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Savage 9ololliliaills 

Introduction 
Sa\'age Mountains is a scenario book lVith adventures and background/or the land 0/ 

Camhria. 

AVAGE MOUNTAINS OPENS nm WI LD la nds o f 
Cambria (modem Wales) to adventure. It includ":5 
player information and handouts, general inform;J.tion 

for gamemasters, and fOLlr specific sce!l:lrios set in di fferent 
p3rts of the l:llld. 

Il is written to t:M: used anytime in phases three to four. 
between the ye3rs 53 1 and 544. '11;5 era is one in which 
Arthur's knights spread out from Logres, which l1:1s been 
qui te pacified by now, and go into the surrounding lands to 
explore, conquer, and civi1i1,c. 

I~I 
Cha nges 

Despite 30 years of s tudy and 5 years of writing, PClldragoll 
is. IIOt a fini shed thing . It is growing :H1d changing allthc time 
as I learn more about geography, history, or legend to find 
mntCrln\s for the story. 

Thus, th is book incl udes nn ulxlate on what I knew whell 
I wrote some previous material. Here are sollie sign ificant 
ch:lnges to the inform3tion which Iws come beron.:. BCC311SC 
Cambria has been discussed only in Klligh/s Adl·ell/urou.\" 
changes are to that book, and to the Cambrian sections. 

• In character generahon, the tennJamily for hilltribesme11 
mcans thc a11cie11tly established kindred gr011p called the 
bro. 111US a Cambri:lll Love (famil y) is fo r his bro. 

G 

• 111e term Clan Chieftain is used as the organization ranked 
:lhovcJnmily. "Clnn" is a messy word here. and as a result 
orrurth..:r study I have changed it to be Tribol Killg. 111 is is 
a king who rules n C)'1II)'d, or COHllnote, as explained later. 

• Sugalts is mcntioned scveral timcs in Kniglr/s Advt n/ur­
ous, and incorrectly every time. Sugalcs should describe 
the arcas fa,rther south than the area described, which has 
been rcnamcd. The region of the upper Scvern River ruled 
by Kin/; Belinans and which uscd to be called Sugalcs is 
now e.!lled the Kingdom of Powys. 

• Norga/t'S used to describe a very vague political enti ty 
which is found in the stories. Rather tlmn trying to stretch 
or cut itlo l1l:lkc il fitnnymore, Norgn[cs now means all of 
Cambria north of the Severn River. 

Planning Your Campaig n 
'111e materials hefei u arc intcuded 10 be tools :U1d IllW maleri ­
als from which a gamcmaster can construct his own cam-
1)'1 igl1. However. sOl11e people always rc{[uire more definite 
guidelines on the "best" w,ly to run thiugs. Thi s sequence is 
suggestcd : 

The Slnry of I\:redur ub EfT<lwg 

'111e Adventure of the Dolorous Wyrm 

'nlC Adventure or thc Best Wine in the World 

111e Adventure of the Cambrian W:lr 

111e Adventure or the Paulag Cal 



Commoll ?:jlOw[edgt 

Common I(nowledge 
Player5.· ln!ormatioll Abollt Cambria 

T
HI S IN FORMATION IS what kni ghts from Logres 
have learned about Cambria . From wllorn? "Every­
one knows this stuff," says everyonc. But be warned: 

it n::nects the lowland prejudices of the Logres land holder. 
alivalrous knights sho uld be warned Ihat some of the alli­
tudes exhibited herc are oot condoned by King Arthur. TIleS!! 
lire tile word~ of the everyday knight of Logres. 

Addi tional information about Cambria has already been 
given in Knights At/venlurous. This chapter adds to that in ­
formation, and any differences arc superseded hy Ihi~ dala . 

Geography 
Cambria includes all Britain west of Logres, excl ud ing Corn­
wall. It is surrounded on the south by the Severn Sea, on the 
wesl by the Deillentian Sea, and on the no nh by the Irish Sea. 
II is outs ide of Anhur 's own kingdom , and hence a land of 
adllentufe. 

Types of Terrain 

Various types o f terrain exist in Cambria. Each ark'cls player 
activities differently. 

Settlements 
People live in cities, towns, villages, and hamlets. Cit ies ex­
is t only in the border kingdoms, and none o f them match thc 
grandeur of the Big Cities. T owns are usua lly ncar a church, 
abbey, or castle. Villages cl uster a round towns, ill the fann­
ing areas. TIle hamlet is II type of settlement new to anyone 
from outs ide Cambria . A hamlet is II collect ion of the flimsy 
seasonal huts of the pas toral hill people. In SUllllller they arc 
generally abandoned by everyone but old people. In the hills 
the barbarians a ll live in ham lets. 

Castlcs 
TIll: feuda l areas around Cambria haw many castles, and 
Wilh many strong ones, especially in Esclilla lon and Estre­
gales. Bul the barbarians don' t have many castles, and the 
few they have II rc pathdic, flimsy wooden motte and baileys. 

Sci t led Areas 
SclIlcd a~as ' in Cambria are much like those elsewhem in 
lowl and Brita in. Villa ges and towns are s urrounded by 
plowed fi elds. The barb.1riuns huvc clus ters of sett lements in 
Ihe ir mountain va lleys, but their fields arc usuall y smallcr 
and poorer than in the low lands. 

Opcn Flalhlllds 
SOIIlC <l fe ;"!s of open, IInsellled lands exis t in the border king­
doms. TIleS(; uSllally huve brush and scatte red d umps of 
trees. 

Fur'csts 
Fores ts arc :lIly areas where trees dominatc the landscape. 
Forests naturally dlannel knight ly Ira vel onto paths and 
roads. Some forests arc thin, including most of the forests in 
the hill s, allowing riders to leave the road for some distance, 
riding between the trces. Others arc dense. re(luiring a horse 
to be wul ked carefull y. Fores ts al wuys give modifie rs to 
Ilorscillanship and Hunt ing. 

Enchanted FUl"ests 

Some forests ha ve grown supernaturall y lh ic k. TIlcse prevent 
any travel through them, simply from the dens ity of thei r 
growth. Kn ights C:II I' t even walk :1 horse through. In some 
places supcm atll ral creaturcs kill trave llers, or drive them 
aWily. In others, spells h:l mper ttavd wilh mystic glamour 
alld illus ions wld eh bring abo ut a general confusion. 

V:tlleys 

M:l/Iy valleys willd through and among the hi lls and moun­
t:liIiS. They arc usually edged with soft, round hills ra thcr 

Whilher Wales? 
In Ih" 11lth ,enutty Cambria is (.l!led W~le~, hUI th" tl'rms 
WJk ... :I ll(! Webh ,lIe no t ..,St...! in p"IItJ,'lI:ollldc~pitc Its 'll ~ ny 

OI hl'f anxhu»"li s",~). 

Ui~IUficany, ""Wd~h~ mcans ' fO!eign,,"1,~ an ;n}ull ing term 
inlwd"' .. ed hy S.l~ .. ns "llc. they conquc" ,d the Cdmrnidn 
1 •• n.b . 11 h.ld nul yet come ;nlo u>c uuring Ihc t'enuragon crd. 

The Camhria uf " cne/fa/iOIi ~( t uJlly i n~ l ucles considerable 
IJ nd outside of modem w ales, indudinll mo~t of CIK'S hi re, 
SI.lfl .... dshi,e. Shro-pshire, Hercf",d & Wm(cSlo:"hi.o:. Mon· 
n,()ul lhhi re, and Ch)uCe~lehhi, ,, . 
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than s teep precipices or eulS through 1l10unt:ain~. ' 111cir width 
varies from a few hundred feet to several Illiks. TIley arc 
usually seuled, though often sparsely. Their courses provide 
the easiest and sures t roules into the hills. 

Hills 
Most of the interior of C.'1mbria is broken by low hills and 
plateaus (between 6OCl' and 2000' altitude). They arc USllill1y 
overgro wn w ith brush and spotted with light tree cover. 
111e..-.e arc sometime..<; ro lling ant i relat ively ea..o,:y to ride over, 
but in other pl:aces arc rugged enough to er1<bnger ho($C.<;. 
Most places are treacherous and irregular enough to impede 
nom):l1 horse tr:lvcl on the mounts usually ridden by knight s. 
11111s if a knight wishes to Ira verse that kind of terrain, o fT a 
known trai l, he lIIust usu:llIy do it can'fully on fo() t, if:ll :III. 
The wretchcd hill people hide amid these hills, i\\ Ihe inac­
cessible areas, with thei r aninwls when cnemies come for 
them . 

Mountains 
Mountains are impenetrable barriers to travel. They arc 
s teep, broken, and rugged. 111ey call1lot be p:lssed even hy 
C.1Tnbrian ponies. Men on foot can make it over many pl aces 
where horses can 1I0t, bllt some IllOIlJltaius and cli ffs cannot 
be scaled except by the most intrepid and expcricm::ed cl imb­
ers. Moltntains are tall (well. relatively anyway, hc in g oVl.:r 
2000 feet lall) and mark the I/egetation line; no trees grow 
above. 2000 feel. 

I~l 
feudal Lands 

Six nonn:ll kin gdoms border Cl1111hria. In Ihese lands a 
knight COl n expect the people to fo llow the re;l.~onable CllS­

tOlnS found in Logres. Thus, their lonls swear fealty 10 olher 
lords, their clturcitr11en arc llIostly Christi:lOS, and the com­
mone.rs mostly grow barley and pigs. All si x arc Olllies or 
vassals to Arthur. Two lie 10 Ihe north, IwO 10 the soulh, and 
Ihe. two in the cast have so thoroughly embJ";1Ced Arlhur's 
Realm of Adventure that they have apparently dis.lppcarcd 
into Faerie. 

Cameliard 

(L- 16) 
Rul<'r: King Lcodegrance. 
Vassal of: High King Arlhur Pendragon . 
Anny: A hundred knighls, including sel/eral Round T:,blc I 
member.", lind a couple. hundred soldiers. 

8 

Horses in Cambria 
11". C,llnh'i "11 l,iII. nlc 1111<(lil"I>I" IOf I."I;C hors.cs. Thu~, 
whel1cver a knigh t atlCmpl< tu ridc "ff.mad "(.IOSS Ihe hiU 
I""d, In ll ,1 hUllt or ch .. se. fur jnst,l ll ce), he I!et~ a nl"g.,tive 
modifier to his Ilorscmanship Ski ll r ,lnll il1~ betwce n ) and 10 
puint •. depcml illg unlhe difficu ll y III lloe tcrr all1 . 

1.0000al p'mil.'l> ;"e b'l'(/ 10 lhis envtrol1mel1t, ~llClllct a posi­
tive modificr of +11 poinlS. Thus Ihey 00 not usually suffcr "1'1'1' 
ne):ativc mudifiers, ':lIld m"y aClu,llly gel a bonll~ . The local 
11<)III(."i .. re .. br(.'t.-d of Celt ic poni(.'S c')lIl'll Camhrlan p.,n ies 
trnjsl .,~..,nly c"II~'lJ \\'d~" PO"'e) in I("'I:I.IJ AdvcntuIOUJ, pall" 
I (lIlJ. 

Olh..,. 'ypt:'> "r Ccllic hill puny nh.., rell and Oal.., "".'cdsJ 
c~" ntsu he u'C.'d II' C . ",b, i •• wilh the ~ Il lll,xt.riel. 

fll",lIy. 11"i,,,,<I COU'<;<!IS ,li e .. hfe 10 n(.'I:uli.lh: Ihe difficult 
tell il lll with Ih.,,, ~ki!l. and J~et ~ ., S m(Klificr 10 nlfo;ct Ihe 
11l"l:<ltlve rnotlinel. 

l{clij.\iull ; Chri~lian, Bishop of Lichficld. 
C:lIncliard is the enlrance-way into northern Cambria. Call1e­
lia rd i~ rich ami safe. lis kni ghts regu l:uly drive away lhe 
occ:I.~i on;11 foolish raiders wllO cOllie down from the. Penni­
nes or oul of the Arroy Forest. It has fe.w internal feuds. It is 
the perfect pl:lce to gel informat ion before going furth er ;nl0 
less sell led le rrilO1Y. 

Carncliard is nlled by King Lcodegr:lI1ce, the very eld­
erly fath er of QUeen Guencver, and some dlly his daugilier 
willlJe lhe ruler in her own rigll\. He is Ihe descendant of lin 
:mcient Roma n f:dllily. , 

Thank.~ 10 Gllenever 's innuence, Cameliard is a center of 
culture anti peace . 111e knight!) afe ch ivah ous, and many of 
the original (bul less-known) Round Table kn ights are from 
Catncliard. Carncliard's tournamenlS arc a lways Ihe laies l 
type, and the lad ks arc known 10 be parlial to romance and 
courtiyalllo-. 

Newcomers 10 the land arc encoura ged to visil the great 
monumcnt ncar Castle Terrabe l which commemorates King 
Arthur's vic lory over lhe kings of Ihe north. 

Cheshire 

(K-I5) 

Ruin: Randle, Dux of the City of Legions. 

V;lss:,1 of; King of Norgalcs. 

Arllty : Fi fty or so knights, some soldiers, some. unreliable 
• warnors. 

RcliJ.\ion: Christian. 
Chesl lire is a wild border counlry . The Ci ty of Legions is the 
largest c ity in th t! region, :1I1d a major pOrl for lrade. with 
Ireland and the NOrlh, through Carduel. It is surrounded by a 
ring of caslles whose lords arc loyal to Duke Randle. Olhcr 
castl c.<;, farl her out, arc s till indepe ndent and cause trouble 
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for merchants and othcr travcJ!crs, Thc Duke tHIS conq\lcred 
scvernillcighboring hill tribes \0 Ilis west. 

The Forest of Arroy provides many advellllires, 

Ergyng 

(K-17) 

Rull'r: Cnrndoc, the King of SOITOW, 

Va,~sal of: King Arthur Pendragon. 

Army: No more tl1:111 finy knights, some soldiers. 

Religion: Christian. 

Ergyng is :1 lost kingdom, It used to he a Sll1:lll and pl,nCl-flti 
land, loynllo the High King. The former Archbishop came 
from here. But lately SOlne unknown factor has cnuscd it 10 

be enveloped by the enchanted Forest of Dcan . No one has 
been through the leafy w,lll for many years. 

Escavalon 

(J-18, K-18) 

RII[ l'r: Alnin of EscavnlOll . 

Va.~sa [ uf: King Anllllr Pendragou . 

Army: Huge, hundreds of knights. Also, Illany wild hillmen. 

Religiun: Celtic Cllristinn, Rishop [l[t lld. 

Escavalon is a rich and prosperous kingdom, gcncmlly Slable 
and peaceful. It draws ils political orgnni7~llion aud eco­
nomic streugth from its ancient Rom:1Il rools. Its king is of 
old Roman blood, and controls a tight organization to protect 
his wealth. He works closely wilh Bishop IIlllld, <1 very pow­
erful nnd influential leader, and a leader of the Celt ic Cllurch 

, movement. 

Caerv.'ent is a city, but a dul! Roman one. CarliOIHHl­
Usk is ill Escnvalon, and n fun place for kniglits to visit. 
Knights emlllt arc always welcome in Cnrlioll. by AltJlHr's 
orders. 

Escav:l[on includes three major eomponents_ [n the west 
is Morgallllwg, a hilly region of disorganize!1 tribesmen. III 
the centcr is Ihe land o f Gwent, the rich hc,1I11and Wilh nWlly 
strong caslles and two cilies. In the cas! is the dukedom of 
Gloucester, whose lord wages an incessant (eurJ ilglLlnsl his 
rival in Clarence. Mercenary employment is ,1[WayS 10 be 
found in either cily. 

Many people fear that the road from G[oucesler 10 

G\';cnt will be elll orf if the Fores! of De:ln kCl'PS expalldillg 
il~ enchant cd borders. 

LO 

• 

Estregales 

(H- [8. 1-[8) 
Rl1kr: King Lak. 
Vassa l uf: Kin g Arthur Pendragon. 
AnlJ)': Big, several hundred knights, plus some inferior Irish 
hill warriors. 
Religiun: Christian. 
E.~trcgaks is il rich :111<1 prosperol1S killgdom of Irisll people. 
Its king. Llk, is a loyal Arthllrian vassal W[IO had lIlallY 
adventures in his youth. King Lak is a thorough ly Christian 
king who supports th e new Archbishop, Dewi. whose see is 
in E.~tregaJcs. Estregales has many cast les. ;l1ld the rich city 
of Carmarthcn is Merlin's homc town. 

Galvoie 

(K-17) 
1{lIkl' : Unkllowll. 
Va.'.~ al uf; Kmg Arthur Pcndragnn, long ngo. 
Anny: Probably only fifty or so knights. 
Religion: Christian . 
Galvnie was once a rich p~r1 of Camhria, hut it has been 
isolated by l11ysteriolls forces which hnvc surrounded the 
I:mu with an enchanteu forest. No one has heard from the 
inhabit;lIlts in years. '111 e last news was of a civ il war be­
!Wt'en lhe vassals of the last king, who died heirless. 

I~I 
The Barbarians 

III addition to the normal lands, a couple of kingdoms and 
many smaller 1:uHls follow an older, less sophisticated way of 
life. ·1111.! civili7. ill g altitudes of chiv,dry and Romance arc 
foreign here, ,mel instead barb;lric tribal belids hold sway. 
The people arc untrustworthy and dallgeTOlls, but ill­
equipped :lnd backw!Hd. Most do 110t falll1. but im;tend herd 
C;lttle ilTOlllld fTOm pasture to pasture in the hills, 

Cardigan 

(1-17) 
Ruler: No one. 
Vassals (If: Highly variable. Some are subject 10 neighboring 
kingdoms, or neighboring tribes, or eilch olher. TIle si tualion 
v:lries every year with new rebelliollS. 
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Army : A couple of knights, bUllhc fighlers arc most ly inr..:­
rior Irish hill warriors aimed wilh spears. 
Religion: P:Ig:lII. 

TIlis is a lnnd of Irish hill people who live a life style simibr 
to thaI of the Cambrian hill folk. 11le people live byplundcr­
ing w recked ships and raising cauk. Few ensIles exist in 
Cardignn. There isn't much reason to wall t to go there. 

Brycheiniog 

(1-[7) 

Ruler: King AravTl. 
Vassal o f: Kin g Ocl inans o f Powys. 

AI'my: A few knights, but mostly ineffective bandi t-w:mi ­

ors. 
Relig ion: Celtic Christianity. 

Brychciniog is a backward kingdom whose King and lords 
have adopted 11 Ie lowbnd ways of feudalism 10 maintain 
control of their people. BII! Ihey ha ve f<lilcd to umkrslalld 
feudalism's finer points, like chival ry and romance. S:lint 
Tcilo has been very popula r 11ere Intel}'. 

Bulith 
=~--===-

- . --- ~ 

0 - 17,1-17) 
Uuln: King Tatlwl. 
Vnssnl of: King Lklinans of rowys. 

Army: More of tho..<;e worthless hill barb'lf iillls. 

Rl'1ig ion: Probably Pagan. 
llJis king hnd a separate kingdom un t il it wns conquereJ by 
his powerful neighbor to the north. Tile Janus :Ire wild hill~, 
the people arc :I II h:l rbari:lIlS, and they don't even h<lve olle 

castle. 

Elafel 

(J- 17,H8) 
Huler : King Idw:ll. 

Vassal of: King Bdi!):l1I5 of POW)"5. 

Army: BMbnrians. 

Hclig ion: Pag:lll. 

~-

llJis is anothercollcctioll of tribes nil cd by a powerful fnm­
ily, which commands from Radnor Castle. Though they ,In.: 
vassnls of nc1iwms. Ihc), were conquered and arc probably 
disloy"I.:"Is u.~ lIal. 
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Gomeret 

(1-15, J- 15) 
Olhc,· Namcs : GwynneJ. 
Rule r: Kin g Macl gwyn. 
Vass,ll o f : No one. 

=--

Army: IJig, with m:1I1y knights and treacherous knife-men. 
Rcligion: Christian, 51. Asaph. 
Gomeret is an independent kingdom which defies King Ar­
thur. 111e king h<ls supposedly paid hOIll <l ge, but never ap­
pc.areu ill person. Its tribute is illways late. 111e people dislike 
King Arthur :llIU prefer their own barbaric cllstoms. '111ey 
cannot be tn/sted, and even their churchmen hate LogTes 
knigh ts. 

GOlllercl is ruled by a proud, independent killg l1:1med 
M'Ie1gw)'lI. King M;lClgwyn actually is wel l educated, and 
studied under Abbot Illtud, who also taught Abbot Samson 
and Gildas S:.tpiens. Y<.;t his cOllrt is a center for P:Jgan poets 
~nd vke. He has ruthless ly driven out the old T\1lers and tllei r 
support ers (the house of de Gal es) and givell their lands to 
his 10)':11 v;lssals. He support~ Saint J\s<lph and h:Js the friend ­
sh ip of thc locnl Church. Also, the comillon people gcnemlly 
benefit from his rule, and so arc loyal to h im. Havi ng firm 
contro l of Gomere!. M ac1gw)'n is now trying to become 
King of Norgalcs too. 

Gwaelod 

(1-16) 
Ruler: King Gwyddno. 
Vassal uf: No one. 
Army: Some very wealthy knights have corne from here. 
Relig ion : Pilg:lll . 
Gwaclod is :lland mrely visited by outsiders. Its customs arc 
nninterruplcd by warfare. It is wealthy amI keeps to itsel f. It 
is reputed ly protected by powerful lllagic, which has allowed 
them to bnild a vast sea wall to protect their land. 

Mon 

(1-14.15) 
O IlIl' I' Names: The Isles (as in Pcllinore of Ihe hIes). 
Rul er: Many snwll iandhoiders _ 
Vassa ls of: King tvbclgwyn of Gomcrct. 
An.,)": Pony warriors at best, lots of bad!y-amled pc:ls:lnlry. 
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Religion : Christ ian . 
MOil Mmll Cymru, " Anglesey, Mother o f Wales," is a wide 
n at is land which is rich in grain . It can be reached by cross­
ing the Menai Strai ts by boat. It is a wealthy lund, but with­
out castles or adventure. 

Norgales 

(1- 16) 
Ruler: King Glilihoden. 
Vassal of: King Arthur Pendragon. 
Army: Mostl y worthless warri ors. 
Itelil: ion : Cllris tian. 
Norgales is an untamed region with a weak filler. Its tribes 
fi ght with each other as wel l as with oUiside kingdoms. One 
tribe. the Rhos, has been taken by the King of Gomeret. 

Orofoise 

(K-16) 
Ruler: Earl G wal1 hen. 
Vassa l of: Killg Bdinans of Po wys. 
Army: Around 80 knights , some soldicrs. 
Religion : O lTistian. 
Orofoise is II rich land of the Sevcrn River valley, dense with 
fanns and well protected with cast lcs. '111c walled city of 
Oroquelenes would normall y be on the merchants' regular 
circuit except that its barbaric earl, Gwarthen, allows his 
vassals to attack any merchants who arc not subjects of ll is or 
his king's. The carl is cruel and greedy. 

Penllyn 

(1- 15, 1-16) 
Ruler: King Mawan. 
Vassal of: King Arthur Pendragon. 
Army: 20 or so kni ghts, and prell y good, too. 
Religion: Pagan 
This small kingdom is where Arthur grew up as a boy. It 
enjoys his spcciul fa vor, und is very hospitllhlc 10 Ilis knights. 

Sir Kay, too, comes from here, and is considered by Ihe 
people of Penllyn to be a very in fl uencial member of their 
tribe. 

Powys 

(1- 16, K - 16) 
Ruler : King Bclinans, aka "King of Sugales." 
Vassal of: King Art hur Pcndragon . 
Army: On ly a fcw knights, maybe 50, plus unl imih:d num­
bers of fanaticul hillmen. 
1t(: Ii ~ion : Pagan. 
King Bd inans is a wily old Pagan king. The conquered 
\,:ollllty o f Owfui,!;e provides him with greal wealth, in com­
p<l rison to his fellow tri bal kings, and has allowed him to 
conquer or purchase dom inance in so many o f the Iill\c king­
doms to his south that he is acknowledged King o f Sugalcs, 
as wd l as King of Powys. 

After :m initial burst of enthusiasm for the Boy King 
(wh ich netted him tremendOliS booty), Bcliuans has with­
drawn into the fastness of his land . 

Snodonia 

(1-15) 
11le SnOOonia mountains contain some o f the highest peaks 
of Cambria, incl uding some very mgged heights where the 
O ld Gods have often been reported. 

Ystrad Tywi 

(1- 17, 1- 18,) 
Ruler: D3fyd map Hall. 
Vassa l of: King Arthur Pendragon. 
A.'my: A few knights. lots of wOllhlcss warriors. 
Rcli~io l\ : Ce ltic Ch ristians, especiall y S3 int Teilo who li ves 
there. 
111 is is a small kingdom which tries to imitate the ways of the 
lo wlnnds. However, lhey don' t quite seem to get it. TIle ruler, 
for ins tnncc, not only reads but w rites books too! TIley have 
some nice cast les, and the archbishopric o f the area lives 
Ihere. 
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Gamemaster Information 
This chapter gives detailed gOlllelllaster ill/orll/ation to /('1 lire player klliglr ls wander aill/ost 

allywhere. It expands 111'011 the ill/ormatioll J,; iven ill the "COI// II/OI/ Knowledge" chapter. 

[~I 
Geogra.phy 

Call1hriall gcogr" phy h:ls three major c0ll1pom:1I1 s : the fnr­
eSlcd e"slcl'Il pl" ins , the mgged inlrrior, mHlthc coastal re­
gions between th e mountains :1l1d the St·:! . Var ious geo­
graphic reatmc. .. rurti1l'f divide Cambria into s ix regions of 
unequ:l1 s ize "lid iml)()11allce . 

Sc-c thc map, Geogr:lphy or Call1brj ,,. In IDcate these 
pbc~'s :Ind fC :lturcs. 

Cambrian 
Geography 

o 
• 

5 
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The C heshirc Plain 
The n()11hea ~ t of Cambria is a wide, l1at , often-wooded plain . 
It is dr:lined in the west by tributaries of the Dec, and in the 
~'ns[ by the Weavcr River and ils tributaries, n owing rrom the 
Pe1lnine Mountains ami A ITOY r orest. Its northern border i~ 
the Merse}'. River. and the Ir ish Sea. Oleshirc includes the 
foresled Wirra l Peninsula. 

UIlPCI- Trcn t 
'111e C:lSI ccnlT,, 1 Tegio n i:; d r:lined by Ihc ' t'!cul River and its 
m<lny lribul:lr il·S. So many rivie ls and slrc;lI n.~ cut IllC area 
!lwt it i ~ r"III OlIS for ils inl ema ll )()<ltt rall ~ro l.lali(ln sysl~llI . 
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ters, most of whom became saints , th ough at leas t s ix of the 
daughters married Men of the North , who arc the descen­
dants of tilt.: warriors moved here by Vortigcrn years ago. 
During the las t century the dynasty has lost its Irish origins, 
and is now Cymric, like its members. 

Bulith 

(1- 17,1- 17) 
Ruler: Tathal mab lower. 
Vassal of: Powys (Loyalty .. 4). 
Army: 15 knights, 20 sergea nts, 125 warriors. 

(Plus lip to 20 knights, 18 sergeants, 225 warriors) 
Bulith is a St: mi-indcpendent kingdom , restless in its vassal ­
age to King I3clinans of Powys. King Talhal has been in e :o;i lc 
at the court of King Arthur, hoping to ge t hel p in rega ining 
his kingdom . For furth er informati Oll, sec "Adventure of the 
Cambriun War." 

Cameliard 

(L- 16) 
Itliler: King Leodegrancc. 
Vassal 0[; King Arthur PCI}{lragoll . 

AnllY: 100 knights, 300 fool. 
Cameliard is well defended, and its kni gllts regularl y 

drive away the raiders from surrounding nrcas. It has rew 
internal feuds. It is rich, peaceful, and thc fX:rfect place to 
s top to get informution before goi ng further, into less settled 
territory, 

Cardigan 

(1- 17) 
Ruler: King Heidyn mab Idawc (during the Ca mbri an War) . 
V~lssa] of: No one. 
AI'my: 50 knights, 900 warriors. 
'Il lis land is mnde up of mnny small Irish tribes. They unite 
brieOy during the Firs t Cambrinn War. '111e facts given here 
arc for that eve nt. Otherwise, it is the U~llal con federation of 
tribes. 

Cheshire 

(K- IS) • 

Ruler: Randle, Dux of the C ity of Legions. 

~.-:: 

Vassal of: King of Norga1cs. 
Army: 50 knights , 250 soldiers, 300 warri ors. 
Cheshire is the wide nat plain between the Penninc and 
Cambrian mountains. The City of Legions is a thriving port 
c ity at the 1l1OUlh of tile Dee River. It is protected by a ring of 
castks around it (including Hawarden , Holt , Shocklaek, 
ReeslOn, Frodshalll ) . Many other cas tles protect road or river 
c ross in gs, valuable salt mines, and other strategic points. 

Elfael 
-- -.======= 

(1- 17, J-18) 
nule!': Idwal. 
Vassal uf: Powys (Loyalty· 6). 
Army: 15 kn ights , 15 se rg,,-,;JIlls , 250 warriors. 

(plus 12 knights, 12 sergeants , 200 warriors) 
'nl is reticent vasS;:11 of Powys breaks nway nnd s truggles for 
independence during the Cambrian w~. 

Ergyng 

(K- 17) 
]{Ull·I·: Caradoc, the King of Sorrow . 
Vilssal Ill': no olle. 
Army: 25 kn ights , 50 soldiers. 
Ergyng was once the Roman region o f Ariconiurll, but it has 
been mysterious ly cuI off from the rest o f Britain since the 
Dean Forest became enchanted. See the "Adventure of the 
Dolorous Wyrm " for more. 

Escavalon 

(J- 18, K- IS) 
nuler: King Al ain . 
Vassa l of: King Arthur Pendragon. 
AI·my: 500 knights, 400 soldiers, 600 wnrriors. 
Escavalon is a rich and prosperous kingdom , generally stable 
and peaceful. It draws its political organization and eco­
nomic s trength from its ancient Roman roots , skill fully 
guided by its ki ng. 
Components: 

Gwent : ruled by Proprae tor Honorins. 

G loucester: Duke Morvid, who always has an extra 200 
pcnnaneut foot 1l1ercermries for his private war agai nst the 
Duke of C larc llce 

Morgnnnwg: Four tr ibes, which provide warriors for de­
fense. 
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(1l-18, 1- 18) 
Ruler: King Lak. 

Estregales 

Vassal of: King Arthur Pendragon. 
Anny: 300 knights, 100 sold iers, 400 warriors. 
Compollcll tS: 

Dyfed: The Irish tr iba l region around the Prcscclly 
Mounta ins. 

Pemhroke: A very powerful Irish feudal land, centcn:d 
around Milford Haven. 

Gower: 111e Gwyr peninsula and inland regions, inh3b­
iled by Cymric tribes. They occasiona lly revolt ;Illd form a 
scp..1rate kingdom. 

Carrnarthcn: 111is is all o ld Roman city, sel f-ruled, but 
vassal to King Llk. 

Galvoie 

(L-17) 

Rulcr: Unknown. 
Vas.~al If f: Probably no one. 
Army: Unknown. 
Galvoie and ils rich lands a lollS Ihe Sewrn Rivcr havl' hecn 
CIII off frnm nonnnl cou1act with tile res t or l.llil"il1 by al\ 
enchanted fores t which began man ifesting in the ArdclL and 
Dean Forests several ycars ago. Entry through the forests is 
impossihle by nornwl means , nm} no onc is sure wl1:11 li c.s 
inside now. 

Detai ls of this site can be found ill Partij(l/, the Gcrrn;lII 
version of the Grail Quest. 

Gomeret 

0 - 15, )- 15) 
Ruler: King Mae1gwyn. 
Vassal of: No one. 
AnllY: 150 knights , 300 sergeanl.~, 800 warri(lrs. 
The ruling famil y o f Gomeret arc descendants of CUliedda 
Wledig, the warlord from the Votad ini tribe in the North, 
who came from beyond TIle Wall to thi s are;1 to drive Oll t tll<': 
Irish people about 80 years ago. Over the three or four £<.: 11-

erations since ulen, his desccndants, collectively calkd the 
Men of the North, have been mi litarily successful. MallY of 
them rule over the many tribes of Gomeret and Norgalcs. 
)1l(: princely, and most powerful. bro comcs from the is land 
of Mon, and the current King of Gomeret is from there. 
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GOllleret is ruled by a proud, independent king nllmed 
MacJgwyn. He h:.s the local Church undcr his rule, but is 
disliked by the ahbots and bishops who clai m rule frulll 
Romc. l'l;l vin g firm contro l of Gomerct, Maelg wyn is now 
tryir:g to become Killg of Norgal c.s too. 

Com lmn.:n ls: 

""16n is a very wealthy canlref. It is sometimes called 
Angk.<;cy , or tile K illgdo111 o f the Is les. 

Snodouia is a wild mounta inous area, and between it and 
1he sea is the 1111(1 of Gwyncdd. 111ese two regions are di­
vided betwCI" .,t;llC tribes of Arfon, Arllechwcdd, Eifionydd, 
and Ardudwy. 

L1 eYIl . is a rocky land, occupied by a tribe bellring thc 
sallle namc. 

Rhos is a tribe conquered by King Maclgwyn and added 
to his domain. Two other tribes, Rhufoniog and Tegei ngl, arc 
brie fl y conquered during the Firs t Cambrian War, 

, 
, Gower 

! .' " 

(1-18) 

Hule .. : I lllci l map Ellygan . 

Vassal u f: No one. 

Army: 30 knights, 300 warriors. 

Gower i .~ a \;jlll,;!l()m which temporarily IInites three tribes 
and gains its illU(' I"lCudcllce from the Kingdom of E.<;tregales 
during the Cambrian War. It is crushed by Estregalcs during 
the Wrlr, bllt wails to try again. 11lis sort of temporarily king­
dom formed from neighboring tribes is a com!1)OIl type of 
rebellion in Cambria . 

(1- 16) 

, 
-

, , , 

• Gwaelod 

Ruler : Gwyddno Garanhir. 

Vas..~ al of: No oile. 
Army: 25 rich knights, 50 soldiers, 100 warriors. 

GW:lc1ocl is a peaceful kingdom, ruled by a powerful king. 
Sec the "Advent ure o f the Bes t Wine in the World" for more. 

1\ Wealthy Lord in his Hall 
This d luSlrJlinn depi(!~ J well ·to-do C~mhri J]llord enterl,li,,· 
inl: llu('SI~ in his l\r£.)1 h~JI. Th£ d og. a m.1<liff, i~ common 
(O!l1pJny in h ... lIs Iluollr,hnul Hriliain. 
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Merionydd 

(1-16) 
Ruler: King Gurgalan . 
Va~~al of: No one. 
Al'my: 10 knights, 100 warriors. 
t-,{crionydd is a small kin gdom ruled by a very ancienl king. 
aided by a very nasty deity, who allows Ihe king 10 livc 
beyond his normal lifespan. 

Norgales 

(1-15) 
Huler : King Galiluxlen. 
VlIsslllllf: King Arthur Pendragon. 
ArIllY: Highly variable. 
Norgales is a weak kingdom, t'asi l), di vide!] intI) its compo­
nent tr ibes. 

The area has Dlher namcs. too. II ;s called /'crjc(hbdud . 
which means "111e Four C:l nlrcfs." 

Allhe ~I art of lhe adVenllll'l·s. Norg:lles illcludcs til l' (::111-

Irefs and commotcs of I{hu fon iog. Tcgeingl, Dyffr)'n Clwyd, 
Penllyn, and Edcirnion . Rhos has becn taken h)' the King uf 
Gomeret. In e:lriier time (such as \\.hcn Ryons rulcd it) Nor­
gales has includcd the Duchy of Cheshire, the tribes in thc 
south-wcslern Pennines, and tllc tribes ofthc Pcrilulis Forest. 

Orofoise 

(K-16) 
Rul cr : E;.ul Gwarthcn . 
Vassal of: King of Powys (LoY:l lty .. 10). 
Army: 75 knights, 150 soldiers. 
TIlcofi gin of the mling fam ily ofOrofoise is from among the 
ancient O rdoviccs Tribe which existed in Roman times. '11ley 
were sl:lullch followcrs of Macsen W1cdig, the vanqllished 
Roman Emperor. Macsen had a daughtcr, named Sevi ra, who 
married Vortigern, who W:lS the High Ki ng before thc Pen­
dragons came. Britu was the son of th at Ul\iou. li e W,IS 
blessed hy SI. Germnnus. aud founded Ihis dynasty. 

(L-I4) 
Ruler: King of rase. 

. Va~~al of: No one. 

Pase 

Army: 25 knighls. 100 warriors. 

2U 

Pase is ,1 small indep·endcnt kingdom wh ich commands the 
upper Merse), River and is the s trategic cross iug point for 
many f(l:lds over the rcnnine mountains into Eline!. TIle 
King has an addil ionallille o f Earl of Pase when he is subject 
to the King of Norgales. However, he has nol heen carl s ince 
King Ryons fought King Arthur a generation ago. 

Peaks, the 

(L- I4) 
]{ulcr: Lord of the Peaks. 
Vas.~;1 1 of : No one . 

• 

Army: 5 knights. 20 sergeants, 25 warriors. 
' I1IC PCOlk is a dislillc ti ve hill in the Pcnnincs Ihat is rich in 
millcrnl s. The surmlilld ing IHnds arc wild 11100I'S, cui!ivated 
v:llleys, ali(I hills w ith cmggy summ its. Safe in his castle of 
Pevcri l, the lord gU;lfIl ... amI rcgulatcs that wealth. 

Penllyn 

(J . 15,l -16) 
I{u le l': King Ma wan. 
\';I.\sa l of: KillS Artl lur I~cndr<lgon . 

AnllY: 20 Knights, 75 Warriors. 
Pcullyn is a lil1le, out-of·the-way kingdom where Merlin 
look Arthllr as an infant. 11 cnjoy his speci:l l f<lvor <lnd SIIP­
port. r Of more information sec "Adventure of the Best Wine 
in the World," :lnd "Advenlllrc of the C:llllhrinn War." 

Powys 

(1-16. K-1 6) 
Rulel': King l3c1 inam:. aka "King of Sugales." 
Vassal of: King Arthur Pendr:lgon (Loyal ty .. 4 ). 
Arlll}': 60 klli~ll~, 150 scrgeants , 900 warriors 

(plus 60 }~bhts , 50 sergeanls , 900 warriors). 
Scc "Adventurf of the Cambrian War." 

I 

Ystrad Tywi 

(1 . 17,1-18) 
Rule.-: King D:lfyd tn:lp Hall . 
Va.~sal of: King Arthllr Pendragon. 
Arlll)': 50 knights , 50 scrgeanls , 100 soldi ers, 500 warriors 
Y ~tr"d Tywi is made lip of two larse c:lntrefs. It is a politi­
cally inlcsr:ltcd kingdom wh ich niles the Tywi vaHey. 
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Religion 
ELlGJON IN CAMBRlA is ill a tr:Uis it ional phase 
which ;s difficult to I>ortray on a map. Many of the 

houses arc Christian. These :.ITe the people 
with whom Ih, player knights usually interllcl, and so they 
are appropriate 10 lise to discover the religion of the game­
master knights. But the n:ligion of the common worsllipp • .! rs 

is often different frolllthe nobility. 
As detailed in Pendragon and Knights Adl'e lllllrolls, the 

religious groups are the Roman Chris tians, the Celt ic Chris­
tians, and the Pagans. See those publications for lIlore basic 
fa cls. 

Paganism 
======-
Paganism is held on ly by the Icaders of a d07.e1l 0( so of the 
most isolated hill tribes. In those places the chiefs and 
knights probably still take Ihe parts of the gods in the sacrell 
ritual seasonal dramas. Nonetheless. Christian churches and 
hennitages slill exist withi n their precincts. Note, for in­
stance, Pennanl Mdangell (J- \6) in the Mochnall t tribal llrea. 

Commoners froln most of lhe trihal areas :Ire also Pagans 
and participate with gusto in the seasonal cercmonies which 
are so intimately tied up with their li fe style . TIley are prob-

llbly also Christians 0 11 SUlillays and holidays when the pricst 
or monk comcs around. 

. 

Christian Church Politics 

Polit ics in the Cambrillll church rcvolve around connicts be­
tween thc Cdtic amI Roman branches of Chris tianity. Dc­
spile thcse differences they generally have tile same beliefs 
and moral ilY. 

Celtic Christianity is the nativc form of Chris tianity. first 
taught hy Joseph or Arimathea , Saint Paul, and others whose 
fo llowers established the cult o f the CII/(/US, a sect which is 
now extinc!. 1..llo.:r it materialized as the hen.: tical sect of 
Pclagianism, the influence of which is still strongly felt in the 

A Mountain Church 
This fU\:t;t.-d t...Jifice wa~ buill wilh dden~ibihy a~ a primary 
t.un~j. t.·r,'r j .. n. Ofren. c11l" c h •. :s (X Jbllt'VS ~uch ,IS Ihl.'ie are 
hUlIl '" rile wild lott" .11111 from them sIHe"'!. rile Chr i~lian 
leachi"tl, 1<1 ri,e lHlcollvell"d nil:ocs. 
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Celtic br:lllch. [t i); the domina lit form of Christiallity th!'O\lgh 
Illost of Cambria. 

Celtic Christians :Ire the Christi:llls lllostlikc!y to lwrbor 
secret or open enclaves of Grail Christia1ls among thelll . 
Such groups nrc not organized into a conspiratorial organi7.a­
tion, but arc 1I10re like a New Age re-in terpretation of the 
current Pcmiragoll theology. 

ROIl1:l 1l Olrislianity was inlroduced later and grndually 
took over a vast administrative network across Ihe disinte­
grating !{omnll Empire. lIs most successful featurc is its CCIl­

tr(tliz("d org(Hlizntion which lws cOl1 linunliy altempted to Inke 
over control of the Brit ish church. 'nlC point of COllnict 
comcs in the right to llppoint Bishops, who lIfC nccessnry to 
ordnin prieSIS. 

A rchbishop 
111e archbishop is the ruling primate over (til Britain (111d 
Ireland . Dubricus, Ihe las t archbishop who is now on his way 
10 heing sainled, was a Celtic arciliJishop. \Vll e!! the post of 
Archhishop bcc:l1ne open, Dcwi was selecled as a compro­
mise candid:lte by the Roman and Celtic bishops, both of 
whom woultllike to clnim him as their OWI1. (Adllally, since 
1I10st bishops ,tTC more involved wilh the lllllminile e;,rlllly 
admillistrlltive tasks of their office most of them :Ire afmid of 
Dewi the Watenlwn's fanat icism.) 

Archbishop Dewi moved the Archbishopric to his own 
monastery at Mcnevin. A beautiful cathedral is being huill 
there. 

Archbishop Dewi is Il:ltive 10 Brilain, and WllS educaled 
iu the Celtic Church. However, during his pilgrimage 10 tile 
Holy Lnnd he was acutely impressed with the Benedictine 
monks and adopted their ways, includiug membership in the 
Roman church. 

Dewi has worked hnrd to get othe r Benedictine and Cis­
tercia n houses established in Canlbria to provide an example 
to his lackadaisical Cehic brethren. Thus he docs not h~ vc 
the righl to :Ippoint priests llnd abbots to the local Ccllic 
houses, but has the right over the Romau abbeys. 

Bishops 
Bishops lire ranking officials in the Church hierarchy, ~nd arc 
counted among the greatcr h.1rons of a king, right up there 
alongside carls. TIle area 11 bishop cOlllm~n ds is cllllcd a 
dioceses. Cambria has live dioceses, each named afler the 
place where the bishop lives. 

Llandcilo Faw.: Saint Teilois is the Bishop here. He 
was a boyhood fri end of Dewi's, and ~ceompanied him on 
the pilgrimage to UIC Holy Land. Upon his return he did not 
join the 13enedictines, like his fri end did. His preaching and 
pie-,ty have propelled him to fame among his countrymen 
ti1rollgh the southeast. 111e dioceses includes nil o f soutllcru 
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Call1bria, incllLding hoth Estregalcs and Escavalon, aucl lhe 
hill lnnds of Cardigan , 13rychein iog, Y strad 1')'wi, and minor 
Pag:ln lands. 

Lla nclwy: S1. Asaph is a nlltive of the north, and he 
found ed the church at U:lllelwy. He is, in every way, the man 
of King Mllelgwyn , and works hard with his monks and 
priests to su pport the king. T he dioceses ineludes all 
Gomeret, Mon. Norgnles, and various Pagan lands to the 
south. 

Coven try: Pedr of Aigucgwen is also sometimcs titled 
Bishop of the City of Legions, since the scat was once there. 
111e dioceses includes Ihe 10wl:lllds of Cheshire, Carollllise, 
and Lambor (which is outside of Cambria). 

lI er efor d: This bishopric has a vacant seat s ince the last 
bishop died. because no messengers have been able 10 enter 
the forests around Hereford 10 brin g or get mcssages. The 
dioceses includes aU of Ergyng aud Orofoise, and the Chris­
tian parts of Powys. 

\Vor eeslcr : Anot her vacant Sc..1 t, fo r the same reaSOIlS as 
Hereford. TIle dioceses includes all of Galvoie, Gloucester, 
Cl:lrcllce, and Wuercnsis (which is outside of Cambrin). 

M ajor M onasteries and Abbeys 
Mnny more monasteries ,lJ1d abbeys dot the landscape than 
these listed here. T hese, however, arc hig and important and 
dOlllinate their local politics. More deLail s about them are 
listed in the P/(lces chapter. 
Menevia: Archbishopric, and Benedictine 

Clynnog Fawr: Celtic 
Coventry: Bishopric, and regular canons 
Worcester: Bishopric, and was Benedictine when last con-

t:lctcd 
Oasingwerk: Cistercian 
Buildwos: Cistercian 
Croxden: Cistercian 
Gloucester: Benedictine, monks and nllns 
Uanaron: Cnriion, Celtic 
Llnnbadam Fawr: Celtic 
Llnncarfan: Cehic 
Llandeilo Fawr: Bishopric, Celtic 
Llanclwy: Bislloprie, Celtic 
Llangollen : VoUe Crucis, SI. Collen 
Llan IIltud Fawr: Celtic 
Llantamam: Cistercian, St. Julius, ncar Carlion 
Mucll Wenlock: Celtic, nuns. 
S!. Werhurh's: Recent establishment, Benedictine, in City of 

Legions 
Tewkcsbury: Celtic 
Tintern: Cisterci,lTl 
Worcester: Bishopric, was Benedictine, 
Yslratl Fnm lStrata Florida] : Cistercian 

-



(jail/eli/aster 11Ifonllatioll 

Cambrian Tribes 
or CAMBR IA is occupied by a Cymric peo-

ple who live at a more primitive level than the 
Pendragoll flatlander. 11lis difference ;s 

reflected in the Cambrian Character Generation in Kllighll' 
Advellturous by the Cambria Father's Class Table H2. Be· 
cause these hill folk make up a I!l rge segment of the gume­
master charolcters to Ix: lIlet in this book, a brief eXIlI:mat ion 
of thei r culture is given here. 

111is tribal culture predominates in othe.:r wild Cymric 
areas as well , especially in 11le North (see Northlunds Fa­
ther's Class Tuble #2). Many of the smaller tribes and king­
doms which are not shown on previous Pem/rflgoll maps arc 
also tribal. In this lattcr category are the peoples of th e.: Pen­
nine mountains, in the forests of western Cumbrin, and t!ie 
wilderness areas of Cornwall. 

I~' 
Social Organization 

Cambrian society consists of four types of people : princes, 
free men, bondsmen, and slaves. 

Princes lire members of certain esteemed families who 
have the right to overlordship of certain areas. TIlese include 
the royal families of Gomeret and Powys. Princes arc few in 
number, and mllst prove themselves through battle and per­
SOfIa l comootto be worthy of their posilion . Thus nol every­
one can become a prince, and the ones who cnn must prove it 
the hard way. 

Free men (and women) are the heart of Cambrian tribes. 
TIley arc all equal in status. TIley provide lentlers, wllITiors, 
and religious people. 11ley arc of several types: oolll:dllig, 
who Illay or may not own land; priodollr, or landowner; and 
uchef\\,., who own lots of land. 

Bondsmen arc called the loeog. TIley arc not property, 
bUI have limited freedom. TIley arc bonded to the land, and 
may not move from it. 

Slaves (caeth) make up the final class of people without 
any social right.s or privileges. They lire owned prol>crty, to 
be bought, sold, tmded, stolen, or killed without any more 
regard than It cow. The number of slaves is large, and they do 
IllOSt of the physical labor. 

Economy 
Cambrian hill people practice: a mobile, pastoral life style. 
'11ey tend herds of cows, sllcep, goats, and horses which arc 
moved from pasture to paslilre throughout the year. In sllm-

mer they go to high po1stun:s, in the wi liter they gather in 
sheltered hamlets at lower paStUfCS. '11cir settlements are 
nimsy round wattle huts. Where possible, farming barley 
and oats is practiced, hut as a source of income is always 
secondary to herding. TIle riven; arc rieh with fish, and the 
coastal regions especially so. TIle hi lls llre still full of wild 
:mimals as well, especially boar, small deer, and goats. 

Political Organization 

The Bro 
TIle basic social organization among the hill tribes is the bro. 
(Note: In Kllighls Adwmlurous chllracter gcneration, the lenn 
"fami ly" means tltis ancient kindred group.) A bro is an ex­
tended family, including everyone within the immediate area 
who is related within rour generations. It includes many 
households (called ku). Its size varies widely, including be­
tween 10 to 150 or more free households, averaging about 
25, or ahout 100 people in 1111 . 

Extended kinship groups are known, and specified in 
law, bllt arc too esoteric for PClIllragoll . For instance:, we 
igllore the four-generation gll'dy (which Illay or may not 
include people ot\lside the bro) which is responsible for pay­
ing compensation awarded for personal injury. And we will 
rurther igllore the fl'IIClII, the nine-generation grou]> hended 
by a Imll/celledl, a kin-group legal official who is elected by 
all free Illen. '1H~ pcnncencdl mllst be a nobleman, but can 
lIot be a lord or royal onicia!. 

A bra is ruled by a member of the lowest level of aristoc­
racy, called a breyr or brogerix, "king of the bro." His power 
is not legislative or political; it is familial. Membcrship in a 
bro is detcrillined by birth , lind includes Illl l>cople related by 
blood to II common ancestor. TIle breyr heads this patriarchal 
kin-group and has certain obligations, such as distributing 
the Innd held in common by the bro. 

The Tref 
'nle Ilind held in common by the bro is called their Iref, or 
"township." Each Iref contains both bottom land and upland, 
and everything in bctwccn, with meadow and forest land. 
' 11111s each tref is sclf-sufficio;:nt, with SUIlIIller and winter 
grazclands, and whatever land tlint can be ranned ill tile low­
land . 



Savage 9Ifoll lll aills 

A tref may be eilher free or unfree. 'nle 1:md of a free Iref 
is inheri table, and at death is usually divided ;u11ong il s 
holder 's sons. Their lands are afterwards scp .. 1rale from each 
other. TIle unfree tref is headed by an arglwyd, II noblcman 
who oversees the division of its lands among ils members. It 
is trealed as a single political ull il for pay ing la)tcs to the 
chier. 

The average tref has about 60 Iiouscholds, of about 5 
people each, or a total lXlpulatioll o f JOO souh-. A free tref has 
about 60 adult males. a ll of whom would muster to deft-nd 
their herds and might qua lify as warriors. However, only 
about one quarter of them hnve Ihe e)tpcrience and training, 
plus decent equipment, to be c:alled warriors. 111ese warriors 
are anned with a sword, SiX'ars alld sh ield, wea r leather ar­
llIor and metal helmet, and ride Celtic ponic.. ... In calculating 
Battl e Size, they count as 1/2 Knight -vallie each . 

An unfree tref cannot muster any warriors, since its 
members arc by law and custom [manned and IIn:lble to bear 
thelll. 

The Maenor 
In some lands, especia ll y those areas with dense populat iOIlS, 
several trtji are grouped together into a larger es tate called a 
mae /l or (plural "we/lo[au). In general, a maenor includes a 
free tref and ils three dependant unfrce treri . 

TIllis the average size o f a muellor i!'l about [200 people. 
When innuenced by feuda l customs and terms, I he~e 

maenor correspond to a Cymric manor, or holding for a sill­
g!e knight. TIle warrior from the ll):Jellor may not bear the 
title of knight, ilnd will probably be the breyr. Bill he is 
probah[y rich enough to wear Normiln amlor and own a cou­
ple of larger horses. He counts for two knight values. 

The Commote 
Most trefi ;lrc permanently associated with a larger socia l 
unit ca ll ed the CWl/I lI"d, or comlllote, which HW;UIS "neigh­
borhood." When Welsh soc iety is called tribill, these com­
motes foml the tribes. 

E.1ch cOlllmQte is determined geographically, ami thus 
they vary greatly in area, type o f land, number of trefi, and 
total s ize of population. 11le economic disparity which re­
sults is the calise for much angu ish among the poorer kings, 
and mot ivates much of their allnual acti vity of raid, plumier, 
and war. 

A eornmote is fuled by a Tribal chieftain. (Note: In 
Knights Adl'lmturous the teml HClan Olieftain" is lIscd as the 
r3nk above " family ," The correct teml is now "Tribal Chief­
tain. H) The tribal chie fta in has tradi tional privileges not 
available to most free mel1 . First , he collects one th ird of all 
booty tnken in raids. On the domestic front, Ite collects a 
specified amount of food from member bros, and has speci­
fied privi leges of eating at the trefi of his subjeels. He has 
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special lands worked only fo r him, and receives other specia l 
revenues (taxes, wreek;lge, etc). He is responsible for main­
taining justice among the trefi, and ddending them from 
Oll l5i<le aggression. 

The Ilca{lqllarters for the tribe is al the ch ief 's macrdru/. 
which is rlill by :1 reeve (called a macr). /fcrc is 'he chief .... · 
mClwdd. a lOllS timber hall . Here meets his /I)"s, or "court," 
and ne;lrby is the tri be's /lUll, or "church." 

Every chi ef has his tel/!Il, or ba nd of warriors. '!lICSC 
form his personal bodyguard and standing army of profes­
sional warriors for the commote. TIley are anned and main­
tained at the chief's c)tpcnse. TIle status o f a hill chief can be 
imlllediately determined by the Si7.e and e<luipment o f his 
hod)'guard, 

L:ller cllstom regu larized the organic scheme of the COnl­

motes into a system used in Pendfllgo/l . Ulwmakers deter­
mined that the ave rage commote had 12 lIIaellolau plus Iwo 
extr:a treli which arc sct aside for the king. 111c..'iC 50 trefi 
could supply the tribal king with about 12 knights and up to 
180 warriors. 

Every comlllute has its own chUl"ch centered around a 
monastic cillS, which is essclltially a rdigious tref. Men or 
women from the comlllote who wish to join the Church join 
at th is abbey. The abbot for each clas is appointed by the 
trilxtl chieftain. TIle abbot maintains a loose association with 
the church, whose bishop ma int:a ins th t rivht to ordain him. 
'!lIe members of the clas follow a rel igious life style with 
special orders, hut not according to a stric t Benedictine rule. 

r.·lany of the hill people arc still Pagan. Othcrs have a 
mixture of Olristianity and Paganism recognized as Grail 
Christ iallity. 11lOse kingdoms which arc still Pagan have a 
simi lar organi 7 .. 1tion called a "grove," whic h is a b.1nd of 
dru ids who fuJrillthe religious fun ctiolL" of llie tribe. 

Any political organizat ion which is greater than triba l 
chiefta in is totally opt iona l, and varies with the results of the 
lat est war, raid, and marriage. Even within the larger king­
doms a vacancy in the kingship may leaelto a breakup of the 
killgdolll into C;llIIlIIotes which sup\Xlrt various candidates 
for the office. 

T he lIIap, "Tribes of Cambria," shows the impoftant 
larger COl11l11otCS (and cantrefs) as well as thei r current IXlliti ­
cal affili:llion. 

The Cantref 
Some regions arc so large that the popuhltion is greater than 
a s inglc eommotc. In these cases multiple commotes within a 
single geographic area arc joi ned to be a cOlltrt'/. or "One 
hundred Trcfi .H According 10 later Welsh law, 4 treli - I 
mnellor; and twelve mnellolau plus two treli - I eommotc; 
alld two eommotes in every eantref. Although this perfect 
scheme is artific ial, it serves ns the Pent/rago/] definition or 
a cant ref. 111e cantrefs significant to this g,lI11e arc mostly in 
the south: Cant refs Mawr and Dychan in the Kingdom of 



(jll/lle/ll(l.~t cr Infonnn I ion 

Yslrad l)'wi; and another Cantrcf Mawr in the Kingdom of 
Brycheiniog. l1li; is land of Mon (also called Kingdom of the 
Is les, or the island of Anglesey) is another, whi le the en­
chanted Cant ref Gwaelod is probably the most wealthy. 

Hill Tribes and Feudalism 
Some hill tribes an~ organized into kingdoms which arc 
larger than a comnlOte. In Cambria these include Gomeret 
and Powys. 11lese kingdoms arc personal organizat ions. dc­
pendant upon th t: loya lty which tht: ~ver:J1 component com­
mote chiefs ho ld for their mlltuallcader. 

These grea ter kings, and (to a lesser extent) the border 
lands, have adopted many of the w:JYs of Arthu r's feud:J 1 
soc iety, including equipment, titles and ranks. '111: kings' 
teulu arc outlilted as housdJold kn ights. l 11eir chief I;Uld­
holders (t ribal chiefs) are banncrets, who arc followed by 
Iheir own teulu and have Iheir own vassal knights (the breyr). 
Of course, for these men to be call!.:d "knight" they Illust 
have undergone a blighting ceremony . 

Thus, as f:lr as Pent/ragoll kni ghts can tcll. 
the primary difference bctween the hil l peoplcs 
and other folk occurs at a sociallevcl which is 
beneath that w ith which they are concemed . 

King 
A king is used in the Pf!ndmgoll 
sellst: to mellU II lord who is inde-

-.. -

, 

-' 

pendent of al l overlords, or who is lord o f a large domain and 
pays. or wou ld pay, homage to A rthur directly. 

A bra may be isolated enough for the tref to be ils own 
kingdom . Within Ihis su pplement the King of the Watch is 
one example of an independent breyr. 

Among the Cambrians, kingship requ ires the correct 
bloodl ine. Only members of certain bro have the right 10 be 
princes o f the various kingdoms. Fonner act ions of these 
ancestors haVe also established tr.Hlitions for the larger king­
doms which each new king enforces. This all helps establisll 
Ihe larger polil ical organi7.11tion as a permanent unit . f':onc ­
Ihclcss, almost every successive king hilS to enforct these 
upon his foll owers to prove his ability 10 rule. 

, 
I 
" 
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Map of Pendragon Cambria 
A large (22"x 17") color/II/ map of Pelldm~oll Cambria is part o/this package. 71,is map is 

intended to be a gail/eli/osIer refere nce and loo! during play. (IS \Vclt as being suitable/or lise 
as a \Va f! poster. 

T
illS IS A MAP OF PLACES. Pl!lIdwg()lr is a g:HlIC 

where activi ty occurs in s pecific (;1I1d often spec i'll) 
places. This mllp shows the pbces which arc avail ­

able for adventures. The information between the s iles 
shown is general. giving an indicat iOIl of the I)"pe' of ICrI':lin . 

Thus Ihis map is intended \0 be us ed for opcratiollallc\'cl 
of play. It is not tactical, and cannot be used to find a hill 10 
hide behind, or how to go around a forest. because il JOCSI1" 

show Ihal scale. It is not strategic, l)Ccallsc il docs not show 
large senle boundaries, or the rel:ltioll:';hip Ixtwccn pl:lec$ 011 

the map. 111l1s it On en docs not show a rond between two 
places, although it always shows the type of land which lies 
between them, from which other informnt iHIl C:ln be Ile­
duced . 

Gamemaste.rs arc urged to usc this m3p in conjllnction 
w ith the Players' Mnp provided in Kltiglrls tldW'lll lirorIS. 

During a game in Cambria the. gamcmaSlcr may place Ihis 
map Oil the tahle to indicatc mOVCl1lent and direclioll and 
dnu.!c Ihe players. ' 1lC playcrs should usc lhe Players ' /'.bp 
tn draw 0 11 and record their advcntures. 

The Key 
TIlc Map Key shows the I)'pcs of lerrain . This lext exp;mds 
upon the kcy, and explains in dcta il how to usc lIle map. 

Wherever two choices could be made for 3 s itc (an cJ f 3t 
a hill fort, for instance) Ihe most alive and inlcfl.!sling was 
choscn. 

AqU3t ic Features 
Open Water (ocean, liLke): TIlese bod ies of water can he 

crossed only by ship or boat. 

