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Mgtl'lic Jreland

|. The Structure of the [Five |rish Kingdoms
T!’]e /7’[5/7 Kingor Arcl Ki (ARD~KEE) is the single kixwg who is able to bend the other provincial or regional

monarchs to his will. [Je is elected from amongst the Provincial kixwgs in times of strife, and he governs from
Roga! Tara, the traditional seat of power. Altlﬂoug!’] he does not actua”g rule the entire countrg, he does
collect tribute from these “lesser” l(ings and Presides over them at the national gatherings called feis (FE\S}‘D
or oenach (AY-nock). Rather than simplg maintaining a centralized government, power is clisPcrsed between
the Provincia! l(ings, the regional l(ings, and the local kings; thus, the game of Politics is constantly P!aﬂec{
between all of them. |n times of peace and Plentg, there is usua”\tj no High King.

The Frovincial Kings of Muma (MOQO-ma), [agin (L(1G-in), Connachta (CONN-ach-ta), and (Jladh
(UL _-uh), and Mide (MEEJ{%) are each referred to as Ri Ruirech (RE. . R AR-eck). [ ach Ri Ruirech
is elected from amongst the An Ri (AWN RELD), or Tn’ba/CﬁicH’alhs, in his Province and receives tribute
from them. With an average of 30 T uatha in each Provincc, a Ri Ruirech controls the futures of rougHy
100,000 (aels. |tis not uncommon for one or more of these Provincia! l(ings to rebel against the Ard Ki, and
the Kingc{om of UIac”'l has been Particularlg Problematic in this rcgard.

A Tuath (T OQO-ah), of which there are approximately 150 throughout the island, is composed of 10 to 15
Derbhfine, Provicling an average poPulation of 3,500 members. |~ ach T uathis governecl bg a [ribal Chicftain
who is titled An Ri (AWN-REF); he is elected bg the body of T aoiseach and exacts tribute from all
Derbhfine under his control. T he total lanamincluding !’nmting grouncls, farmland, and Pasturesmhelcl }.73 a
Tuat!’] ranges from 50to 75 square miles.

Derbhfine (DER\/ﬂceemah), also called clans or scpts, are extended families that are built around all of the
males who can trace their lineage back to a common grcatgrandxcathcr. Assume each consists of roughlg 30
[Fine for a total of 00 or so PeoP|e. I ach of these Derbhfine is under the control of a 5ubc/7icfca”ecl a
T aoiseach (T AY-shock). While the | aoiseach is usua”g selected from the nobilitg, who are referred to as
Flaith (F1_A), there are exceptions. T he total land——including farmland, hunting grouncls, and Pastures——he[d
bg a sing[e Derbhfine is four to five square miles.

Fina“g, the smallest social and Politica| unit of ancient |reland is the [Tin (FEEN, singular) or the [Fine
(FE I N-ah; PluraD. [- ach [Fin consists of a man and his wife, some or all of their aged parents, their children,
and their retainers; this means we can assume an average of ten to twelve People per hearth. Genera”g, a single
acre of gooc{, Plantéd farmland can suPPort two Peoplc; thcrcwcorc, farms or tenanted Plots will usua”g be at

least ten acres in size, which includes pasture land for a milk cow or two and fields left fallow.

Il. Ancient |rish 5ocia| Status and Wealth

There are rea”g onlg four levels of social status in |rish tribal society: the nobi!itg, which includes kings,

chieftains, the warrior aristocracy, and druids; the non-noble Freemen with property; the non-noble Freemen




without Propertg, or with some, but not sufficient to Place them among the class next above; and the non-free
Pcople. Social status is actua”3 rather flexible within Cc|tic cuIturc, and an individual’s rcPutation often P|a55 a

tremendous role in the respect and wealth he is given.

T]’vc starting wealth for characters of each social status is Proviclcd in set(a setis the cquivalcnt value of half a
cow or an iron dagger); a cumal is the Price of a female slave. Warriors and mercenaries will genera”g have 50%
or more of this amount invested in their adventuring gear, but others will have invested considcrably less—more
wealth will have been spentona home, Fumislﬂings, etc. Remember that there is very little coinage in this setting;
most transactions are conducted througlﬂ barter or trade. ]n fact, minted coins are a rarity, and only the Kogal
Mint at T ara Produces |rish coins—those being used Primarilg fag the High King and the [Taith to negotiate

with other nations. | he common cxc]ﬂaﬂgc rate is as follows:

1 Cumal = 3 Gold Coins =3 Cows =6 Sets = 12 ﬁgs =72 Chickens

Non—-]:rcc Fcoplcs (_rakc the Outsidcrand /> ovcn!y Hindranccs)

T his is the status of slaves and bond-servants; theg have lii(elg been taken caPtive during wartime and are now

forced to work the land for their owners. Occasiona”g, a brehon will assign a Punis]ﬁmcnt of a Period of
servitude for the commission of a crime; thus, a criminal becomes a bond-servant. Tl’leg have abso|ute|3 not}’xing,
unless it has been given to them bg their owners. | hese individuals are Permittcc{ to wear no more than one
color; howcvcr, brehon law states that hides and furs do not count as colors. Normcrcc Pcop|e are cxprcssiy

forbidden to bear weapons. Starting 5cts: Nonc
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Laborcrs or Tcnant ]:armcrs (_ralce the Fovcrly Hinc]rance)

Thcsc Pcoplc are tcchnica”y grcc, but they own no land of their own and usua”9 possess a few meager
belongings at best. Tl’leg work for the [Flaith who Provide them with the basic necessities of life, but little else.
Thcg are on!g Pcrmittcd to wear one color at any time and may not bear weapons. Starting OSets: 40

Lancl-Owning Farmcrs, Cra]ctsmen, SPcarmcn, Chariotccrs, Hairc]rcsscrs

Thisis the common man in ancient ]relanc[. He is not of royal blooc[, but he is Prouc] of the land aPPor’tioncc{ to
him bg the 7 aoiseach of his [Derbhtine. | hese individuals are Permittecl to wear clotlﬂing of no more than three
colors at any time: Farmers, cralctsmcn, and hairdressers may wear two colors; charioteers and spearmen may wear
three. Members of this class are not forbidden to bear weapons, but onlg spearmen and charioteers genera”g

do so because carrying a weapon opens an individual up to cha”cngcs of honor. Starting Sets: 80

Warriors, [Filid (Bards), Druids, T aoiseach, other [aith (T ake the Noble E_c]ge—Normal PC Status)

T hese are Pcoplc of great status and are almost a|wags members of the Flaith (FLARD, the Celtic rogaltg.
As suclﬁ, tlﬂeg are accorded more respect than common men; moreover, the ancient l(ings often shared wealth
gcncrously with their Familics, Providing |

Flaith  with greater resources than

available to commoners. Members of

this social status and highcr will never

tend to their own fields, instead

directing tenant farmers to do so for

them. Members of this social status

may wear no more than four colors at

any given time. Fenaltg: Nore.

Starting Sets: 240

An K Master Filild (Olave),
Brcl-lons, Frovincia| King’s Druids:
(T ake Noble and /:/'/t/y Kich E_dges)
T his status is reserved for chieftains,
master filid, and the Higheﬁranking
druids. Thcg are alwags members of
the Flaith; therefore, thcy are very
Power‘Fu!, higHg resPectecl, and quite
wealthy.  Without question, they are
the “shakers and movers” of Celtic

society. Each is Pcrmittcd to wear no

more than six colors in his clotl’]ing
simultancous!g: Ollave, five; An R,
Provincia[ kings’ druids, and Brehon,
six colors! Starting Sets: 400
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Wcapons and Armor Valuc Othcr ]tcms Valuc
Battle-Axe, [ron 8 sets Barrel 5 Pigs
Preastplate 800 sets Pasket 2 pigs
Chariot Seythe, [ron 45 sets Bedroll i pig
Cloak, FFur 20 sets Bit and Bridle 2 sets
Club, Wood — Blanket, Winter i set
Cuirboilli (T orso and | imbs) i2 sets Bodhran i set
Dagger, [ron i set Bucket i pig
Gae Bolga (Belly Spear), Jron 60 sets Candle I pig
Great-Axe, Jron 18 sets Cart 4 sets

Grcat~5worc], ]ron 90 sets Chariot 30 sets
}4}and~Axc, ]ron (Hatchct) 2 sets Chcst i set
Hauberk, Mail (Cuirboilli [ _imbs) 200 sets C[oabpin brooch 5+ sets
Helmet, Jron %0 sets Clothing, PBelt i set

Hunting SPear, ]ron 2 sets C!othing, Boots 2 sets

Javclin, Jron 2 sets C!othing, Cloak i set

Long~5worc1, Iron 12 sets C!othing, Drcss 2 sets
Mattock, Wood i Pig C!othing, [Hooded T unic i set
Pole-Axe, Jron 14 sets (Clothing, Noble x2 —x10
Seythe, Jron 2 sets Clothing, Peasant’s Qutfit (no shoes) 3 chickens
Shield, | arge 5 sets Clothing, Shoes/Sandals I set
Shield, Small 3 sets Clothing, Trews i set
Short-Sword, Jron 5 sets C!otlﬁing, Winter x2

55(:1([6, ]ron I set Corac!c (sma” leather boat) 30 sets
Sling - [Tishing Net I set
Slingstones (12) i chicken Flask, 1 Pint % chickens
Staff — Flint and Steel 2 Pigs

