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What |s T his?

Mgtiﬁic Jreland is a Fan’casg setting for the Deluxe [ unnels and T rolls rolcpiaging game. [tis
a grittier, humancentric world that might have existed several centuries before the start of
[rish i'iistorg. T his work draws iﬂeavilg from many sources—textbooks, sci'iolariy articles,
mgthoiogg, historical accounts, Fan’casg fiction, historical fiction, my numerous visits to Jreland,
and still others. Muci*i herein reflects simPliicication to promote understanding, anci, Franuy,
some of it | fabricated in the absence of any’cl—iing concrete. | hat said, Plcasc do not look for

historical (or linguistic) accuracy.

Somc migi‘:t wonder wi‘:g ] have written virtua”y nothing about the (/Hster Cycie, the Fenian
Cgcie, and the wondrous characters in those stories. Mg goai is not to recreate those tales
and PcoPie your games with heroes greater than your Plagers’ characters. lnsteaci, my aim is
to Provicie you with a fun setting that is rich in culture and mgthologg, one in which you can
create your own heroic tales. ]Fgou want Quccn Mccib to rule Connacl—i’ca from her throne at
Cruaci‘:an, make it so. licgou want to throw your characters into the middle of the events of
the T ain Bc’) Cdailnge, have at it. Just make sure tiﬁcy have oPPortunitics to make names for
themselves and avoid bcing overshadowed i}g your NFC heroes’ deeds.

Fina”g, Picasc understand that | am not |rish, nor do not sPcak the [rish ianguage——] am an
American with an aPPreciation for |reland, her Pcoplc, and her mgtl—ioiogg. | have done my
best to give you names, titles, and terms in both Engiisl—i and [rish (old or modern) where
Possibic. ]Fgou are ]risi*i and take umbrage with angthing ] have written, Plcasc let me know. ]

am alwags wi”ing to learn, and angtiﬂinggou can teach me is genuinclg aPPrcciatcci.
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Setti ng, Rules

You get to decide hcgou want to use none, some, or all of these additional rules. This is your

game, and you should Plag it the way you wish. [Have fun!

Charactcr Gcncration
The Fo”owing c]ﬁanges to c]ﬁaractergencration are included to better reflect the Myt]ﬁic
]reland setting.

Rolling Attributes

Hager characters are spcciai—’cl—]c stuff of heroes—so roll each of their attributes in order
using 4+dé6 but kecping on]y the highcst three dice rolled. TARO onlg occurs if triP!es are
rolled on the three highest dice. Mythic ]reland is umcorgiving, and inePt characters may not

have a prayer, so feel free to throw away any cl—marac’ceryou do not like and start rolling again.

New Attributes

(ael (Jrish) Piager characters have two additional attributes: (Cli and Social Status
(SOO). The first bcgins at avalue of 0, and the second is determined by their character
tgpe and a roll of 5&6 on the table below. A!temativelg, a GM can assign the charactera

Social Status that better fits the P‘ayer’s conception. See Jrish Social Status and Vealth
starting on page 5

Starting Character Social Status Tablc

3dé Roll

Warrior

Rogue

Druid or Fili

Witch

2-6

|

(@]

I

(@]

7-13

2

I

2

I

14-18

5

2

5

2

Cla (CLOO)

A characters C]ﬁarisma score reprcsents their Pcrsonal attractiveness and force of

Pcrsonalitg, butin Mgt]ﬁic ]re!ancl, a character’s rcPutation and honorgreatlg impact how

thcg are viewed bg those who know of their conduct. ]n Fact, rePutation is often much more

imPortant than how cl—marming or pretty ’cl—mcg are. |n Mgt]ﬁic lre!and rcPutation is reflected bg a

Point value referred to as (/.




A Gaelis cxPcctcd to demonstrate the six Pi”ars of character: courage, honcstg, honor,

hosPitalitg,justice, and !oga]tg‘ Behaviors that demonstrate great dedication to one or more

of these six Pi”ars might imProve their Clu score. Similarly, conduct that reveals poor
character and a lack of honor can decrease the characters Clu Howevcr, Clu is onlg gained
orlost for conduct known to others. 4% murder committed in secret and without witnesses, for

example, does not decrease a character's (.
P

(Clainfluences a character’s interactions with their community and can changc their s’canding

init. The Fo”owing table delineates the effects of gaining or ]osing Cld:

Eﬁccts of C]u

(j& Tota‘ Kcsu]t
(Characteris an Outcast. Double the diﬂcicuitg of al CHA SKs

with those who know their rePu’ca’cion.
Character is D/:SAO/‘IOF@C/. A” CHA SKS with those who know their

rePutation are of one level greater cligicultg‘

Cla<=-10

Cla<o

CI (Characteris of reasonable rcPutation and honor but receives no
a=0~9

bonuses or Pcna]ties to social activitg‘

Character has established an honorable rePutation; their CHA
SR s with those in their community and others who know their

rePu’ca’cion receive a +3 bonus. | reat this like the bonus Providcd bg a
Ta]cnt based upon CHA

Character is high!g resPectecl, and their chieftain rewards them with
greater wealth and increased status. Tl—mcg gain +1 SOC and their
CHA SKS with those who know their rePutation increases to +5.

Character is revered for their virtues and service, and their chieftain or

king again enhances their status within the community. T]ﬁeg receive

another +1 to SO, and their (A SR bonus with those who

know their rePutation increases to +7.

Character comes to the attention of a gocl who ghcts them for their
virtues. T]ﬁeg receive another +1 to SO, but onlg if tlﬁeg can
establish themself as an Arcl KiorKi Ruirech. Their CHA SK
bonus with those who know their rePutation increases to +9. Fina”g,

the gocl bestows upon the charactera magica! abilitg (see bclow).




Should a character's (lu value fall to 0 or lower, tlﬁeg are considered [Dishonoreduntil their
C!lﬁ is restored to a value greater than o, and their honor Price is halved while in this state. l]C
their C!u score falls to -10 or ]owcr, their commur\itg and all others who know of their deeds
deem them an Outcast |n this case, their Social Status falls to o, t]ﬂeg are strippcd of lands
and Privileges, and theg no !ongcr have an [Honor Fricc. Thc Gac]s tend to believe that a
trulg despicable person is unlike]y to char\ge their ways; thermcorc, an Outcast can onlg
c]ﬁange their status with (GM Pcrmission, the expcnditure of 1,000 Adventure Foints, and a

signiFicant qucst successFu”g complctcd on behalf of their communitg.

T]’xings to Remember About (lu:

e (lucannotbe increased bg spcncling Adventure Points.

o (uis on]g modified for deeds that become wide!g known. Secret murders and
unwitnessed acts of heroism do not moclhcg how a characteris Pcrccivcd.
A characters (_luis modified onig once per adventure, usua”g at its conclusion and
after word of their deeds has had time to travel.
A character who reaches a C!u score of 50 orgreatergains the attention of the gocls
themselves. Tl—mc Plagcr and GM should work out which gocl takes an interest and
what kind of sPecial ghct it Proviclcs the hero. Hcre are some examples:

) ]F the charactcrgoes skgc!acl in battle, theg automatica”y gain the benefit of
the 4 level (loak of T he Dagala sPc” (see page 27). The armorgaincd is

cqua] to the character’s level.

The characteris subject to Kiastrac”‘n in combat once per dag, per the 7th level

sPe” of the same name (scc page 28).

T he characteris suPcrcl—]argecl with restorative energy and regenerates

CON at the same rate a Druicl regains W]Z

T]’me cl—laractcrgains the [ae Walk abilitg and automa’cica”g senses nearby
Portais (Wit]’]iﬂ i milc) to the Ot]ﬁerworlcl.

The character becomes cterna”g young and immune to disease.

T he character becomes a Specialist, per the DT &7 rules. The P!ager
should choose one that reflects the characters l—ligl—]cst attribute.




Samplc Cltﬁ Awards and Fenaltics

SamPlc Honorable Behaviors 5uggcstcd Reward

Act of Great ComPassion, Honesty, Justice, or [Jonor +ito+2 CL ()
Act of Gireat Courage, Wisdom, Hospitalitg, or Logaltg +ito+2 CLU
Claim the Curadmir]cor Derbhﬁn, Tribe, Kingclom, ]re]ancl +3,+5, +7 or+9 CLU
(raft a Masterwork Object (GM’s Discretion) +1to+2CL ()
Defeat a Superior Foe in Combat +1to+3 CLU
Win a Challenge of Honor Against a Superior Foe vito+2 CL(J
f:ight Skgclad +2 CLU and Ponus Reroll
Kill 1o or More [Foesina Singlc Battle +5 CLU
Significant Act on Behalf of Clan or T ribe +ito+5 ClL(J
Gain a |_esser/(Greater (Geis » CLO/+s CLU
Fili Praise (+1 per |_evel of Birch _ore T alent) +1 to+4+C|(J

5amP|c Dishonorable Behaviors SamPlc Penalties
Abuse Hospitality -1t0-3 CLOU
Brea‘( a Lesscr/ Greater Geis =5 CLU/"‘ o CLU
Break an Oath > CLU
Closely Related to a Dishonorable Person -1 CLU per Season
Cowardice 2to-5 CL(J
Disﬁgured -1d6 CHA, -1dé CLU
Dishonored Status Remains (nresolved ~1 CLU per Week
FFail to Figl’xt a Legi’cimate Blood-[Feud ~1 CLU per Week
Fail to Pay a Brehon’s Fine -1 CLU per Week
[Fail to Protect a Charge from [arm “ito-3 CL(UJ
Failure of a Signhcicant Task ~1to -% CLU
f:at or Unkempt ~1 CLU per 56850!’!
Harm or Kill an Jnnocent > CLU
Kill a Druid or [Tili =05 CLU
|ie or Cheat o3 CLU
| ose the Curadmir ~-1/2 CLU Awarded
| ose to an |nferior [Toe =5 CLU
Refuse a Request from Druid or [Fil 5 CLU
I R T — s CLU
Satirized 133 alili (Birch | ore Talent determines CLU loss) -3, ~5,~7,0r-9 CLU
T reason (Clan, Tribe, Kingdom, A“ of |reland) -10 CLU
Otl—:er Dishonorable Concluct (M Discretion




A Fi‘i (Bard) or Druid in the service of their communitg is not bound bg lrish Warriors’ views
of honor and rePutation»—theg seck neither. Tne ways of these learned folk are mysterious
and umcatnomable, and no sane Gael cna”enges the PCOP!C who kecp their historg or ensure
that their sacrifices to the gods are aPProPriatc and aPPreciated. T herefore, a true [Tili or
Druicl»—notjust a Kogue who knows a sPe” or two—is not subject to cna”enges of honor and
cannot gain or lose C]u This is not to say, howcver, that a Bard or Druicl can act with
imPunitg and tread upon the laws and mores of the (Gaels. On the contrary, their actions are
close!y scrutinized bg the Prehons; should that august group find an individual’'s conduct in

need of correction, tney will bring swift and effective Punishment.

Talcnts

]n Mgthic ]reland, a bcginning characteris Provided three starting Talents——one related to
their Social Status, one related to their character tgpc“\/\/arrior, Roguc, Wizard (Druid),
Wizard ([7ili), or Wizard (Witch), and one related to their other interests. [Tor cxample, Jl” is
creating a Wizard (Druicl) of Social Status 2 She gives her charactera Ta]ent in
E_ticiuettc to reflect the character's Social Status and abi]itg to conduct herself
aPProPria’ceiy among, the flaith (nobilitg) of her tribe. Jl” then assigns her character the Oak
| ore Talcnt to reflect the training she received at the Druid’s (arove in Armagh. Fina”g, Jx”

gives her character a broad Fersuasion Ta!ent, as she enjogs Public sPea‘dng and has a

knack for convincing others that she is correct.

Fcr the De/uxc Tunnc/s and 7_/'0//5 ru!cs, a P]ager creating a Rogue Proviclcs that character
an additional T alent cluring character generation and gains another free, rogue~m<c T alent

at caclﬁ cvcn—numbered clﬁarac’cer level.

T here are countless | alents available to P]ager characters, but the Fo”owing Provide a
starting P!ace for characters in Mgtlnic ]reland.

Samplc Academic Talcnts
Alcfwcmy — A character with this T alent has a working knowlcdge of c]ﬁcmistrg and biologg

and uses tnese, along with some good old-fashioned mgsticism, to create Potions, balms,
sa!ves, unguents, and all other manner of most]y mundane concoctions. The characters
T alent bonus serves as an indicator of the s’creng’c]’] of the alchemical substance. [For

example, a character with Novice clegree of Alchemg <+§ bonus to Saving Ro”s) can




concoct a healing elixir that repairs up to three Points of CON damagc. Should the
alchemist create a slecP Potion, the GM might instead ask fora CON SR from the victim

with a +1 level of cliﬁciculty foreach clcgree of exPertise begond Novice.

Making a non~magica] Potior\ ora batch of Potior\s usua”g takes its potency (the A!chemg
bonus) in clags. I]C an alchemist must Purchase the materials for the concoction, the cost is
equal to its potency in séts. A!c]ﬁemists who know F!ant Lore and/or Mincral Lore may be

able to locate the requircd materials at a much-reduced cost or Possiblg free of charge‘

Fina”g, a Wizard character with the Alcl—]cmg T alent can create magical Po’cions that Provicle
a singlc use of any sPc” known, but the level of the spe” imbued can be no greater than the
Alchemg Talent bonus. This means sPc”s greater than 9&’ level cannot usua”g be made into
Potions. T he Wizard-Alchemist must cast the sPe” into the mixture at the conclusion of its
creation; failure, for whatever reason, means the concoction is ruined. |f the alchemist must
Purchase the ingredients fora sPc” Potion, the costis 10 séts per level of the sPe”. \/\/izarcl~
Alchemists who know F]ant Lorc and/or Mineral Lorc, thcy may be able to locate the
required materials at a much reduced cost or Possibb free of clﬁarge, but these ingredicnts

are oFtcn rare ancl may take much scarching unclcr dangerous conclitior\s to locate thcm‘

Astronomg — Knowledge of the locations, movements, and interactions of the heavenlg
boclies; this Talent Permits a character to navigate bg the stars if theg are visible, and it also
Permits them to read the future to a limited degree through horoscopes, cte:

Birch | ore (Filid) = T his broad and Powchul T alent is exclusive to [Filid and covers poetry,

storytc”ing, historg, and gcr\ealogg. A Rogue character who reaches 7&’ level and wishes to
become a 1Cu”~ﬂcc]gecl Fili must first Purc]ﬁase this Talen’c. ]’c is assumed that such a character
has acquired this know]edgc over a !ong Periocl of time and with much di}CFicultg.

Eldcr | ore (Witches) T his broad and Powerpul T alent is exclusive to Witches and includes
knowlcdge of arcane lore, mg’cl—]s, legends, and rcligious Practices of the eldcrgods. A\ Kogue

character who reaches 7th level and wishes to become a Witch must Purchase this Talent. lt is

assumed that such a character has acquirecl this knowlec{ge over a long Period of time and

with much clhcﬁcul’cg.




History — Knowlcdgc of the history of |reland, including its my’cl—)s and !egends, which are
often indistinguishable. lt also includes a bit of genealogica] know!cclge for the shakers and

MOVErs across thc islar\c{‘

Matl'!cmatics = Knowleclge of advanced mathematics bcgoncl simple aclclition, subtraction,
and clivision; the Talent’s bonus Proviclcs a rough indicator of the comP]exitg understood.

