 
Industry 1/4 
Intrigue 2/2 
Orate 10/2 
Pt.y (H"l') 5/4 
ReoJ (Oghom) 2/0 
Reod (Glyph.) 2/1 
R=gniu 2/4 
Religion (. .. ) 3/3 
Rom_ 010 
Singing 2/4 
Stewardship 3/3 
Swimming 2/2 
Toumq 010 
B,"" 2/1 
Drive Chariot 4/2 
Honemaruhip I/O 
Sword 5/2 
Great Sword 3/0 
t..oc, 010 
Speu 3/1 
CraoiJ~ 710 
Great Spear 2/0 
DOW' 3/3 
Javelin 5/0 
Great he 010 
Sling 310 
SIZ .1 
DEX 0 
STR 0 
CON .2 
APP 0 
Cultural Weapon Craoileach 
Trait Modifiea Vengeful +2 

Indulgent +2 
Rcddcss +1 
Proud +2 

G." 
M/F 
5/4 
5/0 
0/10 
312 
3/3 
312 
2/2 
010 
2/10 
2/0 
3/4 
210 
2/2 
010 
2/1 
013 
3/3 
8/1 
412 
I/O 
III 
3/5 
2/2 
010 
2/4 
214 
2/2 
010 
2/1 
110 
2/1 
5/0 
2/0 
010 
710 
3/0 
010 
3/3 
5/0 
210 
I/O 
0 
0 
0 
. 3 
0 
S"", 
Vengeful +1 
Energetic +1 
Indulgent + 1 

~e. for Lochlan .... ch C ...... ACters 
The Lochlannach use names ftom their own language, 
though their admiration for Ireland's ruling dynasty has 
made Njal (Niall) a popular choice for Irish-bom sons. They 
show lineage using the suffixes ---sson and -dotter, as in 
Sitric Einarsson, ·Sitric the son ofEinar.-

LochIannach Ma1e Nune. 
Ari, Bjorn, Einar, Eirik, Grim, Gunnar, Hakon, Harald, 
Halfdan, Hjalti, Hrothgar, Ivarr. Ketil, Knut, Leif, Njal, 
Odd, Olaf, lUgnar, Sigurd, Sigmund, Sitric, Snoni, Svein, 
Thorgrim, Thorvar, W , Yngvar 

LochIannach Fema1e Names 
Au, Astrid, Bm., Freydis, Grimhild, Gudrid, Gunnhild, 
Helga, Hild, Ingirid, Ingunn, Ragnhild. Sigrid. Thora, 
Thurid, Unn, Valgerd, Vigdis 

2b Son Number / Rf Damhna 
Generation Number 
For Feudal and Lochlannach characters, determine a ·son 
number" as in PtnJrtlgon. 

For all other Irish character.;, roll lci20 to find your posi­
tion in the tuath's ri damhna: 

I20MI 

01-02 

03-06 

07-12 

13-20 

Gm~rtItion N umHr 

/Vsllit 

Generation 4: You arc the brother. sister or cousin 
of a chieftain. 
Generation 3: You are the son, daughter. nephew 
or ni«e of a chieftain. 
Generation 2: You are the grandson, grand-cb.ugh­
[cr, grand-niece or grand-nephew of a chieftain. 
Generation 1: A chieftain was your great-grandfa­
ther. 

ModifieR: G2eIs roll at -5 

Record this "Generation Number" on scratch paper. It 
modifIes many subsequent rolls to find your initial training 
and G lory. 

2c Family or Fosterfamily Class 
The Homelands table either assigns you to a background 
class, or tells which of the Family Class Tables you are to 

consult. 
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Some Pagan Shw( characters an:: fostered to learn caste 
skills away from their parents. Consult the Fosterage Table 
(below). If your character was fostered. record your foster­
family's name, location, and class. 

Family Class Tables 
Each of these tables requires a d6 roll to determine a (verti­
cal) column and a second d6 roll to determine a (horizontal) 
row. The column roll shows whether you learned a secular 
profession or an aos dana profession. The row shows the 
actual profession. 

If your result is the left-hand (Secular) column, roll 
again to find a row. This side of the table assigns professions 
according to wealth. Irish characters add their Ri Damhna 
Generation Number, thus, the son or nephew of a chieftain 
rolls at .3. 

Feudal characters add .1 to the ~secular~ column if they 
come from Leinster, -1 if from the Claim. Lochlannach 
characters roll at .1 if they come fcom a Lochlannach city. 

The right-hand (aos dana) column organizes professions 
according to theiT degree of paganism. When you roll for 
row on this column, modify the result by .1 for characters 
from pagan tuaths, but by -1 for characters from Christian 
tuaths. ~Mi.xedH tuaths carry no modifier. For feudal chamv 
ters, adjust the aos d:\na roll just as you would adjust the sec­
ular feudal roll, above. 

By cross-index.ing rows and columns, you can find your 
character's exact background profession. For example, if you 
are from the Ui Maine of Connacht (pagan Gael tuath), a 
column roll of~r and a (Ow roll ofM6~ makes your father a 
druid . 