T unic, | eather 4 sets Harp 8 sets
WoocLAxc, ]ron % sets Horsc Feccl (Pcr &ag) 2 chickens
Food, Drink, Loclging Value Horse, Riding 50 sets
Alc, Mug i chicken Horsc, War 80 sets
Ale, Gallon i pig Jnk I set
Banquet (per person) I set Jnk Quill i pig
Bread, Three | ocaves i chicken | antern, Candle i pig
Chccsc, Largc Hunk 2 chickens Lock, Avcragc 20 sets
]nn 5tay (Pcr cIag), Good I set Lockpicks 10 sets

Inn Stay (per day), Common % chickens Milk cow 2 sets

I Stay (per day), Foor i chicken Mug/ T ankard, Clay 2 chickens
Mead (gallon), Common 2 pigs Ox Cart tacts
Mcad (mug), Fine i Pig Fot, lron 5 Pigs
Meals (Pcr daﬂ), (Good 2 Pigs Pouch, Belt 3 Pigs
Mca]s (Pcr daﬂ), Common 2 chickens Fropcrtg, Goocl Farmlancl (i acrc) 5 cumals

Mca]s (Per c{ag), Foor i chicken Fropeﬁy, Mixec{ Wooc{]anc{ (1 acre) 2 cumals

BeeF or \/enison, Large Hunk i chicken Fropedg, Fasture Lar\c{ (1 acre) 3 cumals
Rations (Per éag, Trai! 5 Clﬁic‘«ins Fropedg, Feat Bog(] acre) 2 cumals
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Otl‘:cr ltcms Valuc Othcr ltcms Valuc
Fropcrty, Wastc!and (i acrc) i cumal Structurc, Lorc]’s T*la” 50 cumals
ROPC (hcmp), 50 I set Structurc, Sma” Housc or Cromct 6 cumals
Sack 2 chickens Tent 2 sets
Saddle, Pack i pig Torc, Copper 8 sets
Saddle, Riding % sets T ore, Gold 200 sets
5addlcbags 2 sets Torc, Iron 2 sets

5!’ICCP 3 Pigs Torc, Silver 35 sets
5oaP (Pcr Pound) 5 Pigs Torch i chicken
Stabling (per day) I pig Waterskin I pig
Structure, Great House 15 cumals Whetstone 2 chickens
Structure, [Hovel i cumal Woad Faint (1 pint) i pig
5tructurc, King’s Ha” 120 cumals Wolﬂ'zound, War Traincc] 40 sets

Ill. Characters, Customs, and | raditions

Bcginning Characters
All bcginning characters are heroes; therefore, each must receive one or two (Geasa—either one major or two
minor. | his increases the limit for Points gained from Hindrances to six, and these additional Points may be

SPCﬂt as usual. A” other asPccts of charactcrgcncration are as outlined in the Savagc Wor|ds rulesbook.
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Brehon | aws

T he laws of the Gacls are extensive and focused upon ensuring aPProPriatc conduct bg the individuals within
their society. T hese statutes are memorized and interpreted bﬂ the Prehons, Druids trained extensivelﬂ to
recall and apply the aPProPriatc laws in each situation and to 16\/5 fines against malefactors. While it is the
Brehons’ c{uty to determine the right and wrong of any case and to assign a fine, itis up to the Plainthc)c and the
community to enforce the collection of those Penalties‘ T he Brehons are held in the higl’xest regarcl and their

o in their devotion

words carry much wcightj but thcg are cxpecteci to be unbiased in thcirjucigmcnts, unwavering

tojustice, and incapable of being swagecl to do augl’xt but what is right‘ Should a Brehon prove himself to be
otherwise, he will gaccjuc{gmcnt at the hands of his Brehon/Druid peers.

Champion’s Fortion

At many mcals, cspccia”g c{uring gcasts, the greatest warrior of the Derbh]cine, Tuath, Fianna, or Ki Fianna is
entitled to finest Por‘cion of meat, usua”g drawn from the hinclquarters The champion can be cl’la”engec{ for this
Portion, however, and some cha”cngcs end in the death of one of the combatants. Ang warrior who claims the
Champion’s Portion gains a +1 Bennie each session and +1 to his |[ntimidate rolls against other (Celts who
know of this honor for as long as he continues to maintain his claim. Natura”y, onlg one character can claim the

Champion’s Portion at a time.

Honor Fricc and [Fines

Evergone has an honor Price, the value of the individual’s life in trade goocls, property, or coin. | hevalue of a
man’s life is equal to the starting wealth for his current social status. | herefore, a [Tili with starting wealth of
240 sets (‘%O cuma[s) also has an f“lonor Frice of 240 sets. Note that a non-free person or outcast has no
honor Pricc, and a character with the Dishonored [Hindrance has his onlg half his normal [onor Fricel Honor
Price may be demanded bg the kin of anyone ur]justly slain or maimed, with the Proceecls }Deing divided between
Family members on the basis of relationship. Ohne can also demand his honor Price for any major offense against
him (c.g.} murder, satire, serious irjury, refusal of hospita]itg), and a fractional value for lesser offenses (e.g.J
minor injurg, trespass !33 a neiglﬂbor‘s animal, minor clamage to Propertg). The Propriet3 of any claim will be
determined by a Porehon, but it will ultimately be up to the inJ'urec{ party to collect the sum.

Other fines can be leveled against wrorxgdocrs bg the BI‘CI"IOHS, druids sPeciaHg selected to stuc[y and preserve
the laws and to renclerjuc[gments in Iegal cases. Once a fine has been determined, the injurecl party will !ag claim
to the land or bclongirxgs of the guilty party; this is done in one of two ways. 1) The irjurec] party grazes horses
or cattle on the property of the guiltg party for three straight c{ags, after which time the property will be
considered to have changec{ hands. 2) The Plaintig aPP!ies a withe-tie, a colored ribbon Provicled }33 a
Brehon, to any implcmcnt rcquired to maintain the guiltg party’s livelihood—a farmer's Plow, a blacksmith’s anvil,
a warrior’s sword, etc. Untﬂ such time as the fine is Paid, the withe—tie cannot be removed and the item cannot
be used without loss of honor. Ultimately, should a rcsponsible party fail to pay a Fincjudge& against him, his
kinsmen will be responsible for Paging the fee.

Somctimcs gui[t is not easily determined; in such cases the aggricvcc{ can attempt a fast. [e shows up outside

the defendant’s door and states the nature of his case before a Brehon and the accused. }‘le then refuses to

———
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eat (drinking water is Permitted) until the defendant agrees to scttle the matter. As |ong as the Plainthcg fasts,
the defendant is cxpectcc{ to refrain from eating. 5]’70Ul€1 the defendant eat before the Plainthcmc does, he shows
himself to be guiltg! Needless to say, stubborn Par‘ties are guaranteed to lose weight.

Marriage

T here are seven types of marriage in ancient |reland, but in simplest terms couP|es can get married for a year or
a lifetime at their own discretion. \/cry few marriages are arranged, except at the highcst levels of the f:laith, and
most People will enter wedlock out of love. T he father of the bride will demand a bride~f>rice from the groom, of
which up to a third will be returned to his daughtcr. This costis usua”3 cqual to ' of the woman’s [Jonor [rice,
but it may be more orless if she is Par‘ticu|ar13 pretty or Plain. Agear marriage is considered a trial run, but the
bride Price must be Paid and will not be refunded. There is usua”g no bride Pricc demanded in a second

marriage. \Nith very few cxccptions, Cclts marry within their own social status.

KcPutation
Keputation and Personal honor are of foremost imPortance to the Cclts. A character who acts clislﬁonoraHg in
minor ways should initiany receive minor Pcna|tics, such as a temporary loss of Bennies and a Pcnaltg to

(Charisma, and he migl’lt face abuse at the hands of NP(U’s. [f the character continues to act in this manner or if

he does somcthing bIatantIg dislﬂonorablc, he will earn the D/ﬁs/wnorca'Hindrance and be subjcct to all of its

Pcnalties. The on|5 way he can remove this [Hindrance is through a combination of conduct (he must rcmeclg
the situation that brougl'lt about the loss of honor) and the expenditure of 12 of an Advance. Should he fail to
rid himself of this [Hindrance in a reasonable Period of time (determined bg the (GM), it will turn into the
Outcast [Hindrance. At that Point, the character will have been tota”g disgraced and will be driven from his
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tribe; turttlermore, he will be tairgame for abuse !39 his fellow (Gaels because he has no [Tonor Price! Ttle on!g
way to remove the Outcast Hindrance is to successtu”g complete some sort of epic quest and then expenct a
full Advance. Note: Should a character be unable or unmotivated to act honorablg, his tamib and friends will

Iikelg assist in his demise because he brings shame to all who know him.

[Honor and rePutation are comPIicatecl facets of the (Gaelic worlcl, and (GM’s should use their best discretion
when c{etermining the mechanical and social consequences of characters’ actions. The Pena|ties fora damagec{
rePutation are usua”9 severe; therefore, earlg in their campaigns (GM's should tweIP plagers understand the
Celt’s frame of reference and the Ii‘(c[\lj outcome of characters’ conduct. ]t Players still choose to have their

characters act in dishonorable ways, ttneg should face the wrath of their kinsmen and the (GM.

The table below indicates some of the behaviors that (Celts view as being Particularlﬂ honorable or

dishonorable. Ang action marked with an asterisk is Particu[ar!g impressive or Aespicable.