Mincral | ore - Recogni’cion of any form of mineral and know]edge of its Proper’cies, value,

ancl uses.

Navigation -] and navigation, astral navigation, and various other means of dc’cermining

direction and distance from any known destination.

Qak | ore (Druids) - T his broad and PowerFul T alent is exclusive to Druids and includes
imowleclge of the law, the natural world, astronomg, mathematics, and the Otherworld. A

Koguc character who reaches 7th level and wishes to become a Druid must Purchase this

T alent. |t is assumed that such a character has acquirecl this knowlcdge over a long Pcriod of
time and with much Cli]C'FiCU]t\Lj‘

Othcrworld | ore - Knowiedge of the Otherworld, its inhabitants, and its my’cl—)s and
]cgends; it also Proviclcs the abilit9 to locate Porta]s between the Otherworlcl and the

mundane world. Othcrworlcl Lore might also he]P a character open such a Portal.

Flant | ore - Rccogni’cion of any form of Plan’c and knowlcc}gc of its Propcr’cics, value, and
uses. This Talent does not imPart know!eclge of creating comP!cx Potior\s and such, but it

does Permi’c the character to use Plan’cs to make simple remedies.

Sutvival — This broad Talent includes the abilitg to find Fooc{, water, and shelterin any
wilderness environment, weather knowledge, and a bit of Flant | ore and Animal | ore.tis an

imPor’cant T alent for hunters and would-be [Fianna.

Tactics - Knowledge of effective combat tactics and the abilitg to maximize the benefits of
terrain and other variables. T his can be aPPliecl to singie combat, skirmishes, and large scale

battles. ]t also aPPlies to strategy games, such as fidchell.




Thcologg -~ Recognition and knowledge of the world’s rcligions, deities, sacrificial Practiccs,
and rituals. Whi]c it includes ‘mowledgc of the Othcrwor]cl, that know!edge is suPer‘Ficial
comParccl to the unclcrstancling Provided bg Oa‘c | ore.

Samplc Carccr Ta1cnt5

Animal Traincr - APtitude for training any non-sentient, domesticated animal and Possiblg
some that are wild; the T alent bonus serves as a roug]ﬂ indication of the diF]Cicu]tg of the
animal that can be trained. [Tor example, anyone can train a dog to respond to basic
commancls, but Anima] Training at Novice degrec might be required totrainitas a guarcl
dog. Training a horse to the saddle migl—]’c rcquirc APPrcnticc clegrcc Animal Training, while

training it as a war horse could rcquire Journcyman abiiitg.

Elaclcsmitfw ~This T alent Pcrmits a character to locate and refine ores, understand their
Propcr’cics, and use fire and Forge to craft them into useful forms. Some blacksmiths
sPecialize in making weapons or armor, but all can do so. l]C the character must Purchase the
ores or metals to be usecl) the cost is equa! to one quartcr the usual cost of the weapon for

raw ore and one ]'Ialmc ’cl—mc usua! cost for refined metai ingots.

Blacksmiths can refine ore and Provicle weapons with bonuses for “Materials”—a
Joumegman can make fine steel weapons (+1 ), and a Master can use meteoric iron (+2). |n
similar fashion, blacksmiths can also applg bonuses for “Smithcragting”——a Journeyman can

aPP19 at+ti bonus, and a Master can apply +2 bonus.

Bowycr~ Althougl—l bows are not as common as slings orjave]ins as missile weapons, thcg

have their advocates. This is abi]ity to craft bows and arrows for a varictg of purposes,

including war.

Brcwcr~ Knowledge of brewing and other fermentation Practiccs, including the creation of

beers, wines, and meads. [~ xcellent brewers are alwags in demand.

Chariotccr - The abi]itg to clrivc, rePair, and maintain any cart or chariot; this is a vital skill
for any Warrior who wishes to be a charioteer. The highcr the Ta!er\t’s degrec, the faster

the charioteer can maneuver a vehicle on the battlefield.




Cool( — Tl—lis Ta]en’c’s name sPeaks for itseiF, and it includes knowiedge of numerous rccipcs,
both domestic and Foreign. Goocl cooks are a]wags in }11’5}1 demand, and the best find

comfortable Positions in their lords’ halls.

Farmer - Know]eclge of Farming Practices, animal husbanclrg, and evergthing else necessary

FOF rurming a SUCCCSSFU] Farm.

Gamblcr~ T his Talent Provicles an cdgc in all games of chance, but it has no bearing upon
strategy games, such as fidchell. Gambling usua”g involves oPPosed Saving Ro”s bg all
Participan’cs.

Hairdrcsscr—~ This is the abilitg to cut, clye, and stgle hairfor mgriacl occasions and
purposes. [THairdressers are imPor’can’c to the Gae!s because looking one’s best is alwags
imPor’cant. The GM migl—]’c Permi’c the hairdresser’s | alent bonus to apply to SR s made bg
the coiffed Gael to ]ntimiclatc enemies, Charm the oPPositc sex, etc.

Healer - The abiiitg to dress wounds, splint broken bones, Pchorm surgery, treat discases,
and purge Poisor\s. ]t includes some know!edge of both Flar\t and Minera! | ore, but on]g
where these aPPlg to hea]ing wounds and curing ills.

Hcrdcr—~ The abilit}j to Fcccl, maintain, protect, and move herds of livestocic; it also includes
skill in animal husbandrg and ‘cnowledge of Preclators and their behaviors.

Hunter - T his T alent includes ‘mowicdgc of animal lore, the abilitg to track prey, and skill in

clressing a kill to preserve the animal’s hide and maximize the amount of meat it Proviclcs.

Jc:wc:lc:r~~ The abilitg to makejewclrg from Precious metals and gems; it includes some

knowledge of blacksmithing, but it does not include making functional tools or weapons.

Lc:ai:hcrwori«:r~~ Know!ec{ge of skinning, tanning, and using animal hides to make a variety of
items. Lcathcrworkers can make leather armor, and the best can enhance it with a bonus to
the hits it can absorb, but onlg if the qua!itg of the leatheris unusua”g good and their Talent
is l'uig]'\ cnoug]ﬂ. In this case, a Joumcgman can applg a +1 bonus to the hits absorbed, and a




Master can applg +2 bonus. Howevcr, the bonus can never be more than half (rouncl down)

the base hits of the armor. Thus, !ight leather (5 hits) cannot be Proviclccl more than +1 hit.

Mason — Rccognition of the many varieties of stone, their Proper’cies, and the abilitg to

shaPe them useful forms. Higher clcgrees of this Ta]cnt can imPart bonuses to an object

shaPccl From stone.

Merchant — T his rather broad T alent covers haggling, assessing the value of goocls, and all
facets of buging and se”ing commodities with the intent to make a ProFit‘

Miner- T his T alent includes cxPcr’cisc in Finding desired minerals, excavating and rcimcorcing

mines, and extracting stone and metal ores fora variety of purposes.

Musician - T his broad talent Provicles the abilitg to compose music and Play avariety of
musical instruments, such as PiPcs, horns, harps, ]yres, drums, cymbals, etc. | he T alent
bonus indicates the number of instruments known. This Ta!cnt also includes knowledgc of

numerous songs and aP’ci’cucle for reading and rcsponcling to audiences.

Faintcr = The abi]itg to render images or designs in Pigment using some form of brush or
othertool. T his T alentis also l—lclPFul for applging woad to the bodies of skgclac} Warriors.

Foct - A character with this Talent understands the subtletg of !anguage and uses meter,
rl—mgme, and Figurativc !anguagc to heig]ﬁten its imPact. Jt also includes knowiedge omcgrca’c
works of poetry from tl—lrougl—]out the historg of the (Gaels. A poet miglﬁt be Pcrmit’ced to
aPPlg the Talcnt bonus on SKS for swaging crowds, wooing women, etc.

f)ottcr~ The abi!itg to locate goocl clag, fashion items from it, use a kiln orFirePit to turn them

into ceramics, and then aPP]E Paints and glazes to decorate them.
SculPtor~ The abilitg to rendcrﬁgures or designs from c!ag or stone.
Singcr - The abi]itg to use one’s voice as a musical instrument; this Talent also includes

knowlcdge of numerous songs and chants and aP’ci’cucle for reading and rcsponding to

audiences.




Tailor- The abiiitg to create clo’cl—]ing from various fabrics and other suitable materials;

usua”y, the wealthier the Patron, the more elaborate and more colorful the garments.

Tin‘(cr~ The abiiitg to mend objects of metal, wood, and other materials using cunning and

basic tools. This Ta]cnt aPPIies or\lg to rePairs and not to the creation of new items.

Wcavcr- Skill in creating and dgeing avariety of fabrics that can be used bg tailors to

create cio’cl—]ing.

Woodwor‘(cr~ Rccognition of all varieties of wood, undcrstanding of their Proper’cies, and
skill in carving or combining them into various forms for countless purposes. Most shields are

made I:)g Woodworkers and then reinforced 133 blacksmiths.

Samplc lntchcrsonal Talcnts

Act - Thc abi]ity to present (through worcls, boclg language, and/or action) a character, be
it fictional or real. This Talent can be used to imPersonate anothcr, orit can be used to
create an en’cirelg new persona. charc”css of W]’IiCl’], a successful actor convinces the

audience that the characteris real.

Charm - T he abilitg to use attractiveness, Persona]itg, and bodg language to capture the
attention of an audience and sway their emotions. This Talent can have much the same

effect as Fersuade, but the means for achieving it are quite different.

Dcccivc - Skill in all forms of verbal dcccption, from biuﬂcing to fast ’calking to flat-out
fabrication. ]ngven time to consider these deceptions, targets may see through them, and

t]’]CB are m«eig to bc very angry Wl‘lCl’! tl—mcg do.

lntimidatc — The abilitg to comPc! com[:)]iancc through threats of violence and other forms of
harm. T his seldom endears the victim to the one doing the threatening.

Languagc (5Pechcg) —~ The abi]ity to sPeak a languagc other than the characters native
tongue. Wizarcls and Filid can read any !anguages they sPcak, but other characters must
make a | 29K on ]le—]cn creating the character or when the languagc is acquired.




LcadcrshiP —~ This T alent Permi’cs a character to direct the activities of others under duress
and gain their comP]iar\ce. lt also includes unclcrstancling of human Psgcho]ogg and
motivation. Lcadcrship often has more to do with presence, Position, and confidence than it

does ct]'los, iogos, and Pathos.

Fcrsuaclc = The abilitg to use rhetoric to convince others to agree with what is bcing
Presentcd. |t has more to do with the effective application of ethos, iogos, and Pa’cl—)os and

less to do with presence, Posi’cion, and confidence.

50c1'a| Etiqucttc e abilitg to adapt to different social settings and navigate them
without insu]ting others or arousing suspicion. Jt includes know!edgc of ’cracli’cions,jargon, and

aPProPriatc conduct. This is Particular]y imPortant when clcaling with the flaith.

5amP|c thsical Talcnts
Acrobatics - The abilitg to Pencorm extraordinarg feats of ba!ance, agility, and motor
coordination, including ggmnastics, diving, and even aerobatics. This Ta]cnt can be usedin

lieu of I~ vasion when the characteris a’ctcmpting to avoid an attack.

Ath]ctl'CS — This is a broad Ta]cnt that reflects a character's aPtitude for Phgsica! activities

such as ciimbing,jumping, running, ’cl—lrowing (non~wcapons onlg), catcl—ming, and swimming.

Throwing angthing considered a wcaPonmother than a rock—is not covered.

boating ~The abilitg to control a small oared boat or sailboat. |t also includes know!cc}gc of

main’caining and rcpairing such vessels.

Dancc ~ithe abilitg to PerForm sequences of movement that have aesthetic and symbolic
value and are acimowleclgcd as dance bg observers and other Pchormers. |t also includes

i(ﬂOWlCdgC OF numerous danccs {:OF various occasions.

[ vasion - The abilitg to clodgc, avoid, or otherwise escape an incoming, threat, whether it is

an enemy Firing a bow, a boulder ro”ing down a hi”, or a sword blow aimed at the character's

head.




Horscmanship -~ The abi!itg to ride, feed, and care for horses. |t also Pcrmi’cs the character
to train horses; the highcr the Ta!cr\t’s bonus, the more comP]icated the training can be.

Training a horse for war requires at least Journegman degrce.

Fcrccption - APtituclc with using one or more of the five senses to detect that which might
otherwise remain undetected. Ferccption tasks often involve oPPosccl Saving Ko”s of the
Ferccption Talcnt Vs an oPPonen’c’s 5tcait]ﬂ Talcnt.

Slcl’g}ﬂ: of Hand - Thc abi]itg to Palm small objccts, PerForm skillful clccePtion using

misdirection and manual clex’ceri’cg, and so forth. [t also Pcrmits the character to Pick Pockets,
steal belt Pouclﬁes, etfe. T]’mesc actions are often conducted as oPPosed SRS of the thiefs
Sleight of Hand Ta]cnt vs the target’s Ferception Ta]ent.

Stcalth ~The abiiitg to hide, move quietlg, and gcnera”g remain undetected under a variety
of circumstances. USing the Stealth T alent often requires an oPPosed SR against an
oPPonent’s Fcrception Ta]cnt‘

(,lnarmcd Combat - Thc abi!itg to wrestle, box, braw], i(ic‘(, heac”autt, Sl The Ta]ent
bonus never Provides additional combat adds, but it does add to SRS for stunting and other

manceuvers.

Wcapon (Choosc TBPC) ~ T his T alent represents in~clcPth training with a Particu!ar type
of weapon, such as daggers, swords, axes, etc. Ait]ﬁouglﬁ it does not Providc additional
combat adds, the Talcn’c’s bonus can be used for stunting and other maneuvers with the

weapon in question. Ta]ent with a missile weapon DOES add to the character’s DEX
SRs to hit.




Wizard (Characters

]n Mythic ]reland, Wizarcls most often fall into one of four varieties——Druicls, Filid (Barcls),
Witchcs, or [ ae. The last are strictlg the Province of (5Ms, so a Player creating an ]rish
Wizard character must choose to be a Wizard (Druid), Wizard (Fi]i), ora Wizard (Wi’cc]']).
The former two are high]g resPccted and enjog elevated status; the latter are feared and

often cast out of their communities when discovered.

Al’cl—]ougl—] all three tgpes of Wizards Providc access to many of the same speﬂs, and those
s[:)c”s function similar]y in most mechanical respects, the traPPings of each form are very

different. Druid magic is groundcd in nature and reflects this in the sensory manifestation of

its sPe”s, such as ear’cl—mg smells, colors, and images. Mistletoe, }10”5, silver objccts, and sickles

often serve as Druidic casting foci. 5arclic magic is cast through poetry, songs, chants, and
other Pchormanccs; thus, a musical instrument often serves as a Pard’s casting foci.
Witchcraft is alwags accompanicd bg dark, creepy, and sinister colors, smells, and images.

Witches use casting foci that are death~re!ated, such as s‘cu”s, bones, sacrificial daggcrs, SHE

T he Druid

As mentioned Previouslg, Druicls are alwags of the Wizarcl character type, but theg are much
more thanjust sPe” casters, miracle workers, or Priests. Druicls are the most highlg educated
members of (Gaelic society, well-versed in law, nature lore, mathematics, and the magjc of their
world. Thcir training reciuircs nine or more years of dedicated stuclg, usua”g at one of the
four great grovcs——Lismore, Hrara; Armagh, or Cobh. Thesc folks are bright, Perceptive,
and intuitive; not surPrisinglg, tlﬁeg are both feared and rcspcctecl, and tl—mcg strike awe into
the Peopie ’chcg serve. A Wizard character need not be a Druicl, but a Druid must be a
Wizard and not a Kogue or Warrior.