Family Clan 

Gad Erainn Cruilhni 

00' aa, a" 
S(C. ddna S(C. dlina SU. dana 
'~3 4~6 1-4 5~6 '~5 6 

Clergy 0~2 0 0 
Hunter 2 2~6 

Mercenary 3 
Bo-aire 2~4 4~5 H 
Bard 3-4 1-3 1-3 
Flairh 5-9 6~9 9 
Breitheamh 5-6 4 
Chieftain 10 10 10 
Druid 7. 5. 4. 

~~~ 
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Skills for Cru;tbn; ami Feudtd Irish 
CnJil/mi FeutWlrUh 
MlF MlF 

Awareness 1015 4/. 
Bo.ating 111 3/0 
Chirurgety 5/10 0110 
Compose 111 312 
Courtesy 111 515 
D.ancing 212 212 
Faerie Lore 10110 111 
Falconry 010 110 
Fun Aid 5/10 2110 
Fishing 313 110 
Flirting 111 4/3 
Folk Lore 6/6 010 
Gaming 010 312 
H=Imy 010 VI 
Hunting 515 210 
Industry 115 015 
Intrigue 010 212 
Orate 111 212 
Play (Drums) 111 010 
Play (Harp) 010 212 
Read (Glyphs) 3/2 010 
Read Cutin) 010 111 
R«agniu 215 212 
Religion ( ... ) 414 212 
Romance 010 717 
Singing 21' 315 
Stew.ardship 212 213 
Swimming 512 212 
Tourney 010 212 
Battle 312 4/1 
Drive Chariot 111 010 
Horsemanship 111 513 
Sword 4/0 210 
Great Sword 110 010 
La"" 010 710 
S1"u 210 210 
Craoi:;each 110 110 
Great Spear 710 110 
D'g,,« V2 313 
Javelin SID 010 
Great Axe 010 210 
Sling 510 010 
SIZ -3 0 
DEl< .3 0 
STR 0 0 
CON 0 .1 
APP -3 .2 
Cultural Weapon Great Spear Lance: 
Trait Modifiers Pious +2 Lustful +1 

Suspicious +2 Proud +2 
Crud .1 Valorous .2 
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Skills for Locblllnnach 

M/F 
Awareneu 5/4 
Boating 10/0 
Chirucgety 0/10 
Compose 212 
Courtesy 5/4 
Dancing 212 
Faerie Lore 212 
Fokoruy 212 
FilII Aid 2110 
Fishing 512 
Flirting 213 
Folk Lore 212 
Gaming 312 
H"""'r 0/0 
Hunting 210 
Industry 315 
Illtrigue 5/3 
Orate 312 
PbyIH"P) 110 
Read ( ... ) 0/0 
Recogniz.c: 213 
RWgion ( ... ) 212 
Rom'Ulce 213 
Singing 312 
Stewardship 213 
Swimming 5/3 
Tourney 111 
Battle 312 
Drive Charlot 0/0 
Horsemanship 312 
Sword 310 
Great Sword 310 
Lance 0/0 
Sp'" 210 
Sp" 210 
Greal Spear 110 
o,W' 112 
Javelin 110 

"'" 110 
Greal Axe .-' 710 
Sling 110 
SIZ .3 
DEX -3 
STR .3 
CON 0 
API' 0 
Culrural Weapon Greal Axe 
Trait Modifien; Vengeful .1 

Selfish .2 
Ene~tic .1 
Valorous .. 1 

I rish Character Generation 

Family Clan. continued 
Feudal LOth/anna," 

." ." 
Stc. dana Itc. dana 
1-3 4-6 1-2 3 -6 

Squire 0-2 
Clergy 0-1 
Bondi I 
Sailor 2 
Call6glach 3-4 
Huscarl 5 
Bard 1-3 
Knight 3-4 
Trader 2-5 
Thane 5 
Breitheamh 4 
Clergy 5. 
Chieftain 6 
Lord (Earl) 6 
Skald 6 

Lord (King) , 
Codi ,. 
Jar! ,. 

2d Fostered? 
Roll On the following table to see if you were fostered , and 
by whom. 

Fosterage table 

Jd20 Result 
01 -15 Not Fostered 
16-17 Fostered in Own Tuath 
18-19 Fostered in Own Province 
20-21 Fostered in Distant Province 
22-23 Fostered by Foreign Lord 
24.. FosteTed by a Cailleach 

Modifiers: 
.2 if father was a Feudal Lord or Thane or Lochlannach 

Chieftain 
• Generation Number for R1 Damhna characters. 
.. 2 ifErainn 

Fostered in Own Tuath 
You were fostered by family friends in your home tuath. 
Find a random Family Class for both your family and foster­
family. Modify both rolls (above) for you native tu.ath. reli ­
gion, ri damhna membership and so on. 
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Fostered in Own Province 
Using the Homelands tables, find another tuath in your 
home province, then detennine your foster family's class. as 
above. Note that Irish cha racters can be fostered by 
Lochlannachs, pagans by Christians, and so on . Creating 
alliances between natural enemies is the goal of fosterage . 

Fostered in DisbUlt Province 
Find a random province other than the onc in which you 
were born, then find yOUT foster family's class. 

F ostead By a Foreign Lord 
You were fostered in Britain or France. Use the Advanced 
Character Generation rules from Paldragon to detail your 
adopted homeland and skills. 

Fostered By A CaiUeach 
Like eli Chulainn, you learned war and wisdom from a 
faerie amazon. Find the CaiUeach whose lair is nearest to 
your homeland. She gives you the following skill adjust­
ments: 

10 points to spend 

+5 to Creat Spear and Batde 

+2 to any other weapon 

+4 to Religion (paganism) 

+2 to Compose and Faerie Lore 

+2 to Valorous and Crud 

43 Honor 

Directed Trait: Trust (witches and female faeries) 

Two extra random geases. 

Glory: 6d6+-200 

Loyalty (specific goddess or cailleach) 2d6+6. 

[For magicians - Staning Talents: Curse 3, Divination 
3, Emotion 2, Bless 1, Shapeshift 2. Restricted Talents: 
Healing, Demonize. Other benefits: Sight +3] 

Effects of Fosterage 
Treat fostered characters as ordinary members of their 
adopted caste except as noted below: 

SkiDs and Traits: Find your skill and trait bonuses from 
your fosterfamily class, but reduce them by ~ 1 unless you 
were fostered by a cailleach. Then add +1 to those skills and 
traits which arc from your birth-family class. 

Homeland-derived Passions and Traits: If you wind up 
with two ~homdands," retain both sets of traits and pas­
sions, but reduce all of them by -3. If this brings a passion 
below 8, discard it. If a pair of passions or traits arc obvious­
ly in contradiction (Love: the Vi Niall; Hate: the Vi Niall), 
discard the lesser of the two. If two arc the same, then take 
the greater of the two. 

Love (Family): A fosterling has both Love (Family) and 
Love (Fosterfamily). The two passions are separate because 

they may sometimes come into conflict. Find your Love 
(Fosterfamily) by rolling 2d6+6. 

Religion: The religion of your fosterfamily may differ from 
that of your parents. If so, you may choose to convert. If you 
aren't sure what to do, test Love (Family): Wlurc .. conver­
sion. 

Magical Tradition: For magician characters, use the foster 
family's magical tradition, if any, to determine bonuses in 
character creation, not the tradition of the binh family. 

2e Adjust for 
Family/Fosterfamily Class 
Find the description of your family (or fosterfamily if you 
were fostered) class below. It lists bonuses to skills, traits and 

passions, as well as a pool of points for spending on skills. 
This represents your experiences up to age 15. 

Irtsh Secular Professions 

Alt 

+1 to Hunting, Stewardship, or Boat 

+2 Culrura1 Weapon 

15 points to spend 

+2 Awareness 

+2 more to Hunting 

+2 Javelin 

+2 Folk Lore 

Clory: 2d6+20 

Huntn-

To Qualify: Aulqmati, by birth. A «hunt«- iJ a pmqn ofh6-airt 

rank wht;, dut to tht badcwardnm ofhis tuath, liws by 
hunting-and-gathering imftad of agriwllurt. 

20 points to spend 

+3 to Sword 

Mn-cmary 

+3 to any other weapon skill 

Crucl +ld6 

Valorous + 1 d3 

Glory: 2d6 

To Qualify: Anyqne wM sells his S"UXIrd gains «m«unary" status, 

regard/en qf his skilh. 
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20 points to spend 

~2 Stewardship 

~ I Javelin or Sling 

+1 Honest 

Glory: 3d6+50 

B6-aiu 

Ttl Qualfh: Automati, by hirrh. 

Flllith 

28 points to spend 
+2 Cultural Weapon or Drive Chariot 

+2 BauJe 

+3 Orate, Courtesy or Javelin 

+1 Proud 

+1d3 ach to Honor and H ospirality 

G lory: 4d6.75 

Ttl Qualfh: Automatit by hirth. 

Euchkuh 

This is not an available family class, although characters may 
attain to this during play. 

To Qualfh: Any Weapon, Awarmtn, and Horscmamhip or 
Driw Chan'of at 12 taeb. Gain a Ltryalry (Chieftain) 0/2d6+3, 
OJ 'fIJt1l1n 3d6. 75 Glory upon '1uolifitalitm. 

ChiiftiJin 

As per YFla..ith.~ above, plus: 

5 more points to spend 

+2 Proud, Honor. and Hospitality 

+1 World1y&Just 

+2 Courtesy 

+2 Sword 

+ 1 Religion (paganism) 

G lory: 6d6.100 

To Qualfh: Only by tlccl;tln during play. 

Aos DinA Professions 
The (bracketed] magic Talents listed with some professions 
arc those gained by magician characters raised in that Aos 
Dana profession. Some of these professions also have brack­
eted requirements listed with the qualifications. These are 
the minimums required to qualify as an accomplished magi­
cian of dat caste. 

All 

+2 Faerie Lore 

BnitlHamh 

20 points to spend 

Courtesy .4 

Just .1d3 

Loyalty (tuath or liege) .2 

Honor +1 

G lory: 4d6+30 

[Sacred Space, Protect and Dispel +2 ach; Restricted 
Talents: Demonize.] 

To QualifY: JWIIO, Courft1y 15, Orate 10 [Sacred Spotltln 
ProUtt al 5 or more} 

Chrirtian Clo gy 

10 points to spend 

+5 to ClUrurgery, First Aid, Onte, Read (Latin), Rcligil 
(Chrutiaru<y). 

Faerie Lore +3 

Loyalty (Abbot or Comhuba) and Love (God) 3d6 

Glory: Sd6.50 

[Banish 2, Bless 3, Curse 3, Demoniu: 3, D ispel 3, Divir 
Miracle 2, Heal 4.] 
To '1ua1ih In a nun or monA, the skills and ptnsions liJtd aIx 
mllSt Dr at /tint 8. Priesls and ahhDu in the Irish eburdJ gai" 

riffiu by tiution .from IIJl ranlts '" mtmlts and nuns. Ccmharh 
Ilre tillled in lhe samt way In thiejia;ns. [Chris/ian magirian 

aha nu d BleJS, Curse and Heal aJ 5 Ilr mort, and Ditli"t 

Mirtult or Dj"i"a/itln IlIIO.} 

Druid 

8 points to spend 

+3 to: Chirurgery, rU'St Aid, Read (Glyphs or Ogham), f 
Lore, Orate. 

.5 to: Faerie Lore, Celestial Lore:, G eomantic Lore. 
Religion (paganism) 

Glory: 6d6.75 

(Animal Friend, Bless, Curse, Sight, Divine Miracle, 
Summon Faerie Creature and Control Faerie Creature.:: 
e:ach; Glamour, Healing or Shapeshift +5; restricted talcn 
Demoniu] 

To Qualify: MUll ha'llt al/ Jheahow skills aI12 • . [AndJour. 

lhe a60w laltnts at 1O+,J 

20 Points to spend 

+3 Compose 

B.nI 

+2 Faerie Lore and Recognize 
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+ld3 Indulgent 

+6 among Play (Instrument), Orate. and Sing. 

Glory: 4d6+30 

[Bless, Curse and Sight +3, Emotion 5, Necromancy I, 
Dispc:l or Divination 2, and H eali ng 2; restricted talents: 
Demonize.) 

To Qualify: Compost 14, Play (imtrument) II, Orattor Sing 
11, CourttlY 8. {And Emotion 10, 81m or Curu 10.] 

Fili 

To Qualify: Must qualify as a hard, plus how Sight, 
Divination, and CdtUial Lort 12+, and Nuromanry 5+. For 
qualifying, add 50 Glory. 

ODaibh 

An aos dana professional may be the child or fosterling of an 
ollaibh. Try to roll less than your Generation Number of 
Id6; success means that you srudied with the high-druid, 
high-bard, bishop, etc. of your tuath. Gain 50 extra glory 
and one geas. 

Witch 

To Qualify: &/igion (paganism), Faule LOri, Great Spear. 
Sighl and BailIe al 10; CurS( 015. 

Lochlannach Professions 

Bondi 

The bondi, or homesteaders, are equivalent in every way to 
the b6· aire. 

18 points to spend 

+3 Boat 

+2}avelin 

+ I any other weapon 

+ I Battle 

Sailor 

+ I each to Cruel and Selfish 

Glory: 3d6 

To Qualify: Sailors au parI- time pirafts. To join a longship 
CTtW, your (haractu nuds Battle, Boat and any weapon sltill at 
10 each. 

Christian Clugy 

Equivalent to the aos dina caste, above. 

Huscarl 

As per W urior, Ptndragon p. 51. 

To Qualify: Must Dt uluftd by a thitjiain duringplay. 

Call6g16th 

As pc:r mercenaries, but the "other weapon~ must be a spat 

or greatsword. 

Glory: 6d6+50 

To Qualify: S'UXlrd 10, Spar or Grtal S'UXlrd 10, Battle 10, and 
H onor 5. 

20 points to spend 

+4 to Boat and Intrigue 

.2 Orate 

SelfIsh +2 

Deceitful +2 

H onor -3 

Glory: Id6 

Trader 

To Qualify: automatitbY inlxrilanlt. Ifsomeonefrom a dijfa­
tnl casu wants to worlt as a trader, Ix musl huild up contatts 
and (Qpital by himsdf; this rtljuireJ lntrigul 13, Boat 10 and 
Dratt IOat a minimum. 

25 points to spend 

Any axe or sword +2 

Boat +2 

Orate +2 

Valorous +l d3 

H onor + Id3 

Glory: 6d6+100 

Chieftain 

To Qualify: hy inhtrilanlt, clution, or appointmtnt. Your falher 
is a f amily chiiftain wha may ar may not he subordinalt to II 

Jarl. 

Skald 

A Skald is the same as a Bard, but replace Faerie Lore with 

Courtesy. 

15 points to spend 

Great Spear .. 5 