Honorable Bcl‘zaviors Dishonoral:)lc Bcl‘laviors

Gain Social Status Abuse of Hospitatitg*

Claim the thampion’s Portion* Banished bg Kin or T ribe*

Close]y Retatecl to an Honorable Ferson Break a Major Geas*

Create a Masterpiece (Critical Success) Break a Minor (Geas

Deteat a Superior Foe and Take His Head 5real< an Oath*

Demonstrate Great Compassion Close!g Re!atecl toa Dishonorable Ferson

Demonstrate C]reat Courage* Demonstrate Cowarc{ice*

Demonstrate C]reat Eloquence* Deny a Wor‘thg Opponent a Fair Combat

Demonstrate (Great Honest * Disti ured
Y 2

Demonstrate Great Hospitalitg* Ens!avecl (Witt—zout Kebe”ing)*

Demonstrate Great ]mPartialitﬂ I:ai! to Fu]tn” Bloocuzeuc] /\gainst Kin Ki”er*

Demonstrate C]reat Justice Fait to C]et E_nough Barc{ic Fraise (One Year)

Demonstrate (Great Loyzattg* FFail to Make Sacrifices to Your Deit}j

Demonstrate C]reat Steadtastness Fait to Fay Fine froma Juclgment Against You

Demonstrate Great Wisdom I:ai! to Frotect a Ct]arge from Death*

I nter Combat 51(3&3(] Failure of a Signiticant Task

Gain a New Rank }4}arm or Kl“ an ]nnocent

Give Goods of |ncalculable Value Killa Bard or Druid*

Give C]oocts E_qual to Own Honor Frice or More Lie or Cheat

Join the [Fianna* | ose a Contest of T aunts

Keep One"s WorcI Despite Great Danger* Lose to an ]nterior Foe

Kl” 50 or More [Toes in One Daﬂ Maimed (Loss of Hanct or Other Bodﬂ Fart)

Killa Foe of Huge Size or (Greater Miser[}j

Kecognition of Merit (Barc{ic Fraise, E_to) Ketuse Reasonable Boon Askect 59 a Druic{

Raise a Skillto di2+ Satirized bg a Pard*

Rescue an ]mportant Ferson Sloven!H or FoorAppearance (One Year)

Win a Contest of T aunts T reason*
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Koac] to Glor3
Mgthic ]reland is a savage and brutal Placc; to reflect this, melee c{amagc is Figurcd a little c{hclcercntly than

normal. We Pre~calcu|ate the damage of melee weapons as die tgpes rather than fixed bonuses. A |ongsworc1 in
the hands of a Strcngth ds character, for cxamp|c, does not cause da+3 damagc in this setting; instead, it
causes d8+d8 and both of these dice can Acel T odetermine the c{amagc die type for any weapon, simp@ start
with a baseline of d4 damage for any weapon that did +1 c{amage under the old rules and increase the die type
by one for each additional P|us. For example, a 5tr+‘1~ Gireat Sworc{ isnowadio weapon under the new rules.

There are some limitations, though. [First, Bennies can no Iongcr be spent to reroll melee damagc dice: treat

the melee damage ro”just like you would a missile weapon’s clamage roll. Second, your characters Strengtlﬁ die

type is the maximum die type you can roll for a melee wcapon’s c{amagc. Thercmcorc, if Gimpg Picks up a
grcatsworc{ and attempts to wield it with his puny d4+ Strcngth, the weapon will or\|3 do clamagc of d4+d+4 if he
hits his target. Fina”g, if a character does not have sufficient 5trengtlﬂ to wield a weapon and cause its normal

damagc die, he also loses any inherent benefits that the weapon would Providc—rcach, parry bonus, etc.

Skyclad

Mang Gaels believe that t}'leg must not seParate themselves from their gods bg wearing armor; tlﬁeg also believe
it is a sign of cowardice to rcly upon such traPPings. I truth, the immortals bless warriors who go into battle
skyclad—nal«ic{, but usua”y Paintcc{ with woad symbols that dedicate these c!ﬁampions to their deities. | he

gocls smile upon such valor, granting any s!(gclaa character +1 Pennie the moment he enters the battle!




Taking Heads

Warriors often take the heads of slain foes and carry them as troPhiCs (usua”9 strung around their horses’
necks), nail them to the fronts of their houses, or “Picue” them in cedar oil and store them in sPecia! chests for
later c{isplag. This is not onlg one of the casiest ways for a warrior to be recognized for his prowess, it can also
improvc his Position in the afterlife! Amongst the Gacls the human head is revered above all c[sc, since the
head is considered to be the clwe”ing Place of the

soul and the center of emotions and life. T herefore,

caPturing a head means that one has capturecl the

soul of an OPPonent, and that when a Gacl dics, the

dead whom he has collected will serve him as slaves

for all eternity! Not surPrisinglg, many druidic rites

involve the severed heads of enemies, and the tribe’s
Priests often aid their warriors in gaining the strit
and courage of slain enemies through elaborate
ceremonies involving these gory Prizes. Farticular!g
Powchu! Pricsts may even be able to restore senses
to a severed head so that it will cry out when its
owner’s enemies aPProachl A character who
acquircs a supcrior foe’s head in battle gains a +1 to
|ntimidate rolls while that troPl—ug is carried. T his
bonus is usua”g only gooc] for a c]ay or two, and the
maximum bonus that can be gainec{ in this manner is

+2, rcgarc“css of how many heads are displaycd




V. New Eclgcs

Arcane bacl(ground: Oak Knowlcdgc

Arcane Slq" Faith {6Pirit>

Starting Power Points: 10

Starting Powers: 2

The name “Druid” Iitcra”}j means “oak knowlcc{gc,” and it refers to a Progound, sPiritual wisdom rather than
SPeciFic studg of the oak tree; in fact, it can be more !ibera”g interPretecl as “l—ligl’llg wise.” | his Arcane
Background of the same name rcprcscxwts a characters know[cdgc of natural [ore, knowlcdgc of the Ogham
alphabct, faith in the myriaci gods and sPirits of |reland, and the abi[ity to convince Othcrworld beings to
channel their energies through him. A character need not be a Druid to possess this background, but he must

have a gooc{ reason for having it.

Oak Knowlcc{gc is rather uniquc in that a character can gain access to virtua”g any power, except Fuppct and
|nvisibility, if he works through the properimmortal channels. T he trappings for all miracles created through this
Y 2 prop PPIng £

Edgc are those of the traditional Druid—mistlctoe, ho”y, silver sicklcs, sacred groves, oak trees, etc.

Avrcane Bacl(grouncl: Witcheraft

Arcane Skill: Spellcasting (Smarts)

Starting FPower FPoints: 10

Starting Powers: 3

This backgrouncl is the basis for the magic of witches, sorcerers, and other less savory types. ¢ represents
know[cdgc of arcane formulae and the channc[ing of mgstica[ cncrgics in the form of sPe”s. Fractitioncrs of
Witchcraft are able to learn any Fower, except Hcaling and (reater Hcaling. The traPPings for all spc”s cast
through this Eclge will have a subtlg dark and creepy Feelingmg!owing arcane sgmbols, ACePening shadows,
disembodied whispcring, etc.

Brcl-lon (Frofcssional)

chuircmcnts: Veteran, Druid, Knowleclge (Law)di2+

A Brehon is a Druid who has focused heavilg upon the stuclg of the law and has been selected bg the Chief
Druid to serve as a magistrate for his community. As such he wields tremendous power and can impact the
course of his People’s actions. [Je has the power of Iega! enforcement and is expected to make decisions on
Icga] Procccc{ings. Whilc he is cxPcctcd to rendcrjudgmcnts that are fair and reflect Gaelic social mores, his
word is law, regarc”ess of what he ultimatelg decides. T he onlg person who can overturn a Prehon’s decision is
a more expericnccc{ and highcnranking Brehont A Brehon gains an additional +2 Charisma when écaling with
his PeoPIe because he is one of the most higl’ﬂg revered and feared authoritg Figures in Jrish societg.

Druid (Background)
chuircmcnts: Novice, Noble, Smarts d8+, SPirit da+, Aﬂg Three Know!edge Skills at d8+, [Faith dg+
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Druids are not_just Priestsmtheg are the most l’xiglﬁlg educated members of (Gaelic society, well-versed in !’ﬁstorg,

law, lore, and the magjic of theirworld. T heir training rcquires twenty years of dedicated studg, usua”y at one of
the four great co”eges~—Lismore, T ara, Armagh, or (obh. T hese men (and women) are bright, PercePtive, and
intuitive; not surprisinglg, thcg strike awe into most Gacls and are both feared and resPcctcd.

Druids are responsible for leacling the aPProPriate community sacrifices of crops, animals, andw—cluring spechcic
festivals—humans. |n (Gaelic society, criminals are not executed for high crimes, except during these festivals.
Such executions vary, clepencling upon the gocl to whom the execution is being dedicated. [For examPle,
although I~ ssus is, more or less, a benevolent law god to most Gac[s, his worship demands a sense of merciless
behavior toward repeatecl criminals, such as raPists and traitors. |f the offender is found guilty, he is taken to
the tcmplc of [ ssus, where an oak grows through an oPcning in the tcmplc roof. T he guiltg man’s stomach is
cut open and he is hung from an oak branch to die a Paimcul death. Jtis imPortarxt to note that the (Gaels do not
strictlg worship the gocls; rather, tl’xeg tend to Propitiate them with gigts and sacrifices. | herefore, an individual
might engage in sacrificial rituals for many sPirits and deities over the course of his lifetime, all c{cpcnc{ing upon

his needs, desires, and fears.