Any Plagcr who wishes to create a Druicl character must create a Wizarcl who possesses the
Oak | ore Ta]ent——a broad and PowerFul Ta]ent exclusive to Druic{sw—that includes
knowlcdge of the law, the natural world, astronomy, mathematics, and the Otl—]crworld. ln
addition, every Druid is literate in the Ogham alplﬁabet and often possesses other T alents
that further enhance their Positions within their communities. The Druicl bcgins with
knowledge of all first level sPc”s, but theg cannot learn new sPe”s from Barcls or the Bardic
Co“cgcs. ]nstcacl, a Druid must return to their Druid Grove to Purc]ﬂasc new sPclls, or tlﬂeg
must learn them from other wi”ir\g Druicls thcg encounter. Fina”g, a Druicl has no C]u score,
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is immune to cl—ma"engcs of honor, and remains beyond the usual (Gael concerns regarding

rePutation. On!g the despcrate orinsane would ever attack a Druicl‘

SPccial Druid Abiliticsz 1) PDruids are masters of healing; therefore, tlﬁeg are all Adcpt in
the use of Curativc magjc. Z) Druids draw strength from nature; thus, when theg sPencl time
mcclitating in tranciui!, natural settings, theg regain two W]Z Points Pemcu” turn.

Druids are responsibie for lcacling the aPProPriate communitg sacrifices of crops, animals,
ancl——c{uring clesPcratc times—humans. ]n the latter case, criminals or volunteers (ancl
sometimes others) may be executed during sPccial religious observances. | he form of each
execution varies, depcnding upon the gocl to whom the sacrifice is bcing dedicated. [Tor
cxamPle, the Morrlgan is a gocl of war and batt]e, one who demands retribution against

cowards and traitors. [f a coward or traitor is sacrificed to her, tl—mcg are taken to her temple,

strangled, subjectcd to 300 weapon blows, and then a Druicl cuts their throat. A}C’ccr t]ﬂeg are

murdered in this manner, their bocly is dumPecl ina ncarbg bog in the hoPes that the sacrifice
l:)rir\gs future vic’corg in battle.

]t is im[:)ortant to remember that the Gaels do not worshi[:) theirgocls; rathcr, their Druicls
negotiate with the immortals and direct the clc]ivcrg of ghcts and sacrifices intended to
Propitia’ce them. | hus, an individual might engage in sacrificial rituals for many sPirits and
deities throughout their lhcetime, all depending upon their circumstances, needs, and desires.
Thcg do not love the gods, but theg fear and res[:)ect them enough to pay homage and make

sacrifices to them.

Druicls are certainlg Power‘Fu!, but the Position demands tremendous resPonsibilit\g‘ Everg
Druid is cxpcctecl to uplﬂolc] the traditions and customs of their Peop!e, Pcr‘Form various
rituals and ceremonies, and work to the benefit of their clan, tribe, and king‘ Because the
gods onlg recognize sacrifices overseen }33 Druicls, these Priests can cut off divine favor from
those who displeasc them; this is Possiblg a Druid’s greatest means of imquencing their
community. Althougl—] Druids do not pay taxes and are exempt from miiitarg service, theg may
still choose to ParticiPate in wars and batt]cs; some do this to support their friends and allies
with magical aid. On the other hand, these brilliant sages are often exPectecl to solve difficult

Problcms and Pchorm clangerous feats ’chat no normal mor’cal woulcl dream of attcmpting.







The Fili (FILL-ee), Filid (pl. FIL_]-idh) or Bard

Fi!id Pchorm an unusual role in lrish socictg: Thcy are ProFessional poets whose official
duties are to preserve the historg, tales, and genea!ogics of their PeoPle and to compose
poems reca”ing the past and present glories of the flaith (nobiiitg}. Fur’chcrmore, Filicl are
masters of praise and satire, and their words can harm as sure!g as a sword. Theg undertake
at least nine years of training at one of the three Bardic Co”eges, or theg serve an
aPPrcnticcsl—]iP to a master Fili to learn their craft. T]’]e training Filicl undertake is as rigorous

and diverse as that of Druids, but the curriculum is different. Remember, a character who is a

Wizard need not be a I:ili, but a I:i]i character must be a Wizard and not a Koguc or Warrior.

Before a character can be considered a [Tili in the service of their clan or tribe, t}ﬁey must
possess the Birch | ore Talent—— a broad and Powerpul Ta]cnt exclusive to Fi!id——that
covers Poetry, storgte”ing, l—lis’corg, and gcnealogg. Tlﬂeg should also have a Talent for
Persuasion, Music, [ Dance, or other activities relevant to their duties. Tl’]eg are literate in the
Ogham a!Phabet and bcgin with all first level sPe”s, but Druids cannot teach them magjc.
]nstcad, ]:ilicl must return to their Barclic Co”cgcs to Purchase new sPe”s, or thcy must learn
from other wi”ing Fi!id tl—\cg encounter. Fina”g, like their Druid counterparts, ]:ilicl do not
have (lt scores, are immune to cha”enges of honor, and remain bcyoncl the usual concerns

of re[:)utation‘ Onlg someone desPerate orinsane would ever attack a Fili‘

SPcciaI FiliAbilI'tl'cs: 1) Pards are Adept with (_ommunication sPe”s. 7) Theg formulate
magjic through song, poctry, chants, dancc, and other Pcrformances. As a result, their abilitg

to maintain sPc”s is enhanced t]ﬁroug]ﬂ ongoing Pchormancc. T hus, a [Fili can extend any
tcmporal spc”-one with a duration of one combat round or longerw}Cor half the usual WIZ
cost (round clown) if thcg continue to “Pencorm” the sPc” to the exclusion of other activities

requiring concentration (attacking and dcmcending, casting other sPc”s, etc.).

AN ]:i]i is an influential member of lrish socictg, but their Position demands great resPonsibilit\g‘
Tlﬁeg are expectcd to UP]’]Old the traditions and customs of their Peop!e, PerForm at avariety
of events, and work to the benefit of their clan, tribe, and king. As a reward for service, a [7ili
can earn valuable ghcts and discover rumors that lead to adventure and fortune. Likc Druids,
I:i!id are cxemPt from Paying tribute to their chieftains and ‘cings, and theg are exempt from

military survice. Nonetheless, some choose to go off to war in support of a great cause.







The Witch

A Witch is a student of the dark arts used by the elder races and their vile gocls, monstrous
entities driven out and held at bay 59 the Tuatha de Danann. As such, the Witch usua”y
becomes an Qutcast once discovered, but some Practitioners conceal their dark natures
sugiciently to remain in the goocl graces of their communities. Remcmbcr, a characterwho is a
Wizard need not be a Witch, but a Witch character must be a Wizarcl and cannot be a
Kogue or Warrior.

BeFore a character can be considered a Witch, theg must possess the E]cler Lore TalentH
a broad Ta]en’c exclusive to Witc%cs—’chat covers the arcane lorel mgths, legencls, and
re]igious Practices of the E]der (ods. P Wi’cc% should also have a Ta]en’c for Stcalth,
Fersuasion, or other activities that support their remaining undiscovered. They are literate in

the Ogham alphabet, as it Provides them with insights into the arcane lore and &oings of

Druids and Fllld Fina”g, a Wi’cc]ﬂ begins P185 imowing all first level spc”s; however, t%cy

cannot learn new sPe”s from Bards or Druids; instead, theg must visit a High Coven orlearn
magic from other wi”ing Witches and War]ocks theg encounter.




Spccial Witch Abilitics: 1) Witches are Adcpt in the use of Conjura’cion sPe”s. 2) Witches
power their magic with WlZ Points, per the Dc/uxc Tunnc/s and Tro//s ru]cs, but thcg can
also tear life energy from the bodies of sacrificial victims and use it to power their magical
formulae. T he process is brutal and Hoody; there is no mis’caking a Witch’s magjc for that of
a Druicl or Bard. Ang creature can be sacrificed to fuel a Witch’s magjc, but non-sentient
creatures on]g Provide one quarter (round clown) of their W]Z value to the caster, whereas
sentient creatures can Provicle half (round down) their W]Z value. T]"IC sacrifice must be
conducted cluring the round Prior to the Witch’s casting of the SPC”‘ Altcma’cive!g, a Witch
can ritualistica”g sacrifice a victim in advance and store the stolen WIZ in an organ or a
quantitg of blood. Doing 50 requires knowlcdge of the Duraspe” (or ]:_nergizer) spe” and
one hour per Point of W]Z stolen and stored in this manner; howcver, this ritual extends the

duration of the DurasPc” or Energizer to a week.

Rogues

]n Mgthic ]reland, a Koguc is much the same character type described in D e
magica”g~attunecl, “ack of all trades” who knows a little about a lot of different things.
[However, the Plagcr of a Rogue must choose which type of magjc tlﬂeg know—Druidic,
Barclic, Witchcra?t, or Possibly even Fae»—and the decision is final. The P]ager needs to
create a backstorg explaining how the character first learned magic and must Figure out how
the character migh’c learn new magic in the future. | he Groves, Co”cges, or (ovens that
teach 1Cu”~1qedgecl Practitioners of their type of magic never teach a Kogue, but thcy may be
able to learn new sPe”s from other Rogues, Purchasc them from disrePutab]c purveyors of

such knowlcdge, or discover new magicai formulae during their adventures.

As usual, Rogues never benefit from increased cxPcriencc or the use of foci when casting

spens. [However, tl’le do gain the benefits of bonus | alents and the abi!itg to use any
weapon with their full C ombat Adds.

Rogues still have the oPtion to become Warriors or Wizards when t]ﬂeg reach 7th lcvel; it tl—mcg

choose to become Wizards, t]ﬂeg must become the type determined bg the magjc t]ﬂeg know.
Furthermore, theg must Purchase the aPProPriate Ta]ent——Birch Lore, E!cler Lore, or Oak
| ore. lt is assumed that Kogucs who become Wizards have spent many years Piecing

toge’cl—]cr the know!cc}ge that Pcrmits them to take on these otherwise exclusive roles.




Combat Ku'cs
Jn Mgthic Jreland, combat P]ags out much as it does in [Deluxe Tunnc/s and [ rolls, but there are a

few differences.

thsical Combat

(] Movementz Humans and most humanoids can move up to six, Z~9ard spaces (l’uex, square, etc.)
cluring a combat round and still Figl’xt. Theg canadd +1 space per every fullio Points of their
SFD attribute above 10. T hus, a character with SFD 22 could move 7 spaces in a combat

round. Fast, Four~|egged creatures usuallg move at twice this rate.

J Spite Damage: This on]y aPP]ies when combatants are completely stalemated in combat and
must do evergtl'xing Possib]e to puta hurt on their opponents. This does, however, open them
up to eciua] treatment. [~ ither the (GM or the Plagers can call for SPite Damage to begin, but
both sides must agree if tlﬁcg wish to end it.

Spirit Combat

Spirits are the souls of creatures sePara’ced from their corPoreal forms in the Pl—]gsical world.
Mang are the souls of the clepartcd who have lost their way or, fora varietg of reasons,
cannot cross over to the Otherwor]cl‘ Others are the souls of creatures that have returned
from the Otherworld to achieve their own ends. Regardlcss of their reasons for showing up,
most have several tl'lings in common. [ irst, tlﬂeg are usua”g insubstantial and cannot be
harmed bg mundane attacks. I ven magic, unless clcsigned to deal with noncorPoreal denizens
of the Othcrworlcl, is ineffectual. Scconcl, most sPirits can initiate s[:)irit combat against
residents of the Plﬂgsical world. T hird, some can move back and forth between the
Otherwor]cl and the Phgsica] world, but thcg must have an “anchor” in the Phgsical world to

do this. That anchoris ncarlg a!wags a person, Place, or oi:jcct oFgreat signhcicance to the

sPirit. Next, sPiri’cs can move unhindered ’cl—mroug]ﬂ solid objects and creatures in the P]ﬂgsical
wor!cl, but most cannot Phgsica”g interact with them——ghosts being the cxcePtion‘ Fina”g,

most sPirits possess only four attributes: INT, LCK, W]Z, and CHA

SPirit Combat chucncc
thsica] creatures cannot initiate sPirit combat, but sPirits can. [Jere is how it works:
15 .he sPiri’c manifests in the Pl‘ngsical world, which takes one combat round. A character
wis]ﬂing to avoid the encounter migl—]’c be able to flee at this Poin’c, but a sPirit that
insists upon Fighting can quicklg catch a Hecing FC




The sPiri’c wraps itself around the target and both make oPPosecl L 15HRs using their
current W]Z scores. Whichevcr combatant wins the contest reduces their oPPonent’s

W]Z bg one. This WIZ reduction is increased 133 +1 for every SK level I:)g which the

winner beat the loser. T his process continues each combat round.

]F a corPorea] combatant drives their oPPoncnt’s W]Z tozero, theg can at’ccmPt one
of the Fo”owing actions cluring the next combat round: drive the sPirit back to the
Otherworld (if it came from there) or bind the sPiri’c bg casting 5Pirit Masterg and

Forcing it into a suitable and rcaclg objcct or host creature.

]F a sPirit drives a Phgsical er\titg’s W]Z to zero, it may attempt to possess it cluring the
next combat round. T he sPirit acts as t]ﬂouglﬁ it has cast Spirit Mas’cerg on the
character. |f the sPe” is successful, the sPirit takes Possession of the victim’s boclg
until such time as the victim’s attribute total exceeds that of the Possessing sPirit, or

the spiri’c is driven out bg magic.

A sPirit that possesses a Plﬁgsical entity may do any number of ’chings with its new
f:)ocly. SPirits of discase simPlg reside with the host and cause it to become infected
with whatever ma]ac{g origina”g killed it. While sucha sPirit possesses the victim, the
disease cannot be cured. Other sPiri’cs take actions based upon their former lives,
such as searching forloved ones or enacting revenge. Still others engage in all sorts

of mayhem and clcstrog the Posscssccl bcing’s rcPutatior\ in the process.

For those who bind sPirits to their wi”, the ca[:)tured entities can serve several purposes:
. The binder remains in tc]cpathic communication with the sPirit, regarc”css of whether
it is bound into a ritua”g Preparecl object ora Prepared animal host. T he range is 500’
and should the binder move outside that range, the sPirit is released.

Thc sPirit retains its INT, LK, le, and CHK and gains the STR, CON,
DEX, and SFD of the host. lt also gains the host bodg’s native abilities. For

cxamplc, a sPiri’c bound into a cat gains the cat’s l'leig]']tcnecl vision, sense of smell, etc.

Thc binder can draw WIZ from a sPirit bound into a ritua”g Preparecl oi:ﬁ'ect and use

it to power sPe”s. Tl—mcg cannot replcnisl—m their own W2 Points from this source. The
bound sPirit regains WI|/ atarate of i Poin’c PerFu” turn.

]F the binder's attribute total ever falls below that of a bound sPirit, theg lose control
of that sPirit, per the SPirit Masterg sPe”‘
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New Magic
T he Fo”owing spe”s have been added to better reflect the Mgt]ﬁic Jreland setting. (GMs and

Playcrs are encouragcd to invent o’chcrs.