Godi 
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Read (Runes) +8 

Orate. Folk Lore, First Aid, Faerie Lore, Cdestial Lore and 
Religion (Odinism).3 each. 
Loyalty (clan or subjects) 2d6+6 
Clory: 6d6+8O 
(For magicians fostered by a godi, add: +8 to Sight and +8 
to one of Weather Conuol, Divination, or Shapeshift; ... 2 
Healing, +1 Bless and Protect; restricted talents: Demonize 
and Ghunour. For Berserks or Ulfserks, add Madness (Acts 
Iiu an animal) 3d6 - this madness Passion can contribute 
to Shapcshift.] 
To Qualify: Only by "tutn/from Thor or Odin, indicated by 
being born in this (asle, or Q Lucl Table result. To /un(/ion as a 

community Itadu or magician, you nu d DrOit, Folk Lort and 
First Aid 12 or mort. {for a magid an godi, you aha nu" Blm, 
Protu t and Sight 5 t och.} Btm rh and U{fu rJu can only qualify 
as Bondis, Sailors, Hu.J{or/s, or Go/16g/aehs, 

Jarl 

As per ~Chieftain ,· above, but add the following: 

+5 points to spend 
+ 1 cultural we2pon 
+2 Intrigue 
+2 Honor 
+50 Glory 
To Qualify: by el«tion, inheritance, or appointmtnt. 

Feudal Professions 

Squir~ 

As per Pendragon. 

Christian C/~rgy> Bard or Breith~amh 

As abo ... e. 

Knight 

EquiVlllent to 2 b2chdor knight from Pendragon. 

Than~ 

Equivalent to 2 Banneret Knight from Pnldragon, but add 
+2 Orate. This office can only be gained by inheritance or 
dection. 

Offiur 

As per Pt ndragon. 

Earl 

As per Lord, in PtndrQgon. 

King 

As per Lord, but gain om. roll on Luck. table. 

2f Generate Love (Family) 
Fostered chara cters require two Love (family) scores. 
Era.inn, Gad and Cruithni characters do not subtract any 
~son number~ from this passion. Otherwise, this works just 
as in Ptndragon. 

2g Geases 
Cruithni, J::rainn and G ael characters ha ... e a number of 
Permanent geases equal to their ri damhna number. One of 
these geases must be the mandatory geas (if any) of the ruath 
where you were born. The others may be determined ran­
domly (see ~Geases") or in consult.1tion with the gamemas­
ter. Some characters may have still more geases by virtue of 
training with an ollaibh or cailleach, or pagan patronage. 

2h Luck Table BeneAts 
Roll on the following t.1bles to enjoy the Luck 0' the Irish. 

Modifiers by rrovlnce: 
Meath · unmodified 

Leinster • unmodified, roll twice 

Ulster · roll at-5 

Connacht, Munster . roll at +5 

d20 

01 

Irish 

rUlIlJ 
Family Heirloom: ancient bronze sword which 
adds + 1 to sword skill. Weak Blade: it will break in 
combat as if it were not a sword. Value: 5 cumhals. 

02 Famous ancestor, +100 Glory. 
03 You hayc a charger. 

04 You hayc an Jrish Courser. 

05 You Own a splendid scythe-chariot worth 7 
cumhals, or a suit of Norman chainmail. 

06 Magic t.1noos giYC you + 1 armor. 

07 Family Heirloom: gold torc worth 6 cumhals .. 
08-11 Family Heirloom: Ceremonial shield covered with 

intricate designs. Value: 5 cumhals. 
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16 

17 

18 

d20 

01 

02-04 

05 

06-{)8 

09 
10-11 

12- 13 

I' 
15- 17 

Upgrade your outfit by 3 extra items. 

You have a Conmacne Mara rouney. 

You have one Love Potion. Reduces Chastity and 

increases Lustful by 10. with no maximum, for one 

day. 

You have two Healing Potions (each cures td6 Hit 

Points). 

Family Heirloom: Harp that adds +5 to Play 

(h",,). 

Make one extra roU on the Family Characteristic 

table. 

Family hei rloom: Aos Si cloak adds +2 to DEX 
rolls when being slealthy. Easily lorn, rotted or 

burned by careless use. Value: 6 cumhats. 

Lochlannach 

result 

Yau have a blessed great axe, + 1 10 Great Axe skill 

when used. Breaks normally. VaJue: U. 

Odin is your ancestor. +200 Glory. 

You have 2 part-share in a longship. Check with 

gamem:lSter for det2i.ls. 

C2che of money worth 4£. 

C2che of goods worth 8£. 

You have a rouncy. 

You have a charger. 

Upgrade your outfi t by 1. 

You have 2 Magical Healing Potion, adds Id6 

once. 

You h2ve a blessed bearskin cloak. Adds +2 10 

armor. Priceless. 

4. CLASS AND 

EXPERIENCE 
In this section, you determine your character's adult profes­

sional role. 

4a Age to Adulthood 
You are now 2ge fifteen . You may begin play, or age further 

(~Previous Experience," Pendragon p. 39) in the hope of 

qualifYing for a profession. 

4b QualifY for a Profession 
You can enter almost any aste in Ireland. Most classes Mve 
a list of skills and passions which represent a minimum pro­
fessional standard. Many professions, such as "flaith," can be 
entered automatically by those born to them - and by no 
one else. An unqualified chaIllcter an always: become a mer­
cenary. 

All professions but ~knight" should be considered 
optional. C haracters descended from Irish warriors, druids, 
and so on can be knighted at the start of play, perhaps by 2 
friendly I rish feudalist like Duke Galehoh. The son of a 
thane, knighl or lord should always be knighted if he quali­
fies. 

4c Find Current Home 
Most ch2!acters practice their professions in th('ir home 
tuuh. Irish char2cters with knighthoods are bachelor 
knights in the retinue of a Pale, Marcher Lord, Long Isles 
or Leinster noble, selected by the gamemaster. 

4e Glory and Eineach 
Each u.sre description gives a starting Glory for people born 
in that astc. Add the Glory for your fosler-dass, if any. to 
this score. Add 1000 Glory if knighted. D etermine your 
chancter's Eineach (page 54), according to his profession, 
and write it in. 

4g Outfits 
The following lists are organized according to class 2nd cul­
ture: (secular Irish, aos dana, Lochlannach). Fosterlings use 
their foster caste's list , or the "secular" list if raised by a cail­
leach. Feudal characters use Pendragon outfits. downgnded 
one level unless they come from Leinster or The Pale. 

Aos DAna List 
Select 9 items from this list if trained by an ollaibh; other­
wise select 6 items. A given item an be selected repeatedly. 
Up to 2 third or the items you choose a n come instead from 
the secular list. below. 

Whetstone, sewing needle; tinderbox; 25 feet of rope; plain 
cross; 3 vials holy water; hymnal; fine silver crucifiX worth 2 
cumh21s; small stone effigy of pag-an god; chirurgery tools; 
Latin Bible; flask of good wine; missal bell; pouch of mush­
rooms, 02k galls and rare gems worth 4 cows; 1 good-quality 
music2l instrumen t wonh 1 cum hal; wigs, masks and 
face~p2i.nt for p2geants 2nd ceremonies; 1 fine white robe or 
monk's h2bit; dreu shirt and mantle worth 4 cows; sturdy 
work tunic with kilt or trousers; fosterling who adds + t to 
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anyone caste skill or raJent, and is present on a roll of 13 or 
less (no more than one fosterling can assist per skill); holy 
relic (Id6: I- fingers, 2-eycs. 3-tceth, 4 .. shinbone, 5 .. testi­
des, 6zsplinters of True Cross); powdery sruff that flashes 
when you toss it in a fire; oaken staff; obsidian stone fo r 
sighting the sun; shamrock. 

Secular list 
Secular characters may choose 3 items (+ ri damhna num­
ber) from this list. and (n damhna number) in items from 
any other list. Thus a chieftain's brother picks seven secular 
items, and any four other items. 

Spear, craoiseach; great spear; five javelins; a sling; one 
knife; Connemara pony; butchering tools; hook and line; 
tattoos; small bow and 24 arrows; sword; shield; 1-handed 
axe; Highland pony; Shetland pony; Celtic pony; Irish 
courser; Roman muncy; trousers, cloak and cloth shirt; ade­
quate kilt; extra SCt of winter clothes (counts as 1 point of 
armor); one rath and its estates (equivalent to a manor); 
leather armor (4 points); hand mirror; pack of 4 ordinary 

wolfhounds; I wooden unscythed chariot; leit with tinder, 
tools. a rope and a spare wheel; bronoze tore worth 1 cow; 1 
set of skin, blouse, manrle and cape; two ceiles of ~e 
rank who fight for you in wars; fosterling who functions as a 
squire on 13 or less; one curach. 

Loc.hlann""ch list 
Lochlannach characters may choose 6 items from this list, 
and 3 from any othcr list. Traders pick twice as many items. 

Great axe; axe; spear; shield; dagger; 3 javelins; trousers; 
cloth shirl and bearskin vest; 3 f. in trade goods; 1 f. in coin; 
cuirboilli armor (6 points) ; sword; vest and fancy cloak 
wonh 120d; boy spar-mate who funclions as squire on 13 or 
less; one market st~11I in any cil}' earning Id6-U per year. 

4h Final Details 
Fini sh your PDgDn Short character by determining his 
Derived Statistics and Distinctive Features (PtndrDgon p. 
39-40) and fa mily C haracteristic (p.46). 

HOMELANDS 

T HIS LISTINC ot:TAILS the different homelands for 
Pagan Short characters. After determining the char­
acter's province in the character generation section, 

roll on the appropriate province table below to determine 
the specific homeland. Information for each homeland fol­
lows this format: 

Culture (Cuhure/Religion): If many cultures are listed, 
choose one. The religion half of the entry describes the ruath 
as a whole. You can be a Christi:m, despite your (Uath's 
paganism. Only characters from "mixed ft or ~paganH ruaths, 
however, should be pagan. 

Passion (Passions and Directed Traits): In addition to the 
listed passions and directed traits, characters 3utomatiailly 
have Loyall}' (Liege) at 2d6+6 if Feudal, Loyalty (chieftain) 
2d6+6 if Lochlannach, and Loyalty (Tuath) 2d6+6 other­
wise. 

GtaS (Geases): If you have any geases, they must include 
these tribal taboos. For a homeland with no 8geasesH listing. 
detemline geascs randomly. 

Army (Random Enemies): Each ho meland musters 25 
Knight Values per space on the d20 roll allocated to it on 
the Homelands table; thus if you come from Corca Dorca (a 
roll ofl-4), it musters 100 Knight Values. The "Army~ list­
ing gives troop types followed by the slot they occupy on a 

Random Battle Enemy encounter table. For example, this 
listing - Flaith 1 (1-11) , Gall6glachs (12 -16) Knight 
(17-20) - shows that encounters against the anny of this 
kingdom arc divided between Flaith (type 1), Galloglachs, 
and KnighlS. This also shows who panols the borders, and 
who will be summoned if the king is angry. Keep an eye on 
local Passions, above: the troops may fight Inspired against a 
hated enemy. The Leader/ Follower bonus is explained in 
Pmdragol/, on page 263 

BERSERKER: Many cultures field berserkers; use statistics 
from PtndrDgol/, page 330. 

B6-AIRE #1 (Ceile): Knight Value .50; Leader/Follower 
bonus: Id6- 1; Skill: Spear 11, Javelin 9; WeaponIDamagc: 
Great Spear 4d6, Javelin 2d6; Armor: 3; Hit Points: 24; 
Major Wound: 12. 

86-A IRE 112 (Kern): Knight Value .50; Leader/ Follower 
bon us: Id6 - 1; Skill : Sword & Shield 9, Javelin 10; 
WeaponlDamage: Sword & Shield 4d6, Sling 3d6; Armor: 
4+shield; Hit Points: 24; Major Wound: 12. 

BONDI (Lochlannach): Knight Value .25; LeaderlFollower 
bonus: Id6-2; Skill : Spear 8, Javelin 5; WeaponlDamage: 
Spear & Shield 406, Javelin 2d6; Armor: 4+shicld; Hit 
Points: 24; Major Wound: 12. 
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BOY TROOP: Knight Value .50; 
Leader/Follower bonus: 1d6+3; Skill: Sling 
12, Sword 18; WeaponlDamage: Sword 2d6, 
Sling 3d6; Armor: 4; Hit Points: 18; Major 
Wound: 9. The apprentice warriors of a Boy 
Troop often enter battle in pairs of friends or 
lovers. Hence their high skill: they always 
fight Inspired. 

FLAITH #1 (Chariot Hero): Knight Value 
.75; Leader/Follower bonus : Id6; Skill : 
Craoiseach 15, Javelin 14; Weapon/Damage: 
Craoiseach 5d6, Javelin 2d6; Armor: 6; Hit 
Points: 27; Major Wound: 14. Can fight in 
chariot. 

FLAITH #2 (Buanna): Knight Value .75 ; 
Leader!Follower bonus: Id6; Skill: Sword & 