A Druid may add +2 to his rolls for Common Know|e&ge and +2 to all Knowlec{ge skill rolls (Yes, this does
negate the normal -2 Pcnaltﬂ for bcing unskilled!). [He is literate in the Ogham a|Phabct and gains the Arcane
Background: QOak Knowlcdgcl

Thc Druic{ Ec{gc is Powerpul, to be
certain, but it demands tremendous
rcsPonsibiIity. Fvery Druid is
exPectecl to upholcl the traditions
and customs of his Peoplc, PerForm
various rituals and ceremonies, and
work to the benefit of his clan, tribe,
and kixwg. Because the gods on|3
recognize sacrifices overseen }33
Druids, these Pricsts can cut off
divine favor from those who
disp[easc them! Although Druids
do not pay taxes and are cxcmpt
from militarg service, tlﬁeg are
allowed to go to war if thcg wish.
On the other l'lanc{, these wise men
and woman are often cxPcctcd to
solve difficult problems and Pergorm
dangcrous feats that no normal

mortal would dream of attcmpting.




Fili (Pl ]:IIICD (Backgrouncl)

chuircmcnts: Novice, Noblc, Smarts ds+, Spirit ds+, Knowlcdgc (Historg} ds+, Fcrsuadc ds+, Knowlcclgc
(Music) dg+

The FFili (or Bard) is a rcPositorg of the histories, stories, 1cgcncls, songs and poetry of his Pcople. [He is both
a poet and a Philosophcr who is honored and grantec] certain diPIomatic immunities wherever he travels. T he
IFili, due to his education in oral tradition, is relied upon to know the latest news from his court, whether crops
have failed to the south, or which roads are safe to travel. [For most vi”agcs and towns, the [Fili is the onlg
reliable source of information. A [Fili undergoes seven years of training at one of the Pardic co”eges Prior to
Plﬂi”g his trade. T his training Provic]es him with imPrcssive abilities and a vast rePcrtoirc of stories and songs. Je
is genera”g i”egal to harm a bard, regardless of the satires or Praises he Per{:orms, and it is alwags unwise to

insult such a Personl Bards are glac”y received and grantcd hospitality wherever thcy go.

A bard adds +2 to all Common Knowlec{ge,
Fcrsuadc, and | aunt rolls. [e is also literate in
the Ogham a!P!ﬁabet‘ Furthermore, Leaclersl'liP
Edges a fili acquires work a bit dhcmccrcntly for
him. [First, he is not limited to the usual 57 range;
instead, all gricncﬂg characters within earshot gain
the bonuses Providedl SCcond, his Lcac[crship
Eclges will not function for him unless he makes
an aPProPriatc skill roll (Fcrsuac{c, Knowlcdgc:
Music, etc.); because the Leaclerslﬁip E_clges are
skill-based for the [7ili, he will incur a multi-action
Pcna!tg if he takes another action in the same
round that he is using one of these Edges.
T hird, if the skill roll in question results in a raise,
the bonus gainec{ from the E_clge is doubled!

Nccc“css to say, bards are very PoPu|ar at court
and on the battlefield.

While the [ili Edge is )Cair|3 PowerFuL it also

brings with it great rcsponsibility. Evcrg bard is

cxPcctcc{ to uphold the traditions and customs
of his people, Pergorm at all variety of events, and
work to the benefit of his clan, tribe, and king.

Wyrd (Background)

chuircmcnts: Novice

The character with this Ec{gc is destined for some great or unusual fate; until such time as he meets that
dcstiny, he cannot be slain. Once set, nothing can chaﬂgc this course, except Pcrhaps the goc{s themselves.
For examp!e, a man whose Wgrcl is that he will be slain at miclniglﬂt bg a )Coreigner’s spear cannot be killed in any
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other manner. f“lowever, a character who abuses his Wﬂrcl can easi!g be set up to take a big fall. Let’s say such
a character chargcs a largc group of mercenaries because thcy are all armed with swords. Assuming our hero
cannot die at their hands because of his Wgrcl, he can still be rendered ]ncapacitated or simplg knocked out.
r_iow unfortunate for him should this happcn because he might be hauled back to the mercenaries’ cmplogcr, a

Roman with a Pcnchant ﬁorjavelin Practice upon Iiving targets!

VI]. New Hindrances

Dishonorccl (Minor)

The character has somehow lost face and honor, either through his own actions or those of another. [Tis
integrity is cle]cinitelg suspect, and he must prove himself wort!’lg of membership in his community as soon as
Possiblcl A Dishonored character will gencra”g be avoided bg most and suffers a -2 (Charisma Penaltg when
c{ealing with anyone who knows of his shame. [:urtl’xermore, his [Honor Price is halved! |f he asks for l’xospita!itg,
he will likely be given very poor food and accommodations, if he is invited in at all. ew will barter with him and
on!g the most clesperate will emp[og him. T he community will expect a Dishonored character to take action to
regain his honor within a relativelg short Perioc] of time. f:ai]ure to do so will cventua”9 result in the character

camiﬂg the Outcast }ﬂinc{rancc and bcing driven from his tribe.

(Geas (Minor or Major)

A Geas ((Geasa, P!) is a Power‘FuI request or condition P!acecl upon a character’s life, usua”g }33 a druid or a
parent, at the time of birth or during initiation into adulthood. A!tcrnativcly, in a moment of tremendous stress, a
character can invoke a geas upon himself; natura”g, this is ox113 undertaken with the utmost seriousness. Taking

a Vow or swearing an oath is one t}‘n’ng; accepting ageasis another. | his is often done to demonstrate honor

5
or to motivate oneself. A geas can be Pcrmanent, or it can be of a tcmPoraI nature, requiring some sPcciFic

occurrence or the comP!etion of a l(eg action.

A geas has magica[ Proper‘cies; to break it almost alwags results in misfortune for the individual who does so.
Because a Celvs greatest possession is his honor, few refuse to accept the burden—it's a measure of the
person’s greatness that he or she will risk mystica! retribution rather than break his or her word. Natura”g, a
person who imPoscs a geas upon himself wishes to demonstrate his honor by accepting the most dire

COHSCC]UCHCCS POSSib!C.

Often, a person doesn't know he has had a geas Placcd upon him, and onlg learns of it after it has been broken.
Other times, two geasa which at outset seem unrelated can end up contradicting each other, Ieacling to the hero
inevitably breaking one of them. [Torinstance, the clictarg geas of Cuchulainn against eating dogmeat stood in
direct contradiction to his geas against rexCusing ameal. | he Morrigan knew this, so she disguisecl herself as an
old woman and offered Cuchu]airm a stew of dogmcat. Cuchulainn had no choice but to eat the dogmeat.
T hose who do break a geas are looked upon with no sympathy whatsoever: theg dishonored themselves and will
unc{oubtecﬂg get what theg deserve.




(Geasa are divided into two basic classifications: Minor and Major. Theg are defined !33 the clhcxcicultg and
inherent dangcr of their restrictions. | he Fo”owing lists Providc cxamp[cs of Possiblc geasa and the Potcntial

COXWSCqU@HC@S {:or breaking them.

Samplc Major (Geasa Samplc Minor (Geasa

Must Never D,raw a Sword without Ki]]ing 5omeone Must Never Sleep Near Running Water
Must Never [Fail to Protect a \Woman Must Never [~ at Dog Meat

Must Never Carr3 a Weapon Must Alwags Weara T orc

Must Never Sleep Indoors Must Sing to the [ull Moon

Must [gnore Strangcrs Until Thcy Touch F{im Must Never F[ag rlurle\zj

Fcnaltics for Brcaking Major (Geasa Fcnaltics for Brcaking Minor Geasa
Gain the Dishonorccl Hinc:lranchancl... Gain the Dishonorccl Hindrance and...

T erminal I”ness Temporary Reduction of Bennies

Debilitating Disease Disgusting Rash or Sores (-2 Charisma)

Bcgin Fach 5ession without bermies Temporary ~1 Fcna]tg to All T rait Rolls
Disfigured or Maimed (-2 Charisma) Any Damage T aken T emporarily [ncreased by +1
Fermanent | oss of two Attribute | evels Ten1porari]3 the Favored Target of Missile U5er5
Gain the [ nemy [Hindrance (Major) Gain the [ nemy [Hindrance (Minor)

Etc E_tc.

Thc only way to avoid the full Penaltﬂ for a broken geas is to undertake and complctc a great qucst that earns
the intervention of a cleitg. Natura”g, doing so will also eliminate the [Dishonored [Hindrance the character
acquired for brca‘dﬂg his geas. Should the geas be tota”y removed by the immortal, it must be replaccd by an
aPProPriate [Hindrance that is somehow related to the origina! restriction or the subsequent quest to eliminate

it.

Outcast (Major)

The characteris known to be completelﬂ lackirxg in honor, character, and worth; therefore he will be shunned by
all who know of his rePutation [Te has been ogicia”fj banished bg his kinsmen and will be driven away or slain
should he try to return. He suffers a -+ Penaltg to his (Charisma when c{ealing with any Celt who knows of his
status, and he is fair game for abuse or even l<i”ing bg his fellow (Gaels because he has no [Honor FPrice! Tl’]e
01119 way to remove this [Hindrance is through an epic quest and the expenc{iture of an Advance.