Dry land below Sea Level: Gwac10d only, Ihis rec1all13tion 
project is unique in Dritain. 

Dike: In Gwae.lod, il holds back the sea. 

Marsh: Impassable for horses. dilTIcult for boots or w .. lkeIS. 

,Navigable River: Deep, wide, and regul:tr enough for harge 
traffic, il is a major block 10 blld Imvel. 
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River: -11)e low spot ;1\ Ihe country, eas ily followed, usually 
not diflicult to cross. In the hills these arc oft en reducc,1 
10 a trickle in ,Iry sum mers. 

L1ke: AstanJing body of wiLter. Other than Llyn Tegid , none 
arc very large. 

Underwater City: A ract) o f faerie folk li ve beneath the wa­
lers, though their eitil.:s (when seen or vis ited) seem lIot 
to Hot icc the water. 

TelTail1 ' I 'y pc .~ 

Opel[ Land: General ly nat cOlmt !)', wilh few obstructions 10 
visibili ty. 

Hilly L1nd (oft en moor): Any sort of irregular ground which 
can be crossed by horse or foot, usually with adjustments 
to 1IIovement r .. le. 

Mou rJ!3;n : Rugbcd. rocky, s teep terrain, impassable to 
hClT"'c..". 

VCJ~ctati o ll 1)· pcs 

Clear Gnltllld : l\-Icadow , fields. etc. with occllsional trces. 
Moveml.:nl is very easy through this terrrain. 

Open Woodlalld: Noruml woodland, with as much open 
spaces a." tree-fill ed space. Movcment is as per a Pat h 
(Pcm/rngOi r p. 79). 

Dense Woodland: Woods with TIlorc tree-fi lled areas th3n 
open spaces, movemenl is as per a T rack (Pcndr(JgolI p. 
79). 

Enchanted Woodl:tnd: magical wood.,>, where sJlel!s and en­
chantments confuse travellers, and wild animals and 
creatures live. Movement is very difficu lt , and travellers 
C:l1H10I find their way throngh withoul special circulll­
stances. 

Sctll clll cli ls 
City: A seltlcment with about 1,000 peopl e, a regular market, 

and (often) a bishop. All cities have a castl e within them, 
next to them, or very close by_ 

Cily (wilh a castle): As 1I city, but with a castle within ils 
w~lls. Caslles ncar citics arc marked sepa rately. 

Castle: AllY sort of residence/fortress, includ ing Roman 
fort s, wooden ma lic and b.1 iley, and many types of s lonc 
ca<;"tlcs. For defi nit ions of the s ites, see Pelldragoll pages 
J.1{)- I '1 1. 

• 
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Monastery, other Christian religious s ite: A pemlanent resi­
dence for a community of monks. 

Temple: A regular s ite o f pagan worship or healing. 

Town, hamlet, other unfortified settlement: small center of 
human population. 

Roads 
Trade Road: Some roads are well known [0 anyone who 

travels. TIlese are the roods shown on the Players' Maps. 
TIley are well marked, easy to follOY{, and heavily trav­
elled. 

Local Road: A road know to the res idents, but generally not 
known outs ide the community. It is well marked, easy to 
follOY{ . 

Lesser Roads are not shown because they are both arbi trary 
and natural. To get between places which do 110t have a 
road, travellers must stop and ask the way, search for 
paths, and so on . TIlis is handled in game terms by the 
Hunting ro ll (modified by conditions) used to explore a 
wildcmess (Pelmragon, (79). Local residents know the 
best way to go, and thus anyone with a gllide docs not 
need a Hunting roll. 

Facde CrcatUl'cs 
Dragon, Wynn: draconic, serpentine monsters. 

Elf: Where lhe faeries are found, often at a 1110IHUI, lake, or 
hill. 

Hag: Wicked, ugly women spirits. 

Mermaid: An aquatic faerie which appears to be half human, 
half fish . 

Avanc: Dangerous aquatic monster. 

Devil: Spirit of evil. 

Gods: Places identified with Pagan deities. 

Misccllaneous 
Hill Fort (abandoned): Prehistoric fort not used by humans 

any morc. 

Hill Fort (occupied): Many hill forts have becn resculcd in 
recent years. 

Standing Stone(s): One or more upright stones, usu:llly with 
a magical occurrence. 

Tomb, tumu lus, mound: Artificial hill raised originally to 
bury the dead in prehistoric limes. Many are now 
stripped of thei r earth covering, making them look like 
stone formations. 

Well: A significant source of water, usually for healing. 

Peak, hill top: Either a high peak, or a place where sOlllethillg 
unusual occurs. 
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How Places were Selected 
l11e Pendragon Cambria map was compiled frOIll multiple 
sources to create a source of raw materials for the gamemas· 
tcr. Gamemasters are invited to add, reject, and change what· 
evcr they choose. 

The first factor for selection was the place's relevance to 
possible game play. Thus all of the dragons ond wyrms 
which I found in various sourees have been put into this, 
~ince dragon fi ghting is such a knightly task. N3Iurally,1 do 
nOl expect all of these monsters to be used in a c3mpaign. 

Some were selectcd out of necessity . Sometinu:s it 
seemcd right, for instance, that a town be mllrked along a 
TOad. Markel Drayton, for instance, is thcre because it is III a 
spot where a day' s travel for slow moving tromc ends. 

HislOry provided materials. Roman Britain provided the 
base map for roads and settlements. I have assumed Ihat most 
of the Roman civilization has trans fonned into the Cymric, 
except for the plilces cited as Roman in the text. t kept con· 
vcnient places, mostly along the roads. Cities shown are all 
Roman in origin. 

Sixth century history was also a fa ctor. Places which 
figure in significant events are placed, especially the early 
monasteries (LI:militud rawr and Menevia, for instance), or 
those being founded (Ilangor), or those which fi gure in Ar· 
thurian legend (Llanbadam). 

Folk tales provide mallY of the places shown. I have 
sifled the llIany local tales and taken those which might be 
lIscd in g31l1e play. Many are timeless (the lakes with under· 
water cities, for instance). Others are associated with a rcal 
person in the middle ages, in which case I included it if it was 
before the "now" (531·550) of Pef1lJragon. 

Castles have been selected based on their his tory in rela· 
tion to the Pelldragoll chronology , and their suitability for 
play. M3ny more castles exist (or existed) than are shown on 
this map. I especially rejected many which were crowded 
together. Specific infcrmation is taken mostly from Castles 
oflhe lirilh .. h hies by Plantagenet Somerset Fry, which gives 
extensive details on the building history of the cast les. I have 
selectively chosen the style which most npproximates the 
Petlt/ragoll era , and so many o f these arc less spectacu]1Ir 
than they will be later. Also note that the famous Edwardian 
concentric castles have not becn shown, though their sites 
arc. 

Format 
Name of l'lace (Grid LOClltion) : A brief explanation of the 
place. Ruler: the lord of the place, if any, often given simply 
as "Caste llan·· if no olher ~ig l1ificance is knowll. Vassal of: 
Person to whom the ruler answers. 



The Places 
AbcdTr:nv (I- IS): An ancient hill fori, and main stronghold 
for the sub-king (c3nlrcf king) of M on. In mytho:ogy, the 
goddess Rranwen married King Malholug, lord of the under­
world, al this place. 

Ahrrgavcnny (K-I8): 111is caslle stands on the Usk River 
where the hills border the plains. It is a COlllillon c:I!:olJc 

(mollc, SC]UMC keep, curlain w:llIs, two lowers) . crT)'. 322; 
Bottomly) Ruler: Castellan. Vas.<;., ] of: Propraclor I-Iollorills 
of Owen I. 

Alderly Edge (L-J5) : Merlin's WC!1 springs from the cli lf 
here, and :Ibovc the well a f:lcC is c:lTvcd inlo the nxk. One 
d3ya fanller from ncar here mel ;III old IIlJIl who bought ilis 
while horse, and showed him a secret cavern where s leepi ng 
knights lay. (Ashe 1,2) (R D. 358) 

Aldfonl (1C- 15): TIlis castle guards the ford over the Dec 
River to the City of Legions. It is a Common Castle: ta)[ 
s tone tower 00 a motte, triangular bailey. (Wilkinson, 22; fry 
176) Ruler: Castcllan Vas,., .. ,1 of: Duke R,Hld1e o f Cheshire. 

AJ\lANS (L· 14): A small kingdom in the P~·rminc Moun· 
lail1S. Ruler: King Arnans. Vassal of: No one. 

Ang1l-~cy: See Mon. 

Appidoll (1(. 15): Acutting from tIle Glastonbury thorn W:l~ 
p13111cd here when Joseph o f Arirrralhea was pa~ .. inb Ihr ~'"gh , 

and ever s ince then it has bloomed every Christmas. (Wil· 
lilllns, 28) 

Anlcli Forcst (L· 16, L· l7): 111e Arden Forest fills the unin· 
habited regions between the sett led lands o f Wu erensis 
(along IheAvon River), Galvoie (on the Severn) and Came· 
li!Hd (on the Trent). Always noted for its den~ity,the western 
part of the Arden forest has recently become Enchanted and 
impenetrable. 

Arroy Forest (1(.15, 1 ....... 15, K· I G, L· I6): The forest which 
covers lIluch of southern Cheshire and northern Cameliard. 

Hache Pool (K·l5): In the Middle Ages a dragon emerged 
from Bach Pool and terrori7.ed the neighborhood ulltil dis­
patched by a local knight. (RD, 372) 

Uala Lllkc: Sec Llyn Tegid. 

Uallgor (1. 15): Site of a motte and bailey castle whid1 
guards the best crossing of Ihe Menai Straits. [t i" nho the 
site of a fulure CeHic monastery, to be selt1ed by Dciniol of 
lre1nnd after the Cambria n War. It shall afterwards be called 
l3an gor Fawr, or B:lr1gor-on- lvl enai. o r Bangor-in-Alfon. 
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Slate is (Illarricd nca,·by. Ruler: Castellano Va. .. sal of: King 
Madgwyn of Gomere\. 

HangUl' Faw .. : See Bnngor. 

Hangor hcocli (K- I5): A Cellic monastery which is to be 
founded by 51. Deiniol, sometimcs called Dangor-on-Dee. 
lie i.~, perhaps not surprisingly, ca ll ed "Dciniol of the Ban­
gors. " 

Han"',;y 1'11al1d (11-16): See Ynys Enlli. 

Ua.~i l1 gwcl"k (J- I 5); A large Cistercian abbey 011 a plateau 
overlooking Ihe Dee estuary. 

HClleo n Rin); (K-16): -nlis hill fort sits on the highest point 
of Long Muuntain overlooking the Severn River Valley. 
Now ~balldolled by 11IIInlln~, it is instead a well -known fairy 
haunl. (Bord , 117) 

ncaumnri .~ (1- 15): A town on the s lllnll Beallmaris l3ay. Af­
ter the war, a concentric castle is raised llere which gunrds 
the most cOllvcllient c rossillg of the Menai Straits to Mon 
fro l11 Gomcre!. See the "Adventure of Pal/lag Cal." 

Unld [Iran well (1 - 14): TIl is 1I101ll1d marks the grave of Bran­
wcn, the sister of Bran . They arc both great ,h:itics in the 
£':lgall lll)thoh>J!Y_ (Wc..<;twood, 327) 

Hcddgelcrt (1-15): A Celtic abbe)" dedicated to Saint Geier!, 
an Irish monk. 

Uecston (K- I5): TIlis castle gUrlrds a gap in the hills south­
eas t of the City of Legions. A grell t treasure is nlillored to be 
hidden ill a ncarby well. It is a Mcdium Castle built on an 
extremely s trong site with a crag on the west mid north s ides. 
Rub: Ca<;lelllln. Vass.,1 of: Duke Rlmule of the Oleshire. 
(Oord, 136) (Wilkinson) 

Ho:rkcley (I<- IS) : A SIIl:l1I castle (shell keep enclosing a 
steep, stone-reinforced mOlte. TIle shell walls have three lur­
rels, a gate house. and a range of buildings around the inle­
r ior walls). Ruler: Castell an. Vassa l of: Duke Morvid of 
Glollcester. 

Ikrwyn 1\1nunl;lim (J- I6): A I"lIllge of rugged mOllntains 
which effcctively stop all mounted traffic across them. Its 
highest point is Moel Syeh, at 2718 feet. It is also the home 
of lile IJcrwyn Dr~gol1 . 

H i.~hop·s C as tle (K· I6): Site of a Molle and ba iley castle. 
Ruler: Caslel1an. Vassal of: Chief of CIIIII Tribe. 
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Bla(:k Mountains (J· I7) : A s mall range o f impass ible 
mountains east of the Usk River. Its highest peak is 2660 
fcct . 

Borth (1· 16): This marshy ground stthe mouth oflhe Dovey 
River is the hOllle o f Yr Hen Wrach (the Old Hag), a 7-foot 
ta ll, yellow-skinned, black-toothed, long-haired old woman 
who brings diseases by brellthing in peoples' fa ces on misty 
nights. (Bord, 96) 

Brecon (J- I7) : Site of a small castle: a shdl keep with a 
tower. It is the sell t of power for the King of Brycheiniog. It 
exports wool cloth. Ruler: King AravlI. Vassa l o f: King 
Aravll of Drychciniog. 

Brecon Gatr (J- 17): A ruined Roman s ite. 

Brecon Beucons (J- IS): Two sandstone peaks form an im ­
passable range. The highest peak is Pen y Fan, at 2907 fe el. 

Bridgnort h 0 . ..16): A medium Cllstle (mural Willis , keep, 
gatehouse) on the Seven! River, built recently to replace the 
o lde r molle and bailey Quatford Castle, a nearby ruin. Ruler: 
Lord of Bridgnorth. Vassal or: no one. 

U.·idcstolle 1'ollib (L- IS): A prehis to ric tUlIlulus, $llid to be 
the grave of. woman who followed her husband to war and 
was killed nellr here. (Bon.! , 136) 

Bronllys (J-17): A small castle (round keep, lIlural walls, 
outer (palisaded) b."\iley) . (Davison #87) . Ruler: Chief of Tal­
garth. Vassal of: King Aravn of Brychciniog. 

BRYCUEINIOG (J - I7): (Brecon] Brychciniog is an inde· 
pendent kingdom. Its capital is at Brecon. It is a mountainous 
region, with some agriculture, more livestock raising, and 
some limestone quanying. Ruler: King Aravn lIlab Mathell. 
Vassal of: King Arthur Pcndragon. 

B .. ynbe riOlIl (11 -17): An avanc lives here, benealh Ihe bridge 
outside tlle village. It sometimes harasses trave lle rs on the 
road. (WestwoOO, 330; Bord 96) 

Dryn-yr--ellylon (1(·15): ("Hill of the Faeries") At various 
times the elves have been $Cen gathered here, dancing and 
feasting. (Westwood, 353) 

DULITII (J - I7): A kingdom made tip o f the commotcs of 
Bulith and Cwmwd Deuodwr. Ruler: Tathal. Vassnl of: King 
Bclinans of Powys (early); King Artllllr PClldragon (after the 
Cambrian War) . See 'I'he First Cambrian War." 

Bulith (J - 17): A shell keep castle (mott l!: , double bailey, deep 
wet ditch, polygonal stone shell keep). Ruler: King Tathal of 
Bulith. Vassal of: King Bclinans of Powys or, late r, King 
Arthur Pendragon. (Fry, 327, Bottomly) 

nu ildwus (K.16).: A large Cis tercian abbey. 
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Buxton (L- I5): A town noted for its hea ling mineral spring 
waters. 

Cad e.· IcJris Mounl;.ins (J· I6): Literally, " Idris' Chair," this 
is a rugged duster of mountains surrounding a 2927 foot 
peak. (Bord, I lJ) 

C ller Adnlll'hod 0 · 15): At low tide II few rocks ca n be seen 
here. At higher tides lin underwater city can sometimes be 

seen. It is the castle and c ity of the goddess Arianrhod. It 
sank when people cou ld no louger understand thl: ways of 
the goddess, Caer Ariallrhod is also the nallle of till: constel ­
lation Northe rn Crown. (Squ ire; Bord , 113) 

Cucr Dathyl : (Pcn y Gaerl An ancient hill fort , abandoned 
by humans, and the fonner site of the court of Math, son of 
Mathonwy. 

Caer Drewyn (J-lS): kFort of Gwynn," the god, whose wife 
kept caul !.! in th is hill fort . (Bord, 108) 

Cacr Cui (.1 - 16): Within an ancient hill fort is a RomlUl 
camp, still occupied. 'nl is is named after its 1Il0st famous 
owner, Sir Kay the Seneschal. It was once Sir Ector's , and is 
where Arthur grew up In obscurity. (Ashe, 57) 

Caer Gyh i (1- 14); Thi s Celtic abbey is well -protected by its 
small monlls tic castle ( 15 foatlall walls, 4 round comer tow­
ers) which encloses th!.! dlllrch and yllrd of 51. Gybi's. lt has 
a fine harhor, and is the closest port to Dublin. Ruler: Abbo!. 
VasSo,1 of: King Maelgwyn ofOomere!. 

Cacrh ull (J- 15): A lown c roueh!.!s in the half-ru ined Roman 
fort herc. TIle church ins ide is built right into the conlcr wall. 
It overlooks Ihe ford of the Conway River. 

Cacrnarvon: S!.!e Sinudoll . 

Caerph illy (J- IS): A town fa mOils fo r its c heese. It is 
haunted by two Ilags. Th!.! Green Lady has goggle eyes, 
wears grccil robes wilh a long noating green ve il, and is 
accompanied by soldiers wearing mnil. In the pools which lie 
nearby lives Gwrach-y- Rhibyn, who has bat-like wings, long 
black ha ir, and moans and wails. (Bord, 103) After the war, it 
is also the s ite of a concentric castle. Ruler: Chief of Sengh­
enydd Tribe. Vassal of: King Alliin of Escavalon. 

ClIcrwcn t (K- 18): TIlis old Roman ci ty was the tribal city of 
the Silufes ( Vellia SiJurum), and the inhabitants arc: s till Ro­
mllns. It has s trollg city walls of rcc tangular s tolle wall wilh 
raised polygonal bastions to hold ballis tae, and is surrounded 
by banks and ditches. In the southeast of the rectangle is a 
small castle, s trengthened by extra ditching (Fry, 333). Lord: 
Governor of Owen!. Rulcr: City Council. Vassal of: King 
Alain of E.-;c:lYalon. 

Cald icott (K -18): 11lis medium castle guards the mOUlh of 
the river leading to the ci ty of Caerwent (double curtain wall, 
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nanking towers, gatehousc, and round keel' 011 a moUe). 
Ruler: Propraetor Honorius. Vass.11 o f: King Alain of Es­
cavalon. 

Cn ldy Is: Sec YIlYs Byr. 

Cfl lTlhd nn J\'lounlain s (1-17, .1 - 15): Incl usively, these in­
clude aff the Illountaim; of Cambria; but exc1u~ivc1y, it indi­
cates the main spine which runs north ami sOl1th in a gelltle 
curve from E.."trega les to Snowdon. 

CAMELIARD (L-I6) : Carnc1iard is a rich, peacefu l king­
dom . King Lcodegrance, fathe r of Queen Guenever, is the 
lo rd of Ihese lands, and some day his (b ughler will be lord in 
her own right. Carne liard is well defended, and its knights 
regularly drive away the raiders from surrounding 'Heas . It 
has few int ernal feuds. 

CnrdifT(J - JS): A sea port at the mouth of the Taff RivCT, it is 
widely known fo r its ship building. Its castle is a reinforced 
shell keep (Roman walls, with one towcr (the Black Tower), 
and on a motte s its a 12-sided she ll keep one side projecting 
with a turret). Ruler: Castcll:m . Vas..o;al o f: King Alain of 
Eseavalon. 

CAR DIGAN (1-16, 1- 17) : A region o f western Cambria oc­
cupied by Ir ish Tribes . It is normally d isun ited, joining to­
gethe r tem po rarily during the Card ignn War. Its people 
mos tl y raise livestock. Rul er: King Hcidyn. Vas5.l l of: no 

one. 

CardiAan (11- 17): A thriving sea pOlt tOW\1. It has :I ncw 
medium castle which replaces one recently {les troyed in wars 
(curta in wall , nank ing towers, round kcep). Ruler: Chid of 
the Is Coed Tribe. Vassal of: no onc, o r King of Cardigan 
(during Cambria n War); or King Lak o f Estrcgalcs. 

Cardigll n Shol'c (11-17, 1- 17,1- 1(;); A Ion,!; stretch of !;oast­
line wh ich is ve ry d:lIIgeTOlls fo r ships to I:l\ld upo n. 

Carew (1 1- 18): A s mall ca.~I!c (qn;Hlrangular cm1 nin w:ll l. 
gate tower) built ins ide 3 prehisto ric promol\tory fo rt pro­
tected by fi\'e deep ditches. A 14-foot Cclt ic cross s tands ncar 
Ihe easlle entrance. Ruler: Chief of Pembro Tribe. Vassal of: 
King L1k of Estregales. 

Clrlion-on-Usk (K - 18): [Caer1eon l During the Roman oc­
cupation this W<lS the pcnnanent Leg ionary Fortress fo r Ihe 
u-gio /I AI/gusta . It was called /sell Siluru m. TIle Roman 
fortificntions have been maintained s ince they len, :lnd now 
enclose the city. This was King Arth m 's favorit e c ity before 
Camelot was built, and is the site of his firs t mi litary vktOly. 
Outside Carliol1 is the so-called Round Tahl<;. <In :unphithca­
ter ..... here the Pendragon's men once lIle t in counc il. The ci ty 
now i'as a medium cast le (squarc keep on motte, twin -Iow­
cred barbical), <lnd bailey w all with nanking towers wh ich 
connect it to the c ity). Within it an' a lso Ihe Cdlie churches 
of St. Aaron ,lIld 51. Julius. It is also the 1)llTt for the Western 
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Flecl . Ru ler: Caste llan. Vassal of: King Arthur Pendragoll . 
(Fry, 327) 

Cmnartht'H (I- IS): TIle cily was established by the Ro­
mans , and was IJll~ trihal capita! of Ihe Demetae. Thi~ is now 
the on ly ci ty in Es lregal es. The magie i:lIl Merlin was bom 
here. He once blessed a tree, 110W call ed Merlin's Oak, and 
prophesied thaI as long as the tree stood, Carmarlhen would 
stalld N0I1heast of the city is Merlin's lIil1, wllere he once 
livcd, and ins it le which some people claim he is now sleep­
ing (l3ord, 96). The city has good wa lls. (It was incorrectly 
5.l id to he un-walled in KI/ ights Adw!I1turolts.) lIS current 
small castle is going to be replaced by a large casl le. Rulcr: 
Ci ty Counc il. Vassal of: King of Estregales. 

Cllt"ohaise (L- IG): (Wall) Thi s sma ll castle lIscd to be 0. Ro-
111all fo rI. Rule r: Cameliard. VaS5.l1 of: King Lcodcgrancc of 
Cameli(lHl. 

CoIIT{'!: C('llnCIl (1- 18) : 111is is a wood en enclosure with a 
SlOne tower, bu ilt on a breath-taking si te atop a 300 foot high 
limestone c rag overlooking the Tywi Rive r. TIle eas:le has a 
magical wishing well in a tunnel deel) beneath it. Its lord 
plans to build a more grandiose s tructure soon. (Fr)" 336) 
Ruler: Ki ng Dafyd of Ystrad l'ywi. Vassal of: King Arthur 
I'cndragon. 

Com'rg )"I" YSlwyd (.1 -16): 11le "Ghost S to lle" holds down an 
evi l spi rit. ( Ilord) 

C:lslell -y-U(' I'c (1- 16): [Abergynnlwynl A med iulll castle 
with a superlative posi tion perched atop ;1 spur of rock (an 
irregular curtain wall wilh two comer towers and a keep, 
connected to Ihe mountain by a fixed bridge pro tected by an 
outer b.1 rhica n). Ruler: KillS Gursalan. Vassal of: no one. 

Ca.~te ll Cullcn (.J- I1): 111is town, o riginally cstablished by 
the Romans , is locatcd al a strategic c rossroad. Its Roman 
fort has wom down, but good a tt empt s hnve Ix:cn made to 
maintain it. 'l1ll1s it has the status of a ~ trol1 g shc ll keep castle 
(curtain waH, corner tQwt:rs). Ruler: Chief of Gwerthrynioll 
Tribe. Vassal o f: King Bc1i nans of l'owys (early): Kin g 
Tathal o f Bu1ith (later). 

Ca~t elll11an: h (1-16): "March's Cas llc" This IS an ancient 
hill fort recenl ly rcoccupic{1. 1l1e king never takes orfhis hal. 
(lie has ass's cars.) Sec "TIle Adventure of King March." 
(Westwood, p 335) Ruler: M:lrch. cllicf o f Lleyn T ribe. Vas-
5.11 o f: Kin g Mae lgwyn o f Gomerct. 

Cas tell Molldy n (1- 17): An ancient h iH fort, whefe the little 
people have becn reported. (13ord, 97) 

C;I.~ t1c of the Cnl nc (J-16): A motte and bailey castle. Curi­
ous ly, a long wooden wall surrounds the vaHey at a radius of 
a mile. It is an independent kingdom. Ruler: Goron. chief of 
Caerin;on. Va.<;s;,1 o f: no OI le. 

• 
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Caverswall (L- 15): A motte and bailey castle. Ruler: Castel­
Ian. Vassal of: King Leodegrance of Cameliard. 

Cerl'ig Duon (J- IH): Here is the largest stone ring in Wales. 

Chartley (1..-1 6): A common ensile (2 baileys, inner with a 
curtain wall and towers; round keep (}n motte). Ruler: Castel­
Ian. Vassal of: King Leodegrancc o f Cameliard. 

Chcpslow (1<-18): (StrigucJl Strategically protecting the 
mouth of Ole Wye River, it s tands atop a limcstone ridge 

Kingdoms of Cambria 

whose north cdge drops straight to the river. Chepstow is 
being strengthened to be a large castle {curtain wall, large 
square keep, c urtain wall. six round towers, 3 separ:r.te 
haileys, barbican}. Ruler: Castellan. Vassal of: King of Es­
cav:r. lon. (Ooltorn!y) (Davison #95, Darby) 

C IIES IIIR E (K- I5): Cheshire is a county which embraces 
the land of the Chester Plain . Ruler. Duke Randle. Vassa l of: 
King Arthur or King Galihodin of Norgales, depending upon 
the intrigue that year. 
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C hesle r : See Ci ty of Legions. 

Ch c.~lel"l on (L- IS): Towil at a erossrond . Vassn l of: Killg 
Lcodegrance of Cameliard. 

Cily of Legiolls: (K- I5): (Chester] ' J1 lis used to be the per- ' 
manenl Legionary fortress fo r Ihe Le8io XX I1:l feria V,rlri.t. 
'111e leade r ret'lins his ROJllall litle , but lil!le else of the old 
Roman army organization remains. Now it is a walled sea­
port c ily with a medium castle. 111e la rgest city in northem 
Cambria, it is a great source of income fo r the Dux a leshi re. 
It has a fine castle, nnd the largest amphitheat er in Bri tain, 
capable of holding 8,000 people (far larger than the entire 
population of the ci ty). Its city walls nre sometimes haunted 
by a Legionary Ghost who helps keep walch. 111e city is 
fnmolls for its tanneries, Cheshire cheese, Hnd the mystery 
plays of the Cheshire Cycle. Rul c r: Duke Randl e of the 
Cheshire. Vassal of: King Galihcxlin o f Norgilles, Of KillS 
Arthur Pendragon (depend ing on the polilics and int rigue 
this yen r). (Wilkinsou) (RD, 362) 

C lifTonl (J -17): A shell keep cas tle (on a motte, a polygonal 
enclosure, wilh th ree towers and a gatehouse), Sec "Allvcn­
lUre of the Dolo rous Wynn ." Ruler: L.,dy Fe llews. Vas..<:al o f: 
King Aravn of Dryeheiniog. (Darby) 

C locacl1 og Fores l (.1- 15): The Fairy Cow c"lled Y FlIlI'ch 
Frech (Ihe Freckled Cow) has hccn seen he re. She can be 
mi lked withollt limit, prov iding a great Sift tu the p.:as,mts 
who tend her. (Rord, 109) 

Clull (K- I6): (Davison 1t21). Where the Usk and Chm !ivt:~ 
meet sits this Slllall cast le (curtain wall, gatch.mse, 3-story 
keep (curiously buHt hal f on nnd hnl f off a motte), and a 
second palisll(lcd bailey). Rul er: Chief of Chm Tribe . Yas. .. :d 
of: King I3clinans o f Powys (early); Garnemasler Oplion 
(later). Sec the "Adventure of the Cambrian War. H 

ClynnoJ! Fa\'T (I- IS): A Inrge and powerful Celtic monast ic 
community. and seat of SI. Bueno. 

Coily (J - IS) : A small caslle. wi th an ext ra bailey (on ::I molle 
with a weI moat si ts a curta in wall ililtl rectangular kcc p wi lh 
gatehollse, and lower, ::I larger bail ey wilh earthworks). 
Ruler: Chicf of Gorfynydd Tribe. Vassal o f: King Ala in of 
Escavalon. (D::Ivison 1198, Dollomly) 

Co m her MCl'c (K-IS): A smalll:"lkc. Beneath il is un under­
water c it y which can someti mes be secn. One time a man 
ro-.ying ac ross the lake with a bell for Ihe ahbey cursed, and 
unseen hands lipped the boat over, drowning him ami stea l­
ing the bell. (Williams, 30) 

Comhcr MCl'c Abb{'y (K- IS) : A C islerci::lll (White Monks) 
abocy. (Williams, 30) 

Conway (J - J5): Aft e r Ih~ war, a castle will he hui lt here. 
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Cm'well (.I - IS): A lown on the Dee Ri ver. 

Crll"cnlr: (1.- 16): Seal of the Roman bishop who oversees 
ehurcll :Irfa irs for all o f Cameliard , Cheshi re, and Orofoise. lt 
is manned by regula r canOIlS. 

CrOl{'k lIitl Road (J. IR): Along th is stretch of Roman road 
travellers may have the "Adventu re of Craek Hill Road." 
Along this iw1ate{j stretch of Roman road Ira vellers may feel 
a greal weight pressing on them (Energetic , knights are 
s lowed to a c rawl] . Then, what appears to be a fat man rolls 
down the hill. and explodes in a shower of sparks. (Dord, 
103 ·4) 

Craig-y- Odinas (.I - HI): This hi ll is a fa crie s tronghold. One 
time a magician t(Mlk a local man into the hill where he saw 
many .~lcepin g w'lrriors. He was to ld he could take sOl11e 
gold, and tlla l if he r:lIlg a bell it would wa ke a warrior who 
would ask " Is iltillle yet?" T he 1IIi11l said, "No, 1I0t yet," the 
first time, and got away. He forgott1lc second time (failed his 
Val or) and was beatcn, robbed, thrown out and afterwards 
had on ly ill luc k. (n o rd, 105; Weslwood , 363) 

C ri t;:cicl h (I- IS): A medium cas tle buill on very advanta­
geous ground (curtain walls, si mple gate, one very large 
lower (called the ElIgi lle Towcr) and a S(luare keep) . After 
the war, it is greatly s trengthened. Ruler: Chief of Eifiony{ld 
Tril"IC. Va~,l of: King Maclgwyn of Gomere!. 

Crill: Ellcryn (1- 17): Th is IU lIlulus (pre hi s to ric burinl 
mound) is known 10 be till: buri al III ace of a great prince. It is 
also tile hOllle nfl he Rocvant Wynn . (Dord, 98). 

C\\ l-y-HlIg.lil IIml Hon-y-Com r (.J - IS): A prehis to ric stone 
const ruction and IIc,u"hy pillar have a connected story. "The 
Shepherd's Hut" is a sct o f stones which used to be a cham­
bered burial mound , now with the sloncs exposed, It was the 
horne of a g iant who herded a n ock o f sheep ilearby. His laz.y 
dog wcnt home to sleep, so the g ianl thn:w his sL,ff at il . 
11 1\15 the nC:1 rby pilla r is "'Ille Giant's S t:1 ff." (nord, 114) 

Vean Forest (K- 17); 'Ille ancient forest primeval of Dean ~ 
has recelllly g rown enchanted, being full of channs and con­
fu sions which send kni ghts back ho me, ensnare them in 
glmllour, or snare them with dark llJ:Jgie. No Olle has been to 
the land of Ergyng in years, See "The Adventure of the Do­
lorous \VyOll" for detai ls. 

Vee nivcl" (J - IS): '111is is the Illajor river of Norlhem Cam­
bria . 11 nows fronl Llyn Tegid, no ws cast past Dinas Bran, 
and tUTIIS abm pcly north in Ihe Olcshire Plain pasllhc City of 
Legions, and finall y empt ies through a brond estuary into the 
Irish Sea. 

I)qlann wy (J - IS): 'Ole main scat uf po wer for the Killg of 
Gomere t. This is a double-motte cast le, further strengthened 
hy its hilltop location , and Ihe ancient earthworks which ell­
close it and its tOWIi. Ruler: Killg M;lc1 gwy n of Gomerct. 
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Vassn l of: No one (early); King Anhur Pcndrngoll (Ialer). 
(Davison #1 01, Darby, BoUolllly) 

Dcnbigh (J- I5): A motte and bailey castle. Ruler: Chid of 
RlllIfoniog Tribe. Vassal of: Kin g Mac lgwyn of Gomere!. 
After the war, a large castle and enclosed town will be built 
here. 

Devil 's Bridge (J· 17) : The River Mynach here h:ls be:lllti fu l 
waterfalls and gorges, crossed by 3 bridges. TIle highest one 
was buill by the devi l, who had been promised the soul of tile 
first creature 10 cross it. He was tricked when a woman re­
leased her dog to dash across, useless to the devil . 

Di li llS Un lll (J · IS) : A lOOO-fool higll hill is topped by an 
ancient hill fon . Inside that is a mediu m castle (rectangular 
stone enclosure, gate house, brge D-tower, a square keep). 
Sometimes it is called the Castle oflhe Ra ven (" Oran" me31lS 
Raven in Cymric). Allem3livcly, il is conside red to have 
been the stronghold of Bran, Iht;; anc ielltman, gianI, or god of 
the region. Faeries have often been seen here. Ruler: Ol ief 
Dogfdli ng of Edcimion Tribe. Vass:.1 o f: King Galihodin of 
Norgales. (Westwood, 338; Bord, 109) 

Dimls Din lle (1- 15): All ancien t Il ill fort, now abandoned_ 
According to legend, Gwydion, the tlmid·god, lived here 
when he raised the hero·god LIeu. (Ilord, 11 3) 

Di nas Rill/·Ys (1-15): A small cas!!e (strong n.:c tangula r 
tower, built within a Roman enclosure). TIle "Fort of Am· 
brose" was originally a prehistoric hill forll'ess on MI. Snow· 
don. Later Ihe Romans built a s mall garrisOfl fa n to guard the 
copper mines nearby. After the Rom3ns the tyrant Von igcrn 
came to hide here, and tried to build a tower which mysteri­
ously kept falli ng down. They brought a fatherless boy to be 
sacrificed to appease the spirils, bill it was Merlin the Magi­
cia n at his first public appearance. He prophesied the actual 
cause, lind under his instructions two dragons were discov· 
ered who rought each night and shook down th e castle. Vor· 
tigem ab:lndoned the s ite and gave it to Merlin , who later 
gave it to Aurelius Ambrosius (or in C:l mbria , Emrys Gled· 
wig). It has since fall en to the King of GOll)efel. Merlin 's 
treasure is hidden someplace nearby, to be re trieved when a 
hoy with yel low hair and blue eyes hcars a bell ri ng, where· 
upon • rock will fa ll aside to reveal a gold cauldron full of 
riches. (Borel, 113; Westwood, 339) Ruler: Chief of the Arfon 
Tribe. Vassal of: King Mael gwyn of Gomere!. 

Oi na5 1'owys: An ancient hill fort , rece ntly reoc(;upied. Vas· 
sal of: Proprnetor Honorius of Gwcn!. 

Dincrwr (1-18) : Small castle built on a roc k out crop (ollter 
curtain wall with ancient earthworks , inncr curta in wall, 
round keep). Ruler: Chief of Cantrcf Ma wr. Vas-';al of: King 
Dafyd of Ystrad -rYwi. 
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Dol:lllcOlhi (1 -17) : Ancient gold mines with Sleeping Saints. 
In Rom'lII ti mes, gold was mined here, whose tunnels arc 
easi ly found. TIle Five Sleepers life the sons ofCynyr Farfdr­
weh, whose brother worked for King Anhuf. They sheltered 
in the caves during a thunderstorm II l1d fell asleep. 111e story 
doesn't say why they stayed (that's hal f the scenario). Once 
the devil lured a local girl , Gwen of Dolaucothi, into Ihe 
mines where she was not welcome. 111e Saints imprisoned 
her for punishment, and now in stormy weather her ghost 
wanders .tlll: crags, wailing her sorrow. (Bord, 98) 

IlolwYllllcilln (J - IS): A mediu m cast le guarding the Conway 
River. It stands atop the towering ridge of Mod Sillbod. TIle 
town nearby is called Bryn-y-Gefeyliau . Ruler: Ch ief of Ar· 
llechwedd Tribe. Vassal of: Kin g Maclgwyn of Gomere!. 
(Bollomly) 

Broitwich (1..-17): A salHnining town, also known fOf its 
medicina l brine sprillgs. VaS;;'11 of: Galvoi. 

BlitHey (1.-16): A common castle (curtain wal1, gate house, 
turrets on comers, square keep on mOlle). Ruler: Castellan. 
VasS:ll o f: Killg Lcodegr.lllceof Camdiard. 

BUli lmlil Mlissey (K· I5): A mott e and b.1iley castle. Ruler: 
Castellan . Vassal o f: Duke Randle of Chesllire. 

ELFAEL (.1-17): A smoll kingdom in the Cambrian Moun­
tnins. 

I::RGYNG (K· I7): A kingdom within tIle Dean Forest, now 
lost to outsiders si nce the forest Ixcame enchanted and im· 
passahle . Sec" Adventure of thc Dolo rous Wynn." 

lo:5CAVALON (J· 18, K· 18) : Escavalon is a rich and pros­
perous kingdom , genera ll y stable and peacefu l. It includes 
Gloucester, whose du ke wages incessant felld against his 
rivul in Clarence, Gwent, and Morgannwg. Ruler: King 
Alain . Vassal of: Kin g Anhur Pendragon. 

ESTll.EGA t ES (11 -18, 1-18) : Estregales is an Irish king· 
d O rl) . Its cJl ivalri c strength is concentrated in the county of 
Pembroke, and includes the city of Carmarthen. Ruler: King 
La k. Vas;;.,, 1 o f: King Anhuf Pendragon. 

Ewias Ihu-oM (K· 17): A shell keep castle. Ruler: Chid of 
Ewias Tribl:. Vassal of: King Alain o f E'scllvalon. 

Fli nl (K · IS): A port lown which exporlS lead from the 
nearby hills. Aft er the war, a concentric castle will be bu il! 
here. 

F,JUI" Stcmcs (J · 17): These arc standing stolles which mark 
tile graves offour ancient kings. When they can Ilear the bells 
of R:ldnor ringing they walk to the river to drink. (Bonl, 105) 

Frc ni· ... :nvr (11-17): One time faeries invited a shepherd boy 
to dance with them here, and he d id . Hecou ld stay as long as 
he never (lrank fWIII a cen:J in well, whidl he finally did. 
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whereupon he found himself back in the cold world. (Bonl. 
96) 

FrodshullI (K-I5): A motte alit! bailey castle. Ruler: Castel­
Ian . Vass31 of: Duke Randle of Cheshire. 

GALVOIE (K-17, t.,.17): A kingdom which is lost, hidden 
deep within the enchanted fore st. Ruler: Unknown. 

Gcllig:ICI' (,J- IS): A town. 

GenOl~u (K-18): This is an ancient hill fort. in which burnt 
ruins can still bcseen. TIlis is the ruined fort where Vortiscrn 
was des troyed by Aurelius Ambrosius. (Ashe. 108) 

GLOUCESTER (L- 18): A county at the mouth of the Sev­
ern River. Its people arc always fighting th e people of nearby 
Cl3renee. Ruler: Duke Morvid of G loueester. Vassal of: King 
Alain of Escavaloll. 

Gloucester (L-18): A city, originally founded as a Roman 
Yeterans' colony of Gft!l'llll/, it is now the main city of the 
Duke of Gloucester. It has a mediUITl castle and a Inrge IJcne­
dietine abbey for both nuns and monks. IIll11s a Greyfriar's 
Church. Ruler: City Council. Vassal of: Duke Morvid of 
Gloucester. 

GOro.-II~RET 0-15, J - I5): 11le 1I10St powerful north Cam­
brian kingdom, which includes Ihe la nds of Mon, Gwynedd, 
and Snodonia Ruler: King t.laclgwyn Vassal of: no Olle. 

Goodrich (K-18): Ancr the war (but unrelated to it) II small 
cnstle will be built here which is ~lowly enlnrged to he ~ large 
cn~lle . (Oavison #33) 

Gop Cllirn (J- IS): 111is four fool high cairn is a huge grave 
for Romans killed in b.1ule. TIleir unhappy ghosts haYe Ixen 
seen here. 

GOWEH (1-18): [Gwyrl A kingdom which forms tcmporar­
ily during the Cambrian Wnr. Ruler: King Huei!. Vassal of: 
No one. 

Gowcr (1-18): A peninSUla in southern Cambria. 

Gl'ttn Islands (11- 18): 111is underwater land, off Milford 
Hayen, can sometimes be seen. 111e elYes who live there 
sometimes corne to market in Milrord Haven, neVer speak­
ing, and always paying with the exact change. They come to 
shore by a secret underground tunnel. (Westwood. 352) 

Grosmon t (K- 18): A medium castle. and one of the "TInce 
Castles" (curtain wall, large rectangular keep. gute house, 
d-tower). Ruler: Lord of the 111rce Castles. Vassal of: King 
Alnin of E.<;cavalon . 

GWAELOD O- 15/16}: A rich Cll11tref in northefll Cambria. 
Ruler: Gwyddno Garanhir. Vassal of: 110 one. Sec "The Ad­
venture of the Besl Wine in the World." 
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GWHI-y-Filias t (I- IH): TIle "Greyhound Oitch's Lair." TIl is 
is an ancient s t:mding s tolle with three uprights, and a 25-lon 
capstone which is 14 feet across. On Mids ummer Eve the 
capstone twirls ar{)und. TIle slones also grant wishes madc 
on Halloween Night. (Oord, 105) 

lI arlcch (1· 15): A village. After the First Cambrian War, n 
concelliric castle will be built here. III mythical timcs, after 
the god Bnin was wounded by a poisoned arrow, he was 
decapitated, nm! th'; head home about by seven com panions. 
"111ey stopped here for seYen years as ",1rt of their great As­
semhly of the Wondrou:> Head before going on to London. 
wht-re the hcad was buried. 

II lu'erronJ (11 - 18) : A small castle (outer baik')'. inner bailey 
with extraordinarily thick curtain walls, tower, smllil keep) . 
Ruler: Chief of Rhos Tribe. Vassal of: KillS I .... lk of £SIre­
gales. 

Ii all a l·den {K- I5l: A small castle (curtain wall, two ditches. 
round kcep all ll1(l\{e). Ruler: Chicf of t.'laelor Tribe. Vassal 
of Duke Randle of Cheshire. 

Ilcrefoni (K- 17): Sile of a Motte and bail ey castle, See "Ad­
venture o f the Dolorous Wynn." Ruler: Castellan. Vassal of: 
King Caradoc of Ersyng. 

Hcreford Bcacon (K- 17): TIlis hill fort is the s ite of the lasl 
s tand of Caratacus. lhe valianl Celtic leader against the Ro­
man ... II i<; now ah:lI1doncd. (RD, 3 13) 

Hult (K -15) Aftcr the war, a ~mall castle will be buill hcre. 

tl ll ly I ~k: (1- 15): [1-lrJlyhead l An island west of MOil which 
is mustly oorren rock. 

II ndt'eh (1-15): After the war, a concentric castle will be 

built hcre. 

I S Ll~S OF CAM IIUI A, T111~ (1- 14, (- IS): Principa lly M6n 
and Iioly Isle, and including Lhlllddwyn Is, and the other 
tiny islnnds shown on the Map of Mon. See "AdYenture of 
the Paulag Cal." 

Kcncht·~ t er (K-J 7): A town al a ford of the Wye River. It has 
decrepit Roman fortifications. 

Keurig (J - IH): A small caslle, with its motte heaped up 
around the basemcllt of the keep (curtain wall, large round 
tower in a motte) Uniquely, the tower is actually within the 
motte here, as if having a b.1scmenl. Rulcr: Cnstcllan. Vass.,1 
of: King Alain of Escavalon. 

Kid\\ elly (1-18): A large castle ncar the coast of Cannarthen 
!Jay (outer bailey of ditch, cllrtain walls, \wo gates with snlc­
houses, and three D-1owers; inner bailey with curtain walls. 
four towers, gnte and gateworks; and a chapel lower perched 
on the cliff s ide). Ruler: Chief of Cedweli Tribe. Vassal of: 

• 
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Killg Lak of Estregales (usually); King of Gower (During the 
Cambrian War). 

La Uelle Regard (L-14): [Melandra Castlei A small castle, 
formerly a Roman fort . Ruler: Morgan Ie Fay. Vassal of: no 
one. 

Laughurnc (1-18): a motte and bailey castle. Ruler: Chief of 
GwarthafTribe. Vassal of: King Lnk of Estregn[es. 

Leintwardine (K-l7): A town. 

Tribes of Cambria 
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Llanaroll: A Large Celtic monastery located inside the city 
of Carlion, dedicated to SI. Aaron. 

Llanb:uhlrll Fawr 0 -16): A large Celtic monastery. TIle 
community here follows SI. Padam, the founder. He does not 
like ArHllIr, who once tried to seize a cloak frolll him. How­
ever, the monk called upon God for help, and Arthur was 
Slink into the earth until hc apologized. (Ashe, 135) 

Uanclwf:H\ (J-19): A large Cel tic abbey. 

LAND 

.. AW[NYOO 

SIJYf 
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L1arlllllwyn Is land (I-IS): 111is is a tidal island. connected 
to Moo by a peninsula at low tide. Hcrc is the church of St. 
Dwynwcn , thc patroncss of true lovcrs. Pcople come here to 
discovcr thcir chances of success at love, and gct answcrs by 
reading the movement of eels in the pool. (Bord. I 13) 

L1andeilo Fawr (l-18): A bishopric for Escavalon, and a 
I::!rge Celtic monastery. 

UandcilIJ Grahln (J- 17): A former church, now nlincd by 
the wynn which lives here. Sec "Advcnturc of the Do lorous 
Wyrm." (Bard. 104) 

LI:lIulo\'uy (J - 17): A small castle (curtain wall. molle with 
stone tower, D-tower). Ruler: Chid of Cantrcf Mawr. Vassa l 
of: King Dafyd of Y s trad Tywi. 

LlancJwy (J- IS): A large Celtic monastery who~ founder, 
St. Asaph, is also the bishop of Gomcrc t and Norgales_ Vas­
sal of: King Maclgwyn o f Gomcret. 

Llnnfol' (.I- IS): A sma ll Celtic :lobey 011 Ll yn Tegid . 

Llnngollcn (K- I S): A Celtic monastery found ed. and cur­
rently headed by. SI. Collcn. a priest hostile to King Arthur. 
Sec also Valle Cnlcis. below. (A.she) 

Lia ll J;orse L ake (1- 18): This miraculous lake has many 
strange evcnts attached to it. This was once a rich vatll-')' , but 
a lIlall murdered to gain the wealth necessary to get a wife, 
and in protest the lake drowned their lands. Sometimes the 
lake is bright green, and at others it is stained with scarlet 
currents. Some say it is now Ol1e of the homes of the (or a) 
Lady of the Lake, whosc other-worldly orchards and fields 
can sometimes be secn. (Westwood, 346) 

L1angua (K-18): Faeries have been seen here. (Bonl. JOt) 

Llallgwyfan (l- I S) : A hill fort. A treasure is available here, 
with the iron ring handle sticking from the earth. However. 
whenever anyone tries to take it, a great storm rises and 
driveshirnoff.CBord,lll) 

U:mhillcth MOllnhlill (J-18): A hag lives here. She is the 
Old Woman o f the Mountain, and wears a 4-comered hat, 
ash-colored clothes. an apron thrown over her shoulder, and 
carries a pot and/or woodcn cane. She leads travellers :lst my. 
even when they know thc rood. (Bord. 1(0) 

U :lI\io (1- 17): A Celtic abbey. 

Llan 1111011 Fuwr (l- 19): [Uallwit Major] A monas te ry fa· 
mous for its school las t generation, thanks to the teaching of 
St. IlItud. It has a Perpetual Chior which sings hymns all <11y 
and night long. 

Llllninll (I· 17): A mermaid has often been sec offshon' llere. 
(Bord,97) 
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1.lans lc"han (I - 18): A s lld l keep castle, with its molle being 
a natural crag. Rulcr: Castel lan. Vassal of: King Lak of Estre­
gales. 

Llaniamam (K- 18): A large Cistercian abbey dedicated to 
Sl.lulius. 

L1awhmlcn (I1- 18): A sma ll castle (curtain wall. small 
tower). Ruler: Castellan. Vassal of: King Lak of Estregales. 
(nollomly) 

Llan wit I"' ajor : See Llan IIUud Fawr. 

Llyn Carr ig Dach (I- IS): 11lese peat bogs were used by the 
dnzids to dedicate treas ure to the gods. Now the treasure is 
sometimes dug up by farmers seeking fuel, and the bog is 
hnunted by the warring ghosts of Romans and druids. (Bord, 
114 ) 

Llyn Cmll Llwch (J -18): 111is small lake in the heart of the 
mountains has an ill visible is land in the center. On May Day 
a certain rock hy thc shore 0 1}(IIS up, and vis itors can go 
through a tunnel to the raerie garden on the is land. At the 
door a smallman in a red coot wanls vis itors to tnke nothing. 
Ir they comply, they can spend the day in an dven paradise. 
If they take anything, thcn the door will never open again. 
(llonl, 104) 

LlY Il - r~III - Faeh (J - 17): According to legend. a fa erie maiden 
livCo." hc.nealh this lake. She comes out and marries a mor1al 
lI1an, and stays with him until he violates her taboo by s trik­
ing hcr three times. AI the third blow she departs with her 
callie. However. wlher tlHln makillg hc.r husband a pauper, as 
usually occurs in these cases. the maiden continues to visit 
wi1h her three sons who are all famous physicians. (Bord, 97) 

Llyn Llcch 0\\1:11 (1- 18): nlis lake has a magica l origin. It 
was rormed wh en the care-taker, named Owen. forgot to pul 
the cap 011 the well. 111e well ovcrnowed and made this lake. 
(Bord,97) 

Llyn Tcgid (1- I S): [BOlla Lake] 111is long lake is the largest 
in Cmnbria (4 miles by over 2 miles). It sepnrates the Nor· 
gal es Moulltniqs from the Berwyn Mountains. It is the source 
of the River Dec. An underwater city can sometimes be seen 
beneath the Iilke. (Dord, J 12) 

LlYIi yr Arane (l- IS): An avane lives in this pool. Also, the 
Tylwyth Teg h:lVe becn seen nearby . (Westwood. 331) 

An Avanc 
A valiant kn'"ht SI!Uggtes agaill$t an av;u lC as il tr ies to pull h im 
into the take, where he wfMJ ld Quickly drown In his heavy 
l-h,';n armor 
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Longlowli (K-18): A small castle (double bailey, round keep 
atop th~ mou e). Rule r: Castellan. Vassal of: Killg A lain of 
Escavalon . 

Loughor (1- 18): IU wchwrJ A motte and bailey castle, inside 
an old Roman fort . Ruler: Castellan. Vassal of: King J...1k 

Ludlow (K- I7): A medium castle atop a 100 fool high rock 
prominence overlooking River Temc (oval enclosure with 
cliffs or a dry rock-cut mool, curtain walt, g:He lower, 2 
square and 2 polygonal flanking towers) . Ruler: wrd of 
Ludlow. Vassal of: No One . 

Lydney (K- l S): A hill fori was built up a century ago whcn a 
healing temple was raised here. '110uSIl wiltlin the olherwi~c 
impassable Dean Forest, it is sti ll a very active Pugan healing 
temple. It is dedicated 10 the god Nodens (a chieft:!in god, 
also known as Nudd or L1ud, thc god of the sun, war, and 
death). 

M ucclC!i liekl (L - l S): A motte lind bailey castle . SlrollglloJ.! 
of the King of A1lHms. Ruler: King (Pennalh) Amans. Vas~,aJ I 
of: No One. 

37 

l'\ laen C eli (1-1 8): '11c "Stone of Celi" is a chambered lomb 
with a 25-ton capstone. On the full moon an annored ghost 
walks to the sea to drink. On Midsummer and A ll Hallow's 
nighls the ~Iones Ihemselves go down to drink; Also, at this 
site, girl s can perform a ritual by leaving barley and honey 
cakes a:. offerings, and thcn emwl around the stones (either 
three or seven times, depending on whose authority is 
inlsled) to see If their lovcrs were faithful. (Bord, 105) 

1I. Iaen Tyri llwe : TIle t)llrial plac!;': of Pryderi, a hero-god of 
:-;olllhem Calili>ria who was killed here by the dmid-god Gw­
ydion in mythic:ll till1es . (Squire) 

Ma iden Custle (K- IS); '11is abandoned Iron Age hill fort 
encloses 1.5 acres, and has a double rampart on its south and 
eaSl slol'lI!s, ant i the cntrance in thl! cast side. (Wilkinson, 
! 10) 

l'\ l a lpas (K- I5): A town. Nearby is II mot Ie, whose caSlle was 
hllrned down years ago. 

--



Savage 9;{OIJ1IiaillS 

Manorbie r (11-18): A Inrge castle (two curtain enclosures, 
round towers on outer wall, square towers on inner wnl!, 
squnre keep). Ruler: Cns te!!an . Vassa l of: King L.1k. 

MarkcllJrayto ll (K- I6): A town. 

l\'l cllni S h"ail s (I- I S): 11le body orwale r be tween Mon and 
Gomere!. 1110ugh only 200 yards to 3/4 miles wide, il re ­
qui res n boat to cross sn.rc!y because the lides can be so 
treache rous. 

Mcnevin (l (-11): [Menyw, SI. Dnvid'sJ This is the first mon­
astery ever established in Britain, started by Saint Dewi nfter 
he returned rrom a trip to the Middle E.1St. It is Benedict ine 
(Dlack Monks). Dewi is no w also the Archbishop or Orita in, 
and has moved the ecclesiastical govemment here. A beaut i­
rul cathedral is being built . It is also a thri v ing sea port :l11d 
ci ty, centrally set amidst the Irish sea lanes. 

MERIONVOD (1- 16): A s mall ki ngdom cente red in the 
Dyfi Ri ver valley. Its people arc Pagans, and reportedly wor­
ship a powerful, and b.1d, god . Ruler: King Gurgalan. Vassal 
of: No one. 

Mclchlcy (lAG): A lown . 

1\1idtl lt' wkh (K- IS): A salt-produc ing lown . 

1\ 1ilrord Havcn (11- 18): A 13I"ge iulct, and a prosperous IlOrt 
town on that inlet. It is a lso ra mOlls fo r its fishe ries. 

1\ 10111 (J - I~): A moll ea utl hailey C3SIJc. In 430 St. Gerlllal1u.~ 

led the lI:.tives 10 :I gre:l! victory here ngnillst the heathen 
Irish and Picl invade rs. Rule r: Caste llan. Vassa l of: Duke 
Randle of Cheshire . 

M Oll (I-14, IS): (Anglesey) M on is a wide is land scp3rakd 
from the mainland by the Me na i Str:.il. It produces wheat, 
barley, and 0.11s, and is rich in herds of callIe and sheep. It 
also produces lead, s ilver, and copper, especially at the Parys 
MI. Sec "Adventure or tile Pa ulag Cnt" ro r Illo re. 

Monmouth (K-IS): A market town at the junction of the 
Monnow, Wye, and Trothy rivers, and s ile o f a small cas tle 
(p:. Iis.1ded bailey, molle with a small keep atop it ). Rulcr: 
Castel Ian. Vass.1l of: King Ala in of Escava lon. 

l\'lontgomcry (K-I 6): sce Red Cas tle. 

Much WClilork (K-10: A Jarge Cellie abbey fo r Huns. 

Naill Forest (J- 18, J -19): The land or Morgannwg is cov­
ered by hilly forests, m ilch o f which is impenetmble to 
mounted men. The entire ex panse is called Nai n Forcst, or 
Dwarf Woods, because the Killg ofth c Dwarfs has been met 
there. 

N:mtwich (K-l 5): A market town on the We:.vcr River, ex­
porter of salt, and si te of brine baths. Sill'. of a motte and 
b.1i1ey castle. 

Nal"l lc .·th (11 - 18): A town . Former s ite of a motte and bailey 
castle, now destroyed. Also, long before tllnt it was thc nll ­
eient sent or Pwyll :md Pryderi, the myth icn l mlers or Dyfed. 
Nea rby is a burial mound, where Pwyll sat when he mc t 
Rhiannon, the horse godde~. 

NClIth (1-18): A molle and b..1i ley c.1stle. Rule r: Chicr o r 
Gwrinydd Tribe. A town famous fo r ils tin and iroll working. 
Vas~1 1 of: King J..;lk o f Es trcga les (usually); King o r Gowcr 
(during Cambrian War) . 

Newells lle (J-18): Small eas tle (cUl1ai n wall, gate tower, 
keep). Rule r: Castellan. Vassa l o f: King Alain of Escavalon. 

New"ort (J - IS): Medium cas tle at the mouth o r the Usk, 
with a unique wat e r g:ll e whieh nllows boats to s.1 il right into 
Ihe t{>wer nl high tide (clIrhlin wall, gate tower, two square 
towers, w:llcr gate, 2 po lygona l towers). Rul er: Chief of 
Gwynllwg Tribe. Vassal of: K illg Ala ill or Estregale.o; . 

Non's W ell (11- 17) : Living ch se to Menevia, S t. Non is the 
molher o r Archbishop Dewi. She tends a nearby healing 
well . (Bord, 98) 

NO HGA LES (J- 15): A very troubled kingdom of northem 
Cambria. It is dismembered lluring the Camhri:ln Wnr. Ruler: 
King G.li ihodin . Vassa l of: King Arthur Penliragon. 

N"rth wic h (K-15): A mOlle and b:li1cy cas tle protects this 
town, the cente r o f thc S:l lt industry. 

Ogmol"e (.1 -19); A small tower at an unusu:.1 rord over thc 
Ewclln y River which cons ists or stepping stones from the 
oute r bailey 3cross the river (cllnain wall, keep, sepa rate hall 
and 50131). 

Ocrfa (J-16) : A small vill3gC, home o r Morgana yr Oerfa , a 
no ted Pagan wise woman (witch). 

O ROFOISE (K- I6): Orofoise is a rich Innd or the Sevem 
River valley. Rul er: E.1r1 Gwarthell. Vnssa l or: King Bcl inans 
of Powys. 

Ol"OqucIcncs (K- I6): IWroxeter) This was once the fourth­
larges t Romano- Brit ish cily JlirOCQlliulII , and ca pital o f the 
Cornovii tribe. Afte r the warriors of the Cornov ii fam ily de­
paned in Vortigcm's lime to conquer DUllmonia (now Com­
wall), il declined rapidly. TIle walled city wou ld be 011 the 
merehanlS' regul ar c irc uit exce pl thaI ils barbaric ear!, 
Gwarthcn, allows his vassals to allack any mcrclmnts who do 
no t ha ve his (very expens ive) invitation to visi t. ILo; trade now 
comes froll1 contact with Ihe mOllntain tribes, nnd occasional 
contracts made with nearby kings. It has a small castle. 

O.~ \I'cs try (K-I 6): A she ll keep cas tle. Ruler: Sir Reginard. 
VasMl of: Duke Randle of Chcshi re. 

I'ainscastlc (J - I7): A moUe and bailey castle with a stone 
tower. Rul er: Lord o f Pa in. Vassa l of: No Oue . 
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I~ASE (1..- 14); A small kingdom which commands the upper 
Mersey River. Ruler: King of Pase. Vassa l of: No One. 

Pase (l~- 1 4): [Mancheslcri A small custlc, formcrly u Roman 
fon. and strongho ld of the kingdom. Ruler: King o f POIse. 
Vassal o f: No One. 

Pea k, T he (1.. - 15) : (Kinder Scout] This distinctive peak 
(2088 feel) rises abmptly amid its ne ighboring hi lls. IJcneath 
it is a water cavern where the loca l spi ri t is honored wilh 
Pilgan ritcs. 

Pembroke Peninsu la (1 1- 18): A heavi ly populated l}Cninsulu 
of Estrega lcs, named aflc r the Irish t ribe which lives thcrc. 