Shic:ld 16, Javelin 15; Weapon/Damage : 
Sword 5d6, Javelin 3d6; Armor: 6+shield; 
Hit Points: 27; Major Wound: 14. Can light 
mounted. 

GAOIRMSLUAJGH. Use Bandit statistics, 
Pmdragon page 330. 

The Agonies of Ma"ha 

I 
PI! UlSTER, C(NTURIES AGO, the goddess Macha incarnated on earth as a fllOf· 

till woman with the ability.to oUI-run any horse. King Conchobhar forced 
her to entef" a race against his heretofore unbeaten horses at the Imbolg 

festival in Eamhain Macha _ even though ske was pregnant. Ske out-ran 
Conchobhar's horses, but collapsed at the finish line in the agonies; of labor, 
delivering twin children (probably the magic twin horses of ClI Chulainn's 
chariot) before she died. With her last breath, she cursed tnc jeering crowd 
of Ulaidh noblemen: they, and their descendants for 81 generations, would 
suffer lhe pang5 of a woman in labor for nine days each year on the anniver­
sary of her dealh. 

Today, inler-breeding with the Cruithni and other local tribes has dif­
fused the Agonies of Macha. Only direct male descendants of the spedatofS 
at Conchobhar'5 race inhertt them: your character qualifies on a d6 roll of 
1-2 If he comes from an Ulaidh dynasty. Victims suffer immobilizing pain 
(reduce all skills and phySical statiStics by 1/2) every year on Imools. the 
foor days preceding it, and the lour days follOWing it. No magician, nor 
even any god, can alleviate this OJrse. In compensation, lIietims gain +3 to 
Drive Chartal and HO!"$emanship; this is the positive half of their Ulaidh 
inheritance. 

04 Cineal Loarn 

GALL6GLACH: Knight Value 1; Leader!Follower bonus: 

Cuhure: Era inn/mixed. Passions: Hate (UI Ni,III) 3d6+4. 
Ceases : Neller refuse a request from a sf womiln. Army: 
Btl-air ... 1t2 (1-10) GaJl6glilch (11 -17) Flaith .2 (18-20). 
Note: subject to Agonies of Macha. 

Id6+1; Skill: Spar 15; W eapon/Damage: Spar 6d6; Annor: 
8; Hit Points: 29; Major Wound: 15. 

HUSCARL (or chieftain): KV 1.5; Leader! Follower bonus: 
Id6; Skill: Hammer 19, Javelin 17; W eapon/Damage: 
Hammer & Shield 6D6 (7d6 vs. plate armor), Javelin 4d6; 
Armor: lO+shield; Hit Points: 30; Major Wound: 15. 

KNJGHT. Roll on the Random Battle Enemy Table, 
Pt ndragon p. 164. 

Long Isles Homelands 

d20 Homeland 
UI CariingfordlStrangford 

Culture: lochlannach/mixed. Pas5ion~ : H.lte (Thorgeslr 
clan) 2d6+3. Army; Bondi (1 -13). HU$Cari (14-17), 
Ber~rker (18-20) 

U2 Cinea( Aonghus 
Cuhure; l rainnIChristian . P.lssions: Hate (Lochlann<'lch) 
2d6+3 . Army: BO-aire #2 (1·1 5) flaith "2 (16-20). Note: 
subject to Agonies of Macha. 

OJ Cincal Fearghus 
Cuhure: feudal Irish/Christian. Passions: Hate (Piets) 
2d6+6, Loyalty (Gabhran) 2d6+6. Army: Foolsoldier (1-13) 
GatJ6glach (14-15) Flaith "2 (16-19) Knight (20). Note: 
subject to Agonies of Macha . 
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05-07 oal Fiatach 
Culturc: hainn/mixed. Passions: COllcl (Long Isles 
Kingsh ip) 2d6+.1. Suspicious (Dal Riadha ). Geas; Never eal 
dog meat. Army: 86-aire.l (1·16) Flaith 1t2 (17- 11l) Knight 
(19·20) Nole: Subiect to Agonies of Macha. 

08-(}9 Dal n-Ara idhe 
Culture : Cruithni , hainn / Mixed. Passions: Hate (Uf Niall ) 
2d6+3. TrU STing (Druids) . Ceas: Never refuse a challenge 
from a Da( Fiatach member. Army : Wild Pict Warrior (1-8) 
B6-ai re II I (9- 17) Flaith 111 (18-19) KnighT (20). 

10·12 0,\1 Riadh.1 
Culturt:: Feud.1llrish, trainrv'Mixed. Pas$ions: Loyalty 
(Galeholl) 2db+6, Hale (UI Niall ) 2d6+3 . Geas: Neller eat 
horseflesh. Army: 86-.1ire 112 (1·3). Ar(her (4-7). Flaith.2 
(8-10), Boy Troop (11), Gall6glach (12_16), Kn ighl (17-20). 
Nole: subject 10 Agonies of Macha. 

1]·14 Isles 
Culture: Loch(annach, Gall-Gael I pagan . Passions: loyalty 
(Ket il clan) 2d6+6; optional Hale (Christians) 2d6+]. 
Army: Bondi (1-8) Gall6glach (9- 1]) Husca,1 (14-17) 
Berserker (HI-20). NOle: roll ld6 for family class: 1·] 
GaIl6glac.:h. 4-6 roll normally. 

15-16 Pomi!ain 
Culture: Lochlannach, GaH·GaeVmixed Passions: Loyalty 
(Gocired), Fear (Witches). bolh 2db+4. Army : footsoldier 
(1-6) G.1I16g(.1ch (7-11) Huscad (12- 18) Knight (19-20). 
NoTe: Character can opl for Watch and Ward experience: 
add +2 Awart:ncs~ and Sword, and Suspicioos (non-Manx) 
direcTed trail. 
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17- 16 ~rluM! 

Culture: Feudallrish/Christian. Passions: loyalty (Galeholtl 
2d6-.], l oyalty (Pendragon) 2d6-.6. Army: Archer (1-5) 
Gal16gJach (6-1]) Knight (14-20). 

19-20 UI Echach 

d20 

Culture: Cruilhni/pagan. Passiom: Hale (0.11 Fiachlach) 
2d6+], Trusling (Poets). Ge;u: Never lie loa poet. Army: 
Wild PiC! Warrior (1-16) Flailh III (19) Knight (20). 

Oriel Homelands 

Homel.mel 
01-0] Airthir 

Culture: GaeVChrislian. Passion: Cov~t (church office) 
2d6+]. Geas: Never Iravel in Ireland two days west wi lh­
out going one day north or south. Army: B6-air~" (1-6) 
Gall6glach (9-11) 86-aire 1t2 (12· 15) Flailh It2 (1 b-20). 
Notes: roll ldb fOf family clan; 1 • clergy, 2-6 '" roll 0Qf­

mally. 

()4 Ard Macha 
Cullure : GaeVChrislian. Passions: l oyally (comharb.J ) 
2d6-.1. Army: Gaoirmsluaigh (1 -11) B6-aire 112 (12- 14) 
GaU6glach (15-16) flailh 112 (19-20). Noles: roll Id6 for 
family clan: 1-4 . clergy, 5-6. roll normally. 

OS Fir Manach 
Cul ture: ~ rainrv'mil(ed . Pa~sions: fear (Forgall Manach) 
2d6-.]. Geas: Nev~r cros~ a creek or riv~r by any mean~ 
while U is rain ing. Army: 86-aire Itl 11-8). Hai th Itl (9-14\ 
Bef~rker 115-20). 

06.()7 Mughdorna 
Culture: trainrv'mixed. Passions: ... 3 Honor. Geas: Never 
refuse the demand of a man wilh one ~nd. Army: Wild 
Pict Warrior (1-11) B6-a ire It I 112 · 16) Flailh ,2 (17-201. 
Note: roll for family c!.ass as Cwithni. 

06·09 UI Cairlhinn mac Uais 
Culture: Gael. Cruithni/pallan. PassIOns: Hate (OM RiadhaJ 
2db+]. love (Goddess U) 2d6+1. Geas: Never Nllalmon. 
Army: Wild Pict Warrior (1·13) B6·,)ire'l (1 4-1 8) Flaith 
1t2 (19-20). 

10-12 UI Criomhlhainn mac Fochra 
Culture: GaeVChristian. Passions: l oyal ty (Oiarmaid mac 
CearrbheoillI2d6+2, Covet (The Oark Servantl2db+2. 
Gea,, : Never use a sword. Army: 86·aile III (1-1 b) Flaith 
' 2 (1 7·20). 

13-14 UI Fiachroilch mac Uais 
Cuhure: GoiIe!. ~rainrr/pagan . PoiIssions: Su)picicxH (UI 
Criomhthainn mac fochra ). Ceases: Never tide lehhand­
wise oiIround Tara. Army: B6-oiIire 1111 (1· 15) Wild Pid 
Warrior (16-17) flai lh 112 (l6-20). 

15-16 UI Meith moilC Fochra 
Culture : GaeVChriSlian. Passion: Hate (Airthir) 2d6+2, 
Covel (church office) 2db+2. Army: B6·ai re III (1-14), 86-
,lire 112 (15-18) Flailh,2 (19-20). 

17· 19 UITuirtremacVoiIis 
Culture; Gael, Erainrv'mixed. Passion : loyalty (Ui Niall 
Clneal Eoghan) 2db+b. Ce.:as; Never accept sUnaiochl 
from a person of Connoleh!. Army: B6-aire'l (I-IS) Wild 
Pict Warrior (l b- l 7) Flaith 12 (16-20). 

20 Woodsmen 
Culture: hainrr/mi~ed . Passions: Suspicious (People of 
Meath). Ceas: Never fell a tree on Bealtain-e. Army: Wild 

Pict Warrior (1-4) B6-aire 1112 (5·16) Flailh 112 (17-20). 
Note: Roll I db for family class: 1·2 _ hunter, ] = bard, 4·6 
_/0 11 normally. 

Ai/ech Home/~nds 

d20 Homeland 

01-05 Cineal Cairbre 
Cuhure: GaeVpagan. Pauion: CO'Iet (Tara Ki ngship) 
2db+b, Hale (UI Brian) 2d6+6. Geas: Never Iravel llOfTl 
Breilne directly to Aileeh or Oriel. Army; B6-aire'2 0-16) 
flaith 1112 (17·20). 

06·10 Clneoil l Conall 
Culture: GaeVChristian. Passion: COVtt (Taroil-Kingship) 
2db+], loyalty ((olm Cil l) 2db-.4. Geas: Never injure a 
boor. Army: B6-ai re 112 (1· ll ) Gall6glach (12-14) Flailh'2 
(15-20). Note: Clneal Conall cn.:a raclers add + I 10 CON. 

11 .1 4 Clnealfanna 
Culture: GaeVmixed. Passion: loyalty (Clneal Conall). 
Army: W ild Picl WoiIrrior (1·5) B6-aire 112 (b·16) Flailh '2 
(19-201. Notes: Clneal faona characters add + lAPP. 

15-18 Cineal Eoghan 
Culture: GaeVmil(~. Passion : Covet (Tara KingshiPI 
2d6 ... ] . Geas : Never a ttack (rom behind. Army: B6-aire'2 
(1 · 1]) Gall6glach (14. 17) Flailh 'I (18- 19) Fl<l ith 112 (201. 
Note: Clneal Eoghan characters add + 1 10 Sword. 

19·20 VI ConaH of Criomhlhainn 
Culture; CaeVpagan . PoiI ssioM: lovalty (Oiarmaid)_ Ceas: 
Never speak in COurt belole a ~I has spoken. Army: 
none. Note: The Ui Conall have no homeland. They (ive 
among the Ui Criomhtn.:ainn mac Fochra of Oriel. 

ConlliJcht Home/;mds 

el20 Homeland 

01-0) Black P~le 
Culture: tr.linrr/pagan. Passion: Fear (Fomh6rachs). Geas: 
Never fight facing the sun. Army: Wild Pict Warrior (1-14) 
B6'oiIi re 111 (15· 18) Flailh 11 1 (19·20). 

04-05 Conmacne Moilroil 
Cullure: trainn. but roll fOl' family class as Crui lhnVpagan. 
Passion: Hale (l eiMter). Army: Wild Pict Warrior (1-16) 
Flailh 1t2 (17-20). 

06-07 Horse People 
Culture Erainrv'pagan. Passion: l ove (Horses). Geas: Never 
ride in a boat betWe1!f1 Samhain and Imbolg. Army: 86-
ai re Itl (1· 14) Knight (15-20) _ these are horsemen, repre­
sented as poor knights. 

06- 10 VI Ailill 
Culture : GaeVmixed . Passion: Covel ((ruachu kingship). 
Army: B6·aire 112 (1-11 ), Wild Picl Warrior (12·17) Flaith 
1t2 (18-201 , 

11·13 UI Brian 
Culture : CaeVmixed. Passion: Hate (Cineal C.lirble). Army; 
86-.1ire 112 (1-11), Wild Pid Warrior (12-17) Fldith 1t2 
(16-20). 

14-17 UI Fiachra 
Cuhure: GaeVmixed. Pa$$ion : Covet (Cruachu kingship) 
2d6-.6. Army: B6-aire 1t2 (1 · 10) GatJ6glach (11-12) 86-
aile Itl (13-15) Flaith 112 (lb·20). 
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18-20 ur Maine 

d20 

Culture: £rainn/pagan . Passion : love (goddess Meadhbh). 
Geas: Never refuse a challenge from an UISlerman. Army: 
B6-aire 1/ 1 (1-14) Flaith 111 (15·20). 

Meath Homelands 

Homeland 

01-()2 Ciannacht3 
Cuhure: Erainn or GaU.GaeVpagan. Passion: loyalty (lady 
of the l aunds) 2d6+3. Geas: Never travel righthandwise 
around Tara. Army: B6 ·aire 112 (1-12) Bondi (13- 15) 
Huscarl (16-17) Berserker (IS-2OJ. 

03-05 Cineal Fiachu 
Culture: GaeVmixed. Passion: Hate (l einster) 2d6+6. 
Geas: Never refuse a challenge from a leinsterman. Army: 
B6·aire 112 (1-16) Flailh 112 117- 1S) Berserker (19-20). 

06·09 Cineallaoghaire 
Culture: GaeVmixed. Passion: Covet IB6ramha) 2d6.6. 
Geas: Never swear slAnafocht with a druid . Army: 66-aire 
II I (1-12) Gall6glach (13-15) Flaith 112 (1 6-1 8) Soy Troop 
(19-20). 

10-11 Fionnghall 
Culture: lochlannach/mixed . Passion: l oyalty (Dublin) 
2d6.2. Army: Bondi (1-15) Knight (16-20). 

12-13 Pale 
Culture: British/Christian. Passions: suspidous (People 
beyond the Pale). Skills, etc. as standard Pendrilgon char­
acter. Army: Gaoi rmsluaigh (1-6) Gal16glach (7- 11 ) Knight 
(12-20). Note: for characters born before 530, re-roll to 
lind a different homeland . 

14_17 Tethba 
Culture: Gael/Christian . Passion: +3 to Merciful. Geas: 
Never leave Tethba unless a brolher of yours stays behind. 
Army: B6-aire 112 (I-13) Flaith 112 (14- 16) Flailh 111 
(17-20)_ 

18 Clonmacnoise 
Culture: £rainn/Christian . Passion: love (God). loyalty 
(Ciaroin or mmharba) 2d6+6@.Army: nont:. Note: Roll 
Idb for Family CIJss: 1-3 .. Christian dergy; 4-6. b6-aire. 

19-20 Westmeath Uberty 

d20 

Cuhure: Feudal Irish/Christian. Passion: loyalty (de Ganis 
clan) 2d6.3. Army : B6-aire 112 (1·12) Knighl (13-20). 
Note: for characters born before 530, re-rolilO find a dif­
ferent homeland . 

North Leinster Homelands 

Homeland 

01-03 Dublin 
Culture: l ochlannaCh/mixed_ Passion: Selfish +2 . Army: 
Bondi (1-6) Gall6glaeh 17- 12) Huscarl (13-2OJ. 

04-06 Kildare 
Culture: FeudaVChrislian. Passion: love \Brighid) 2d6.6. 
Army : Footsoldier (I-b) Knight (7-20). 

05-09 laois 
Cuhure: Feudai/Christian Passion: Cruel (to slaves or serfs). 
Army: Footsoldier (l-b) Berserker (7-13) Knighl \ 14-20) 

10 Ui Brian of Cuala 