V” New Fowcrs

Body of Oak
Ranl(: Novice

FPower Points: 1
Rangc: T ouch
Duration: T he next combat

TraPPings: B!ue sgmbols of power Paintecl with woad cover the target’s bocl&




rotection against Phgsical harm. T his requircs a fifteen- minute ritual a

cover the recipient‘s bodg, and the casting of this spe”. Ohn a successful \Spe”casting roll,

+1 armor for the duration of the next combat; +2 if a raise is achieved. T his




V”l Thc Othcrworld

Existing sidc~bg~sidc with the mundane world is the Ot]ﬁcrworld, a Para”cl universe filled with magjc and wonder.
|t is where men go when tl'leg dream and after theg die; it is also where some of the [Tomorians retreated after
their loss to the T uatha De Danann and where the Dananns fled after their final defeat bg the sons of Mil at
the battle of Tailte. ]t is the home of gods, demons, l’lCFOﬁS, and mgsteries. The Otlﬁerwor[cl can be reached
most rcadily by dying or drcaming and entering sPirituang, but it is Possiblc to enter Physica”g from the normal
world througl’l various Por‘ta|5 and gateways, many of which are found within Sidhe mounds. |t is also said that

one can reach the Othcrwor|c{ 133 sailing into the western sunset.

The Otherworld is notjust a “IHeaven” or “Happg Hunting (Ground” as some be|ieve, and Tirna Nog is but
one location within this P|acc. There are others that are altogcther unplcasant, such as Anwnn, | and of the
Dishonorable Dead, and these areJ’ust as lil(eb to be discovered as the more Pleasant realms. A character who

Journcgs sp’ritua”g to the Othcrworlcl, either through death or dreams, cannot cxpcricncc permanent death

there: the slain rise whole and unwounded at dawn the Fo”owing clag. A character visiting the Otherworld with
his Piﬁysica| self can be slair\; should this happen, he will never be able to return to the mundane world!

Time moves very digcrentlg in the Otherworld, and a mortal visitor who stays but three niglﬁts may find himself

gOﬂC From homc ]COI‘ FiVC 3car5 W]’]Cﬂ 1’76 returns.




V”] Ncw Crcaturcs

Bargcst
Bargests or Cu Sidhe (Fairg AOgs) are l’xuge, black AOgs believed to have come from the Otherworld. |tis said

that anyone who sces a Bargcst is destined to die soon. | hese beasts hunt the wilds of |reland and the

Otherworlcl.

Attributes: Agilitg ds, Smarts d6(A), SPirit ds, Strength dio, \/igor ds

Ski"s: Guts ds, Fighting ds, [ntimidation d8, Notice dé

Pace: 10; Farrg: 6; Toughncss: 7

T reasure: None.

Special Abilities
o Bite: Str+2.
e (urse: | he first time the characters see an individual bargcst thcg must make a SPirit roll at =2 or suffer
acurse. | hose who fail lose all their bennies and cannot earn any more for the remainder of the session. [f
a character has no bennies left when he sees the bargcst} he suffers a -2 Pcna!t\lj to all trait rolls for the rest
of the session instead.
e (Go for the T hroat: Bargests instinctiveb go for an opponent’s soft spots. \With a raise on its attack roll,
it hits the target’s most wcaklﬂ armored location.
. ]:Ieeb]:ootecl: Bargests roll d10s instead of dés when running.
o Size +1: Bargcsts average 7’ in Icngth and stand as much as 4’ high.

Cait Sith

T heir name means “gairy cat” and these creatures arcjust that, hugc cats-—casilg the size of wolfhounds—

covered in shaggﬂ, fur-like bristles. Tl’xeg are almost solid black but have distinctive white marl(ings on their
chests, and their backs arch threateninglg when encountered. Likc Bargucsts, thcy are said to come from the
Otherworlcl. Some believe that these cats are actua”g witches wearing another )Corm, while others suggest theﬂ
are Oﬂ[\lj horrific animals with magical powers. Regarc”css} Cait Sith are a[ways evil, and their appearance is a
portent of doom. |n combat, the beast can strike much like any big cat, but it much Prelcers to use its magica[

abilities first, weakcning its opponents before attempting to melee with them.

Attributes: Agi!it9 dio, Smarts d8(A), Spirit dio, Strengtlﬂ ds, \/igor ds
5‘4"5: Fighting di1o, Guts dio, Notice d8
Pace: 8; Farrg: 6; Toughncss: 8
Spccia| Abilities
o Bite or Claw: Str+2.
° lmProvccl Frcnzy: Cait Sith may make two Fightiﬂg attacks each action at no Pcna[tﬂ

° Dcmoralizing Crg: The Cait Sith can emit a terri{ying cry that acts like the [Tear(0) monstrous power to
all within earshot. AH who hear this horrific sound must make a (Guts check; Wild Cards who fail the roll
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must consult the Fright Table, and Extras are Panicked. Those who resist the cry cannot be further
affected bg it for 24 hours.

e Pounce: (ait Sith often pounce on their prey to best bring their mass and claws to bear. [t can !eaP idé”
to gain +4 to its attack and damage. ]ts Farry is reduced bg -2 until its next action when Performing the

mancuver, l"IOWCVCIT

Fir bo|g

The “Men of the Bag” came to |reland many centuries ago, Perhaps from Northern (Greece. Tl’leg initia”y
Fought against the Fomorians, who had arrived in |reland Iong before them, but thcg 1atcrjoined forces with the
sea demons in an effort to defeat the Tribes of Danu, Power‘Fu! invaders from the Otherworlcl. SUCl’I was the
taint of the sea demons and so great was the [Fir Bolgs’ loss of honor that theg began to worship Arawn, | ord
of Anwnn. After their defeat bg the Dananns, the [7ir Bo]gs should have been destined for annihilation, but
their dark gocl grantecl them a terrible form of immorta!itﬂ——“Men of the Bag” would forever walk the earth as
ﬂcsh~eatixwg undead, terrible monsters consumed bg their hatred of all Iiving things. [ir Bolgs’ eyes alwags burn
with green witc!%light, and theg retain the terrible cunning and skills theg Possessecl in life. |f slain through
mundane means, a | ir Bolg will “reincarnate” into a ncarbg corpse within a dé days. The orx|3 way to end this
vile cgc!e is to kill the creature with a blow that utter!g clestrogs its head. [Fir Bo|g are rare and tend to “haunt”
dark, desolate Placcs, such as ancient ruins and dismal swamps. A Fir Bolg encounter will usua”y be with a
“hunting party” of warriors; For’cunately, their Necromancers tend to be solitar9 creatures who surround

themselves onlg with mindless undead slaves!

Fir Bo|g Necromancer (WC)

Attributes: Agility d6, Smarts di2+2, Spirit d10, Strength d10, Vigordio

Slci"s: Fighting ds, Ghuts di 2, |ntimidation d1 2, Knowleclge (oceult) di2+2, Notice d10, SPe”casting diz
Pace: 6; Farrg: 6; Toughncss: 9; Power Points: 50

Gear: Magica] items—torcs, rings, staves, etc.

Trcasurc: Vast [Haul in Iair; 100% chance of carrging a magic item and 50% chance of carrging a second!

Special Abilities
e Reincarnation: A [ir Bolg “slain” in combat will reincarnate (with all of its skills, memories, and other foul
traits intact) in a nearbg host cadaver within a dé dags} unless the monster was killed by a blow that
clestrogecl its head!
° 5PCII5= Zombic and seven other spe”s of the GM’S choosing, except }”!ea[ing and Greatcr }”!ea[ing.
o f:car: A” who encounter the I:ir Bolg must make a Fcar check at-2!
° Unc]cacl: +2 Tougl’mess; +2 to recover from being 51’18‘(61’1; Ca”ecl Shots do no extra damage to such
creatures; arrows, bu”ets, and other Piercing attacks do ha[]gdamagc
° Zombic: SPe”caster Fir Bolg are necromancers first and foremost. The mundane undead tlﬂeg raise
through the zombie sPe” are Pcrmanent S0 theﬂ are usua”g surrounded }39 4d10 skeletons or zombies as

theg choose. Some [Tir Bolg necromancers have entire armies of the undead at their disposal.

Fir Bo|g Warrior
Attributes: Agi!it9 d8, Smarts dio, Spirit dio, Strength di2, \/igor di2
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Slci"s: Fighting dio, Shooting ds, Guts di 2, |ntimidation d 10, Tracking ds, Notice d8, Stealth dio
Pace: ¢; Farrg: 8; Toughncss: io
Gear: Be”g SPear (+3) or Long Sword (+3) and Medium Shield; these warriors tend to collect magical
weapons, Particu[ar]9 spears, swords, and shields
T reasure: Somc in lair; 50% chance of carrying a magic weapon.
Spccial Abilities
e Reincarnation: A [Tir Bolg “slain” in combat will reincarnate (with all of its s‘<i”s, memories, and other foul
traits intact) in a nearbg host cadaver within a dé clags, unless the monster was killed bg a blow that
destroged its head!
e Fear: All who encounterthe [Tir Bolg must make a [“ear check at -2!
° Undcad: +2 Toug}mess; +2 to recover from being Shakeng Ca”ed Shots do no extra damage to such
creatures; arrows, bu”ets, and other Piercing attacks do ha[]gdamagc
Fomorians
T hese dreadful sea demons Predate the (Gaels in |reland bg at least ten centuries centuries. Once tl’leg were
the lords of ]relanc{, but many wars have driven the [Fomorians to hide themselves in remote and desolate regions
of the country. Theg remain clangerous and imPIacable foes when encountered, and their sorcerers are
Icgcndarg for their ability to cast PowerFul sPe”s. Fomorians are monstrous humanoids with one central eye, one
arm, one Icg, and the head of a black ram; their bodies are covered in black, shing skin and their mouths are full of
sharP teeth. Theg love to Fight and usua”g carry several weapons, one of which is often magical. Not
surprising!y, theﬂ also cn—joy a bit of manflesh from time to time. | hese demons are inhcrently magical; therefore,

those who learn to cast sPe”s begin with 20 Power Foints.