I'embroke (11- 18): This large cas tle is the primary seat for 
the King of Estregales. It is a very s trong castle, with a secret 
passageway to a sea cavern below, whcf(~ the king's royal 
galley waits (on a I>oint of land with dirrs on two s ides; oute r 
curtain wall with gate works, five I'OlIml towe rs; inlie r curtain 
wall with one round lower, one D·tower, and a huge rou nd 
keep). Ruler: Cas tel lan. Vassal of: King L.:.Ik of Estregales. 

I'enhidgc (L - 16): A Roman fort which is s till nwinta ined 
by King Leodegrance of Cameliard . 

I'cll-y- lhrn.:n (J - IS): ATown . 

llennal (1- 16) : A fonner Roman fon , now much worn. 

I'enll ll ni Mchln gcl l (J - I6): Here Mdangcl l, the dau ghter of 
an Irish king, is a hermiL A local prince, !lamed Brocllwcl 
Ysgithrog, was hUnting hares, but ..... hell the pr.lying saint 
shelte red them from him he was so impressed lI e be(;ame a 
Christian and gave her the land . (Bonl, 117) 

Ileuninc: Mis (L.- 14): A chain of hills and mounta ins whidl 
nms the length of central Brita in, and fo rms the nor th eaS1enl 
boundary of Cambria. 

Peveril (I .. - I S): A small cas tle atop an a lmost inaccessible 
ridge Oriangular bailey, cunain wall on two sides, precipice 
on the third, sma ll keep). It is the s tronghold of the Lord of 
the Peaks, an independent lord. Ruler: Lord of the Peaks. 
Vassal of: No One . 

I'l e lln~ (1- 16): IAberheidol]l1lc "Cnst le of Tears," whose 
lord maintains an evil custom. No ships land there, and the 
monks at lIanbadarn Fawr forbid anyone to go there by road. 
It is a mOUe and bailey castle (earthwork enclosure. motte , 
on a rise o f ground). Ruler: Sir Breunor. Vassa l of: Duke 
Galaholt of the: Long Isles. Jt is later replaced by Aberyslwilh 
Castle, built nearby . 

1' liml i1ll11l0ll M ounta ius (J - 16): A cluste r of 11Iourua illS 
around a peak o f 2468 feel. It is Ihe source of the Sl;vl;rn, 
Wye, and Ystwyth Rivers . 

1'001 (J- 16): A town on the Severn Kiver. 
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Post Coeh (J - I6): TIle "Red Pillar." A wyrm lives nearby . It 
call be killed by us ing this stand ing s tone, which should b..: 
coverl;d with spikes, then draped in a red clot h which ungers 
the wynn so much it attacks and impales itsel f. (Ba rd, III) 

Powis (J- I6) : Molle and bailey castle. Ruler: Ch ief of Llan­
nerch Hudol Tribe. Vassnl of: King Bclinans of Powys. 

I'OWYS (1 - 16, K- 16): (Incorrectly ident ilied as Sugalcs in 
Kn ighli>' Af /l 'en /llrorls .1 A kingdom cente red upon the rich 
river valley of the Sl;vern River. Ru ler: King Ddinans. Vas­
sa l o f: K illg Arthur Pcndrngon, except when he rebels during 
tile Ca mbrian War. 

I' resccl ly f\'lo ll llla ins (11-17, 1- 17): These mountains are 
part of the Rocv:H1t Forest. From these hills Clune the blue­
s tones whicJ l were used in Stonehenge. 

QUtll rord (L- Iti): A town al a ford on the Severn River. 

Itati nur (J - 17) : A small cas tle, and ma in stronghold of th l; 
Elf:II!ltribc (double-bailey, stone tower, curtain wall s on in ­
lie r ha iley). Ruler: Chief of Elf:lci Tribe. Vassal of: King 
Bci inans of Powys (early); Galllemaster Opt ion (after Cam­
brian War). 

It.1II 11 11 1' 1\ IIII II11 ail1 (.1 - 17. l - UI): A rugged, isolated moun· 
tain whid l is covered wi th scrubhy forests. 

Raglan (K- I H) : Also called the Ycllow Towcr o f Gwen!. A 
mOlle lind ba iley c:ls tl e . Rule r: Castellan. Vassal of: King 
Lak of Estreg;l les. 

Red C ast le (K- I6): [Montgomery 1 A large castle Oil a prom­
ontory (inner ward : curtain wull, diT ch, D-tower, 2 round 
towers , gate house; lIl iddle ward: cunain wall, gatehousc; 
outer ward: canhworks, rock-cut diTch, crossed by a bridge). 
A neMby , older 1110 111; lmd b.1i1 ey cas tle called Hen Oomen 
has been demolished. Ruler: Ch ief o f Cydewain Tribe. Vas­
sal o l': King I3clinans of Powys. 

Relics Mere O~- 1 5): A n oating is land is on this lake. It is 
made o f peat and moves s lowly about the surface of the lake, 
pushed by the winds. (RD, 376) 

R hucltlla n (l -I S): This is a mot te and ba iley casTle. Aftc r the 
war a concen tric castle will be built here. Ruler: Chief of 
Tegeingl Tribe . Vassa l of: King Galihodin o f Norgliles. 

Khu ll (1- 16) : (Cacr Swms J. A fonner Roman sCll lemenl, and 
now a stronghold of the King of powys/Sugales, classified as 
a reinfurced shell keep. 11 is a favorite c:istlc of the king of 
Sugales. Ruler: Belinans , Chief of Arwyst li Tribe and King 
of Powys. Vassa l of: King Bclillans of Powys. 

It i..: h:ln l's CiI. .. l lc (K- 17): A medium cas tle (surrounding in­
ner bailey with ditch. pa lisade; inner bailey wi th cunain wall, 
O-towers, and gate lower; octll gonal keep on motte). Rul er: 
Cas lell:lI l. Vass;!1 of: Lord of Ludlow. 
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Roche S allgll in (1.· 17): This, the C:lstlc of the "Uloody 
Rock," is ru!cd by women, but h:ls beell conq ue red by :Ill 

enchanter. Ruler: Queen Ygeme. VilSs.,1 of: No Olle. 

Rocvant Fore.~t (11· 17, 1-17, 11-18, I-HI): 111is ex tensive 
forest covers all of northern D yfed and cncloses the Prcsccl ly 
Mountains. 

H osth e rn e Mer e (K-lS): This lake is cOlmcc tcd to M C[$cy 
Rivcr by an lUldcrground tunncl. On Eastcr Sunday a mcr­
maid swims to the mere, and sits upon a ocll al thc lake 
bottom, r inging it and singing. (Bonl, 139) (RD, 374) 

Ruthin (J- I5): At this town King Arthur beheaded HU:l il, a 
notoriolls outlaw from the nOr1h (Bord, Ill) . Aftcr the w:lr it 
will bc the si tc of a concentric castlc. 

St. A nne's Well (K-J8): Nine herding wells arc here, each of 
wllich cures a different illnc."s. 111is one is also IIsed l'or 
making wishes. If a pebble tossed in has Illany bllbbles the11 
thc wish will be granted: a ft.:w bubblcs denotes a wa il, while 
nonc mcans it willnol come Irllc. (Bord, 103) 

S I. B l'ia\'els (K-18): A small caslle (cur1ain wnll. galehollse, 
squa re kcep). Ruler: Castellan. Vassal of: King Alain of E.s­
cava lon . 

Sal'l\ Hele n (1-15, J - I5): "Helen 's Road" nms from below 
thc fort al Torncn-y-tv(ur to Si ll iulon and CacdllHl. tfius em.:ir­
cling Mt . Snowdon. It was built by !Jelen, the wire o f M,ll;­

sen WliXlig. 

Shock lack (K- 15): A mollc and bnilcy ca~tk. Ruler: CasleI ­
Ian. Vassal o f: Duke Randle of Cheshire. 

Shr ewshury (.1 -16): A town, surrouuded on three sides by 
the Sevcnl Ri\'er, wilh a tllcd iulll ca~t le (hailcy with c llrtain 
wall; shell kecp with gatchouse. b'lrbic'I11). It is famous for 
its brewing and tanuing. Ruler: Earl Gwnrlilen of Orofoise. 
VasSoll of: Kill£, Bdinans of f>owys. 

Sinadon (1- 15): [Caemarvotl] 'nlis is an ancient Rom::1tl city 
famous for its impress ive imperial dcfense~, including n 
largc ca~11e and lown within a cltrtnin walL [t was the fav orile 
rc."idcnce of Emperor Macsen W ledig, who built ill O 1111 his 
imperial needs. It is an importnnl sea por1, and exports slate. 
Rule r: Castcllan , Vassal of: King Macl gwyn of GOlllerd 
(early); Ki ng Atthur PClldragoll (after Ca!llbti~1l War). 

Skcnfrit h (K- 18): A tIlc(Jiurn castle. alld one of Ihe "TIH'~e 
Castles" (w:llcr moat. quadrilatcr::ll curtain '-"Hils with foW' 
round towe rs, large found kcep 011 motte). Ruler: Lmd of Ihe 
l11ree Castles. VilSsal of: Propractor Honorills of aWen\. 

Snowdon: Sec Yr Wy(ldfa. 

SNODONJA (1 · 15): TIle region at'Ound rV10llll1 Snowdon 
111e main massif has 5 peaks. It is Ihe ho me o f tIle Ilitge ginn: 
n::1tlled Ricca or Thita (Westwood 359). Sec al~() Y r WyJdI'n. 
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Snodonia 
rhe bnds of Snooolli.l are tllick with myl h "no my>;tely. Hef(~ "re 
some intele~ting pl.1Ces which .lle wilhin Ihe SIlodollian area. 
but Jre too smJlllo be shown Ull Ihis map. 

Llyn Rarfng (1-1S): The "Bearded lake" w~s the home of an 
aV.lllC in the days of HlI Ihe Mighly. one of the e.lrliest selt lers of 
Ihis arc.l . The aV<lIlC flood ed the area 10 make the I.lke and 
lerro.izcd the potllliace lInlil Hu u~ed o~ell to drag il from ils lail. 
Ihen killed it. (Westwood. ]]0; Bord. t t4 .) 

Uyn Cynweh: (I-1 S): A lake in SnrxJunia. A sc tllcment of people 
Ull lire I;\kc ('''"0m i~ somelim,-'S visible frolll P.e<; ipice Walk. 
(Bord.114) 

Uyn Uyoaw: (I - IS): A lake in Snodonia. At this lake a h.lnd is 
som'-'Iimes s,-,en holding ~Iofl a beJlIliful ancien! sword. a~ If 
olbing it 10 whoever can take il. See "Advelliure uf llyn Lly· 
<law: (Bord; 114) 

Uyn y Dywa.ehcn: (I · t5): Ihis Snod"n;"n bk,-, h.1S a floalin!) 
isl.lnd. Once a fa'-'Iie wife I,olll bene.1l l, this lake al)rl."Cd to maltY 
iI nlOlI,,1 if he could disu >vc. h,-" name. f Ie <lid, "lid they were 
l1.'pvily nl,mil-.:i until she was acddentally wud hy iron. whe'e ' 
upon she vanished . rhough she could not rt'h lm 1'1 hi~ wurld. 
~he ",wid clime to this isl"u<J (which w~s in hoth, or neither. of 
Ihe worlds) tn talk wilh her hush.lmJ and chilulell. mord. II'i) 

Nail l y U('w (1·15): The hwvk whe.e Ihe !\,,,I GW~lli'>n found his 
~o", lIew. IlilllsJorrneu inlo ,)11 c,'g lc . 

StldTurd (L- Hi): Ci lY on the Sau River, famous as a s hoe­
nwking cenler. [t has a ~ Il)all castle. Ruler: Cnstell::l1l. Vass~J 
or: K illg Lc("lcgrallce of Cnmc\inrJ . 

S t:wioll (K- I6); A 11lolte and bailey castle. Ruler: Cn51clla n. 
Vass,1.1 o f: Lord of Ludlow. 

Siockpnl'l (1.- 14): This town otllhe Me,sey Rivcr is known 
for ils iron lltlU brass-working. It has a motte and blliley 
caslle huill ins ide an old Romatl forI , Rule r: Ca~lcllnn . Vas,,,al 

o f: King of ra~.c. 

Si rellon GnllHl isu ll \K-17): Town . 

Swansea 0 · 18): A ~ea port lown noled for its shipbui lding, 
and tin-working. A mo tte a nd lJailey C:lstle. Rulcr: Chief of 
Gwyr Tribc. Vass~1 of: King Lak of Estrcgaies, King of 
Gower (iemporarily during lhe Cambrian War). 

Tal gnrth (.I -J 7): A town and /IIucrr/nlj o f 'Ib lgarlh conlmote. 

Tall1wol·t h (L- I G): A rc inforced shell k~,ep caslle at thc con­
nucnce of the Tam ,mel Anker Rivers "hell keep Oil moHe, 
with gale tower). [I is famous for its fi ec iay, and Tmllwortl l 
swi nc. Rlller: Casldlan. Vassal of: lpng Leodegrance of 
Catllcliatd. .' 

Tcnhy (II - IS): A stlwll castle huilt on It e headlands (curtain 

wall, g~k l ow\~r, D-lnwl!r). Rulet: C:lsUlall . Vn!'1s,'l. \ o f : KIn g 
Llk of Est rcg:lies. .' • 
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Tcrrabcl (L- I6) : [Eccleshalll A small castle (wet 1I)o'1t, cur­
tain wall , nanking towers). Nearby is the memorial mised by 
King Anhur after h is victory over Killg Lot and the northe rn 
rebels. Ruler: Gregor de Staffo rd. Vassal of: King Lcode­
granee ofCamcl iard. 

Tcwkcsbury (L- I7): A town at the edge of the Gloucester 
territory, at the connuence of the AVaIl and Seve rn River. It 
has a Celt ic Abbey dedicated to the Blessed Virg in Mary. 

TUlllcn-y-h-·lur (1-15): 1111S small, bilt stralegic, mOUe and 
buiky castle is in a s tarkly beautiful, depressingly bleak 
crossroads in the mounta ins. It was once Roman , and still has 
Ihe amphithenter which was thoughtfully provided by im pe­
rial planners. On a rock nearby is the former home of the 
great sun god LIeu, the son of Gwydion. Nearby arc a g reat 
rock with a ho le called Gronw's Stone, and al lre r Illarks of 
his legend . (Westwood , 360) Ruler: Si r Cynddylan, Chief of 
Ardudwy Tribe. Vassal of: K illg Maclgwyn o f Gomeret. 

T inler n (K- 18): A large Cisterci:1Il abbey. 

Tl·cnt Rivcr (L- I6): 170 mi les long from its source to 
mouth, the Trent joins with the O usc.: River to become the 
Humber. It is nuvigable as far as Gains borougll . 

'I'rctowcr (1 -18): Small castle (curtain wll lI atop mOlle, Will i 
gate tower, large round keep). Rule r: Chief of Talgarth Tribe. 
Vassa l of: Kin g Ara vn of Brychciniog. 

1\/l hll ry (L- I6): Amalie ilnd bailcy castle. Ruler: Caste llan . 
Vassa l o f: King Lcooegnmce of CumdiMd. 

'I'wm B:lrlwl11 (J- 18): 111is 1400 fOOl mou ntain has nn aban­
doned castle mound and earthworks on top. On the eastern 
s lope is the Pool of Avarice, which draws the greedy into i1. 
(Bord, 102) 

Tywyn : A town . Som etime soon, S1. Cadfan, fam ous in Brit ­
tany, will arrive to estnblish a monas tery ncar a ho ly well . 

Usk (K-18): A small cas tle (curtai n wall, S(luare tower, small 
keep). Ruler: Cas tel lan . Vassal of: Propraeto r Honorius o f 
Gwen!. 

Wcavcrhmn (K- I5): Anyone ..... ho dri nks from this "heal ing 
well" is certain to return to the village, even if he is bcgill­
ning something as dangerous as goi ng to war. (\"illiams, 32) 

White C as tle: A med ium castle, with a he Kagonal inner 
ward. Ruler: Lord of the TIlree Cas tles. Vassal o f: Proprac to r 
Honorius of Gwen!. 

Valle CI·ucis (1-15, K-I 5): TIle "Valley of the Cross" gels its 
name from Ihe Pillar of Ei lseg, which is s llnnollnted by a 
cross. Inscript ions on the pillar trace the ancestry of the lo rds 
ofOrofoise . 

Whitchm'ch (K - I5): Town. 
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Wigmore (K- 11): A shell keep cas tle. Ruler: Castell an . Vas­
sal of; Lord of Llldlow. 

Wilde rs poo l (K- I5): A lawn by a river crossi ng where the 
old Roman road goes nonh hllo the Pe rilo us Forest. 

Wirral (K- l 5): The peninsula no rth o f the Cheshire Plain is 
a wilderness area, and the home of the Green Knight and 
Morgan le Fay. (Ashe 1,2 11 ) 

Wm'ceslel· (L-17): 111is is a town on the Sevem River, noted 
for its ceram ics, gloves, meta l goods , and Worcestershire 
Sllllce. It has a motte and ooiley castle. It W:1S onCe the bish­
opric fo r Ga lvoie and Gloucester. Ruler: Castel lan . Vassa l of: 
No One . 

W~kin, the: A hill fort althe summit of a very hi gll , solitary 
hill wh ich overlooks the surrounding area fo r miles. 

Y Mcini lIil"ioll (i -15): 111e " Dn/id 's Circle" has 30 upright 
stones in a c ircle. One is ca lled the S tone of Sucrifiee , which 
has <1n indenta tion where babies arc placed fo r a blt:ssing, 
and eVl,;ry year folks gil l he r llealing wnl l,; r fro lll il. Ano ther 
stone is the De ity stone, which is known 10 bash any nearby 
blasphemers. (Bord, 114) 

Ynys Uyr (II - Hi): [Caldy Is land] At the mouth of Cannar­
then Bay is a monaste ry where SI. Da vid once s tudied. A 
prominent s lone there is inscribed in both ogham and U1t in. 

Y n ys 1':1111 i (II - Ifi): [B:mlscy Is land] A sma II is I and of magi­
cal importance. When the head of the god Bran was brought 
back to Ihe world , the travellers stopped he re first. More 
recently, some people say Bardsey is where r-.·lerli n has been 
imprisoned within II wlIl l o f g lass . Al so, II Celtic monastery 
has been founded here, and so it ;s somet imes called the Is le 
of S;jints. (Bord, 112) 

Yr Wyddfa (1 - 15): This is Mount Snowdon, the hi ghest 
peak of Sllodonia and in all Cambria (3560 fect). It is also 
clIlled Mount Arvaius. The Pagans believe Iha tthe gods live 
there . Sec nearby box on "Snodonia." (Westwood) 

Ysgy ryd Fln~· r (K- 18) ; [S kirrid Mounla in] 111;S is a holy 
rllOlllltllin, where cercmonies are clIrried oul each Michael· 
mas Eve. On top is a chapel to St. Michael located between 
Iwo grl,;:!1 s l:lIIding stones. Soil frulll the mOllntain is taken by 
the locals, who sprinkle it on coffins. use it fo r bk ssings, and 
spread il lll>on thei r fi e lds fo r fertility. 

Ystnul Fllur (1- 17): [Strata Flo rida]: A large Cistercian ab­

bey. 

YSTHA n TY'V( (1- 17, 1- 18): A kingdom centered upon the 
Tywi RivL"1". Ril ler: Oafyd m:rp H:III. V:1S&11 o f: Ki ng Anhur 
Pcndragon. 
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Carlion-on-Usk 

C 
ARLION-ON -USK IS OFTEN CALLED " King Ar­
thur 's fav orite city" before Camelot appears in the 
literature. The Pelldrngon ho lds court there in Geof­

frey's lIistoria, for ins tance. (The -on-Usk part of the name 
implies that there was another Carlion. It was, in fac t, Cllr­
lion-on-Dec, the modem city of alcster. To confu~e mail ers 
even more, Car1ion-on-Usk was also called Chester in all­
cientlimes. In Pel,dragon Ihey are completely differentiated 
as Carlion(-on-Usk) and the Cil y o f Legions, another ancicnt 
name for the c ity 011 the Dec) . 

In Roman times, Carlion (called lscu then) was the big­
gest fort in Wales. Covering some fi fty ac res and solidly built 
of stone, it spol'ted an alllphithc:lte r outside the southern 
wall. A sma ll civi lian village lay nearby, also to the south, 
between the fort and the river Usk (pronounced ihsk.) Al ­
though the Romans pulled the legions 0111 1:lIe in the fOUl111 
century, the village and (now abandoned) fort remained. In 
the real world, the dcscrted fort s lowly crumbled away, but in 
the world of Ptlldragoll, the ances tors of King Alain of E,,,­
caval on rea lized its military import ance and kept il garri ­
soned and in good repair. After Arthur was crowned at Ca r­
lion King Alain ceded the fort to his liege as a persona l 
holding. In the early years of Arlhur's reign, il is one of Ilis 
fav orite castles. 

Carlion lies in a small, flat valley surrounded by low 
hills. To Ihe south alld cas t thc Us k winds past, provid ing :1 

good highway to the sea. 

Because Ihe people lIloved illio lhe forI from the oulside 
village, Carl ion is a larger town thall it was in ROllwn limes. 
11le amphitheater still stands, now used for jousting displays 
rather th an gladiatorial fights. All around the amphitheater 
lies a wide meadow. 

11le passing of time has made lIIany changes ill the fol'l. 
It began in the Roman pallern, neatly laid out in squa l'e 
blocks and cut illto qll3rlers by the two principal streets 
found in every Rom:m C:UlIp. Howcver, wars fought many 
years ago destroyed a wide area within the w:llls, where 
streets arc now less organized. Betwcen thc high s tone walls 
and Ihe buildings ins ide them is an open sp..1ce of some hun­
dred yards. 

' ·louses, shops, servants' quarters, and stables fill part of 
the c ity now. In theccnter, lhe fine houses Ihal once sheltered 
the mili tary tribuncs now quarter Arthur 's household knights 
and important guests, 111e commander's house and lhe old 
legionary head<llIarters behind it have become, with many 
addit ions, Arthur 's palace. Nearby, It large area has been 
r:l7.ed and turned into a garden for the queen and her serving­
women. 
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A cas tle has becn buil t althe castern corner. Originally a 
mOlte-and-bailey, it has recently been rebuilt in stone. Here 
is 10 Tor Gigonliq ll c, or the Giant Tower. It is so tall that it is 
possible to look over Cllristchurch Hill all the way across the 
Severn River mouth. As Tcnnyson :o;.1id in 1cIylls 0/ ,h~ KillS: 

Noll' 7'llriCl' Ilwl morning Guinevere had climbed 
nil! gitlllt tower. Jrolll whose cre.~ 1 they .my 

Men sow .the goodly !rills oj Somerset 
AmI the while sails flying 0/1 lire yellow s('o . 

Nearhy, in an undisclosed loclltion, lies a hidden cave 
whcrein lie SleepinG Waniors, w~lit ing rOT the day of Oril­
ain's need. 

Places Of Interest 
Given hen:; are detai ls of Ihe places which may be userul for 
the gamcmasler during piIlY. Unmarked buildings are resi­
dcnees and s hops. They foll ow the uSlIal medieval pattern of 
having a small garden plot bchill<l eaeh resilience. 

• t . Admiral's M~lIor: The head of the westen! n eet resides in 
ll1is fin e house ncar the naval docks. 

2. Uarrm:ks: 111csc old legionary barracks now house a por­
tioll of Arthur 's army. 

3. Halhs: Tile Roman bath hOllsc was repaired and main­
tained by Arthur's servants short ly aner he moved into the 
cily. It is huge-the size of a cathedral - and the largest 
build ing ill Ihe city. It ha s both hOI and cold swimming pools 
inside il. 

4. Docks: located within easy sa il ing or the ri ver mouth, this 
is where the merchanl ships rcgularly dock 10 unload their 
goods at Ihe royal city. Many warehouses pack the arca. 

5. Docks, Fleel: Arthur strengthened several ports 10 house 
his royal n eet. 11lis si tc, upriver from the Scvern sea, was 
IIscd as sllch by the Romans and conli nued to be used by 
Arthur. 

6. Gardells: Some oflhe old camp buildings were tom down 
10 make way for this lovcly little garden within the fort walls, 
Here lhe queen and her womcn gather to pass the lime. A 
small zoo graces the s ite. 

7. IInsp ilal : Within this area s its a hospital to treat the s ick 
imd wounded . It has hcen IIsed as such s ince Roman times. 
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8. Lu. Tor Gigalltique: 11lis is a Huge Keep, built before 
Arthur's lime arid used as his headquarlcrs within the city. 

9. Pa lace: 111is build ing is the deluxe residence for the Hi gh 
King and his court when they arc in Ihe city. 

10. Round Tilble: When Kin g Arthur received his wondrous 
weddi ng gift from King Lcodcgrancc he needed a spec':ll 
place to sct it up. After all, Ihe tahle was 50 ya rds in di ll meier, 
far too large for any normal building of the lime . (We don'l 
know where Ulhe r Pendragoll used to sci il up, perh:l ps only 
outside in nice weather.) The old coliseum outside the Ro­
man Camp was perfecl, and during fOfmal occasions Merlin 
used his arts 10 raise a magical roof over the slnlCllire. Here. 
for inslance, the Round Table l1\e \ for Arthur 's wedd ing. P.-:o-
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pic remembered Ihis s ite long afterwards, and even today the 
ci rcular mound of dirt which is allihat remains or the ruins is 
c;dkd Ihe Round Table. 

II . L.lanarc,III : One of IWO famous churches o f Ihe city, Lla­
naron means "I he church of Aaron," and is named afler SI. 
Aaron, an early n rilish martyr. II is famous for ils school of 
phi losophers and astrologers. 

12. L!anl arlHlIlI : 111is famous church is located wilhin t h~ 

w;11 1 or lhe f' )I'I . lle rc Arthur was crowned :111d married. II has 
one of Ih~ three Pcrpcllial Choirs in Britain , where 200 
monks sing songs all duy and night. It is peopled by Cisler­
cian monks dedicaled to SI. Jil lius, olle o f Ihe first nrit ish 
M:l rtyrs. 
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Stories 
Stories (Ire advelllllres which require a 10llg time to finish. 

TORI ES INCLUDE A SERIES o f indiv idual scenes, ad­
ventures, encounters. an d gossi p about a si ngle char­
acter which is spread out. perhaps over many game 

years. Over that t ime the players can witness. and Ilcrlwrs 
participate in, these events. 

Stories arc used in the Pwdragoll Campaign to reveal 
the OfJ-going events which arc contained in the wri llen leg­
ends. In this way player knights can have a I"' ft in the major 
events and wel l-known s tories of King Arthu r's knights. 

Several conventions arc used to present thcse scclI:lrios. 
TIley arc designed to make it easier for the gamemaster to 
n.m the adventure. 

SCEN E: indicates a sect io n which stands alo ll e, and is 
illtemled to be sep..1ra ted from the olher parts hy at least a 
s ingle session. SOllle times a longer period is indicated . 

Playe r O pl'orlllll ily : indicates pa rts wh ich the player 
knights ma y ta ke, or iudieMes available courses o f a{" t iOIl . 

The Story of PEREDUR 
SON OF EFRA WG 

G iven here is 111~ Slory of /'CI"cdllr Sail of EJraI\"8. It is an 
adaptation of the Welsh version of a f rench story heaft! origi­
nall y from Oreton s torytellers retelling a Iw lf-forgoll cn Brit ­
ish hero's s tory which was mixed up wilh a plot ta ken from 
long-forgotten, ancient mythology. 

Part 00(: has two scenes which in themsd v(:s are of litt le 
impo rtance except for a colorful incident. However, lhey pre­
pare the way for events hIler. Part One should be inserted 
SOllle time when players arc at court . Part Two should occur 
duri ng some other adventure when the knights arc seeking 
ot her objectives. In the origi nal Pcrcdllr the knights were 
seeki ng to rind Queen Guenever, who had been k;dn:lpped. 

Part lWo, ~ At Arthur's Court," s tarts the s tory and allows 
player knights to partic ipate w ith it. 

Part Three, " More At A rthur 's. Court" is passive for 
player knights, who observe t he resu lts of Percdu r's activity . 

Part f our requires a separate advcnture in which the 
player knights call he heroes. It is !>Cparate from wh;l t Pere­
dur docs in his story. 

44 

Part f ive, "Pcredur Found," concludes the Story. Pcre(lur 
is brought to court and acknowledged as a champion by Ki ng 
Arthur and the court. \ 

Part Six is a possibl e extension of the s tory, using one of 
Ihe Short Adventures. 

One: Preparation 
--

SCENE: The Dwarfs 
s.,.·lt ing; King Arthur's Cou rt 
l'roblcmjE\'cnt : O ne day t wo dwarfs come to court bearing 
a nole for Queen Gucnever. TIle nole is from Duke Efrawg, a 
hero killed in banle agains t Saxons. TIle leller begs the queen 
to :lccepl the service o f the dwarfs, and she does. No one is 
qu ite sure what Iwo mUle dwarfs w ill do, bUI they arc as­
signed 10 Sir K:IY, who puIs Ihem to work. 
C harllcicrs: they JIlay wish to speak wilh the dwarfs, but the: 
1"1ir arc tru ly mule. 
Interim T ime: Severa l years shou ld pass before the dwarfs 
arc noticed again. 

SCENE: M eeting Peredur 
-l1l is scene introduce. .. Peredur as a youn g, unknown peasant 
hoy. 111;S sCI:nc orig il1a tes in the Iilera lu re, and is adj usled 10 
.. 1lows player knights a part . 

When the young man appears la ter at court the players 
mayor rn:ly not make th e connection. If not. remind them 
:lncr the scenario is over. 

From the Mabinogion: 
O ne da)'. when he was almost grown to manhood, Ihree 

of Arthur's men passed 111"1 way. l 11e excited Peretlllr asked 
his molhe.r what the bei ngs, who shincil so bri ghll y, were. 

"Oh well ," said the countess, "they must be angels." 
"TIlen I :1111 going to speak with them." Percdur ran lip to 

the knights, who were rest ing their horses. 

Selling: A forcst in Wal es, deel) in Ihe wildemess 
1" 'oblemj J<: \'Cnl : TIle player knights see a young man spying 
on Illelll. T he leader calls to the hoy, who boldly comcs for­
ward once he has been seen. 

'1 'ell me, friend, "says Sir Ywai ne, "did you see a kniglll 
pass by here today or yesterday?" 

" I don' , kno w what a knight is," Peredm says. 111C othe ~ 

kllight .. laugh atlhe boy's ignorance. 



• • StNieJ 

"A lIlali like 111 ," says Ywainc. who was courteous even 
to peasanlS and sil plelons. 

"Then no, Sir, for I have nol ever SCen men like you. 
What is that thing-; . , 

"A shield," cxr.lains the kn ighl . Pcrcdur procl.'cds !O [cdi ~ 

olls ly ask YWlline ~ , name every piece of equipment he car-, 
ies, while Ywainc lo<x!-nalllTcdly expla ins their u:>c. 

TIle player kni hiS have an oppornmily [0 inh:ract wilh a 
person who is, apr. fc ntly, a COllllllo n e r who is nOI only igno­
rant, bill apparentl) quile s tupid 100. llH~ gamcmaslcr should 
have Pcrcdur aPr'" aeh lhe each of Ihl! player knights wilh 
innocent questions JIlt! give them checks llpproprialc to their 
responses. 

Pcredllf can n' ;wcr littl e of value 10 the knights. He 
knows every acre (.: the few miles a rollnd this glnd, hilt little 
elsc. He is too sh) to reveal his motlle r 's llomc lIeflrby . He 
docs not even kno~' his lineage or name, replying llial he is 
called "Dear Boy" y his mother. 

By the lime I at Peredur rtlns o ut o f <lue5Iiol1 s, the 
knights ' horses arc csted. S ir Yva ine, always polite 10 every­
one, bids farcwellto the boy. 

Ml will be a kll ight too," shouts the boy. The knights 
laugh at the s imple country boy and ride away. 

From the M abinog ion: 
Peredur returns home, gathers his few bc lollgings, and 

speaks 10 his mother. 
"'Those weren't angels," he says, "They wcrc knigh!.s! " 

TIle poor woman sces that her son wOllld not be restrained, 
and so dresses him in fool's clo thes and gllve hil1l Ihe broken 
horse, hoping thaI he will be laughed at and shamed at couJ1, 
and so return to her. 

Hcr son kisses hcr once and de parts. He (Iocs 1101 tum 
back to see her again, even after she had fa inted from grief at 
his departure. 

- Paraphrased from "Pcrcdur mah Ef rawg," MaJ.,i llogiofl . 

Two ; Arthur's Court 

In this part of the scenario the gamemaster is goi ng to do a lot 
o f narra tion, but he shOUld always try to gel the player 
knighls involved in the action as much as possible. 

If the player knighls have come from outside the court, 
the garnernas ter should takc them through It day tlle re. 'n ley 
shou ld interact with Kay to leam his fou l tern l>!:r first -hand, 
meet the court eous and out-going Ywaine , :md !.ee that there 
arc two dWltrves in court, both in altend:mce UpOIl the queen 
bUI curiously mute . 

Se lling: Cour t . Carlion 
TIle scenario s tarts on a lovely spring day. W ilh a few o f his 
closest comp .. \nions, Arthur goes off to the woods to hunt, 

leav ing Kay in charge o f his hall. Q "':en Gucnever an­
nounces Ihat the noon meal wilt lake I~ ace in the garden, 
wilh her and her serving-maids in auell .lIlee. The servants 
bustle around, sell ing up tables in a rout I V-shape with the 
queen's table in the cenlt:r of the bollol , o f the U. Ywaine 
joins the plnyer knights and s its with ,he m for the meal. 
Althollgh Ywaine is here for the ga1Jlcm Is te r to usc to kecp 
the s tory-line nowing, if any of the pla yl ' knights spontane­
ously want to llo the th ings he llid in Ih OI'iginal story, the 

, gamemaster should by all means let thent 
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Fa\'Odlc Uis ll : Dilled Vea l Balls , 
favodte Enterlainml'nt: Masked s inge' from Thelford , 

In the midst of the fe:l st ing, an unknowl '.kniShl rides up to 
th e garden. His shidd is jct-black und ~:a rries no blazon. 
Illenlld ry. SllCcess reveals only tl1:111he s\ :'cessflll player has 
never seen Ih is kni ght herun:. ] '111 c stn11 e r rides right into 
Ihe U o f tables, dismounts, and kneels Ix (ore the king. Eve­
ryoue is ~ile l1t , as courtesy demands. TIle tranger rises, then 
I(.udly flllnOU nCes that he has come 10 cJ ,Henge one of Ar­

thur's I...n ights to s ingle combat - any on ~ will do. He starts 
to bow to Guenevcr, but suddellly grabs her gohlet, and 
throws the wine in tu hcr fa ce. 

"leI any lIlan who wishes to avenge this meet me in the 
meadow oulsidc the walls," he says, " And fi gllt to the death 
for tll is goble\." With Ihat , he mouulS his horse and gallops 
ou!. 

Whilc lhe two mILle dwarves help thc queclI wipe offher 
face and clothes. all the knight s leap up and eall oul, bcggillg 
Ihe (Illeen to choose Ihem as her champion . The galllemaslcr 
should ellCOl1r.tgc any playcr knight who wishes to join in, 
but all Or.Jtory rolls are al - 10, because the (Iueen is so dis­
traCled by Ihe insult. Finally Kay gCls to his fee t and yells at 
everyone to Ix: silent and klth t: quecn speak. 

Into the middle of all this con fu s ion comes a very strange 
sight indeed. A young man, dressed in dirty, torn clothing, 
rides up if bony uld nag with a pack-pnnnicr fOf ,\ saddle. l11e 
boy and s teed wear the most pecll li:lr gear thai the player 
kuighl s have ever seen. [I looks like the lad hus u~ed s ticks, 
willow wllips, strips of old clotll , and bits o f twine to imitate 
all the anJlOr and accoutennents of a kni ghl 's gear. 

" Iay('" O"pol"ill ll ily: (Rccognize roll : sllccess - Ihe 
characlers remember having seen this boy in tht: meadow 
some timc h.:fore.] 

111e 1;l(llurns insolently to Kay and says: "Here, you, the 
ta ll fe llow over there, where's Arthur"" 

"And what do you want with Arthur?" snaps Kay. 
"' My mOllier lu ld Ille to (;ume here and gel madt: a 

knigll!." 

ny now, the wllole household is bcg iuning to make fun 
of tllis slovenly fe llow, all except Ywainc, who looks like 
hc's trying to remember something impoJ1l1n!. 'nle pla yer 
knights shou ld make l\'lerciful ro lls to See if Ihey join ill or 
refrain from the mockery. 
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" By my faith." Kay sna rls. "You've come here a good bit 
too slovenl y-lookillg, lad!" 

At that, the two dwarves rush up and bow to the lad . 

"God's welcome," they say, "to fair Peredur. ch ief of 
warriors and fl ower among kn ights." 

Already severely tried by seei ng an ev il knight pour wine 
on his queen, Kay's temper snaps. 

"Oh good God'" Kay bello ws. "And a fi ne thing this is ! 
You haven't spoken one cursed word the whole time you've 
been here, lind now you' re sho wering praise Oil this stinking 
lad !H Kay swings, slapping each dwarf so hard that they fall 
to the ground. Sir Ywaine (and any player knights who have 
a sense of fai r play) jumps to his feet and starts 10 move 
forward, but Kay has al ready lumed on Peredur, who stands 
his ground . 

.. A5 for you," Kay growls. " If you wanl to be a knight SO 
badly, then you go aftcr the kl light who's wa iting out in the 
mendow. Kill him and get the goblet he's carryi ng, li ne! then 
you' lI be a knight, sure enough." 

"Very well then, Tall Fellow," Peredur answers. "111at's 
what I' ll do." Defore any one c an stOl' him, Peredur tums and 
dashes off, leaving his nag beh ind. 

Ywaine tums to the player knights and says: "We've gOI 
to stop this. That poor lad will be ki lled!" 

Player knights with a sense of honor wilt immediately 
agree. If tl ley get up to go, they get lust checks. If they don't 
act spontaneously, the gamcmaster should have the players 
make l ust roll s for their kni ghts. 1110se that succeed follow 
Ywaine as he ru ns out of the fort. 

When Ywa ine and the player knights reach the meadow, 
lhey see the evil knight lying dead on the ground. Pcredur is 
hunkering down next to him and examining his armor. When 
the party comes up, he says: "Why is this man wearing a 
metal shirt? Is he a Christian doing somc kind of penance?" 

TIle gamcmaster should role-play Percdur here as II very 
naive but intrins ically intelli gent young man. He is nol stu­
pid: just monstrously ignorant. He is discourteous only be­
cause he's never been in a court before. For instance. Peredur 
remembers the name of every part of Ihe annor from his 
previo us meeting, but knows nothing o f how to get it off or 
on. He asks the player knigh!.'> if he can have Ihe armor and 
horse. Peredur also tells them that he killed the knight by 
stabbing hilll in the eye with one of his cmdc slx:ars. TIle 
pl ayer knighls notice that the blow split Ihe fel low's head 
half-open. TIle party has 10 llelp Peredur don his newly-ac­
quired armor and to show him how to draw the sword from 
his scabbard . 

If none o f the player knights invite the lad to return to 
court and be presented to Arthur, Ywainedocs so. "May I be 
shamed if 1 gol~ Pered!!r replies. "You take ti le gohlet back 
and tel l ArthuTthal wherever 1 go, I ' ll always be his man. But 
I won't set one foot ill his court unt il I meet that Tall Man in 
combat and avenge thc injury 10 the two dwarves." 
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Peredur 's Arrival I 

I'" ... ·(\u. al) (fraw!: aHives al COUll "st,llIe ;0 hrolo:en n~g and . , 
accoulert.'tl in wicker and Slicks made in lhe fashion ofk nighlly 
8e<lr. Nuhle hlood will Icll Irue. 

I 

Peredur hands the goblet to a player knight, mounts Ihp 
captured charger and rides off, leaving the knights behind. 

When the party re tums to court , the gllmeillaster shau l 
let a player knight tcl lihe story to the queen. He should alsp 

ca ll fo r Awa reness rolls. Success mea ns that the plnye. 
knight notices Ihat all hough Kay is pUll ing a good face on i 
he's fri~hlened at the chall enge from a Ind who can ki ll " 
fu lly ;inned kn ight with a s tick. 

If any player knights spontaneously followed Ywa ir . 
(nol those that required a Just roll to prompt them), Guenevt>r 
publicly praises them. 111ey receive 10 Glory poi nts and .. 
lu~t check for Ihis action. She also reproves Kay for hitlin 
her dwarves, who have fortunately rccovered . 

When Kay slalks off. the dwarves lell the story of Pere­
dIi T'S boyhood, bccnuse they were once part of Earl Efra wg 
court. A dru id laid a geas all them that they might not sreat.. 
unti l they sa w Peredur again, and they have been looking fo, 
hi m for years. They are quite happy tlmt lhe geas is no 
lifted, and they tell this tale: 

Peredur was the seventh son of Earl Efrawg of York, 11 

Illan who fought bravely to defend Bri tain against Saxon OI l 

Irish raiders. 111e earl and his six elder sons were all slain ;­
the wars and the countess was driven to distraction hy hel 
grief. She vowed her last son would never be a warrior. S: 
ned 10 the dense forests wit h on ly a few Imsted servants wl' ­
vowed they would never mention weapons or warfa re to the 
boy. Pcredur grew up with only the forest and his mothe. 
goats for company . Yet a warrior's blood will alwnys sho'·· 
O bviously the lad has pnshed himsel f, growing strong anu 
neet of fool. Now he has gone wandering 10 prove himself 

GIOI-Y 
15 po ints of Glory are gained by knights who sponlaneouslY 
le;ll)t up wilh Ywaine to see what J>eredur had done. 

Three: Further Events at 
Court 

. " 
In th is pan of the scenario, the gamemasler has two choict." 
either to go through it qu ickly in narra ti ve time, or to brea~ 
lip by adding small hallies ;lgainsl Irish raids, jousting at tl ... 
court , and the like. If he chooses to add action, rememb.... 
that it would be a pity for a player to lose a character to lao 
color when the real danger lies j ust ahead. 
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Several days pass after Pc.redur's oep;nlure, Olle lIlom ­

ing, as Arthur is holding COllrl in his greal hall, a knight 
comes in, Hernldry llnd Recognize mils indicll te on ly thllt he 
is unknown - a millor knight fro m some petty court. 
Bruised and wounded, he humbly kneels at Arthur 's feet. 

"Once I was an evil man," he says, "Given to wayillying 
travelers and doing harm \0 fair maidens, but I fought with a 
lad named Peredur. When he overcame me, I begged for 
quarter, which he granted on these tenns , that I came 10 you, 
renounced my evil ways, and becll me a Chrislian , rill here to 
flilfilimy vow," 

"By Illy faith!" Arthur says, "Thcn we' ll ha ve you bap­
ti7.cd s traightaway," 

" My humble Ihan ks, lIlost nohlc killg , Pcredur also told 
me to deliver Ihis message, to tell someone he ca lled the Tlll 
Man that soon they'd meet 10 avenge the injll ry to tile IWO 
dwarvcs." 

111C player knights do not nced to make an Awareness 
roll 10 notice Ihat Kay's fa ce tUniS wll ile, 

This knight is jus t thc first of PereJu r's conquests, Over 
the nexllhree weeks, no less than fi fteen morc overwhelmed 
knights llnd villains arrivc at court to beg Arthur 's p.lnlon 
llnd mend their way, All deliver the sa me message for Kay, 
The gamemaster should remark that as lime goes un the 
dwarves look more and more smug, and Kay begins avoiding 
the other I-.n ights as much as IlOSSiblc. 

If Ihe r,amernaster wants a lillie action here, he should 
have the players make Merci ful roll s , Failure indi cates Ihat 
Ihe failinG I-., Ii ghl simply can' l resis t making some nas ty re­
mark to Kay, Kay immed iately cha llenges Ihal pl:,yer 10 a 
jous t. 

Finally, onc evening when the court is feasting, thc six ­
teenth knight arrives, With hil11 is a lady, whose husband Ihis 
now-redecmed knight s lew. 111e lady praise.<; Peredur's cour­
age and virtue so highly thaI Arthur rises to his feet and 
addresses the assembled knighL'i, 

"By God ;Ibove,"the king says, " Ktly, it was a foullhing 
you did, driving Ihal lad away, but I know full well that 
you're no coward, Wc' re going to ride out and search ror 
PereduI, When we find him, you and he can do your wors t 10 
each Oilier, and end the mailer once and for all. And as we 
ride in our search, I expect every 10Y'11 knighl 10 do somc 
great deed of renown, for while we've been siuing here in 
court, young Percdur has pUl us all 10 shame ," 

Four: The Interim Search 

111C knights all SCi forlh to seek Peredur. TIle Galllelll:lsler 
should usc th is opportunity to run an adventure in which thc 
player characlcrs have the oPpol111nilY to be Ihc heroes, We 
suggesl "TIle Advenlure of the DolorOIiS Wynn," which ends 
with the player characIers back with Arthur. 
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The Castle of Vengea nce 
M,my tK'to lll!' ~I' , ill poil1l ,l 'KI ill C'mcl"tl:,,~,il', Ihat Ihe pl ,'o:e 
lI i~it ('d hI' I''-'f'-''dul WJ< Ihe C.,~lle .. 1 the I toll' G',l il Ilh ink not, 
bur Ih'}l ;1 W.lS '.l lh('f Ihe C.l511c 04 Vengeance, 1"001 iJ found in 
comp,1f''')1 Peredl!r'~ IHclitne witll the liy,,~ of oIher heroes 
wloo more Iokety did vis illhc Gr~iI Caslle , 

The I)lace lIi ~; led by Sir "er.:iIl'}le, for in5lJnce, was ccr· 
t.l in ly doe OIIerwhelminll influence on Ihe Icst of hb life . like· 
w ise Ihe OIore ohscure Si r Pe, le5vaus w;u obsesst-d w ilh ,e· 
tum ing to the ('}slle, e lleo Iho ll)1h he Wi'IS equally lI igo.ous in 
pUmlin)1 Ihe bloodiesl reven,:e .er;ollh:d in "rth uri~ll li tera · 
lu rc. Bul ,15 I'credur lI" t older the Holy Gr~il d id not IJke on 
the si).:n ifi( ~nce whicll it had '01 Ihn<e Olhr'.~ . 

Thus the p l,Ke visj ti.:d by I'eredur is (.,} IIer:I, in Pcrtdr;o/:()tr, 
the Cl\tlC uf Venfic'}n(e , 

Five : Peredur Fo und 
=~=-=. 

At the conclusion of the advcn ture in Part Four. the player 
knights make their W:ly b:lck to King Arthur. The king, on hiS 
progress, co ntinu es 10 travel with hi s retinu e toward 
Gloucestt:r. '111e troop tr,:lVcls about a mile when they sec a 
sl range sight , 

orr to the s ide of the road. a richly accoutered warrior 
sits 011 a beauliful horse wilh fine trappings, but he ca rries Ihe 
blank shield of a squire, Although he has a lllllcc in his hand, 
he's staring intently at something on thc ground, Arthur halls 
his retinue and sends KllY over to as k Ihe squire his name, 
Kay says llbout two words before tllc fellow swings around 
and delivers Kay such a blow that it knocks rhc steward off 
his horse, Badly hurt, Kay comes staggering b.lck, 

" Dy fllith! " Arthur says. " 11131 WllS a entel blow he s truck 
you, Go back to the rear and have Ol1e oflhc chirurgeons lel1d 
you," He tUfllS to one of Ihe player highlS, "Go sec who this 
churl may be,llnd Ihis time, ride re"dy for trouble." 

When Ihc player knigllt speaks to Peredur, for indeed this 
is wllo the slrange squire is, lie should make An Oratory roll , 
A critical success means Ihal Peredur answers him civil ly, 
Ihen returns to his introspection. Success means that Peredur 
merely ignores him; failu re, thai Peredur lashes out, absent­
mindedly but with a skill of 37 , (He began at skill 15 10st:ll'I , 
l ie lliso carries " nwgical Steel Spellr, which gives him a +-7 
to his SI>car Attack, Finally, ~l lhis mOlllellt he is Inspired by 
his p.1ssion of Love (Dlanc heneur), so his lotal skill with the 
spear is (15)x2 +7 - 37. TIms :llmost every hit is a critical 
success! 

Since Peredur's normal dam,l ge done is 5d6, a critical 
success averages 35 poinls ! So, by game de.c; igncr 's jiat we 
have dcc idecl that the m:lximum damage llilowed is one point 
less than the Imi ghl's Major Wound. No pl:lyef knight should 
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require chirurgery jus t for Bctir lg in an incident from litera­
ture , 

If the player knight also rolls a c ritical succc$s in his 
weapon skill, no damage is dOlle , as is usual for tied rulls. 
TIle knight may a tlempt communicat ion a second time, using 
either Courtesy, Romance, Forgiving, Merci ful , M<xlest, or 
Tnrsling, in an uttempt to brill g him out of his lfance. A 
critica l success in this ro ll awakens Peredur from his trance. 

If the second aHempt fails, and the subsequellt spear 
blow is again equalled by the player-knight 's c rit ical succcss, 
the knight may allempl a thi rd roila rle r Ihat , and so on, for 
up to fi vc attem pts, whereupon J>eredur wakes 0 11 his own. 

If no player knigh t brings Peredur a round, one of A r­
thu r's mell , prdaably Gawaine or Ywaine, will. 

Upon waking from his tnlllCt: Peredllr apologizes pro­
fusely for his discourteous beha vior, mealling his daydream­
ing trance. He doesn 't rea lly remember knocking everyone 
off Ihe ir horses, but accepts all pra ise with modcsty. 

To Ihe killg J>eredur explains Ihal he h:!d bee ll coming 10 

Ihe High King's court when he saw a raven feasting on a 
white dove. ,11e bluckness of Ihe ravcn reminded him of his 
true love's hair, the while fe:llhers of the dove were like her 
pulc skin , and the (I rops of blood , riel, like her lips, '[lrllS he 
was locked into a tTimce, contemplating her beallty. [I{o­
mance roll: Success .. knowledge that no true kn ight should 
be disturbed wht:lI he's meditating 011 his lady, and thai , 
therefore, Peredur had every ri s ht to knoc k Kay (and possi­
bly some player knights) around.] 

"And your [Wille, Sir?" imluires th e High Kin g. 
"Not 'Sir: my lord," says P.:redur, "For I a1ll not yet a 

knight . But of my name, it is Peredur, of Ihe lineagc of 
Avalach, the northern hero." 

When Anhur finds out Ihat tht: s lronge S(lu ire is Peredur, 
he laughs aloud and welcomes h im to his COll rt . 

"A nd furthennore," the king says, ''You've avenged the 
pair of dwarves by inj uring Kay so sorely jlls t now. We' ll 
make ca mp here and hold your ceremony o f knighthood." 

" My thanks, my licge lord," Peredur says, " Because 
tmly, allY marvel I ever did, I did in your name." 

111e knights who he had sent to Arth ur's court come 
forwa rd and submit, as do Sasramore and fina lly, Sir Kay 
carried on a slretcher. 

Peredur explai ns how he DC(luired his splendid weapons 
and onncr. 

"A ft er several weeks of adveHturing, I carne to a mysl<.:­
rious cas tle deep in the fores!. Ti le lord there announced that 
III: was my IIncie. Not onl y llid he tre,rl me most generous ly, 
he also trained me in the proper usc of a knighl 's we<lpons. 
Every night two marvels happe ned in tl Hl t cas lie. Pir:.l, two 
maidens would walk Ihrough the greal hall . They carr ied a 
man's head on a salver filled wilh bl ood. TIlen, two youths 
came, carrying a spear, Dnd from the tip of the SllCar nowed 
blood . No one ever explai ned to me what Ihese ma rvels 

might [lle;JII, and I deemed it discourteolls to ask. [t seemed 
to me thai I abided Illc re for mOllths, but aft er I left, I realized 
tira t it could on ly have been a wcek at mosl." 

' 11e gamemas ter should have Ihe player knights make 
Paerie Lore Rolls . Succcss ind icates Ihat they realize Peredur 
had c rossed over to Ihe Other Side. (If no player knights are 
sliccessflll, Arthur hirnscl r will te ll till: courl.) 'nre garncmas­
ler shou ld le ll the player tl llll as their knights relllize thai 
Pcredur was in the O thcr side. they feci a s trange chill come 
over tile feasting.?s if a colli wind had sudllcnly blown over 
thc assembly. TIley sec Ihlrt Arthur him_'>C lf looks vaguely 
IfOllhled. ' 11CII the mood vanishes, and the festi vities and 
mcrriment pic k up again, ending the scenario on a notc of 
good clleer. 

Six: The Raven Tower 

After his adventures i'eredur is inlclllupOIl exacling r.:venge 
upon the murderers of his famil y. He has discove red tha t Ihey 
are, in i'act , a cla n o f (lIven wilches who li ve in an ancient 
lo wcr ncar Gloucester. 

It is pnssihlc that he will euguge the ass istance of Ihe 
Player kn ighl'>. If the knighls have a previous hosti le motive 
agai ns t the witches Ihey I1llIY, in tu m, seek Percdur's help. 

Another s ign ifi cant r.lInificat ion o f this f<iVen business 
lie~ in the other major Arthurian raven connection: Owein, 
also known as Sir Yvaille. It seems possible that the ravens 
who I\ .: redur altacks miglll be [he same ravells ca lled by Sir 
Owei n 10 help him during a notable dress gUlllc played III a 
story in M(lbiIlQgitm, The implic it hostil ity between Peredur 
and Ywa illC is already well known as the feud between tht: 
Orkney clan (Ywaine's kin) and the de Ga[es f:IITl ily (pere­
dur's kin .) 

Pinally, it seems likely Ihallhe struggle between Owein 
and i'credllr mirrors Ihe mythological struggle bet ween the 
two brolhers , Bran (the Dark Brolher) , whose name means 
"raven;" und fkli (the Lighl Brother). 

I~l 
The Story of Henwen 

Henwen is a sow which is f,IIUOUS in Cambrian lore as Ihe 
mother of plenty, in the soulh, and of monslers in the nonh. 
II :. name means "Old Wlli le," or "TIle Old White One." It is, 
apparently, ,U1 incam:lIion o f the Cambrian eart h goddess in 
IXJII! he r benevolent and malevolenT aspects. The f:lcl thaI she 
is escorled Ill roughout !u.:r voyage hy Coil map Coll vrewy, a 
dn rid who is called one of the TIlree Great Swineherds of 
Blita in , indicates her importance. 
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One of the spawn or Hellwen is the Paulag Ca t, ::I mon­
ster which is the object of the "Advcnture of the P:lul ag Cal," 
where a version o f th is s tory is given. Gamemastcrs may 
w ish to foreshadow its appea rance by ha ving the player 
knights witness one of the early births. 

Early Scene 

Henwen was pregnant, and before she gave birth she de­
parted her pen, with Coil mIming alongside of her, gripping 
the hairs on her head . 

Gamemasters should decide beforehand which event the 
kni ghts witness. TIley need not view the birth, of course. 
Some altematives include: 

• Seeing the pig and druid dash by. 

• Coming upon the scene shortly afterwards, and see the 
marvelous sheaves growing or the bees bm.zing all about . 

• Vis iting a place o f great abundance whose residents tell 
their story. A knowledge of the riches left behind in the 
south will contras t greatly with the disaster of the Palliag 
Cat wh ich is met later .. 
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l11e places indicated in the s lory arc shown on the s ll1all map. 
'nley include: 

• Aber Torogi, in Gwent Below the Forest, where she came 
ashore. 

• M ae.f G ... c/l ith, or "Wheat fi eld," where she dropped th ree 
grain!! of wheat and three bees. 

• Llonyon, in Dyfed, dropping a sheaf of barley and a piglet. 

• Lleyn, the peninsula of Gwyn lied, droppin g rye. 

• Arllechwed, on the north s lope of Snowdon, birth ing the 
Wolf o f Menwaed. 

• Ml. Snowdon, birthing the Eagle of Brychnach. 

• Mal''' Du, the " Black Roc kH overlooking the Menai Strait , 
birth ing the kihen which will become the P:lIllag Cat. 

Monsters 
~ .. -=. ==== ==--.= 

TIle gamcmaster may wish to u.o;c the other two monsters in 
bis own sccnario. Their s tats are given here. 

srz 30 

DEX 20 

STR24 

CON 15 

Wolf of Mellwoer/ 

Move 8 

Damage 5d6 

Hc.11 Rate 4 

~I it Poi nts 45 

Avoid:mce: 15 

Modilier to Va lor: -5 

Glory to Kill : 150 

Attacks: Bite @25; Dodgc @25 

Major Wound 15 

UncollscioliS 12 

Knock Do wn 30 

Annor 8 

l11e Wo lf is a wi ly creature which is vcry dirlicul tto catch. 
Once caught it does its best to evade his hunters and 
escape. It fight s on ly when it mus\. 

Eagle of /JrycJlllflC" 

SIZ 10 

DEX 35 

STR 35 

CON 25 

Move 2 walk, 18 n y Major Wound 25 

Damage 5d6 

' ·Ieal Rat e 6 

Hit Points 35 

Avo id.1 I1ce: 40 

Modi fie r to Valor: -5 

G lory to Kill : 150 

Uncol1!!cious 9 

Knock Down 10 

Armor 5 

Attacks: Swoop and Claw @ 18,alwaysi ncludinga 
modifier of - 10 for any foes trying to s trike it ; Bit e @20, 
wh ile it is grounded . 
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The Adventure of the 
DOLOROUS 

By Katherine Kerr 

T
HIS SCENAR IO IS DESIGNED for at least four but no 
more than eight player knights with good combat 
ski lls. Since it offers the player kn ight a chance to 

gain King Arthur's l>ersonal f:IVor, the main opponent (the 
Wynn) is very deadly. TIle ga mel1wster should remember 
that player knights often die a g lorious death in Killg Arthur 
Pent/ragan. 
Setting: The Fores t of Dean, K ingdolll of Ergyng. 
Secrels: To defeat the Dolorous Wynn , it must be held in 
place to prevent it from fl ying lip into the air and heal ing 
itsel f. TIlis is accomplished by exploiting its weakness; it is 
infuriated by the s ighl of red . 

Starting the Adventure 
If the garnemaster uses this as an interlude in the story of 
Peredur, thell the knights fin d themselves Witl lill the bounda­
ries of the Forest of Dean as they search for the missing 
knight. Otherwise, the GM will have 10 devise his own 
method 10 gellhem inlo the forest 10 s tart the adventure. 

The Fo rest of Dean 
The player kn ights sho uld wander in the Forest of ))cOi n for a 
while, experiencing the Confused directions for a day or two. 

As they ride along, the forest grows da rker and denser. 
TIle path dw indles to a narrow track that forces them to 
dismount and lead their horses s ingle fil e. They hear strange 
rustling sounds ofr to either side of the path, as if something 
is stalking them. Success wilh an Awareness roll allows the 
successful knight to see bra nches moving and leaves rustling 
as if somethi ng were there; a critical Awareness reveals a 
li ll ie fl ash of somelhing what might be a face, a trace of 
movement. Every time iJ le knights s top ami peer illto lIl t: 
forest (that is, make an Awareness roll). the noises stop for a 
lill ie while. but they always pick up again. The noises arc 
being made by lesser fai ries, who arc curious about these 
strange men in their fores t. Occasionally a fairy lobs an aeom 
or pebble a\ the knights out of idle malice; they always hit 
bllt do no damage . . 
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Confused Dirtetions: TIle knights arc subject to a strange 
phenomena: they eanllO! agree 011 where the sun lies, which 
way the shadows point, or which side of the trees have more 
III OSS. They are subject to this disorientatio n for tile entire 
day, and are unable to tel l which W:ly they arc going. For this 
adventure, just leave them lost in the fore st for II few days. 
For other times Ihey may wander into the forest , roll Id6 
each day, where 1-2 • Ille knights remain lost in the forcst; 
and 3-6 - the knights exit the forest where Ihey entered. 

The A dven ture 
On one of the dJys of being lost, the player knights foll ow 
their cilosen path through the forest. Latc ill the day, the 
fore s t gradually thins, thell tums into meadowland , wllere 
bl,lck and wldtc sheep are grazing. About a mile on, Ihey sec 
a marvel. On one s ide of a s trellm is a shepherd with a nod 
of white sheep. TIley tum black as he herds them across 
tow ard the player kn ights. One frisky I:unb runs away, 
crosses the stream again, and tunIs back to white. n le player 
knights notice that nei ther the shepherd nor the dog sent after 
the nmaway suffer any change when they cross. 