Culture: f eudai/Christian. Passion: loyalty UU5ticiar) 
2d6.2. Army: B6-aire 112 (1-14) Flailh I I (15-19) Knigh! 
(20) 

11-14 UfDunlainge 
Cuhure: Felldal/Christian. PaS§lon: Hate lU I Niall) 2d6.3 . 
Army: FOOlsoldier (1 -7) Archer (8-14) Knight (15-20) 

15-17 Ui Feidhlimidh 
Culture: Feudai/Christian. Passion : Dec:ei lful (in politics). 
Army: Footsoldier (I-S) Flaith 112 (9- 15) Knight (16-20) 

I S UI Garrchu 
Colture: Gaei/Chrisliiln. Passion : Hate (UI Dunlaingel 
2d6.3. Army: B6-aire 12 (1-14) Huscarl (l 5- 17) Flaith 112 
(1 B-20) 

19-20 Ui Maol 

d20 

CuitlJ re: Feudal/Christian. Passion : Covet (Leinster king_ 
ship) 2d6+J. Army: Gaoirmsluaigh (1-14) Flailh 12 (15-17) 
Kn ight (IS-20) 

South Leinster Homelands 

Homeland 

01 Fosterlings 
Culture: GileVmixed. Passion: loyal ly (leinster Ki ngs)_ 
Army; B6-aire 112 (1-14) f lailh 112 (15·20). 

02-04 Grey-Green FileeS 
Cuhure : GaeVChristian. Passion: Trusling (Lochlannach). 
Geas : Never refuse a challenge in The launds. Army: 66-
.lire 1t2 (1 -7) Huscarl (S-1 3) Fl.lith 112 (14-17) Knight 
(1S-201. 

05 Ui Bairrche 
Culture: FeudaVChristian. Passion: Hate (The Foslerlings) . 
Army: Foolsoldier (1-7) Archer (S-15) Gall6glach (lb-I B) 
Knight (19-20) 

Ob-09 Ui Cennsealaigh 
Culture: Felldai/Chrislian. Passion: Hate (UI Niall) 2d6.2. 
Army: B6-aire 112 (1-14) Knight (15-20) 

10-11 Ui Daig 
Culture: Gael/Christ ian. P.lssion: Hate (Deer People). 
Army: B6-aire #2 (1- 14) Flailh 112 (15-19) Knight (20) 

12-13 UiDron 
Culture: GaeVChristian. Passion: love (6r ighid). Geas: 
never fight on 1mbolg. Army : Wild Pie t Warrior (1-5), B6-
.lire 112 (2-1 1) Flailh 112 (12-1 9) Knight (20). 

14-1b Wexford 
Culture: lochlannach/mixed. Passion: loyalty (Anguish). 
Army: Bondi (1-13) Gall6glach (14- ! S) Huscarl (19-20). 

17-20 re-roll 

East Munster Homelands 

d20 Homeland 

0 1-02 Deer People 
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Cultore: [rainn/pagan. Passion: Hate (Elk People) 2d6.b. 
Geas: Never hunt deer belween 5amhain and Imbol8. 
Army : Wild Pict Warrior (1-20). Note: roll for f.l mily class 
as Cruithnl. 
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03·05 Elk People 09· 11 Kingdom of Mercenaries 
Culture: tra inn/mixed. Pa~sion : Cruel (to O~r People), 
loyalty (foghanacta of Caisea l) 2d6+2. Geas: Never refuse 
a cha llenge in O~r People terr itory. Army: S6'aire 1t2 
(1 . 1&) Flailh /II (17·20). 

u& Eoghanacta of Cai!-l!al 

Culture: trainn/mixed. Passion: l oyalty (Eoghanacta of Ox 
Glen) 2d&+3, · 1 d& to Honor. Geas: Find a random geas, 
then reverse it: ·never~ becomes ~a lways,· ~do· become 
·don ·t, ~ etc. Army: B6·aire Itl (I - ( 8) Flaith. l (19-20). 

NOles: roll ld& for family class: '·4 _ Mercenary, 5·1) .. 

roll normally. 

07 

Cullure: GaeVChristian. Passion : Hospitality +2. Army: 
Flaith' l {1-lOJ Flaith 12 (11·20). 

Eoghanada of Ox Glen 
Culture: GaeVmixed. Pas~ion : Fear (Fear Dearg~). Geas: 

Never rehrse Ihe request of a 51 woman. Army: B .... ai re.2 
(1.7) Flaith 1t2 (8·20). 

Eoghanacta of The Rusho:s 
Culture: Gaei/Christian. Passion : Covet (Caiseal kingship) 
2d&+2 . Army: B6·aire /12 (1.7) Flailh 1t2 (6·20). 

12 Ormond 
Cullure: FeudaVChriSlian. Passion: l oyalty (Pendragon) 

2d&+1 . Army: same as Claim. NOIe: FOf characters bam 
before S:U, re-roll . 

13-15 TheClaim 
Cullure FeudaVChriSlian . Passion: l oya lty (King Anguish) 

2d&+3. Army: GaoirmslU"igh (1 -8) Foot§Oldier (9· 17) 
Knight (18-20). 

Combat Skills 
Drive Chariot (new skill) 
This skill COYefS the use of chariots in and out of batt le. Use it 
in place of Horsem"nship. Char"Clers who know Drive Chario t 
can ;11$1) driV1! wagons, carts and other animal.(lrawn V1!hicles 
with the same degree of skill. 

The typica l Irish chariO! has two wheels and is pulled by 
two horses. A few huge ( ha riots have four wheels and four 
hOr5eS. Rich, powerful Irish warroo drive scythed chariots _ 
this means that a curved blade projects from each end of the 
dw.riofs axle, the belter to mow down lenemy warriors. 

Movement: The pilot of a chariot mu~1 pass a Drive Chariol 
test to CfOSS road obstacles Of turn tnOrle than forty-five degrees 
per round (in combat), or to cross anything but srnoo(h lerrain 
(out of combat). Failure halts the chariot. The gamemaster may 
reduce the pi lot's skill to reflect the severity of Ihe hazard. A 
fumble destroys the chariO! and inflicts ld6 x ld6 dam"ge on 
all its cre"N and horses. 

A chariot's Move per round equals to the average Move of 
its leam, minus two. Thus, a chariot drawn by coursers has a 
Move of 7 per round. Very big chariots might reduce Move by 
-3 or more. 

A ch"riot colliding wi th something at full gallop inHiCls 
damage equal to its Move in d6 . Xylhes add +2d6 to this 
score. To cause damage, the driver must pit his DriV1! against 
the target's Dexterity (on foot) or Honemanship or Drive 
Chariot (mounted). filch three points of damage already inflia­
ed aga inst a chariot reduces the Drive skill of its pilot by -I. 

Fighting from a chariot 
Chara.Clers fishting from within the chariot's car earnlhe +51·5 
bonus for fighting mounted. Unlike mounted characters, they 
may use two-handed weapons. They gain +1 shield armor, 
under the usual rules for )hield use, even if they carry no 
~ieJd that round (they are f}artly COV1!red by the chariO!' s rim). 

Some warriols fight while 51anding a.t the intersection of the 
chario"~ yoke and center-pole. This action ha~ OOIhing to rec­
ommend ii, elCcept Ih'" i, increases Glory. fighting from the 

yoke is 'he $.lme as fighting from within the chariot, with the 
following provisos: 

• Cut the ch<tr~cter's Knockdown SCOfe in ha Ir. 

• A character knocked from the yoke is automat ically 
knocked from the chariol. He suffers 2df> damage without 
benefit of armor. 'n addit ion, he constitutes a load obstacle 
(lot Drive at -5). 

IllCrease by ,+,50% thalf-as"in) any Glory for foes defeated 
while fighting on The yoke. 

Weapons 
Cr .. oise .. ch : The craoiseac h is a long spear with a thick, 
sharp-edged meta l blade at iTS point. It resembles Jaf}anese 
bladed spears like the naginata. U~bre as a smashing ~apon 
or as a th rusting weapon, the c raoiseac h is treated in 
Pendragon as a halberd. 

Sling: This is the weapon with which David slew Goliath. It 
has lhe advantaBe5 of portability and plentiful ammuniTion. 
After Ihe lavelin , it is the most common missile weapon in 
trela.nd. 

Regardless of the user's STR or SIZ, all sling-stones do 3d6 
damage. This damage decrea~ by ldl) for each 20 yards of 
dislance to the larget like the flail, a slillS ~rike) its wielder on 
an unmodified rolf oi l on Id20. 

Characters always suffer AT LEAST 1/3 of the dam"se 
inflicted upon them by sling a ttacks. For example, a s ling 
attack that scores 6 damage points causes at least a 2 hit poinl 
woulld e~n 10 " mall in Gothic Plate. Sl illg-stones inflict con­
cussioll danl,ll!e, which p<lrtly ignores altnOr. 

Enemies defe,,'ed with a sling counlS for 1/ 1Ofh as fT11Jch 
Glory as usu,,1. 

SPiIr: The spar is a poleax used by the gall6glachs. 11 corre­
sponds to a Pendragon halberd. It may be a further develop­
ment of the craoiseach. 
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The Union 

Cultu re : Roll IdE>: 1 ~4 " Erainrv'miKed, 5 .. Cruithni/miKed, 

6 m lochtannach/m iK~. Passion: l oya lty (Eoghanac!a of 

The Rushes) 2d6+3, Hate (Eoghanacta of loch l~an) 

2d6+3. Geas: Random, but must begin with the clause. 

"never fight ... " Army: B6-aire " ' ( t -4) B6.a ire 112 (5-7) 

Boy Troop (B-1 1 ) Gall6glach (12-1 5) Berserker (16-1 5) 

Fla ith 111 (19-20). Nole: for fam ily class, roll ld6: 1-5 .. 

high+class mercenary (as gal16glach, but replace spar with 

crao iseach) 6 '" roll as if ~ra i nrVmixed . Add +3 to the fol ­
lowing skills: Swimming, Falconry, ReaWWrite (all) . 

17-19 UfUathain 

Cul ture: GaeVpagan. Passion; Covet (Caiseal kingship) 
2d6+6. Army: B6-aire 112 (1 -ll) Flailh 112 (14-20). 

20 Waterford 

Cultu re : l ochlannach. Gall-GaeVmixed. Passion: Hale 
(Cork) 2d6+3_ Army: Bondi (1-13) Gall6glach (14-1 8) 

Huscar l (19-20). 

Passions 

PASSIONS DIffER for the IriM! from !heir 8riti$h counterparts. 
Use these changed and new passions when generating 
Irish characters in your campaign. -

Loyalty 
loyalty (lord) Is rare. A personal bond between Ii~e and vas­
sal ·is 1101 Ihe linchpin of society in Ireland, as il is in Britain. 

Mosl Irish characters have a loyalty (Iuath) score. Loyalty 
(Tuath) encompa~ a chauvinism for one's lands and people, 
a piety for tribal traditions, and a fear of tribal gods. One can 
love the tuath while hating its chieftain, just as one can Jove 
the United States while hating its President. 

Love (Family) and Love (Foster-family) 
Because Irish fathers do nol leave everything to their .first-born 
sons, their sons need not subtract a -son number" (birth order) 
pelUlry from 'the love (family) passion. 

Fostered characters have both a love (Family) and a love 
(Foster-family) passion, ea!=h at 2d6+6. love (foster-family) 
covers bot~ foster-paren1.§ and foScer-siblings. 

Honor and Hospitality 
The sl!infOcht custom effects Honor and Hospitality. If you 
vouch for someone, and they 105e Honor or Hospitality •. you 
forfeit a like amount. 

If a per50n dies from fasting aga i~5t you, you forfeit Honor 
;md H~pitatity equal to l/Sth of his or her eineach. 

Breaking a geas costs 1 db tionor. Having bro ken gea5 
once, a character 1000s one further Point of Honor every year 
until he difl. 

I wgge5t the follOWing optional ru le for Irish ~haracters : No 
character's Honor can eKceed by more than 10 points the low­
est Honor of any member of his derbhfine. for example, if the 
black sheep of the Ui Morna family has an Honor of 4, no one 
else in his derbhfine can have an Honor greater than 14. This 
rule makes characters morillly accountable fat the aclions of 
their do~ relatiV'e'S. 

Covet (person, office, or thing) 
To Covet is to be obsessed with obtaining. and then keeping, a 
certain office. th ing or person . You can attempt Covet 
Inspiration when fighting to get , or keep, the object of the 
Covet passion. You may gain a Covet of 2d6+3 if, when 

appraised of so me famous treasure or station within your 
gra$p, you score a critical Selfish check. 

You cannot Covet wealth and esteem in general; that's rep­
resented by the Selfish and Proud trail5. You cannot Covet an 
obiect as a means 10 an end; Arthur's quest for the grail is dri­
ven, no! by a Coveting of the thing in itself, bul by his loyalty 
(subjecu), love (God) and other virtues which the grail-ques! 
wilt further. No, the Coveted object must he an end in itself; 
Queen Meadhbh Covets the bull of Cualigne, and starts the 
war of the Tlin in order that ,he, alone, may have ... a really 
big brown bull. 

All the members of one tuath may share .iI ~cotlective 

Covet .. for ex. .... mple, instead of Coveting the Tilra kingship for 
himself, .) character may Covet the Tara kingship on behalf of 
his home tribe. The character wants the wealth and prestige of 
belonging to Ireland's ruling faction, even if he doesn't envi­

sion being king himself. 

Madness (type) 
Madness to medieval folk meant a disability of the intangible 
, pirit: insanity, or an obsession Of addiction, but also a neuro­

logical problem like narcolepsy. You might gain a. temporary 
Madness from fumbled passion rorts in play. You might begin 
play with a Madness due to an unusual background. You 
might have. an established character go mad, as a role-playing 
eKercise. Madnesses musr be specific, as in Mad~s (chronic 
depre5sion) or Madness "(thinks she's the Queen of Spain). 