Fangs of Macha

chc]: I Fower UP: Dur X2 Targc’cs X2, or ]QXZ
Costé Kange: | ine of Sight to 200’

Duration: I Combat Turn 5&10015: Combat/Comcormation

Druids and [Tilid bcgin with this sPe” instead of T ake T hat You [Fiend, which is outside
their understanding) of magic. Rogues may on]y choose Ta‘(e That You Ficr\d if theg commit
to using witchcraft.

This sPc” causes the target excruciating Pain imitative of that suffered bg mothers in
childbirth and therebg debilitates them. Keducc the target’s Combat Tota! by the caster’s
]chor the duration of the sPc”. Fowcring up the sPe” doubles the duration, the number of
targets, or the caster’s ]chor purposes of determining how much of the target’s Comba’c
Tota] is lost.

Cloalit The Dagla

Level: i Fowcr UP Duration x 2

Cost 12 Kange: Touch

Duration: 5 combat rounds Scl—lools: Combat

This sPe” requires ritua”g Preparecl woad and at least 1 full turn to applg the mgstica] bocly
Paint to a s‘(gc!ac! combatant. Once the sPe” is cast, the whorls, swirls, and mgstical sgmbols

serve as magical armor agains’c Phgsical attacks with a Point value equal to the caster’s level.

Thus, a 4t level druid casting this sPe” Provides the reciPient with 4 Points of armor. A

combatant under the effects of this sPe” still earns Clu for entering combat skgclacl‘

5ummons of Donn

Level: 4 Fowcr UP Durationx 2

Cost 14 Rangc: Toucl—]

Duration: 2 (Combat | urns Schools: Conjuration/Communication
Tlﬂis sPe” uses the corpse orany remaining boclg Par’c, such as a bone or bit of ﬂesh, to
summon the sPiri’c of the dcpar’ced creature and ques’cion it. T he creature is limited to the




knowlcdge it had in life, and it communicates only in the ]anguagcs it Previouslg Possesscd. A
hostile sPirit may refuse to answer or even ]ie, but a Frienc”y or neutral sPirit is like]y to be

truthful. Or\cc the duration of the sPc” encls, the s[:)irit returns to the Otherworld.

Alternativelg, upon summoning the sPirit, the caster may engage itin sPirit combat. The sPirit
must remain in the mundane world and Fight for at least the duration of the sPe”, but hostile
sPirits are likeig to Figlﬁt on bcgond that duration in the hopes of Posscssing the caster.
Should the caster defeat the sPirit, tl—lcg may cast 5Piri’c Mastcrg, if known, to bind the sPirit

into a ritua”y Prepared object, animal, ora bodg part that bc!ongecl to the sPirit. This

process is how Druids bind the souls of Warriors’ enemies slain in battle to their severed
heads. W]’]en “given” to the slager in this manner, the Druid loses all benefits normallg
Proviclecl by binding a sPirit, but the Warriorgains the abilitg to communicate with the entitg
bg spcaking toit. | he severed head can animate and speak if well Preservecl in cedar oil, but
decaging heads are limited to responding ’ceicpat]ﬂica”g and can do so onlg when held.

Riastradh

| evel: 7 FPower UP: Duration x 2

Cost 2.4y Kar\ge: Touch

Duration: 125 combat rounds Schools: Combat

This sPc” rePlaccs the seventh level sPc“ ZaPPat]ﬂingum. Riastradh summons the power of
the warp to imbue the rcciPicnt with unbridled power and limitless Furg, making them a ki”ing
machine. This “war[:) sPasm” contorts the combatant’s bodg in bestial, hideous, and terrhcging
ways, tripling theit S TR, CON,DEX, SFD, andC HA and halving their ]Q)Cor the
duration of the sPc”. While under the effects of this transformation, the rccipient cannot

concentrate on any task unrc!atecl to combat and killing.

«T he first warp-spasm seized (_uchulainn, made him into a monstrous ’ching, hideous and
shapclcss, unheard of. His shanks and hisjoints, every knuckle and ang]c and organ from
head to foot, shook like a tree in the flood or a reed in the stream. [is bodg made afurious
twist inside his skin, so that his feet and shins and knees switched to the rear and his heels
and calves switched to the front. The balled sinews of his calves switched to the front of his
shins, cach big knot the size of a warrior's bunched fist. On his head the temP]c~sincws
stretched to the nape of his neck, each mightg, immense, measureless knob as big as the head
of a month-old child. [His face and features became a red bowl: he sucked one eye so dcep
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into his head that a wild crane couldn’t Probe it onto his cheek out of the depths of his sku“;
the other eye fell out along his cheek. His mouth weird19 distorted: his cheek Pee]ecl back

from hisjaws until the gu”et aPPearecl, his ]ungs and liverﬂapped in his mouth and throat, his
Iowerjaw struck the uppera lion~i<i“ing blow, and Fierg flakes large as a ram’s fleece reached

his mouth from his throat.”

~ T he [ 3in, translated 133 T homas Kinsella




OPPoscd Saving Ko”s
T he rules for Saving Rolls described in [Deluxe T unnels and T rolls remain much as written.
The onlg addition is the concept of Opposed Saving Rolls. T he ques’cion is often asked,

“What level Saving Ko” do l need to beat (insert namc) at (insert activitg)?” ]n cases such as
this, the (M should have each comPetitor attempt a Saving Ro” on an aPProPriate
attribute (Possibig including the bonus from a T alent). T he competitor who makes the SR
and achieves the highest total wins. I]C it is clear there must be a winner, but none of the

contestants make the SK, the GM might determine that the highest SK total still wins.

For examP]e, two Warriors are racing their horses down the beach to see who will be the first
to reach camp. ]t is raining, the visibilitg is poor, and the grouncl is wet. The GM decides a

| 29R on D Xis aPProPria’ce. Ohne contestant has the Horsemanship T alent and adds
its bonus to their Saving Roll. If both succeed, the character with the highcst SR total wins.
]F onlg one succeecls, that character wins. ]F both riders Fail, the GM could decide that the
highest SR roll total wins or that an added compiica’cion has arisen.




Mgtlwic Jreland

T he Structure of the Four |rish Kingdoms
The Arcl Ki (ARD~REE) or High King/Qpeen is the sing!c leader who bends the other

Provincia! or regional monarchs to their will. Theg are elected from amongst the Provincial
kings and queens in times of strife and govern from Rogal T ara, the traditional seat of power.
Although thcg do not actua”y rule the entire cour\try, theg do collect tribute from the lesser
monarchs and Preside over them at the national gatherings called feis (FESH) or oenach
(AY-nock). Rather than simpiy maintaining a centralized government, power is clispcrsecl
between the Provincial i(ir\gs and queens, the tribal chiegtains, and the clan chicftains; thus, a
very dangerous ‘game of thrones” is constantlg P]agecl between all of them. ]n times of peace

and P!entg, there is usua”g no Ard Ri.

The /Droth/;a/K/hg.ﬁ/Qucens of Muma (MOO~ma>, Lagin (LUG~in>, Connachta
(CONN-ach-ta), and (/“acn—m (ULI__;UI’]), are each referred to as Ri Ruirech (R [
RE AR-eck). [T ach Ri Ruirech is elected from amongst the An Ri (AWN RE ), ortribal

chimctains, intheir Provir\ce and collect tribute from them. With an average of 30 tuatha
(tribes) ineach Provincc, a Ri Ruirech controls the futures of roug]ﬁlg 180,000 (Haels. Jtis
not uncommon for one or more of these Provincial monarchs to rebel against the Ard Ri, and

the Kingdom of (Jladh has been Par’cicu!ar]g Problematic in this regard.

A tuath (T OQO-ah) or tribe, of which there are aPProximateig i20 t]ﬂrougl—]out the island,
maintains a Popu]ation of rough]y 6,000 members and is comPrisecl of 15 or so derbhfine
(clans)‘ Each tuath is governed }39 a tribal chieftain who is titled An Ki (AWN~RE_E), thcy
are elected by the bodg of T aoiseach and collect tribute from all derbhfine under their
control. The total landv—inclucling hunting grouncls, Farmlar\cl, and Pastures——he]cl by atuathis

somewhere between 60 and 9@ square miles.

Derbhfine (DI R-vin-ah), also called clans, are extended families built around all the men

who can trace their ]ineagc back to a common great~grand1cather‘ Assume cach Dcrb}*ncin
(DI _R-vin) consists of rougl—mlg 20 fine for a total of 400 or so People. " ach derbhfine is led
bg a subchief called a T aoiseach (T [ ~shock), who is usua”g selected from the flaith
G:LAH)——H'TC nobi]itg. The total land——including Farmlar\c{, hur\ting grouncls, and pastures—

controlled bg a singlc derbhfin is four to six square miles.
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Fina”g, the smallest social and Political unit of ancient lreland is the fin O:E_E_N, singular) or
fine (FEEN@%; P]ural). Each fin consists of a man and his wti, some or all their aged

parents, their chi]clren, other relatives, and their laborers or retainers. For all intents and

purposes, an ancient |rish fin averages 20 People per hearth. Genera”g, an acre oFgood
Farm]ancl, suPPlemented with hunting and husbanc{rg, can adequate|3 suPPort one person;
therefore, a Piecc of farmland rough]y 30 acres in size can support a fin. thn pasturage is
also held bg the Familg and not the derb]ﬁﬁn, a single fin mig]ﬂt control up to 100 acres.




Social Structure Flow Chart
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Jrish Social Status and Wcalth
Thcre are five ranks of SOcial Status in M thic lre!ancl——kin s/queens, chie]ctains,

Y szl
subchiefs and other lesser nobilitg, non-noble freemen with property, and freemen without
property. Social Status is somewhat flexible for any free person, and an individuals Clu
Plays a signi]cicant role in the res[:)cct and wealth theg are accorded. A startir\g character
begins at a Social Status determined bg their character type and a 3dé6 roll on the Social
Status | able. [However, a (GM is within their rights to assign a specific Social Status to a

g 5 R

character to betterfit the Plagcr’s conccption. Note: Captivcs and other non-free Peoples

are outside lrish societg and have no rights and no honor Price.

T he starting wealth for characters of each Social Status is Proviclecl in séts—the sétis a
]cga”g bincling value cqua] to half a milk cow. This is the total wealth of the character,
including lands, housing, furniture, etc. Warriors and mercenaries mig]']t be tempted to spend
much of this sum on weapons, shields, and other cquipmcnt. [However, Plagers should be
careFul, for even wea!thg characters have no consistent income without the owncrship of land
and cattle. lt is also imPor’cant to remember there is very little coinage in this setting, and ring
coins of various wcigl—]’cs and metals are seldom used bg common folk. Most of their

transactions are conducted through barter or trade. The exchange rate is as follows:

1 Gold King Coin=2 Séts = | A//l/;é Cow =7 5ﬁccp (5) =JO Flgs (P) =200 Chickens (c)

Qutside of Socictyz Non~Frcc Fcoplcs and Outcasts
T his is the status of caP’cives and bondservants. T]’ueg were !ikclg taken cluring battles or

raids and are now forced to work the land for their owners. A Brehon occasiona”g assigns a
Punisl—]mcnt of a Periocl of servitude for the commission of a crime, thcrebg making the criminal
a bondservant. T hese poor souls have no Personal belongings unless these have been given
to them bg their owners. Thcg are Permitted to wear no more than one color (/LIIHCS and furs

do notcount as Co/ors) and cannot ]ega“g bear weapons. 5tarting Sé’cs: None

Kank I: Laborcrs or | enant [Farmers

Thcse People are technica”g Frec, but they own little or no land and !ike!y possess onlg afew
meager belongings. T]’]eg work for the flaith who Providc them with the necessities of life but
little else. Theg may wear two colors simultancous]y and may bear true weapons on]y in war.

Star’cing Sets: No property and on]g 10 séts in basic tools and Poor~qualit3 clothing




Kanlc 2: ]:armcrs, Craftsmen, SPcanncn, (Charioteers, and [Hairdressers

These are the common PCOP]C of ancient lrc]and, farmers bg trade and Warriors in times of

need. Theg are not of roya] b!oocl, but they are Proud of the land aPPortionccl to them by
the 7 aoiseach of their derbhfine. T hese individuals are Permi’ctcd to wear c‘o’ching of no
more than three colors at any time. They are not forbidden to bear weapons, but gencra”y
on]g spearmen (merccnaries) and charioteers do so in times of peace because carrging a
weapon opens one up to clﬂa”enges of honor. 5tar’cing 56’:’:5: 90 séts in Proper’c\g wealth and
10 séts in equipment and clotlﬂing

Rank 3: Warriors, Druids, [iid, /_/Ig/l
Craftsmen, | aociseach, Other [aith
Thcse are PCOPIC of status and
influence, and many are members of
the flaith (FLAH)—H’]C lrish nobilitg.
As such, thcy are accorded more
rcsPcct and wealth than common folk.
The ancient kings/c]ueens shared
their lands and cattle gcncrouslg with
these Familics, Provicling the flaith with
the resources requirecl to suPPor’c
their own Familics, as well as those of
their tenants. ]n Fact, to be considered
a flaith, an individual must possess
enougl—] land and resources to suPPor’c

at least five tenant houscho]cls, as well

as their own. Membcrs of this social
status may wear clo’ching of up to four
colors at any given time and seldom
miss oPPortuni’cics to do so. Star’cing
Séts: 450 séts in property wealth and

50 séts in cquiPmcnt and fine attire




Kank + An K, brchons, Master /:l/laf
Frovincial King’s/ Quacn’s Druid

This status is reserved for chie]ctains,
Master ]:ilicl (O”ave), and the hig}wep
ranking Druids (Brehon). They are
alwags members of the ﬂaith; thermcore,
theg are PowerFulj higHy respectedj and
qui’ce weal’chg. Without ques’cion, ’cheg are
the “shakers and movers” of ]rish socictg‘
An Ollave may wear five colors at the
same time, while an An Kj, Provincial kings’
Druicl, ora Brehon may wear up to SIX
colors. 5’car’cing Séts: 900 séts in
property wealth and 100 séts in

cquiPment and fine attire

Kank j'Aro’Kl, High King’s/Quccn’s
Chief Druid, and Ri Ruirech

This status is reserved for the High
King of |reland, the four Provincial kings,
and the High King’s Chie]c Druid——cach
is an incrediblg Powcrful, wea]thy, and

respected individual who shapes the
destinies of multitudes. A Ri Ruirech
may wear six colors simu]taneously, while
the Hig]‘x King and the C]ﬂimc Druid may

wear seven at once! No Plager character

should attain this Social Status unless
H’]CB somehow earn it during Plag. At the
very minimum, this should require 5O
Cll’J, incredible Charisma, and the might
to back their claim. Starting Séts:
2250+ séts in Proper’cy wealth and 250+

séts in equiPment and the finest attire




Mythic Jreland (Goods and Services

Mclcc WcaPons*

Valuc

Missilc WcaPons*

Valuc

Ax(5dé)

1.5 séts

Bow (‘%c{ 6)

8 séts

Ax, Great (7d6)

3 séts

Pow, Heavg (5d6)

15 séts

Ax, Hatchet (3d6)

I sét

Bow, Lig]']t (3dé)

5 séts

Ax, Hcavg (6d6)