The shepherd greets the player knights humbly and cour­
teolls ly. If asked alx>ut the s tream, he says that he has no idea 
why it changes the sheep; it's always been like tha t. He vol­
unteers thai this land is owned by the King of Suffering. If 
as ked alx>ut Ihe name, he says that his lord is now clll led that 
because of the Illany monsters which have entered the land. 
111e worst is the giant fiend , which no one has been able to 
kill. TIle king's tTlle name is Caradoc. and his tTlie lille is 
King of Ergyng. However, he knows that th is is the Timc of 
Adventure. and he has taken the new til le to COllllllemorate 
tile age. 

l lie shepherd gives s imple, IIccurll te directions to reach 
Hereford Castle. TIley arrive j ust as night is fa lling. Hereford 
is a large town, with a wcll-nmintained mOUe Imd bailey 
castle. Servants at the gate hospitably invi te th e knights ill­
silk for s lldter alld food . GrOOlllS take their horses in the 
bailey. 

Inside the gre,lt hall, King Caradoc himself greets tJlem 
ill the Oc:;t spiri t of ho spita li l y and invites thell1 to cat at his 
tablc. He is a tall, dis tinguished man wilh whi te hair and a 
leather patch {lver Ills k ft eye. His three beautifu l daughters, 
all wi lh a Chaste of 19, also join the glles\s. 
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Ergyng 
Ruler: C"r"doc, The Kin!; 01 Sullerinl: . 
vanal 01: No One. 
Army: 25 knights, 50 soldiers. 

Places 
Archt'flfeld, [Weston·undef-Pe nyardl Rom~n Ariconium, a 

1~" 
Acoubury: Sf. Anne's Well, " mcdicin,,1 well. 
8,ln5Op: ,Ite o f Sf. George fight with dragon 
Clodock: long ago Kiog Clydwg was mUf(Jcr~ . The OKen 
pulilog hts cornn refused to cany the body lurthCf than this 
place. M'erwards the good king was saintL .... 1. r.vt.'f ~i nce ,h,l ' 
lime a mystetious BlltCk Dog has "Iso lM.·~ll feported,o he 0<:;11 

by. 
Ooulone Rock: This chJmben~d tomb i~ the homc nl " giant. 
Ilcnll,lIIi1: This is Ihe origin,,1 church 01 Sf. Dubrilll<,.1 w ... nd­
son of ~ former king 01 Archcnlield. 
I le.do.d : A I"tge town with a motte ... nd Bailt:y ca~tle . 
Madley: town In A.chenfield. This is the site 01 [)lIbricu~' 
mi ':lcll iOlJS birth. See the box on "Kinll Drlhhk .... 
Marth' n: At this pl'lCe bells can he he.lId Imm \Jndt.'f the W.l!l. .. . 
Also, :I rneJmJid has olten been re(XIr tt..'<i hcre. 
Ross-Ofl-Wye: This stretch of .ive. is c allt..'<i Spectre's yt)yJ6c. A 
gho~t is often seen sailing on the fl vel he re, stMli,,!: .11 6 
o 'clock. If und isturbed, il 80CS ashore, I"mems 10' ,1 whil .. , 
then loCts o ff ~rXI slowly di~IJI>e.lfS. II d istudM:d, 'he pef5011 

who IntellUpts it takes ill and usually dies . 
Weslon ' lllldN ·Penyard: One day a IJImc! ~JW two hUI:e itnn 
door~ herc. He hitched up 20 o~e" to pull therll open. CMe· 
lully t;'lklnll ;'l lOW.,n whip ,,"d splinte. 01 a ycw t, ee to protect 
him flam I"eries.lnside wele two bJrrels lull of !tea<lIfe, ~nd a 
jackdaw wh k:h ClOaked th.lt the fMIllt. .. ;'Inc! his o~cn ",ould 
have bt.>en taken in withoul the IJlOt,-..:t ion. Then Ihe duor< 
clanged shut, and rem.lined clOS(.'<i . 
Whitchurch: Ne~.by 10 this town is ') cave full of the bones 01 
Ice Age animals. ')nd ~ tunnel is !., id to run undCfIl.ouml all 
the w~y to Nt..'W Weil . 

During the meal, the king talks woefully about the many 
problems which have befallen his kil1gdorn. 

" It began when Dubricus, may his s,1inted sou l rest il1 the 
bosom of Heaven, left this land, his homelnnd . Now mimi 
you, I wasn't even born then, so I don't know what it wns 
like. But my father, who was DubriClL.'>' own cousin, says that 
the forest grew darker after titat, and the people moved in 
from the outer farms. Monsters began roaming the land : a 
fi end of some sort is now ravaging the people and herd" 
upriver from here.~ 

" It prowls at nighl, killing sheep and any human beings 
who try to slop ils depredations. Some peasants have seen il 
by moonlight, and they arc sure it's a fiend of some kind. 
Already it has killed my two sons, who attacked it in its lair. 
I can not order any of my other knights to hunt so terrible a 
thing, and I mysclf am too old 10 fight such a monsler." 

Any player knighl who immediately volunteers to right 
the monster gets a check on Valorous. Any knight who s tays 
away from the fight gets a check for his Cowardly trail. 

Byanne 
,- ---
In the morning. King C1radoe and a suitable escort take the 
player knights to the 1>o1th wh ich leads to the cave where the 
fell creature lives. He blesses them in God's name, then de­
parts. As the player kni ghls foll ow the path into forested 
hills. the gamemasler should roll dice and ask for Awareness 
rolls to keep lhe players alert, but they arc actually in no 
danger here. 

After three mi les of windiflg through the hills, the path 
leads them to another marvel . At the lop of a hill is an enor­
mous tree. half of which is green and in full leaf. while the 
other half burns with name, yet is never consumed. Under it 
si ts II bc;rrttiful young woman whose sumptuous dress is ex­
actly like thai of the tree when the knights first see it. When 
she rises. it appears to be only rich cloth, woven with gold on 
one side and with cmerald lace on the other. 

Nellrby Ihe po1th fork.~ thrice. 
11te woman rises, and although her clothing 110 longer 

appears to be leaves and fire. the trec still is. She greets the 
pl:lyer '-nights pleasantl y, and asks if they hunt the youfl g 
giant. If they answer affinnativc. she speaks more. 

She says. " I am the Princess of the Dean , and you are the 
first people to ever meet me. Since the ancestors of the ricls 
rirs t called me from my Mother 's house 110 one else has seen .. me. 

As long as she is not subjected to anti· Pag:lII or anti-fa­
erie rhetoric. she is friendly . Some of the possible questions 
and answers are: 
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Q: Why now, or why us? 
A: Check the character shccls (or memory) to see which 
characters werc at the Castle of Joy. To them, Ihe princess 
says. " You did it. Y Oll helped to win the Dau le of the Caslle 
of Joy, :l11d released the Enchantment of Aritain . I watched 
yOIl frOI11 the castle walls one day." 

If tlO one was thcre, she says. "A great bnu le has been 
fought in faerie . The forces of Light have won, and so the 
Enchantment of Bri ta in has begun." 

Q: Why arc you doing this to Caradoc? 
A: "Doing what? We are only doing what we are supposed to 
do. We can only be what we arc. We mean no malice, but 
instead are put here to warn, infonn, and to challen ge." 

Bya nne 
Byanne ,t.'Cline~ heneath the hJ lf-hur ninll tr,-"C "s $he awails the 
pi ,,),,:, knigh~' alf ival. 
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Q: What about the giant fi end? 
A: "Ficnd? No, just a giant, and a bad one. He is Orung, II foul 
and fell creature. II has wandered from the Forest of Shad­
ows, like lIlany other ercatures which were releascd frolll thc 
grip of thc King of Castle Mortal nftcr the batlle." 

Finally, Byanne warns the playcr knights th at the young 
giant fi ghts with R poisoned spear lind tells thcm that the 
middle p.1th is the OTIC 10 follow to his cave. 'Olen, with thrce 
quick steps and a lum, vanishes behind the burning lIcc, 
which is suddenly normal. 

The Byanne Stone 
If the playcr knights are new kn ights or players. the gamc­
master may wish to provide thcm wilh a bonus to help them 
survive. Byallll e's Stone is provi ded for this. 

III this casco the princess speak" nne last time and ask" if 
they are truly valorous enough to face the gi:mt. At their 
answer, she warns them that the creature is very fell and foul. 
and describes it br ieny. 111e gamcm;lster :o; hou111 h;lve the 
players m;'lke Valorous rolls, treating these as opposed rolls 
among the player knights. Fai lures make people attempt 
Cowardly rolls. In th is case, Byanne is seeking the most 
Cowardly. To him. Byanne gives a small grey stone. She 
explains. "Thi s is the Byanne $tolle." It will render the 
holder invis ible when clasped in his shield hand. The bcarcr 
cannot hold a shield when he holds the roc k. (This stone will 
gradually lose its power, fa <ling away in about a ..... eek. or 
hOwevcr long the gaTllCTllastef wishes. 111e gamcmaster must 
control how it will :I rfeet play in his on· going campa ign.) 

The Giant Grung 

Ir the player kni ghts are sllspicious or Byanne and take olle 
of the other paths the right path goes into hill s ilnd dense 
woods, then peters out in a mile or two at a shallow W31 ef­
hole in a dried up stream. The left -hand path crosses the 
stream. and leads to a tiny hamlet called Dorstone, whose 
inhabitants rush out to beg the knights to protect thcm rrom 
the giant across the stream up Merb.1ch hill , that one right 
there. Their frantic instructions arc correct. 

Byanne's description is more correct. In their rear, the 
local peasants have innated the young giant 's reputation . 
Rather than being a fiend. it is a small gi:lJ1t who was cur.;cd 
by a witch. It has horrible, ugly warts cluslered thi ckly all 
over its body which give it a beller thal1l1orlllal natural :lnllOr 
protection. It also smells like decay ing l11eOl\. When the 
player knights first come close to the giant's lair they must 
make a CON roll or spend the lirstmelee round gasping and 
choking. In that condition, they may attempt to Dodge or 
Parry, bUI they may not attack. 
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The Sword Wyrmbane 
IJY;\fH1C di,ec' ~ 'he mo~1 Pious knighl lo use lhe .~word because 
whoever us~ it is very like ly h' rllt"etthcir God or gods in the 
fi lt hl ;'Ig,linslthe Dolorous Wynn. The b13de is cn t l1;'111ltod 10 be 
esll .... .::: I;'Itty deadly ag~ in ~t wynns, giving any knight who uses!1 
an e~ I';'I 2d6 d~mage against them. UnfO'lunJtely, Its magi.::: 
31~) Stir!1l5 Ihe wyrm so hadly Ih"t it di rects Its fire <100 bile 
al1" , b e~du5ivety "Il;'li n ~1 its wielder. 

King Ca, .. doc h.ls d oord who is able to dL"Cipher the name 
011 Ihe swo<d hut no ooe has any more infoo-m;ltion '0 offer 
Ih,ln th.,1. During ' he final combat with the Wyrm, the SMne· 
"'''''Ier <hould $CC.elly rolt the e.I • .J dio;:e <lod .. Od I I~r 'o1al '0 
Ih,l' .o lled hy Ihe player kn ight using Ihe ~wmd . The Ramemas· 
te. should also make duma1ic comments about how deeply 
lhe SWOfd hiles as lhe knight strikes and how Ihe beast screams 
In "!l0ny when struck hy him. The sword !L'faln' lIs en.:::"anl· 
men' indefinilely. should any player knlghl ae' uatty w ,lnl to 
kL't;p il ... flC' dl«ovedng its vl',y mi~ed blessl "l:s. 

Gnlllg has taken an ancient s ite to be his lair. III the 20lh 
eentllry it is called Arthur's Slone, and it is remembered that 
Arthur killed a gianl here and buried it underneath; or maybe 
a king was buried here; or maybe Arthur himsclf. The marks 
descri bed below are also real, and pari of the legend. 

TIle $Iones arc actnally an exposed burial chamber. A 
couple Ihous:llld years ago someone wns buried inside R 

stonc· lined mound . S in ce then Nalurc has stripped away 
both history and substance rrom it, leaving oli ly the stones. 
and Ihe memory of magic which attracted Gmng 10 live here. 

A huge capstone, kite-shaped and measuring I B reet by 
8, is supported by nine uprights . "TWo more stones follow, 
like Ihc tail of a kite. The top orthe stone is about s ix feet ofr 
the ground. 

Gnmg always sees knights coming (except the invisible 
knight, of course) and hops atop the rock to fight, which 
gives hilll a terrific advanlage. From there he cannot be at­
tacked by a lance charge, and a lIlall 011 foot gelS a -10 modi­
fier to his skill, while a man 011 horseback gets a -5. When he 
is all O1le edge of the rock, Oomg cannot be allncked from the 
other side. If two horsemen wish to crowd in 10 fight at the 
SMile tillie, bOlh IIlliSt succeed al a Horsemanship roll. \Vho­
ever fail s this roll docs not get to attack, but can be auacked 
by Grung, in which case the knights use their in-hand 
weapon skill defensively, but can not strike, and can not use 
the special Defensive tactic described in PClldragoli . 

Knights can try to climb fromthcir horses-back onto the 
rock. They llI11sl m:lke a DEX roll. modified by annor (·10 
ror metal armor). Failure indicates the knight falls to the 
ground. taking Id6 damage, as usual . If Grung allacks a 
climbing knight, the opposed resolut ion is for Grung's allack 
aga inst the DEX roll , where a successful DEX indicates the 
kn ight is on the rock at the start of the next melee round. If 
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Grung is s uccessfu l, damage and s ubsequent consequences 
are ca lculated norma lly. 

Gnmg Ih e GilllJl 

SIZ 25 M ove 6 , 
DEX 15 Damage gd6 

STR 20 I-leal Rate 5 

CON 25 H it poi nts 50 

APP 4 

Modifie r to Valor: -2 

Glory to Kill : 125 

M ajo r Wound 25 

Uuconscious 13 

Knock Down 25 

Annor 15 

Allacks: g rea t spear @ 13. G rapple ® 15 docs 3d6 
damage. 111e roill! o f the spear is sme<lred w ith an lu.: rba l 
poison that docs Id6+ 1 additiollal dnrnage the first time il 
actuall y wounds a p layer kn ight.ll li1 1 is, lire firs t li me Ihe 
yOllng gi'lIll 's ro lled damage su persedes th e knight's armor 
poinls. O n the second wo und, it does Id3+ 1 'lddi lional 
damage; a fte r that , the poison is e nti rely washed away :tnd 
has no e ffect . 

A Glor'iolls Finish, 
Whe n G rung reaches h is Unconsc iolLs level he falls, crashing 
10 Ihe rock, crack ing it in to two. He rolls off the rock, and 
pressin g upwa rd 0 11 a nearby rock wit h his elbows, tries to 
rise. He is tem pora rily helpless, killable. If allowed 10 rise, 
he fi ghts unti l he reaches Zero hit poi nts. 

Afte r the player kn ights kill Ihe young g innt, they have 
time to notke IWO hea ps o f refuse in the cnve bem;ath Ihe 
caps lone. Knights who searc h musl at tempt Awareness rolls, 
opposed to each other. A success at the rol l llleans the knigh ls 
fi nd Ihese a rc mostl y sheep bones, with some hu man ones 
tangled up with pieces o f a rmo r a nd two bent swords, a nd a 
pair o f bal te red s hields. [He raldry +5, success" they arc 

Caradoc's sons, a las. 1 

A specia l pri ze awaits w hoever ro ll ed a Cri lica l Success, 
o r othe rwise wins Ihe AW;lreness opposed rol l. T Iley Sl:e a 

third s wo rd in a filth y old scabba rtl.ll iis sword lIas 11 bea uti ­
ful ruby in the hi lt and ogham le llers fII nning down the bJ:lde . 
{Read O gham . Success " the Iel1ers spell OUi Ihe sword 's 

na me, ~rl/lb(lII e, l 

Once viewed , every player kn igllt must ma ke a Sel fi sh 
roll ; those who succeed im med ia lely wanl lire sword for 
the mselves. 

If mo re than o ne pl ayer knight s ucceeds in that ro ll, the 
game master shou ld te ll Ihe players 10 stay in cha racter and 
arg ue aboul it fo r a whil e. If no one succeeds in convincin g 
the others to give il to h im, o r afler the wrangli ng has gone on 
for a few minutes, Bya nne ri,les to the site atop a while m ule. 
(If by some st range c hance tIle p l a ye r kn ights haven ' t 
searc hed the cave, Byanne te lls whoeve r lias the highest Pi ­
ous trait a mo ng the m to fe lch Ihe sword.) 

-

Byallnc says she hated th is g iant, and is glad he is dead. 
TI1C sword once be lo nged \0 he r lover, and she is glad Ihe 
kni ghls have it now. 

If Ihe characlas have 110t sell led the o wnership issue 
.II11On8 Ihe mselves by this lime , fiyanne tel ls them tha t the 
sword belongs 10 the 1110St P ious among them . TIle players 
should make o pposed Pi o us rolls a mong themse lves until a 
clem wi nner emnses. She nlso has a heali ng pot ion wi th Iler 
Ilra l restores Id6+2 hit points w hen she persona lly upplies it. 
She lias nile dose fo r every player kn ight. "Th:ll should get 
you baek III the ki ng ," s he says. " You will fi nd h im a t 
~1;u ll ey." Aft er .she's tended any wounded pl ayer knigh ts , she 
van ishes again . 

When Ihe kni gh ls rdum , K ing Car;rdoc orders a feast in 
Iheir honor. His daugi liers all have C hirurgcry at 17, and of 
l:<HrrSC, arc gkld 10 lend any wounded hero who needs further 

aid. 

News of The Do lorous 
Wyrm 

=- --
K ing Cnradoc is a l the lown o f Madlo...)'. He is Ih rilled 10 sec 
Ihe kn igi li s ret um, and appropria tely sorrowful nl any casual­

ti l'S. I-Ie orders a feast to honor Ihe knights, alld Chi rurgery 
for anyone who IIl;eds il. 

The fea st is a G rand Peast , wi lh seven courses. 
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Fa vorit e Dish: Parsnip M ousse wilh A lmollds and W ine. 

Fa \'od I e En t ed 'l i n rI ll: n I: pia yer-cha racte r storyle II i ns. 

Du ri ng Ihe feast Caradoc asks fo r a re lelling of Iheir 
blest greal deed_ Player knights may Iry Orale ro lls, perhaps 

King Dribbler 
Yea,s "1(0 lived King Peih,HI. ruler 01 Er!:yog. who wa~ calk'CI 
K in!~ O, ilolo le( I",c;ou,..: uf his uncnnlrnll,li>lc f".lmin)( .11 Ille 
mUlilil . He had J hc"utilu l dJub\hler n.1II1 .. '(1 ElIrddil, and (>lie 
u"Y nvli(cd Ih.l l sl", W,l> pregl1Jnl. even though 'l[ullJuied. 
Ile rn'nled i.,tely ordeled he! 10 be Iwnisl,eu by drowning in 
Ihe "iv" r WI'e_ She w.1s ri"d inl" a saLk. alonr: wilh ,1 gle,11 
,,,( .. k. (jul when Ihe ~J<': ~ w.u tosst.'CI into Ihe WaIL"f. it milJeu­
IOll,iy bololJo.'d b;,ck 10 shore. 

This occur,ed scve,all irnt.'lo, until;11 lasl the fnlwal .. 'Cl kinH 
ordered hu 10 he hur ned in'l" a<l _ Sh" was tu""d inlo a great 
huming pyre. hUI Ihe n"xl nlnrni ng in,lead of bones. men 
fuund Ihe p ,; n cc,~ silting arniu rhe a,hes wilh'-lI1 inl,lnl in her 
I,ll' . The I",i, we,e 1,1 ~en ~f",~ the king, whu,"" rJ!le vani>ht.od 
upon St.>eing Ihem ~Iiv". ami he w,lIInly '-~llbrKcd Ih"m. Th" 
infJIlI Ihen 1U1Icht.'CI his grJllu(~lhcr's (.ICc. and Ih" king'~ mal· 
ady of dl i bhl illg ,llld foa mi Ilg va nisllLod, ,,,:''Vt, lu app"ar agJ in. 

The h.llly w,'~ n.lm~od DlIIlIicus, ~nd h" g l ~w up 10 be J 

sa inI, and J'<..hh"hup of all Bri lJ in when King ..... rthu, WJ~ a 
hoy 
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even Compose, Pl ay (Harp), lind Singing. Gamcm3stcrs 
should now distribute the Glory for giant-killing as appropri ­
ate, and whatever was gained at the feas t. 

The King then exhibits his gencrosity. He givcs each of 
the knights a beauliful goblet worth a librum each. 

Afier dinner, a monk may s tand up Dnd rec ite the Miracle 
of S1. Dubricus' birth, which took pl::ace in this very town , 
TIle combination of picty and silliness usually pleases all 
players. King Caradoc is obviously pleased with this story 
since King Dribble is his own greal -grandrathl'1'. See the side 
note on King Dribbler. 

Finally, Caradoc asks to sec the sword which they found . 
He calls in his bard, who gives its name. The kings appears 
thoughtful for a moment, and then Caradoc ente l"ta ins his 
guests with II tal c of his own valor - and prudence - wllcll 
he was young. 

"No doubt you've wondered how I lost my IcCt eye. 
Many miles to the west of here li ves a Dolorous Wyrl1l . 11lis 
fell beas t guard .. a magic stone whose power is that if the Ime 
and virtuous High King holds the magic stone in one hand, 
his othcr will be filled Ollce daily wilh as mur.:h gold as he call 
hold. I sought for this stone 10 will i\. Six Ime kll igllts and I 
roc.Ie to its poisonous vale, and b..1u lcd long again~ t the foul 
creature, until thrce of us were slain and I was hlindcd by a 
blast of fire from the Wynn's mouth. We wounJe(1 il sorc, but 
it rose into the air. We could see il heal ing itsc lf, quickly. 
l11cn did we decide 'twas beller 10 be poor bllt living llIen 
than rich bul dead Olles, and we made our esCilpc. Bll t the 
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Adventure of the Dolo rous Wyrm 
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fOlll creature auacked LI S as we ned. and Illy loyal mCII all 
died to save Illy life. Since thCII , no one h::as gOlle to the Vale 
o f the Dolorous Wynn." 

Noh-: Dolorous means sorrowful, indicating that il in­
nicls sorrow upon olhcrs. 

If the players liTe so obtuse Ihat thcy J OII'I think of hav­
ing their knights seek out the s tone for Arthur, the gallIemas­
ter can have Caradoc prod them. "Alas , now that J am old 
.md withoul heirs, the s tone would do me little good. What it 

pily thatlloble Ki ng Arthur has not the use of it." 

Caradoc tells the player kni ght.~ how 10 reach Ihe Vale, 
which lies Iwo diIP;' ride to the west, follo wing the Rjvcr 
Wye. 111e firs t d1y'S ride is along the through the settled 
IOInds of his holding. and ill to Ihe lands of Hay. After a second 
day ofl r:wcl, on ·th e far side o f Hay, is the Vale of the Dolor­
\)us Wyrm. He warns thcm Ihllt there are lllany s tfllllge beasts 
i II I he f orcst. 

The Lady of Feats 
=~.= .. = 

"nle first day's ride should bring 110 particul ar incidcnt. To­
ward laic aflernoon, Ihey reach the expected ri ver crossing, 
j ust Pllst a village which. if they chec ked , was Wiliiney. 

11.1 the loll station Ihe kni ghl guardian wishes 10 JOIlS! 
agil insl every kn ight who wishes to cross. Use Ihe statis tics 
for all ord inary kllight. He also says Ihal his overlord, the 

' ~ ~ . .,., , , . :, , 
• - .'."N 

• 
• 

• • 

• 
, 

, 

, , , 

, \ I , ' 
"-• 

, , 

/</! 
/ 

.. -' , 

, 

, 

I 
• .. 

.. . 
0:,'''",,'''', , _l..._':;:.S_~_~f~ 

.... ', , , "'" "'" 
' ,._4 __ ,-"' 

, ' , 

, 
, 

t:" 

.' 1'@IiI&~~ , 
.. ' e>lf@(T . 

, 
, , . , 

I ''''''''", _ 

E3 "'1~ 

E3 ..,.,.... ~"'" 
El "' .. ~ 
ca '0"'" [0<., 

• • 

., .' 

56 



.9ltfrJelllllre of Iii/!. '.DO(OroIlS 'Wynn 

widowed Dame Fellews (pronounced yellll-OOs) is a loyu l 
yassal o f the king or 13rycheiniog. She is properly hospilable 
10 vis it ing knights. 

Clifford castle lies one mile up the road. ' 11c cas tle is an 
old mOlle and hailey, not well maintained. When the player 
knights a rrive, servants greet them humbly and take their 
horses to the stable for them . In the hall the dame welcomes 
them. She is an extremely beauti ful woman, and although by 
11 0 means a young las.'> anymore, is s till quite captivating. 
Although she orrers them hospitality, she also wams them of 
a strange cus tom in her hall . 

" I know ruJl well thai by rights, guests such as YOIl 
should be seated around lIIe at lable, but my knights a rc s llch 
va liant men that Ihey always cal al Ihe head of Ihe lubJc, no 

mailer what the rank of vis itors." She gives all the player 
knights a flirtatious smile, then goes on . "or cou~e. I'd 
make one exception, if Ihe High Ki ng himself e ya rode my 
way. NCNI, Ihis cus tom means 110 insult 10 anyone, just honor 
foe my men. I'll break it on ly for knights who call bcslmine 
in single combats." 

ICoU11csy. Success - this explanation is a suhlle chal· 
lenge and that the Dame will despise any r!l<ln who does!! ' t 
take iLl If no player makes a sliccessful Courtesy roll, they 
should Iry Proud rolls. Success here indi cates thaI even 
tho ugh Ihe success fu l knighl has no idea o f Fenews's 
scheme, he's insulted enough by her cus tom to challenge one 
o f her knighls. If no one challenges the CUSIOnl, Fenews scats 
the player kllights below hers , treats them courteously ..... hile 
they IHe there, and then, after they leave, makes fUll of them 
to everyone she knows. 

If the player knights take the challenge, Fene ..... s picks an 
oppone nt for each from her re t inue. They arc all Good 
knights , as givcn 0 11 the b.'ack o f the Cha racters Ilooklet in the 
Pendragon game. 111e rules for the individua l combat arc 
simple: fi ghters mus t withhold their blows, and the lIlan who 
scores three touches fi rs t wins. If anyone crit ic 'll s and thus 
ca uses aclu:d damage, Fenews SlOpS the dual, :lpologl7.es 
profusely, and sends a servOInt 10 ktell her 72- llcrbs healing 
poIion, which heals Id6 point of damage oyemi ghl. 

Any player knights who win theiT combat a rc scated at 
the head of Ihe table with Ihe dame. 11105e who lose an: 
scated below her kn ights, but she won't mock thellll:lter. 

C lory 
Glory gained is equal to 10 points per knight for those who 
took the challenge, plus normal glory for combat. 

Dinner 
OYer dinner that night (a s t:mdunl feasl) Fenews te lls some­
thing about hersel f. S lle is , she says, II Ie rightfu l heiress 10 
tl ris va1ley. Her two husbands and her two SOliS hawaII been 
killed in wars, or by monsters while on lIn: hunl. Since she 
has been married twice a lready, she cannol be forced to 
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Hay 
Ruter: L.ld y Fen<.ws land an u nnamed ~ leWaf(J, who b out of 
Ihe ~Ior y). 

V .. u;oJ o f: King flf Bryehein lo & (Lu yally .. 12). 
Army: 15 kniglns. '>11 ~'lldi ... 'fs . . 

I'la ces 
IIronltys: Ca,tle, ~ it ~ o f the steward's CflWI. II hn~ 2 h;I iteys. 
one cndu!oCd hy wlw,.jell pJ lis;Hk'S, alld Ihe inner encloslod 
witl l ,l ( u, tolin wa ll. A qlind,ic.lt k ... 'Cp on the moue is ) stork'S 
1.1 t L 
Cliffo rd: CaSlte o f Ihe I aely ol lhe Fe.lts. Due tulle )Illn ific.mrly 
ujJgr .ld.:J a flef Ihis slenJliu Vil li!!. Ir.lde thfOUI:h the l.l nd. 
Ctyro: Site of.} ruin ... ,,1 mOlte and b"i!ey ( aslte . 
"dY: Si te of J l:.l'> tle wt nd , is h) 1Jc fo'l ifl<.-d shurtty. alrer this 
advellll"e brings we .. hh to the Ilay aren lhloll l1h t, .. de . 
LiolnlJdlo-grolhin: An .. hnndoned yillal:e. The lInHeh Wi'S cs' 
tJbt i~ hc<l by Sl. Teilo, wllu . 1"y ... "J .. "t.I P"." Jd'L.,,1 fOI J while. 
hut ,lcp.uled lu Rdu.lny many ycars ago. 
1'.l il1s<:_"lle: A ~tronll <. .. ~t1e, home of.1 ro bbel haron who Ius 
nu tuy .• h'L'S e x( e pl to hi~ own po'opl ... 11 h"' ;1 <.y lmdlll .l l J.. ........ p 
inSId e' J wooden p.llis,ltkd h.l itey, with" .Ione tOw el plok .... l· 
ing the g.ll". 
l "t&.Hlh: A lowlI. I1 Me,d..,{ of ehe T,ll1:;>,11I tllbe. 
l' hr~e Cud:.~: A yitbJ:e at Ihe erossru;.d •. 
Whitney: A yill.1f:e. 

malTY agai n, and she intenilli to remain single unless she 
finds Tnle Love. As a result, her liege lord has put a steward 
in ch .. r~e of most things, leavi ng her ouly this old cas tle and 
its holdings. Shc expresses no dist ress about thi s. 

She asks their bus iness. When the knights tell of theiT 
prol>osed attack on the dragon, Fencws lis lens with interest. 
She ..... ams them s imply o rthe danger; UI! is a 1H0ns ter which 
has s lain many men." 

She adds more info mlation, too: 

"It has settl ed upon the now-mined church of Llandeilo­
gr .. bin, whose res idents have long s ince becn ell/en or fled . 
"u:: rc is one way to reucll it , by the river patll ." 

She adds: "If yo u succeed you will bring great bcnefitto 
me, you know. 11le ..... onn has blocked the only road from 
here to Bul ilh, where King Talhal lives. To reach Bulith now 
we mus t ride the long wuy around the dragqn, e ither 30 miles 
to tllc nort h through tile Kin gdom of Elfael, or 30 miles to the 
soul h, Ihrough the Kingdom of Brycheiniog . Therefore we 
sec lillI e or the people from Oulith." 

Clever Jack 
A serving boy shows them back 10 thei r qU;l rters. Traveling 
down the long !light of s tllirs fro11lthe lower 10 tlte b:liit..,)" Ih..:: 
commoner al1 el1lplS to engage in srnall lalk. Each kn ight may 
atlempt a Fol klore roll to see whether tJI\:y recognize the 
boy's clumsy attempt at rr iendship. Depending 011 the char-
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acters, lluempting ]f-orgiving, Merc iful, Pmdent, or Tmst­
ingj may be appropriate. 

That night, when in their beds, each knight gets an Ener­
getic roll to sec how alert he is. Anyone who succecds wllkes 
up. LAwareness. Success - tJle knisht sees a person moving 
silently inlo the room through Ule door.! 

Whalever occurs, the intruder tries 10 identir y himselr as 
a friend, first, and puts up no resistance. When lamps arc IiI 
he is most likely under a heap o f brawling knights. 

(Recognize, Success· "Hey, Ihis is the varlet who led us 
here tooighWJ 

"Yes, yes gentle Sirs, that was me, Jack Ihe Drudge. 
That's me, Clever jack to my friends, and the Lady, begging 
your pardon. Clever Jack, who has seen your tlmgon many · 
a-time, yes I ha ve. I know that thing, and where it lives, and 
even clever lit1le lIle, I have ideas on how 10 deal wilh it." 

Depending UpOIl Ule ITmstins ] ro lls or the knigllts, tlley 
mayor may not agree to listen al Ihis point . It is not unrea­
sonable for them to wait and check with their host, the L'l(iy. 
Naturally, she is not to be awakened because of this nOI1-
sense, so Jack can be tied up and left with the squires until 

• mommg. 
Lady Fenews is astonished to hear what Jack was doing. 

"I know this boy,M shc says. "Acolllllloner, but uncommonly 
clever, 1 say." She addresses Jack, as if scolding him. "And 
though it is a virtue to him and his kind, he Ims to remember 
Ihat il can be a vice to us." 

Jack is hanging his head . "Yes, (/ominus," he says. 
(Awarencss. Critical success on ly· Ihe knight secs lack 
smirk .J 

"But I would tell you,~ she says, " I would listcnto any­
thing that Jack told me about something he knows." 

Jack 
lack says everything with humility to his social betters. He is 
an extremely smart fellow, and would ralher sneak by with 
kni ghts than scratch the hills with sheep her{lcrs. Lady 
Fenews has given him enough infonnal ins truction to keep 
him within the proper temlS of courtesy. Ifhe defies his rank 
at all it is the way he is willing to sometimes look knights 
right in the eye. He al so has a way of making the nobles think 
they are the source o f the ideas. 

"Here is what we have to s tart with : I know it hates red, 
because I have often gone out to the hills and waved a red 
dummy at the monster. Even all the way across the valley il 
can sec the red man, and as soon as it rises I leave the dummy 
beh ind and nm away and hide in the rocks there. 1 have done 
tJlis several times. It burns up Ihe dummy and gocs away. So 
what would you, Sir, think we can do with that ? Or you'! 
Well, you look like you might be saying we can usc it as a 
lure or something. Was that your idea, Si r? A good one, I 
think , 1 do, says Clever Jack. A lure is a good start:' 

And so on. tn a s imilar vein, he eont inue.~ . 
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" Ilere is one problem: we have to keep it from flying 
away . Everyone hereabouts knows the story of Sir One-eye 
who callie with a hundred knights to kill it. They were all 
killed because the wynn kept flyin g up and getting healed of 
its wounds. We have to find some wily 10 keep it on the 
ground . Do any of YOIl have ideas?" He waits, and listens. 

"Here is what I would try: In ancient days King Hu used 
great iron hooks to hold a monster so that his warriors could 
kill it. He used oxell, but his ovalle could not n y. Bul I think 
iron hooks would hold it for a while. Do Bny of you have 
ideas on how to make it c.'lt iron?~ He waits and listens. If no 
better idea comes up he replies. 

" Here is what 1 think. I will make a fireproof dummy, 
and 1 will lash it to the tower which the dragon lives on. It 
will au aek it, and when he cannot bum it down he will bite il. 
'111ere arc no good rocks in the vale 10 lash it to where you 
can usc those great horses of yours. Is tlwt nn Andnlusi~n? 
Oh, a Norman horse. I have heard of them, but never seen 
one. h ittme the king rides only white horscs?~ 

"011 yes, the wynn . 111en he will be held down until you 
can kill it. But J need a diversion to keep it occupied while I 
dash to the tower. Do any of you have ideas?M He lis tens, and 
then says, "If no other idea is proposed, I suggest one or 
more of you ride Ollt and challenge it. When I see it rise to 
attnck you I will run to the tower. After it turns upon the 
tower, the re.<;t of you nllack it ." 

Pailing auything else, thi s is the plan . Clever lack does 
his bcst to make the knights sure that they have come up with 
it. 

Jack accompanies the party dragging a huge bail of rope, 
ami his dUlllmy, now wrapped in dull canvas. 

At one point Jack urges a halt and s,,,ys, "I all1 going to 
cross the ri ver and cut across some hills that way. You can' t 
ride there, but if 1 do not have to tnrry I can be in position by 
the time you make a leisurely ride from here to the edge of 
the vale. If I dou't sec nnylhing by sunset tomorrow, T will go 
back to my Indy's cas tle." He goes away. 

The Hermit 

On the second day, aft er several hours of tra vel, the player 
knights leave the settled lands behind them. They pass 
through opcnllleauows, see stands o f sJX1rse woodlands, and 
occasionally find a ncar-ernpty hnrnlet where old men and 
women watch in suspicious fear as the knights ride by. Some 
hours after noon, the road leads them through a fairly open 
woodland . The sec, off to their left, a li111e fire burning in 
front of a thatchcd hut. An aged m~n comes out and calls to 
them courteously. 

He is Gromer, a holy man and seer, whom Fenews sup­
ports in his hennitage. He is a kindly, generous sou l who 
invites the knights to share his s imple meal and to tell him 
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the news from Arthur's court . Although Gromer has grell! 
spiritual power, II is long isolation has driven him s lightly 
mad. He gets muddled easily, forgetting what year it is, laps­
ing into some strange language that the kn ights have never 
heard, and gell ing the names of the knights mixed up. 

This encounter exists primarily to add a touch of super­
natural prophecy to the on-going campaign . During a 1I111n­

dane conversation with the player kni ghts, Gromer's strange 
gift possesses him . He suddenly s lops speaking, s tares 
blankly into space, then intones in a hollow, booming voice: 

"111cse arc the three hidde n things of the fate of the 
is land of Britain: a sword thai s lays the smith who forged it; 
three gold lions who cal the fl esh o f woe; a fai r fl ower that 
blooms behind stone walls." 

Gromer is s imply unabl e to explain these prophecies to 
the player knights. It will take him years of llIeditation and 
hard thought to be able to understand them himsclf. "What 
Ihe gods give," he says quiet ly, "they make a man work for." 
(11IC SWOfd refers 10 Mordred killing Arthur; the three lions 
are Mark 's device, and Tristnun's nallle mea .. !> "woe"; tile 
fa ir fl ower is Guenever in the convent.) 

Since he li ves close 10 the Dolorous Wynll, Gromer muy 
also have some information about it. TIle gamemas ter will 
have to decide exactly how llluch, basing his decision on the 
strength of the player knights. If the party is truly formidable, 
Grolller should only know the locat ion of Ihe path thai leads 
to the wyrm. If the pl:lyer knights are weak, he might te ll 
them qui le a bit about its strengths and habi ts. If the IXIrty 
fall s betwccn these extremes, the g:lIlicmas te r can feed them 
a few scraps of infornwti oll . 

The Dolorous Wyrm 

Gromer takes the player knigllts three or four more mil es up 
river. He blesses the: knights, then turns to return to his hut. 
11,e knights ride on a few lllore miles. 

Going past a bend in the river,the valley behind becomes 
visible from behind the hills. Everything is buntcd black. 
Even the weeds are burned, so no sign of life is visible. 
Stumps, none more than three fee t ta ll , show where trct:s 
once stood . Each s tep of the horse's hoofs brings up a puff of 
ash. 111e only thing to sec is the remnants of the church: a 
tall , stonc steeple. 

[Awareness. Success· the knight sees the wymlullcoil­
ing from the steeple. Its head rises s traight up, surveying the 
area.! 

A strange fceling hangs ovcr the village . Not so much a 
stench or cloud, though it has elements of both, but a feding 
of a monstrous presence, like the charged air before a thun­
derstorm. At th is poillt, the gamemaster should S\(l te Ilia! the 
horses are tossing their heads, rolling theic eyes, and trying to 
pull thei r re ins free: o f thei r owner 's hands. (If a player knight 
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has some kind of excepti ona l horse:, he may plead that his 
horse wou ldn't act this way, but the smell of the Wynn is so 
terrifying to horses thaI even a magical dcstrier will revert to 
sheer animal insti nc t. ) The player knights should make 
HOTSCmanship rolls. A fumble means the horse bolts; failure, 
Ihal it O1c ts more and morc franti c; sUccess,that it stays at its 
current level of fca r; critical, that it s tands but s lilllrembles. 

111e sensible thing for the player kni ghts to do at this 
poin l is to se nd their horses bal;k down the path with the 
~p1ires wllo t ic Ihe11\ up som e distance away. If lert unnt· 
tended the horses rear up, break thei r reins, and bolt blindly 
back down the palh . (flley will not stop until they reach 
Gromer, in their dim way, they hope tlml this hUl11llll can save 
them.) 

Thc horses have every right to panic, because the Wynn 
is particul,jrly fond of horsenesh. As soon <I S the player 
kni ghts reached the edge of the clearing, the fcll beaSI 
smelled the ir mounts and began searching for ils prey. All the 
knights see it IUlfurl its huge wings, and with a s torm-like 
llap, risc into the air. 

The player knights have the choice of ground and tac tics, 
but nothing of usc is around . 'nlCY can run , but will be pur· 
sued by thc creaturc. Here it swoops, cfllshillg to earth 
among the knights. 

Tlt e DolorOllS Wy nll 

SIZ 35 

DEX 30 

STR 35 

CON 25 

Move 11 

Damage 7d6 

Heal Rate· 

H it Points 60 

Mnjor Wound 25 

UnCOllsciOIiS 15 

Knockdown 35 

Annor 15 

'this WOfIll regenerates.5 hit point per melee round until 
slain. 

Modilier to Valor: · 10 

Glury to Kill: 400 

Attacks: bite I@ 15; taillasll @ 13. It \lIay bite one foc and 
lash al anOther each round, provided tll:.t the target of the 
lash is down near tin: Wynn's ta il. It canna( attack while 
flying . 

Special : fire breath G 10. 111is allack docs Id6 normal fire 
damage; armor prolects only for the first tillle stnlck. It 
m:ly only be used agllinst tIle S:UllC target that the Wynn is 
attempting to bite. 

T he Wynn has no more intelligence than any clever 
predOl tor with magicOl l powers. When it receives a Major 
Wound, or it:; hit points go below half, it flaps ils wings and 
nics upward into the nir, where it stays ulltil it heals. If it 
receives enough damage in II single combat fOund \ 0 bring it 
below it s Unconsciolls level, it goes inlo a survival rage and 
keeps fighting ullci l it rcaches zero hi l points. 
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TIle wynn also has exceptionall y keen hearing ; it al1acks 
the ho lder of the Stone of Invisibili ty at -5, because ;t can st ill 
sense where he is. 

Once it is stmck by the sword Wyrmbane, it uses its 
bite-and-fire attack exclusively against the wielder of that 
sword, becallse o f the pain which its magic causes. It wi ll not 
lei up on this au::ack until ;t or the bea rcr of that sword ;s 
dead. If it docs kill Wymlbane's owner, ;t tums and randomly 
attacK nearby player knights. 

T he F ighl 
If the plan is followed. it works as phmncd. The wynn risc.!'> 
to auack the fi rst intmder. '11e knight or kn ights must surv ive 
for at le::ast li ve rounds as Jac k dashes frolll sollie rocks In· 

• 

, . .. 

.... ' ---

w::ards the steeple. Once there. he lashes the dummy in place, 
and hides inside as he sce.~ the wyml tum towards it. 

TIle melee takes place about 3 movement rounds away 
from the steeple. At their fastest, the knight would require 1111 

additiona l round to prepare . 11llls the soonest they could 
reach the steeple is four rounds. 

The Dolorous Wynn 
As the k" lll ht s rirk doS(!<, lhe wyrm '<Ce nts their mounts on th(' 
dry hrl~lC . Slo wly il lifts it s hcold, J nd OcF: ins ~ se:" c h for the 
source 01 the smell. 

' .. -' 
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When it allacks the dummy, tIl e wynn requi res one.: round 
10 fl y 10 Ihe s lceple, one 10 brealh lire, Olno l}le r 10 breath li rc 
again, and a third to wrap himsclf around thc enti re stccple . 
It has regai ned 20 hit points in Ihis time. Descr ibe the s ight of 
the wynn's wounds closing, its ragged w ings scaling lip, and 
its blind eye rc fonning . TIl is m ight make the knights hesi­
tate. Whatever they do, require jAwll rencss.] rolls. Success " 
they see the wynn squeeze, like a cons tric lor. 111e slccplc 
crellks, and some stones fall off the lop. 

Suddenly it sc reams and st iffens. s traigh tening ou l 
slowly fo r one round as the s pasm of pain lashes through il. 
It hangs by thc hooks in the dummy. It is s tuck! TIIC follow­
ing round , and afterwards, the hooks ho ld thc wynn in place, 
but otherwise its parts arc free 10 move. 

The gamemaster mlLs t run tlll.l meke 10 ils conclusion. 

The Magic Stone 

II 's likely that at least one player knight will surv ive the 
bailie wil h the Wynll . If none do, thl.lY will be avenged ];ll er 
in Ihe summer, when fiyannc d irccls PCfedur 10 the wyrm . 

A fter giving each other Fi rst Aid, the survivors undoubt­
ed ly approach the body. If they ha ve not spoken o f Ihe StOIiC. 
remind them that Ihey 1I\IISt search for it. llwugh the arc .. 
about the steeple is littered wilh bumt debris, Ihe magic slOlle 
is not vis ibk. Nor is it ins ide tbe steeple. 

If the player knights think to examine thei r fallcn foc, 
they should have the chancc to mll ke Awareness rolls. Suc­
cess means tha t they s pot the s leek. green jewel at the tip of 
the lai l, wedged into its scales. 

TIle knights arc would be w iSt: to deliver it 10 King Ar­
thur as quic kl y as possible, telling no one of thei r secret until 
they sce the High Ki ng. 

DeliS ex Machillll. 
The scena rio may result in the death or critical wound ing of 
lll3ny o r ;111 the knights. Gamelllaste rs mus t dedllc whallhey 
wish to do aboul this . If lhe gamemastcr gets 3 crit ical suc­
cess to II is Arbitrary, he can provide this rche r: 

• Gromer 113S been watching from a d istance. Wihl l.lss ing the 
wynn 's {le3th brings his san it y back. 11 e ren lel llbc.·s Ihat he 
was the village priest of Ihis place . With mi raculolls 
pr .. ycrs he brings Ihe knights tllihe hrink o f life . l ie scll lcs 
down, and pro vides chirurgery fo r the Ilural iun of their 
hea ling. 

• Ilyunue has been wHtciling lind s': lIlis a IIIli,;k o f hlit;hl 
fin ches bearing magical hea li ng . Th ey stave off dea!li, 
si ngi ng a sweetlune 10 the men's souls, and seducing them 
back from tile brink of dcalh as they Iry 10 leave Iheir 
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hodil!s. She arrives with a healing potion that heals 1<16 
points of damage, :111<1 vis its the hurt men da il y in the tower 
to pe rform Ch irugery unlillhey <Ire healed ur die. 

• Clever Jack: If Jack is in the tower, the gamemaste r may 
have him do something to hel p the knights CSC:IPC. Prob­
ably not something hero ic, bUI maybe somcthing wh ich 
would let the kni gh ts live. For ins tance, maybe as the 
wynn is occupied eslcwllere he drags the survivors inside 
tIll: s teeple and says he wil l go gct hel p. Bul they must 
dileh 1I1I;:ir annor and be ready to run when they can. He 
dashes off into thc ni ght. The last sound is o f his dog 
ixuking. Some time laler, altcmpt jAwarcness. S uccess .. 
Ihe sound of horses stampeding tow:lf(is them.] As the 
horses ncar the tower they arc attacked by Ihe wyml. Jack 
ilPI>cars in Ihe door and says, " Run. 111c horses have had 
it." And dashes out himsel f. If the kni gills run they can 
!lI~ke il lOO, bUI they lose Iheir ho rses and arlm ... 

• A humi lity lesson: If Clever Jack's help had been rejected, 
this pcasunt boy could have becn fo llowing the knights 
from a d is tance. Hc waves a sca recrow , made o f red rags, 
at the dr;tgon from a dis tance. When il tUniS his way the 
boy plants the dUllIllIY alld runs for cover. T he wynn at­
I:ICK!. the scarecrow, prov id ing ti me fo r the knights 10 es­
t·ape o r rcgrllllp. 

Return 

The gamemaster should play the relunl joumey in na rrati ve 
time. 

Dame Fenews is fa scinated and plcaSl!d. She o rde rs the 
Ill:st fa re 10 be st:! . (It is pre tty humble Sluff fo r 3 feast. 
indicating how poor s lle is.) 
FavHrite Dish: Venison wit h ci nnamon sauce . 
F;l\'()r il c Entertailllllcnt : Hl.lll ring about the dragon fight. 

AI her court tile affa irs of Clever Jack Me Sell led. He is 
left to the gamcmas tc r to use or fo rget. HI! might be pleased 
10 !>!:Iy he r.:, where he is rela ti vel y fam ous and working for 
hi" l/owiIW. If the g:Hm: mas lcr thinks he will be a useful 
cha racter later, he can send him along. Perhaps as a nativc 
guide . 

King Caradoc offe rs she lte r alld any necded chinlfgery 
to the pl<lyef kn ights , who afe trcatet! as greal he roes by the 
populace. TIley have another feast.. 
F;{\'"ritc Dish : Gab!!!ine i'ie, shapes like fin ches. (Con­
!cuts: minced beef and chicken, with bog berries, and cur­
rall ts) 
Favuri tl: Elltl"ftaiIIIlIl"IIt : Lislellillg to Il le 1,lay.:r knights 1.·11 
lIbolil Ille drllgon ogai l!. 

When Ihe kni ghts al lengt h leave the Forest o f Dean , 
toc;11 PC:'S:1I11,; lell lhe ll llh:H Ille High Killg :lIlIll lis retinue <lfe 
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on their way 10 Gloucester. TIle player knights calch lip wilh 
Arthur about five miles north of the ci ty. 

TIle galllemaster should get as much drama as possible 
out of the presentation of the stone to the king. First, player 
knights mus t convince Kay, who is in a worse than usual 
mood. to let them speak personally to the king . Arthur. on a 
great snow-white horse, receives the knights. He is lordly 
and distant at first as they tcllthe tale. When they give him 
the stone, hc's skcptical, smiling, looki ng it over, rubbing it 
between his fingers. Finally he decides to try it, asking for a 
gold librum. TIle librum immcdiately appears ;n hi s open 
hand. 

At th is, everyone around s wears in aston ishmcnt. Cries 
of "God's blood!" and " By the Holy Elbow of God!" ring 
out, Men and women come running from all over the en­
campment as Arthur tries the stolle several times . The player 
knights find themselves in the middle of an admiring. excited 
crowd. C losest are Arthur's household offi cers, of course. 
Finally the king slips the jewel into sollle sa fe po uch and 
announces that he mu st rewa rd the brave kni ghts who 
brought him this treasure. 

King Arthur glances at his officers. " ~'I a rsha ll , brea k the 
march. We cam p here. Kay, prep.1re a rega l feast. incl uding 
those dainties you to ld me abo ut from Africa. OHlmberlain, 
find me some clean clothes and a place to speak to the am­
bassador. Bedivere. would you please gct these men SOllle 
clothing, and a place to wash up. Si r Knights," he says to the 
player knights. "I invite yOll to join me tonight, at my hi gh 
table, at your pleasure. Bediverc, see if any of them lire lov­
ers, and lct them practice manners on the queen's end of thc 
table, too. Then bring that ambassador to Ille.~ By this time a 
frantic rush of activity has burst into a riot o f motion. Arthur 
dismounts Bnd goes off with his chamberlain . 

With a fri cndly smile Sir Bedivere escorts the player 
knights to a place whcre a rich pavilion is being raised. WHere 
in my pavilion,~ he says, " You will receive what yOll need.~ 

TIley do. "One last thing," says Bed ivere. "When King Ar­
thur asks you to tell how you came by this stone, you should 
have one, or two, or however many it takes, to tel l th is adven­
ture. But take the time among yourselves now, not in front of 
the assembled nobility of Britain." 

"Now if you will excuse me, I will see to the ambassador 
ofPortuga1.~ And he goes. 

The Feast 
The feast is grand, and the knights who brought the stone 
back are given seat of honor at the Pendragon's High Table 
for it. 
Favorite Dish: An Extinction Roast. (Selected parIS of the 
last sturgeon from the Libyan Lake Tritonis, s tea med to a 
naky perfection, garnished with s weet bright orangc and yel-
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low nowers, something small and black and sharp-tast ing, 
and other African herbs.) 
ncst cnlcl·talnmcnl: 11le Thscan harpcr whose songs made 
evcryone sce th ings in thcir minds. 

After the dinner King Arthur asks his clerk to tell him 
about the stone he received today . Everyone stops whatever 
they wcre doing to lis ten . Many lIlore eyes fallllpon the new 
knights than upon the wrinkled old clerk that evcryone sees 
regularly. 

Arthur 's court clerk comes forth and tell the story o f this 
miraculous stone. 

"It is called thc Stone of Kin g Bladud . BI :ullltl was an 
aucicnt wizard king of Britain, who predictcd, through al­
chemy. that it wou ld exisl. He stated its power would be that 
if the true and virtuous High King holds the magic s tone in 
one hand , and asks for gold, his other will be fill ed once daily 
wit h as much of the precious metal as he can hold. However, 
this s.lme king predicted that he could n y. but wenl only a 
few yards hefore he crashed 10 his death. After tliat no one 
hclieved everything that the dead king had said." 

King Arthur thanks the clerk. and th en asks the player 
knights to tel l him, and his assembled court, about how they 
got this slone. 

Players make appropriate skill rolls and. if possible, 
brieny rclate the events the way they all have more or less 
agreed. Anyone who succeeds at their roll gelS another IS 
Glory for perfonning successfull y before Arthur 's Court. 

Glory 
500 additional points are di vided among the s urvivors o f the 
Adventure of the Dolorous Worm . An addi tional 100 are 
added for this tclling at Arthur's court. 

Note: Players Illay have 10 consider the part o f C lever 
Jack in this Glory division too. It warrants cons ideration by 
the characters if hc is here, with appropriate Modest rolls 
where due. 

TIlis is a great success for the knights, and they should 
receive lav ish praise, admiring looks, and secrel glances 
from the crowd. 

Financial rewards from King Arthur are generous. 11le 
King knows that they have just made him the richest man in 
the world. So each man receives a handsome manor, a 
charger of noble color (all black. white, or grey, depending 
on the choice of the rccipient), and a suit of noble clothing 
worth 7!. 

Furthennore, the king makes generous living provisions 
for the widows and familics of any player knights slain on 
the quest, and appoint the other player characters as wards to 
th e widows and children . Finally, King Arthur promises to 
personally kllightthe heir.. of the slai n. 

And if Clever Jack had been mentioned, King Arthur 
order.. that he report to the Royal Hunter for employment. 
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The Adventure of the BEST 
INE IN THE 

hy Greg ,')'I(li/ord 

I[I S SCENAI{IO TESTS the personality traits :lnd the 
beha vior of the cli;!r:leters , It delibe rately tempts a nd 
tries to cause the characters It) CIT. TIle destructioll o f 

the bnd is the presllllled outcome of the gallle. ln fact, if the 
ch,Hacters somehow manage to pr,~ve llt the s in k ing of tfte 
land, they Tllust !c.ml li.ller that someone else has done it. 

Mmly such lests occur in the K iug Arthnr genre; (;:1-

waine and the Green Kn ight is the Ix:st example . The Gra il 
Quest is the hest source for obvio us Il\<lraltesls: is I'erciv,de 
chaste or nnt? Wll<lt wi ll Rors do whelil lis h ruthcr tries to kill 
him '! Is Lancdottruly contr ite and c haste"! Oilier, JllOfC suh· 
tIc tests abound. D ul y trlle lovcrs can escape from the Val 
sans Retoll r; only someone truly merciful Call avoid tIle evil 
fate s ulfered by Gawaiuc ill hi s first q uest; Garelh and La 
Cote Ma le Tai1c have the ir humility sc\'erdy tested . 

Starting the Adventure 
I lere arc some reasons thaI kn ights Illay choose 10 go to 

GwacloJ for this adventure: 

• The Adventure I) f the I1cs t Wine in thl: World: VilltlicrS 
evt:rywhere tal k abou t the extraordinary qua lity o f rare 
wines which arc rumorcd 10 he ill Gwaelod. 

• Adventure of tht: Prisoller Countess: A beaut iflll cOllnil:ss 
is sa id to be held prisoncr in Gw'lelud . 

• Explorat ion: Gwaelod is Tllmorcd to be a very wealill y 
kingdolll . Expluring distun! r~ allll s amI brillging th.:m thl: 
chivalry of Arthur's realm is a COllll110n aClivilY among 
wanderillg kJl igllts. 

Getting There 

Castle of Legions 
TIle City o f Legions is thc lasl frielldly <.:ily OJI Ihe rOlllc to 
this adve nture . It is a th riv ing seaport, a lth ollgh not a Large 
City (with its expanded price list). Ilowe ver, all)'lllillg uJ 

Irish origin can he purchased kss expellsively (cslX:<.:ialiy 

Iris h coursers). Overlooking the city is the medium -s ized 
Cils tk o f Legions. 
Early: 'l'he <.:astlc has two very wdimailliained b;lilcys, willi 
a large sqlwre tower kecp (l iop the Illolte. 

Laler: Ulldl:r K illg Arthur's control, the Caslle uf Legions is 
.:xtens iv e ly rein fo rced witll a curtain wall, il llulh.: r lower 
added , and a neW hall bllilL 

The Duchcss of C hl'shil'c 
The Ouchess is an elderly woman who !iVl'S with her IlIh­
halld in thl~ Castle of Legions. She enlertains visitors while 
Ihe Duke is "oiT illtr iguing someplacl:." She is intere~ted 

a lmost exclllsively in the lat"st LIShioll in CHlidot, gossip 
OIholit tl\l: qIW(;ll, lind what they OIre sayi ll g abou l her and ha 
Imshand ,II UlIlrt. She drinks Ileavily, and goes to hed e'lrly. 
Favnrilc Dish; Canel Eyroun (figs stu lfed wilh cinnamoll 
.~pi<.:ed q~gs) . 

I'avnl"itc Enll-rl~,illll\clll: :\11 Irish ha rper singillg the "Lay 
Ill" Deidre," a sad love story, ill CYlllrio..:. 

After di llll l"f, Ihe kn igh ts llIay sr,~ak 10 Sir Segocon, cas­
td lan uf Ihe Castle o r l.q;ioIlS, alld loyal mall III thc duke. He 
will g ive thelll informa ti on ahou t tIll: m ilitary alil l political 
si tuation farther w.:sl , 

Sir Segocon's Directions 
Sir Segocoll is happy to te ll th em what he knows. "Thl: place 
you want is called GW'lciod , alld it is r!lleu by 11 canny old 
l'ilg,!ll king who hOis no t Il<:ell s ubjec ted to the rule nf annlher 
for as long as we have known . Almost no olle goes there 
I l<:("au~e it is a vcry dilficli ll trip_ 1111:Y arc said 10 Ix: vt.: ry 
rid!, hilt it is prohably ridl the way thosc hill men think of 
rich: lie has a ckun sll lrt, a ho rse an d a tlimlsand sliecp (ha 
ha)." 

Tllrce main roules lead from known Arthuri:11l taritory 
tll th is "livenlllre: through Norg:lks, Ihrough Gllnlt:rct , or a 
thcorclic,d fUute which is 10 be discl)vercd Ille wilderness . 

The advised rou te th rough Nurgnles is the one ddailcd 
for this adventure, Brief info rmation Oil th e alternatives 
given hCH~ is illll'ndcd to discomage plotyer knights by plln­
ishin g thell l witl l wasted ti me. T his is for tile most par1 harlll ­
less, and hopd'ully teaches the kllights (alld playe rs !) 10 trllst 
good sources () r i nron 11:1 t i 0 11 . 
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Through Norgales 
Sir Segocon explains this route: " You' ll have to lake the road 
which leads up Ihe Dee River valley. lllat"s Ihe nile I recom­
mend. You'll have to go tllrough the KingdeJll\ o f Edcimion 
in Norgales most of the way, and ollce you' re past their bor­
ders you enter the southern limits of Gomerel." 

MKing Dogfeiling of Edeimion is more or less subject!o 
the King o f Norgalcs, but keeps some o f his indcrcndencc. 
And that tribe i5l1 "t so fu ll of hating Ar1hur 's knights, though 
I'd lIot recommend any Oleshire knight go there." 

''You' ll have to get orf to an early s tan. h's a long ride to 
reach the nellt castle. That'd be Dinas Bran, where the king 
collects his tribute. It"s a long, hard (by's ride frolll here, up 
and down hill s and through the C loeaenog Fo rest. You 
should be ready to spend a night camping out if yOIl arc 
slowed at all." 

"Altemfllcly, take the easy rollte. Hide south ten miles to 
the Castle o f the 8.111 . The Lord of !lIe Dall will show you the 
road upriver to Dinas Bran . It takes a fair day's ride from 
there. bOl not a hard one. ~ 

"From Dinas Dran you keep goillg upriver, ami YOll' l1 get 
to the Homan camp called Caer Gai. nl\~ people there will 
greet you wannly. 11mt is where Kin g Arthur was a boy, ynu 
know, and they still remember him fondly. TIley renamed it 
Kny's Camp you know ." 

'j'01L should be able to find a guide who will take YOIl 

OVer the hills to Tomen-y-Mnr in ~oulhcrn GOlTlere!. But 
after that , you're on your own." 

Through Gomeret 
If the notion of traveling through the hear1 o f Gomere! comc~ 

up, Sir Scgocon says, " You dOll't wan t to go tll rough the 
middle of Gorneret, even such a tough-looking hun ch as you. 
Hell. even the monks hate liS there, and to gcl their hands on 
some of Arthur's knights would give them something 10 

praise God about. So unless you have SOrl of special sa fe 
conduct from Maclgwyn himself, don't go up there . I'm Slife 

they have plenty of roads to get to Gwaelcxl, but everyone 
will jusl conduct you to Maclgwyn, who's li kel y to hold yOIl 
as his 'guest ' fora few months." 