As often as once ·per scenario, the gamemaSlet may roll 
lIgainsr your Mildness score to see if, in a moment of great 
stress, you suffer involuntary Madness Inspiration. This sub­
tracts 10 points from All of your skills if the roJl was wccess­
ful, or 20 if the roll was critical. It lasl5 at least one day, afier 
which the gamema~ter rorts to see if the condition lasts a sec­
ond day, and K) on until the rort is missed. A fumble redtJCe$ 
lhe Madness by one point. 

Certain Madnesses, rather than reducing all skills, might 
boost one skill by +10 and leave as many as three other skills 
unaffected. The cJauic drunken poet would, when Inspired by 
Madneu, add +10 to Compose; leave Orate, Play (Harp) and 
Sing unaltered, and reduce all other skills by -, O. Work wiih 
your gamemaster to customize the effects of your Madness. 
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South-Central Munster Homelands 

d20 Homeland 
0 1-02 Black People of the Marsl'les 

Culture : £rainn/mi:o;ed . Passion: l ove (St. Brhnainn). Geas: 
Never rC!lu~ the reque~1 of a ghost. Army: S6-ai re .l 
(1-17) Flailh;,1 (19-20). 

03..oS Cork 
Cuhure: Gael Of l ochlannaclVChriSlian. Pauion: Loyalty 
(Eoghanada of Pond Foo) 2db..-2. Army: B6-aire If2 (I -b) 
HUK.lIrI (7- 1 3) GaU6glach (14-20). 

06 Eoghanada of l och lean 
Cuhure : GaeVpagan . Passion : Covel (Caiseal Kingship) 
2db..-6. Army: B6-aire. l (1 -16) Flaith .2 (17-201. 

07 Eoghanacla of Pond ForI 
Culture: Gael/Chrislian. Passion: Hale (Eoghanacta of l och 
Lean) 2d6..-) . Army: B6-aire *2 (1-14) Flaith If2 (I S-201. 

08--&.f Golden Vale 
Culture: hainn/mixed. P.lIssion: loyalty (Family chiefta in). 
l oyalty (EoghanaCla of Cai!>tal). Army: nooe. Notes: All 
characters from here ~Iong 10 micro-tualhs. Roll 1 db lor 

II damhna generillion number: 1-4 • 3, 5-6 K 4. 

10-11 Plainsmen 
Cullure: £rainfVChrislian. Passion: Fear (Druids) 2d6..-6. 
l oyalty (Eoghanada of CaiseOlI) 2d6+6. Army: B6-OIire .l 
(1 -121 FIOIilh *' (1 )-20). Note: members add +2 TO 
HoI"S4::manship and Dnve Chariot. 

12· 14 Seedoftugh 
Culture: hainn/pagan. Pass ion : Suspicious (Seed of the 
Dark One), loyally (Eoghanacla 01 Pond Fort) 2d6..-4. 
Geas: Never enter Tafa unleh a kinsmen ;s king there. 
Army: B6-aire.2 (1 -7) Flahh.2 (8- 17) Be~ker nS·20). 

15-17 Seed of the Dark One 
Cullure: t rainn/pagan. Passion: love IDuibhne) 2d&..-6, 
loyaley (Eoghanacta of loch It!an).2d6..- ). Geas: Never 
befriend a Lugh cullist. or a Chr istian, withoul fighTi ng him 
first. Army: Wild Pid Warrior (1-1)_ S6-aire 111 (14-17) 
Flaith III (1 B-20). Note: Family class is secular on a I d6 
IOU of 1. aos dana olherwi~. 

18-20 UI Fiodhgente 

d20 

Cullure: GaeVmi:o;ed. Pa~$ion: Hate (Eoghan.JICliI) 2df>.t.4. 
Army: B6-aire.l (l-1 4) Flaith 112 (J 5-20). 

West Munster Homelands 

Homeland 

01..02 Desmond 
Cuhure: FeudaVmi:o;ed. Passion : Hale (Butler dynasty) 
2d6..-4 . Army: flaith 112 (1-14) Knight (1 5-20). Note: fOf 
character born befOfe 529, re- roll . 

0)..05 ml Cas 
Cu lture: GaeVpagan. Passion: HaTe (lochlannach). Army: 
B6·a ire.l (1·8) Flailh ff2 (9· 17) Berserker (1 B-20). 

06-08 Eoghanacta of Aioe 
Cultu re: GaeVmi:o;ed. Passion: Covet (u iseal kingship) 
2d6..-4. Madness (Any) 3d6-6 (.JI result of no madness is 
possible). Geas: Never cast a spear at a SI mound, or a 
Ihing upon il. Army: &')o,".i re ,,2(1 ·13) Fla.ilh ff2114-18) 
Ber~erker (1'}·20). 

09-11 Eoghanacla uf Aran 
Culture: GaeVpagan. Passion: Proud (01 thei r hardships). 
Army: B6-aires in : uratils. Note: Characlers add..-S TO 
Bool. 

12· 14 Umefick 
Cuhure : lochlannaclVmixed. Panion: l oyalty (Eoghanacta 
01 Aine) 2d6..-). Army: Bondi (1·20). Note: Ro llld6 lor 
family class: I .) .. trader. 4-6 . roll normally. 

IS-17 SeedolBaisceann 
Cuhure : ~rainn/pagan . Passion: Fear (Bad luck) 2d6..-6. 
Geas : Random. bul generate twice a) many as usual . 
Army: Wild Pict Warrior (1·&) B6-aire If' (7-1)) Flailh" l 
(1 4-12). 

18-20 Seed of My Druid 
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Culture: £rainn/pagan. Passion : Madness (Any) 1 d20. 
l oyalty (Eoghanacla of Aine) 2d6..-2. Geas: Never say 
Mugh Roth's name. Army: B6-aire If' (1-14) Flailh Ifl 
(1 7-201. 
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cl1>~~1m~~~~ 
IRISH SrORYfELLING 

The Gamemaster as Seanchaf 

IKE PENDRAGON, Irish storytelling was interac­
tive. The long flights of description in the 

sagas, so boring to modern readers, were meant 
to provoke the audience into supplying the name 
of the person described. T n:at this as a Recognize 

contest at a feast, with 5 Glory going to the win­
ner. 

Many events in Irish sagas are motivat­
ed by Breirheamh Law. The seanchais nevt:r 

mention it di rectly, because their audience 
understood it all too well. Read the uWorld of the Erninn" 
section with an eye toward scenario hooks. 

Cleases 
The Irish word "deasM (rhymes with "messH

) describes a 
warrior's trick or maneuver, like a sucker-punch in boxing. 
Translators usually render it as "feat." In Pmdragol'l, a Feat is 
represented by a Critical Success. Instead of saying uhe crit i­
cals his roll, ~ players should say things like ~he enacts the 
Eye-Gouging Feat of High-Renown and Well-Regard.~ 

Some sample "feats:~ 

Critical Roll 

DEX for Jumping 
DEX for Stealth 
DEX vs. Knockdown 
Sling or Javelin 
Pointed Weapon 
Sword 
Break foe's sword 

Sample Feats 

Name 
Salmon Leap 
Dew-Walking 

Chariot-Warrior's Crouch 
Apple-Tos~ing Feat 
Tnl5sing with Points Feat 
Hero's Feat of Valor 
Snapping Jaw of Bat tie Feat 

Optional Rule for Cleases 

YOU can attempt a Feat with <lny combat ski ll Of. phys­
ical statistic, except Horsemanship, by rolling under 
half the skill or statistic's value. Success .. critical 

hit; double dam<lge or game effect and possible added 
Glory. Failure ~ fumble, with aulom<ltic Knockdown in 
addi tion 10 other fumble effects . Always nil me and 
describe Ihe Feat you <lre aboullo enol ct. 

Glory 
Actions that earn G lory for Irish heroes do so because they 
become part of local history and place- lore. A beheading 
that earns Glory in Conmacne Mara is one of the Three 
Great Beheadings of Conmacne Mara - or the three great 
whatever of wherever. No matter what earns Glory, com­
memorate it. A bard's pun that earns 10 G lory, ifit happens 
beside a rock, christens the rock as The Rock of The Pun. 
Go ahead and be silly about this. The real bards were. 

The following short adventures show typical subjects 
and devices in Irish storytelling. 

THE FATED DEATH OF 

SEARBHAN 

LOCHLANNACH 
Setting: This adventure begins in the characters' home 
court, but leads to Muadhan's Woods in Munster. 

Problem: A pregnant women important to the characters -
a wife, a siSler, a queen - is wasting away from a faerie pox. 
Druids decide that she can only be cured by the fruit of the 
magic tree in M uadhan's woods. 

As they journey lO the site. the characters collect some or 
all of the following information: The woods belong to a 
minor god named Muadhan who sometimes appears in per­
son to help hunters. The tree is a 5i place within the woods 
which can only be found with ditliculty. The tree is very tall; 
only a strong person can reach the fruit. A cruel giant guards 
the tree. The giant's name is Searbhan Lochlannach (~Bitter 
Scandinavian ~); he is a Norse giant who came to rob a 
monastery, but when he hid from pursuers in this forest. he 
got stranded in the world of dreams. H e is homesick and 
lonely. No warrior can defeat rhe giant, for he is invulnera­
ble. 
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Characters: Searbh1n Lochlannach has Small Giant stlltis· 
tics, but can regenerate his H ealing Rate in Hit points eve!)' 
round. He is gruff and nasty but at the same time lonely, 
and will permit the characters to spend the night in :I. shack 
he's built, but not to take the fruit . He never sleeps or luves 
his post, but he can be diverted by conversation (Courtesy) 
or music (Sing, Play) , Each successfu l roll to divert him 
:illows a member of the party to attempt C limb; three climb 
rolls are needed to make off with an apple from the tree. 
Failed di~nions lC':Id his attention to the climbing ch:arac­
lcr, and a fight starts. He will kill to prevent the fruit from 
belong stolen. Lochlannach or GaU-Gael characters add +10 
to attempts to divert him (he loves to hear about the Old 
Country). 

Muadhan is a wood spirit, similar to :it puca. He (:;In be 
summoned :;It :;I toul cost of 80 points; he can't be con~ 

trolled. He hu :;I soft spot for any character with a Love or 
Amor passion, and will appear sponn.neously !O offer aid 
when anyone within his domain is Inspired by these pas­
sions. 

Secrets: The magic place within the woods can best be 
found by fugit ives: the party enters iT when their least 
steOl. lthy (represented by Dexteriry) member succeeds in 01. 

DEX check (attempt once per day). The gamemaster can 
provide a hint by hOl.ving game animals, like deer, vanish in 
the acting of hiding from pursuing characters. A critical 
Faerie Lore roll or a Successful Sight roll also locates the 
entrance. 

The tree belongs to MuadM.n. When the Norse giant 
hid in these woods from an Irish hero, he begged Muadhan 
to make him invulnerable. Muadhan gave him regenerative 
powers, but put him under geases, one of which forces him 
to guard the tree. Restrictions on the magic mean that nei~ 

ther Searbhan's armor nor his regeneration works against 
damage from a certain source. 

These restrictions on SearbMn's power could include: 

1) He boasts that "no stranger can kill me.~ If the lonely 
crcatmc invites characters to spend the night with him 
or eat from his table, they can kill him. 

2) He boasts that Ma sword raised in hate will never kill 
me.~ A character Inspired by Love or ArnOT voids his 
power. 

3) He boasts that ~Nobody can kill me." He asks visitors 
their names as a matter of course; a visitor who doesn't 
reply, or who says Mnobody,~ can kill him (cf. The 
Odyssey). 

Solutions: The characters must lUll or distract Searbhan 
I..ochlannach. Optionally, a party that summons Muadhan 
can obtain an apple from him. In return. Muadhan will gcas 
them [0 bring him the severed head of a local Geraldine 

knight who's been logging the forest ... but that's :;Inother 
story. 

They apples have the virtue of curing the ailment that 
set the quest in motion. If the characters botch the 1.dven~ 

lUre, their female friend misC2rries. 

Glo'}': 100 for getting the apple, 100 for killing SUlbM.n 
Lochlannach. Also, ~ I Hospit1.lity for stealing the apple, 
and ~2 for kiUing the gi2flt, if characters :;Iccepted his offer of 
shelter. Deceitful checks to chaf2cters who refused their 
names. Automatic Love! Amor check to a character who gets 
the apple: on behalf of 1. spouse or lover. 

Notes: The adventure is based on "'The Flight of Diarmaid 
and Grainne." In that story. Diarmaid kills SearbMn A) 
Inspired by Amor. B) as his guest, and C) because Diarma.id 
is really tough. 

-
THE BATILE WITH 

THE MORNA 

BROTHERS 
Setting: During any battle involving the characters. 

Problem: An Irish warrior that a character defeated from 
the Random Battle Enemy Table has a rougher, vengeful 
brother. He in rurn has an even tougher brother, and so on. 

Characters: There is one Morna Brother for every player 
character. They challenge the player characters to comhlann 
duels. The second and subsequent Mornas have the same 
statistics as the first, but fight Inspired by Love (Family). 

Secrets: An Irish hero might challenge one Morna brother 