2 séts

Cloch (T]ﬁrowing Rock) (2d6)

Shillelagh (Club, 3d6)

i Pig

Dart, Large (») (2dé)

1.5 séts

K nife, Fighting (2d6+3)

I sét

Jave!in <§d6>

1.5 séts

K nife, Small (2d6)

5 séts

Sling (2d6 or4dé)

10c

Mace, Heavg (6d6)

2 séts

SIing, Staff (3dé or 6d6)

I sét

Mace (5dé6)

1.5 séts

Quiver of 20 Arrows

I sét

Mau! <7d6>

2 séts

Armor and 5‘11'::1&5

Value

chthe (5d6)

1.5 séts

Greek Cuirass (Rare—6 Hits)

25 séts

Sickle (2d6+3)

I sét

Chain Mail Haubcrk (5 Hits)

i 6 séts

Spear (4dé)

1.5 séts

Cuir Boille T orso (4 hits)

4 séts

Spear, (hae Bolga (7dé)

5 séts

Heavg Clothing, Suit (] Hit)

1.5 séts

Spear, Large (6d6)

2.5 séts

Helmet, ]ron (Hits ?_)

3 séts

Staff, Druid (Ordinaire, 2d6+2)

5 séts

| eather Preast (3 [Hits)

4 séts

Staff, Quarter (4dé)

5 séts

Shield, Largc (Hlits 5)

4 séts

Sword, Long (‘%clé)

5 séts

Shield, Meclium (Hits 4)

2 séts

Sword, (reat (7dé6)

10 séts

Shield, Sma” (Hits 5)

I sét

Food, Dn’nk, Lodging

Value

(jothing

Value

Ale, (Gallon

i0c

Brogs (S]ﬂoes)

Ale, Mug

Ic

Brat (Cloak)

Horse ]:eecl (Per dag}

Ic

Brat, Co!or‘Fu! (Cloak)

Loclging (Per day}, Average

5 c

Cap

Lodging (Per c}ag), Foor

2c

Crois (Belt)

Mead (gallon)

Long | _eine (] unic)

Meacl (mug)

Shor’c Leine (Tunic)

Mea]s (Per clag)

T rius (Fa nts)

Meals (Pcr clag), (Go0d

Suit Clothing, Flaith

\/alue x5+

Meals (Pcr clag), Foor

Suit Clo’ching, Foor (no shoes)

1 \/aluc

Stab!ing (Per dag}

Suit C!othing, Winter

\/a]ue X2




Ot‘wcr ltcms

Ot‘wcr ltcms

Valuc

Backpack

Torc, Bronzc

6 séts

Ba rre!, La rge

T ore, Go]cl

100 séts

Basket

T ore, Silver

17 séts

Bedroll

TOFC}'ICS (Z)

S

Blanket, Winter

Waterskin

Boc”‘:ran Grame drum)

Whetstone

Bucket

Woacl Faint (i Pir\t)

Canc”e

EmPlogmcnt

(Chariot

20 séts

(ommon Laborcr, Per Day

Cl—mcst, Ccdar

I sét

Common Cra]ctspcrson, Fer Dag

C]oa‘epin brooch

2+ séts

Spearman, Fer Dag

Coracle (one~man leather boat)

I sét

Charioteer, Fer Dag

Fis]ﬁing Net

I sét

Animals

Flask, Glass (5)

I sét

Donkcy

Flint and Steel

6c

Hehcer

HBFP

2+ séts

Horse, Kicling

6+ séts

Ink (i Pint) and Qyi”s

5c

Horse, War

20+ séts

Lan’cern, Candlc

Zp

Ox

1.5 séts

Lo ck, Average

4 séts

Wolﬂwounc{, War~Trained

4 séts

Lockpicks

3 séts

Bui]dings and | and

Value

Mug/Tankarcl, C]ag

2c

Bam

20 séts

Ox Car’c

5 séts

Cl—]ieftain’s Ha” and ]:umisl—]ings

250 séts

Farcl—]mcnt (i S]’]CCt)

Fin For’cion, Averagc Farmland

40 séts

FiPes, Reecl

Fin Fortion, Good I:armlancl

50 séts

Fot, La rge

Fin Fortion, Foor Farmland

30 séts

Foucl—], Belt

(areat [Jouse and ]:urnis]ﬁings

50 séts

Ropc (l—mcmp), 50

Hovcl

% séts

Sa ck, La rge

King’s Ha” and Furnishings

500 séts

Saclc”e, Kicling and Tack

Kound House and Furnishings

20 séts

Saddlcbags

Worksl—]op and Tools, 5ma”

25 séts

SPC”, Fer Level

Te nt, Two Fe rson

*/: or5 TK and DE X rcquircmcnts and wc{gflts for the
various weapons, pﬁ:asc consult the DT& Tru/c[)ook




Farms, Land, and | ivestock
Farm]ancl in Mgthic ]reland is measured in a unit called the “fin Portion"’ Each fin Portion is

the amount of farmland that one team of two oxen can cultivate in a year, a!ong with enough
pasturage to support the cattle and other livestock owned bg an lrisl—m Famﬂy of 20 orso
People. A]Cin Portion usua”g includes rough]g 30 acres of Farmlar\d, inc!uding 10 acres left
fallow at any given time, and another 70 acres for i:)ui!clings, Paddocks, pastures, hag, etc. [or
those who wonder such t]ﬁings, an acre is the amount of land that an ox-team can till in a clag.
A fin Por’cion oFgood farmland is considered to Produce 4 séts ProFi’c each year after all
members of the Familg and their retinue have been suPPor’cecl, tribute has been Paid, Clie:
T here are usually only five fin portions of farmland to the square mile, as the rest of the
.o & 9

surrounding land is hunting erounds, wilderness, waterways, etc.
5 585 o

Five fin Portions are the amount of land considered sufficient for suPPor’cing a noble
household. T his much land tgPicallg rcquires five tenant families to work it on behalf of a
flaith owner, who feeds and shelters them. This much good farmland is considered to Procluce
20 séts ProFit cach year after Paging tribute, suPPortir\g the tenant Fami!ies, and Providing for
the noble’s Famiig. Again, five fin Portions equate to aPProximatclg one square mile of land.

Samplc Jrish Warrior's f)dongings (Social Rank: 3 and 500 séts)

Lands and Wczﬂtl’r

Grcat House = 50 sets (lnc!uclcs all Furniture, Farming too]s, etc.)

5 in Fortions of (Good Farmland = 250 séts (Froduces 20 séts in Promci’c each gear‘)
5 Hovcls/l Works]'uop/l Barn = 60 séts (Hoveis shelter five tenant Fami!ics)

20 Ml”( Cows =40 séts

2 Heifers = 2 séts f)crsonal Equipmcnt

35 Figs = 7 séts Cuir Boilli Preast = 4 séts
21 Sheep = 6 séts Large Shield = 4 sets

i Riding [Horse = 6 séts Sword, Long =5 séts

4 Oxen = 6 séts K nife, ]:ig]ﬁting =1 sét
200 Chickcns = 1 sét SPears (5) =45 séts

) Gold Kir\g Coins =% séts Chariot and [Jorses (2) =32 séts
Silver Torc =1 7 séts Fine Clo’cl—)ing = ].5 séts
448 Séts Tota] 5 Séts Total







Wl";o Arc the Gacls‘?
Tl’]C Gaeis of lre!ancl likclg descended from the Celts of mainland Europe. Tl’]ey share

some cultural similarities, but tl—mcg are also different. T heirvalues and mores have been
shaPccl by uniquc exPeriences and life in aland unlike any other. The aes sidhe have
clramatica”y shaPccl the Gac]s’ religious bcliegs, and their legencls and languagc have been
touched bg both the fir bo]gs and fomoire.

APPcarancc
(Gaels P]ace tremendous value on their P]ﬁgsical appearance; therefore, Pcrsonal lﬂggienc and
grooming are part of their clailg routines. Theg wear the finest garments Permitted to their

Social Status, and many cmplog a Progessiona] class of hairdressers to ensure theg look

their best on imPor’can’c occasions. Gacls work hard to demonstrate their virilitg and Plﬂgsical

fitness, as these can influence their status in the community. T herefore, most—both men and
women—maintain a ]ean, ath!etic, and energetic look. Any individual who grows fat is looked
upon with disgus’c, shunned, and Possiblg fined bg a Brehon until theg lose the excess wcigh’c.
This usuallg results in Penalties to the character's (lu; if the situation is not rectified, tlﬂeg
might cventua”g become D/:S/LIO/“IOFCd

(Gaels who becomes clismcigurcd orlose their hair are looked upon with Pitﬂ or disdain, for these
are sure signs that theg are in decline and no longerlcit to lead. This is esPeciallg true for the
Warrioraristocracg. Thosc suﬁcering one or both misfortunes should receive Penaltics to their
(lt scores and be Pro]'libitcd from attaining any rank of chieftain or l—mig]ﬁer; an individual who
alreaclg holds such a title is quicug relieved of that authorit\g‘

Clotf’u’ng

Gaels fashion c!othing from a varietg of matcria!s, including ]incr\, wool, leather, and furs—
sea!, otter, baclgcr, 1Cox, rabbit, wohc, and others. The wealthiest may also wear exPensive silk
or satin impor’ccd from distant lands far to the east and brough’c to ]rclancl bg Foreign traders.
charc”ess of the material, the [rish love brig]ﬁt colors, and ’chcg are expert at dgeing their
garments. ]t is imPor’cant to remember that the Brehon Laws establish the number of colors a
person may simultancouslg wear, with non-free Pcoplc and the lower classes wearing onlg one
or two colors and the Higl—] King/deen wearing as many as seven. This stricture Pcrmits
one to quicug assess the Social Status of a stranger and ensures that onlg the wea!thy

appear in brilliant, multi-hued raiment.




Common Articlcs of Clothing

e Awarm, heavg wool cloak called a brat (BKAUGHT), which is almost a]wags
colorful and held in P]ace at one shoulder with a brooch. This garment reflects the

wearer’s status in society, so it is often l—mcavilg decorated, as befits the wearer’s
Social Status. No (Gael goes about with out a brat, unless the weatheris very warm.
A tunic of wool orlinen called a leine (LAY~nah>, whichis a long smock-like garment
that is belted at the waist and extends to the knees (for Warriors and those engaging
in Pl—lgsica] Pursuits) or the ankles (for flaith). T his garment may be lavisHy decorated
orvery simPle, dePending upon the wearer's Social Status and occuPation‘

Some choose to cover their !egs bg wearing simpie linen or wool trousers called trius
(TREWﬁ), these sometimes extend on!g to the knee or ca!F, but others are !ong and
have may have stirruP straPs‘

A belt called a crois (KR]S), which is made of leather or woven fiber and fastened
with a metal buckle, is worn about the waist. Again, Social Status and function
determine how elaboratelg this is decorated.

Leather shoes called brogs (BROGUES) are worn bg those who do not wish to
20 barefoot. T hese are usua”g worn when the |rish wish to demonstrate their status
or a sense of decorum. brogs range from sliPPcr orloafer tgPes to those Pu”ecl

togcther at the toP oF the Foot with laces.

Cla

Fersona] honor and rePutation are of foremost imPortar\cc to the Gaels. A character acting
disl—]onorabig in minor ways should ini’cia”g be warned and Possiblg Penalizcd aClu Point;
t]ﬂeg should also face cas’cigation bg other P!agers’ characters and NFCS A character who
continues to act in this manner, or one who does somcthing b!atantlg clishonorab]e, loses
iargcr quantities of Clu and mig]ﬂt become [Dishonored. |f this ]ﬁappcns, the Plager must
tcmporarilg halve the characters honor Pricc, and all social interactions with those who know

of the character’s shame are imPactccl by the characters reduced C!u score. Theg become

t]’IC subjects of scorn and harassmen’c untii SUC}’I time as thcg redeem t]ﬂemseif in ’cl—mc cyes of

their community, and this often requires the PerFormancc of a signhcicant service on behalf of
their clan or tribe. Should they fail to rid themself of this stigma in a reasonable Periocl, their
C]L’J score continues to deteriorate until theg become an Outcast P that Poir\t, the
characteris to’ca”g disgracecl, and their tribe forces them into exile. [Furthermore, tl—mcg may be
Freely abused bg their fellow (Gaels because theg no !onger have an honor price. The on!g
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way an Oufcasfcan restore their C]u is to succcssFu”g compiete a great qucst on behalf of

their tribe and exPencl 1,000 Advcnture Foints‘ Note: Shou!cl a character be unable or

unmotivated to act honorab!y, their Family and Fricndsjust might assist in their demise because

tl'xeg bring shame to all who know them.

Honor and rcPutation are complicated facets of ]rish culture, and (GMs should use their
best discretion when dctcrmining the mechanical and social consequences of characters’
actions. | he Pcna]tics for damaged Claare usua”g signhcicant; therefore, carly in their
camPaigns (5Ms should he]P P!agcrs understand the (Gaels’ frame of reference and the like]g
outcome of their characters’ conduct. ]F P‘agers still choose to have their characters act in

dishonorable ways, t]ﬂeg should face the wrath of their kinsmen and the (GM.

Cl’!a"cngcs OF HOHOF

Warriors—and sometimes others—who feel as tl'mougl—] their honor has been tarnished or who
wish to establish their own excellence can make a cha”engc of honor. This is a contest of
arms or some other abi]itg, such as singing, storgte”ing, or cralcting‘ The one so cha”engecl

cannot refuse without good reason; to do sois to lose C]u Howcvcr, there are rules:

e A Warrior should never cha”engc anyone beneath their own station and caPabilitics,
unless cloir\g sois the on]g way to restore their honor. ln Fact, cha”enging someone
who does not bear a Warrior’s weapons can damagc the cl—ma”enger’s honor and Clu

Thc Gac!s do not like bullies. A cha”engc of honor can be to the first blood or the

clcath, as the combatants desire.

Other cl—ma”enges require oPPosecl 5aving Rolls using the T alent or attribute in
ques’cion. T hese cl—ma”cnges can be musical contests, taunting compe’ci’cions,
storytc”ing cha”er\ges, etc., as dictated }33 the cha”cnger. The contestant who
succeeds in making the SR and achieves the greater total wins the c]ﬁallcnge. | ike
Warriors, anyone else who would engage in a cl—ma”engc of honor should only target
someone capable of comPeting——Picking on someone of insufficient training or abi]ity

is viewed as bullging and abuse.

Geeis (GE.SH) or pl. Geasa (GE.SH-eh)

els 1s a powertul requirement, limitation, or condition placed upon a character’s lite. |t is
Ag p rful req t, limitation, dit PI‘JP haracter's life. |t

usua”g comPc”ecl bg a Druid at the time of a characters birth or during their initiation into




adulthood; however, in a moment omcgrca’c duress, a character can invoke a geis upon themself.
Ma‘cing a vow or swearing an oath is alwags a serious matter to a Gael; however, accePting a

geis is something far more signhcicant ]t is a demonstration of commitment, Proof of courage, a
test of honor, and an agreement to accept catastroplﬁic consequences forfailure. Ageis can

be Pcrmanent or temPoral in nature, the latter requiring some sPcchcic occurrence or the

comP]etion of a sPechCic action. Mang of the greatest heroes in lrish mgtho!ogg were subject

to one or more geasa, and these strictures complicatcd their lives and often Placed them in

grea’c dangcr.