Fomorian Witch
Attributcs: oilit dé,Smarts d8,5 irit AB,Stren th d10, Vigordio
Y p ) 2
Ski"s: Fighting dé, Guts d8, |ntimidation d8, Notice da, Spc”casting dio, Know!cc{gc: Arcanadio
Pace: ¢; Farry: 6; Toughncss: 9
Hindrances: —
E_c] es: Wizard, Soul Drain, Arcane Packground: Witchcraft
g g
Fowcrs: B!ast, Bolt, r:car, Greater Healing, Zombie, Shapc Changc, Stun, Environmcnta[ Frotection
reasure: Home in lair; 50% chance or carrying a magic artiract.
T Someinl hance of carrying a magic artif
ear: | ong swor ‘tr+§ , battle axe Str+2 , short spear Str+2 , war ammcr( Str+2 , da cr( Str+ |
Gear: |_ong sword (Str+3), battle axe (Str+2), short spear (Str+2), warh Str+2), dagger (Str+1)
SPccial Abilities:
e [“ear: —2: Anyone seeing a | omorian must make a (Juts roll at -2.
Fear:—2: Any gal ke 2 Guts roll
. . Fomorians are pretty hideous and incur a -2 penalty to arisma.
Usly: T pretty hid d penalty to Ch
. LeaP: [Tomorians can Ieap 122 with a single bound.
. Fowcr Foints: Fomorian s ellcasters begin with 10 additional Fowcr Foints.
p g
e (Jne | _ye: -2 to all trait rolls involving depth perception, such as rowing.
One Fy ltrait rolls involving depth percep has T hrowing
e Trouble Staﬂding: |f a Tomorian is knocked prone it must make an /A\gility roll to stand up. On a
success, it regains its Footing but cannot act this round. With a raise, it may stand and take actions as

norma!‘
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Fomorian Warrior
Attributes: Agility d6, Smarts dé, Spirit d8, Strength d12, Vigordio
Ski"s: Fighting dio, Guts d8, |ntimidation d10, Notice dé, Throwing ds
Pace: ¢; Farry: 8; Toughncss: io
Hindrances: —
E_c]gcs: Block, Combat Reflexes, I:renzg, Sweep, Brawng
T reasure: Some in lain 50% chance of carrying a magic weapon.
Gcarz Long sword (5tr+§>, battle axe (5tr+2), short spear (StrJrZ), warhammer (Str+2>, clagger (5tr+ | )
SPccial Abilities:
o Fear —2: An}jonc seeing a [Tomorian must make a GGuts roll at —2.
o Uglgz [Tomorians are pretty hideous and incura -2 Pena[tﬂ to Charisma.
. Lcap: r:omoriaﬂs can IcaP 127 with a single bound.
e One Ege: -2 to all trait rolls invo|ving deptl’x Perception, such as Throwing.
e Trouble Staﬂding: |f a Tomorian is knocked prone it must make an /A\gility roll to stand up. On a
success, it regains its Footing but cannot act this round. With a raise, it may stand and take actions as

normal.

o Size +2

Tuatl-la Dc Danann

T!’]e Tuatha De Danann, descendants of the goclcless Danu, invaded ]relancl after the I:omorians and ]:irbo|g
but long before the arrival of the Gaels. Thcg are a race of magicaly c{cmigod heroes who wagec{ war against
those other peoples and defeated both in many battles. Lecl bg Danu’s son Dagcla, the Dananns were the
masters of |reland until defeated by the Milesians, ancestors of the (Gaels.

The T uatha De Danann are skilled in art, science, poetry, and magic. Theg origina”3 came from four cities in
the Otherworld—[Talias, GGorias, [Finias and Murias—where thcy had learned all of their skills from four Druids,
one from each of those four cities: Morfesa from Fa!ias, I sras from (Gorias, Semias from Murias and (iscias
from [Tindias. Just Prior to invac]ing Jreland, those mystica[ mentors also ghcted the Dananns with four magical

treasures or talismans

A)thr the Mi[csians defeated the Danarms, many of the survivors retreated to 7_/r na /\/og, the Land of Youth
found in the Otherworld, but some continue to live in Jreland. T hose who remain use magic to hide their Pa[aces
beneath largc hills or mounds. Their homes are commonlg called sidhe (shcc); thcrelcore, the Tuatha Dé

Danann are sometimes called the aes 5/0%6, which translates as the “People of the sidhe.”

|n the Otherworld, the T uatha [De Danann remain young and seeminglg immortal, at least in the sense that t!ﬂeg
can live a very Iong life and remain young, but thcy can be SIaiﬂ,JUSt like any mortal. Dcspite the ac{vaﬂtagcs of
their race and their abilitg to remain }chond the reach of most men, the [Dannans still visit with men, sometimes

aic{ing them and other times seeking their destruction. Occasiona”g, a Danann will even seek marriage with a




mortall [tis also said that the Aes Sidhe will sometimes exchange one of their own children for a human child—a

secret Fostcragc arrangcd for purposes only the Othcrworlc{crs unc{crstand; these cxchangcd Danaans a!wags

grow up to become great heroes or terrible villains.

At present, the T uatha De Danann are sP[it into two groups—thc Scclie and the UHscclic-—sccming]g on the
basis of Ieaclership. \While all have fair comP|exions, the former have [ight hair and eyes, while the latter have dark
hair and eyes. |n like manner, the Seelic always wear white armor and c]othirxg, while the Unseelie wear black.
F!’]ilosophica”g, the two groups seem very similar, but theﬂ trulg clespise one another and will Figl’)t at a moment’s

notice. r:alias and [Finias are now in the hands of the Scc]ic; (Gorias and Murias are held by the Urxscelic
Regarc”ess of which faction tl—leg claim, all Aes Sidhe are high!g skilled in their application of warfare and magjic.

Aes Sic”-lc Warrior  WQO)
Aes Sicnﬁe warriors are the defenders of the entrances to the Otherworlc[ and the vanguarcl of the Tuatlﬂa De
Dananns’ armies. T!ﬂé\lj wear black or white clothing, dcpcnc{ing upon their natures, and ride similarl9 colored

horses. Theg are both fearsome combatants and competent mages.

Attributes: Agility di10, Smarts d8, Spirit d10, Strength di10, Vigor ds
Ski"s: Fighting di12, Guts di0o, |ntimidation d3, Knowlcc{gc (Battlc) ds, Fcrsuasion ds, Notice ds, Kiding
di 2, Taunt di o, Know[cdgc: Arcaﬂa d8, Spcﬂcastiﬂg ds
arisma: +4; [Cace: 6; [ arry: 12; | oughness: 8; [ ower [ oints: 20
Ch F Farry: 12; Tough Fower P
Hindrances: Eﬂémy (Scclic/(/lnscclic)
E_c]gcs: UHeartHg Beautg (+2 Charisma with all non-Sidhe), Combat Reflexes, ]mProvecl Block, ]mProvec[
Frenzg, ]mProvcc{ chcp, | _evel [Feaded, Noble, Arcane Background: Magic
owers: Omite, Armor, ape ange eroic
F Smite, Armor, Shape Change ([eroic)
Trcasurc: Worthwhilc.
Gcar: Chain Hauberk (+2), chain coif (+2), long sword (5tr+§>, lance (5tr+"r>, largc shield (+2 F), heavy war
horse with leather barcling (+1)
Special Abilities:
o | ow Light Vision
e Power Points: Aes Sidhe begin with an additional 10 Power FPoints.
Power Points: Acs Sidhe begin with an additional 10 Power P
. Age!ess
e (Glamour: [For the cost of 10 Power Points, an Aes Sidhe can create a Powchul illusion that will affect all
within range to see, touch, or hearit. The illusion remains with those affected until somehow broken! Oﬂl\lj
those who beat the Aes Sidhe’s SPe”casting roll with an oPPosec{ Smarts roll are not convinced of the
illusion’s rcalit}j. ]”usionarg creatures, Pits, etc. never cause real c{amagc; howcvcr, the c{amagc caused bg a
Pit covered real with an i”usionar3 sward of grass will be altogether too real. (Glamouris the means bg which
the Dananns hide the Porta[s to their mounds.
. Shhcting: For the cost of 10 Power Foints, an Aes Sidhe can open a Portal to the Otherworld. T he

Porta[ will be Iargc enough to Pcrmit a number of Peop[c cqua] to the creators Spirit die type to pass

through before it closes.
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% Aes Sidhe Magc WO
Aes Sidhe mages maintain the illusions that protect their people from discovery. [ ike their warrior
counterparts, mages wear black or white clotl—ling, ASPending upon their faction. Tlﬂeg are both PowerFu|
spc”castcrs and capablc Fightcrs.