to a geas~stll. kes dud: loser's faction leaves the banle. After 
four rounds of melee. one of the Mornas will think of this if 
the fight is still in doubt. 

Solutions: Defeat the Momas in a melee within the larger 
battle. If they defeat aU the player characters, the Mamas 
will take them prisoner. 

Glo'}': 25 per Morna defeated. plus Battle Glory for that 
round. The Mornas are enemy heroes: defeating them all 
earns an "enemy battalion routs~ result on the next turns' 
Unit Events Table. 

Notes: Use this event to underline the clannishness of the 
Irish, the customs of comhlann. and the importance of s.in~ 
gle combat in Irish warfare. 
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-
THE UPHEAVAL OF THE 

MISSING CHIEFTAIN 
Setting: The home tuath of Irish characters, or an allied 
ruath being visited by non-Irish characters. 

Problem: The chieftain has disappeared: his bodyguards lost 
track of him during a bloody battle. After six months, his 
steward announces an election among the ri clamhna to find 
a new chieftain. A blind, wandering £iIi, his eyes covered 
with dirty rags, announces that the chieftainship will go to 
the person greatest in the virtues of Sovereignty. There is no 
tanaiste. 

Characters: The blind fill, and as many local nobles running 
for chieftain as the gamemaster wishes to derail. 

Secrets: The blind flU is the chieftain. Why? 

A) The chieftain, worried that the ri damhna have lost track 
of the meaning of sovereignty, created this situation as a 
test. He shaved his beard, cut a tonsure in his hair, and 
adopted the rags as a disguise. He will use ~divina tion~ 

to single out a chieftain candiclate who campaigns hon­
orably, displaying the virtues of Sovereignty, and the 
religious virtues appropriate to the tuath. Then he will 
shed the disguise, and name this noble candidate as his 
tanaiste. 

B) As above, bur the chieftain's blindness is real: an old 
enemy caught up with him, and disfigured him to 
destroy his office. The tuath really is up for grabs, and 
the pronouncements of "the old filt will not necessarily 
determine the winner. 

Solutions: Looking for the chieftain is pointless. The core of 
the adventure involves campaigning for chieftainship. Any 
local player character is a candiclau:. If the situation is a test 
to fmd a new tinaiste, the winner will be the character who 
accumulates the most checks to Sovereignty and pagan or 
Christian virtues. Otherwise, players will have to improvise 
ways of winning political support. 

Gaining political support resembles wooing a lady 
(Pendragon p. 312), but instead of breaking down "reluc­
tance,H characters' deeds, bribes, promises and so on con­
tribute to a Popularity score that ranges from zero to twenty. 
At the end of the election, player characters roll Popularity 
against each other, and against Id6 non-player rivals who 
have 3d6 Popularity each. Winner takes all. 

Foreigners to the tuath can suppon one side or another, 
and should do so according to their own political agendas. 
Which candidate is better for King Arthur, or Jarl Olaf, or 

Christianity, or the Ui Niall? H ow will the players ensure 
that he wins? What favors can they win in return? 

G lory: Becoming chieftain or tinaiste earns 200 Glory, plus 
50-75 Glory per year for holding land. Double the immedi­
ate Glory, and add 100 per annum for land, if the ruath rules 
a province. Glory fo r fighting, boasting, etc. must be 
assessed as it occurs. 

Note: Every tuath has a built-in adventure: who gets to be 
chieftain next? This adventure mns itself, as characters con­
spire to snatch the throne from their lcinsmen. It can be 
long, bloody and divisive, so use it sparingly. The Disguised 
Chief~.lln is a "gentleH was of transferring the throne. 

-
THE CATTLE RAID OF 

THE PAGAN PRINCE 
Setting: On the outskirts of a sma11 pagan tuath. The char­
acters are rrll\'ersing a boggy field , on their way to some­
where else. 

Problem: A large party of Erainn v:arriors - one flaith and 
two b6-aires for every player character - ambushes our 
heroes. They fight for five melee rounds before scattering 
into the bog-lands, where they can outrun any pursuers. 
They may have made off with something valuable, like a 
horse. They will surely kill a valued non-player character: a 
squire, a fosterling, a kid brother, or a friend traveling under 
the characters' shinaiocht. Failing to redress this crime earns 
everyone a Forgiving check and a two-point reduction in 
Love (Family) or Honor, as appropriate. 

Characters: The leader of the raid is The Pagan Prince. He 
has JUSt assumed the chieftainship of his tuath. Causing mis­
ery to the type of person represented by the player characters 
- knigh ts if they are knights, Eoghanacta jf they are 
Eoghanacta - is part of his buadha: the lucky things or 
actions that maintain his Sovereignty magic. Burdened with 
Fea r (sl) and Fear (druids) passions, the Pagan Prince 
believes that Bodhbh Dearg will drink his blood if the buad­
ha are not honored. He will never make amends for kill ing 
the characters' friend . He has Raith statistics, with +10 
added to his combat skills. 

Secrets: none. 

Solutions: By custom, the characters should peticion a bre­
itheamh to rule against tht Pagan Prince. The Prince won't 
contest the lawsuit. The breitheamh authorizes the charac­
ters to raid the Prince's tuath for an amount equal to the 
dead person's eineach, plus collateral damages if any. The 
characters may have to make arrangements with the chief-
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tains whose lands they cross in the course of the raid: brib­
ing them with part of me spoils is customruy. If the party 
sneaks into the Pagan Prince's tuath, they can kitl or rob just 
about anyone, up to the amount of the damages; the victims, 
however, are sure to claim that the characters acceded their 
sanction, which makes a raid against the characters' home­
land legal. Alternatively, the party can approach the prince's 
Lord of Coups, whose job it is to monitor compensations 
claimed within the nlath. This official will help the charac­
ters collect their due, but he forbids attacks on the Prince or 
his royal property or his ncar-kin, because it would injure 
the Sovereignty of the tuath. Characters who ignore any of 
these breitheamh rules are, again, giving the Prince a legal 
pn:text to attack their homelands. 

Referring the matter to British justice doesn't help. If 
the offender were an ordinruy Irishman, the Justiciar would 
arrest him. But because he is a minor king, the colonial gov­
ernment fears that arresting the Prince would bring other 
chieftains to his defense. Unless he can be convinced other­
wise, the Justiciar delegates Irish fcuds to Irish courts. 

Though he has no obligation to do so, The Prince is 
vain enough to answer a comhlann challenge in person, 
once. Killing the Prince is satisfYing, but pointless: he'll be 
replaced by a vengeful kinsman. Fighting fOf geas-stakes 
could resolve the feud. If tht: Prince wins tht: rigln [Q place 
conditions on a defeated playcr-character, ht: will force the 
character to give him hostages, and accept a ceilsine loan at 
usurious interest. This insulates the Prince from further 
attacks, and gives him an acuse for further raids if the char­
acter defaults on the loan. 

G lory: A successful cattle raid earns Glory at least equal to 
the eineach of goods captured or enemies slain. Defeating 
The Pri nce in single combat earns 100 Glory, and may 
resolve the scenario. 

Notes: Welcome to Ireland. At any given time, an Irish 
character has several outstanding feuds of this kind in his 
It:dger of grudges. Tht: Pagan Prince can be one of many 
recurring enemies. While Irish characters will respond to the 
Prince's thug tactics in kind, idealistic British knights should 
follow King Arthur's example: turn enemies into loving vas· 
sals by displays of virrue, as well as force. It might work, it 
might not. 

~~ 
THE WOOING OF THE 
LADY OF THE LAUNDS 
Setting: The aonach grounds at Carman, in 531. King 
Anguish has declared a festival and tournament to celebrate 

Arthur's victory. The winner of the tournament gets to 
marry the Lady of the Launds, Anguish's distant cousin. 
Every important character mentioned in Pagan Shore or 
Pendragon attends. Ui Niall warriors are keen to win the 
Lady, but comically incompetent at jousting. The contest is 
being won by Sir Palomides, until the mysterious Sir 
T ramtrist defeats him, forces him to forsake his love of La 
Beale !solt, and to wear no armor for a yt.ar. 

Problems: Characters can compete in the tournament, and 
meet prominent folk from Ireland. Qyeen Isolt the Elder 
asks knights loyal to Leinster to search for the killer of Sir 
Marhaus. 

Secrets: "Tr,lIntrist,H obviously, is Sir Tristram. He doesn't 
want lsolt the Elder to learn that he slew her brother. Clever 
characters might notice that a large chip is missing from his 
sword that matches the one found in Marhaus' wounds. If 
not, tht: queen herself discovers it. King Anguish n:fuses to 
punish him, because he is under the Hospitality of the tour­
nament. Trislram dares any Irish knight who thinks him a 
miscreant to prove it "body to body.~ They back down, and 
he departs. 

A bigger secret is the name of the tournament's winner, 
which Malory omits. We know only that Tramtrist beat 
Palomides. The history of the Launds in Pagan Short has 
been left vague, to allow for a variety of outcomes to this 
tournament. What really happened? 

1) A player-character won the tournament. If a character in 
your campaign is truly entitl t:d ro bear Sir Tristram and 
marry a goddess-queen ... well, that's a big if. 

2) "Tramtrist" won the tournament, but ceded the Lady's 
hand to someone else: a player character, a minor Irish 
knight like Marsil, or a local chieftain who then becomes 
King of the Launds. 

3) The Lady was won by, or ceded to, Muircheanach mac 
Earca. She is identical with Sin, Muircheartach's killer. 
After her death, the Launds are absorbed into the Pale 
and ruled by the lord of Drogheda. People suspect that 
the whole affair was a conspiracy forged by Leinster 
nobles. 

Glory: As per a Regional tournament. 50 G lory for discov­
ering Tramuist's secret. Hospitality checks to knights who 
witness Anguish's stern defense of custom. 1000 Glory to 
the winner of the tournament plus 100 more Glory each 
year thereafter (winning, marriage, sovereignty over The 
Launds). 
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Safford and Sam Shirley, for their toiC'r­
:mer: during The Project That Would Not 

End. That the Soviet Union tollapscd, 
and the White House saw two presi­
dents, during Pagan ShQu's Msix month" 

geSiation , suggests 11 scale of woolgathering that only 
an extremely decent publisher would to lerate. 

There is a continuity between the Medieval cul­
tun: and the world of today. Thomas Malory 
w rites to U ~ :u;rO$5 a gap of ccnOiries, but his faith, 

his monarchy, his language and his COIlCl:pt oflo\'e still ex;S!. 
This cannot be said for the world of the Irish ugas, TIle 

Seventeenth century - the time of Cromwell and the Flight of 
thc Earls - terminates Old Irish culrure :IS a p rc$<:llce in histo­
ry. Yes, Irish Gaelic and Irish Catholicism survived, but as the 

intellectual propc:ny of peasants, and ;I contraband propeny a t 
thaT. Yes, the aos 5i and the hcroes survived, but as downs and 
tricksters who populate ta.ll tales. TIle old order of cleric, bre­

itlleamh, bard and chieftai n was explicitly outlawed, and 
destroyed. If you destroyed the religion, laws, art, and aristocra­

cy of a modem country, what would Ix: left? 