Any character who wi”inglg takes on a lcssergcis receives +3 (0, and a character who takes
on a greater geis receives +5 Lilie Agcis may be selected before Plag begins, orit may be
acquired cluring P]ag, clePencling upon the Player’s PreFerence. Everg geis has Powerful
magical Proper’cies that result in misfortune for the individual who breaks it; therefore, (GMs
and Piagers should collaborate to create meaningFui geasa for characters. S]ﬂould these be
broken during Plag, GMS and Players should also collaborate to determine the aPProPriate,

stor3~driven consequences for cloir\g s0.

Sometimes a person does not know thcg are under the influence of a geis and on]y learn of it
after the terms of the magical restriction have been broken. Other times two geasa may end
up contradicting each other, Forcing the hero to break one of them. [For example, T
character [inn has the geis chcr/:a//to ﬁrotecta Woman. However, he also has the geis

5/aﬂAnﬂonc W/%o Dares toAttaCL You. Umcortunate]g, when [Finn encounters a Fictish
Witch intent upon ki]]ing him, he must break one geis or the other.

(easa are divided into two basic categories-Lcsser and Greater——and these serve as a
rouglﬂ assessment of the cthFicultg and inherent dangcr of any geis. The Fo”owing lists

Proviclc cxamples of Possib!e geasa and the Potcntial consequences for breaking them.

Sam!alc Grcatcr Gcasa
Never Draw a 5worcl without Ki”ing

Never Fai! to Frotect a Woman
Never Carrg a Weapon

Never Refuse a C]’]a”cngc of Honor
Never SPeak to Strangers

Samplc | esser (Geasa

Never 5166[{) Near Running Water
Never [© at Birds

Alwags Weara | orc

Alwags Sing to the New Moon
Never Flay Hurleg




Fcnaltics for Brcaidnz (Greater (Geasa Fcnaltics for Brcaicinz | esser (Geasa
~10 Clu and one of the Fo”owing... -5 C!u and one of the Fo”owing‘..

Debilitating orTerminal Discase ]rritatir\g or Embarrassing Maladg
DisFigurcc} (Fermancnt 1dé CHA Fcnaltg} ] Levcl DiF}Cicu!tg to LCK SRS
Double Kequirecl | evelfor] uck SRs Rash/Sores (-1dé CHA)
Fcrmanent | oss of 1dé Attribute Foints | chel Di#icu!tg to DE_X SKS
Damagc Taken ]s Doublcd Target of Missilc (sers

(aina Fowerpul Enemg (ain an ]:_ncmg

E_tc. E_tc.

T he onlg way to avoid the full Pena]tg for breaking ageisis to undertake and complete a
quest that it insPires a cleitg to intervene. Should the geis be tota”y removed by that
immortal, it must be rePlacecl bg another that is somehow related to the original restriction or

the subscqucnt quest to eliminateiit.

Food

All Gaels eat a grain~bascd clic’c—mos’c]g oats and bar!eg—tlﬂat includes foods such as bread
and Porriclgc. Wild herbs, tubers, roots, berries, aPPles) and nuts are also common foods.
Ml”( (Primarilg from cows) is an imPortant staple for all but the very poor, and the Gaels love
cheese, butter, and cream. Meat is caten when available as game or taken from domesticated
stoc‘c, usua”g in the form of Pork. Cows rePrcscnt wealth and have tremendous value, so beef
is onlg caten bg commoners on rarcw—usuallg rc]igious——occasions‘ Mutton is sometimes eaten,
but sl—mccp have signhcicant value for the wool tl'leg Produce. Freshwa’cer and saltwater fish are
eaten 133 all where rcaclilg available, but mussels and seaweed are considered food onlg fit for

the poor. Besides Plain old water and mi”c, the Gaels love strong drink with their mea]s,

especia”y meads and barlcg~basec{ ales. T he wealthiest flaith also enjog wines importcd from
(areece, ]’calg, and 5Pain.

Thc Curadmir (COO-rah-mccr) or waampion’s Portion

At imPor’can’c meals, cspcciany cluring the four seasonal feasts, the greatest Warrior of the
clerbH:in, tuath, kingc{om, or [Tiannais entitled to the finest Portion of meat, usua”g carved
from the hinclciuarters of the beast. This is called the curaclmir, and the one entitled to eat it
is called c]ﬁampion. Laging claim to this title is a very riskg cha”enge of honor, for the (Gaels
maintain a Proud Warrior culture. Many amerry feast has been drenched in blood over a bid
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for the clﬁampion’s Por’cion, and many are the mead-fueled, g!org%ungrg Warriors carried one
final time from the chieftain’s hall. Tay character who successgullg claims the chamPion’s Portion
ata major feast immediatelg gains C!u and kecps this bonus for as ]ong as theg can sustain

the claim.

Gamcs and Sports

T]’]C Gaeis are fond of games and sports that exercise both the mind and body. Jn their
homes tlﬁeg cnjog aboard game called fidchell, a strategy game somewhat like chess with two
Plagers moving sets of Pieccs about a board. Outcloors, the Gacls love all forms of athletic
compcti’cion, from wrcs’c!ing to foot races; there is no feat of streng’cl—] or contest of agilitg
beneath their interest. Ferl—laps ’cl—mcirgrcatest love, however, is the sport of Jomanaiocht
(EYE~O%~MAN~NEE~3CEQ. This carlg form of ]rish field hockeg is a vio]ent, full-contact
sport P]aged in virtua”g every Gacl settlement across the island. Fami!ics and clans often

P183 against each other, and tribes have teams that represent them in intertribal competitions.

]t is also imPor’cant to note that this sPort is notjust for fun—it is used to train and condition

Warriors. ]n Fact, the caman (cuh-MON )~~a short ash stick used in the gamewmakes an

excellent, imProviscd slﬁi”clagl—].

Homcs and ]:orthcications

T he GGaels build in the traditional ( eltic fashion with occasional cleparturcs aclopted from
other cultures. Givcn the imPor‘tance theg P]ace upon their Pcrsona] appearance, it may secem
strange that thcg do little to enhance the bcauty of their homes and other bui]clings. The
simplc fact is that the |rish see construction as a matter of function rather than form, and tl—mcg
Prmcer to kccp their structures simplc but effective. T he rcsulting lack of ornamentation is
one reason Forcign visitors sometimes assume the Gaels are little more than backward

farmers and Pig tenders.

]rish homes are usua”g rouncl, and the Gaels Prmcer to
construct them with lighter materials, such as wood and
thatch. |n fact, tl—mcg onlg build stone round houses in
areas where timberis scarce, or clangcr dictates the
need to do so. The spaces between the structural
timbers are filled with a mesh of rushes or branches, and

this is then covered with a thick coat of mud. A]though
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their roofs are thatched and usua”g left without oPcnings to the skg, this does not create
Problems with smoke from the home’s hearth because it rises to the highcst Point in the ccilir\g
and s!ow!g seeps through the canopy. While Gael round houses are genera”y warm and
comfortable, the nature of this construction means fire can become a real threat when the

bui]cling materials are clry.

Gacls live on individual farms or in small vi”agcs of
several fine. |n addition to round houses, sheds, and
various other structures, ]arger settlements may also
have scparate works]ﬁops for craF’cing. Wcalthicr?arms
have barns where animals are housed, rather than within
]rish homes, but this is a !uxurg‘ Gaels Prioritizc the
construction of defensive works, as resources and skill
Pcrmit, and these fortified structures are called duns,

crannogs, raths, and ring]corts‘

Adunis gencra”g any fortification that is Protcctecl bg an cncompassing wall of stone or

timber, and it usua”g has a singlc, gatccl entrance. Duns can vary tremenclouslg in size, and
one might protect a sing]e fin or an entire derbhfin. Some duns have their security further

enhanced bg broad ditches dug around their Perimc’cers, while others benefit from

construction in rugged or cha”cr\ging !ocations, such as on hi”tops or against cliffs.

A crannog is csscn’cia”g a dun built upon a man-made island in a rclativclg calm boclg of water.
]’c can onlg be reached bg boat or a narrow bridge that can be retracted or raised bg
defenders. ]t is very difficult to attack such a settlement due to this limited access and its
Protcctive enclosure, but the nature of their construction often limits the size and capacitg of
these fortified islands. |n addition to bcing crampcd, moisture and miclges can make these

structures uncomFor’cab]e Places to !ivc‘

A rathis a ringFort formed bg a ditch and an earthen rampart that is sometimes toppcd bg a

wooden fence or barricade. A small rath might protect a sing]e Fin, but a huge rath could
Protect an entire derbhfine or more. DePending upon its size, a rath may have a single gatccl
entrance or several. Furt]ﬁermore, its walls may be ]ﬂonegcombed with passageways that

Permit defenders to move about the fortress unhindered }33 those outside.




T he Graels do not build actual cities; however, each of the four kingdoms (orfive if a Higl—m
King rules from Tara) has one or two large settlements that could be considered large towns.
Each is a huge ring]cort encompassing thousands of acres and constructed in a natura”g
defensible location. T he buildings within are built Primarilg of stone to limit the impact of fire,
and the residence of the chieftain or king is alwags the largest and most secure. The flat-
toPPccl ramParts surrounding these settlements are often formed from two or more
concentric, ]ﬂeavg timber Pa!isac}cs with earth and other material Packecl between them. T heir
outer faces are then covered with carth or turf to eliminate the threat Poscd bg fire. Some of
these ramparts broad enough for Warriors to drive chariots upon them.

The largest ring}corts have muitiplc defensive rings. T he first is often notlﬂing more than a
wide area outside the walls that has been cleared of all trees and underbrush. This is done
Primarilg to Permi’c sentries to see aPProacl—]ing enemies, but this zone may also be filled with
s]ﬂarpencd stakes that discourage mounted \Warriors and chariots. | he second ring is
usua”g a high carthen embankment toPPecl with stai(cs, and this is often manned 133 s]ingcrs
and other missile users at the start of the battle. The third and subsequent defensive rings
consist of additional earthworks, walls, and Paiisades; the number of these dcpends upon the
size and wealth of the settlement. Thc Rath of Kir\gs containing the [Jouse of Cormac at
Koya! A a3, for examP]c, has seven different defensive earthworks and walls. As if all of this
were not enoug]'], itis imPor’cant to remember that a ring}cor’c built upon an elevation also

rec]uires attackers to Fight uPhi”, P]acing them at considerable c{isaclvantage‘

Brehon | aws

T he laws of the (Gaels are detailed, comPrel—]cnsive, and focused upon ensuring proper
conduct bg individuals within their socictg. Thesc are memorized and interPreted 133 the
Brehons, Druids trained ex’censive]g to recall and apply the aPProPriate laws in each
situation. | hatis w1'13 the (Gaels refer to their legal code as the Prebon [ aws. While it is the
Brehons’ duty to determine the right and wrong of cach case and assess fines for those

whose conduct merits it, it is up to the Plain’ciﬁC and the community to enforce their collection.

Brehons are selected bg a Chie?tain’s Druicl ora King’s Druicl to serve as magistrates for
their communities; thus, theg are some of the most highlg revered and feared Figures in Gael

society. While t]’]CB are expec’ced to rcnclerjuclgmcnts that are fair, imPartial, and consistent

with past ]cgal Prececlcnts, their word is law, regarc”ess of what theg ultimatelg decide. The
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onlg person who can overturn a Prehon’s decision is a l—ligl—]cnranking Brehon; therefore,

even chieftains and kings are bound by the Brehons’ decisions.

T o become a Brehon, one must be a PDruid oﬂ—migl—] s’cancling, a Master of the Oak | ore T alent,
and oﬂcicia”y aPProved bg the boclg of Brehons. ]F the characteris acccptccl as a Brehon,

their Social Kar\k imProves to 4 orincreases }33 sl whicheveris greater.

Honor Price and [Fines
Evergone has an honor Price, which is the lega”y established value of the individual’s life in

trade goods or property. Jn game terms, the full value of a person’s life is equal to their
starting wealth. T herefore, a [Tili with starting wealth of 500 séts has an honor Price of 500
séts. [Jonor Price, ora Portion thereoF, may be demanded }33 the kin oFangone unjust]y slain
or clisFigurecl, with the Proccecls bcing divided between their Famiig members, clepcncling upon
reiationsl—]ip to the victim. A (Gael can also demand their honor Pricc for any major offense
committed against them (e.g‘, satire, serious injurg, refusal of hosPita!ity, eto), and a fractional
value forlesser offenses (e.g‘, minor injurg, trespass bg a neighbor‘s animal, minor property
clamage, etc). T he Proprietg of any claim is determined 53 a PBrehon, butitis up to the
injured Partg to collect the sum. Note that a non-free person or Outcas’c has no honor Price,

and a character considered Dishonored is worth onlg half the normal honor Price‘

Fines other than honor Pricc can also be leveled against wrongcloers bg the Brehons‘ Once
a fine has been determined, the injured Partg must stake a claim to the land or belongings of

the guiitg party, and this is done in one of two ways: 1) T he injurecl party must succcsspullg

graze horses or cattle on the property of the guiitg party for nine straigl—]’c days, after which
time the property bc!ongs to the P]ainthcmc. Z) The PlainthqC can apply a withc~tic, a colored
ribbon Proviclecl bg a Prehon, to any imP]emen’c needed to maintain the guiltg party’s
livelihood—a farmers Plow, a blacksmith’s anvil, etc. Urxtil the fine is Paicl, the withe—tie cannot
be rcmoved, and the item cannot be used without loss of Clu Shou!cl an individual fail to pay

a Fincjudgcd against them, their kinsmen become responsible for the debt.

When guilt is not easi]g determined, a Brehon may advise the P!aiﬂthq: to cmPloy afastto
ensurejustice is served. The P]ainthcmc shows up outside the defendant’s door, states the
nature of their case before the Brehon and the one accusecl, and refuses to eat until the

defendant admits their guilt‘ While the P]aintiﬁc Fasts, the defendant is also exPectecl to
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refrain from eating. Should the defendant eat before the Plaintiﬂc does, thcg show themself
to be gui!tg and subscquent]g lose C!u

Marriagc

Thcre are ten different forms of marriage in ancient ]reland, but in simplest terms couPles can
get married for a relative]y brief Period or a lifetime at their own discretion. Few marriages are
arrangcd, except at the ]ﬂig]ﬂest levels of the flaith, and most Pcoplc enter a marriage because
tlﬁeg are in love or wish to engage in sexual relations. Wl—]cn arranging a more permanent
marriage contract, the father of the bride demands a dowrg or bride~Price from the groom, of
which up to a third is cvcn’cua”g returned to his daug]’mtcr. T his costis usua”g eclual to 2 of
the woman’s honor Price, but it mig]ﬁ’c be more than this orless if she is unusual in some way.
Or\cc Paicl, the bride Price is never rcFunclccl, and a groom demanding that it be returned risks
starting a blood feud. T here is usua”g no bride Price demanded in a second marriage, but
circumstances may dictate otherwise. (Gaels may marry outside their own Social Status, and

the Brehon | aws are very sPcchCic about the division of property and wealth in such cases.

Religion

Thc Gac!s’ religion Promotcs harmony with their natural surroundings, and it causes them to
do things abit clhqerentlg than many other cultures. Thus, thcy measure time with nights
followed bg dags, and their calendar is based on lunar motion rather than solar. Months, as
well as days within each month, are believed to be favorable or unfavorable for different

cndeavors; subsequcnt]g, feasts, raids, and other imPortant activities are P!anned

accorclingig. T he seasons are separa’ccd and marked bg four major rcligious festivals that

include markets, athletic competitions, clan or tribal moots, feasts, and ritual observances.