Attributes: Agility d8, Smarts d12, Spirit d10, Strength ds, Vigor d8
Skills: Tighting ds, Guts di0, [ntimidation ds, Knowledge (Battle) ds, Notice ds, Riding ds, T aunt ds,
Knowleclge: Arcana di 2, SPe”casting di2
Charisma: +4; Pace: ¢; Farry: 6; Touglﬂncss: 8; Power Points: 40
Hindrances: Enemy (Seelie/(/lnsee!ie)
E_clgcs: Attractive, Wizard, Fowcr Foints (x4), Fowcr Surgc, | evel Headed, Noble, Arcane Background:
Magic
Fowcrs: Bolt, Armor, Shape Cl—lange (Heroic), Qpickness, Detect/(Conceal Arcana, Peast [Triend
Trcasurc: Worthwhi]c.
Gcarz Stag (+Z Damage), Enc!’]antecl Robes (+Z Armor)
Special Abilities:
o | ow Light Vision
e Power Points: Aes Sidhe bcgin with an additional 10 Power Foints.
. /\gclcss
e (Glamour: Forthe cost of 10 Power Foints, an Aes Sicuwe can create a Power‘?u! illusion that will affect all
within range to see, touch, or hearit. T he illusion remains with those affected until somehow broken! Onlg
those who beat the Aes Sidhe’s SPe”casting roll with an oPPosec{ Smarts roll are not convinced of the
illusion’s rcalitg. ]”usionarg creatures, Pits, etc. never cause real c{amagc; however, the c{amagc caused bg a
real Pit covered with an i”usionarg sward of grass will be a!together authentic.  (Glamour is the means bg
which the Dananns hide the portals to their mounds.
¢ Shifting: [For the cost of 10 Fower Points, an Aes Sidhe can open a portal to the Otherworld. T he

Por‘ta[ will be [arge enough to Permit a number of Peop[e equal to the creators Spirit die type to pass

through before it closes.




Jrish Names (Malc)

Abban, [rish, (A-bahn) abbot

Aiclan, Celtic, (AY-den) fire, flame { dan,
Aodhan Erﬂ%hahn}

Alilin, Gaelic, (A-lin) handsome { Alan, Allen}
Alain, Ce!tic, (ul%LA[\”"D cheer‘pul, handsome
A'an, Cc[tic, (Al;uhn) noble

Alan, Gaelic, (Al ~uhn) handsome, cheerful
{Allen}

Angus, Celtic, (AN~gus) chosen one, unique
strength

Aoc”-r, Celtic, (F 1) fire {Hugh, [Fal

Arlan, Celtic, pledge

Arthur, Celtic, (AR-ther) noble

Avrtur, Celtic, noble, bear man

Baira, (aclic, poet {Bard}

Baircl, |rish, ballad singer {Ba, Bard, Barr}
Bairrfhionn, Celtic, (BAR-fin) goo& marksman
{Barry}

Banning, Gaelic, (BAH N~ning> blond child
Barra, Cc]tic, good marksman {Bearach BAH K-
akh, Bearchah, Barrg}

Barry, Celtic, good marksman

Bcacan, Celtic, (BEE~kaun) small {Becan}
Bcagan, Gaclic, (BEE*SCV‘) small one
Bcvan, Ccltic, (Biwan) 3outhxcul warrior
Blainc, Gaelic, (BLAYN) thin, lean

Blair, Gaelic, child of the fields

Bowie, Gaclic, (BOH-ce or BOO-ee) 3e”ow~
haired {Pow, Powen, Boyd}

Bram, Gaelic, (BRAHM) raven

Bran, |rish, <BKAN) raven

BrasiL Celtic, battle {Brcasal, Basil}

Brazil, Jrish, (BRAH-zl) brave, strong in conflict
Brcanainn, Cc!tic, (BREHmccn) sword
{Brendan, Breandan}

Brcnclan} Gac[ic, (BKEI\L&CH) little raven
{Bran, Bram, Brennan, Broin bree-AFIN]}
Brct, Celtic, from Brittang

Brett, Celtic, from Prittany (Britt)

Br‘ian, Ce[tic, (BR]GT”Lan) the strong {Brant,

Byron, Bryon]

Brice, Celtic, BRIGHS) quicl@moving

Borieg, C cltic, (BRE F.(3) estimable

Brody, Irish, man from the muddy place

Bryant, Celtic, (BR]GH~ant) strong
Cacdmon, Celtic, (KAYD~man) wise warrior
Cailan, Gaelic, (C AL -lahn) child

Cailcan} Gaelic, (C AL -lan) child

Cairbrc, Celtic, (CAHR-bruh) charioteer
{Carbry}

Callaghan, |rish, (K AL ~uh-khahn) [rish saint
{Ceallach K| | ~uh-khahn}

Callough, Irish, (K AL -uh) bald {Calvagh,
Calbhach K AHI ~ahkh}

Calum, (eltic, dove {Malcolm}

Camcron, (eltic, crooked nose {(Camero,
Camey)

Campbc“, ]rish, (KAM—ECD crooked mouth {Cam,
Camp)

Caoiml‘lgl-lin} Celtic, KWTFEE ~ven) kind, gentle
{Kevin, K evan}

Cao|an, |rish, (KWEEJaHn) slender {Kealan,
K elan}

Carclcn} Cc]tic, (KAHK{{W\) from the black
fortress

Carlin, Gaelic, (K AR-in) little cl’lamPion
Carncy, (Celtic, warrior {Kamcy, Keamegl Car}
Carro", Gaelic, champion {Carleg, (Carolus}
Cascgy Ccltic, (KAY~566) brave

Cassic]y, Gaelic, (C AS-i-dee) clever

Cathal, Celtic, (K A-hal) battle-mighty {Cahal
K A-hal}

Cathaoir, Celtic, ([CA-heer) warrior {C athair
K A-heer}

Cavan, Gaelic, (KA~ven) handsome

Cedric, Celtic, chieftan

Chac‘, (eltic, defender

Cian, |rish, (KEEN) ancient {Cein, Kian, Kean,
Cain}

Cianan, Jrish, (K I ~nahn) dim. of Cian {Kienan,

)
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K enan}

Ciarrai, [rish, (K H-ehrree) Countg Kerry
Ci"ian, ]rislﬂ, (KEE~3an) war or strife {Kea“aclﬁ,
Killian}

Cinncidc, |rish, (klh~NEH~JUh> helmeted head
{Kennedfj}

Cody, Irish, (KOl-dee) helpful

Coinncach, Celtic, (KON@OH—O handsome
{Kcnneth}

Colin, (Celtic, cub, whelp {Coilean KOK Hen,
Coilin}

Co"a, |rish, ancient |rish name

Colm, Jrish, dove {Colum, Columba, Colman}
Coman, ]rish (KOH~mahn> bent

Comhghan, Jrish, (KOT“Lgal—m or (C(-en) twin
{Cowan}

Cona", Celtic, high, migl—]tg {Connell}

Conan, Ce]tic} (KOHman) inte”igent

Conary, Jrish, (KOHmenec) ancient name
{Conaire}

Concl‘lobhar} |rish, (KON~i<ho~var> high will
{Conor, Connor, Conng, Cornelius}

Condon, Ce]tic, (KON~duﬂ> dark-haired wise
Conn, Ce]tic, reason, inte”igence {Cuinn K\/\/]N}
Connc", Cc!tic, high and mighty

Connlaoi, Jrish, (K OHN-lee) chaste, fire
{Conley, Conleth}

Conroy, Celtic, wise man {Corm}

Conwag, Gac]ic, hound of the Plain

Corcg, Gaclic, (KOH R-ee) raven

Corcy, |rish, from the hollow {Con, Coreg}
Cormac} |rish, charioteer

Craig, Celtic, crag dweller

Cu"an, Gac]ic, handsome one {Cu”in, Cullg}
Cu"cn, Celtic, (Ku | ~en) young animal, handsome
Cumhea, [rish, (kuhm-Z ) hound of the plains
{Cooeg, Coveg}

Curran, Gac[ic, hero {Curr, Cume}j}

Cu (ladh, Jrish, (koo-(I[_[ ~uh) hound of (lster
(Cooley, Cullo}

<

Daire, |rish, (DT [H-ruh) old |rish name {Darg,
Darragh}

Daithi, |rish, (D AlH-hee) swiftness, nimbleness
(Dahy)

Da"as} Gaclic, wise {Da”}

Darag, Gae!ic, dark {D‘araﬂ, Dar, Darce}
Darbg, Gaelic, free man

Darren, Gae!ic, great {Daron}

Dcclan, |rish, |rish saint name {Deaglan DEK~
lan}

Delano, Gaelic, (deh-]_AlT-no) healthy black man
DcmPscg, Gaelic, (DEM~56) Proud

Dermot, ]rish, free man {Dermot}

Dcrry, |rish, red-haired

Dcsmonc], ]rish, clan name, from Soutl’l Munster
Devin, Celtic, poet {Devl

Devlin, GGaelic, brave or fierce

Diarmaid, Gaelic, (UF FR-mid) free man
{Dermot, Dcrmoc{}

Dillon, (Gaelic, faithful

Dom|’ma|, Celtic, (DAW-U”) dark or brown
{Donald}

Donahuc} Gac]ic} dark warrior

Donal, Celtic, (DON~3D worlcl, mightg
{Domhnall, Donall, Donald}

Dona|c1} Céltic, Prouc{ chief

Donalc‘, Ce!tic, dark or brown {Donnee}
Dona|d, Ccltic, world ruler {Donal, Doughal}
Donat, Celtic, world ruler