Going this way should be difficult . w ith Illany arroga nt 
knights challenging the player knights to joust as they are 
tllken to Maclgwyn llt Degannwy. The king's s teward wel­
comes them, promises hospi tali ty. and conducts Ihem to pri­
vate rooms. 111ey are fed at the hall , but cold shou ldered by 
everyone. 111e king never sees them, and s ince they cannot 
leave his pcnnis."ion withoul breaking their ho~pilality, they 
are d~ faC IO prisoners until released. Aft er a couple of months 
of this, they are "traded" with the Duke of Cheshire for some 
oIher pril:Oners. 

Treat this as another incident hy t..1:Ielgwyn which pro­
vokc..c; the eventual invas ion. 

i 

(,4 

Across Country 
11\e pl :l.ycr knights may express an inl ention to cut across 
country, in which case Sir Segoco n says, " You knights mils! 
have Ilad a whiff of that magical wille, and its gone to your 
heads. No one of liS could hope 10 get through those moun­
tains alive. Stick to the Dec Val ley, helieve me!" 

Frum the South 
Appro..1ehing from the South is the long way. and probably 
the rC$ult o f an accident rather than plllllning. Bul knowing 
players. we"1I cover this one too. 

The player-characlers ride northward along the coastline 
of Cardigan Ray to reach Penna!. From there they ride into 
Gwae lod, nnd have the same encounters a~ if they had come 
by Ihe northern route. 

Sailing to GW<lclod 
'nle Tower of the Sea can be reached by ship. In fact, it has a 
lively trade going on with merchants s,1i1ing the Cardigan 
13.1y. 

However, it is impossible to s lart the seenario hy sailing 
to the Tower of the Sea. Noblemen and Im pOr1ant knights can 
land there. and evcn visit the count :I.t eour1. However, Ihe 
countess never shows lip to greet visi tors who come by sca, 
The playe r knight s will have nil uninteresting stay in 
Gwael{KI and not heeome involved in this adventure. 

Getting to Castle Dinas Bran 

Eusy Route 
Sir Scgocon"s advice is good alld truc. The knights easi ly get 
directions from thc Lord of the Ball 10 Dinas Bran. Two 
sights all)ng the way may be of interest: 

• nall~or (a lso Bangor~on-Dee" or l3angor Iscoed) is a mon­
as tery founded in hostile territory by a monk who is trying 
to COil vert the pagans. 

• Llnngollen is a monastery headed by SI. Collen. a fam ous 
holy man who once outfaced King Arlhur, and another 
time Gwynn ap Nudd, the god. 

Risky Route 
Th e knights must ail receive a successful Horsemanship 
Rol l. If il1lyonc fails it, the cntire pMly will have to slow 
down a little or else abandon him . If s lowed, they must spend 
the night on the road. Camping outs ide is uninteresting. Un­
less, of c(mrse, the knights stay al the olle farm where a faerie 
adventure lurks nearby : 

• Cdn Uannog: this farm in Ihe C locacnog Fo rest is the 
home of the Freckled Cow (Y Fuweh Frech), a faeri e crea­
ture which gives outllnending milk to all . 



• Himls Bnm (J-16): 'Il l is lOOl)· foolilig h h ill forI is lopped 

by a castle wi th a reclangular s to lle enclosnre. a lltl 11 " 411a 1e 

keep . Faeries have o fte ll bee n seen around uuts ide I".:re_ 

So metimes it is ca lled Ihe Cls lle of the Raven. C' nran" 
mea ns Rav,,;n .} (Wes lwuod , JJK; Bord , 1(9) 

A Nearby Adn~nllll" e 

• Caer Dl"cwyn (J - l 5): ' 111is h ill fori is th ..: " 1-'"011 of Gwynn," 
who is a Pag an goJ of war, Ikath, and Ihe W iltl Hunt. H is 
wife is said 10 keep a herd of magical callie here, bUI peo­

ple cannot n ormally sec Ihe m . 

I~l 
Places 

111C joumey to G wacl od is nu t inlc ndcd to be dcr;lilcd . The 

garncmaslcr :.holiid IISC lI:trra live dcsc ript ion til g.:l th roug h, 
poinling Ullt illleresl ilig I;Hldlllarb if he des ires_ /{ l" 1I1e ll llx; r 

Ih;11 J110lyers always have Ihd r u w n ;lgcJl{his allll lll ;IY sl'iz..: 

upon anything as 1),;111 of ii , su he ready 10 improvisc_ 

Edeirnion 

Ku!l:n Chief I)og fd ling . 

Vassal uf: King Ga lihoden I)f Norgales (Loyalty ~ 9). 

AI'm y: 25 mOlill tl:ll warriors. 

l'eoJl le: The people Me a I-li ll Tri he. ThOllt;h lIom inally 

Christian, tl,ey s till rur.mc IIIUIlY !'agall practices. 

Places: Perlinl:n l (acts arc givclI \x;luw in lhe onkr in which 

they are likdy 10 ht.: e llcou nt cred. 1 .... lI.:a l guides probably 

poillt thesc out a lullg 1), 1: way . 

Ku lcr : Killg M awan . 

Vass:11 of: Pcndragon . 

Penllyn 

ArIllY: 20 Imigi lls, 75 w;lI"I io l"s . 

King Mawan is a tribal king w ilh Ihe good fOrli lll1: 10 rule the 
place w l.ere Arl lIIU was hi tldcil ,luring h is you,h . In a brge 

scnsc, Ih i!> Id"gtl" ... tI,,; pl:mb "POll Ihe &" .. .1 will " f Sir Kay, 
i,s lIulivesun , ;., eOllrl. A s f •• r m:cepling ( 'Ilivulry ,lIld , II"; ruk 

o f Ihe Pendragon, they a rc unus uall y p rogressi ve for tri ha l 
pc opk, thoug h Illcir cul ." , .. 1 f" lIud .. l i. m'" •• n: d l"llg .. d IU.\I,' 

in Hallie Ihan in e.-.sellce. 

Bul King M" wan ulw'lys lrea ts lIIe n o f Ar1i1l1r wd l. lit: 
gives u feast in Illeir ~Ilmor, ,LIlt! as ks tilci!" husinc~~ . 

S ince he is w illillg 10 help :,llIIosl ,IllY A nhur ia ll kn ig ht 
w ith what I.e c;m dll, King M a w"11 agrces 10 scn.1 g ui.k s to 

hdp thelli " Loros.. ... 'l1,c Pass. K ing Maw an also 'akes the time 
to warn the knigl.,s In :.v()i.\ Go m eret and King Madgwyn . 

Places 

·11,,1;1 I.:,kc: ( Also calle d Lly n ' legj,l) This lake is I I H~ 

StlllH:e ., f .he Dce Kiver . An anci ellt c h ieflaill, Hu Ihl: 

Mighty. C .. ptllfo.:d:tll aV'lIlc fW1I1 thi s lakl: 0111: l illll:. Suml:· 
. i Ul I:~ a drowlled city c an Ix; scen \>t:nea.h lIn: surface o f Ihe 

"'kc. 

• L1anfo l" : All abl>t:y at the non h I: lld of Bala I.akc_ 

• C;ll"r (; .. 1: Wi th in a ltill fort norlh arc J{OI!l:1I1 millS, .hl: 
f"rllwr has,: for .wo ('UIH) II !>' ,·" lIe d Ill(: 11,/,'rju VicJri,~· . a 

part of lil l: ·1\Y"; lltic th I.egiull . l iS " C<lsHe" is !l ,e forlif"i,:d 

camp. 

• The I'a .'~: A rll g~,~d ridl: IIphilito a pass takes the knights 

ttl tll,: (·d be of tile ICl"r ll< \I)'. J"kYlltI( l, past Illllre rugged 

Illlll lllr:lms, li .'s TIIl lle n -y Mlif. 

Tomen-y-Mur 

i(llln·: ~ I r ('ynd.ly l .. n, d ' lcf o f A nlutlwy_ 

\·a ~ ... ;.1 tlf: r. l ad~w)" 11 "I"G,\1l1el e . (Loya lty - 1(,)_ 
Anny: 20 lI1<lul1kd w;lrr iors. 

T" lI1cn-y -/\"lur is:1 ~:a"l le huill ins idc ;1 r,·c<l lls. nll,.ed ROBlan 
eart It Wol k f, lrl , w Ilicll scrvl:s a s a wa Ilcll hai ky_ A 30-f 001 .a II 

lI1"lle is 1<)I'Ix;, 1 hY ;i W'It " k uIOWl·f . 
rYliddylall is tile L· h ici"ta ill of 1111: e lltir.: C01l1l1l0tC, who ure 
Il,c Ardudwy tr ihe. I-It: is a slaullc h Suppor1l:r of Gomcrcl's 

rrl·c,lolll, b llt has ;tl s(J l! ('q\lircd rcspccI for Arthur's ideals (if 
thl~y on ly d id ll"t npp ly 10 GOIlll"!"l: t!) . 

!lc is fa sc inated wi th ti le p!aycr knig hts" proposed ad­

YCIIIl!fC, and dired s tll l: llI to Ih,~ (: l"llssroads Ihat lead to the 

Towcr of Illc Sca . Thl: Ardlldwy lIs cd III lx:casiollally ra id 
Gwad'."J cattle, hilt Ih l: '·l: l'l" is; l1:> wl: rl: ,I I ways mm:h more 

_~eve re thall II Ie g'li ll Illade , Slllltcy 11 0 lo nger raid there. Ami 
tltc Gwad od fol k "Mdy ra id .).\ .he ir own illt'C litive_ 

lie <l dds, " ""Iofc iIll Jl"l"la litly, the blld is protecled by an 
:I",.: lel1 l s pir il : a hag . NUIII: "f liS woul,1 Ibn: tn olTc n.1 her 

I wilh <l rgml1ell ls .• m.1 wh.: .. we h:,v,,; 1"'; ': 11 "CI1 . a\\·;IY at the 

I borders. WI: (}bey .w 

Gwaelod 

!tuler: Gwyddl ll ) G"ranll;r. 

Vassal of: 110 one. 

A rIllY: 25 rich k!l iglll s , 50 stlld i':fS, 100 wan·io ls. 



Savage ?(OlllltaiIlS 

GwaeloJ is a fairy -talc like land, which is heen relatively 
untouched by recent wars, It is actively pagan, with its rulers 
fulfilling the roles of sacred king and queen of th e land. 
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• 
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The Crossroad: AI Ihe northern and southall cnds of the 
dikes, Ihis ;s where Ih e charach:rs meet th e hag. 

The dikcs: These carl hen dams st.md flgainsl Ihe 1":lg;n£ Ir isll 
Sea. When riding along their lors Ihe rlnyer chnrllclers mny 
Ill.Lke an Awareness roll . Success indicates thai Ihey see tIll' 
land on the eas t is actuall y beneath the level of the occan. 

The "16 Citics": Each of these is a lown, full of happy 
peasants who spin d olh as smoolh as samite. Here even the 
beggars ride horses. 

Tower of the &a: Player knighls wi ll spend mosl of their 
time here. It is eXIJlained in delai] below. 

I~I 
Arrival 

The Crossroads 
As Ihunder crashes among the western douds and raindrops 
spl;Lsh off the knights ' armor, they find a crossroad. A ponr 
dirltra;llem\s straight ahead, while ofl"10 the lefl, high abo ve 
the seething water, a good road s tretches inlo Ihe distance. 

Uere, holding her rags close amid the blustery willd, 
hohbles an ugly hag. (Her APP would be eqLlalto - 16). She 

Il<1s ash-gray skin, a 10llg pocked nose, skin gnarled with 
hairy growth!;, and a fe tid breath, like putrid meal. 

Even if the knights allempt to ignore her, Ihe horses wi11 
nol. Upon pnssing by they shy away from her, even trying to 
ride off the road. As the knights seek to hnld the s teeds they 
see the hag, who slops and regards them all with contempt. 

Upon seeing her, all players mllsl nwk e a Valorous roll. 
Success indicates Ihe character saw what wn s corning and 
held his s teed (nnd gets a Valorous check) . Failure indicates 
th e knighl's horscjul11ped, and hc musltry a Horsemanship 
roll . Succcss 011 Ihe HOTSCmanship roll allows him 10 control 
his horse (no Horsemanship check) but fai lure in this means 
that he d id not, and he will be tempted to let the horse go . 
A!t empl a Cowardly roll which, if successful. gets him a 
Coward ly chcck as his horse bolls to the rear. A fail ed Cow­
nrdly roil mcans he held himself sOlnewhat well, even 
though afraid, and with a wild horse. 

The hag says: " Another balc h of heroes to seek tile 
countes.<;, I suppose. YOII will have to be belief than the las t 
ones, if you want to keep your heads. No! everyone can 
reseue that beautiful prisoner. Just remember, don't speak to 
the lord of your mission here. Soldiers he likes, wooers of 
Tryamor he docs nol." 

Shc turns anll vani shes inlo the darkness. walking 
r through hramble bushes too th ick fOf a horse 10 penctrate. If 

characters pursue her, they w ill lind only w ind, rain. and 
d:or k,ws, ... 

'nle knights conlilluc. stumbling around in Ihe rain and 
darkness, until Ihcy come to one of the towns . Any resident 
will welcome l/1c11I 10 their humbl e (but clean) abode. How­
cvcr, cvery kllight 11\IISt succeed in a CON roll, or lose IdG 
hit points to illness incurred riding around in the rain. 

l11c towns are small . very tidy places. Down comforters 
covcr every hell. dothes nre well-huilt and well-mended, and 
plelilY of hearty food ~nd drink is available. TIle peasants are 
happy, probnbly s inging and dancing whcn thc knights slag­
ger ill, coughing llml clanking. Thc loca ls show respect for, 
and humility to, their hcUefs. If any knightllsks why uley are 
so well nrr, the JlC.asants s imply say tlley are blessed to li ve in 
a bount iful land. 

When characters arc ready to leave the town, a guide will 
take them direct ! y In the To wer of the Sea . 

The Tower 

GG 

l11c Tower of the Sea i ~ sturdy and well-manned. TIle porter 
is quite courteous. He as ks thnt all swear to the rules of 
hospitnlity and if the chnracters do so, he beckons them ill. 
They enter the wc ll ·cle.1!led outer court yard, where the 
horses will be h.:ll away hy grooms . A scncschal leads the 
vi ~ itors 10 a tower l:hambcr where Ihey can wash and refresh 
tllemscives. 

The room has fille do wn ll1attres.~es alld comfortcrs, 
hrass Roman bral.icrs for room lleat ing. and colorful wall 



hangings to kccp out drafts . The playc r-characters willmecl 
each night hne. Alluw thelilto talk, alld iflhcy wish priva~'Y, 

lei thenl know tllatlhey havc it here. 

Afler 1111:y arc cleaned lip, a bUller comes into lake Ihclll 
10 meet the caslle lord. Entering Ihe court doors, the visitillg 

knights arc IIsllered forward to meet the host lonl. COIII\I 

Gwyddno Garalil lir. 

The COllrt llall is l:irgc, its rIo!)rs stn~ wll wilh ru~hes, alld 

walls hung wilh rich tapcslrics wllidl sllow thc kgcJl(lary 

w,lrs fuught ill mythic"l days hclWct:1I Kings C;wydioll and 
l'rydcri over SOllie pigs. TIp: hall has a high L"eilillf;, alld al til<' 
far end sits Count Gwyddllo Gar;Hlhir. His Ilumlc is (',HVc,d 

from a singk piece of ivury, dccor;lted with lillt~ly - wr()lIghl 

s ilvlOr and ililporkd ehollY. l1eside hilll, to his leli, sits a 
woman whoslO radi,lIlt he(;uty d im inishes lin: dv\;n craft 

work of her plush oaken throlle. 

An ddcrly advisn, latlOr to be introdu ce d as Sir 
,'icithellill . stands ilt Ihe count's righl h'lIId. Silling lower, on 
aI) a lmost toy-liklO Illrollc, is a vlOry yOllllg boy whose altell­

liun wallders, who will be igllored hy hi s elders until pllt 10 

hed early evcry night, and who has no part in the scenario. 

Six gll;lf\!s dressed ill red ,lIId wllit e livery stalld to e, lch 

side of tile 1IIrolll~s. They c,lny ); laives and swords. OlhCf 

GlIIrlicrs, apparcnt ly klli );hts of Ihe realm, arc 011 the comt 
ll()<lr, rlllsined to Ihe sides and comers. 

COIIIII Ciwyddllo (J;l r;mhir asks the visilors Illcir narlles , 

aft er heillg pi"eserrkd by his hna ld. lIis altilude is tll at o f a 
fril:lldl y old nnllil glad 10 sce visitors fn)lll th e ullter world. 

l{ukpi:Jy thnmgh this hy lettill g Ille dlaraclers illlmdllec 
their knigill s , cxplain their business, alld so forth. 

After till; knigllts linisll tlllOir illll\)(iuct ioll Ihe count ill ­

I rodlll"C~ his wif"c, TrY'.IIllOr, ;md his advisor, Sir S..:ilh":llin. 
"Bl lt I ell1 prov ide lliOrc Ihal) cold oratory," says tlte cOllnl. 
"l.d liS bcgin II Ie welcoille J'casl." 

Thc v.u'lets who work inlh..: castle all wear the saillc red 

,Ind white livery of the foot guards. Such lIniform llr..:SS is 
vay llrlllSII,d ill Ihi,; phasl' of Ili ~ lul)', <lud Ihe galll..:mastn 

should ]luill t Oll t tllc fa d . They bring Ollt fine boards, 

h..:uches, alld tahles for tile dinner, cover all wilh cicalllincn, 
;111<1 qui ddy have maidells carrying (lill Jille ewe.!-:s 10 serve 

. 
wille. 

The First Dinner 
'111e lurd and lady ,)flilc caslle ar..: friel1( lly and up..:n, sharing 

th..:ir lives and story with the characters. 

COUlit Gwyddno is a rich and gcnCfous COllnt o f Cam­

bria. 1-1..: is a piuus lIlall who lias heen hksscd by his gudd..:ss 
wilh hind, wc;illh, and childrcn. "And wilh fri..:ndly visitors 

like Ihese," says Ihc cmlll!. "Nothing more is needed in the 
world.'" 

Fa\'orite 1Ji.~ h: Pyke cn dllllcelte (sllloknl pike s alad in pas­

tr), .) 
I'avurik EnlcrlaiIlIlH'nl: A lxud telling the tale of l3!"u tus ' 

voyage \0 Britain und oven:01lling thc giants. 

The win..: comes Ollt. "'Pine wine, i"rom the land of Troy 

wherc uu!" OInc..:stors rille-d, brew..:d for the parade uf Ba..:clills, 

but seil...:d by Brerlilius, Illy ancient Ullcest ur who rllilldered 
RO!ile , ami suv\~d ulltillhis fcast." 

Anyone who dc~ i res to indu lge in the wine may do so. 
All who wi sh to be tCrTlp..:rat..: IIlllst succe..:d in their roll, or 

..:1se the h..:ady aroma and lxlllquct wll ich W,lns from Ihe 

crystal boUle seduces 
tl\el1110 take a sir ortlle 
ambrosial wine. Suc-

The Hag 
TIo" h"f: " I tlo" Cw,,,,,,,,b 
c" .. fr<> l1b tlo..: ~nif:ht, ." 1I,,'y 

cessful T..:mpc rance 
rolls d..:serve all exp..:ri­

cnce check. 

COlillt Gwyddno is 
ck<lrly indul g ing in Ihe 



Savage Moufltaills 

winc. In fad, as the mcal prugresses he ralls asln'p. LOlli 
Seithenln shakes his head rucfully and says, "His geas is to 
drink anything set before him, but he always falls aslecp 
from good drink." Aided by servants, Scilhenin canies the 
count to bed. 

The eounkss: Beautiful TlyamOr watches the servants guide 
her lord to bed. She turns to the visitors and speaks. "TIllS has 
been good wine, but two nights hence will be the Sl1re night 
for tasteful indulgence. 11lat night, after the baru speaks of 
the Swan Knight, ask my lord for Noah's winc." 

Countess Tryamor then tUniS the conversation to the suh­
ject of treasure and greed. Everyone who cngages in the talk 
can atlempt a Generous/Selfish roll. Everyonc m:ly speak on 
the subject, unopposed unless thcy wish oIhe[wise, for ,Itl 

experience check at either. TIle fair dame (and the gamelllas­
ter) notcs who is the winner among the greedy. If no one 
aUempt5 a Selfish roll, the dame notes who fail s their Gener­
ous check in the worst way. After a while the countess de ­
parts. 

As the evening progres..o;es, a resident knight suggesL<; a 
drinking contest. Player-characters are urged to particil1ate. 
Seule the whole messy affair with un Opposed Imilligellce 
roll. The winner is the last olle awake (and also the one with 
the longest hangover). 

Eventually the feast ends. The servants stretch out in the 
corners, under and atop tables, and seek sleep. 'nle visiting 
knight5 are escorted to their private c1lal11bcr. 

11lat night a serving maiden visits the knights and re­
quests that the winner among the greedy to accompany ller in 
secret to meet an unnamed person . If he refuses she asks the 
second, third, and so on. If no one agrees to go she departs. 
She will not explain anything, but will act quietly and fur­
tively. 

first Secret Meeting 
TIle meeting is with Tryamor, who huddles in a small cham­
ber off Ule kitchen. Her maid goes orf to keep a lookout. .I11C 
countess addresses the knight. 

"Courageous knight, my thanks to you for coming here. 
I seck aid from someone who will have pity 011 a captive 
woman, and who is not afraid to aet when the time COIlle-S . 

Will you help me?" she pleads. 

"The kind lord here is generous with the gifts or olhers. 
He came llere and took all from me, then made mc his slavc 
wife despite my protests. No one protests for mc now he­
cause they fear him. Hc will murder anyone who contests his 
claim. Out someone must bring me justice." 

Characters may want to try Merciful and Just rolls. Suc­
cess yields an Experience check and shows they were moved 
by that elllotion to help her. Flat refusal to be swayed yields 
a check for Crucl, or Arbitrary and Suspicious. 

"It will be worth your while, I promise," she SllyS. "You 
must seize the Cup of Ogmios at the feast to be held two 
nights hence. It is large, and worth the ransom of ten knights 
with lheir equipment. If you succeed then it will be yours. 
We can prepare him, and I will give you a signal-watch for 
it. Tht~n ,let with courage and boldness! 

"I know a way to aid your task. Y0l1111uSt ask the lord for 
Noah's wine. You lire his guests and he cannot refuse without 
appearing stingy. It is a heady liquor and I am sure Ule old 
guzzler will not be ahle to res ist drinking it himself. When he 
is drunk you clln take the cup. Once you have hold of it you 
must no! stop until you are past !he bortlers of this land. 11len 
I will be free. " 

first Patrol 
At dawn Sir Seithenin asks the knights if they wish to ac­
company him 011 patrol. If asked, he says that he expects lillie 
trouble from the likes of mermen or wynns, though the 
weather will undouhtedly cause some. 

llie local Knights make no effort to accompany the elder 
knight. They never go ;n this weather, th ey confess. 

All characters who remaill at the castle must engage in a 
m,l11dalory tournament of chess, at Ihe insistellce of Try am or . 

I Ten household Knights, each with a skill of ten, will partido 
I , pate wilh the visitors. The prire, everyone is pleased to note, 
I is a kiss from the countess. 

I Those ..... ho venture out on palrol into the storm are ac-
companied by Seithcnin and a band of hearty peas.1nts, wear­
ing oiled leathers and carrying variolls digging tools. 
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Thl' patrol goes nOl"th along the dike, then south. AI inter­
vals Sir Seithenin stops and instructs the pet1-'>auts to work, 
who set to with shovels and picks to labor on lhe dam. 'TIle 
knights wait, standing watch in the mill. Naturally, none of 
them engage in physica l lalX)f. 

Player-characters present may all get a single Awareness 
rol!. Success indicates that they realize the water level is 
higher than yeslcni1y. In fact, the waves lap at the top of the 
dike. 

Second Dinner and Secret 
Meeting 
Dinner that night is as festive as the previous night. Every­
one ignores the black stonny night broken only by the crash­
ing voice of lightning . SOllletillles the thunder disrupLo; the 
poets and singers, Of callSCS the dnneers to fall on the noor, 
but the food is good and the wine plentiful. 
f'avorile ni.~h: Visorye (veal custard pic). 
Favorite Entertainlllent: the knik-jugglcr, whose speech 
was all puns about knives and what people do in bed to­
gether. 

Count Gwyddno again begs 10 go to bed early. After he 
leaves, the countess tUniS the conversation to lhe subject of 



extramarita l alTai rs. A ll who sc,"" 10 illlpr~ss Ihe heaul iful 
young wom an wilh Ihis tal k gel a n AllIor (rryiullor) roll o f 
3d6. T)le part icipants lIluSI Ill en na.:ci ve opposed resolli l iotl 
rolls IJs ing lhi s Amor aga illst each olher. As before, nule II Ie 
ch:Hacte r 's rai l's o f s uccess in Ih is elllkavur. 

Lal l: r, a Illuidservanl approac.hes the sleepillg klligli ls. 
The melhod of retlues l is the sallie as he ron;: the willner of 
Ihe amor reso !L Uio ll is appro.ached ri rs l, a nd theil , if ne("es­
sary, the losers in succession. 

The Count and Countess of CW<lciod 
COtmt Gwy(~1"" dlltl h i, v..,ry 11 ;.., ,,<111' WI /.." II ... (""nk" 
T,y.lOll.f. o:" r~' t"i" ,:Uo:~I S ~r a [C.lsr. 

. -e;c-' 

--

TI le mee ting is with Tryalllor, who hudJ!..;s in a small 
cham!'>er off Ihe chapel garde n. He r ma ill goes off to watch. 
'I'll<': cuunress ndd n:sses thc knight. 

The cuunlt::ss agil ill s pins hc r s:ld sto ry o f her birthriglll's 

I"ss and II<;r lord 's Himes. Shc preys on thc knight's Me rcy 
and Justice , 'IS shc 11 ;11\ Ihe previous lI ight. If Ih nt fail s, she 
IUnIS Ihe talk 10 ot her th ings. 

III an y I,;USC, sll c .:ll so protests Ih " l Count GwydJno has 
IICVl·r cllju}'cll her fa vvrs, wl lich dcserve 10 b..:long to a hean ­
ia nlUIi . CUllfim;(1 ill close qua lh;!s alld tem pted by s uch 
speel'll, lhc kn ight's aCl iun shoul d Ix m led hy a C has te/Lusl 
rtl il . E il lwr SlIc(:essfuJ rull gels ~ check, but the young COI1IlI ­

,-,,,-,, w ill IItl t cllgag~~ in illly :IIIIO(oI1S ;lctiv ilY o ther than iI 

si llgk kiss for 11 promise 10 hdp . 



• 

S 01/Ilj]/' 'J. lmlfl ta jll'-; 

'TOl1 lOrroW l1igh! is a feast, ami if the o ld lo rd docs !wl 
complet e hi .., rituals, J will he frrc fo rever, lIel r me Ihen. alld 
when I call for your aill you lUus t slc Oi l me aW;IY [0 the rl':Ir 

posten! where I will tlave ho rses wail ing. Take TIle away ami 
I will be your true lover forever." 

UI know one way 10 ensure OUT escape . You must as k Ihe 
lord for Noah's wine . You :He hb guesls and he (::111110\ refuse 
il wi tho llt brrllking custom . It is a heady liqllor. and I am Slife 

the old gunkr will not Oe I1hlo.: 10 res ist drinkin g il himscll". 
As k for it aftcr Ihe h.ud sings a song about Tile Swan Knight . 
When the lord is drunken, we Call CSCOlPC logcthcr.

M 

Second Patrol 
When Sir Scithcni ll asks for volunteers this time, sever;,) 
characters may say they' ll go, but checki ng the wo.:;III I\: r con ­
ditions cause,.,> everyone to ge t an jEllergctic ro lLi SlICl·t·SS 

indicates that they receive: a chec k ror it. Fa ilurc IIwallS the }" 
must ro ll ror Lazy. 

Fo ur altcnlativc (OllfSeS {,f action now exi:;!. In the sec-
• 'lid .... nd tll lnl courses, sOlne o ptions rwerlnp_ The fo ur possi ­
hie «'suit s arc tha t the c h .. r;Iclers .Iu uo th ing ; the c har;le ters 
.10 w hatt hc counteSs asked ; the charac tc rs conrro nt the count 
directly ; Ihe characters renounce the treachery of the count-
css. 

L Do Nothing 
If tIle characle r.~ do no t ;lei . then the fen s t will continue ; 

they may all beco mc fnllill g-do wTl drunk and s leep with serv­
iug wcul"iu: s, and tIle next dlly wake to a bright d;l wn . Gwyd­
duo mmnllTlces he i ~ moving with his court, ami the kni ghts 
are dj~lI1isscd to go the ir own way. !-I e prov ide..~ an escort out 

o f the COllll lly . . 

2, Du What the Countess Asks 
If the characte rs do w hat the c uuntc.<;." as ks, thereby disrupt­
ing a ll t"iv ilizl~d hospitali ty iUld fallillg for the eO lltlt es~' 

templatiolls in f" lI of part . thr fpll(l w in g ('vent s w iJl con S Ul'. Th is p.'Itrol is s il1 lil.1r to the oil ier. hut the wal er is even 
highef Ihall bclorr .. The hlu .. tay willd "{' lId ~ whit{'c;Ips {"a_~- ; 
c;Idillf!, ,w" r th .... {·:trti1worl ... S"v{'ral S III •• 11 I> ... ;o\; -; {"."( i"t. :md 
the w(ukl·rs dilige nt ly rq>al! thel ll_ 

• • - . - ~ " • • 

When a gill'S! asks Count Gwyddll o if he would serve the 
.... \\'il~~ ofJ'~:!b-~he~ ;: llll:1 \1. cye~ wiJc.~ ;1\ '\lIrp~j 'l~. "Th~u;-a 

T~;re vi ntage, w hich' llii d tho ughi to :;"1\1(' until my Iwo hllo-

Thi s rcast. is much Ii~ the o thers. Everyone is happy, 
friendly, and cmirteolls. Ente rta ine rs kl'CP l;o ul,:htcr alivl:. 
f tlu r maidens serve line winc. Haune ht'S, roasts, and w!lok 
baked birds wei gh duwn the tab les. 
Favorit e Dis h: I'c<lcock, roa~h~d and g lazed with IWlley and 
green $..1 I1CC, scrv('(\ w ith the s kin o n. 
Favorite li;nlcrlaimucnl: 'Ille bard tc ll ing the slOry o f till' 

Knight of the Swan (detailed below). 

Count Gwydd no G;oranhir seems happy. and ;,.s ks his 
b" rd 10 n:citc a 1;l le. A handw mc bearded young m;ln com­
plies with ;In old paga n stol)', the Kn igh t of the Swan . 

TIle Kn ight of the Swan ~eks a wo man he .~"w in .... 
drcam - Ihe S h ining Queen. He discove rs s he is the wife (,f 
the King of the Cast le of Bones, and he prep;lfes to stea! th~· 

woman by stealth . Before he acts however, a cro w brings 
him a head. wh ich describes the story of its O Wl) faibl 

s leuthing. 111e Knight o f the Swan then alters his p lan .111.1 
walks th rough the front gate to confro nt the hoary old king . 
Heroic combat ens ues, but fin a lly the Swan K night win~. 
Illarri t:.<; the que{'n, a nd becomes king . 

If a player asks to try his charac te r ·s Faerie Lore o r Re ­
ligion (Paga n) roll , lei him. Success ind icates that the liskncr 
knows more aboulthis Swan Knight, given hclow. If 110 O I \C 

knows, the bard goes on to s ing the de tail s_ 

TIle Kn ight o f the Swan r\:s iskJ three tempt at ions; o f 
drink, o f Ius!, alld o f treasure. He won because he was forth ­
right, ho norable , and courteotls. When Ihc song is done, the 
hmd relires. 

• 

[
' d rc.h h hirthday . Hut no o lle w ill ever speak badl y ahout my 

Ilosp ii nlity." He ordef~ the wine brought forth . , 

i O 

• 
"This is somc linl('s ca lled the Willc o f Sha me," he s ays , 

" Bccausc in !!I e ea~t iomds, where the ~un rises rrom the dead, 

lived a sai lor named Noah . After a long voyage he drank 
from t h i .~ hn;w. and fel1 senseless til the ground so that his 
( hi ldrc n mocked and sh:llned him . Some o f that igno b le 
brew is here, fo r o llr drink ; l1g .~ 

All C hris tian kn ights. itS well as 1111 knights who succeed 
in a Religion (C hrist ian) roll , recognize this as a b iblica l 
story, abnut Noah artcr he landed his ark on M ount Ararat 
(G cnc~is 9 20-24). 

Wh( 1I o pe ned nud dccanted the clay j ug tclea~es an 
aroma which causes e veryonc 10 all em~ the ir TCllIpcrnnce 

(a t -5) o r Indul gcnce (a t +5) foIl. S llcce~s in eilher gives an 
('" xlx·ricncr chc(k . 

11.e w inc is pollTed into a n o rnat e and cxpcm>ive goblet, 
widel l is l11clI carried by Trya mo r from g uest 10 guest. Eve ry­
nne who l1wkes thei r Ind ulgence or ra iled their Temperance 
will drill]..: it. She docs 1I0t hamithe goh!ct 10 the kn ig hls s he 
has personally p lo tted with until after s hc takes it 10 Sir 
Seithenill and he r lord . 

The wine ar ts as a potion o f slee p with a strength o f 10. 
Everyone must atte m pt a n Energctic ro ll , modified at - 10 hy 
the winc. Success at thc Energeti c ro ll i ndi c;n l c~ the charac­
ter~ are pleasa ntl y inehriat ed hut no t urunk. while fai lure 
ind icat c.~ they fall as1ecp. Sleeping drunks do 1I0t awake for 
24 hUli rs . o r I1nt il tllfY arc in ti;lIlger rrom d row ning. If they 



rdie ","iJ ({VCII I fire of 1 !I /: 'lk.i l 'I Vil/c ill I !I /' '/ v",ft{ 

The Cup 
1 he cup til Ol:n lius is of ~ ,lid gold, wilt. pe.u]s ,If' ,'Ill! I II Ie lil l. 
Engo-aved <In Ihe cup ill e ..cen.:."S u f 0 Wnius hlm~lf hunling, 
singil1l:' and p lJyi lll: . 1\ slr,1111:'" script nlOs " ' 011,,<1 the h""" "f 
tilt< cup. IReOid Ol:ham. Suu'ns " il '~ .1d~, ·C"Lmn"n I",,,l~ 
me for Of{lllios .NI 

pass olltthey see Lhe followi ng secne as they fml e from cun­
sciollsness. 

W hen the wonderful goblet reaches Sir Seitllenin , Ihe 
gamemastc r should roll his d20 , look at the die, and say, 
"Made his Loya lty." Describe tilt: scene, "TIle elder knight 
looks at hi s lord, toas ts him, then toasts the vis it ing kni gh ts, 
and slowly begi ns great gulps, each slow alld separa te, gulp, 
gll/p , GULP, GULP! He carefully lOwers Ihe e111pt y gable! to 
the table, smiles at the cOllnt, and falls bad w:tnls frolll I,is 
stool, his r()bes Oy ill g Ope n. Count GwyddnlJ, :>ulllewli:IL 
dumfounded, picks up the dry goblel aud rx:ers ill to it , and 
then carefull y places it on the table before him ," 

" ,-Ie docs nOI like me 10 drink," says the cOllnl. " 1 gIl C::,S 
that is one way to prevent il. I will be sober tonight , now." 

T he Cup of Ogmios 
1lle incred ibly- wrought Cup of Ogm ios, empty now, is on 
the tablc before Counl Gwyddllo. Tell the chl.),'>e l1 kll ight th:lt 
the countess looks poignantly aL 1,1111 . He knows the tillle is 
close. 

The Countess rises frolll her throne, S:lYs, "My gooJ 
lord, face lIIe," ;md when the cOlllli docs so, she takes his 
hands and says, '"Now , Sir (name of promised knight) , ta~e 
the vessel as you swore," Everyone is momentarily s turmcd 
by this hol ll announcemcnt. 

The knight geLS three rounds to aCI hefore ,IllY Ilcfenlie r 
reacts. Ask his player what he plans his char:lcll.:r to do III is 
round . If he becomes indecis ive, tell him that he stands th ere 
{Iiling nothing, and then ask everyonc else their intent. Some­
one else liIay grab the goblet. Gi ve tlHlt char;,,; te r an cxpni­
C!lce check for Selfish and continue. Quick-thlllking, pre­
pared knights can be up and out o f the room in three rounds, 
bearing the counte"s wi th lhelli (if Olle of tllel1l Sll desires). 

One thing which cannol occur is an all:!ek upon the 
counl, which will a lways be stopped by the dozen gU3nls 
:mned with grcaL'ipcars. 111 is is the on ly thing wh ich call 
cause a reaclion before the three rOil lids arc lip. if allacked, 
the count (Iuickly rcaets, and runs to safety. 

On the fourth rOllnd , COllnt Gwydlluo rcaCIS, and orders 
his guards and court ie rs into aclion. They al l jum p to do so . 
Rememher, cveryone is IInamlOred :lI this lilllC, eXcepl the 
\cather-armored gu:uds, (Ind <a ny sword hi t call he disa. ... lruIlS, 

A few kills aga ins t the defenders causcs them al l to with­
draw and properly ann . 111c pause allows Ihe player-char;lc­
te rs 10 do likewise. Once armed, tl lelr roul e of escape is 

either to thei r horses at the stable or (if preplanned) wil h 
Tryamor!O the Te:! r postem _ 

AI the stabk, tIle I,orses <Ire ready if the playe rs make 
their ch:!Tacters' S<lu ire rolls. Otherwise, Ihey mus t wa it Id6 
rounds while the de fel1de~ accumulate. Each melee rOllnd 
sends 3 more footmen 10 fight againsl each knight who tries 
to break llil l. The COlllit'S knights join after ld6 rounds, and 
acclIllIulate IIlltil llie odds arc tmly hopeless. Characters can 
!-.uffCl1(\er themselves completely 10 the mercy of the counl if 
they wi:.l!. )lIe cli:lraClers arc then thrown into Ihe dungeon. 
indcl"i ll ite ly. Rilll SOll 1 is offered, bllt the surviving characlers' 
liege lord wou ld prubahly nol pay i t for un chivalrous 
knights, (Ilill fam ily or vassa ls mus t come up with the 1IIo lley. 

The cupholder shou ld have oppo rtunity to escape pre­
sented to him, and in order to cscape will have to take the 
opporluui lY 110 lIla lt er wllat hapI)I.; lIS to his fri ends. WI,en 
horses arc Ilot rcally, his will be. Give II Ie cup-bearer the 
d mnce to hesililteflllCe or twice, hili te ll hilll that the CliP says 
(i ll tli,: (""ll ltCSS' v()i"e), " Rnll, furgcl YOUT fri ends, or join 
the III in dca th ." 

Althe combat sl:lge lhe gamemaster 's job is nol lo keep 
the charJt·ters a live, but to tmlke their deserved death as col­
orful as possible. But J OII 't drn g il oul. Accept surrendcrs. If 
the vi si ting kni gills surrender WiLli the Clip, they arc tossed 
into pri ~ol l. 

If the vis iting knighL'i do not (Iltempt to steal the Clip but 
10 Iry to go aWily witl l Ihe Coull tesS, the <lbd uclion will be 
s imil ar II I Ihe SI.:l:IIC descril~J above. MosL ntlempts to ah­
d uct llie Clill lI\cSS wi ll be n(;l'ompall i(;d hy al tCll lpts to slI.:al 
the CIIJl. In e ither case, ir the cOllntess is in volve(I, s llccess is 
11111l:h mOl'e likcly . 

T he Es(;ape 

l\nmless Tryamor did hcr best 10 prepllre the escape. Horses 
and knis hts' pcrson:ll possess ions arc wait ing at a rear pos­
tem _ When the knighls break fro m the courtroom, she leall .. 
them thcnce, wlu:re they rn:l y mount and escape int o the 

! countrys ide. 

11 

Purs ui t is close. nchind them , in the night , {klgS are bark­
ing 'lIIl1 , with (II I AWareness roll , the thunder of horseS' 
huoves IIHly be heard, 

n Ul this is GlVyddno' s lalld, (l lld lie kll0WS tlie sl,o rt (;uts. 
Ahead , a ft cr the escapi ng knights turn a COOler into a gk u, 
awa its G wyddno <lnd one knighl for caeh escapee. 11le count 
clla li enges the bcarer of the COI li ll es:; hy name. Olilers dwl ­
lenge the companions o f thc abductor. If th e alxluclor docs 
not rcle:c;c her volunl:.ri ly, Count ess Tryamor twists from Ihe 
k!l ight's arms and m ns to the sidel illcs to watch. "SlOp him," 
she cries , '"As you lOVe 111e, stop him! " 

Clu nb:ll fo ll ows. For Gwyddno, USe lhe st,l tis tics for ,m 
old Cymric king (King Lak) . For llis retainers, lise st;!t ist ic!> 
for good kn ights. 

If the countcss is lecovere.I, the COUlit withdraws wilh 
his mell, leaving wounded and dea d foes behi nd. No refuge 



Savagl' :JIfolllllai TIS 

r I 
cnn ohtnined hy the l'nullt~'ss' p:uly fn>lll the 11:IPI1Y Il<:OIs:lnh 

of the land. They are Gwyddno's subjects, nnd loya l to hi 111. 

3. Confront the Count Directly 
TIle characters can try to free the coulltess by asking outrigllt 
for the cup and her hand, as the Knight of the Swan did. To 
win, the ch.illenger must succeed in three chn llcnges, 

This is the preferred roule, but not one which most player 
characters are likely to win. They are probably nol the 
equivalent of the legendary Swan Knight in virlue and statis­
tics. Bllt Count Gwyddno accepts the challenge, find brings 
forth his contests to the klligh1. 

Each contest must be won bcrore going on to the next 
one. Failure at any along the wny brings a shout o f triumph 
from the count. "You have failed," he says, "and Dishonor is 
now your companion. You are dismissed from my company. 
Guards, sec tllllt these mcn arc cscorted from my l:l11ds to­
morrow ." He departs the room, and guards accompany the 
knights therea fter until they an: gone frol11tile land. 

Thc I>dnking Contest 
Count Gwyddno says, "It is Prophesied that no one who 
cannot win a contest drinking the \Vine of Shame can evn 
supplant me in my wife's anns. You and yonr companions 
must drink against us." 

However, Gwydd:10 docs not illliulge_ His champion, old 
Scithenin, stands in. His Indul gence is 20. Sec tite <:ntry 
above (the Wine of Nouh) for cffeds. 

The Wre..o;l1ing Contcst 
"Anyone can have this cup," says the coun t. "who Gill out­
wrestle my champion to lake it. TIle rilles ure Ihut the willner 
is whoever makes Ihree out of five fal ls." 

The opponent is the ugly hag of the (;fossroads, who is 
terribly nimble in this eonlaet sport. If the character Iries to 
back down from the wrestling (either due 10 her ugliness or 
her being a woman) she walks ovcr and grabs hi111. initi:tting 
the combat. 

Usc opposed Grapple skill rolls, Her Grapple is 25, so 
that she rece ives a critica l on a roll of 15 or !lIore. If the 
character docs 110t have thi s optional skill, he can usc llis 
DEX roll instead . 

If a wrestler loses to her three times, he nHlsl make Ihr..:e 
rolls on Ihe Aging Table. lfhe wins the match he need nol roll 
al all. 

The Combat 
"Anyone who wants to marry my wife," says Ihe count, 
"must conquer me first. You Illay choose allY weapon, as may 
I. Our fight is to the death or surrender." U ... e King L1k's 
statistics for Count GwyJdno. 

TIle fight can be won by a lncky amI diligent comhatant. 
In such a case let the survivors go, with the COlnltess, They 

deserve it. 

As tile SIiU rises the uwidell laughs in delig.ht. "I am rrec 
allast," she says, "of that :tucienl curse, I prol11iseyou agnin, 
forever. to be your loyul wife," 

4, Renounce the Countess' Treachery 
Accusat ions against the wife o f the hos t is a terrible respon­
sibility to confront. Slle could tUnt the accusation about, 
playing the part of Potiphar's wife, alld enrage her husband 
agnin ... t the guesls. 

However, tnlth and virtue arc rewarded in Pel/dragon. 
This alternative is a good respouse. Gwyddno Garanhir is 
o utraged. of course, and asks for proof. 11le only proof 
needed is the word of a kn ight. Offers 10 fighl for the truth 
etc, a!,c aekuowledged but nol accepted. 

After ljui7.l.lug the cllaracters, Gwyddno will question his 
wife, Tryamor. She will confess, proudly, thut she did as she 
was lold. and in>= truc\ed these kn ights in ways to prove them­
selves dastards, amI become we:llthy tlle reby. nut Ihey re­
sisted, a]]([ are to he honored for it. 

COHnt Gwyddno will tllrn and cOllgratulate the chnrnc­
ters 011 thei r honesty. He will reward them as follows: to he 
who did tlot fall for the cup temptntion, a gold cup worth 
25£; to he who did 110t f:lll fur the seduction, a promise to 
speak with lhe father uf wllomevcr the knight wishes to wed, 

I with good words to assist the m:lrriage suit, and a charger 
with +2 CON; 10 everyone else; a fine cloak of noble fur 
(elmine, etc.) worth 2£. 
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I~I 
The Flood 

TIle land noods if the countess is successfully kidnapped, or 
the cup is stolen, or if Gwyddno is killed. 

[f some charal.:ters are deSCried, passed out hack al the 
lower, the awakeni ng knights find themsel vcs lying in inches 
of cold sen wnter. SIHluts and screams break the air, and loud 
I.:rashes and cursc.'l shatter Iheir unconsc iousness. ntC inebri ­
ates awaken amid Ihis chaos, as servants and women splash 
aboultrying to find safety. 

Sir Seilhenin lies atop a tabl e which n oats and slirs 
slightly in the eddying waters, He has not mended the dikes 
\exiay, and they have overnowecl. 

Feel of waler move in a wuve which nows on eastward. 
A horseman ca n escape if he muves swiftly. 

Anyone who escaped reaches a cliff. As the dawn lights 
the sky for the firs t time in <lays the characters look back. 
Along tbe westen! dikes a sheen of wate r is visible sheeting 
over the dam. /Awareness. Success - the knights see great 
while waves crash over the dikes, spreading a raging wall of 
waler to (IroWll the countrys ide. The sound, a dull roar which 



docs not s top, drifts to the watchers .] Tiley can SC I: th e roofs 
o f towns disappear under a wave talle r than ti le roofll)ps. 

Tryamor then chuckles in delight, saying " I am fre.: !" as 
she turns Iler now-hi deous fa ce to kiss her lover. Shc has 
become the hag from the crossrouds. Such j ust dcssen s an' 
due to those whoso abuse till: laws of hospita li ty. If fo r some 
reason the character tries to kill the hag, she curses him wilh 
ugliness before execut ing a miraculous escape aided hy hcr 
disappcuring magic. Ovcr the ncXI several weeks the charac­
le r 's skin grows Wllns, his eyes bulge. and his moulh widens 
to bt: likc a g rc<lt s lil. His APr diminishes, unlil il stops at a 
value of 5. 

The Return 
TIle ehar.lcters must rc tuOi to their own lords aft e rw~ rds. Let 
them discuss whal occurred, how they ac ted, their SIICC':SS o r 
failllTe. Ask them what they will [eli their liege, gi ve Illem 
SOllle li nle to discu:iS il (perhaps wllil ncxt session), alld thcll 
ask for a repon frolllthe knights, in person . 

The Hag Tryamor 
TIn: gamemas ter Illus t be prepared 10 mn the hag Try.ullor as 
u gamemas tc r-characte r after this udvclltllre is ov,,·r. I suggest 
tlillt she re lllllin at coun, during which lime silt: reveals 10 

everyone what laws of hospit al ity II<: r knight broke to li l-.cr­
ate hef. TIle hag is probably very proud of tht: kn ight . l-k, 
undoubtedly, will wish to h:tve no thing to do with her. Eve ­
ryone will certainly make much of his Ixlsic so<:: ia l e rror, :1 
most shameful ac t which will C;luse the more conservative 
people to completely ostracize the kn igllt from thei r COO1-

pany. Although il is nol ellough to lose knighthood over, his 
fcpllt,ll ion is hadl y lamished . 

Any ,I .. s tard who liber:ttes this wi tch deserves to be 
p!ugued by her ancrwards. ' n lal dubious decd can also sct lip 
it very diJTicult $(;cnario which the c!11lTlKters would other­
wisc try 10 avoid. That Scenario is otils idc the bounds ofl his 
•• dvcnlU rc, and so is up to the gamemrlskr to c reate. It should 
be dangerlJlIS and c'lpable of killing all pnrtic ipants , and 
should in some way let the kni ght mllke lip fo r his errors. 
Fac ing the l)olorolls Wyml, or ils ilk, fo r instance . 

Afte r this ret1cmptioll quest Countess Tryamor, beautiful 
again, will Ix: gl 'HI to receive 11 Ie atoning knigllt o r knights , 
c ite the ir he roism , and a llow them 10 continue Iht: ir Amor fo r 
hef. Al ternately, she might be $.."\ tis fi ed to neatly s lim up their 
lessons , give them each a kiss, and tlepart fore ver from the 
story. 

Rewards 
If the knights succeeded in resisting all temptat ion , they re­
ceive 50 G lory apiece for jus l be ing in the pan)', and 50 more 
for ench resis t<ll!ee ll gainstlhe count.:ss' wiles. 111115 if Ihey 
resisted her Lust and her Greed, they get an additional 100 
points. Furthcnllo re. cver),ollc gets "11 inc rease of IWO points 
to the ir Hospitality . Finnlly, they also get a chec k 10 Honor. 

Anyone who s lole the Cnp loses 2 po ints of HOllo r, and 2 
poin1s o f UOSpila lilY. 

Any~lne who kidnapped the countess loses 3 points of 
I [ollo r, an d 4 of Hospitality. 

Anyone who bOlh slole the cup and kidnapped tile count ­
ess loses 5 points of Honor ;lIld 6 of Hospit ali ty. Funhcr­
more, the hag Tryamor is now his lOVer. 
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The Cambrian ar 
Long-term, on-going events are importallt to the Pelldragoll campaign, 

IVEN UERE ARE INSTRUcnONS and suggest ions 
waging King Arthur's war against the tradition­

alist tribes o f Cambria. It is loosely modelled on the 
conquest of Wales by King Ed ..... ard I, hence the intrusion of 
concentric cnstles sometime during this phase of your cam­
paIgn. 

Events arc given without dates, listed as Year I and Year 
2. These events clln be inserted into the campaign any time 
that the gamemaster desires. TI,e Prelude eveDts should bc 
inter.)persed liberally before the actual war begins. 

Background 
1\vo powerful kingdoms rebel :Igainst Killg Arthur. GUlllercl 
controls the northem part of Cambria, while Powys controls 
the center. Arthur fa ces two distinct problems with each 
kingdom. and treats each differcllt ly. 

NortheOi Cambria is dominated by Maelgwyn, the Killg 
of Gomeret. He has a history of resisting King Arthur, and 
many adventures provide opportunitics for player knights to 
be abused by him. For instance, a wrong move in the ~Ad­

venlure of the Best Wine in the World~ can result in the 
player knights being arbitrarily held prisoner by him. 

These Gomeret events provide one o f the on-going ac­
tivities in which player knights may be cmbroiled . Rumors 
o r Maelgwyn 's harassmcnt should be heard constantly, and 
every few year.) the player-knights may be troubled them­
selves. 

The Prelude provides a list or other events which con­
tribute to the increased tension or war. TIley can be IL'icd as 
the source for adventures or rumors. 

King Maelgwyn has never paid homage 10 King Arthur. 
He represcnts a traditional king despcrately trying to holll 

onto his ancient prcrogatives in the face of increas ing social 
pressures to adopt the ways of l.ogres. 

King I3elinans' si tuati on is difrerent. He is also a tradi­
tiona I tribal king, bUI his gril)C is more abstracl. He has pre­
viously interacted in a friendly manner with King Arthur, and 
toyed with the ideas of chivalry and feudali sm. But after he 
seizes the kingdom of Penllyn he fears King Arthur's ruling 
will threaten hjs entire kingdom, much of which was con­
{Juered. Belinans is afraid these kings will also go to Arthur 
and, using Pen ll yn as a precedent, gain their freedom. 

Spontaneity 
'nll~ grealc.st excitement in roleplaying comcs from ehamc­
tcrs interacting with current events, which are modified by 
thei r previous actions. Thus a captain might do something 
for entirely personal reasons which do not confonn to his 
orders. He may, for instance, have established fri endship 
with Bclin3ns in a previous scenario, and try to negotiate 
with this as a Icver .. ge. 

Gamemasters must be prepared fo r the unexpected. 
About 40-70% of any playing session might be this type of 
spontaneously generated activity. Go with it , using other 
non-player activities to pace events in the rest o f the world. 

Passions 
TI,e creation of Passions and Directed Traits. and their appli­
cation to the game, is so personal that it cannot be anticipated 
in the text. Gall1emasters should watch for chances to make, 
and usc, Passions throughollttheir campaign . 

Some likely Passions Traits 10 expecl include: Trust or 
Mistrust (fribesmen), Of Hate (Gol11eret). 

Overview 
UE WAR IS FOUGUT ON TWO FRONTS; against 
Gomeret and against Powys. lllese arc called the 
Gomeret War and the Bulith War. Player activi ties 

will center around one of these wars, depending on whether 
an able leader is present among the player knights. 

The Gomere! War assumes that all player knights rollow 
King Arthur's main army agains t King Maclgwyn of 
Gomeret. Events are listed in the nonnal annual fonnat first 
given in 1111~ 80y King. 
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TIle Bulith War is part o r the second rront o f the war, 
rought against the King or Powys and led by trusted captains. 
It is provided for a group of player knights wherein one of 
them is ready to assume responsibility for a small army, and 
face the problems of acting as the Pendragon 's representative 
ill a foreign land. It provides more challenge, detail, danger, 
and chances ror Glory. 

A detailed overview of the whole war is given to provide 
a unif yillg background to the events. 



'lilt )iI,l1le" (Il re of I lie. Camun'a" 'HI" r 

Othcr fron ls o f possible aCli ... ilY are mcntioned, s llch a. .. 
the war in Cardigan or Orofoise. but 11 0 details arc gi ... en for 
scenarioo there. 

I~I 
Synopsis 

11,is outline is pro ... ided as a skeleton upon which a game­
masler can hang his own campaign. Remember Ilul l playa 
character evenls or interact ions may significantly change 
this. 

Prelude: Before the Revolt 
n,cse early e ... enlS illus trate the minor. but abrasi ... e activit ies 
which antagon ize King Arthur. Drop them in as mlllors, or 
work them up as adventures before Ihe war begi ns. 

• Mat:lgwyn does not attend Arhtur's Court to pay homage, 
but sends a subst itute. It is Prince Rhun, his son, who 
remains at Camelot under t ight security as a hostage. 
(Much later he bt:comes an ad ... enturing kn ight, then aftn 
the conquest, king o f GOllleTe!. He ne ... er fi ghts agnins t his 
father.) 

• Mat:lgwyn refuses to send his anllua l lribute, and e ... ery 
few years messengers musl be sent 10 collect il . Maclgwyn 
has new excuses e ... e ry time the small amlY arri"'es, and 
pro ... ides scant hospit alilY as he forces them 10 wait while 
I,e collects it. 

• Maelgwyn shel lcrs a criminal from Arthur, cI:t imi ng that 
he has the right of protection bcc .. use of his independent 
so ... e reignty . 

• Madgwyn attacks and cotl(]llcrs the Rhufon iog Iribe. 

• Sir Landri, a greal baron of Madgwyn's, all acks the Duke 
o f Cheshire and plunders a castle. 

The Great Revolt 

T he Last Straw 
Penllyn is allacked by Powys and Merionydd. Gomeret at­
tacks Tegeing l, and Cheshire attacks Edeirnion. All fall 
quickly. 

King Galihcxlcn of Norg .. les is defeated in bailIe and 
held for such an exorbitant ransom Ihal he is kept a prisoner. 

En ... oys from Penll yn make their way to Olle of Iheir 
tribesmen, Sir Kay, the Seneschal o f Logres. As everyone 
knows, Kay has the ear of King Arthur, who was :lIso raised 
in Penllyn. "n,e HiSh King declares that Pen1!yn muSI he 
freed, at pain o f iuaking him an encmy o f lite conqueror. 
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"Illroughout Cambria, Ir ibes ta lk of this incessllnt ly. TI,ey 
arc angry tlt .. t King Arthur wants 10 upsct lhcir ancient trndi · 
lions. King Maelgwyn's agen ts ride around, inciting e ... ery­
one's fcars and hatreci ... 

11te .. nnies o f Gomere! altd Cheshire auack the K ingdolll 
of Ca meliard , s.,cking nmny churches and besiegi ng c .. slles. 
King Leodegranee's anny is ddealed in b .. llle. 

In Card igan the m .. ny tribes get logether and cICCI a king. 
11,ey firs t attack the castle o f Cu rdigan, which fall s. TIte 
kingdoms of Yst rad Tywi and Dryeheiniog Iry 10 remain neu­
tral, but some of thei r own tr ibes rebd . Powys invades 
Brychciniog, and Cardigan allacks YSlrad l'wyi, and their 
kings arc forced 10 nee. Powys and Cardi gan then ass .. ult the 
rich cily of Ca nnarlhcn, widel l falls. A portion of the soulh­
ern ClJ., :;t uniles as Ihe Kingdom of Gower, if only for a short 
wh ile. 

Estrcg.llcs. Bcav .. lon. and C .. mcliard .. re .. 11 rdidcd, with 
great damage done 10 Iheir Irmds. 

Year 1 
C .. mhria is .. \lacked from many s ides .. t once. 

In Ihe north, Arth llT in ... ades Orofoise, then makes peace 
wil h tlte Duke of Clteshirc. Asmall army moves up ule River 
Oce 10 libe rate Penllyn. An hur seizes Norgalcs and Mon. 
King Maclgwy n attacks Pcnllyn and slays all of Arthur's 
auny. Arthur lays waste 10 Gwynedd while King M .. clgwyn 
skulks about in Ihe mountains of Snodoni<t. King Art hur or­
ders some new caSlles constructcd to secure his territory. 
These include: Rhudd!an. Flint, Bulith, Aberswylh, and 
i{ulh in. 

In the soulh Carmarthcn is rclilken. The Estreg .. les anny 
liberales Ysl rad Tywi, and goes on 10 in ... ade and conquer 
C.lrdigan. An Eseava lon army in ..... des Brycheiniog and 
seizes il. Anolltcr anny, perhaps led by a player knight, in ­
... ades l3ulith . 

Year 2 
In the north , Arthu r occupies Ihe castles around Snodon ia. 
Maclgwyn avoids bailie, and in lite autumn accepts a truce. 
King Galihodcn is rclcased wit hout ransom. 

In Ihe south, King Bclinans reacts. n,e prccise e ... ents 
depelld upon an interaction between pbyer decis ions and a 
r,lndum lIic roll to sec whal Ihe king of Powys docs. 

Year 3 
King Arthur sends his army under Sir Grine! against King 
Bclillans, marching up thc Se ... e rn Ri"'er lowards the hea rt of 
his homclllnd . 

Player kni ghts may also in ... ade, depending upon circurn­
Slallce,,;. 

In Ihe end, King Oclin .. ns surrenders, and aCCepts a truce. 
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The New Castles 
Concentric castles are o rte n presented as if they arc the ulti ­
mate in castle-building design, towards whic h all previo lls 
castles led. and at which all castle design s topped unt il the I 
advent o f gunpowder. In fact, Ihey were a very s peciali7.ed I 
and localized event. and afterwards ma ny more castles o f 

s imple r design were hu ilt . '111e cost and organi7.:lI ion required 
to bui ld the great concentric castles limited thc lI1to be almost 
a one-time event. 

No better source for unders tanding the construction o f 
one o f these cast les can be found than Castit!, by David 
Maca ulay. 

The Gomeret War 

T
his pan of the war is for knights who are o nl y follo w· 
ers and do no( qualify for inde pende nt act ivit y in the 
Bulith campaign. It charlO;; the army activ ity us ing the 

same fo rmulas as in The Boy Killg. 

I~I 
The Muster 

King Arthm's heralds and mess<:ngeNi proclaim thaI war has 
been declared aga ins t Kin g Bc1ina ns o f Po wys ami Kin g 
Maelgwyn of Gomere!. 

He has declared a lIIus te r o f his anny at the ci ty of !\t:lf­
ford in Camcliard, ready to ma rch o n May 1. 