° /mbo/c {//\//~f7u/1/~ug), held in Fcbruarg, is a Pastoral festival of Fcr’cilitg and grow’cl—]. Jt

celebrates motherhood and the coming into milk of the ewes.

Pealtaine (B -OW/ ~tin-eh), celebrated in Mag, honors the Druids and promotes

the Fertilitg of cattle and crops. PBealtaine is commonlg associated with fire rites, and
the most well-known of these involves clriving the herds between bonfires and through

their smoke for Purhcication and Protection against evil sPirits‘

Lug/masaa% [ O-nah-sah), celebrated from mid~J u]g to mid~Augus’c, is the harvest
festival. Agreat feast is held on August i st to celebrate the bounty of the harvest

and honor the gocls, esPeciallg Lugh.




53/71/73/}7 60[/V~/n)mar§<s the start of the New Year. ]’c is celebrated on October

31 and commemorates the creation of order out of chaos and the bcginning of the
world. Durir\g this celebration the barriers between this world and the Otherworlcl
dissolve, and sPiri’cs—bot]ﬂ good and evil—roam the [~ arth. [tis a clangerous time when

humanitg is vulncrab!e ancl exPosed to the suPernatural wor!cl‘

As mentioned Previouslg, the Otherworld of |rish belief is the clwc”ing Place of the gods and

supematura‘ beings. Some locations are P!aces of Feasting ancljog, while others are less

Pleasant‘ ]t is not a reward for a virtuous lhce, as some re!igions bc]ieve; ins’ccad, it is the
magical countcrpar’c of the mundane world. ]’c is a Place that every person, rcgarc”ess of
behavior or beliefs in life, enters after death. T he Otherworld isjust as real to the (Gaels as
the mundane world is, even though humans do not norma”g visit it Prior to their cleaths;
therefore, stories of such visits—or visits to the natural world bg Otherworld folk—are wic}elg
acccptecl as truth. Agrea’c hero miglﬂt be able to enter the Ot]ﬁcrworld and return with

incredible tales to tell.

T he (Gaels maintain sacred locations where ’chcg hold their rcligious festivals and make
sacrifices. Such Places consist of a clcaring in the woods, a sPecial sPring, awooden temple,
or a ritual shaft or well. One or more of these elements might be part in any sacred Place, and

it may also be surrounded }35 a circular earthwork, Paiisadc, or ditch.

Water sources are csPcciaHH sacred, as theg are believed to possess healing powers and
serve as entrances to the Otherworld. T he [rish give giF’cs in cxc]ﬂange for the use of sacred
waters and to encourage the gocls to take notice. Tl—mcg also sacrifice the sPoiis of war to
their gods as thanks for victory. The Gaels sometimes offer sma”, carved Figurir\es for
l—mca]ing and other forms of divine intervention bg tossing these images into sPrings) rivers, or

clown sacred WC”S.

T he |rish sometimes Practice human sacrifice, but this is onlg done under the most dcspera’cc
circumstances, such as when a community is faced with famine, Plaguc, orwar. | he victims
sacrificed are nearlg a]wags caPtives, outcasts, or brave volunteers. Howevcr, if things are
going very bac”g foraclan or tribe, even a chieftain might be sacrificed to appease the gocls
and stay their wrath. Note: | he famous Roman accounts of [Druids Packing wicker men with
!iving PcoP!e and then burning them alive are !ike]g pure Propagancla.
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T]’me Gaeis have numerous gods and goclclesses, and each tuath has its own gods,
Particular]g a divine father or tribal gocl. This cleitg is linked to the welfare of the tuath and
the power and authoritg of the ri. ]F the riis accePta}Dle to the divine Fathcrgocl, the tuath
prospers; if the riis unacccptable, the tuath s’crugglcs. This Fatl—]crgoc} leads the tuath in war
and is sometimes absorbed into the iclcntitg of othergods, such as Lugh or Cernurmos‘

T he Jrish gods and goddcsses are neither omnipotent norinfallible; instead, tlﬂeg are
supematura‘, immortal (or nearlg immor’cal) counterparts to l—mumanitg with additional magical

abilities. Moreover, many are members of the Tuatha De Danann, the magica] and immortal

Peoplc who arrived in the fourth wave of invasions. | he |rish deities are squcct to the same

whims, desires, andjcalousics as humans. T]’\ey do not normallg intervene in l—mumanitg’s
aﬁcairs, but theg might be Persuaded to do so through aPProPriate sacrifices and entreaties.
In this regard, ’cl—mcg are a bit like the deities of the (Greeks, Romans, and Norse.

Some of the gods are recogr\izecl as Possessing different qua]ities or traits by different
tribes and may have different names in different P]aces. AN lessergocl is often identified with a
speciﬁc location, having dominion over a sacred sPring, river, g]adc, wood, well, or hill. Most
male deities are associated with a female consort, often a mothergoc{dcss, and most ]rish
goddesscs are triaclic, Powcr‘Fu], and have influence ovcherti!itg and magica] warfare. While
there are many others not mentioned here, what follow are brief dcscriptions of the best-

known deities of the Gac!s:

o  PRanbha (BAN-va)is a triadic goclcless; along with her sisters E_riu and [Fodla, she is
the Patron goclclcss of lre!and.

Brg/wa/@KEED)xs a triadic goddcss, and herinfluence as a mot]ﬁcrgoc}dcss is
widespread. She is the patroness of arts and crafts, healing, poetry, leaming,

livestock and Produce, and the rites of sPrir\g. [Her three aspects are cach named
Brigid, but each has a very different function in (Gaelic society: the firstis poetry and
scho‘arsl—]ip, the second is mc’calworking, and the last is l—mcaling.

Ccrnunnos (/<UK~/700~/70/15), also known as the Hornecl or Ant]ered Gocl, is the

ruler and Protector of all animals. He is common]g clePictecl as a male humanoid with

stag antlers, and he is closclg tied to both Fcr’cilitg and Prospcritg of herds, flocks, and
men. [Je is also the leader of the led Hunt.




Daga’a (DAHG~C/U/7) is the benevolent god of wisdom and manliness, and he is
Portrayecl as a chieftain and Fathcrﬁgure. He is known for suPerhuman strength

Panu (DAN»OO), the mothcrgoclcless of the Gacls, is triadic. Most tuatha view her

three aspects as the virginal and innocent maid, the sexual and nurturing mate/mother,

and the old crone.

Donn CDA/—]’N) is the ancestor of the Gaels, god of the dead, and ruler of Tech
Duinn, realm of the dead in the Otherworld. Souls of the dead sail bcgoncl the

sunset to his realm.

Go/[?/mu/ (GO\/»nyoo) is the blacksmith gocl; as such, he is skilled at smith craft and
serves as Pa’cron of that art and related others. He is also the god of ]ﬁealing because

the (Gaels believe iron has magical Propcr’cies that can restore energy, vi’calitg, and
strength Water sources and thermal sl:)rings are also under his dominion. Some
Gacls believe Goibl—mui is but one aspect of a triad of craftsman gods: Creic”me the
Builder, Goibhnui the Smith, and | uchta the \WWoodworker.

Lugﬁ ([_OO) is a versatile gocl believed to be skilled at all arts and horsemar\ship. [He

is also a Warriorgod, inventor of Ficlche”, and Patron of travelers and commerce. Lugh

is unc}oub’ccc”g the most universal of the Gaeis’ deities.

Pk ([_EEK) is the sea gocl of the Gaels; as such, heis unPrcclictable and sometimes

wrathful. [is Fury is terrib]c, and the ]rish make oF]Ccrings to him before seajoumegs.

/\//orr{gan (/\//OH~rccga/7n), the earth mother, raven, or war goddess is sometimes
triadic and sometimes not. She is usua”g the consort of the divine father or tribal god
and is concerned with the Fertilitg of the !ancl, crops, herc{s, and PCOP!C‘ She also uses
magic to defend the tuath when threatened.

Og/mla {OGf’7~ma)is the master of eloqucnce and PerFormancc; as SUCl’l, he is the

Patron of Filicl and those who would leave a Positive imPression.

Animais hold great signiFicance in the rcligious beliefs of the Gaels. (Geese are sacred and
associated with gocls having war or healing powers, ravens are the messengers of the gocls,
and swans are believed to be immortals in bird form. Poars sgmbolize s’creng’ch and virilitg, and
Pigs, which are favored as food, have ritual signiﬁcance. The stag and bull are sacred to
Ccmnunos and Oghma, resPectively. Rams and serpents are sometimes ritua]istica”y

signhcicant, as are clogs. Salmon possess the powers of Prophecg and Otherwor]cl know]ec{ge‘
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Hcadfwunting

Thc lrish are heac”wunters, and their Practice of head co”ectir\g isa semi~rcligious act tied to
their beliefs regarding the gocls, the dual nature of human beings, and the afterife. The head is
revered as the dwe”ing Placc of the soul, the center of Personalitg and life, and the vessel for
cach Person’s greatest qua!ities. Ther@core, the severed head of a mightg enemy serves as a
sgmbo] of a Warrior’s prowess and can enhance their Clu lt also sgmbo]izes their power over
the afterlife because when tl—lcg die, all the dead tl—mcg have collected in this manner must serve

them as slaves for ctcrnitg.

Gacl Warriors who take the heads of slain foes often carry them as trophies (usua”g
mounted on their chariots or tied to their saddles), nail them to the fronts of their homes, or
embalm them in cedar oil and store them in sPecia] chests for displag‘ Druicls and other
spe”cas’ccrs may be able to enchant the severed heads of one's foes or ancestors, Permi’cting
them to serve as wards and talismans. Farticularig PowerFul Druids and Witcl—]cs can even
restore senses to a severed head so that it might sPeak or warn its owner of aPProaching
clanger‘ This may be whg Warriors sometimes talk to the severed heads in their Possession‘
((GMs are hig]’xlg encouragecl to create sPe”s for these Wizards that Pcrmit them to do useful

and creative thir\gs with severed heads—the Possibi]ities are enc”ess.)

T he downside of ’caking afoe’shead as a trophg is that it marks the owner as the victim’s killer.
(aiven that blood feuds and retaliatorg murders are common in Mgthic ]relar\d, the character
who would take an encmg’s head had best be Prepared to face that Person’s kinfolk.

Tl'!c Otfwcrworld

Just one, short, magical siclcstep away from the mundane world is the Othcrwor]cl, a mirror
universe filled with magjc, mysteries, and wonder. |t is where Peoplc go when tlﬂeg dream and
after tlﬂeg die. Jtis also where some of the fomaire retreated after their loss to the T uatha
De Danann and where the De Dananns fled after their final defeat bg the sons of Mxl at the
Battle of T ailte. [t is the home omcgocls, demons, heroes, and mysteries. T he Otherworld can
be reached most reacmg bg clying or clrcaming and entering sPiri’cua”g, butitis Possible to

enter Phgsica”g from the normal world through various Por’cals and gatewags, many of which

are found within bodies of water or sidhe mounds. lt is also said that one can reach the

Otherworld bg sai!ing into the westernsunset.




The Otherworld is a Placc of countless realms with wilc”g c}igering conditions and inhabitants.
Tir na nOg (the Lancl of the Young) is the home of the Tuatha de Dannan and the Court
of Light. lr\ that island Paradise, there is onlg cternal gouth, bcautg,Jog, and limitless bount\g‘
T]’uere are other Placcs, howevcr, that are much less Pleasan’c, such as Réimsi an B]’lréin (t]ﬂe
Fic]ds of Sorrow) where monsters dwell and minions of the Court of Darlcncss reside. The
more clangcrous realms arejust as Mcelg to be discovered }33 naive visitors as the more

benevolent ones, so would-be travelers should take great care. Fortunatelg, those who

joumcg spiri’cuallg to the Otherworld, either t]ﬁrough death or dreams, cannot experience

permanent death there—those slain within its borders awaken whole and unharmed at dawn
the next dag. [However, a character visiting the Otherworld with their Pl—]gsical form can be
slain there; should this l—mappen, tl—lcg may never Pl—mgsica”g return to the mundane world, unless

thcg find a way to return as in sPirit form.

]t is also imPortan’c to note that time moves very diﬂcercntlg and somewhat inconsisten’dy for
mortals visiting the Othcrworlcl. at mortal who stays but a few hours could return home to
discover theg have been away formuch ]onger. This is exact!g what haPPcnec{ to the great
hero Qisin, who spent three yearsina sidhe mound on!y to discover three hundred years had
Passccl }39 the time he returned home.

Wancarc
A” free Gaels, from the time theg reach adulthood until the c{ay they are P]acecl in a grave,

are cxPccted to come to the defense of theirlands and People. However, most do not make
war as their Prochsion; instead, tl'xeg spend much of their time Farming, craF’cing, hunting, or
otherwise engagcd in the clag~to~cla3 tasks of survival. Tl—mcg gcnera”g Pick up weapon and
shield on]y in defense of their homes or when called to do so bg their chieftains. The
excep’cions to this rule are spearmen, charioteers, and the Warrior aristocracy. T he first hire
themselves out as mercenaries to the nobi]itg, the second drive the \Warriors’ chariots into
battle and serve as support troops, and the last are the true Warrior elite in lrish societ\g‘
Altl—]ougl—] all free Gacls are Permit’ced to bear weapons, most carry no’cl—ming larger than a
knife in times of peace. T o do otherwise identifies them as combatants and leaves them open
to cha”cnges of honor. Most true Warriors PreFer to use swords in battle because these
clearly denote their elevated Social Status and role in societg, but spears, axes, and clubs

(shi”clagl—]s) are also Popular.




Most Gaeis do not wear armor in comba’c, relying instead upon skill and Pcr]ﬁaps a shield for
defense. T he use of heavier Protection, such as full bodg armor, is usua”g seen as cowarc”g
or too restrictive. The flaith sometimes wear exPensivc armor as a status sgmbol, and so might

a Warrior who took the Protec’cion asa ’cropl—mg from a vanquishcd foe.

Although ]rish Warriors thrive on oPPor’cunities to gain glory and enhance their Pcrsonal
l—lonor, it is a mistake to assume tlﬁeg are capab]c onlg of singlc combat. Mang Gael leaders
are skilled tacticians who cmpiog cavalrg, chariots, missile users, troop formations, and terrain
to great effectin !arge scale battles. These often begin with chamPions on either side issuing
c]ﬂa”cnges of honor to their oPPosi’cion, and the subscquen’c singie combats are Fough’c in
front of both armies. [For both rcligious and sgmboiic reasons, this often l—mappens at a ford on
a river or creck. Sometimes these chamPior\s are Permittecl to determine which side Prevails,
thereby Prevcnting much bloodshed. Should the conflict continue bcgond these initial
displags of individual courage, [rish leaders use organization, strategy, and cunning to move

the battle into a comP]icated dance of mi]itarg units.

Chariots

Gaels often emP!og chariots in battle because these serve as fast transPortation across the
battlefield and act as Plahcorms for emploging missile weapons. The charioteeris alwags a
Warrior in their own right, usua”g one with the (Charioteer | alent. A chariot moves at twice
the sPeed of a person on Foot; thermcorc, it can move 12 spaces <Z4~ 3arcls) cach combat
round, and the Ta]er\t bonus of the driver is the additional number ofgarcis it may cover in
that time. [Tor examplc, a driver with (Charioteer | alent (A) +5 can maneuver their chariot up

to 29 yards (14.5 sPaces> each combat round.