I do 1I0t write Ihis 10 rehearse well-known grieV""Jnces. I 
write to say that the Ireland o f PIIgll1l Short is truly a fore ign 

country, as enigmatic as the carvings on an Aztec calendar. 
Don't assume that you know it . Approach iT with :In attitude of 

discovery. L ike a detective, lise your imagination, and the mod­

eiT dues J have providcd, to reconstmct the daY-To-day activi­
ties of the deceased. Donning the roles of chieftain and bard in 
a game is, in this context, necromancy. By playing o ut the 
implica tions of pre-No rman Irish law, for ~Jmplc, you m:lly 
leun more about it than the scholar who studies a confused and 

contusing monkish book. 

PIIgll1l Short's Irchnd is J synthetic tJlltasy. This Irish Cano 

mac C:rrrIlJil, the Norman John de Comcy, and the fictional 

Sir Cateholl fuse together in to a rich new imposture. I would 

be happy if it led a few readers down the difficult path of recov­
ering Ireland's truths. The chieftains and bards were here, they 

lived and died, they were wise and foolish, and they left a map 
of the world they saw. There is no map made that we can afford 

to disurd uno::unined. To Ihal end, tlle following books, from 
many consulted for PlIglln Shorr, Jre good plJCCS 10 Slart. 

Byrne, Francif John lri.h KinS' ,,,,Ii H'Sh- KinS" SI. MUli"',, 1973. 
This is my fJvorile book on pre-Viking Ileland. An the P/IS/In $hen 
kings are here, U wcll15 their predccenon; and descendants. 

COlley, Corin trans!. /..IInU/Dl if"tM l..al~, Oxford 1989. lbis lranslal>on 
of the rrench prOle Lancdol was my lou ' rc for Ihe hisTO')' of Si r 
GJleliol l. 

Cron, TP. and Slover, Cbrk, uand . Anri.n'/rith T"le', Barnes and 
Nobk, 1969. This omnibus of frankly poor tnns!uions from lhc: Irish 
desetvcs menl>on for ;1$ wide availability, and ill comprehensive indu­
sion of slories from lhe Flonn, Mythological, Ulster, and Kings and 
SainlS cyc les. The stories here about Niall, Muin:hcaruch aoo Calha! 
mac Fionghuine. for inSlance, aren'l available elsewhere. 

Dc Paor. Liam Thr P,QP/tJ if" lTt/lmd, NOIre Dame, 1986. Dc Paor', 
one-volunle history cOVen Ireland from Ihe Slone Age 10 Ihe present 
day. The pre-Christian, early Christ ian and Viking eras, usually skipped 
or abbreviated ill general historiCi beuuse of their obscurity, receive a 
detailed discussion here. 

H aIlO, A. T ., !<:Ins!. Tmf"n, Penguin, 1972. This book combines the 
incomplete Tristan by G ottfried von Sirassburg with concluding chap­
lers from the Tristan by Thomas of Britain. Gottfried dwells 011 

Tristtllm's advenlures in lrdaoo u glcaler length Ihan other redaclorl 
of the 110,),. 

Heany, Seamus, tral"l. S"lJMuty AJlrIlY, Farra r Siraus Giroux, 1983. 
Ireland's pr~micr modern po<'l in English ttlll1 !1i2 le$ Ihe saga ofSwc~ny 
the M ad (King Suibhn~ orthe Dil n - Ar.Iidh~). 

Jones, Gwyn A Hilt~ry <{tM Vi~i"gj, Oxford, 1968. Dcfllli!ivc one ' vol ­
Unlt book on Ih. Lochbnnach. 

Kinsella, Thomas, luns!. TIN Tli i", Oxford, 1979. A read~bI( and 
beaulifully illustrated Iransial>Oll of the epic battle berwcen Mcadhbh 
and ClI Chulain'l. The moS! complete legacy We have from pagan 
Irclaud. 

Mac Neill, Eoin C,lti, [ul""d, Academy Pren, Dublin, 1981. In these 
leclur." originally publi$hed in 1921, M ac Neill ~a!~d him",lf as the 
lint scholar to undemand th. nature of Irish roncep[S lila: "derbhfine­
and "ceilsiue: Den~e but illuminating reading for anyone interested in 
breithcamh law. 

o h-6g:l.1n, Diithi Myth. use"" ""d R"""" .... An En'J'lapdia ".f lIN 
lm.h F#l1 Tr"ditifm, Prenlice l-Iall, 1991. This encyclopedia describes 
hundreds of characters from Irish legend, illCluding the kings aoo sainls 
of PaS"n Shau, in useful detail: thei. adventures, Ihei. homes, their 
familiei, Ihe shape thd. kgc"d. mighl have tala:n had nOI generalioM 
of scribel lllanglcd lhem. TIl( be" , ingle .eferell« for P"g"" Shore. 

Recommending an oUI-or-prim, four -volume opus confined to large 
librlltico may scem pervCfsc. Bill . hoIler works on Ihe .ubject that I 
h.,·. seen are much less informative and much worse written. Readers 
inTerested in the Pale wiU find many useful details of churches, callies, 
and chlTleu - and sieges, eye-gougings and behudings, too. 

Smyth. Alfred P. Wadard, and H#y 1t1,,,: S,"t/ ... ,d. A.D. 80-1000, 
Edward Arnold, 1984. Smyth diseuiSCI Ihe Roman invasionl of 
C.ledonia, the ide ntity of Ihe Pietl, and Ihe era of Viking. and 
Gall-Gads wilh steely ochola rship. Sc. Colm CiJ! is favored with a 
lenglhy ch~pler on hi. POtU- Pill"" Sha r, adventurCl. Useful for both 
P"l"" Short and P,,,dr"gDJI. 
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Pagan Shore 

Tribal I rish Character Sheet 

T
his charader sheet is provided for use with tribal Ir ish characters. It 
holS entries allocated for cuhural information, and for magic skill lisl­
Ings jf the (ha(dcter has magical Talen!. II is suit ... ble for both men and 

women of fhe trainn, Cruilhni, Gael, and lochlann.:!ch cultures. For ft'Udal 
IrI~h characters, use the regular knight's sh~1 found in Ihe Pendragon lull.'-

"""". 
Some of the entries bear t')(plan.ltion. Current Class aod father's Class 

mdicate whether the chara<;ler is a flailh or bO-aire. Wrjte the character's 
actual profession in t~ pl'ofessions entry. 

On the chardcter sheet back, the Army listing shows how many able 
w'lfrior. the charaCTer can raise in an emergency. The flailh and bO-ai re 
entries indicate how many of e.1ch type aft' in the immedi'lle family. These 
~ople can ~ cillied upon in e:l(freme ci rcumst;lnce~ . The vassal flaith and 
b6-aire Me the people who can be called upon in sllort ootice. Other lin. 
eage mt!n are more dist,mt relations, and levy indicates the unskilled rabble 
who can be brought to Wilf. All these numbers should be worked out with 
the gamemaster . who GIn lell you how many (ighting men are in your 
Immediate Family. 
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Player ..................•.. •.. •............ 

Personal Data 
Name ....... ......... .. . .... .. ..... .. ..... . 

Current Oas5. . . . . . . . . . . . . .. RI D.lhmna • ....... 

Current Profession .. .... .... ...... . ....... . ... . 

[Ineach. . . . . . . . . . . . . ....... ... ...... ... . 

Religion . . . . .... . 

Current Home . . ...•.. .. . Age .... Year Born . . .. . 

Home Province. . . . . . . . . . . . . . . . . . . . . . . . . . .... . 

Homte:Tuath ...... . .... . . .. . . .. . . .... ... . 

Fathers Name .......... .. . .. .. . . ...... . 

Father 's Oass . . . . . . . . . . . . . Profession ... . . 

Soo/Oaughter Number •..... . ........... ... .•.. 

Fosterfamlly Name . . . . . . . . .. Profession ........ . 

location. . . . . . . . . . . . . . . .. Class . 

Ceases ..................... .. . . .. . . . .. . . . . . 

Personality Traits -------
Religious 8ooUS (_ .. _0II16.) ••••••••••••••••• 

o Chaste . . . . . . . .. / ........ . Lustful 0 
o Energetic....... /. . .. . .... . Lazy 0 
o Forgiving.. . . . .. / .... Vengeful 0 

o Generous . . . . .. /......... Selfish 0 

o Honest ....... . /....... Deceitful 0 
o Just .. . . . . . . . .. /....... Arbitrary 0 

o Merdful. . .. .... /.. ... ..... Cruel 0 
o Modest. ....... /..... . ... Proud 0 

o Pious .......... /........ Worldly 0 
o Prudent. ... ... . /....... Rec.kJess 0 

o Temperate . . . . .. /...... Indulgent 0 

o Trusting . . . . . . . . /.... . . SusplcJous 0 

o Valorous.. ... . . /. .. ... Cowardly 0 

Directed Trait . . . . . . . . . . • . . . . . . . . . . . . . . .. 0 

Directed Trait . . . . . . . . . . . . . • . . . . . . . . . . . . . . . . 0 

Directed Trait . . . . . . • • . • • . • • . • • . • • . . . • . . . . .. 0 

Passions----------
Loyalty (tuath) ...... . . . • . • • • . . • . . • . • • • . . . .. 0 

Love (family). . . . . . . . . . . • . . . . . . . . . . . . . . . . . .. 0 

love (foster family) . . . . . . . • . . • . . • . . • • • • • . . . .. 0 

Hospitality . . . . . . . . . . . . . . . . . . . . . . . . . . • . . . .. 0 

Honor . ............... . •. • •. • •. • • • . • • . . ... 0 

.... .... . ..................... ..... . ..... 0 

o 
. ........................ 0 

Statistics -----
SIZ. ........... (Knockdown) 

DEX . . . .. .. .. . . ... . . . .. . . . 
STR .. .. ... ....... ..... . . . 

CON . . . . . . .. (Major Wound) 

APP .... ... . ............. . 

DamageHSo..SIZ)f6) ........ d6 
Healing Rate (tsn+CONI/ IOl •.•. 

Movement Rate USo..DEXl/IOl .... 

Total Hit Points (S1Z.(.ONj ••••••• 

Unconscious (HP'4) 

Distinctive Features-

Skills -----
Awareness. . . . . . • • • . 0 
Boating ......... • ...... 0 
Chlrurgery . . . . . . . • . . . . . . 0 
Compose ...... . ........ 0 

Courtesy .............. 0 

Dancing ......... • •..... 0 
Faerie Lore. . . . . . . . . . . . .. 0 
Falconry . . . . . . . . . . . . 0 
Flrst Ald . . . . . . . . . • • . . . .. 0 
Flshlng .. . .. . . . . .... .... 0 
Flirting ................. 0 

Folk Lore • ..... ••• •. . ... 0 

Gaming ........ • ....... 0 
Heraldry . . . . . . . • . • . . . .. 0 
Hunting ... .. . . . •. . ... . . 0 

Industry . . . . . . . . • . . . . . .. 0 
Intrigue . . . . . . . . . . . . . . .. 0 

Orate ...... . ... ... ..... 0 
Play (. ................... ) . . . 0 

Play ( .................... ) . . . . . .. 0 

Read (. ................... ). . . . . . . 0 

Read ( .................... ) ....... 0 
Recognize . . . . . . . . . . . . . . 0 
Religion (. .............. ). . . . . .. 0 
Romance . . ... o 
Singing. . . .. . ... . . . 0 
Stewardship . . . . . • • . . . .. 0 

Swimming . ... . ...• .. ... 0 

Tourney ...........•.... 0 
...................... 0 
........... ...... ..... 0 

...... . 0 

Equipment Carried -
Armor Type [ ....... ,~"I ....... . 

Clothing [ ........ Ubnlm v,aluo:1 •••••• 

o Personal Gear (on t-..o , ......... ) .. 

o Travel Gear lonhone . ......... I . .. . 

o War Gear Ion_' __ ..... ( ..... . 

Cilory 
<:;Iory This <:;arne 

Current 
Hit Points 

Wounds .......... .... . 

o Chlrurgery Needed 

Magic----
Insight ............. . 

Magic Limit ....... . .. . 

Personal Li fe Force ..... . 

Magical Defense ... ... .. . 

Skills ------
Celestial Lore 
Geomantlc Lore. 
Sight ........ . 

Talents -----

Talismans-----

Combat Skills -
Battle .............. . 

Drive Charlot. . ..... .... . 
Horsemanship .......... . 

Weapon Skills ---
Sword . ............ • • .• 

Great Sword . .......... . 

Dagger ...... .. .. . . . . . . 
Spear ............ . .. .. 
Craolseach ...... . . . •. . • • 

Sling ........... . • • . •• • 

Horses----
Best Warhorse ----
Type . . . . ....... ....... . 

Damage . .. . . ... . Move . . 

Armor ............. HP .. 

SIZ ... .. CON ... .. DEX . . 



POrlralt. Totem or Symbol 

Holdings ----

Annual land Glory ....... .. . 

Equipment at Home · 
Denarll 

libra . . .................. . 

Army-----
rtalth . . ..... . . ... ......•.. 
B6-alre . . . ........ .... .• • . 

Total Family Warriors ...... • .. 

Vassal Flalth ......... ... ••• . 

Vassal B6-alre ..... .... . . • .. 
Other lineage Men ......• . • . 

Levy . .. ... .. ..... ... .... . 

Family - - -------- --- - ---
Year Wed . . . Spouse Name . . . . . • . • • . • • . . . .. StatU5 .... .. • • • • • . • • •...• • ••.. 

Will .. ...................... ... ... ... ... ...... . ........ • .. • . ... .. ... • . •.. 
Child ren Born .. 

. . . . . . .. Family CharaCleristk ....... • • •• " 

Annual qlory Rewards --------- --
Traits . . . . Chivalry Holdings .. . . 

Passions . .. .... . . . ....... Religion TotAl . . .... . 

History ------------ qlory--
Dilte Important Event New Total 

....... .... ....... .... ....... ...... . ... . . ..... . 
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