King Anhur funher proclaims that he is seeking knights 
who w ill serve h im beyond the no rmal 40 ·day d ut y which is 
obligatory to. his vass.1Is. Such ind iv iduals are to ld to re pon 
to the Marshall's quarte rs fo r the New Anny meeting at the 
Sta ffo rd arm y camp, 

Knights in tere..o;;ted in the Ne w Army meet with Sir Gri ­
n et. King Arthur's Marshall , who explains the infon nalion 
ahout the New Arm y g ive n below , 

Player nights who do no t join the Ne w Army remain in 
their loul"s host for the campaign. After their 40 days they 
lIIay do as they please, o r fo llow their liege's o rders, tho ugh 
the y lIIay be O ut o f the Story. 

Volull lcers arc accepted immediately, and organi7..ed into 
units. A s pec ial appl icatio n o f the Companions hip Oath is 
arrang<:d fo r knights who arc IIot :llready Companions, 

The New Army 
Origins 
King A,lh" . PU" oul a ca ll lor Imillhl~ who wi~h In juin h i. Nl'W 
Army, The hl'fa lds and messenge' s who lallY Ihe ~nrlUUnccmenl 
e"plaln 11\0 the curiOllS, 

The New Army is being formed bccausl' Ki nll ",'hur Ih'flks 111,11 
the Cdmori,ln Wdl ii going 10 be long unless somc .,1<1'01 ml'.H, 
mes .. re I ~ken . The flOrmal ieud"l army c;on be ,-a iled nul fUl a 
40-d~y c~ mp .. iKn, which is n<>Ilong <:nnUllh 10 'l(hk."Ye s.gnifiCdni 
resu lts a~a l n Sllhe Cambr ian trihes. Kinl-: "rlhur w,ln ls I" IOfm Ihe 
New "rmy oul 01 commlll!.'f.I fi gh ler s who a'e Il)yalll) his c .. u~. 
Mercen.iuy ';lIes will be paid, ph,s lhe US\lal gills ItH ~uCCes5. and 
orhef bonuSC$ 10 be paid upon complerion 01 Ihe W ,lf. 

King "llhur wilt eng:lge Ihe ~itl><; 01 a numh!.'! 01 C:lpl., in~, 
who in lum rec rui l ~ specified numher 01 followefs, Capl~ins may 
,0150 he ~ ~slf~nl-d ;,.:ld;II,,":lI l,oopS hy the kinl~ . 

King Arlhur guar;lnlces liberation l.om no<mJI vM~:l1 dUlies IfH 
Ihe du r,'l ion 01 SCfvice in Ihe New Ar my, dnd will inlelVt'floC 10 
accomplish Ihis. 

Beliefs 
War is 100 import~n llo leave 10 relU(1:1111 amaleurs. The Nt:w "rmy 
p ledges 10 follow Ihe rules 01 warfare as much as pu!>sihle, includ· 
ing the Truce of God and Ihe Chivalr ic Siege. 
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Require mcnls 
Mcmht.'!s 01 rhe .... my mll~1 he ... Companiun 01 Al lhur (see Pen· 
Or,'I?m, pJlle 6'.J). When !hey loin 1ht:Y ~g'l-e 10 a yeM'S selyice ... 1 
~ limc. 

Duties uf Followers 
r"lIow Ihe (Hocrs 01 Ihelf COmm:l"d l'f, in l'Vt:fY w,-.y, .. s vdssa l 10 
hClle. 

Duties of Leaders 
Capl ,'in~ P"Hlli 'll: 10 ~upply 1I.t: tr<)ops pwmio;ed, 10 fe .. d lhem 
',,, ,ilfully, and In m.-. inl .. m Ihe hesl inler L'SI ~ uf fhe king. 

Benefits 
Kn ii;hlS i" Ihe New ArlllY 'l,<-eiye Ihe musl chances I(H G I(HY In 
lI.lllle, and hdve lhe ch~ llce 10 mC\.1 influential people. 

Primary Adherents 
Sir Grille!, Ihe MJr~ha ll 01 " rlhu ,'s a,my. 

Pay Ralcs 
KnighlS are p,l id 011 Ihe fJle 01 2 !/monlh. 
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Random Battle Enemies 
Hill Warrior Enemy TaMe 

d20 
0 1·06 W,.rrior, fOOl 
07-09 
10-12 

13 
1 4 - 1 6 

17-19 

20 

W.Jrrior, mountt:d 
Bt:rttr Warrior, mounted 
hcellcn! Warrior, mounk..;! 
5(, rl:can! 

Kn iKhl 
Rich Knight 

Explanations: 

Warrior, fOOl : Spcar & Shield 68; Arrnor '" 4+shie ld: D,lrllJf;C '" 
4d6: Hit I'oints = 24; MJjor Wuund .. 12; Ilan~orn ", 1£. 

WaHior, mounted: Lanc!;!@ IO,Horse"'Sdb;Spc.lr8oShield@ lO; 
Armor .. 6t shield: Damage ", Sd6; I iiI PninlS" N; Major W()(md 
.. 12: Ran,om .. 2£ 

Player kni ghts are assigned to the leader of lhe game ­
master's choice. Try to lise an impol1anl gamemaSler charac­
ter who the player kni ghts already know or olle who you 
wish to insinuate into the campaign. 

Alternately, they can choose whic1 1 of these well-known 
knights they wish to follow: 

Sir Agl()vule: a member of King PeJlinorc's de Gales family, 
which was ousted as mlers o f Norga!cs and Gomere! 
many years ago. Aglovnle is noted for be in g slun ly and 
n:liable. 

Sir Agravaine: A member of Ihe Orkney dan, and a knight 
noled for his arrogance and rJ.shness. 

Sir \Vutnlcre: A Saxon from Kenl, noted for his loyalty to 
the Pendragon despi te his ancestry. 

Assembly and March 
Gamemasters must decide how much time to put into the 
assembly of the feudal hOSl, and its march to Slafford. King 
Arthur's muster calls for all his feudal lords. Some wi ll not 
answer, or answer slowly, or poorly. It is, in part, a test of his 
many lords ' willingness. 

TIle Duke of Chesh ire docs not answer at all . Perhaps he 
is still in league with Ihe King of Gomerct and other Cam­
brian lords. 

King Arthur leads the army in person. 

Each player kni ght !:ihou ld muSler under his lord's b,lll­
ncr. Take the opport unity 10 re-acquainl player knigh ls with 
thei r rools. Thus, a descriplion of tile "olll army" is appropri­
ate hefe. • 
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fleuerW<lrrior. mounted : I.ance @ 13. Horse = Sd6; SWOfd & shie ld 
6' 14; i\rmor = 6 t shield; Damage = Sdb; ~I it Points = 24; Major 
Wound ", 12; R~n1iO OI '" 2£. 

lxce llcnt W"'lior, mOllJltcd : L.lnce@ 17, I-ton;c = Sd6; Sword&­
,hield @ 17; Armor '" Il . shield; DamJgc '" 6d6; Ilit Poinls '" 30; 
M.lior Wuund '" IS; Ransom" 2£. 

s. ·rg"anl : Lance @ 14, HorSt: '" Sd(,; SwonJ & ~ I,i clcl 0) 14 ; Armor 
" lUtshiclu; DJlllaf,c = Sd6; I tit I'oinl> = 2(, ; MJjurWound = 13; 
Ra nmm ,. 2£. 

Knighl: LJII lC 0) 1 S, Horse .. sdr.; Sword&- shield @ I _~; Arrllor,. 
12 t sh idd: O.lJ11Jgc " S<.I6; Hit I'oints '" 2B; Major Wound = 14; 
I( a n~om = I lL 

Rich Knight : lance @ 15, IIUI.e = 6d6; Swurd & ~hield @ 1(,; 
Armor = 12Hllicld; O<lJ11Jlle" 5; Ilit Points = 20; M~j0rWOlJlld .. 
12; Ran~"JII '" 24£. 

Sieges of Oroquelenes and 
Shrewsbury 
Arthur dividcs his army into three parts. The feud::tl hosl is 
divided into two. One part be~ieges Oroqlle lcne:), while the 
olller ravages Ihe countryside. The New Army besieges 
Shrewsbury, where tile carl and his army arc contained. 

King I3dinans delays_ Arter some in it i:!1 resistance, in 
which assaults fail to take Ihc walls, Shrewsbury offers to 
sllfrender in 30 lL1YS. During this li me the 40-day period for 
Illc feud:,] host ends. Arthur en lert:!ins the Y:!riolls lords in 
private to request their assist:!llce, but most of thelll lake their 
I,osts and retire, greal ly reducing Ihe size of tIle nnny. 

After 29 cL1YS of tillce King I3clinans and his Ilrmy ap­
pear olltside Shrewsbury to fi gh!. Arthuf draws Ill' his forces, 
,Hld Ihc earl and his men break out of Shrewsbury 10 join with 
Ihc Powys troops. 

Battle of Shrewsbury 
Shrewsbury is localed nt K- 16. 

Before the Battle 
CU lllmand ers 

POf King Arthur (I3attlc "22) 

Righ I Bal1:l1ion : Duke of L.eiecsler 

Ccnter Gallalion: M:lrshall Gri net 

Ldl "h ttalion; E:lrl Cador of Cornwal l 
Par King £klinans (BaHle " 18) 

Lefl Plank: Earl Gwarthen 
Center; King Belillans 
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Right Flank: Gwa iJ. Chief of CyJewain tribe. 
Dallie Size: Large 
Modifiers 
For King Arthur: Superior Troops, +5 

For King Bclinans: Inferior Troops, · 5 
Length or lJalllc : lWo Rounds 

The Fight 
First OJarge: As 110nnal. 
Round 2: Norma l 

Cambrian War, The Revolt 
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Kound 3: The Sugales anllY tUIIlS aud routs. 
Rounds 4 & 5: Two rounds of pursuit are possible. 

Arter the Battle 
Victor: King Arthur, decisive 
1' llIndel': Poor. 2 ponies, 1£ goods. 
( ;llIr),: 45 x2 (decisive victory). 

Follow Up 
~-krtTn~ri<:s ale left (I('cupying the ci ty and fortress. 
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'TlitJJf{venturt oJ tfie Cam(ulfl fl '}Var 

Arthur M arches 
Anhur's army marches north to the C ity of Legions. Anhur 
receives reporls that Dukt: Randall is outside Whitchu rch 
with his amly. nle anny hal ls, and negotiators ride back and 
forth between the amlics. A tmce is called, and the leader.; 
meel. After negot iations the friendship of Arthur and Duke 
Ra nda ll is announced. The army, along with R:lltdall's, 
marches to the City of Legions where it is supplied by Ar· 
thur's n eet. 

After a shon res t the anny moves aga in, reinforced now 
by Randall's troops. A segment of the New AnllY is sent by 
shi p to occupy the is land of Mon. It mects no resistance. 
Another segment of the New Arm y marches up the Dee 
River to liberatc Arthur's boyhootllund of Penllyn. 

111c rest of the amlY begins a s low, very sa fe march along 
tlte coast of tlte Dee estuary, making a good clean road as 
tltey go. Randall's anny besieges Rhuddlan while thc th ird 
part of the New A mlY marches up the Clwyd and besieges 
Dcnbigh. 

Cambrian W;)I, Arthur's Response 
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TIle Norgales anny s lirprisc.'! the army in Penllyn and 
a!lacks them with superior numbers. -111C survivors retreat, 
and the invaders begin a great sacking o f the land. 

Player Knight Activities 

40~d~IY Knights 
Regular anny knights do nol assault tile walls during these 
s ieges, and so are relegated 10 second:lfY rolls. 11leir s rcciflc 
activity is determined by one roll on this table. 

/'ftl),u Klliglll A Cli)'ily TaMe 

d20 Result 

01 · 10 Nothing 

12~ 15 Skinnish 

16-20 Ambllshed while foraging 

Nothing: no action. 
Skjrmi.~h : Checks to Lance_ other Weapon, Horsemanship. 

+15 Glory. 
Ambushed: Checks to Lance, other Weapon, Uorselll.1nship. 

Also, make: a BaltIc skill roll, with thcse resul ts : 
Critical - "* 50 G lory, no damage: 
Succe.'\S - +25 Glory, take 3d6 damage with Mmor 
Failure - + 10 Glory, tllke 3d6 damage with armor 

Fumble - take 3d6 with armor two times 

New Anny Knights 
Jr thc playcr knight s are in the ncw army, II SC this t:lble to 
detennine where their unit a!lack .. 

!D6 

1-2 

3-4 

5-6 

Player Knigfll Depfoyme,rl TaMe 

LOC(l/ion 

Mon 

Denhigh 

Shrewsbury 

Note that one New Anny unit attacks Pcnllyn, but this 
unit is attacked by Maelgwyn with an overwhelming army. 
Gamemasters should not put player knights here without 
knowing this fact. Gamernas ters may, of course, change any 
racts they desire. 

Winter Events 
,11e anny qua r1ers in nOr1hem Camhria for the winler. Dur­
ing that time the Olief of EdeimiOIl comes to Sir Grille t and 

lJO 

ask.'! fOT his lands h.,ck, which were conquered by the Duke 
of Cheshire. Grinet $ LYS he cannot do that, but maybe King 
Anhur can . The Chief goes on to Camelot to plead his case, 

I~! 
Second year 

King Ar1lnrr docs nor lead the anny. [ns tcad he retires to 
Camelot, 1"king Duke Kamlall along as a guest. Sir Grinet ;s 
left as commander o f thc army. 

J\1:u-c h ':1I·o ulid Snodonia 
Sir Grinel rt1arcl~es his army along the roads around Snodo­
nia, selting a force to bcseige each cas tle as it goes_ King 
Maclgwyn rcmains hiding in the Snodonirm mountains all 
season. 

Player Knigh l Acliv il y TlIhJe 
Roll as above, but with a Modifi er of ·5 to denote: Madg­
wyn's inactivity. 

Afterwards 
Aftcr several of ILis c ities and cas tles su rrender, King Mad g­
wyn scnds a mcssengcr to Sir G rinet with an offer to create a 
tmce. Negotiat ions foll()\Ol, and a treaty is reached . 

Tenus 
King Maclgwyn agrees to a reduced sta tus in his holdings to 
include only the Snodonian tTibc.'! and Mon. He agrees to 
turn over many of his cas tles to King Arthur 's control. 

King Gal ihoJen is placed back in power over his tribes. 

Some timc after that King Ar1hur erects the las t or his 
cas tles in nor1hem Cambria to p.'\c iry the: rebellious warriors 
of Gorncrct. -n lese include: Rhuddlnn, Conway, Harlech, (Inti 
Beaumaris. Castles wh ich are rebui lt include Denbigh , Cric ~ 

cielh, and Dolwyddclan. 

I~! 
Third Year 

Gomeret has surrendered, but Si r Grinel leads his nrmy 
agains t the King(lo rn n f Powys, bc.'! ieging cas llcs and plun ­
dcring through Ihe Sevem Valley. 
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The Bulith War 

T
his scenario is designed for a player knight who will 
be the leader of a New Army expedition. TIle olher 
player knights arc intended to be under his command, 

ranked according to their respective merits. TIlOugh much of 
the action concentrates on this leader character, provisions 
are also made to engage other kni ghts. 

The Lead er 
King Arthur has decided to send in several expeditionary 
forces to aid the hill kings who arc loya l to the Pendragn!l 
cause. A player knight is chosen for this task as a captain of 
the New Anny. 

Choosing ;1 Leader 
Gamemasters must find a lcader for the cxpcuitinn. I-Ie will 
receive the temporary t itle of Captain . If one of the player 
knights is of obvious superiority, he should be given the pos t. 

Glllllcmastcrs should also consider the balance betwecn 
player and character ability as a leader. For ins tance, it may 
be inappropriate for a character to be a leader becausc h is 
player is a 12-year old without appropriate knowledge or 
respect from the other players. Such personal considerations 
arc far beyond the seOI)!! of this blx>k to define, but must be 
addressed by the gal1lemaster in every campaign. 

If persona lity mailers arc equal among players. some 
guidelines for selecting the best char.!cte r arc : 

• Glory. The highest Glory gelS the job. Arthur often chooses 
his tield commanders based morc on merit than rnnk. 

• Rank. Merit notwithstanding, socinl rank gives benefits 
(especially a higher Baltic skill ) which lend weight to­
wards leadership. 

• Cambrian experience. AllY experience in this COUlltry, or 
with native lcaders, is a benefit . Remember, most knights 
have not travelled outside their own territory, 

• Connections. OWr1lctcrs who have done a favor for the 
King or Queen, or have somehow impressed them. may get 
this opportunity. If a player knight has fnmily connections 
with anyone in the arca it is a pius. 

• Battle skill . Leadership experience and training. as (juanli ­
tied by the Battle skill. is invnluablc for this task. 

If none of the player knights arc qU<l!i1ied. then they 
should go to the Gomerct War section, and serve with the 
main fOfcc. 
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C hoosc a Namc 
Every organization needs a name. Commonly, the name of 
the commander is usell. hence Sir Amant's Lance, and so on. 
More co!orfulnames may :llso be used: The Red Raiders. 

Bailie Ski ll' 
Newly-appointed commanders may have the low Battle skill 
which followers usuall y have. Since they arc appointed dur­
ing the winter, ~fore thei r year-end Train ing !lnd Practice 
sa ins are calcu lated. the King urges them to put all their 
private efforts into advancing Buttle . In other words, the king 
says the knight should takc his Id6 skills (or I point, if over 
15) and pllt thelllal! in D:tllie . 

Furthennore. the King arranges for new commanders to 
receive private tutoring from Sir Grinet, the commander of 
Arthur's field anny. 111is extraordinary training gets an addi­
tional 1(\6 added to Rattle (if below 1.5) or [ poi nt (if over 
15) . 

The Place 
111e theuter of operation is central Cambri3. celltering upon 
Oulith. a wide place in the upper Wye V3l1ey where many 
farms llrc found. In contrast, the surrounding ltilly areas arc 
among the most thinly populated areas of I3ritai n. 

'111e life:! nur1h of the Wye is called the area "Betwe.:n 
Wye and Scvem.~ Most of it is a tangle of hills, cut by 
:.teep-b.1nked rivers. SeverJl tribes live there. sollle o f which 
;m:: immediately important for this scenario. l3e)'ond them is 
the Severn Vale, which is the heart of the enemy Kingdom of 
p()wys. 

South of the Wye is the Mynydd EPfJY'lt, a district of 
steep hills and prosperous looki ng fanns tucked into isolated 
valleys. 

Gamcrnasters can transport this 10 another region if they 
wish. nul;th was chosen beC3use: 

• It is the right size for a believable player-kni ght command. 

• II was tlu:: site of an Edwardian castle whose details are 
litt le known . 

• It is a relatively isol3ted s ite which gives the best chances 
for political interaction. 

Buli th Castles 
'Iwo castles exist llere at various times. The early castle was 
the s tronghold for the King of Bul;th, but it was burned down 
when King Bdinaus inv:lded and cOJl([uered the land. If 
ph'yer knights visit the area before Ihis war they should see 
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this cas tle , or its mins. The second IS built under the 
ins truc tion of the player knight. 

Early 
TIle fi rst castle was small : a motte and double lxriley, 
deep wei ditch, polygonal shel l kecp, and a gatc lower. 

Later 
111e historic castle has !lOt been clearly examined by 
experts. TIli!i leaves its dcvelopment complctc ly open 
for player knights. 

The hisroric cas tle is thought 10 havc been sInn ed 
wilh a great tower for defcnsc, and se paratc bui ldings for the 
hall and kitchen block. Latcr additions probably included a 
stone curtain wall wilh 6 fl anking towcrs al1d a gale lowcr. It 
has a Defens ive Value of 54 . See handout ltD for mo re det:! i1. 

Player knights have the opportunity 10 design a castil­
within th e monetary restraints. If thcy don' t come lip with 
thei r own dcsign, Ihis i!i the castle to be built . 

The Gamemaster Characters 

King Thtlml 
TIle King of Ou lit h, Tathal , is an inform:nion source for thc 
player knights. TIre ga rnemas ter should fccl fn'c tn usc Of 

ignore him as desircd and useful for play. 
Tathal should be played as a self-serving king, always 

looki ng out for his best interests. His motivation is to he­
come, and rcmain, King of Oulith and rule as many other 
tribes as possi ble. He knows he is dependant uponlhc playcr 
kni ghts, and will rcmain at the cnpta in's court as Ill llch as 
possible. 111is is about half the time since hc has m:my other 
duties. 

King Tathal will a lways plead to try to avoid making 
p.1yments of tribtJIe. "M e t001 You mean that J, who your 
own King Arthur has ordered to be put upon the throne, must 
pay t001 J thought you were goi ng to hel p me!" Whcn it is 
time to get gi ft s he says, "1111S is a1l1 I would thin k you 
should honor me, your loyal all y, above these othcr bmb:ui­
ans!~ 

For King Tathal's St."1ts, use O ld Knight. 
King Tathal's Significant Traits: Energetic 16, Indulgent 

16, Valorous 16. 

Queen Norie" 
Queen Norien is his wife. She is the daughter of the Earl of 
Kent , who mct this king many ycars ago at King Arthur 's 
court when he was a wa ndering knight errant . After a tcm­
pestuous affair, Si r Tathal wen t off to the wars. Norien al ­
lIIost pined away during her lover 's absence. When he fl' o. 

turned years later they wed, and she recc ivcd hcr dowry : 
broad lands in Hampshire. 

Mercenary Price List 
Total Cost Cost 

·l ylX! (1IIIm!.._ .. ) I·tome KV loyalty (1 mo .) (J mo.) 

Mounted W,m io' (7S) R'ych. '" 00 J5£ iOS( 

Mounted W;m;Of !lS) Gwen' .. " 46£ 144£ 

Serlleants t2~) Gwent " " 2Si 15 £ 
Cml'l'b(lwmt'll (25) Mi( ,1n 15 0" 7£ '" Armored Su(dit.'fs (25) Gwenl " " 12£ 36£ 

S2 

Queen Nonen is rarely seen, evcn in public functi ons. 
She hales the mountains now, and trics to never have to visit 
them. Shc loves her cstates in Hampshire. 

If shc is cver glimpsed, she looks old and ill. Rumor says 
that she is a lways s ick, and ready to die. Shc has bome no 
childrcn. Shc much prefers thc lowlands of her dowry, anel 
remains thcre fo r the duration of this sccnario. 

The Tribes 
Five i111POrtant tribes are clustered nround Bulith . Mosl of 
the gnmclIlnsler characters do not emerge as individuals.The 
more important Chiefs are namcd below. 

nu lith Tl'ihe 
C h ief: Tathal all lower. 

Army: 15 knights, tculu .. 20 sergcants, 240 warriors 
lKV- 170). 

Tathal was dri vcn Ollt of his lands when King &linal1S 
invaded. Rulership of the Bul ith was givcn by Belinans to 
lago, T:llhal's riv:. 1 from one of the othcr famili es of Buli th , 
who acccptcd tile Icadcrship of Chief Cynfnn of the C Wlllwd 
Deuoowr tribe. 

C WlIIwli Ocuodwr h ·ihe 

C h ief: Cynfyn ab Owen . 
Army : S knights, teulu 

(K V- S7). 
'"' 8 sergeants. 125 • warTlors 

Cynran is a rival of Tathal's for the leadership of thc 
Bul ith kingdom. lie is loyal to IJclinans for the help he re­
ceived in taking the kingdom. 

GWCl'lhrynioJl Tribe 

Army: 12 knights, teulu - 10 sergean ts, 200 warriors 
(KV-1J4). 

Elfacl Trihe 

ArlllY: 15 knights, teulu .. 15 sergeants , 250 warriors 
(K V-nO). 

The Elfac] tribe is onc of the more powerful tribes. TIley 
have a !':mall cas tlc, Radnor, as thei r s tronghold . 

Uythyfnw~ Tri be 
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An IlY: 12 knights, teulu .. \0 sergeants, 200 warriors 
(KV-1 34). 

The Army 
King Arthur assigns the captain an army to leOld. It includes: 

• 1 bann eret\ with knights (I rich knight, 8 ordinary 
knights, 8 pony-mounted archers, 8 sergeants). K V ~35. 

• I Lance of Mercenary sergean ts (1 officer, 24 sageallts), 
KV-26. 

· 25 armored men at arms (from Leinster). KV .. 12 . 

· 25 Saxon warriors (from Sussex). KV-25 . 

· 75 Brycheiniog warriors (with I noble, 14 mounted warri ­
ors, 60 fool warriors) 48 \olal. 

• 25 Milanese Crossbowmcn. K V-25. (Only one group on 
25 arc available.) 

*The b.1nnerct is 1111: CaptOlin, and these men arc those he is 
personally contracted to lead. 

200 men total, 8 unils :::: 171 Knight Va lues . 

Arthur's Orders 
I.l'ut Talh:11 on Ihe Ihrolle of Utllilh 
Give him command of the Cwmwd Deuodwr tribe as well. 
2. Build the caslle 
3. Harass kingdo/ll or "owys 

I~I 
Part One: The Invasion 

Preliminary Action 
Pl ayer knights mayor may nOl lake part in these actions, 
depending upon the gamemaster's desires. If not present, 
they will heM fl ews of these events. To begin. the aOllY saiLs 
to Pembroke. 

Dyfed 
111e King of Estrcgales marches to Cannarthen and besieges 
it. After the OUfer walls arc taken the garrison surrenders. Tile 
amlY marches north through the Towy valley. TIle kingdolll 
of Ystrad Tywi rebels when the :lOllY marches in, joining 

their exiled king. 

nl'ychciniog 
The 'King o f Escavaon marches up the Usk River into 
Brycheiniog. TIle exiled kin g raises his loyal troops, who 
drive oUl the occupying Powys garrison . 

s ; 

llulith 
From either Llandovcy or Brecon, King Talhal departs with n 
smullnumocr of men to raise the countrysidc to help him . AI 
a predetermined time, the Captain marches in with his anny. 

When they arrive, the King of Bulith rcveals only hnlf of 
his countrymen have rallied to his side. Al so, SOIllC heavy 
troops from Belinalls arc helping the defendcrs, :IS well as 
many men from other loc.!ltribcs. 

Decis ion: fight or not? King Talhal urges att;l ck, and 
Arthur's orders seem to indicaw aggressive actiofl is called 
roc. 

If a witlldrawal is decided, then no rurther action occurs 
ror Ihe year. The Captain is removed from his post. 

If attack is ordered, go to the Battle of Bulith. 

Battle of Bulith 
Bulith is located at J- 17. 

BcfOl·c the n~tt1e 
COlli 111 m\(I(' ,·s 

For Arth urians: Player Knight 
For Cambrians: Cynfyn ab Owen, Chief of CWlllwd 

Deuodwr Tribe. (Balik Skill" 17) 
Ib tlle S ize: Smatl . Artllllrian.<; ' KY " 471, Cambri;ll1s' KY " 

577 . 
M odj lic rs 
Maneuver: Opposed 13:lllle skills by comm:lnders. Winner 

gelS a +ld6 to his Ballle for having superior ground. 
Opponcnt gets ncg:ltivc s:lI1\e :ll11ount. 
Por Arthurians: POIftiall), Sliperior Troops, ~ 2. 
Por Cambrians: P:lrti;d ly inferior troops, -2. 

The Fight 
Pirst Charge: Norm:l!' 
Subsequcnt Rounds: Usc the Baule Resolution System (Boy 

Killg, 1'35). 
Pursuit is possible. 

After the Battle 
Viclo.·; DelennineJ by ptay 
)'Iunder ; 2£ .. aeh (i f the pl:tyer knights win). 

G lnry: J 5 per round. 
Note: The Captain of the b:lI11e doubles his person.d Glory 

gained ill ballic. 

Knight V5: Hillma n 
On Ihe f"tlowinf: pages all Arthllfian knight Jfld a hill warrior 
b<;e "if on hursc\}J(;k. The kllight WC,IIS p.l(lial p late .lIIllUf 
with " fut l hl'lm, while the wild hiltman is ciuathl-d oflly in a 
tni" dOlh. Not" the trit.lt-·srn;lJl"~ tailOOS. bolh on hi msel f and 
hi s hOi>". 
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Follow Up 
If a complete or partial victory: go to Victory, below. 

If a partial defeat: go to Late Summer, below. 

If a complete defeat: the capulin is removed from inde­
pendent command, and sent to join the main amJY. He is out 
of this scenario. 

Late Summer. Partial Defeat 
If the captain is defeated on his firs t allempt, he should Iry 

• agam. 

The King of Brycheiniog hurriedly sends another 150 of 
his warriors (KV-86) to help the captain . 111e player knight 
has enough time to cal l for his own troops as well, if he has 
vassals, friends, favors owed, or money for mercenaries. The 
battle is otherwise given just as it is above, except that a 
second defeat res ults in the Captain being relllovnl from hi .~ 

command. 

Victory 
The vict",iou~ army moves inlO the tef!it()IY. King Talh ,,1 ,t.'1utll< to hi< 
home ,lm i,! greal cclchr" lions. A <':OIlSlructiun (few arr ive< ami hel:i", 
digging ditchl~s and e,lrthworks for rhe c,l~l lc . Give hJndou t [) In II", 
Capt,lin. nf thl' Cons ta ble if the C11l1.l in hal appoinlL'<l "nc. 

If victory is assured in Emly Summer by winning Iho: 
first battle, then Ihis time is given for early constrtlction. A 
lotal of9 DV is built during this extra phase. This will come 
in handy later if Ihe castle is allacked. 

I~I 
First Autumn 

Unlike 1110St winter phases in Pcndragoll , this scen~rio is full 
of activity for the Captain. He must hold court several time.<;, 
acting as Arthur's representative. TIlese actions do not re­
quire varying amounts of roleplaying, but some decisions 
must be determined, as oUllined here. 

Some of Ihe results 10 pl~yer activity arc givo:n in a r~n ­

·dom table to create uncertainty for the captain. Some Gamo:­
masters may wish to skip the dice rolling and predetermine 
these, while others will love the confusion crealed by ran­
domness. 

Sir Gawaine 
Sir Gawaine is the liaison between the Captain and Kin g 
Arthur. He arrives, with a small conslmclion crew. al the s tart 
of winter to receive the offi cia l report of action. and presents 
his evaluation of it. He docs five thin gs: 

8(, 

I. Si r Gawaine decides whether Ihe captain is to be re­
lio:ved of his duty. If the COlllmand is to be continued, he then 
gives several payments to the captain. 

2. Gawaine then (Iismisses the mercenaries, gives them 
orders about where to lodge for the winter, and commands 
them to assemble al Bulith Castle next spring. 

3. He makes a payment to the Captain. 
4 . He gives new orders 10 the Captain. 
5. He do:parts to olher dutit:.s. 

Evalmltion 
TIle only reasons for removing the Captain at this stage are 
given above: failure in battle. Otherwise Gawaine will only 
make suggeslions. 

Garrisons 
111e Cilpliliu and his L.1nce arc garrisoned at the newly-begun 
Bulith castle, hut so many troops can not remain within the 
precincts. TIle Cambrian mercenaries ride home, a mailer of 
less than two days for mosl of them. The foreigners take 
accollllllodations elsewhere, preferring 10 purchase some el­
bow room away from the eyes of the captain . 

Puymcnts Made 
• fm' scr vices: 2-1O.L TIlis is a bonus for the capta in. TIle 

amollnt varies dercnding upon what Gawaine (the game­
master) perceives to be the relative success. 10£ is for a 
great Sllccess, 2 for a minimal s llccess. 

• ror C .. stlc: 67£. 111is is money to pay the hundreds of 
laborers who will be building the castlc. It is paid out 
monthl y. to the foremen, after the work is done. If progress 
is satisf'lctol)'. an equa l amount is coming next autumn. 

• ror Anny: 255£. 111;s is enough money 10 pay them for 
half the upcoming season. It shoul d be stored because it 
must be paid in advance, upon mustc!". (111e troops get a 
little st ipend to rcmain nearby over winler.) 

Payment for the given anny is 85£ per month . Payment 
for the Captain's Lance is 36£ of this. 

• discn'lionary money: loo£. This is emergency money to 
be spent as seen III by the captain. From il are to be laken 
gifts and bribes to other leaders. 

• Total - 455+£. 111e gamelllaster should pointed ly ask the 
captain where he will slore this treasure. 111e best place is 
in the half-buil t castie. Remember this vast treasure is 
here- the local warriors certainly will, and if they get the 
chance to take it. Ihey will take Ihat chance! 

A Note On Accounting 
HaudOlJt II I is provided for keeping track of the money. Ga­
wa inI' will ask what hnppcned to it. However, there is 11 0 

modem method o f checking and cross checkin g here, and 
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player knights have the oplion of jusl lak ing tIll.: money 
themselves and lying about where it went. TIle only punish­
ment is a check for Greedy and Deceitful, unless the cam" 
paign goes wrong and an investigation discovers this embez­
zlement. Then Ihe ca ptain will stlrely be scapego(lled for llis 
failure. and punished for this c rime by losing Id3 "1 Honor, 
and never aga in being appointed a captain, or to any other 
trus ted post. 

New O l'dcrs 
Gllwaine gives the captai n an dahoratc scroll, se:lled with the 
High King's OWTl seal. In fancy h:lIlguage it Slales exactly 
what King Arthur expects from the captain for the lIeKt year. 
11le three tasks are, in order o f importance: 

I. G lI anl the consl"uct io ll of the lIew cas t le. 

2" I'aci fy the cou ntrys ide 
3. Harass the cncmies of the I'cndragon 

O fficers 
AI this lime Ihe captain may also ask his own court of kn ights 
to assis t in his adm inis trative tasks. 11le avai lable positions 
arc: 

• Chnmberlain (Accounting) 

• Constable (Castle-building, pay ing wages) 

• Justicier (legal and courtly n1lings) 

l11e reward for each of these is 35 Glory per job uuder­
taken, and a share of the income e(IIWI to ILeach. ( rhis is not 
subtracted frolll the Payma.ster Record because it i.s froll! 
outs ide sources.) 

Player knights should not be forced to do this. But it will 1 
give thcm something to do while the gamemastcr concen­
trates on another character. 

First Winter Court 
As is II;:: custom in Logres, tIle captain holds a Christmas 
Court . It is a lillle for feas ting and celebration, and also fo r 
bus iness. Guesls include all the five Iri1>.,1 kings, who all 
aUend regardless o f their activity the previous summer. 

Routine A ctions 
Player knights should pcrfonlllhcir personal Wililer Phase at 
this time. TIlis includes lIonnal Icaming from experience, 
additions to skills or tra its, Glory Bonus points, llud so nn. 
l1H~ Childbirth Table can be IIsed s ince knigllts probably 
spent time with their wives or lovers Illsi spri ng. 

8 7 

Special Actions 
Several problems arc sci before the reigning captain, who is 
aCl ing as represellt:llive of King Arthur. l11e captain lIlay 
desiglwte a follower to solve tlICSe. All of th ese ~Ictions will 
JWVe ~n effect on the tribal CVCHts later in tile spring. 

Acl ioll I. 1I ~II'vest 

Everyolle is wlj.. ing atxmt how well or poorly their people 
did over tli!!ir lasillarvcst. This is ,I principle CllU:>e for ha ppi­
neSS or sorrow among the people. 

To lind the harvest, roll Id6 for each of the tribes on the 
Annual 1-I1I rve~t Results Table. 11lis is taken directly from 
}'ellr!mgoll, pagc 174. Keep track of the resultS. 

!\1udi lir.·s: 

COllllllote raided las t year,-\. 

War in commote last summer, -2 (th is applies to Bulith). 

(/6 Type ofillcom~ 

0 1 Terrihle. OI ight, murrain, etc. 

02 Bad 

OJ-O·I Normal 

05 Good 

06 Excellent 

TIle n:su lts do not directly affec t the anllY, whidl gets its 
supplies from the outside, Or has purchased thcm by previous 
arrangement. 

Act ion 2. C iving Gi ft s 
Trndit ion requi res that the tribal kings each receive a present. 
TIlis recognizes their honor and s latus as allies and neighbors 
of the killg. Write down the lll1)Oll llt of the gifl, be low. 

Proll It' Ill: 11le y lIre al I tOllchy, and ha lie tli rre rcn t precon­
ceptions o f whlH they arc worth . TIley cannot all be satisfied. 

Decisions: How much to send each of them? (Courtcsy. 
Success · the captain knows that a gift of 5£ minimum is 
appropriate. Also, mo re than this is likely to impress, whi le 
le~s will insult .] 

i(CSllltS: Appropriate gifls gel a modifier to lhe tribal 
events roll, which will be figured out at the appropriate time. 
For now, just list the amouut of 1: given to e:lch cI.ief. 

All Optiona l Gift: Captains should cons ider givi ng a 
girl to the KinS or Drycheiniog, especially ifhe sent the extra 
warriors for free to hclp th e captain ill a second battlc. 
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1st Winter Gift Record-keeping 
Tribe Girt (in I ) 

Bulith 

Cwmwd Deuodwr 

Elafel 

Gwerthrynion 

Llythyfnwg 

Brycheiniog 

Action 3. A Ransom Needed 
Problem : A patrol discovers a knight among the shIVes of the 
Gwerthrynion tribe. He is Sir Othon, a bachelor knight of 
Lord de Royston, a banneret in the county of Hertford. Sir 
Othon has been held many years, s ince he and his lord were 
captured in an earlier war. He prolllised to stand surety for 
his lord's ransom , and so lord de Royslon rode away to 
make arrangements. He never returned, and as a rcsult Sir 
Othon was enslaved. He shall remain until his ra n SOlll, and 
that of his lord, is paid . 

Sir Olhon admits that he swore that he would be a slave 
ifhis lord did not return, and he is very disappointcd that he 
has apparently been forgotten. He has no s ignificant famil y 
to provide ransom. 

Inve..digaliolls: jJust ice. Success - that the knight is be­
ing badly treated, bUI no worse than he expected whcn hc 
swore his oath to stand surety.] 

fInt rigue. Success· Lord de Royston was killcd lighting 
against King Arthur, and all his lands seized.] 

[H onor. Success indicates that the knights owe thi s 
knight nothing, unless their honor demands something.) 

Decis ions: The only hOllorahle way to releasc Si r Otholl 
is to pay the required ransolll. It is 12£ for a bachelor, and 
150£ for a bannerel. 

Results: If ransomed, Sir Othon is elemal1y grateful. He 
will swear to follow his ransomer forever, if he di scovers his 
other bonds of vassalage to Lord de Royston arc dissolved. 
The s ubsequent fale of Si r Othon is left 10 the ga memaslcr 
and player to dclennine. 

Dish onorable Options: Sir Othon can be liberated by 
force . A large enough force can probably get away without 
any bloodshed. A slave payment (of II) can be left hchind in 
compensation. 

Action 4, Saxons Litigate Against Locals 
If a Jus ticier has been appointed, this is his task. 

1'laintifT: Wodvarg, chief of the Saxon mercc"~ rics 

Defendant: King of Elfaci 
The Complaint: Several of the Saxon mercenaries qll~r­

te ring in Radnor were killed by unknown, or unacknow-

Icdged, n.~sailanls . S~xon hOllor dern~nds jus tice in the p~y ­

ment of their wercgelds. He demands 6£ for each of sevell 
mell. Ue docs 110\ care where the money comes from. With­
uut suhtlcly, he 5-1yS Ihal withom Ihis p.1yment his people 
must exact blood revenge. 

The Derense: 11le Saxolls are unbearable, wi th uncouth 
customs which ins ult the Ca mbria n mell and shame the Cam­
brian women. They are no longer welcome guests, even if 
ordered by the Captain . 

]Intrigue. Success - the Saxons were being unruly and 
insulting to their hosts, as they always are when Ihey spend 
the winlrr drunk.) 

In\·estigalioll.~: 111(: fi ght began over women . 
While q uestioning Chief Wodvarg, attempt [Honest. 

Success '" rca l!zati on Ihal Ihe chi ef deli beralc1y provoked 
Ihis figh!.] 

ICourtesy. Success '" the Saxon weregeld should not he 
6£, but I £ each.] 

(Courtesy. Success· knowledge of the law that if the 
Saxon s larts a blood feud he will be j udged an outlaw. and 
hung.J 

I)ecisinn .~ I : Answer the SnX()1I d:lim. 

111e opt ions nre: 

• Dismiss il. This will anger Ihe Saxon, as he has promised. 
111e king w ill be pleascd, ho wever. 

• Order King of ElfaellO pay compensation. 111is wil l satis ry 
the Saxon mercellary, but angers the king. 

• Pay it yourself. A compromise. Subtract the II or 6£ each 
fro m 1he discretionary funds. 

I I>ec:is ion 2: What 10 do with the Saxons. 

• Dismiss them. 
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• l'u11 i:-;h thclll. 

• Move them elscwhere . 

• Kecp Ihem in Radnor. 

• Turn them over to local justice. 

• Ki llthcm. 

Action 5, The C hier Engineer 
At this timc, give the Constabl e or the Ca ptain , whoever is in 
chargc of the castle cons truction, handout HB I . 

Action 6. Hire Mcrccnuries 
A captai n may decide to spend his discre tionary funds to hire 
more mercenaries. He mllst send the money out to the re­
cruiting s ites in I3rycheiniog and/or Escavalon, and the 
1roops will arri ve on the springtime date given. 

Rates for Illercenar jes are given in the box above. Note 
thai the rates given here are s lightl y djfferent from the stand· 



'Ilie JtrfVl'1Ifurt of die C(l Jll6n"(l1I "Wnr 

ard payment lis ted elsewhere. TIlis is simpl y to reneet local 
conditions. 

Action 6. Make Siege Equipment 
-1l1C captain can order siege equ ipment to be made at the cost 
of I point per £. 11 is stored in the casth:. Funds mlls t be paid 
in advance, now. 

Followers 
Player knights other than the Captain ca n be entert 'l ined with 
various handouts. A writ e up on the[\\ is at tile end of tllis 
scenario in the Player Activities section. Look there now and 
s tan the ptayers on their first handouts. Appropriate Ilandouts 
to usc Ilc re include: 

• A. A Marriage Proposal 

• B. A Romance 

• C. TIle followers an~ invited to panicip:l1e in a raid. 

• H. TIle Mas ter Engineer has a proposal. 

I I 
First Spring Court 

events and the captain's (kcisions over the winter. Use the 
Record Keeping Sheet for Spring Court to write down a ll tIl t! 
modifi ers for each tribe. All the modifiers are added together 
and applied to the Tribal Events Table roll. l be result shows 
what thc tribe docs this spring. 

The captain mllst then determine his decisions h..1sed 
upon these local events. 

Basic Attitudes 
Some tribes like outsiders, or this amlY, more than others (10 . 

TIlese prcdetcnllined modifiers are already lis ted on the re­
cord shcc!. 

'5 
-5 

-2 

-3 

' 3 

Attitlltie Modifiers 

Bulilh 

Cwmwd Deuodwr 

Elafel 

Gwcrthrynion 

Uythyfnwg 

Sociall nslIHs 
Chi.:fs can be swayed hy heing recognized or insulted. 

Social Insults MOfli/iers 

Tribal Attitudes ' ., Captain gave at 1-.;3st 5£ gift to Tri1.>.1 1 Chief 

Now the captain finds om what his polic ies and decisions· I C;tptain gave less to th is Chief 

have wrought for him . Tribal attitudes are detcmlincd with a -3 Captain gave Si fts to o ther chi efs, but not this one 
r.mdom roll. ami affected by modifiers which arc based 0 11 --------'---'------------- ---

Record Keeping for the First Spring Co urt 
fnlt; r the valu..,~ on Ih is lahle a~ you find Ihcm. rre-dclcl!lliolL>U v~I,,,", arc al"::,,ly !liven, Olh<:r v.llu<:s Jre dclcrminl<d by rJrltlolll roll. or 
by Ihc gJm"fll.l~ler. 

Bulith Cwmwd Dtuudwr EI.,fel Gwertl"yniull l.Iythyfnwl: 

6a~ic "l1jl~ .s -s ., -3 .3 

Social tnsuils 

1-l 1~'()(y 

Chiclt .. in's lloour 

S,'Kon "ldgcm.,m 

Sir OIhon's liberation 

11 Jrvc~ 1 

Tolals 
-

fi r"ll Altitude 
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History 
Last yea r 's interaction in battle affcct ac tions. Only one 
mooificr applies per tribe. 

/lislory Modifiers 

·4 Fought Against Captain last year in Battl e" 

-2 
-4 

-4 

Was defeated by Captain in Battle las t year" 

Defeated Captain in battle last year 

Fought alongside Captain las t year;n BaulcH 

"Cwmwd Dcuodwr, Elfael, Gwerthryllion fou ght agains t 
in the prior year. 

*"Bulilh, Llythyfnwg fought alongside in the las t ycar. 

C hieftain's Honor 
The chief's persooality determines much. For each tribe, add 
the number below to number of £ givcn las t winter. 

Base Tribe 

Dulith 

H Ollor Roll 

8 

o 
5 

3 

8 

Cwmwd Deuoowr 

Elfael 

Gwerthrynion 

Llythyfnwg 

Roll d20 for success/fai lure. 

Success - +5 to Tribal Events Table roll for thai tribe. 

Failure - ·5 to Tribal Events Table roll for that tribe. 

Saxon Judgement 
If the decisioll was: 

• tum the Saxons over to local justice: +3to all Tribal EvenL<; 
Table Rolls 

• Saxons expelled: +{· O 

• Saxon collects any weregel d: -5 to all Tribal Events Table 
rolls 

Sir Othol1 
If Sir Othoo was dishonorabl y taken, the Gwerthrynion trihe 
gets a -2 to its roll . If Si r Othon was ransomed, the Gwcr­
thrynion tribe gels a + I. 
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lIarvcsl 

Ila rw!.<;t lJf otlifiers 

+3 Las t year's harvest was good (5 or 6 on table) 

-3 Last year's harvest was bad ( l or 2 a ll table) 

Tribal [vents Roll 
For each tribe, add together all the results above. and add ;t 
to a Id20 roll to see whal thcir final action is. Write their final 
attitude on the record keeping sheet. 

Triba l Eve /lls Table 

d20 roll R('.~ulls 

0 1-04 Full rebellion 

05-08 I>arlial rebellion 

09- 12 Nothing 

13- 16 Partial friendship 

17-20 Full Alliance 

Table Ucsults Explained 

Full Rebe llion : llici r entire anny is sent to ra id or in vade 
Bulith . 

1>lIrlia l Rebellion : Half of their anny is sent 10 raid or in­
vade, and their entire BnllY ambushes Arthur 's 3mlY in trans it 
through their te rritory. 

Nothin~ : Complete neutra lity. They send no troops, nor do 
they hinder, nor do they raid. 

I'artial . ' riclldship: Half o f their anny is sent to assist the 
Captain ; transit through thei r territory is allowed. 

Full Alliance: llie entire anny is sent to assis t the Cap(ain 
for the season. 

The Spring Muster 
TIle local kings have been told to come with their springtime 
gift to the capta in. This is measured in herds of sheep, which 
are to be used as food forthe IInny this summer. Tribes which 
do not send their sheep are known to be in partial rebellion, 
those which send words of defiance ins tead are in full rebel­
lion. Tribes which send only shcep are neutral. Partia l friend­
ship and full a lliance forces send hal f or all of their annies as 
well. 

The gamemasler should s tart sClling the stage for the 
next slimmer of eVen's by describing the appearance of the 
various contingents with their herds and amlies. 
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Murk the s tatus 011 the Cambrian \Var Map tn i ltu~t rate 

what is going on. 

Decisions 
'1".: ac tions o f tilt.: a rmy depend eHl ircly upon the objectives , 
ambitions, and obedience of the capta in . GamclIlas ters lIlus t 
stress this, and urge the capta in to ho ld counc il wi th his 
friends to delenninc actions. 

SOIllC fac ls 

• Re bellious tribes can be ex pec ted to at l ea~t raid unpro­
tected lands if the annies depa rt. 

• Rebe llious tribes can be quenched with overwhelming 
odds in a raid o r invasion. 

. 1111: Kingdom of Powys wilt prohably aHempt to help 
the ir allies in ti l is area . 

Some of the obvious options an: 

• Remain defcns ive: protect every tiling willi Jillle :lc ti OIl . e.x­
cept to meet threats . 

• Quell rebellion quickly: '1lis requirJ;S dispersing the an!ly 
agains t all the rebellious tribes , wi th at leas t 2 : I odds as­
s uring s uccess. However, troops lIluSI be at len~ 1 !/2 CUlI­
brian po ny troops, or else a 4 : I odds are required . Stnle 

which lroops an~ bein g left behind as a garrison . 

• Interact locally: Attempt to culm things through negotia ­
tions instead o f battle . , 11e ann y remai ns as if Defens ive. 

• Invaue Powys: No one is SUfe what R.::linnns will 110. A 
greu l npportuni lY for Glo ry nnd plunder may lie to Ihe 
north . Sta te which Iroops ure left behind ill Bulith as a 

garnson. 

Morc Mcrccnadcs 
'l1u.: c;lplain can send for more mercenaries nt lh is lime, 1I1Ihe 
same ra tcs as lis ted above. They will arrive in one month . 

Make S icge Equilllll c n t 
'11C captain can order siege equipment to be made al the cosl 
o f 1 po int per t . It is slored in the cast le. Funds must be paid 
in advance, now, 

The Second Summer 
Once the captain is committed to a cour~c o f act ion, and the 
troops de ployed, the actions o f Ki ng Ildinnns can be dder­
mined. Many of these results do not affect the player kn ights 
lit all , lind will ~ reported as news and ru mol'. 
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Ki ng Belinans 
A major unknown f'lcto r is what King I3clinans of Powys 
will do this year. He has an anllY uf about lOIXl KY, and 
plenty of siege e(plipmcnt too, :mel so is a major threat what­
cver he docs. 

'111is in vas ion of Bulith is o ne of two majo r defeats fo r 
King Belinans in the firs t yea r o f the war. FurthemlOre, other 
IXi lil i,,;al opportunities exist: pe rhaps he can conque r Cardi · 
gan? Lilxnl\e Shrewsbury? 

SOIlle ' f:l ctOl"S affec l Kin g Dc linnns' dec ision . '111e nmin 
one is Ihe s l .. tc o f re bell ion ill the Bulith are:l. Check the 
SI<itus map. Jr ha lf the te rri tory is in rebell iun then Bcl inans 
gelS a t5 to his roll. 

11120 

01 -02 

U3,O·l 

05 ·06 

07·08 

09- 12 

13-16 

J 7-20 

lJelillllfls' i\ cliI,jly Table 

He.m/t 

Assist Norg<lles by attacking Anhur in Gomeret 

In vade Cardigan 

Besiege Shrewsbury 

Raid Orofoisc 

Wait de fens ively 

Raid Bulilh 

Invade Rulilh 

21 or morc: SI:l<:c i:II,!>Ce bdow 

Spl·da l: An e~pce ially innamllwtory attack by Kin g [kli­
nails incites the Kingdom of I3 rychciniog 10 try 10 get a share 

'00. 

If the captain sent a gi ft o f at leas t 5£ to the King of 
n rychcin iog last winter, then he will not allack even if this 
roll is made. But if he did not gel a gi ft , he sends his troops 
nori li. 

If Hrychciniog Attacks 
,11c fullowing f.IClors arrect s ubsc(llIcnt play : 

Alllllcrccnaries hired fmm Brychein iog dep.U1lhe Ncw 
AnllY to go home. 'lley WOII't tight <lgainst their kinsmen. 

No aduitiona l army Iroops can arrive because Ihe roads 
arc d osed to them. TIley would have to in vade Brychc iniog 
fi rst. which the captain probably hopes Ihey will do. TIley 
might try th e IOllg way around, lip through Ys tflldTywi, bUI 
tha t could be an l1dVCnlurc in its own right. 

II cll> Fl"Om Eq.!yn g: or Hay 
111e p layer knight in comrnnnd oft hc Bulith force is likely to 
have pr.:vious ly a~s i s ted bot h King Caradoc of Ergyng and 
tli e Lady of the Fell ts durin g the "Adventure of the Dolorous 
Wyrm." 
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These individuals are people who would no! forget pas! 
favors, and in an emergency would hel p old friends. 

Gamemasters may choose to wc.wc this previous friend­
ship inlo the ongoing narrative, espec ially if other player 
knights have some relationship with gamcmastt:r cha racters 
ill Ergyng. 

Ahemately, these lands migh t raise an army and semi it 
in, unasked, during an emergency. Thus, if Brychciniog at ­
tacks Bulith, these kingdoms mi gh t !lend their own reinforce­
ments to help the captain. 

Results of Player Actions 

Player Defensive Stance and ... 

... Uaided by llelinans. 
l1 1e prepared troo ps (:;111 suffidcntl y prn!cd a ll the tr ihl.·s 
from significant raiding, whether from hostile neighbors or 
King Belinans. 

... invaded by Uclinans. 
King Belinans' approach is seen ea rl y. Peasants nee to cas" 
lies or disperse. All the troops of the Captain's nnny arc 
avail able for battl e or s iege (sec below) . 

Players Quell Rebellion and ... 
Success is nchieved ns long as Powys does nol invade orraid. 

... Raided by Delinans. 
11le rebellious trihes arc not suppressed. 11lC qucilillg troops 
find themselves outnumbe red as raiders help the tri bes. 

... Invaded by Uelinans_ 
llle Puwys ann y finds the cast le garrison alone, and imme­
diately assaults it . They then bcseige. if need be. After one 
week their s iege train arr ives, and they begin battering down 
lhe walls. Troops which arc outside the castle whcnlhe siege 
begins disperse and n ee. Go to Siege of Bulith, below. 

Interact Locally 
Gins arc the only way to calm rebellious tribc, ... At least 5£ 
gcls a Ilalf-rehcl trihe 10 come 10 a truce, and 10£ calms down 
a fu lly rebe llious one . 

If the ca.~h is nol al hand, then a promise of the s lated 
'1I1l01lIl ts, pins 5£ 111ore, nil to be paid nel( t winter, is nc­
cepled. 

Invade Powys and ... 
TIl e bes t trai ls lead from Cwmwd Deuodwr or Gwerthrynion 
into the commote of Arwyslli. whi eh is Belirmns' own Iribe. 
It is a rich area of the upper Sevem River. Castle Rhun is the 
stronghold, where a large pari of King Bcli nans ' treasure is. 

Record Keeping for the Second Spring Court 
Enter the values on this table as you find them. Pre-d~ te rmi nl-d v,lll1l's ~ r l' ahc"dy given. O ther values are determi ned by random lOll, or 
by the gamem~stl'r. 

Bulith Cwmwd Dcrrudwr [I,' fe l Gwefth rynion Llythyfnwg 

Bask ., ~, ., ~ ] . ] 

Soci,, 1 tn,ults 

Bribes Paid 

History 

Chieftain 's Honor 

Judgement with Antonio 

Harvest 

Connections 

Totals 
~~ ~ 

final Att itude I 
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.. .if llclinans was Raiding or Invnding Blllilh, 
or wailing defcns ively. 
'Illen the Battle of Arwystli will be fought. (Sec below) 

... Delinans was elsewhere. 
TIlen an open season of Raiding Arwystli wi!! bring in greal 
riches. See the next section. 

Raid A rwystli 
Arwystli has a native defense force of 100 men rCrll3ining 
behind, which is 50 KY. It will eng3ge any force which is \IP 
to twice its size in numbers (not K V), Usc the PClldragon 
skinnish niles to resolve th is quickly. 

Against any larger force, they wi!! disperse and Itdp their 
people ambush lhe raiders, but otherwise avoiding combat. 

A garrison of 25 soldiers arc in Rhun C3st le, and never 
leave during this scenario. They just raise lhe gates lind w;Jit. 
No tricks. plcllse. Keep it simple. 

The captain gels a chance to plunder the real m . He rolls 
his Battle sk il l + 15 (ie-aga inst 110 opposi tion), below: 

A rK'ys tli Raid Results Table 

Fumble: Impossible 

Fai lure: Impossible 

Success: The raiding army gets 50£ in call ic and 25£ in 
common ehaHd goods. 

Critical Success: TIle raiding anllY gets 75£ in cattle, 50£ 
in common chaud, and 25£ in treasure. 

Everyone expects the Powys army to show up at some 
point. A ll the easy loot has been goUen, and is moving to­
wards the border as fast as its hooves wil! carry it. 

Escape is easily possible, if desired. If tile captain wishes 
to remain behind longer, he will have to meet the Powys 
unny. His Ca mbrian warrio rs desert, whether all ies or merce­
nary, including King Tathal, wllt:n they see the size of Bcli­
nans' anny. "We are rich, we have shamed the King of 
Powys, we will cdebmte once more." And offthcy go. 

If the captain sti ll docs not depart, go to the 11;)l1lc of 
Arwyst1i, sta rt ing with the army reduced by thc desertions. 

Dividing the Loot 
Both Cambrian custom and medieval mercenary practice s.,y 
that the leader of a plundering army gc1s hal f the hooty. 11\e 
men of the hill tribes pay more to their tribal chiefs. Among 
tIll: feudal hos t, everyone keeps what they got. 

Thus the captain gets either 42 £ for" success, or 85£ for 
a Critical Success. Gamema5ters should give him handout E, 
titled "A BIG note on Largesse." 

9) 

Assuming an equal division of booty between the Cam­
brian forces and the felldal forces, the capta in's anllY equally 
divides the loot among the 200 of themselves. Of course, 
knights (as noblemen) get a double share, and so do officers, 
but normal battle losses equal the COl1ntlO 200 man-values . 

A Success is therefore 42£ divided among them, which 
gives the 0.21£, or for a knight's double share, 50 denarii. 

Galllcmasters should read OUI this analysis of booty to 
their playcrs, just for the entertainlllelll value of them watch­
illg their Illot .hminish 10 a pitiful 50 <Ienarii: the equiv;llcnt 
of a milk cow up hcre! Ncxt you ought to see the virtue of 
IlIrgesse after thc Captain finishes n:ading his handout. 

The Possible Battl es 

Usc the Battle Rcsolution System in Boy KillS on page 34 to 
lktcnnine the outcome of these baltles. 

Battle of Arwystli 
Arwystli is located at J-16. 

Bci'or-e the lla ill e 
C01Ilmanc lcr.';: 

For Powys: Killg Bc1inans. (Baltic ~ 18) 

For New Anny: player caplain 
Hatt ie Size: Medium 
New Anl\y : Probably 94 Knigh t Values aner deserlions (;llltl 

the Saxons lc;lve), unless additional losses arc laken. 
King Belinans: Anallt lOOCl Knighl Values. 

Modi liers 
ManellYer: Opposed BailIe skills by commanders. Winner 

gets a +ld6 to II is BailIe for h;lving superior ground. 
Opponent gets neg.)tive same amollnt. 

Belinans gets + 10 for beillg ill hOllle territory 
New Army: outnumbered 10; I, -J 0 
I\,wys: OII\!llIlllhers r,}C 10:1, +10 

The Fight 
First Charge: As IIS\l;11. 

Melee: As usual. 

Aft er the Ha ltl c 
Pursuit is possible. 
VidOl': Dc1eT1nined by play 
Plun der: 1£ each. 
G lory: 45 per round. 

Fo llow Up 
King Bclinans will try to capturc knights for [;Iler r.mSOIll, 
but for the duration of the war keeps them locked lip in Rhun 
Clstlc :l lld clsewllCl'e. TIICY arc Out of the Story for now. 
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Battle of Bulith 
This occurs only if the caplain decides 10 meet Ihe invading 
King Belinans Ollt in the open, in prepared battle. 

All Cambria n allies desert, saying Ihat there is no room 
in the castle for them anyway. 

See the above Bailie of Powys for specific infonnation. 
The only dirrerence is under Maneu\'cr, where Belinam. 
does not get the + 10 modifier. 

Siege of Bulith 
If King Belinans invades, the best thing fo r Ihe captain to do 
is to get inside the castle. He will always have some warning 
o f such a large body of men . 11lere is a lillie time to make 
decisions. 

The gamemaster should ask the constable to calculate the 
cunenl number of months, money spent, and esti mated com-
pletion of the caslle. The captain will wanl il. of course. 

11le ca plain 111usl decide on whal 10 do with his amly. 
The castle can only hold 100 men. Decide which hundred. 
and then calculate their total KY. 

The others are sent away, and you can be sure they will 
move swiftly along whatever Ihey think is the best route. 

Now is the time to correclly calculate Ihe DV of the 
castle. At this point it should be one third fini shed after the 
expenditure of 67£- unless Master Williams had his way. 
Check back and see whether the constable (or ca ptain) ac-
cepted the "special deal" offered by the master engineer 
(handout #Hl). 

11,e mastcr engineer's offcr was in fact a lic. The prom-
ised +10% (or +19 %) construction never happened. In fact 
he considered the player characters such easy marks that he 
skimmed the payments and the fortificat ion is actually - 10% 
(or -19%) from what it would normally be. If the constable 
agreed to the money-sharing deal with the engineer, then hc 
is also implicated in the improprieties . The engineer's skill 
makes him so valuable that he ean probably get away with 
this without penalty. Give yo ur player handout NIB. 