Donnan, ]rish, (DUNﬂhn) brown
Donnchaclh, Ce!tic, (DUN~UH~H1UH) strong
warrior {Donogh, Donaghy}

Donncl‘lac“-l, Gaelic, (DON-ah-choo) Gaclic,
dark-skinned warrior {{Duncan}

Donnc"g, (eltic, brave, dark man

Donovan, (eltic, dark warrior

Douga|, |rish, dark stranger {Douglas DOQO-ah|,
Dubhghall DOO-gal}

DougaH} Céltic, (DOO~ga]d> dark stranger
Doylc, Celtic, dark stranger {Doy}

Duane, Celtic, song {Dewain, Dwayne}

-~
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Dubhan, |rish, (DUH~ven, DUH~wen) black
{Dowan}

Duer, Celtic, heroic

Duff, Celtic, dark-faced, black-faced

Dugha", Celtic, (DOO-U”) dark stranger
Dughlas, Ce!tic, (DOOG~!355) dark stranger
(Douglas}

Duncan, Gaelic, dark warrior

Dunl‘lam, Celtic, dark man, black man

Ea, Celtic, (F1) fire {Hugh}

[ .arnan, |rish, knowing, exPcriencec{

[ dan, Celtic, flame, ﬁcrﬂ

E_g,an, Ce!tic, (EE~gan) ardent {Ao&lﬂagan FH-
uh~gahn, Egor\}

E_imhin, Jrish, (7 -veen) swift, active {I" vin}

F nan, [rish, |rish saint name {[”_anan [~ [H-nahn}
E_oghann, Celtic, (YOE~wun) 3outlﬂ {Ewan}
F oin Baiste, |rish, (O 1-en BAMHSH-chuh)
John the Baptist

E rin, Gaelic, peace

E van, |rish, young warrior {Fwan, v}

E_vcng, Jrish, name used in Derrg Countg
{Aibhne}

E wen, (Celtic, gouth

Fao|an, |rish, (FEHJahn) wolf {Felan}

Farrc", Cc!tic, courageous {Farr, f:carghal
FAHR-gahl

Fcarchar, Gac]ic, (F'F R-a-char) super~dear one
{Farquhar}

Fcarghus, Celtic, (FAFR-gus) supcnchoicc
{]:ergus}

Fcarghus, Gaelic, (FER-ra-ghuss) strong man
(Fergus)

Fcrgus, Gae!ic, strong

Fiacl‘lora} Jrish, (FT° I ~uh-khruh) Jrish saint name
(Feary)

Finghin, [rish, (F]ij) fair birth {Fineen, [Finnin}
Finlay, Gaelic, [ittle, fair-haired soldier/hero
{Findlay, Finn)

Fionan, |rish, ([7]N-ee-ahn) fair {[Tinnian, [Tionn}
Fionnbharr, [rish, (F]N-ver) fair head {[Finbar,

Barram, Bairrfhoinn}

Fionn|agl1, Gaelic, TYOONe-ee-loo) fair hero
{Finlag}

Flann, lrish, ruddy {Flainn, Floinn, Flannan}
F|5nn] (aelic, son of the red-haired man {[7lin}
Forbes, (Gaelic, prosperous, heaclstrong
Galc, |rish, strange {Gac!, Gailc}

Galcn, Gaelic, calm

Gannon, (aelic, fair comP[cctcd {Gannie}
Garbhan, Jrish, (GAHR-van) rougl—x {Garvan}
Gilchrist, |rish, servant of Christ { (il Gi”eg}
Gi|morc, Gaelic, devoted to the \/irgin Marﬂ
Gilvarrg, Jrish, servant of St. Bany {Giolla
Bohearaigh Gl - VE Roce)

Giolla Bhr’ighclc, Jrish, (Gl] ~a BREED) servant
of St. Brigid {Giilbride}

Giolla Chriost, |rish, ((GIL -a KREEST) servant
of Christ

Gio"a Dl'lc, |rish, ((G]]_~a DI H) servant of (God
{Gildeal

Glaisnc, Jrish, (Gl_AS-nee) favored name in
u1ster {Glasneﬂ}

Glcann} Gaelic, va”cg {Glen, Glendon}

Glcn, Ce[tic, va”eg {Glgn, Glenn}

Gofraic“-l, ]rish (GO'-FI‘CC—-\lj) GOC{’s peace
(Godfrey, Gorry)

Gorc]an, Gaelic, hero {(Gordain}

Gow, Gac]ic} smith

Gracly, (aelic, noble, illustrious {Gracleg}
Guy, Ccltic, sensible

Hogan, Gaelic, 5outh

Hurlcg, Gaclic, sea tide {Hurlee}

Jarfhlaith, |rish, (Y AR-lath) |rish saint name
{Jar[ath}

]nnis} (eltic, from the island

lrving, (aelic, handsome {~ arvin}

Justin} Jrish, noble)udge

Kanc, Gaelic, tribute {Kagne, K aine}
Kcarncg, (eltic, warrior {Camey}

chfc, Gac]ic} cherished

chgan, Gaelic, little and Fierg one {Kegan}
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Kcir, Ce!tic, (KEEK) dark-skinned

Kciran, Celtic, dark-skinned {Ciaran}
Kcnncth, Ce!tic, handsome {K en}

Kcrn, Gaelic, little black one {K earn, K erne,
Kicran}

Kcrry, Gae!ic, son of the black one

Kcrwin, |rish, |itt|e,)et~blaci< one

K evin, Celtic, kind, gentle

Kylc, Gaclic, handsome, from the strait
Lachlann, Gaelic, (LAKH~[unn) from
Scandinavia {|_achlan}

Laughlin, Jrish, servant of St. Secundinus {Lantg}
Lcachlainn, |rish, (1 K H-leh) servant of St.
Secundinus {[_aughlin, | anty}

Lcslic, (aelic, from the gray fortress {Les|eg}
Loc|'||ain, Jrish, (LOKH~|an) home of Norsemen
{|_akeland, | ochlann, Laughlin}

Logan, Gaclic, from the hollow

Loman, ]rish, (LO~man> bare

Maeleachlainn, Jrish, (MA] ~uh-khlin) servant of
St. Secundinus {Malachy, Milo, Miles}
Mahon, ]rish, bear

Malco|m, (eltic, servant of St. Columbia
Mannix, [rish, monk {Mainchin MAN-e-kheen}
Maolruac”-ran, |rish, (mal~KOO-ahn> servant of
St Ruac{han {Mclronc}

Melvin, Celtic, chief {Mal, Malvin, Melvgn}
Morgan, (eltic, sea warrior {Morgun}

Morven, Ce!tic, mariner { Morvin}
Muircadhach, |rish, (MUR~6~H16U1) sea lord
{Murry}

Munclg, ]rish, from Reamonn

Murchadh, |rish, (M(_IR-kha, MO OR-uh-choo)
sea-warrior {Murrough, Murdo, Morgan}
Murray, Cc!tic, sea-man

Naomhan, |rish, (NAU~ahn) holg {Nevan}]
Ncaly Celtic, champion {Neale, Ncalson}
Neasan, ]rish, (NESH~al—m> |rish saint name
{Nessan}

Neil, Celtic, champion {Neal, Niall}

Nevan, ]rish, holg

Nevin, Gae!ic, worshiPPer of the saints {Nevins}
Niall, Celtic, (NI -al) champions {Neal, Neil,
Nei”, Niallan}

Niece, Celtic, (NI_E.5) choice { Aonghus,
Neese}

Niels, Celtic, champion {Niel}

Niles, Celtic, son of Neil {Nils}

Nils, Celtic, champion

No|an, Gaclic, famous or noble {Noland}

Nglc, Celtic, champion

Oc”-lran, [rish, (O -rahn) Pale green {Oran,
Odran}

Oscar, (eltic, warrior

Oskcr} Celtic, warrior {(Oskar}

Oszl(ar, Celtic, (O S5-ker) warrior

Owcn} Ccltic, lamb {IF wen, [ oin}

Owncg, ]rish, old |rish name {Oneg}

Quiglcy, |rish, distaff or one with messy hair
Qui"an] Jrish, (KWIL -lubn) imPulsive, confident
Qui"an, Jrish, cub

Quinlan, Gaelic/|rish, wc”~shapcc{, grace?ul
Quinn, Ce!tic/Gaelic, one who is inte”igent and
Quinn, Jrish, surname used as a first name
Roibhilin, [rish, (RO -ve-lin) old |rish name
{Revelin}

Koibin, Jrish, (ROH-bin) diminuitive of Roibeard
{Robin}

Ronan, Jrish, (ROH-nahn) old Jrish name
Ronan, |rish, seal {Ronat, Renan}

Kgan, Gae!ic, (R]G}‘lﬂhn) little king, strong
5cu"3, Celtic} (SCUL;ICC) town crier
Seafra, [rish, (SH [ -a-fra) God's peace
{5!’168!‘3, Geogreg, Seafried)
Searbhreathach, Jrish, (9 AR-vra-huhkh) noble

_J’udge {Justin}

SIainc, Gaclic, (5LON~5a)

Slevin, (Gaelic, mountaineer

Tangug, (eltic, warrior

Tcaguc, |rish, poet, Philosophcr

Tiarnach, Jrish, (T . F_AR-nakh) |ord13 {Tiemeg,
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Ui|cog, ]rish, <UHL~1ig) resolute Protector
{Uilleam, (Jlick}
Vaughn} Celtic} small

Wgnnc} Celtic} whitc, fair