DV Completed After One Year 
.... n 67£ Spent + Bonuo; hriy 

Sommer masc 

No Deal with Master William I 18 DV I 27 DV I 
Accepted First Deal t6 DV I 2S DV I 
Aecepled Both Deals 14 DV I 2J DV I 

Once the current state of the defenses has been calcu-
lated, use the Siege and Assault rules ("nlt~ Doy Killg, page 
3'-37). 

Th, g arne is now between Belinans and Ihe ca lain. p 
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After I week Bclinans gets \0 points of Siege Equip­
ment. He gets a further 10 points each week afterwards, for 4 
weeks. llien the Lale Slimmer session begins . 

If Bclinans wins castle Bulith. he occupies it and holds 
the survivors for ransom. In thlll case, it is the end of the 
adventure. 

Late Summer 

Reaction to the previous events occurs. 
If Bdinans did nothing, and the captain did nothing, roll 

again on Belinans' Activity Table to see what he docs. how­
ever, be sure to check the modifiers if the circumstance has 
changed. Most likely this will be a pacification of the rebel ­
lious tribes. 

Also. add a -3 modifier to the die roll to indicate the 
increased pressure upon Belinans from other forces. 

Finally, a force of royal troops anives and deposits an­
other 3 months payment for the mercenaries. This should be 
I>'l;d irmnctiiatel y to the remaining troops for their next 3-
months employment . 

Second Autumn 

Visit by Sir Gawaine 
Gawaine comes again at the start o f winter to receive the 
official report o f action, and presents his evaluation of it. He 
also studiously inspects progress on the castle. 

As before, Si r Gawaine decides whether the cllptain is to 
be rel ieved of his duty. If the command is to be continued, he 
then gives severa l payments to the captain. TIlen, Gawaine 
asks King Tathal to once again sponsor a banquet for the 
othcr chiefs. Gawaine entertains (and evaluates) the guests, 
and discllsses cllch o f thelll with the captain. 

Gawaine thcn gives orders 10 the lIIercenaries 10 stay 
nearby for wintcr, along with a colllllland to assemble at 
Bulith Castle at the ned spring, and then departs to othcr 
duties. 

Payments Made 
Payments are made the same as last year, with these excep­
tions: 

• rOt· services: 2- 10£. 111is is a bonus for the captain. The 
amount varies depending upon what Gawaine (the game­
master) perceives to be the relative success. 10£ is for a 

-
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greal success (successful raid on Powys), 2 for ,I mini mal 
success (mainlaining peace and gelling Ihe caslle huilt). 

• for Cnstle: 67£. 

• ror" Army : 2SS£. 

• tliSc l,ctionary IIIOIICY: 100£ 

• tollil - 4S5+£. Again, Ihe gamcmasler should po inledly 
ask II Ie ca plai n where he will s lo re Illis In.:as ure , 

New Orders 
Gawa ine t: i'lcs the cartain another s croll, sca led wilh the 
High King's o wn seal. In fancy language it Siaies exactly 

, , 
, 

;\ 
" 

I 

Through the Breach 
A moil.:y J ~St)flmcnt of mcrc .:nari ... 'S Iry 10 fighllheir way Illfoog/1 
.1 hIe" ... !. '" 11 ,0.' wa ll. while a looe \.:ni);hl ddcn. h il from Ihe otlk.'f 
"do.) , 

what Kin g Al'llmr expects from 11 Ie capta in for lhe next ye:1/", 

l1 lC Ihree 1,ls ks are, in order o f imporlance : 

I . Guanll hc construction of the new c:15tl l: . 

\ 2, I(a "ass Ill c CIICllli l'S or the l'e ll l),':II;OIl , 

I 3. J'aci ry the countrys iclc, 
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Officel's 
TIl e captain may also, at this timc, ask his own court knights 
to report on their administrative tasks to Gawaine. these arc : 

• Chamberlain (Accounting) 

• Constable (Castle-building, p.1ying wages) 

• lushcier (legal and courtly mlings) 

Garrisoning 
TIle captain and his Lance are aga in garrisoned al Bulith 
castle. As before, the Cambrian mercenaries ride home. TIle 
foreigners also take accommodations elsewhere. 

I~I 
Second Winter Court 

This winter court is s imilar 10 the court of the prior year .. 
Again, these dec is ions events will affect the Tribil l Event 
Roll in the spring. 

Routine Actions 
Player knights shou ld pcrfoml their personal Winter Phase. 

Special Actions 
More problems arc set before the reignin g captain, wh o may 
designate a follower to solve them. 

Action 1. Harvest 
Roll for Annual Harvest Results. 

Modifiers: 
Successful raid in commote last year, - 1. TIl is may include 
all rebels from las t year, perhaps everyone if Powys raided . 

War in comlllote las t Slimmer, -2. If Bulith was invaded, this 
includes Bulith, CWlllwd Deuodwr, and Gwerthrynion. 

Amilia! Harvest Results Table 

d6 7)·pe of llIcome 

01 Terrible. Blight, murrain, etc. 

02 Bad 

03-04 Normal 

05 Good 

06 Excellent 

This result docs not directly affect the army, which gets 
its supplies from the outside. or by previous arrangement. 

Action 2. Giving Gifts 
G ift giv ing is th e same as last year. Record the gift amounts. 

2nd Winter Gift Record-keeping 

I: ' ;;b, 
Gift (in £) 

Bulith 

CWlJlwd Deuodwr 

Elafel 

Gwerthry nion 

Llythyfnwg 

Brycheiniog 
• 

Action 3. A Milanese Dilemma 
Plaintiff: Chief of the LJythyfn wg Tribe 

ncfcmlant: Sir Antonio de Milano, chief of the cross-
bowmen 

The COil1plaint: TIIC chief complains thai the Ita li an has 
dishonored his famil y by seducing his daughter and getting 
her pregnant , and then refu sing to marry her. He demands a 
wedding, or fu ll compe nsation for the insult (wh ich is 7£). 

The Defcnse: Antonio says that he did not seduce her, 
but was seduced by her. He is only a defensel ess man, subjcct 
to the devilish wiles of womankind . 

Investigations: L Intrigue. Success " the investigator dis-
covers that both parties arc partially righi , and that they have 
fl irted all winter. Critical Success " the inves tigator learns 
that the daughter hates being stuck in the mountains, and 
would do almost anything to get out.] 

Dt'cis ious I : Rule on the Chief's Demands. TIle options are; 

• Dismiss the whole case 

• Demand Antonio get married 

• Demand Antonio pay 

• Pay the compensation yourself 

Decision 2: Whalto do with Antonio 

• Noth ing. 

• Ask his adv ice on Romance. 

Actiun 4. Sir 0(11011 
Oh woe upon woe! Sir Othon is still a slave. If this has not 
been resolved, then th e garnemaster can bring it up again. 

Action 5. Asking (0 Marry 
A player knight may ask the captain if he can gel married. 
• . 

• Sec handouts A and G for dctarls. 
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Followers 
If the gamemaster hasn't used all or the handollts ye t, now 
would be a good time to try the res!. Possible ones are 

• A. A marriage proposal 

• B. A romance 

• C. The followers are invited to participate in a raid. 

• G. Another marriage orrer. TIlis is for another knight, or 
even the s.1me knight again if the first offer (#A) did not 
work out. 

• H. TIle master engineer has a proposal. 

I~l 
Second Spring Court 

TIle captain once again finds out what the results of his poli­
cies and decisions are. As previously, tri ba l anitudcs arc de­
termined with randorn rolls which arc affected by modifiers 
based on events and the captain' s decis ions over the winter. 
Find all the modifiers and apply them 10 the Tribal Events 
Table roll . TIll! result shows what Ihe tr ibe docs this spring. 

The capt ain mllst (lien detennine his decisions based 
upon these local events. 

Basic Attitudes 
Some tribes like this anny, more than others do. 

+5 

-5 

-2 

-3 

+3 

Attitude Modifiers 

Bulith 

Cwmwd Deuodwr 

Elafcl 

Gwerthrynion 

Uythyfnwg 

SociOlllnsuHs 
Chiefs can be swayed by being recognized or insulted. 

+2 

-3 

II/ su fi Modifiers 

Caplain gave at least 5£ gift 10 Tribal Chid 

Captai n gave gi fts to olher chiefs, but nOllhis one 

llribes paid? 
Cash may have been promised 10 the rebellious local tribes. 
If it is to be paid, subtracllhe amount now. If not p."lid, then 
for each 1 £ shortage, the player gets a -2 on the d20 roll. 

'17 

lIistol·Y 
LIst ycar"s interaction in battle affects the Chiefs' attitudes. 

-4 

+, 
-4 

+4 

Histury Mutfifiers 

Fought Against Captain last year in Dattle 

Was ckfeated by Captain in Battle last year 

Defeated Clptain in battle last year 

Fougl.lt alongside Captain last year in BaltIc 

Ch ieftain'S Honor 
The chief's personal ity determines JTluch. For each tribe, add 
the number bo..: low to lhe number of £ given lils t winter, and 
lhell roll a d20 :lg~illSI i1. 

8 

o 
5 

3 , 

Trihe 

Oulith 

/lol/or Roll 

Cwm wd Deuodwr 

El fad 

Gwerthrynion 

LlYlhyfnwg 

Success· +5 to Tribal events Table roll 
Failure ~ -5 to Tribal events Table roll 

Judgemen t with Antonio 
'111e5e modifiers arc added only to the Llythyfnwg tribe's 
roll. If the decision was: 

-3 

o 
o 
- I 

.I1ldge m e1l1 MOllifiers 

Dismiss the whole case 

Demand Antonio get man-ied 

Demand Ailionio P,lY 

P:,y the compensation yoursel f 

II :u·vest 
Roll on tllis table for each tri be. 

.3 

-3 

/lurvest Mudifiers 

L:ls t year's harvest was good (5 or 6 on table) 

Las t year's Iwrvest was bad (1 or 2 on table) 

Connections 
Player knight marriages 10 tribes affects their altitudes. 
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MOt/iJia 

• 3 for each player knight married to a woman in the tribe 

Tribal Events Roll 
For each tribe. add together all the resu lts above, and add the 
result to a d20 to see what the final action of the trihe is. 

Tribal Events Table 

li20 roll Results 

01 -04 Full rebellion 

05-08 

09- 12 

13- 16 

17-20 

Partia l rebellion 

Nothing 

Partial fri endship 

Full Alliance 

Tl,ble Results Explained: 
Mark the st:ltus of the tribes on the map to keep trac k. 

Full Rebel lion: 111eir enlire army is senl to raid or in vade 
Bulith. 

Partial Rebellion : Half their army is sent to raid or invade. 
and their entire anny ambushes Arthur 's arm y in trans it 
through their territory, 

Nothing: Complete neutrality. They send no troops, nor do 
they hinder, nor do they raid. 

I'netial Friendship : Half or their an11Y is sent to assis t the 
Captain; transit through their territory is allowed . 

Full Alliance: 11le entire an11Y is sent to assist the Caplain 
for the season. 

The Spring Muster 
The gameillas ter should s tart sett ing the stage for the ncxt 
summcr of events by describing the appearance of the vari ­
ous contingcnts with their herds and annies. 

Decisions 
Again, the captain mlls t decide what to do. Urge the captain 
to hold council with his friends to delen11 ine thei r actions. 

The options rcmnin the same liS las l yeliC 

• Remain defensive: Protecl everything with litt le ac tion, ex ­
cept to meet threats. 

• Quell rebellion quickly . 111is requires dispersing the army 
to all the rebellious tribes. with at leas t 2: 1 odds assuring 
success. However. troops must be al least 1/2 Cambrian 
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pony troops, or else a 4 : I odds arc requ ired. State which 
troops arc being left behind as ga rrison . 

• Interact locally: A lternpt to calm things through negotia­
tions instead ofb., ttle. 

• Invade Powys: No one is sure what Bel;nans will do. Make 
sure the Capta in S,lYS what Iroops stay to garrison Bulith. 

lVlore Mercenaries 
llie captain can send for more me rcenaries al this time, at the 
sallie rales as lis ted above. They wi ll arrive;n one lIIonlh. 

Make Siege Equipment 
-nle captain can order siege equipment to be made at the cost 
of I point per £. It is s tored in the castle. Funds must be paid 
in advance, now. 

I~' 
Third Summer 

Ollce the Captain's course has been decided, detenlline what 
Belinans will do . 

King Belinans' A ctivity 
If half the tribes o f the l3ulith area are rebellious. then Killg 
I3c linans gels a +5 to hi s die roll. 

Be/iI/a TI S , Activity Table, 211d Year 

0 1 Surrender to Pl ayer Captain 

02-03 Auack Shrewsbury, in Orofoise 

04-09 Surrender to Gcneral Grinel 

10- 16 Wail Defensively 

17+ Attack Rulith 

Results of the players' and BclinatlS' activities inelude; 

• Nothing. It is possible that both annies will s it at home . 

• Dalll t in DuHth . If Belinans invades. and the player cap­
tain defcnds, the net result will be a hattie in Bulith . Read 
the section about 8clinans ' anny;n the thi rd year, below. 
and then the las t year's section about the Battle of Bulith . 
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DV Completed After Two Years 
All 67{ Spenl + Bonus EJriy 

Summer PhJ,C 

No Dea l with Mas ter William 36 DV 

i 
4~ DV 

Accepted First Deal 34 DV .1) DV 

Accepted Both Deals 32 DV 41 DV 

• Bailie in Arwystli . Player knights Illay invade wh ile Bell· 
nans is waiting, at hOllle. Because of the difficulty of tim-
ing, he Illay tum to fi ght agains t eithcr Griflct or the cap-
tain, whoever is earliest. In this case, the gamcmastcr rolls 
any die, where odd number· BcJinans fights the player 
captain . TIlis results in the Baili e of Arwystli, in which 
case the gamemaster /n lls t read about Bclinans anny, be-
ICM', and the baltle enlry from last year. 

Another major change is that the tribesmen with the anny 
wilinot desert this time. They are ready to fi ght for 1001. 

• Raid Arw)'slli . If the player knights invade wh ile Bclinans 
is attacking Shrewsbury, they have to opprotuility to raid 
without opposition . Read the section on raiding Arwystli 
undcr las t year's heading. If Belinans has surrendered to 
Griflet,lhen the raiders w ill find King Arthur's ownlllen in 
Powys when they arrive. 

King Belinans' Army 
King Belinans' once-proud army has gradually been reduced 
due to losses of men in battle and to sickness, and also 
through the loss of te rritory to st:nd re inforcements. 

Il is once-proud army of over 1000 K V is now reduced to 
a mere ~SO. Depending upon the attitudes o f t!le tr ibes 
arou nd Bul ith, a captain may be able to match this. 

Other Events 
Sir Grinet is marching up the Sevcrn Vall ey with a huge 
anny, besieging all the castles which dare oppost: ti leill. If the 
player captain docs 1101 defeat Bclinans, this army wi ll. 

Bclinans accepts tenns which lea ve him a milch reduced 
territory. Orofoise is taken away, and dependant now llpon 
the King himself. Many tribes around I3l1lilh arc permanently 
tllken away. Otlier tr ibes brea k away 0 11 their own . 

[~[ 
Third Autumn 

Visit by Sir Gawaine 
Sir Gawai ne aga in vis its to receive the offic ial reports, and to 
present his evaluation of events. He is, as always, fair and 
understand in • of honest erroTS. 

99 

As before, Gawaine tkcidt:s whether the captain will re­
tain his job. But it is different tllis time: Gawaine llOpes that 
Ihe need for a g,mison here is done. 

In a private session wilh only the captain and his knights, 
Gawaille asks the captain to help make some decisions: Is 
King T alhal ready to take over here '! Ca n he be trusted as all 
ally '! Docs the castle need to be garrisoned by Arthur's men? 
Gawaine is askin g lht: player characters for their opi nions, 
gaillt:d after thret: years of observation and action . 

He <llso asks which of the other tribes arc unrdiable. 

All tht: possible answers cannot be anticipated, bill the 
mosl likely, with thcir consequences, liTe: 

K ing TOlthal is Very R eliahle 
Tatha! ge ts the cast\c, rule over his own tribe, and over the 
CWlllwd Deuodwr tribe, and possibly over the ot her unreli ­
able tribes. 

Tathal is probably reliable 
Tatha! gels the castle, I1Ilc over his tr ibe and the Cwmwd 
De\lodwr tribe. 

T;:\t hal is questionahle 
'!ill ha l ret.tins mle over his tribe and CWlllwd Deuodwr but 
docs nol get possession of the castle which w ill be ga rrisoned 
wilh cheap mercen:lry troops. 

T .. thal is hostile 
Talhal is declared:ll1 outlaw, his lands impounded, and a new 
friendly king Sflectt:d for his tribe frolll among his kinsmen . 
Rule o r the kingdom is given to the chid of lhe Cwmwd 
Dcuodwr tribe. 

Conclusion 

Player kn ights can retirc from this sccn:l rio at the end or the 
lhree yea r war. Gamemasters may wish to extend tht:ir Slay al 
Bulilh, perhaps as guests of the king while they seek other 
adventure. Bill gamemaslcrs should detcnnillc these inlen­
tions before the fin al feasl. 

Gawaine calls the kings together and announces a grand 
feas t at Casl!e Bulilh. It is to be a lavish aff:lir funded by the 
High King. Enle r1 a iners come all lhe way frolll Escava lon to 
perform ton ighl. 

Favorite Uish : 'Yond de Cypris j'l Lell( (Almond Fish 
Slew). 
FiI \'o l"i tc En tcl"l;,iumcn l: The Gypsy wilh the trained birds. 
At the feast Gawaine lavishes praisc on the successfu l cam­
paign, al\l! \lpon the men who led it. He forgt:ls no onc. 
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Afterwards 
All player knights gcl 100 addi lionnl Glory ror cach year 
Ihey participated in the war. 111c c:lpt:lill rceieves d, Hlble thi s 
amount. 

Gawaillc announces his decision on ho w 10 n ile the afca 
afterwards. Un less Killg Talhal docs not get possession or the 
caslle, everyone is happy. Even ir King Talhal is unhappy. he 
lIIanages to bury his discontenl (at Ica~ l ror the duration of 
Ihe reast). 

Rd<lliollships and comlllilmCllls 10 Ihe area may con· 
I;nue. A knight or two may have II wire here. or II lovcr. alld 
pe l"haps sollle encmics. lliere ;s a good chance the knights 
will 1>: ISS through thb way al;llin . seei ng old rri cmls during 
their travels. Bul ill ract, this is ,hc clI(l. 

lUU 

Mercenary Unit 
DCllk h'(l i~.1 unI t of rnClccn;Il Y kni.:h ts. They co" kl he a IIroup 
hi" .. u hy Ihe r.~ pl.l i n 10 figtu Ihe w~ r , or a unit nllhe New 
Army f"llnwinl: Arlhur. 
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Cambrian 
B

ecause the Captain is the cent er of much of the deci­
s ion-making in the "Adventure of the Cambriall 
War," the other players knights may feel neglected or. 

worst of all, bored. 
TIlcse handouts are prepa red for thcm to enjoy in private 

while the gamemaster is busy with the captain on other mat­
ters. Photocopy them and eut them apar1 so that YOll c:ln hand 
them out at the proper time .. 

It is appropriate that the game activity be somewhat di ­
vided at this time. Players will want to talk to players, to the 
captain, and to the gamemaster. But let the s tructure of tIl<: 
presented out line of seasona l focal points guide the move­
ment in the scenario. TIlese are minor evenL<;, not intendcd to 
dominate, but to provide some individual color and i!11ercsi. 

Gamcmasters mlls t familiarize themselves with these be­
fore giving them Olli. Make sure that they arc suitable for the 
players and characters involved. Familiarize yoursel f with 
Ihe consequences of these aclions, too. 

The Adventures 

The events given arc arranged in a 10g ic .. l, linear onkr which 
doesn't give the players much roolll to mllllCuver. 11leir deci ­
s ions arc pretty much limited to the optio/ls given . 'n lC mllli ­
fications are not always dearly stated, and llIay come as a 
surprise to them. 

Give them the notes one at a lime, starting with the firs t 
and making sure that they arc interested in continuing. Keep 
thei r marked notes handy as proof for what may follow !atLT. 
Sometimes there are more than one nole with the same num ­
ber. For instance, there arc two of #A3. 11lCSc provide a 
choice which is dependant upon the results of the previous 
nole. Be sure to check carefully to give the right ones. 

Here are some of the rllmifications whicll the gamellla~­
te r must watch for while using these hand9uts. 

A. A Marriag e Proposal 
11lis is intended for an unmarried kni gl l! sceking a wif,~. 

AI. Sir Gohrwy with an OfTc l-
This is an offer of man'iage to ally a knight with one of the 
tribes. 

Al_ A Test 
Before giving this out, select one of the three women in the 
You Meel the Girl section, and write in her dowry on the 
blank line. • 

ar Handouts 
11le knight has failed if any of these trails arc checked: 

Deceitful, Arbitral)', Suspicious, Coward ly. 

A3_ (1) M:II-d age Rej ected . 
TIle offer ends . No further play on thi s. 

A3. (2) l\1arri.a gc Accep tcd _ 
llie kni gll! asks the Captain if he can lilaIT)'. 

You Meet the G il"! 
'nli s one is not given with a sepamle lis ting numbcT. If the 
knight was sllccessfll l, hand the player the woman you se­
lected from the three cand idates in Ihe "You Meet the Girl" 
section at the end of the llandouts. 

B. A Secret Romance 
For a knight see king Romance. 

U I. A Public Meetin g 
I f the player indicates he wishes to continue, Ihe gamcmasler 
Il\us t COllcelltrate upon his character for a short while. 

If you get the paper baek with ind icat ions that the knight 
docs lIot wish to not pursue it , then just drop il. Or you llIay 
try \Ising it 0 11 allotller pl;,ycr. 

l r you do get the paper back, thelilell hi11lthat, ac tually, 
the rende:t,vous doesn't occur right away. As the last food is 
takcn away, no oll e comes to tell him allY thing. Relate the 
passage of time quickly using th is lis l, and roll a d20, the 
results of wh ich arc meaningless. After every roll say "noth­
ing happcns,~ thcn ;I-~ k thc player if they wish to keep wait-
· 111 g. 

• '1l1 C professional entert:l iners finish their entertainments. 
Half tIle peoplc in the hall dep:1Tt to their own quarters. 

· 11le amateuf entertainers fini sh. Half of those remaining 
tllm the trest le taules and bcm:iles into beds, ,md wrap 
themselves up. 
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• TIle las t of thc lute ni ght people, old men !<llking or singing 
dmnks, pass oul. Everyone else leaves, Of goes to their 
sleeping place with blankets, or just passes Oll t where they 
s it or sprawl. rEnerge! ic +5. Success'" go on.) 

• A fe w people shu me in the d:lrk, to the privy or just getting 
a driJik of water. '11 1e hall is full of sleeping, snoring bod­
ics. [Energetic. Success'" keep going.] 

• Early morning bell heard, [Energetic -5. Success'" go on_ 
Fai lure '" make a Lus! ful roll, whcre Success ... go on. 

• SUI1 rises, cocks crow, dogs s tir about in the stmw. Servants 
go about their business slarting a fire, breakfast is begun. 
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IEnergetic · 10. S tICCe..<;S • go on. F;tilure • make Lustful 
Roll, where Success· go on .J 

No Olle comcs. Describe the scene of the other player 
knights findin g this knight, ei ther aWllkc m us lcl'Jl . when 
they rise. Ask what the other kn ights say to him. allo he in 
return . 

#112. A priv~lIe meeting 
Aft erwards, chec k to see if Lust ful . Proud. and Rash arc 
checked. 

• If all three a re, she will end the affa ir. 

• If two are checked, and Romance is 001 checked, then she 
will end the affa ir. Use NB5 for this pltTl"ose. 

• If only one is checked, it doesn' t malh,T. 

Roll against Tourney, Rel igion. ami Romance. 

• If Tourney and Religion arc chec ked, Hlld Romum'l' is 1101. 
then she will end the affair. Again . usc NB5 for this . 

#U3. Another private mcclillJ.; 
Another s lo w tOr1ure of frus tration as she fa ils to keep the 
meeting. 

#U4, Dawn in the orchard. 
Th is time, Ilt least, the player knight isn ' t Ililmil ialed hy Ihe 
other knights geUi ng up for breakfast. 

#115. The End 
111is can he L1sc!1 at any time 10 si mply end the :lmlir. 

If the player knight does not do anything to deserve Ih is . 
he might gel it anyway. This is precisdy the so r1 of lefil we 
lind in the Ii terOllufe . A lid the .. herllat i ve uf an'ept ing II lis eml 
or not gives hints to the discouraged phlyer, we hope. 

#B6. Cec ile in Public 
A chance lit reconciliation. An casy ch:lI1ee, ending with a 
generated Amor. 

Aficnval'ds 
Clandest ine meetings between the lovers cont inues in this 
manner for some time. Gamcmaste rs may wish to invoke usc 
of the Alnor Solo (P~"drogo", page 176) at this point. 

#ll7. Uh oh ... 
TIle gamelll3ste r hands this sho r1 note to the player the firs t 
time th3t his lover Rppears in public with her husb.1lul . 111is 
could be almost Rny low-ranking nobleman whose wife 
works for the Queen. a wealthy landowner of Hampshire. 

Use this onl y if you wish to have the player kn ight carry­
ing on an affair with a married woman . 11le gamemastcr 
must de tennine who the husb..,nd is . 

! c. Interested in a Raid? 
GiYe IiC I to the knight most likely to do go on a ra id. DOIl "t 
worry llhnllt th e wh i.~rcrc( ' cOllspirroc ics. nnd other inh;rllc­
lions which Ihis little rehellion may invo ke. 

NC2. "111c Raid, mOlY rc~;ul t ill ~rious casualties among 
the player knights. Too ood! Move the campaign along wilh · 
out them if neCCSs.1ry, while they lie and gro.1n over their 
w(lllnd.~. 

D. Castle Building 
-nlis is the handout for the cons table to take charge o f bui ld· 
ing the ellstlc . It explains the various works Rnd what they 
cpsl to bui ld. 

An cr Ihe Cons table has had time to s tudy th is for a lillie 
whil e, give him NI-I I . 

E. A BIG note on Largesse 
111is nofe is 5(1 hig il co mes ill two p .. m s . It reverses the IL<;t!:l 1 
role of giving notes to the follo wer kn ights and ta lking to the 
ca pta in. If the Raid of Arwystli is s uccessful . g ive him this to 
I >i.~ ruse whik you caleul .. te hooty with the knights . 

Afte r 1Is ing iI , let ot her "r .. yeTs read Ihis too. It provides 
some vcry uscful guidel ines to us ing largesse in the game. 

F. The Market Exchange 
Copy this anti give illo all of the pl ayers after the ir charac· 
lers have vi~ ited the markcl.l1lc market is obv io usly poor. 
with little o f interes t to buyers. 

It is more va luable a ft e r a successful Raid, and a llows 
l'verY011l' tn l'< !lIVl'Tlllwir gnoOds 10 Ire 0l511rc o f v;t rious types. 

G. Ano ther Marriage Offer 
·llleSt lITe a l1ear--<.luplicatc of IiA . but with a more dis \.1nt 

I Iribe . Of course. the nel result ca n vary greatly, because of 
individual ;tc tions and by using a different woman from Ihe 
" YOII Meet the Girl " candidates . Remember to select one of 
the wo men from the " You ~ .. lce l the Girl~ candidates and !ill 
in Iwr dowry in handout #G2 before giv ing it to the player. 

H. Master William of Canterbury 
Slart with handout NH I. 111is is a chance at some quick graft 
and corrupt ion. Master William is not any more crooked than 
mOSI men of 11 is position. If a righleous knight turns him in 10 
lhe Captain or Arthur, he will be acquitlcd s imply because he 
is 100 valunble 10 punish. 

In fac t, hi s treasonous embcz7.lement wil l probably never 
be discovered . wllcss Ihey are actua lly attacked. If the Con­
s table survives, some interesting roleplaying may result. 

Give the player IIH2 if he accepts the !irst deal . 
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Camorian '111ar :;(OIU{ou ts 

Sir Gobrwy with an Offer 
DUriflK your normal du tit.'S uver the winter ynu are ap· 
proadlt;d by Cobrwy mab SelWan. He is a well known 
(Clory .. 2300) Cambrian warrior from EllaeL You haye 
u:en him around cOtrrl Ihls wlntt.", and in general bt.~n 
impressed wilh h is manner and cO\Jrlt.~y. 

One time, while in pr iYale, he SIJoea ks frankly w ilh you , 
l ie 'kIys that he i~ impn,~S<.od wilh Ihe ways of Kin.: "rlhm 
amJ h is men, and believes thallhesc ways are IIf.1Iel, h'lhe 
lunH run, l h~n his old triba l ways. He wU\dd like 10 em· 
brace Ihal nt."W way of life, bUI lads a slronH conrn."<:liufl 
In Ihe cap4aln's coull 10 mrrlure his eou(;aliun. 

He is imprcsSrtl by you, and un St..., Ihal you haye .I 
yoice in the Caplain's coull. lie would like 10 know if you 
would be his sponsor, and back him al your lord's UMJrt . 

lit: proposes a formal alliam;e.lle ~,'ys that if yuu wish 
ht: will Hiye you his niece in (llJJ'ri~l.:e, Jnd make you a 
palt 01 his own /uo. You wiU have all Ihe privileges " ud 
rC'.oponsihililit."'Ii of being a mcrnu..1. as would Iht.')' . 

He d Ot.'5 not expecl you 10 answer riKhl oIway, bul ash 
Iholl you Ihink on it Plivatdy IOf .I while . Th ink ahoul il. 

To pursue this further, check this box. 0 

If not cht.-cked, Ihe neKotiat iOn!; lor Illar riolge are over. C ive 
the note b.-.ck to Ihe gJmcmaSier. 1'hen be pat ient. 

!A{arringe -Nfll 

Marriage Accepted 
CnblWY fepoliS Ihat his kinfolk have !)e.,n impr~'SSI.,d wilh 
your character, and agree to Ih~ marriaKe. 

II you a u: at all reluctallt 10 marry, he says 110 .11 ht: will 
Kivc you his niece who is a daughlcI of Ihe kin l: 01 his 
tribe. lhis wiliKive you lurther status ; a vui(;c on Ihe trib,,1 
council. He w ill alwilYS, 01 cour!Oe, b.:ad your word on Ihe 
Iflbar council. as you will back his on the C.:apIJrn's coun­
[i l. 

He ),'y5 you will ,llso t;:el ~ ):,,,,e,,,,,, gill "r "Ilt.i elll 
Roman Kold, and a ",cal heltl 01 punies, and mallY Sl",el> 
tuo. 

II you wish 10 make this marria);e. t hen you ll1u>l ~IJoea k 
up dur ing Ihe Caplain's next council m~"'I.'ting (th~'re wrll be 
only ()fle) and make the ' eqUt'St . 

9t[arri!lj}t #flJ · J1ccepw{ 

• • • 

A Test 
Cobrwy mab 5erwan is happy 10 discu5§ Ihis Iwlher wilh 
you. 0 1 cnurse. bulh parties must strictly understand Ihe 
le rms nl Ihe alllt'ernent. 

• Iler dowry will COnSi ~1 of: _,-______ -, 

• Your I)()!'scssions. wholtcver they are, are your srake. 

• The mania!:e will be in Wh,11t.'VC' cuSlom Ihe 1:1<11"'1 
desires, 1)1 t.uUJ~. 

One t~ly, whe" il is easy lo r you alone, Cuhrwy mab 
Serw,lIl accumpanies you 10 his home. 11 is a well main" 
la ined manOf with many SCfVilnIS. 

Dlnin& ynu. slay ht'fe Ihe kinsmen of Cub,wy meet 
with yuu and lalk, in both a formal and infOfmal manner, 
to lind OUI what kind 01 a person you arc. Through means 
01 >tories, rt'l.JllinK incidellt llUrll Ihei, past, and "skins 
you 10 reiMe yow own dct-ds, Ihey probe eyery aCllyily 
which llIey Ihirll.: is impOflJnl tu them, your IlrluTe kins­
men. 

Allempt 10 roll o ne 1',;,,1 froUl e.lCh 01 the pairs below. 
If you Iili l one, ro ll againsl ils opposile. Ched Ihose yoo 
succt.'t.od in on Ihis lisl and on your own eh.lractt...- sht"el, 
and hantJ Ihe lisl hdck 10 lhe gJnle"MSler. 

o Ch.lsle ..... ....... Lusllul 0 
o Energclic ....... .... lazy 0 
o Forgiving .... Vengeful 0 
o Cenerous ........ 5ellish 0 
o IIc)fI~'lo1 ....... U .. -celclul 0 
o luSI .............. J\rull'dry 0 
o Merciful. ........ Duc1 0 
o Modt.'loI.. .......... Proud 0 
o Pious.. .......... w,,(Jdly 0 
o P'uOenl... ..... Ik-ddess 0 
o TempCf.lle .. .Indulgenl 0 
o TruSlinl.: . .suspiciuus 0 
o Valomus.. ... CowduJty 0 

Wh,llt:ycr the lesulis may be. Cobrwy rides h.lck to the 
castle wi lh yllu aitl'IWJfds, "ud promisC'i to S.:e you .Igolin. 

Arc you reluCiant abou llhis marriage? 

YcsD No D 

?t{nrri"gt. #}f2 

Marriage Rejec ted 
Cohrwy visits you orn; dolY with some had 1lt.'WS. He is 
~fraid Ih.11 h i§ killsnlCn found .omelhins un,lccep lable in 
Ihe ''',Ir.; h, ,11111 de,pil" Iii, u..:~1 dr,"ls Ihe ~iTl folk hJve 
lurhidden Jny marriage 10 lake plnee. 

He is sorry, but hopt.>S IhJI you call underslalld. He 
h"pt.'" Ihis Will "'~ di~fUpl Ihe friendship whit.h you share. 



, 
, 

, , 
Savage 9I{ountaills 

A Chance Meeting In Public 
One c!.lY, while on ~ome idle efrand in the town "I iJuli lh 
you no/iced .. preny young woman, a rich hJoom" id h"", 
tire look of her clothes . She " sked for help al dl<)()sing a 
haunc h of meat lor her sed 10 carry home. 

You saw her again one day at court. She saw you artd 
stumbled a tiny bit, and smiled in embMrassmcnj ,1S she 
glam:ed across the room al yoo. YOli were curious, but 
discreet enough to keep your curiosity 10 yourself lor the 
day. 

Tha ' night. while se .. 1ing at your usual pJ.KC al the 
board she boldly ( ilme forth and sal heside you, 10 sha re 
your cup ilnd bowl, "fld speak uf smali lhin),:s. And flirt , 

AUempl your own Flirt skill, i( you wish, 
and check here if successful. 0 

Her name is Ckile. She is Ihe dauJ::hlcr uf Sir Mir:ln­
don of Hamp~hire, ~ gO<Xl knighl of Ih.11 land, now dcad. 
She i~ here nul" in the service of Ihe Quccn oillulith. who 
is Itom Hampshire, and is still ihere now. The queen doc<; 
nol like Bulith, and has sent a lew 01 her women hefe lu 
look aher her alfairs. Her own supervisor is oul in 50rne 

village to n igh t, count ing sonn: pil~S Of surnt'!hing. She ~ c­
tually has no duties which she must do tonight. She ha~ nu 
idea, though. Wh.lt to do al night after dinner here. 

If you !kIy you would be happy to entertain her. she 
says she would like thaI, but she must retire for a few 
minutes. for di5Cretion. She will send her h,lndn1.1id had 
with word of where you and she can meet. Do you wanl 
thatl 

If you wish to continue this personal inte r­
est, you say "Yes,H then check here D 

If you wish tu keep this secrel, then check 
here. 0 

If you are going 10 le ll your buddies, clu~ck 
here. D 

Give this back to the g:lmemaslef. 

!1(pmaTlc.t. II'Bl 

Dawn in the Orchard. 
Ckill' never shows up. 

To end this affair, check here 0 

Return the paper to the g.lmemasler. 
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A Private Meeting 
Llldy (("(ile ap.,iogizes prnlusely for being unllble to at­
lend the lasl rende zvous. She makes smal l talk . 

The cr itica l question here is whelher you wish 10 be 
aggressive in your courting. 

If you wish to, make the follow ing rolls. 

Ro II Attempled! Successful? 

f Ii rl D D 

Lustful D D 

eh.l ste D D 

R."h D 0 

Prudent D D 

Modest D D 

Proud D D 

She quizzes you on variUlls Ihi 111(:\ . A1temptlhese rolls, 
Jild ChL"(; k it here if you make them : 

One fourth (hiv~hy T ola( 0 

Romance 0 

Tourney 0 

Religiun 0 

You feel the meeting went 

Wen 0 

Poorly 0 
Give this note bJck to the !::lmernaster. Feel frcc to 

write appropriate (omments 10 him (oncerning your in· 
Il·llli ,,, ,, . 

'J?rmlllrct 11112 

Another private meeting 
A mJid whispers thM her lady, O~cile, would see you in 
private. She asks you to WJit in the urcha.d tnni!:h t. 

I go (0 the O",; ha,d . D 

! wail J short time. D 

I wail a long time. D 

1 wait all night, if necessary. D 

Give this note back to the GamemaSler. 

• , 

• 
• 
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Cam6riall (War J(nllf{outs 

Cecile in Public 

C!ki le is in Lh e hal! to night, IIlluSUJliy. She has I .... ·en gune 111()~1 
of the Lime iJtciy, and yom qllL'Stlons indkafe ~ hc and her 
mi ~!L'Ss have oc-cn out chc.'Cking <JIh .. ,! ho ldinl:' nc.1fhy. !lUI ~hc 
Is hL'!e ton ight. 

00 you wish 10 apprO<lCh hef, in public! Yes . 0 
She appears ple .. scd to see you, in a friendly thou.:h ,')fl"" 

what formal way. SIlO! glances Jmuml to make Sure nu one is 
close. In a so~ voice. she says, "/ am sorry I could nut rn,lke it I" 
the orc hard. I hope you arC not tno dl ,.'l)poinll'o.i ." 

AUempt aD I-Ior1oesl/Decei tful 0 mil. ( h.'C k which i ~ "',Klc, ,I 
any. 

She uys, 'A tlUe lover would stiffe r that, and mUle. for" tlue 
lady. Since you 11ave s uffered thi s lo ng for j.() lillie. I will be g lad 
tu tell you thai I could entetlJin lh.., idea 01 yow wmance . if;! 
were done propetly. C~fl I tru ~1 YUI I fur tl"'tr" 

!R.pTlUIllct IYB6 

The End 
flOlil the moment you St.'t! h"" you c.:lfl tci l thaI loldy 
(kile is disple~Sl-d . Hel gleaming ey.'S arc set, ,llflIo~t 

squifl tinH. Her rusc rL"(1 lips art! loCt firm. "nd h .. .,. ,1rrns arc 
Ctoss ... -d defiantly aCtoss her ch .. -; t . 

She says she is displeast!d Wi t II your indi>ctet ion ill 
telling your friends about h ... '1 intere~t a lld inter ,j(.J ion w,t! , 
,00. 

The .. lIa ir mUSt be endL-d, """v. 
Withoul further word . she turn) and goes. 

I accept this. o 
I do not accept this. o 

'JiplfWllct N'B5 

• 
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If you say "Yes," check here. 0 
"C6 :: ile, 01'1 O~dle: ydls a voice, ·011 there you aft: , The 

l ady nl'eds you In her l:hambcr ri!;ht nor.v: 
"I'm on my way: she says, And the conversation is over. 
If you said Y .. ~. and the b.JK above Is c hed:ed. yuu may now 

gener.lle ;Ill Amo l (Ckile) r;lssion. II is gener.Jtoo;lt Lhe usual 
I at .. os, as on p;:agc 1 25 o( PL'fIdr.lgOfI, a nd repr inLed he,,::; plus the 
addit ions dt scove r/!(I through pI .. 'Violls actions. 

AmorCcd/l' 

Jd6 • Starting va lue 
, Id I ,f you h .. d •• su'-.... ""lo~flJr I-li'l fUll 

1" I if you ~cpt il "St.'C,ct 
.1 if you wailloU al l flight for her the fir~1 night 
+ t if yu u WJit ... "<l all Ill Uh! for her the second time 
I I il yi>" sucu-cd ... d at yum j.tOntJ!lCC ,oll. 

Uh oh ... 

You recognize th is wom.lIl . It is Ckile. 

'Jipmall ce N'B7 



CIlIII{j,iall 'Wa r Y(Ol/((O llfS 

Want to Go on a Raid? 
Dyly. G."' ... . - II ... • GI,'nl," .' well l"",,,n w ... , ;'" r, .. ", 110" 
Cwmwd [kuudwI t. ibe. CUf'lC~ to YIIU In ..... ..:."1 and a~h il 
you ;Ire intereSled in join ing inlo" .:o ld which he and h ;~ 
men .1.e makinR dglllnM Ihe t.-\cfcnydd tr ibe 01 C"Jj~n. 
10 Ihe west It is 001 ;allied to .1IlY of the Irlbes comm.lfl(1ed 
by lhe capta in . It is pa' l of the kingdom which was con· 
quered by a diffe,eOlt Captain of A,rhl" 's army. 

He ~ sks fOf S<...:.t-'cy. ~pt.'C ially to keep inlorm,,';m. I", ... 
thecapt .. ln . You c ... n invi te the OIhef playef knighr. ~Innr-:. 
hut they n,uS! .1Wee rn be your fnllowels. and "hide hy 
you. die fOil s as Rattle leader. 

You mily ask them. hut keep II M.'Clct (10 ... tht' opt,,;n. 

I wilt go. o 

I will nol go. o 

'l<Jlitf tiC I 

Castle Building 
As con~t.lhle of Ihe castle. YHU are In d . Jfge 01 bulkllnr, 
the C.1srle . You give Ihe o lde ,s. ,lnJ MOIstI'! WiII i.lIn o f 
C ... nrl'!bUlY, the chief englnt.'ef will CO'OIdinare Ihe tf()(~ 
of con.rllle lion w(Mke.s ro eKet:Ule the design oV'C' II", 
summt'f wo.klnR monlhs. 

Prices 
You h:oVl' Ut.'en p'OIl,I !'C<.1 201l( to huild thc castk- , " t the 
I ate of 1/] (6H) pc. ye<lt . 

BilliOt C.1SII~ Design 

Work £ w s' OV 

Galehousc IN) 30 10 

Gateh"lJ~ IS) III 10 

T"II Round Kt-'ep .0 18 

Double CUflai" Wall )0 9 

T.lp)e Ditch & R.m.p.lIl , , 
Fine Poinls S 1 

] l"ff ... IS .- , 
Tola l 199£ S41)V 

'Bu;ftfill9 II'D 

The Raid 
R"II .HI Ihe R •• id Rcc; uhs 'J';ohl.., lu dl,.'teflllin \! 'he overa ll 
"IIILume of the ,a id. For this raid, the player who re<:elved 
Ihis note is I!lf~ Oatlle L!·~d er nf Ihe f)l hl'! playel knights . 

d20 

01 Brilli"" le ,'I!crship <I,l(l pft)WL~S. a great 
vic lory! " to, Id6( 

0 2·U.1 Ovelwhdlll lnll vlc rory! .. 7, J£ 

U4 ·U5 ViClory! .. e; , 2[ 

Of,·OB Conrcc;tL'(i viclmy. + 1, I { 

0 ') · 12 D'ilw . .. /·0. 1/2 ( 

n ·ls ContL'SIL'd defeat. .J, O( 

16 · 17 Routed l · 10, tI! 

HH9 M.l t<1f d t!O., <CL"ft · 1 S. O{ 

111 Ulle • • Ii , .l~ t el l · 20. n ( 

I\Yil,l<~ the n.SI ChMge. ,ltld (1,\10, ,1 .OlJnd 01 Melee 
u, lng the h.lltlc 'lI!e~ in I, •. ." dt"~u/,, P,lS\! 1M . Apply II~ 
mud.fler frOtu rh\! "hove 1.1blc tu the t.eader 's Battle skill 
1011 ,,"d 10 Ihe illdivld(t"l knights' melee we~PO" foils. 
By!''',< the Unit Lvenr , T.l\)lc. mil rhe 1cadcl's Batt le skill, 
".11 fm an O!'I)(''','' '' 1)11 Ihe Randum 8;o1l1e Enemy Table, 
and fight ;1 II)lmd o( comhat. 

Add any UblUm won rn each knigh(s treasury 

Gll>fY: I S, with tu fld ili".s a< explJined in Pend,,,yon 
pi (,r.. 

~ @\ 
'i(Jritf #C2 
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Cnmvrinll (Wnr J(mu{oll ts 

A BIG note on Largesse 
WIo.II /(J rio lI'ilh Ihe !.fwy~rJi Lool 

Con gril t u I .. t ions! 
YotJ have iu'l Ix.<eonlt: a velY ' ich knight. lhi ~ fllt}f\<;y is .111 
yows, 10 do wilh as Y00f ple .. se (wl lhin "cccpIJble !><>l;ial J"nl­
latio ns I 

To cn nlpJfe wh .. 1 Ih i~ money IIlean~. lemcmhel 11,.11 lo! pcr 
yeu !ll~inlains a nub le kni!;hl dlW his htH~':~. squire ~"d family 
for a whole yeM . A billon. one oflhe uppcr 2% of Ihe pllpul,1Ct:, 
spcf\d~ only 26i pcr ye.ll fOf his many )ervJnlS, household 
)..:l1 illlll", and ca.lle upkl..,pl 

Treasury 
Dedue whele you keep YOUI Il e,l)Ure. ,)ml wille il uuwn here: 

Willie YOII lead Ihis palle yo", f"lIuwc", Ihe IUYJI ~ nil:h1> 
who loClve you, havt: bt...,n Icilrninl! .. lima Ihell \ II,lIe 01 Ihe 
Ile.l~Ule . II yOY do not know how IIlulh the y I:d. Ihen aile, you 
fin i.J1 I"ading Ihis yOY shoyld nol ,,~k . hul Ju~r lelllh"", Ih.ll you 
havo.: o.:nough money 10 liv" hke.l harol1 I,ll' .. ~'" (.w IWO!1. ,"W 
wh,lI did Ihey getl 

You. Ihe Capl.lin, tnc lea.Jct o f II", lam,).Iill" h.we dll <lhli· 
11.111011 10 prove your /,lfg<""'. 01 g"l1l'f<hl ty . I hl~ IS all e~p.. .... led 
p.l11 of hcil1K a le .ldt:., and une 01 Ihe ways Ih.11 ,1 '{fIl"W"I '~ 
lOyd II V i ~ asslilcd . Pe{wIlJI ge"' .. ~ u"ly I rOm ,I I CJd~'r i \ PMI 01 till' 
lembl LU!1lfact. 

In olhel WUIJS, you arc e)( I)<:<:ted 10 ~h .lIe 1111 , ):leJI lIea ,lI re 
of yows willi Ihc mell who hclp<,d YUli ~;~I il. If you d,,,,'I, YUII 

);d a Sdfbh dl"'f:k, .lIId I""" I poinl ul! !emUI, 
I he plt,d"" amuullt to {ewa,d 1"II<lwe{' i~ ~lwJy~ V.lll.lhl". 

of lU .. I"", bill Ihe suIJlldiL'S ul These ,lit' I .... yulld Hili • ule pl.:lyill!:' 
so We \.Cu i" fOf I hc~ JS PemJr,I/;oll ·,I,rnd.lId~ • 
1 fl gt' ncl "I, d i~,, ; but;ng aboul I/J 'If ~ I l'~dl'r'. [ .. ,,' ii ~xl,c('l ed . 

If IdS is pJ it!, then J Sdh, h Chl ... k b i:,lIIlL.tJ 
If OWHe Is paid, then at least U<; uf Ihe lut,11 muSI he p.lill 10 

qualify f,)f a G.:ne{OYS dll'f:k . 

Recipients 
nil: pL,<>ple 10 cunsidl'f in dividl ng tic il 1'1<)1 ,ue; the Il I, If {enr.li n­
ingl knillhts of YOlll lam;,,; the J 0/ 4 IIffiLefS ul Ihe 1I1t" CeflJrY 
uni ts; the I Ihwugh S king'lollhe Ilil)l," who hell>cd. 

Pleo;: is.c d,vi)ion Muong Thl'Se men v,lIies, h\lt iT I, usual for a 
leJdcr In rewJrd h is ilnmL-d iale f"lIow':Is .as hlghlV .l> Ihe mOle 
d blant tlibil l chids, simply 1x.'f:Ju~ " I thell pt.'fsolla l bood. 
lilliS, Ihe euiesl way 10 find out hllw mudl ,1 plaY':1 knight gel> 
is 10 lake Ihe flacliOfl of yOllf Fin.11 TreJsult' Jnd divlde;1 hy Ihe 
numbo..'f o f ,ecipients. Unl6s knightS h.wt' d ... ..,J. thiS .s betW ..... ·11 

12 and 17 11«lP1c· 
Ne~ l , d .... cilk whal currency is I" he u"'<1 1<11 e,.d, P""""" 

elland. can Ie, IreJSl.lfC, Of slaves_ Cu (In III the ne~1 p.ll!. 

Types of l ool 

Ca llie 
Canlt' jntlude .. all ,,"im~ls whi .. h we'e IJken JW,'Y. ri,e"", ;lfe 
Illo~lly callie, bu t also ind"dt. ... ~h .. "Cp. l>onle~. ,llId I)U.lts. C .. nlc 

.1 10: Ihe ,IJlld.lId Inca~lIIing uni!. so 11..11 I cow . 2 ,lit..,p amJ)o 

"n. 
I! ",,,,,ncl here KelS 1 cow~, 01 their e(l"iv,1lell l . 

... d";l!l l ~ g"s; They all.' useful ,)S.l SI.llus syml)( •• 10 Ihe tlih ..... ""'n, 

.In tl ..:.111 I.e ,,\.Cd ,IS j.",,1 ble' if Ilt.'<":!>).UY· 
I)i , .. d v;oll l . 'g"~: r h~'Y ",t: hkely Itl get 'Jide d, whith 1r .. IIJjl':IlS I" 
""'''Iyune. ThL..,. would be " ,Ia n. 10 tJke .. a' " 01. r .. -(tUUUl!; altel1-
liOn) Of .l ~tewaHI or \.(HIIL-ont.' d >c , 

Chand 
( h,\llel .He lOnlinOn guods which CJ n bc moved. IJllgill): from 
d,)lh",. jew~ I IY, hL~ l d lrl ll' furnllure, Jnd homehllid I)flods "I all 
Iypes. Ihev JII: 11111 p.uti c ul.llly vahl,'hlt: cx~mples of thes..: 
(whk h wuuld be 111.'.,,1.1(1.') . 
A, l vJnl.'~c S: 11,,~ ~I "ff " useful I" p.ly I .. (IIImnllners 0' 110"1", 
bUI n Ol Tu " kn lBhl. II i,>l)l>od lur h"lwuUIS 10 r.;haflly, and so on. 

I)i~ .. dv •• n l.'gei: K '\1l;hl~ would ,,01 weal Ihi) Id ud "I' Ihil1g. ~"d 
IIwn "M.~T .. I Ih" m.l'ed,11 g()"d~ ~nyway, .. 1 Ihei, UWIl hOlllcs . 

Slaves 
Y"'" ,l.tV", .l!e all L" " "''')llefS< usciul fnr rilling the ,,,ii, herding 
he.l~I>. a"d ,IIlIple 1,,11<>1 

lhl'y .lIe lI e ,lt L,,1 I,ke <..; llIlc, Ihey alo.: plupelLy . (~C"p l , of 
C(lur..c, Ih,11 Ihe ll! Jre 11I1n1J " belli):>, nOI Jllim"ls. Tnle, Ihey JI" 
pruhahly II"L fll'<lplc fin", yow "wn land, .\IId it is tHle thJI all 01 
Ilre'>l.' (,1", tIlI Jll trrh.:s LlJI1tinlle Ih" ,,,e of ~1,weJ)', ~, do m.lny 
"Ilrel l'l"plc IhIOU);hollllll" world . Nolhing in eilh~" P.I);all 01 
W"lamL ,1"LlII"" demands 1I ...... lnm illsle.ld of , I.lvcIY. These 
I),:ople \Wtl' "'()~l ly hll,n a~ SI.Wl'S, and ~~peLlI{) die as ~ I.wes .. 

SllnlC .. hal.l(lels, "I C()II"e. may find sl.lVelY tn be a mo..l l 
Illuh!c!ll YIIII )h .. uld roll row Genert"I' ,lnd M~'fClflll TIJ it~. A 
UIIIL.ol In ellhe. IllcJns you want 10 II,,'C Ihe slJvcs. If you f"il 
ellhe' Ihen ,oil ,ll:,lin~1 liS OIJpolsite. A ClillCJ I SIICC"'S' ill Sdfish 
," ( .u ... lty lIIe.ln, you ddillJ Il'iy keep the slaves. Olll"'fwire you 
nl.IY Lh, .. ,>,:. 
"d~alll" "c~: SI ,w,'~ h,we no uw 10 Ihe .ltllly, bl,l arc eXlrcrnely 
v,rlu;lhlc til Ihe Il illc,men, who Me always ~ho!l of Inanl){)Wef. 
ri,ey hJv .... 1 111111> pliL"'. 
Ui s.ld~anl ~gc s: SI,welY is a problem for some. 

If I' L'ell, Chl'Ck this b,,~ .. 0 
If the hu){ is ch"'l~ed, yOY 1 .. "<:eIVC .I ch .. <e k aga inSI you, Rash 

.. nd Ge n.:,ouSTfJI IS. 
If Ihe ,11)<",e box IS nOI c hecked. you can ~hll ~lIlhe SI,lVl'S. 

and Y"" leLclV': a t h .. oCk agJlIIst Scl li)h .. nd Clut'lly. 

Treasure 
lie.",,, ... " ,eJlly V.I I".lh le ilel1l~, Ir~c kn igir llv dulhin!:. cush­
Ulns, 1111.'1 .• 1 eatill); Wolle, jewl'iry, t;lp,:<itriel, art ohjc.;. I" and rich 

blan~cI •. 
AdvJnl"gc~: 11 i, Ih" 1",,( WJY 11.1 bolh ~Tort' ami di'pl.oy WC.l llh. 
Uis~, l v.lIIl .. lges: I1IJi .... s e nvy among The poor. 

_ ConfilluLv -
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Savage. 9.{ountaiflS 

A BIG Note on Largesse, Continued 

The Division 

If Your Rolled a Success in the ra id 
Your share of your Iroops treasure is 42L This is your beginning 
Ifeasure, and Includes 22i in caule and sheep, and 12£ in 
cha1ld goods (any valu~hle which Ciln be CJffit.,<1 "ff), alld tiC in 
slaves. 

If You Rolled a Crilical Success in the raid 
You own 85£ (38i III coWie, 2Si in ch'III.::I, and lOC in slaves, 
and 12£ ill treasufe.) 

How Muchl 
You must quickly dl.'cide whal you wish to do. 
o Check here if you gIve it all away. 

You receive a Generosity chL"<:k and a Rash check. 
o Check h ..... e if you give away more than 2/5 . 

You receive a GenefOsity check. 
o Check Here If your give Ihe minimum (1/3). 

You receive no checks. 
o Check here if you give less Ihan 1/3. 

L a'lJesse #'E, Con tinued' 

The Market Exchange 
Copy Ihis, and give one to every plilY .. " 10 (nlcli iale his hooty. 
The Camlxian market al Sulilh is a tlew thing, and a prcUy sorry 
affa ir when compared 10 the grand fairs which occur regularly in 
the lowlands. Don't look here for anyrhinll ..... hich you can gel in 
Ihe normal price lists. Rut th,s 's the only place In e~chanllc 
various plunder for bener goods. 

Callie 
Your canle and sheep can be sold right away at 2/3 Iheir face 
value. 
If you make the exchange, check here O. 

You get a Selfish check. 
o ChlXk h,~re for none Riven away. 

Ynu Ilel a Selfish dWck, ~nd lose I poinl of HonO". 
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Math 
VI/rile down Ihe al!lolJrlls which yuu will give to everyone. l ook 
al Ihis list, alld you may have to eliminate some of these guys. 
(Are the Saxons still wilh you?) 

Pc~c Callie Challe! Slaves Treasure 

8 Knights I I I I 
4 Mercenary 

le"ders -
1-5 Kings 

After Finishing 
N<M', look up innocently. and ask them how much they got for 
their share of booty. Be ready to act generous. 

Chatlel 
Your chand can he r.old t;ght away at 2/3 Ihe ir face vallie. 
If you make the e~chan8e, check h('re O. 

Slaves 
Sl"vc~ arc ,,, Id allhcir face valile. 

If you scllthe slaves, check th is box. O. 

Final Treasury 

Your final treasury :: ________ _ 

~- ~.--



Cmlludall '1Va r :;{mu{ollts 

Sir Relyn wilh an Offer 
During your nOfmal dutit$ over the winter you arc ap· 
pfOXhed lIy Belyn mall Riller i. He is f well k!lOwn (Glory 
• 22(0) Cambrian warrior "om GwetlhryniOll. You hav" 
~ccn him arolJnd c uurl th is winlL'f, anJ rn general lx'Cn 
impressed with his manlier and comtesy. 

O ne time, while in pr iva te, he speaks frankly with you. 
lie 'I.l~ tlMt he is impl .. 'Sst,d wi lh Ihe W.l~ uf Kine ,,"hllr 
and his 01"", and believes that Ihesc way) _lie ho.;l lcl, in 110" 
lonK run, than his o k! trih.:ll ways. Hc wookl like 10 "m­
hrJC" thai 1'1""'" way of life , hUI lacks a >l/ong conn"OClion 
in Ih" C~ pla i n 's COUlltu nurlure his .. 'lIUL,lli ull. 

lit: is implcssed lIy yOll, and can s ...... thai you ha,'c a 
voice In Ihe Caplain's COl"I . t I" wou ld lIke 10 '-now If y,)U 
wou ld be h is sponsor, ~nd \.lack him al yom Iofd'~ Cuwl 

tIe pIopoSCS a formal alliance. l ie says tha i if you WI )h 
he will give you his niece in m;urial\e, and mak" yOll a 
part of his own IHD. You will have all tl~ privilcl\c) ,lIld 
rcspoosibilili .. 'S of being a member, as would they. 

lie do •• 'S nol expt.ocI you 10 ;mswcr righl ,lway, hu r asks 
that yOIl th ink on il plivalely for a while . Think ahout II. 

To pursue this further, check Ihis box 0 
tl nOI Lheck .. -d. Ihe neKolial inns f,)f I1Ia"lal:" a,e ove l. G,ve 
t'~ !lOte b;w:k to rhe garnemast .. 'f . Ihen he parienl 

Stcond 'Afarriag' 1I(j I 

Marriage Accepted 
Bclyn ft.'j)Ofts that his kinlolk have ho.. .... n impresso.-d wllh 
your ch arac te" and agrl~ to Ihe marriage. 

If you ale at allrclllct ~nlro marry. IllIm he S,1y. lilJI he 
wi II give you h is niece who is a dauglllcl of the ki ng ,,{ hi~ 
h ille. This will give you fur ther sta tus: a voice on til<! h il)'l l 
courn:il.lle will always, 01 co urse, back your word lin Ihe 
Hibal council. as you will hac k his on I!~ Caplain's ((lun­

c iL 

~ le SJys yoo will a!so gel a generous gift 01 ancienl 
Ko man gold. ;lfId a glea t herd of ponl"~. ;lIwl n1.ln l' ,h .. ..,p 

'00. 
If you wish 10 make Ih l~ marr iage. then YIIU 11111 . 1 'lle,l k 

up UU ring Ihe C ap lain') nc~ 1 counLil ", .. -.;1 illy, (I hel e will tle 
only OIl<!) and make Ihe , .. -ques t. 

SeCOfll{ ?lllrriagt II(jJ - 5fcctplttf 
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A Tesl 
• Belyn Illab Riueri is hapfly 10 discu>~ Ihis fUllher with 

you . Of coursc. oolh parlies nluSI sillerly underSlaod 
Ihe le rlllS of rhe agrl~menl. 

• tkl 11,1WIY wi ll cn,,,I,1 uf: ________ _ 

• Yuw poSsessi{)n~, whateverlhey a le. are your slake. 

• The ma!!ia!::" will he ill whatever cuSlom Ihe Illoom 
{k~ue~, of CUUI~ . 

One d,ly, when II ;s easy lor yl.Ml alone, Bdyn mal> 
Ri ueli <I(cumpani"s you 10 hi s hUI~. II is ~ well !ll~ln-

1_,i "L"I"':1"I>I w ilh lIlall y servan t~. 

U"rinll your slay here Ihe kiMmell 01 Belyn IlIl",t wilh 
you and r,l lk, in bOlh a lurmal and in lll!",~1 man" ...... 1U lind 
out w hat ki nd of a 11<!1 . o n you a le . 1'I110ugh me,lIlS of 
510Ii .. '5, fC\:alhllll irn:idenl lrom thei r pa~t, arwf asking you 
to f<:lale your own (kx'ds, they probe evcry activ ity which 
Ilwy Thi nk is impo ltal\t Tn them, yuur futur e kinsmen. 

Anempt 10 roU one Tr ol itlroln eoKh of Ihe pairs below. 
If you fJil one, IOU against irs o ppOsi le . Check rhose you 
SUet " ..... 1 In on Ihi ~ It" and on your own charach~' shed, 
~"d lI,lIlJ Ihe li'l ll.ld to Ihe 1:,'lllenl,,~ter. 

o CIr~l >T I:' ........... . LII ~ tflJl 0 
o Cnergl'tic.. ...... .. . l;lly 0 
o t ."IIIVlnl: .... Vcnf,'Cf,,1 0 
o Cen"rou~ ......... Sclfish 0 
o t IOIll! )t.. ...... O .. -ceillul 0 
o )u:;t ........... . .. r\. lh ilr,u y 0 
o ... 1l·,ci lul.. ....... . Cwcl 0 
o Mocl ..... 1. .. ... ..... ywuu 0 
o Plous ...... ..... .wmJdfy 0 
o P,udenl... ... .. R .. 'Ckl i.'Ss 0 
o !'enljlef.,Te ... IIllh,tl:e"r 0 
o lfl"lin!; .. Su~lliciou, 0 
o Valorous ..... Cowardly 0 

WhaleVl'f Ih" result. m.:oy be. Bel.,." ride) h;,ck 10 Ihe ca~tlc 
wilh YOII ,l fll'fW" .. I~, .lI1(1 pHlnlis.(.'5 ro:.<..., YOII at:ain. 

Arc you relu ctant a lloutlhi s marriage? Yes 
o No D 

Sewl/lf?'[llrriagt #(j2 

Marriage Rejected 
RclYIl vi$it. YOll Olle t!;ly with some b,ld news. lie is a fraid 
rh,11 his kirmnen fou nd SOIllt'li ling \1I\ilcccptahic in lhe 
march, ,lnd despile his 1x.'St clklf ls Ihe kinfolk have fOlbid· 
de" ,11\1' lII.mi,]!;" 10 rJke pb~e. 

! Ie is sorry. h ul 1r0fll-'5 thJ t yo", can underSr,lnd . Ill' 
hopeS Ih is will not di slup t rhe friel\d ~hip which YUli have. 



Savagt I);{OIl11taillS 

Meeting Master William 
One (t.~y you Me "PIJII~lLhL"t1 in priv.1le hy M"~IL'f Will i.~fl1 
of Cilnlerbury, the man in charge of the ca}l le conslruc­
tion. He hils an offer. 

1-11' S.lYS 1/0"1 /01' knows " w .. y to mnlivale Ihe W<>l ~ I''' 

10 build faster, bu tth"t he will need a slll .. n fLOC 10 I ~ ' ~ I) . 
This will cost 7 £. bu t III' says the t:aslle will go " P 10% 
laSler. 100. He makes many enginL'er ing argumt'nt~ "bClut 
ho w Ihe new cnmes and w inches he will buy wilh Ihl' 

eKI" ITlOr'IeY will allow Ihls. 
You musl decide wlle4her Of not 10 P"Y II. You nMy 

decide flI'ivalely, Of confer wil li t:ompanio ns. 

I take the offer, and pay up. 0 

I do not take the offer. 0 

I do not tell anyone else. 0 

'Enoinu.r 11111 

= 

Maste r William, again . 
M"~ICf William rakes Ihe u sh . Uc 1Il(!fl says tll,l t he t:.;on 
make it go up a no/her <J% fasll' , lhan or iginally fo' a nother 
6£. hur he will t h,l le hillr of I h i~ wilh you, He eKpl" ins 
how ir would he 11,1')1, " I the orig inal caslle . but 10% has 
aheady been acc()unted fOf. (Stewardsh ip . Success " he is 
talking cOlrec t marh here. I 

I accept the oUer and pay the 6£ . 0 

I accept the 3£ share a nd put it in my treas­
u ry. 0 

~~========'~ 
XI/Dinur #:Jf2 

Checking the Defenses. 
The g,lmem,lstcr will be happy ,,, he l,> you lind Ihe curren! 
std!e of YOU' dl1en'le!l . 1t 1~.1 per(.cnMge of the enlire work 
commissio ner! fm the ~Ul lHll l'r . If liJif Ihe SUIllIll(.'f hJs 
p .. ssed, you get 50 £ of wOlk . 

Unltu yml JCl:Cptlod M.l ~It.'f Will iams al his WOld . The 
gJme lllasle, "" II <>dv i~ ~"u rhJ' Ihe worh arc nnl J S 
<:omplete ilS Ihey \hould he l l li(.'Y ,l Ie. in lacl, e ithe r l U'r. 
o r 20% sho,t, dependin!: upon wiled leI Masre r Wi lliam 
m;wle an J1!f(~nlC"t su mc rime J!l'I. 

C (HxlluLk un rhe o M"i"l: J~~.It, 111 

'£ngillur IlJ{J 
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Camuriall 'I lIar J (llIU{O Il ts 

You Meet the Girl 

Givel) helc are Ihft.'e diffelefll wo mCfl who m;)y bt: u:; ... :1:1 as wives lur 
Ihe pl~y", kn;ghls. G~m"'ffia~lers should choo .... which one 10 p,,,,scnt 
when ~sk(·d. 

l eri 
C ymric T r ihe~wornan, I'.l lla n. age 17. 
C lory: 875. 
Tr~ils: 1 · lone~ 16 ; ModeS! 1&. 
"'uion~ ; Trust (d.uid.) 17. 
Slat$: SIZ 12, DEX III, STR 11 , CON 15.111'1' U. 
Skillll: Induslry 17; Family e hilr;)e." ri, .ic. N" ..... ' r t">Il(cIS'" 
h e" (+ 10 Recognize) 
Combat SI.- ills : normal 
Dowry: I 1lI111l<J, J£ in caUle 
Special NotCJ! L e l i is a quie. WOIIl;)fl wlM) doe~ nol 0:"111.'(1 

much from hfe. 

Helcdd 
Cymric Tribeswoman, Chri stian, Jile 19, 
G lory: 1220 
Tr .. ;ts: A,billary 16, I'lUdcflt 17, Tempi.. .. .1lc 17 
' .. n lam: I tospi lilhty 1 tI;Tru~1 (druid'i1 4. 
Stahl: SIZ II, DEX 9, STR 14, CON IS, ""I' I 1. 
Skills: Inlrillue 16; SingiflS 1&; Film ily Tr3il '" CIe ... " , ;)1 
Games (. 10 CamillI:! 
Combat Skill s: flormal 
D owry: I mancr, 3( in h ..... ds, a mallie ~word whit:h I;ivcs 
t 1 10 Sword Skill 10 anyooe who wea rs no .l"TlOf . 

Special Not",: Hefedd is a cil:v",r womJn wi", ha~ her 
own scl f· inhHesls in mind. 

Llio 
Cymric Tribe$woman, 1'.II::.1n, agc 16. 
C lory: 2,012 
T, .. ils: "rbil,," y 16, SUSllicious 17, Prucknt 111. 
t' ~njoos : Hospi la lity 16; Hale (N(){ga lcs ) 1 2. 
S I ~ li : SIZ 11, DEX 15, STR 10, CON 12, APr 14. 
Skilli : Slew~ rdship 16; Intrigue I &; Good w ith Horsc~ l'S 
HOfsem~mh!p) 

Comba! Skill,, : !lalile I() 
Dowry: 2 m anors, 4£ in Ir"asUlO: 
Special NoIH: lIio is a rich and Willful woman wllh .lmhi · 
I ion. 

"s wilh Olher shor l·l ... '" char aClcrs, only ~il:n ificanl Ir .IIIS, paisions. 
01 skill s h .e .· lhO\.c ....... er IS, 01 w hich 01'1' "nusual) Me 1::''0'0:'', e~(el)1 for­
Slab, which :lfC Kiven in fl, l1. 
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Savagr fJ{()/lIIiaitls 

The Adventure of the 
PAULAG CAT 

by BiI! [)ridKcs 

I
N nils ADVENTURE the player knights mllst stop a 
lIlonster known as the Paulag Cat, which is ra vat;i llt; till" 
Is le of Moo and the castle of Bcauma ris. The advcnturc 

hegins with the knights arriving in Bc;lUrnaris, Unaware of 
the situation there. Alternatively, they could have heard of 
the Cat and set off to Mon for the purpose or slaying il. 

The adventure takes place somctime after the first Cam­
brian War. s ince Castle Beaurnaris is one of the new concell­
tr ic castles built after thai war. 

Castle Beaumaris 
To reach Beaumaris rrom GOllll'rel requires rilli11 g a ferry 
3CroSS the Menai Straits frorn Bangor. 111e local ferrymen 
know how to negotiate the wild tides and wide mud flats. 
111ey pole large fl3t barges. upon which can ride slime men 
with horses, or a large cargo with laborers and guards. 

As the ferry from Gomeret gently sways towards the far 
shore of Mon,lhe fading light of the sell in g sun casls its rays 

I '. S""" .. (,,,,r .. ou IE 
U: No .. ", c.~ lI!'"ovH 

, 
J 
• 

, I 
I ' , 

behind the low, unfinished walls of castle 13eaumaris. Even 
from this distrmce the knights can sec what a wondrous castle 
Ikaulllaris is planned to be. Everyone has heard how King 
Ar1hur declared this mighty fortress to be built here, to im­
press the rebd.lious tribes of Mon with hi~ strength, llnd 
mUlled Sir 13l cdig , 11 loyal kni gh t who has proved his service, 
to be castell an here. 

I The harbor is cnclosed on the left (west) by a long bridge 
I across a wide. wet m0<1t. It is broken now by a (Imwbridge, 

creaking open. On the right side an anll of wall reaches out 
into the water. It is hITge eHough tu surround a big ocean-go­
ing ship if it mus!. Its dock leads to a small gale through the 
ollter wall of the castle. 

As the ferry is poled into Bcaumaris harbor, the knights 
can see lIlore det~il s of the half-built walls. An inner wall . 
already l;dlcr than the outer wall, is unfinished . Wooden 
walkways and construct ion gantries sllffOund it, lookin g 
delicate compared to the squat s tOlle wa lls. 

IA warenes. ... Success· the knights see everyone ashore 
is hurrying.11l1e characters can sec some of thcm hastily 
climbing down (rom the walkways. hurriedly packing up 
their gear. and s treamin g through the gateway of the town 
wall where their houSC5 wait. Evcn in the harbor the fisher­
men look hurried. rushing about their duties and fas tening all 
the boots in. 

At the dock. the ferryman olso begins to speed up his 
activ ity. politely but insistently helping the knights and their 
gear off of the ferry . If as ked why he is rushing so. he replies 
"Ah. it 's Illy wife, good s irs. She worries for me if I do not 
return 10 my dock across the shore before the sun is full y 
gOlle. r h" ve left too latc as it is. and I fear that it shall be 
pilch dark hy the time I retunl ." 

[Hones!. Success· the knight knows Ihe mall is noltell · 
ing the whole tnuh .1 

If asked why he fears the Il ight so lilliCh, he replies " It is 
not the nighl l fear so. although ony man has enough right to. 
but that wh ich swims within it." Ue then bids them good 
journeys and depar1s. 

DUlhe dock a harbor master greets the knights and tells 
them th"l Ihey will surely get hospitality al the castle, but 
Ihey 'IHlsl hurry. ror no olle will want to open the gates after 
ni ght has fall en. He Ihen rushcs orr. leading the way towards 
the castle before anyone has a chance to question him . 
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'11ie J'l a1JC1I I lire oJ llie ~Pa llra!f Cat 
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The pace is not rdax t!d OIlce tI ,ey go through the OtI tcr 
gate and into the outer bai ley of Bc:Hunaris. 11,e knights 
stand before a large gate, protccted on each s ide by a massi ve 
tower. The whole inner wall, includin g these two towers , is 
about twellty feet tall . 

G uards and a porter greet them thero. The gwmls ask 
who they are, and greet them amicably once the visitors say 
they :lTe fr iends. 111C chief porter S.1YS. " Welcome, good s irs! 
My lord the good S ir Bledig, has bid me grant hospitali ty to 
any who seem deserving o f ii , and you. si rs , cCrl ai nly seem 
so! Please, enter wondrous Bcaumaris t" After the knights 
enter the guards pull the gates shut and IXl II them. The porter 
leads the kni ghts through the gateworks, across a w ide bailey 
littered with construction equi pment , and into a second gate­
work on tIl t: far s ide. It is slightly more built thnn the entry 
gnte, having two complete fl oors cumpleted. 

TI,e kni gllls arc led to a r00111 ill a snllg woodell building 
located ncar the Great Hall, whidl is located on the second 
fl oor of one of the gate towers. Servants come ovc r to aid the 
knights with their gear, and the porler says, as he leaves, 
~S i rs , therc is to bc.a rine feast in the h:,lI tol1 igllt , and we all 
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look forward to your allendance." H e then shuts thc doors 
behind him. leaving the knights to preparc for the feasl. 

Castle UC:lumads 
The diagra m of l3caumari s ells tle, given above, shows the 
Ul1 I1SIl,, ! symmetr ical byolll of this stronghold. It is some­
times clllled '· the perfect conccntric des ign" because of this 
sylllmetry. 

The Feast 

As ti le time of the feas t approaches a scrvnnt leads the 
knigllts to the hnll. Some of the hOllsehold kn ights have be­
glll1 to rile into their accustomed pl<lces. Some of thcm greel 
th e charllclcrs hois terolls ly, and boast that the knights wi ll 
hllve a fcas t lOnight like none they have had be fore. 

IAwareness. Success - many of the household knights 
seem to be d ose to exhaustion, perhaps from hlek of sleep, 
but arc trying to pretend otherwise.) 
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SaVant 'lifo 1ftaillS 

If the player knights question the bachelors about why 
they are SO tired, they will just say. "Adventure has troublctl 
me, but it is up to our lord to tell you more aboulthis." 

The player knights are shown to scats of honor at the 
head table across from the Castellan's place. IAwareness. 
Success - they notice that there are 10 highly placcd seats 
that are empty.] 

Almost as soon as the knights are sentcd a tn:mpct bl arc.~ 

and Sir Bledig enters the hall and takes his seat. 
The Castellan is a large man, obviously well fed. His left 

leg is missing. hut he thumps manfully into the hall on a 
beaulifully carved oak emtch decorat ed with ivory. His red 
beard curls from his chin over his chest, from which he has 
gotten the name lhe Red Shirted. AI his high scal he s its, and 
laughs as he raises a golden cup. Wine spills over as he says 
"Good eve, sirs, and welcome to my abode! Eat and drink to 
your fill , for on Mon the cupboards and cella rs lire ever-full , 
no matter how much is consumed by men who arc hardy and 
bold!" 

Sir Bledig the /led Shirled 

Glory 6,800 
Description : A large man with a curly red beard nowing 
down and covering his massive chest, fo r which he got his 
honorific. He is 4,S years old. Bledig is the Castellan or Beau· 
maris and is the most powcrful castell:m on Mon. I-Ie is quite 
rich, as he knows how to prorit wel l oil o f Mon 's auundant 
product ivity : duri ng lea n times across the shore, Mon is 
known as the "breadbasket of Wales." He lost his leg th ree 
summers ago against Saxon marauders who were allemp(ing 
to beach at Moo. His wife died whi le giving birth to a son. 
who died soon after that, hut Bledig has many prospects f(l r 
further marriage and is nol worried. Ill: believes he is slill 
young and rohust enough 10 birth many sons. He is Christian . 

SlZ: 16 Move: I (missing left leg) 

DEX: 12 

STR: 17 

CON: 18 

APP: I's 

Damage: 6d6 

Hit Points: 34 

Annor 12.shield 

Attacks : Sword 20, L1nce 19, Spear I,S, Mace 16, Dagger 
10, Bailie 20, Horsemanship 17 

Sign ificant Traits: Generous 18, lndulgent 16 

Significant Passions : Hate Saxons 12 

Select Ski lls: Courtesy 16, Flirting 14 , Orate 14, Toumey 12 

Horse: Dcslrier (8d6) 

Other Equipmcnt: 10 £ eloth ing 

Note: Due to the loss of his leg, Bledig is al -10 for most 
DEX rolls requiring balance (including knockdown), and 
his combat skills are at t,; when not 0 11 a horse. 

Enlcr1:linmcnl ut Ihe Feas t 
. ' avol'ilc ni.~h : Honey hread ba ked inlo the shapes o f crea­
tures of Cambrian mythology. 
. 'avnritc Entertainment : A Breton conteur singing his ver­
sion of nn Irish love s tory. 

After dinner has been cleared, the Castel la" asks the 
knights til tell tales of their own adventures and glory. He and 
his court lis ten intenl1 y through these, sccming 1Il0st glad­
dened and awed. If any knight tells a laic o f slaying a mon­
ster, the Castellan leans forward, listening intently as jf espe­
ciall y interestcd in this tale and its outcome. 

After the tales are done, the Castell an falls silent and 
seems to be thinking upon great things. He sighs, and looks 
towards the knights . He then s peaks: 

"S irs. I have a tale to tell myself, a tale which has not yet 
come to its end. It is a talc of the woe which has fa llen upon 
Mi)n, o f a great oppression which none have been able to 
avert. FOI' the past month, every nighl, a creature has crep( 
from the sea and attacked Beaumaris. What works had been 
built th at day, or what cOllstructiollS mended , have been torn 
apart by this beast at night. It has the fonn of an immense 
cat, 3.'1 big as a horse, and is unlike allY creature seen before 
by mnn. It is called the Paulag Cat. for it was raised by the 
sons or P,\lI lag, though it brought aboul their own doom ." 

" My knights are so wounded and weary from defending 
the workers of the castle each night that they Cllnnol hunt this 
COlt down by day to kill it. It is mos t da ngerous at night , and 
our rirs t duty is to protect the he lpless here. It creeps into 
shadows whcre it CA IIIIOI be seen, and attacks with such fe­
rocity that it has killed tell of my knights thus far. Their seats 
are empty and sha ll not be rilled unti l this menace is gone." 
He points to the empty SC.1ts which Ihe knights mighl ha ve 
not iced carlia-. "And when we gn ther the workers into the 
fortress. the mo nster tears down the very stone which they 
built the day before !" 

"You are knights of chivalry and va lor, as your own tales 
tell. I ask you s irs, will you nOllake up the quest to rid Mon 
of its oppressor so thaI men can once again go about their 
rightful duties"" 

IHonor. Success - the knights sec the household knights 
hang their heads in shame. This is obviously a task which is 
greater than them.] 

If player knights swear to the quest immediately they get 
a check for Reckless. Those who ask further questions get a 
check for Prudent. Some of the likely questions are: 
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Savage ift(olllftni/ls 

Q: Tell us more :Ihoul the cat. 
A: A ba rd (;O Ill CS forward with a reply: "Sirs, I will 110'1'0' le ll 
you the origins o f this cat. 

"Know you lhal this is Cambria , where the Old Gods (If 
wind, water, and sollg still ro.1m wild across the hills and 
vales. 11lere are creatures here which 3fC lIot like those or illc 
rest of Ihe world, and they bea r the Old Magic with them." 

"Recently in Comwall there lived a druid, named Cnll 
nmp Collvrewy, whose power was so greal Ihal he is called 
one of the Great Swineherds of Britain. Among his herd of 
sacred beasts was one sow ntllll{"d Henwell , or "Old WIiile," 
which was so great that it bore Ihe power of the Greal God­
dess Ceridwen hersel f." 

" When Henwell was ready to liller her brood she dashed 
off and dove into the sea. wit h Cull keeping his grip on htr 
all the way . She swalllllshore at Aber Torogi, in GWCll t Be­
low the Forest, and at Mat:s Gwell it", or "Whellt Field," sIll' 
dropped three gra ins of whell t and three bees, anilllo\\l th"l 
region is famous for its grain and honey. She ran. then. In 
Dyfed. and there shc dropped a grain ofb:lrley :lnd a rigld .. , 
Llonyon. Shc ran north ward, lind at LlcYIl shc drppped a r) e 
grain. alld that rcgion is rich in rye 110W. She headed inland . 
and 0 11 the s lopes of ML Snowdon she droppcd a wol f cub 
which Coli gave to MCllwacd o f Arl1echwcd, and an caglet. 
given 10 Brynach Ihe Irishman (If Din:ls Emrys." 

"At las t Henwen came to Maen lJu. the "Black Rock" 
overlooking the Mellai Stra it. and there birthed :l kitten. Coli 
knew that nothing good would come of it , so he threw it in" l 
the sea. Yet rather than perishing, it swam 10 the far shore of 

Ollr swecl isle of Mbn, where it was fOllnd by the sons of 
\';IIII;,S. who look il in to raise il. f or this rcason il is known 
as the Paulag Cal. ~ 

Q: What ahout the Sons of Paulag? 
A:"1l1ei r kindness brought them 110 good. TIle ea t WIIS not 
gralefu l for thei r act of charity, and soon became a menace. It 
grew so much that no one would vis it the Paul ag home an y 
longer. for fear of encounlering Iheir strange ward. 1llen. one 
mum, the cat s lew all the Paulag fam ily, and departed to 
wreak its evil upon all who lived near. When the chiefs sent 
their hunters to destroy it. thc Paulag cat s lew them all . They 
came to us for hel p, and our own men were s la in. It ranges 
the entire is land, taking mallY callIe to ent, and whatever 
peopl e it can caplure. Now it even haunts us dc.<; rilc Ih is 
rortress. as if to destroy lhe casll e a11(1 drive us away." 

TIle slory is abnlptl y int errnpled by a horrible roar from 

I 
outside the caSlle. accomj:mnied by the sound of wood being 
lorn to s plinters. 

"The devil cat!" ye lls the Cas tellan, lea ping to his feet. 
" It has returned yet aga in! Oh, s irs, will you 110t engage it? I 
shall se nd ror your swurds find arrnor." 

A kuighl leads many of his weary men out to defend the 
workcrs. Servilllts rush haek and forth and eventually the 
knights' weaponry is hrouglr t to them. S(luires heir them 
arm. At las l. Si r Bledig leads Ihem up onto the battlements. 
Over Ihe ouler walls of l3caUllIaris they can see the crowds of 
wOlkers hcing herded to safety by Ihe knights. IAwarencss. 
SuccC-..'>S· they see a dark shape which moves there. ] 

Mon Geography 
Gamenla~lefS should U/gt to(> pl ... yef knighls 10 t",pln lc Ihe isl"rKI 
on lhei f own . They wilt h.we a chance 10 disct)ller i l ~ imfX>r1.1n l Of 
curious landmarks . Use the-;(: a ~ desired: 111O~y dt) nol al l 1i .I ... e to h., 
ilCli ... e at Ihis moment. For insl ~nce, [he piKe may rl'l.·. I" an nld 
story-pclh~ps Ihe l.lle of the P"'llnlyn\'dd D I~gon h .' mmal [.11 " 
Iold or an a rn;ien l le;adC1 falher Ih;m hein!: a df,l l:()n in n(:ed " f 
st~yinll 1lUW. 

In ~eoefal . lhe is l,mel .. 1 Mon is 1ev("1, wilh low hilts wl""e fi"" 
ie neafly impl'lCepl ible when ... icwt'li loom the n<lflh. WtK'n viewt.u 
Irom Ihe WI.lh these hills. Ihough sleepl'l th;1n the ,,1>1111 side. ~It' 

quite gen tle and presenl no ob~IJcle 10 riding. The hi"J~est "m",,"· 
I~in" of lilt' island C~nn()1 he '~ken seri'K,~ly ~~ a" ,,1~1.x;le 10 
JJlyth i n,~. The i s!~ nd has n .. ,ny ~w~m l>S ami m,'r ~ hl·<. and lew 
fOlcsl, . The ... alleys ~re dul lt",f wilh IJlm ~. whi le Ihe hi!l~ Me lull ,.f 
gJJ~ing herds. 

MJny more rivers ~nd ~Ife;ams eKisl Ihan ;ate shuwn. lho",· 
l!iVt'n 'Ofm Ihe bOllJKf.lIics hc:twccn the Ifi ll("; of Mon 

Places 
' Indica tes IhJt Ihis <;pot dOl"S flol ~PPt'ar on Ihe Big M.lp. 

Aheff[raw (I - IS): An anclen[ h ill lor l. ~nd n\,'c,(/tuff". Ih" A! K·r/· 
Ir.lw I, it)l.'. This used 1o be Ihe m.llo, SlroJll;huld for 111 .... (.,lnlld k inl~ 

e,1 M,;n. II i~ nnw in wins. wilhoul defen\.f'S, h;lYing been UC5lroyed 
hy Kin~ "rlhm's in ...... ~inn 5oCvef"r ye.lr~ ago. and fava~ed la lely by 
Ih, ' L~ I , In mylhology. Ihe !\nddc~~ Rf.,nwen m~rried Kin~ 
M,ll1" ,hJf~. lord of Ihe lIndL'fWmld, al Ih is pIKC. 

Rrdd IIr~nwen (1 -14) : Thi~ ","und fl1."k~ Ihe W.we ()f 81,lnwen, 
lhe si<ll.."f f,1 Bf.l n. 11lL'Y au" IK >l h !lre.,t dt'i l il'~ in Ihe P,lgan onythol­
U[:y. !Weslwood, 327) 

IIUUllla,is (1· 15): II cnrn;enlr;c ca~lle. r.';sed to flU Md the moSl 
.;"nVC!li' ·nl ll .. ssin~ 01 11 tt' Menai SUai l' to M6n from Gorllt.'1et. 

Rwrdd Arlhur' (l - t4): ""' llhw·. 1.lhlc· is ;111 ah,'ndont'li hil l fort, 
Kin!\ "rllll" a,<t'JlI hlL~ t hi< Ruund lahle kr'i t; hls lic.e during the 
"'" enl W.lf. Ih,,< ,\ivill~ ils 11.11111' . 

C~l'r Gylri (1 -14): II sm,,11 IIlOfMSlic c.lslle (1 5 10011311 w"lIs . " 
" K'n.1 (Ornt" I .. werst wh k. h enc kllol,'S the chun..h ;and y,ud of SI. 
Gyhh. II is hu ilt inside ;a ll "kl Ruman lo.t. 

CeoMes' (I -14); The llI.lcrrlruful Ihe CennL"I tr ihe. 

Cuel~n "'Ihur' (I· H ): -"llh(H's ()\lni!," this huge fock is .Ktll ., lly 
th .... ca lr-f()ne 01 Ihe Uil:wy (~III11(,n. a p, .... hj~l()lic hu.ial ch.lm!:...". 
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I~)I 
The Cat 

A length o f wooden walkways s urrounding an unfinished 
tower trembles, then collapses in a cloud o f s pl intcrs. 

A s leek shape bounds atop the inner wall. In the half light 
o f the moon and s tars s tands the Paulag Cat. It g lares back, 
an d Jets cry a spine-tingling roar. 

h is huge: horse-sized . It is st rong: as the kni ghts walch 
it digs at the mortared Slone wall, tearing it down like a 
digging animal tears out d irt . An avalanche of rock crumbles 
to the ground behind it. 

If the knights have nol volunteered to fight it, Sir Bledig 
says to Ihem, ~Sirs, ill the name of our King, good Arthur 
Pendragon, I beg you 10 rid Ille of this monster." 

TIle knights do no t have to attack it here and now to ful fi l 
their oath. But they will pro bably try 10, just 10 lest it out. To 

engage it they mus t make their way 10 it, e itll!:r by re-enter­
ing Ihe gate tower and taking the stairs, o r by de.<;ccnding the 
construction works to the wa ll where the cat is. Either way, it 
continues its deslmc tion wh ile the knights travel . 

Up close Ihe kni ghts can see that it is a dull yellow color, 
speckled with darker s pots. 

[Valo r rolls Oil -.5. r ai lurc .. the knight cannot h ring him­
self to go forth to meet the cat.llf all the knights fai l, Ihe cal 
will move off, tearing up what eonstmelion work il can, and 

Ilvly I, ll' (1· 14, I· IS): The ~ond IJrg<:~1 i~I:H\duf Th<: bl<:s, Ih;~ i, 
connected 10 t.-\6n by a single bddge. 

Llanddona' (1 · 15 ): I terl' lives a cI,m of wiu:hes whl> mherillhci r 
pow"r hom Ihelr mOlhers, and us.e il to CUI\.(! .. nyom, who t:!mf,t:~ 
thcm. They a l ~o enchanl flies 10 atd Ih<:ir sPnu!;!ll"r hrUlher~. The 
fliL'S flV into Ihe l'YcS of anyone trying 10 "ffL'Stlhc men, blindinf: 
Ihem. 

lIanddwyn Idand (1· I S): This is a l idJ ' island, COml<.~IL~1 tn Mon 
by a pt:ninsul~ allow lidc. '-1('<1' is Ihe church o f Sf. l)wynwcn. Ih" 
patroness o f Irue It)Y<:, s. People comc Irere 10 di~L!w"r Ilreir 
chances of success at love, and 8,,1 ~Ilswer" by rc~dim\ the move­
menl of ee ls in lhe pool . (Bard, I IJ) 

llyn Carrig hch (1· 15): These pcal bogs were USl.'<' hy Ihe druids 
10 dL-dicatc t,,~a$urc to Ihe gods. Now lhe Ircasu'e is somL1imes 
dUI: lip by farmers set:kin.: f"e l, and Ihe b08 is hau nll-d by Ihe 
warring ghu~ ls uf Rum~ns and druid" . (!lord. 114) 

Maen Arthur ' (1 · 14): "Arthur" Stunc" lie~ ~outh of the villJt:c "I 
Uanfo.'l:he fl . 

Maen Chwyl" (Hoi): Also (aflL-d ·Arll'LJf·~ Q"url. " It,,~ ancrenl 
monumenl is a rock ing stone. 

clawing al all the wood eonstmels. It dcparts at dawn, leav­
ing behind a week of work lo ta lly deslroyed. 

If any knights engage the cat, then il willlry to hide in 
the many pools of slwdow and JUIIlP oul at the:m from behind. 
When it is in shadow, players suffer a -.5 penalty 10 their 
AWareness ro lls 10 see it. 

Once engaged, the eat o nly fi ghts two consecutive 
rounds wilh a s ing le character, ignoring all othe rs. If il has 
riot defealcd the kni ght by kill ing or m3jor wounding him, or 
othe rwise driving him from the light , then the Cll i wil1lum 
and d:1sh into the: sea, disa ppea ring inlo the night. 

SIZ: 35 

DEX, 25 

STR: 35 

CO N: 40 

'flte P(IIII(lg C(l t 

M ove: iO 

Damage: 7d6 

Heal rate: 7 

Hit Po inls: 80 

Modifier to Valor: -5 

Avoidance: 14 

Attacks: 2 pnws (j) 16 cOldl 

Unconscious: 20 

AmlOr: 17 

Special Movement: Ihe enl can s wim in w;}ler at a rate o f.5 . 

Glory 10 Kill : 250 

Glory to Capture: 500 

Mynyd y ( nwc' (I · 1S): A drcle uI stones surrounds an ancien! 
oUIIliL-t.h h .. ~e, whe .. , I:old is bur ied in ~n ilOn bol(. Anyone Irying 
I,) fi nd it 15 ..c,ncd off by portenlS. Directly at the oollom of the hill 
IS Ognl CJlh lboclow). 

NcwbOfough' (1· 1 5): A reccnt trading ccnter eSI ,1bli . hcd after Ar· 
Ilnrr conquered Ihe hla nd, and tJe,w!I1J lis Caslle ,Iisplaced the old 
fU.lc,dru( 01 the Rho)f.li . lI;hc _ 

0Gol C;lIh' (I · 1S): -Thc Cave o f thc Cal,- where (he Paulag C3( i~ 
hrdlf\G.1t rcilJfnS hefe e~(h daybreak to rest. The cave is reputed 10 
be a milc 10111:. At hillh lide il s rno\i!h t~ undt.-rw,llcr. Allcr the 
~nrnp lclion of Itl is adven ture, this cavc will be calk-d -Arthur's 
Cwc' 10 commL~l roIJI " Ihe gre,lI d .. 't!ds of his men here. 

Par rs MI.' (1·14);Thc high~>S1 polnl otthe ist.lnd, th is is a lowCfing 
lono Feel lall. A.ound il ~r e old coppt:r minL'S. wOlked L'VCI sioee 
Rnm,lfl l in l<!~. 

f' cumynydd' (I· t 5): NeM Ihis vill,tHo.: lives a greJt poisonou; 
dr iIJ;nn. St..., "The Adventure 01 Ihe .'o.:nnrynydd Or .. gon: 

'r'nys 5" j,,,I' U·H ): A liflY i~bnd off the flO.th eaSI Corrlef ol thc 
bl,lUd. II is occupit:d by some hermilS. 
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Savage '5\IOIlIIlaills 

Afterwards 
--

TIle cat deparcs, either after being wounded or flli1ing to dis­
able a knight in two combat rounds. or at dawn . Depending 
on the actions of the knights, the range of dcstnlct iol1 varies. 
But it is a mess in any case. ! 

When the cat has gone, Sir Bledig comes out or the castle 
with his guards to aid the knights if they have bt.-en wounded, 
and to assess the damage to his hold. 

The castellan looks bleakly around at the tom conslnlc, 
tion. He then addresses the characters: "YOIl see what a fcar· 
some and horrid beast this cal is, s irs'? It musl not be allowed 
to continue its havoc." 

If Ihe knights have not taken the qucst yct this is thc last 
time the castelian asks. 

Decisions 
Player knights have many options open to thcm in hunling 
down the Paulag Cal. The most obvious M e lisled h CIC, with 
gamemaster suggest ions. 

Ambush It At Beaumaris 
The simplest th ing to do is to wait unli l it comes back to 
Beaumaris, thcn attack it. 

Knights may suggest clearing out an area where Ihey can 
fight it Oil horseback, without the many obstacles of con· 
struction to hamper them. Sir Bledig will do his best 10 help. 

The problem is, of course, that the cat may not return for 
a considerable time. It may spend its lime ravaging the rest of 
the island. Bledig gets nervous because he is unable to main· 
t.1i n the eastie·building sthedule. He mumbles Ihal maybe he 
should send for Sir Lancelot, Gawaine or Sir Rhun (the 
crown prince of GomercO. 

Find Its Lair 
Knights may track the creature to its lair at OgofCath , on the 
western coast. However, this is not a Il<;cful solution since its 
lair is a cave which is difficult to reach on foot, and impossi· 
ble by horse. TIle cave is at the water line, and its mouth is 
covered by high tide. It is reputed to be a mile long. I\top the 
hill above the cave is Ihe stone ci rcle of Mynyd y Cnwc. 

Hunt it On Land 
The most logical solution is to simply ann up and ride after 
iI , taking as many days of Hunting it (opposed by its A void· 

I 

:mcc !"ach'r) as re(luired 10 calch it in the open, where il can 
be attacked by many knights on their best horses. 

The Hunt 
Allhough Sir l3Icdig supplies whatever he can to hel p in Ihe 
hllnl , most of his people arc (ar to terrified to go out and hunt 
it . The best that can be found are a couple of ambitious 
hunters who want to become knights some day. They handle 
the packs of courageous dogs thRttrack and hamss the cal. 

Proccdul'c 
Player knights shou ld spend sollle time a.c:; king around 10 

discover Ihe lalesl whereabouts of the monster. This is done 
by asking Ihe locals for information. 

111C nativcs of the island are glad to hetp the knights who 
arc hUliling this monslcr. TIley are all afraid of it, and all have 
suffered from it. They always tell where it was last seen, and 
arc wi ll ing Itl lisl all the damages done to them if given half 
a clmncc. Here arc some of their complaints: 

Man Complailft Table 
• 

1,/20 Complaint 

01 It took my cow. 

01 It look an ox . 

0) il took my besl bull . 

04 It look three of my sheep. 

"5 It took all my goolS! 

06 It ate my dogs. 

07 It ate my son. 

08 II killed my daughter. 

09 II kill cd my cOllsin , and took all his oxen too. 

ID It wiped out my father, and ate his horses . 

II Htore down our whole farm. 

12 II destroyed my oo.lt! 

13 II sank my father"s boat at sea. 

14 It ale h,aJr my oxen. 

15 " chased off all my slavcs. 

16 It ate three of my slaves. 

17 My wife, my dear wife, is dead . 

18 My dear child, the darling of my breast, is gone ... 

19 It ate my husband. 

20 I am utterly ruined, it has destroyed me ... 
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-

Once the general location of the thin g is fou nd, the 
knights should go there and usc their hunting ski ll s. As ex­
plained elsewhere (Pe/ldrogon, page 170), they may eililer 
designate a single leader Hunter, or everyone can ride off and 
search, attempting multiple hUllting rolls. Hunting rolls arc 
always made in Opposition to the cat's Avoidance factor. 
Remember to add the +5 modi fil:r if dogs arc used. 

If the kading hUnter, or all the hunters at once, wins the 
opposed roll then the knights have successfully come close 
10 the creature. 

Next, nn opposed Awareness roll must be attempted, 
with all the pbyer knights :lgninsllhe (.:<I t's Avuid,lll<:C of I·!. 
If the cat defeats all the hunters, then it slips quietly away if 
it gelS a successful Avoidance rolL If the cat docs not defent 
everyone, then il has been sigllh;d . 

• 

.. . .t. . .• ' 

The Paulag Cat 
A kni!;hl and the fearsome Paula!; Cal play cal and mouse. 
Who i ~ the hUnler, ~nd who the hUIlI(.'(!1 

If it ~eenlS outnumbered, il tries 10 escape, usi ng its 
Avoidance opposed by the plllyer knights' Awareness. It al­
ways tries 10 reach water, swimming away from threats. 111is 
is rd:lIivc1y easy on the isl:Hld. 

[n general, the cal should escape sllcccssful!y sewral 
I imcs. The players should keep riding around the island seek­
ill); it. [t oughl to be rrlls lr,l ling for them . TIley will probably 
1101 rest during tll is time, preferring \0 seek il and stay wher­

ever is convenient. 111is might lead them \ 0 Cemaes and/or 
lJllllddwyn (below). 
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Smmgc 0lOlllltnills 

Dnrillg th is lime,the galllCm:ls tcr ougl1110 draw 11 Ie 1:\,-,11 -
eral [ocalion of the cat each time. Sometimes these will OVl'T ­

lap or repeat in places, but the cat should never be found ill 
the region of Cemacs and Llanddwyn (below). Eventually 
the player knights should notice that these two places are 
curiously immune to the ravages of the giant cal. 

Some places which should be visited aftcr they h,m: 
been ravaged by the cat include Cacr Oybi amI Abcrffraw. 

After a while .. . 
After the player knights have s,x~nl some time sc{:king lh ~' 

creature unsuccessfull y their lIlap should be marked enough 
10 show them the areas where the cal has not been found. If 
they don', go there on their own, the gamcm3stcr may j lls t 
tell them thaI they have found themse lves ncar CClllaes nr 
Llanddwyn . 

Uanddwyn 
Uanddwyn Is land is a tidal is land, comlected 10 Mon by a 
peninsula at low tide. Here is the ch urch of S1. Dw}'nwen, Ihe 
patroness of Irue lo vers. 

The story is that about a hundred years ago the maide11 
Owynwen W:IS being courted hy PrillCC Mac1nu, hilt her fa­
ther forbade it. Frantic wit h desperation, M aclon raped hu, 
and abandoncd her. Dwynwen Ihen prayed to be relieved (I f 
her love for Maelon, and it was grnntcti; he wns HlnH'{il0 icc. 
God then gave Owynwcn three wishes. She wisilcu : I. Thai 
Madon would be thnwed; 2. that God wou ld answer all re· 
quests made by her for true lovers; and 3. Ihat she never ha ve 
10 marry . She became a nun, and died here. Since then people 
have come here to discover their chances of success at love, 
and gel answers by reading the movement o f eels in the 
sacred well o f hers. 

However, this docs not explain why the Pa ll iag C,lt 
should ignore theill . TIle monks say it is because Ihey arc 
men of God, and arc sparcd the ravages of the [kvi!. If il is 
observed that Caer Gybi is also a house of God, and is not 
protected, then the monks just say that they must not be as 
holy at Caer Gybi. 

TIle tide comes in, leavi ng the monastery an island agnin, 
cut off from the larger island. 

That ni ght, as al ways, the monks hold their evening 
prayer and song service of vespers. Ch ristian knights are 
asked if they wish to nuend . While in church, [Awareness. 
Success - the knight sees a monk rise and, si lently. depa rt the 
church.Jlf Awareness is successful, lReligion. Success - the 
kni ght knows Ihal this is very unusua l behavioc.J 

The knight will probably choose 10 either foll ow the 
monk, or 10 qucslion him . If questioned, he simply s..1yS that 

lie is Icilving some milk for the O ld Ones. (Honest. Success 
- Ihe knight knows Ihe monk is lying.Jlf questioned furth er, 
perhaps coupled wilh threats 10 tclI his superiors what is 
going on, the monk confesses to perfomling the acti ons 
which arc listed below. 

If followed, the monk docs not notice, he is so intent 
upon his work. He hurries to the bam, and goes to a stall 
where n red and white cow calmly chews its curl . With a slool 
;uu..l bucket, the monk milks the cow and, with a hasty look 
over his shoulder to make sure he is not followed, he leaves 
the ham wilh the bucket, departs the enclosure, and goes 
through a postem gate to reach the oUl<;ide of the monas tery . 
nlere he leaves th e bucket, and hastily retreats back to the 
monastery. 

Observing knights may follow him, in which case he 
g(JCS bac k inlo the church. rcachin g his pltlce only minutes 
hefore completion of the service. No one, exceplthe foll ow­
ing knight, observes his actions. 

Observ ing knights may wish to stay and watch the pail of 
milk, or else go back and watch it after the monk returns. In 
this case tl ll;y wail for severa l ]lOli rs. !Awareness. Cri lical 
Success - they hear something approaching upon quiet foot ­
pads. Any other result - they hear nothing.] Suddenl y the 
huge spcckled Paulag Cat s links into view, warily eyeing 
about for foes. Content thai none arc about, it pads forward 
to Ihe bucket o f milk and greedily laps it all up. A loud purr 
vibrates through the littl e clearing as it drinks, and Ihen it 
tllrns and witl lllraws. 

Whether foll owc(i or queslioned. the monk is willing to 
explain his actions further. lllC~ burden of this secret is too 
grl'al to bt.' <lf <1 IOlle. 

Cuul map Puulag 
"Know, sirs ," he says, "that Tlly name is Caul, and that I am 
the last o f the sons of Paulag. My enti re family was kill ed by 
that monstrous cat-an evil reward for ollr charity! That cal 
;s a bane to all. But I must quiet down, and tell YOll the tale ." 

" It began whcn my youngest brolher was walking by the 
shore of the Menai Straits onc day whcn a sorry and bedrag­
gled C<l t scrambled ashore, sh<1king with the cold and looking 
almost as if to die from it. It was of un usual color, and no! 
unduly large, so they took pity I1pon it and brought it homc, 
wllere Ihey dried it and sci it by the wann fire . We began Ihe 
habil of feeding it the milk from our bes t eow every evening, 
no matter how much il drank." 

"For somc time ;1 thri ved, growing quickly. We were 
familiar with it , and so we were lmaware of its monstros ity. 
Bul when our fri elHls Slopped coming to vis it U~ we realized 
the danger. One morning we awoke to hear o ur catt le scream­
ing, and rushed Ollt to find that the cat had its claws into our 
best cow, and was making a meal of her. r knew Ihen and 
there tllat th is cal would bring ill upon our hOllse unless it 
was controlled. " 
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HI callcd upon the services o f thc dmid Carmaercn. who 
owed our family a fa vor. I asked him to fashion a collar for 
Ille with which I could keep this cat in check. TIlis he did, bUl 
it took h im long. for the ingrediellis of his magic requircd 
much tra veling to f ind . But eventUldly I had Ihe collar, 
wrought of blue leather and fin e silver, and brought it home. U 

'"'The monstcr had grown worse, and d!;slroyed marc of 
our ani mals. Only the finest milk seemed to calm it, so I gavc 
it soille and it curled up by the fire. Without hesi tation I 
coll ared it, and it became as docile as a killen. Artcrwards, il 
was a model of fine bchavilX", and never gave us trouble 
aga in." 

"Unt il, one day, it got free. I do not know how. I was 
gone at the time, with this cow, and only leamed of evenls 
aflerw,lrds from my sister's friend. Lady Ysbcreth. Slle told 
me thai my dear sister, may she rcst in peace, was playing 
with the cat and somehow the collar came loose. Where be­
fore had been a playing kitten, now there was a raging lion. It 
tore my s ister open, and she died there with a horrible wai l. 
TIle COl t then went mad, and killed all my kinfolk, and mos t 
o f our animals, and began its Talilpage upon Ollr beautiful 
is I3nd." 

" I n ed here with the cow. Every night I put a bucket o f its 
sweet milk out fo r th e.: cat, and it drinks the mi lk 311d leaves 
us alone. The.: abbot docs 1101 believe Ihat the cow is special. 
o r that its milk he lps us, trusting instead to th(.', protection 
Ilrovided by our prayers. " 

"P lease, kind S irs, do not betray my lack of faith to the 
abba( . I fea r that he will forbid my o ffering, or perhaps even 
s lay the cow to prove his point. My fate, and tlia t of the 
IIIOlla::.lery, is ill yuurh:llld." 

TIl~ knights may do as they wish eonceming Caul' s fate 
with the abbot. TIley will probahly wish to CjlH.: .... t ion Caul 
funher. Some of the s ign ificant ans wers are: 

Q: What happe ned to your s isler 's fl"iend '! 
A: I have learned tliat s he married well, 10 some kni ght or 
lord in the Cemaes Tribe. 

The Collar 
The collar is maue 01 blu.e·dy.,d It.:ather with wt.:ird ,ilvel IIJ ~­
elY upoo it, in p,llterns of Celtlc knot work tloal is maddcninll 
10 Iry 10 ful low fully. Any plaY1!1 who doc'S II)' 10 Irace Ihe 
pattelll, eith ... " VIsually 01 thruugh louch, must malc a [ucr­
gelic 1011. If he fails then he will be - 15 to any Ellclllt.1ic rolls, 
and any halcful 01 violent passion lolls, lor Ihe reSI of lhe day. 
lie will be overconlc with a mellow lelhJf);y, and Ilflihilill will 
cnrJ!:c him. His d ... -.:Jl't',1 desire will he to curl up lollap hy.1 
cradlIng, warm fire. 

The cat J.:ow >ws whal Ihe COliolf i, .• llid .,vuids il WI ... ".:H·' II 
Sl.'t.""S it. II it is borne l>cfOle J PC''iolJll, VClhat", "" Ihc p"l.:. Ihe 
cal ~ it Mid 1I ... 't.'S. Thus, it mu .. t hc hiddcn /rUIll Ihe ~lllh l of 
Ihc (~ I if knll:hlS wi~h to appro.leh il. 

Q: Where is the collar now? 
A: I dOIl" t know. Pcrhaps the cat destroycd the hated thing. 

Q: 'Vhcl-e docs thc cat go c~lch nigh t? 
A: I am not sure, but it approaches from the nonh, either 
walking a long the coast or swimm ing. 

Dec isions 
Pl ayer knights may need sOllie prompt ing to gel the clues 
which arc given here. 

(Intrigue. Succcs....; .. the player knights remember thnl 
they hOld Int: t the Lady Y sbereth at Cemaes maenor earlier. If 
tht:y had not met her there, they will recall who s he is when 
they do meet ht:r.] 

Glory: 877 

SIZ; 12 
DEX: 14 

STR: 12 

CON: 14 

APP: 10 

CallI ap Paillag the !donk 

Move: 3 

Damage; 4d6 

Hit Points : 26 

Annor: I (clothes) 

Attacks: Dagger I D, Staff H 

Significant Traits: Merci fu l 15 

Significant Passions: Fears Paulag Cat 19 

Sigllifi~;!lIt Skills: Boat 17, Fis llin!; 13, Firs t Aid 10, Folk 
Lore 12 

Possessions: none. He has given his cow to the monaslery, 
as is us ual. However it is s t ill in the bam . It is lIallled Gwg, 

and has the "sweetest milk in all Mon." 

I~l 
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Cemaes 
T he First Vis it 
At Cemaes maenor, a m3nor house, the reeve is very un­
fri endly , and even refuses to let the knights find lodging for 
the night. Entry is rcfused to them. l11e ret:ve is joined by his 
lady, named Ysbcrcth, who says that Arthur's men are not 
welcome here, (lnd no further explanation is given. The dog 
keepers on loan from BlI:dig may explain that Ihe Ce/l1ill!S 

tribe b still angry about the dereat by King Anhur. 
If the player knights persist in trying to gCllu..Jging. thcli 

scveral sergeants assemble on horseback, shouting threats 
nnd il1sults and wnving weapons, obviously really to light to 
de(end their home. Ir asked why Ihe cat docs not3113ck !JWlI1, 
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'ITie 5lavwture of tfie (Pal/fag Cat 

lady Vsberth 
The I~dy l;u,1rus Ihe hell from Ihose who w<lllid '"ke it. She is 
a very forceful, direct person who us(:d 10 commanding her 
own knights 

they say it is because tlley are brave warriors, and they havc 
a great tribal champion . 'nICY don't want to discliss it more. 

[Awareness. Crilical success (only) - the knighl nolices 
a blue leather belt, gleaming with silver, hanging from a peg 
which emerges frOIll over the doorway. It means nothing to 
the kni ght unless he has already spoken to Caul ap Paulag, in 
which case it is recognized as the collar.] 

A Subsequent Visit 
Knights may Tetum fer more infonllation about the collar. 

If the knights have not noticed the collar yet, (Aware­
ness. Success " they sec a blue leather belt, heavi ly decorated 
with silver, hanging upon over the doorway of tIle m:mor.] 

However, the L.1dy Ysbcreth is adamant about keeping 
the col lar. "It is mine," she says, "not yours, nor anyone 
else's." She is unwilling to part with it. 

Knights may threaten her, ill which case her sergeants 
s how themselves. Her champion remains out of the fight at 
first, unless his me n are losing, in which case he enters. 

Lady Ysbereth reveals lier fearlessness when s he d()(:s 
not depart from the fight, blll stands her grotlod as knights 
and sergeants modee armmd her. 

F ight 
If the knights demand it and get insulling, or otherwise chal­
lenge her, then her sergeants ride out, one per player knight, 
to do combat and drive the kni ghts away. l lley will fighl 
until major wOllnded, ullconscious, o r their foes arc defeated. 

The Sergeants of Lady Ysberelh 

Glory: 1500 

S1Z:13 

DEX: 14 

STR: 13 

CON: 14 

APP: 10 

M ove: 3 

Damage: 4d6 

Hit Points: 27 

Amlor: 12+shield 

Attacks: Sword 17, Lance 17, Spear 10, Dagger 10, Battle 

15, Horsemanship 15 

Significant Traits: Valor 15 

Significant Passions: Loyalty (Lady Ysbercth) 15 

Horse: Charger (6d6) 

Other Equipment: 1£ clothing 

If the knights win, then the Lady Ysbercth t.1efies them, 
saying tha t they must walk over her 10 get her pri7.C. She is 
angry, irrational , and attacks the kllights with her bare hands. 
She is easy to subdue, and can be restrained while someone 

else get.s the collar. Actually harming her costs the knight 1 
Honor point. 

JOllst 
11le player knights may challenge her to a fair jo ust for pos­
session o(lhc collar. She is not without chivalry, alld not 
without a champion to meel this challenge. 

She agrees to put the collar as a prize, if the kllights fight 

by these terms: 

• Her champion, Sir Garavan, shal! fight for her. 

• One player knight aelS for the knights. All the rest agree to 
abide by his results. 

- She puIs the collar up as prize. 

- 11ie fightocgins as ajoust on horseback, and lllay continue 
onto foot. The loser shall be the first to yield or be slain. 

- The player knight puts his horse and equipment up as 
prize, and promises \0 refrain from all knightly activity for 

a year and a day if he is defeated . 

The flat ground leading up from the woods to the ho use 
is to be Ihe field. Sir Garavan's squire hands him a lance. II 
gleams even in the flat, misty light. It appears to he golden. 

Sir Ganlvall oft/Ie Golden Lallce 

Glory: 5,500 

S[Z: 18 

DEX: 15 

STR: 15 

CON: 16 

APP: 12 

Move: 3 

Damage: 6d6 

Hit Points : 34 

Annor: 12+shield 

Attacks: Sword 20, Lance 21, Spear 21, Dagger 13, Mace 
15, Great Spear 15, Battle 19, Horsemansllip 22 

Significant Traits: Valor 17, Prudent 15 

Signi ficant Passions: Loyalty (Lady Ysbcrclh) 17 

Signilicant Skills: Toun1cy 23, Heraldry 18, Hawking 14 

Horse: Charger (6d6) 

Other Possessions: Golden Lance (cnchanted : gives +2 to 
attack and is unbreakable). Clothing worth 8 L. 

AtI:'lcks: Before Garavan attacks, he attempts to inflame 
his P;\ssion of Loynlty (L1dy Ysbaeth) . 11le resultant 
modifier is applied \ 0 his Lance skill. 

If the player knight wins the combat, then the lady ~ends 
a servant to felch the collar. She lakes il from him, and with 
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~ scow l throws illoillc wiullin g klli ght. "YOIt have lIlad~ ;111 
enemy today, ~ she says, and cn lcrs he r manor. 

Jr the player knight loses, GarJvan g ives him tile oppor­
tunity 10 concede defeat and y ield his daim 10 the culiar, 'Of 

be killed. He and his companiofls mu~t de part allt l ab ide by 
their decis ion. Failure to do 50 loses each 4 poinl s flf IIOllor. 

Player knights who lost may stop hy Bledig amllcli wlwt 
they know, in which case the advenlure will be solved by on~ 
of Arthur's Great Knights after the player knights (icpart. 

Glory: 3.000 

S IZ: 10 

DEX: 16 

STR: 8 

CON: lO 

APP: 20 

Attac ks: Dagger 8 

Lady }'.fbere tf, 

M ove: 3 

Damage: 3{16 

II il Po inls: 20 

Anllo r: I (clothes) 

• 
Significant Trails: Val o rous 19. Vengcful22, Proud 19 

Significfll1l Passions: H:l le KillS Arthur 19. I~ nte Sir II ledis 
19 

S ignificant Ski lls: Awarcness IR. Folkln rc 15, Intrigue 13 . 
Stewards hip 10 

Distinctive Feature: Awesomely beall tiful voice. 

The L.,dy Ysberclh i~ a fanatical Gomcn: t loya lis t wh" 
haroors bittcr rage at King Althur and his l1Ie n . "' ~r hushallli 
was killed fighling agains t Arthur. She hates Si r Hlnlig. rUIlI­
nlamkr or Ihe t)cCIIP) i Ilg rt'Io.:o.:s. 

kni l;! 111 s 1'111 th" IHl l·kd whe re the ca t will pass hy it will s l"p 
to drillk il. A good pl 'lce for th is is the sto ne circle located 
over ils cave. 

The kn ights get OIle comb .. 1t round unopposed by the 
heas l ir it is drinking the milk . After Ihat , il fight s. 

Usjn~ the Collar 
Ct.II:lring the cal requires jumping onlo its b.1ck ~l1d s llccess­
full y ho ld ing on while att empt ing to tie the collar. Th is 

I mcans Ihe c haracler must ma ke a DEX roll to jump on thecal 
if il is 11II<lW<lre o f him. or oppose his DUX vers us Ihe eat's if 
il knows Ihat a knight is behind it. He will be at - 10 DEX if 

! he wears any. metallic MlllOr. Ono.:c o n Ihe cars b..1ck, Ihe 
ehaTacler musl: 

1. ~-Inke a STR ro ll 10 slay on a.." the ca t nails aoolll , 
try ing to d is lodge him; 

2. Make a DEX-5 ro ll as the rat tries to ram the c haracter 
aga itl ~ t a rock or tree by milking its DEX roll -5. If success­
fu l, Ihis will do Ihe eat's dice of damage to the character. 

3. The c haracter must make ano the r s llccess ful DEX -5 
m il to lie Ihe collar w hile also trying to hold o n. He can try 

t Ihi!' ollce p~r rnund, every round that he continues to make 
his STK roll . , 

Once tile collar is successfull y tied , the cat immediately 
cl1l ms down, and ~ it s slill. If Ihe charac te rs allac k il then, it 
his~~ al the m and nees behi nd Ihe rocks, but docs nol attac k 
hac k. Iflhey sl ill per."is ! 011 311ac king itlhe ll , ;1 jumps inlo Ihe 
lIt'a rest waler and~'iw i ms ofr. 

She is responsible for the ravages of the P'HJ lag Car I 
Upon heariJ1g o f the trouhlesome. cat and its c nllnr. o; ht~ S:lW.1 j 
chance for revenge ~gainst Blcdig . While visi ting Ihe. Paul~ g 
fami ly she and the daughle r were p laying with Ih e. quickd 
cat. Ys bcreth took a r hance and pulled thc collar ol f of it. Slw 
was able to CSCailC afte rwards because the cal avoids tl l~ 

collar like the plague . 

II th e. o.:h.w.u. le rs do 110 1 attac k il. it fo llo ws them around 
quietly. It will occa~ iona ll y scratc h at ils colla r in annoyance , 
hili ol he rwise will ho.:ha vc as a IloTll1:11 cat. 

Sources for liThe Adventure of the 
Paulag Cat" 

Fighting the Cat 
The bas ic lactics of the cat foll o w those given ahove. How­
ever, kn ights may have adv;111tages lIsing cithn the milk 
fro m Gwg, or the collar, or bol h . 

Us ing the Milk 
Player knights may get a buc kel o f Gwg's milk to dis lract Ihl' 

cat. The cat so lo ves the milk Ihal it will wo rk . If the playn 

" [)flI ;d~. God<. t. Ilcm,:< 1m", Cell it: MylllOl0t:y ' hy Anne 
J< 0!0' lS<. hoo.:ken B""h. I '111M. 

for thc It,!:cnd " I thc P~" IJ 1: CJ1, or Calh f'~llJ g ill Wel~h 

" nK! ("",inl: 01 till' Kin,:" hy N ik"l.l i T"I~loy (RJnl.lm fiJI >c r­
ha<.k . I ~')O) . 

• The Malle r 01 Wait'S: I:lli( View< 01 a Small Counlry" by IJn 
Mm , i, (Oxf".d Uni\'e,,;ly l"e'I<, I ')114 ) 

" !I,.. I ill' .1"t:! D" ,1 Ih [1'.1 Dfllid I'li no.:lc'" hyAllOe Russ and 0011 
Rohloi", ISullunit B[~Ik<. I'W'}) 

B rOUlw io.:h, Ra t hel . rli,,, ~/J l'l1~ 1"Y</I';I1, Unlw. 5Hy of WJlcs 
1"0:«. 1')76 . 
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I~l 
Back to Beaumaris 

When the victorious knights return to Oeaumaris, Sir Bkdig 
is greatly relieved and thankful of the death of the cat, or else 
stares at it strangely as it docilely follows the knights if they 
collared it ralher than kill ing it. He declares a fe:l s t tl l:lt ni ght 
and invit es the knights to tell their tale in front of all. For the 
rest of thc ir slay thl!rc th l! people o f BCilulllaris cheer Ihe 
knights whenever they wal k by. 

The Feast 
FlIvorite Dish: Whatever the player knights wish for. 
Favorite Entertuinment: Hearing the player kni6hts Icllthc 
tal e of how tlley captured [he P:lIII:lg Cat. 

If tIle knights h:lvC coll:lred the cat, then n1edig tells 
them of his nervousness of having it in the h:lll, "even if it be 
so vastly improved in temperamen t as this." He will ask the 
knights to tuke it elsewhere. 

TIley may ~rnembcr thaI Queen Guenever has a wondef+ 
fulzoolog ieal garden where she keeps m:11Iy strange anima ls. 
It is an excellent place for the cat now. Any knight with ;Ln 
Amor for Guenevcr TlIa y ro ll against it 10 remember this fact 

Glory 
Fightin g the 1'au[ag ell! is wonh JO points to each knight, 
plus wh:J.l<,;ver clse for spectacu lar uses of skills or passions 
tha! might have occurred. 

fighting the Knights of Lady Yslxrcth is worth 50 Glory 
for each knight defeated. 

J oustiug ag •• inst Si ., Carava n is wonh 250 Glory to who­
ever beat him. Anyone else who was there gets 15 Glory for 
panicipating in thl! "Winning of the Col lar." 

Killin!; Ih e I'aulag Cat is wort h 250 Glory, [0 be divided 
among those who p .. rticip:lted. 

Cullal"ing the ("at is wonh 500 Glory, again 10 be divided 
among those who participated, with at least a quarter or the 
lotal points goin g to whoever actually tied [he coll ar. 

Ir the cal is given lu Ihe queen, the knights all receive a 
fu rt her 25 Glory. 
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