Thc Fianna
This is the greatest army of Jreland, but it on!y forms when there is an Ard Ri at | ara. At
other times, its mightg Warriors serve their clans and tribes. The FFianna are known far and

wide as c]ﬂampions onustice, Patrio’cs, and defenders of the Higlﬁ King. Most are young

flaith who have not yet inherited wealth and lands but wish to make a name for themselves.
Others are exPericnced Warriors who have tired of the bickering between the petty
chieftains and wish to serve a higher cause. Durir\g the winter months, the Fianna are
quar’cerecl in Jrish vi”ages at the expense of the tribes, but cluring the summer months between
Bealtaine and Samhain, thcg live in the wilderness, where theg hunt and train for war.
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o join the Fianna, a Gael must first prove themself educated and a master at arms. | hus, a
Toj , p ,

Prospcctive Fiannis rigorous]g tested to ensure thcg possess the necessary atHeticism,

courage, endurancc, ‘mow!eclge, Poise, and martial prowess:

i) SPrint through dense forest while chased I:)g nine armed Fianna. The candidate fails

if tl—]cg are wounded, falter, demonstrate fear, or their braided hair comes undone.

2) LcaP over a branch as l’]igl’] as tlﬁey are tall, dive under one no ]ﬁig]ﬂer than their knees,

and remove a thorn from their Foot, all without slowir\g or stoPPing.

%) Stancl buried up to the knccs, with onlg a hazel stick and small shield for defense, as

nine [Tianna simultaneouslg hur spears. T he candidate is rejcctecl if struck.

4~> Move an audience of their fellow I:iarma to cheers or tears with the Poetic recitation

of a lcgcnclary hero’s deeds.

]F accep’cecl, a new ]:iann must accep’c Fourgeasa: Mar/y On/g [orLovc, Kema/n Loya/to the
[ianna, 5ervc the A/’C/ K and F rotect /rc/and unto Dcai’/ll.

Altl—lough the [ianna are a Peeriess Figl—]ting force and serve as ]reland’s first line of defense
against invasion, theg are also cmPlogccl to hunt down criminals, ensure the payment of

tribute, and Punish wagward chieftains and lesser kings who de]cy the will of the Arcl K.




Mna Fiéinc (NAH FEE—-ahn—»uh)

Thc Druicls maintain a fanatical Warrior sisterhood known as the Mns [idine, or wild
women, and their name is taken from their Frenziccl, a”~or~nothing Fighting style. These
religious zealots s}wriek, froth at the mouth, and charge macﬂy into battle with neither fear for
their we”being nor concern for the oPPosition‘ Asa resu]t, theg are excellent line-breakers

that can quicklg shatter an enemy’s will to Fight‘ A” Mns [idine are berserkers and some are

subjcct to riastradh.

Mna [Tiaine undertake two geasa:

56/‘\/6 the Dru/a’s and D@I[CHO/ the
Sacred [laces. T heirfanaticism also
leads many acccPt the geis /\/everﬁe
[ aken Captfve. Thcg serve as their
Druids’ bodgguarc}s, wardens of their
communitg’s holg sites, and enforcers
of the Druicls’ will. They are easy to
recognize while on official tasks, as
thcy dress in black robes to signhcg
their ties to the Druicls and their

ritualized role as death-bringers.

Mnra [Fiaine Placc their duty to the
Druids above both tribe and Familyj
and ’chey sever all ties that migh’c
otherwise inter‘Fcre, inc]ucling
Frienc}ships and romantic
rela’cionships. T herefore, t}wey may
not marry, and any children they bear
must be surrendered to the Druids
for sacrifice to the gods. Mna [Figine
who become Pregnant are temPorarily
Dfs/70norec/until their condition
resolves itself and ’chey can return to

dutg‘ Those who ultimate|3 fail in




their duties may commit suicide, a!wags with a weapon, as means of Pro’cecting the honor of

their families and encling their own shame.

Mna [Tidine can use all missile and melee weapons, but tl—mcg Prchr spears for their ease of
use and dua|~PurPosc Functionalitg and scythes for their power as religious and mgtho]ogica!
sgmbo]s. Un]ike many male Warriors, Mina [Tiaine use any armor available to enhance their
effectiveness in battle, and this is Par’cicu]arlg imPor’cant given their recucsslg offensive
Figl—)’cing stg]e.

There are very few older Mina [Tiaine because the role is dangcrous and earlg mortalitg is
common. |n fact, many do not survive their first yearin the sisterhood. |t is acccptable, albeit
unusual, for these fanatical Warriors to resign from their duties after at least nine years of
service. | hose who do so are honored bg the Druids and benefit from elevated Social
Status—t]ﬁeg become SOC » orgain +1 to SOC, whicheveris greater. T he Druids also
assist them with substituting their old, dut9~re]atccl geasa for new ones without fear of

magica] re[:)risal.

Note: Thc Mna [Fiaine of Mythic ]reland rcPresent the fanatical Warrior women who will
one day aid the Druicls in their defense of Anglescg. As | acitus wrote in Anna/sX/\/

“Or\ the beach stood the adverse array, a serried mass of arms and men, with women Hi’cting
between the ranks. ]n the stglc of Furies, in robes of clcathlg black and with disheveled hair,
t]’]CB brandished their torches..”

Shyjelad

Some Gacls believe thcg must not sePara’ce themselves from ’cl—lcirgods and the powers of

nature bg wearing armor. Olthers believe it is dishonorable to reiy upon such cowarc”g props.
Kegard]ess of their reasons, Player characters who Fight s‘(yc!ad——complctelg naked (exccPt
Pcrlﬁaps foratorc oran arm ring) and Paintecl with woad sgmbols dedicating them to one or
more gods—eam the favor of those immortals. | o reflect this, a skgclacl character entering a
Potentia”g lethal Fight earns Clu and gains the abilitg to reroll one SR ora sing]c round’s
Combat Total cluring that battle. Any armor worn—not inc!ucling a shield carrieclw—negates
these benefits.




New Crcaturcs for My’c‘wic ]rclancl

What follow arcjust a handful of the creatures one might encounter in Mythic ]relar\d, but
there are countless o’cl—mers, including many Presen’ced in the Dc/uxc Tunnc/s and Tro//s rules.
All sentient creatures Prescntcd here have been Providecl cnoug]ﬁ Prior exPcrience to raise
their attributes by a total of 8 Points. ]n aclclition, the Aclventure Foints awarded have been
increased bg +10 Points per level of magic or sPecial abilities the creature possesses. Thus, a

274 Jevel aes sidhe Faragon is worth +20 Aclvcnturc Foints for knowing 2nd level sPe”s.

Mang suPernatural creatures possess the [Fae Wa”c sPecial abi!itg. This represents their
inherent or learned abilitg to cross from the Otherworld into |reland and vice versa. ( nless
stated otherwise, this abilitg reciuircs a full combat round of concentration and the
cxPenditure of 10 W]Z Points to Perform‘ Somc Druids and Witchcs rePlicate this abi]itg
’c]ﬂroug]ﬂ sPclls, but it is more difficult for them as tlﬁeg are not denizens of the Otherworld.

GMS might Permit Plagers to create characters from other sPecies, butitis imPor’cant to
remember that the Gacls are suPerstitious and distrustful of tl'n'ngs theg do not understand.

T hus, it takes serious creativity ’cojustiF3 wclcoming afomoir or an aes sidhe into a group.

Aes Sidhe (AYS-SHED) orFac (FAY)

T he aes sidhe are the magica] and sccminglg immortal inhabitants of |reland who arrived in the
fourth wave of invasions. Their name, which means “People of the mouncls,” was given them
because tl'ucg agrecd to retreat to the hills as Par’c of their terms of surrender to the sons of
King Mll ]n tru’cl—m, the vast majoritg retreated to the Otlﬂerworlcl where tl—mcg maintain two
cliamctrica”y oPPosecl kingcloms: The Cour’c of Light and the Court of Dar‘cncss. The
formeris comPosccl of aes sidhe who might still be wi”ing to helP humans, desPite being
banished bg them; the latter are those who bear a terrible gruclgc against men and glac”y
cause them harm. The Gaels both fear and revere the aes sic”*ac, and many a tale is told of

herocs who met their fate at the har\c{s of vengeFul fae.

Thc fae of the Court of Darkness were Fundamenta”g changecl }33 the trauma of bcing driven
from their lands. A]though theg have remained attractive and gracmcul in appearance, their
Pcrsonalities have become twisted and malevolent. \While the Court of Light still cmplogs QOak
Lore to formulate sPc”s, the Cour’c of Darkncss relies upon Eldcr Lore and Witchcraft.
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Aes sidhe are nearlg all F’aragons that learn both martial and magica] skills with equal ecase.

Thcy are viewed as n135terious, clangcrousJ and terrhcging }33 the Gac!s, and that is whg the

People of lreland Frequentlg make oﬂcerings at local aes sidhe mounds to ensure the “good

neighbors” remain such. | he aes sidhe still residing in Jreland do so in remote locations further

concealed }33 illusion magic‘




Aes Sidhe (Court of Light) chcl 2 Faragon
This is a gracmcul and wise lord or !adg of the Court of Light‘ Characters encountering such
a beir\g should be cautious, as these folks are caPricious and clangerous. Aes sidhe are

immune to most diseases and, barring misfortune, are secminglg immortal.

CON | DEX | SFD | STR | CHA | INT | LCK | WIZ | AT | WT
xi (12) | xi5(17) | xi(12) x1 (12) x2(22) |xi5017) | xi.5017) | xi.5(17)| xi.i X1

(ombat Adds: +10 T otal Armor Hits: 14728 Adventure Points: 61
Ta]er\ts: Etiquctte (N) +9 Otherworlcl Lore (N) 5 Nature Lore (N) 5 Charm (N) 25

SPCHS: K nows all 15t and 27 [eve] spc”s and uses many of the same ’craPPings as Druids

Special Abilities: [Fae Walk, Heig]ﬁtenecl Senses
EquiPment: Moonsilver Mail [Hauberk and [Helm (1020 Hits), Target Shield (478 [Hits),
Moonsi]ver Broaclsworcl (6dé+2), Signet Ring Focus (as Stag Orclinaire)

Aes Sidhe (Court of Darkness) chcl i Faragon

This is a gracmcul, c!ever, and cruellord or laclg of the Court of Dar‘mess. Characters
encountering beings should be Preparecl to Figl—]t, as these folks are vcngmcul and despise
humans. Thcse aes sidhe are also immune to most disecases and, barrir\g misFortunc, are

seeminglg immortal.

CON | DEX | SFD | STR | CHA | INT | LCK | WIZ | HT
x1 (13) | x1.5(18) | =1 (i1) x1 (16) | x1.5(16) | x1.5(16) | x1.5(18) | x1.5(18)| xi.1

(_ombat Adds: +14 T otal Armor Hits: 20/40 Adventure Points: 55
Ta]en’cs: E’ciquettc (N) =5 O’cl—lcrworld Lore (N) +3, Na’cure Lore (N) +73, C]ﬂarm (N) +%
SPc”s: Knows all 15t level sPe”s and uses the traPPings of witchcraft

SPecial Abilities: [Fae Walk, Heig]ﬂtcned Senses

Equipmcnt: Moonsilver Mail Suit and Helm (15,30 Hits), Large Shield (Hits 5/10),
Moonsi]vcr Bastarcl Sword <6dé+2), Signet King Focus (as Stanc]c Orclinaire)

Cu Sidhe (COO-SHED)
Cu sidhe are huge, black, demonic clogs from the Othcrwor!cl that sometimes hunt the wilds

of ]re]ancl. Thcy are believed to be the hounds of the Cour’c of Dar‘mess, and itis said that

anyone who sees such a beast is destined to die soon. | he first time a character sees an

individual cu sic”*ac, theg must pass a LﬁSK on LCK or suffer a curse. Those who fail lose




3d6 [uck Points (minimum of 1 rcmaining) until the curse is removed with a 3™ level Dispei or

Curses Foi]ccl. Characters of level 4+ are not affected.

CON DEX SrD STK CHA INT LCK WiZ

20 20 20 25 50 5 18 15

Combat Aclcls: +35 Tota] Armor Hits: 8/16 Adventure Foints: 80
Bite: 3d+35
SPecial Abilities: [Fae Walk, Running SPeecl x2

]:car Dcarg (FAK DAR—-rig) chcl 2 Koguc

T his malevolent faerie appears as a wizened dwarf with grotesque features, a thick black or
brown beard, and Hir\ty eyes that twinkle with mischief. lt usua”y wears a red cap and coat of
wool. The fear dearg is known for P]aging terrible tricks on travclers, and it does not mind
killing victims if the act is humorous. | ike its chreclﬁaun cousin, a fear dcarg is a skilled
combatant and can cause considerable maghcm with its shi”elagh if Provokccl‘ ]t does not
attack in numbers, nor does it waste time !carning combat Ta]cnts, aside from those it uses to
murder its victims. Gae]s would be wise to Placatc afear dcarg that takes up residence
r\earbg‘ O]CFerir\gs of mutton, clotted cream, or fresh blood might convince it to Forgo its usual

mischief.

CON | DEX | SFD | STR | CHA | INT | LCK | WIZ | HT | WT

xi (i1) | xi.5(i6) | xi(i1) x.5 (8) xi (11) [xi.25(14)| x1.5(20) | xi.5(i6)| x5 x.25

(_ombat Adds: +12 T otal Armor Hits: /3 Adventure Points: 6%
Shillelagh (3d6)

Ta]er\ts: Slcight of Hand (N) s Stealth (N) £5 Frani( (N) S Otherwor]cl Lore ( ) )
SPecial Abilities: 1dé sPc”s of levels 1-3, Fae Walk, Low~Ligl—1’c \ision

FFir Bolg (FEER BUHL-ug)
Thc fir bolg, or “men of the bag” as theg are ca”ed, were defeated by the fomoire and driven

from |reland. [owever, small groups have returned and live in settlements in (Connachta.
Thcg are humans, much like the Gael’s, but thcy have brought different icleas, clothing, and
traditions with them from their distant home on the continent. G bolg characters must accept
an initial Penaltg of -1 SOC due to their status as outsiders, but some are able to overcome
this through heroic deeds.




Foméir (FOV-Ohr), Pl. Foméirc (FOV-OI’H‘UE)

Thc foméire were some of the first settlers in lre]ancl; thcy established themselves hundreds
oFgears before Fartholon arrived from (areece. Theg were fierce sea raiders and Warriors,
but Partholon’s Pcoplc slaugl—]tercd most of them and drove the survivors into the wilderness,
the deep caves beneath the hills and mountains, and even into the Otherworlc{.

T he fir bo]g who invaded next did not initia”g encounter the foméire because ’chcg kept

themselves hidden while tl—lcg rebuilt their s’crengtl—] and numbers. Whilc in hicling theg gave

themselves over to worshi[:) of the E!cler Gocls, black magjc, and the darkness in which they
dwelled. T hese altered their hearts and their once noble features, lcaving them twisted and
cruel creatures who relish the suﬂcering of others. Eventuallg, the fomoire drove the fir bolg

from lre]ancl and across the sea, but it cost them dear]g.

T]’IC next wave of invaders was the Tua’cl—]a De Danann, the greatest of the aes sidhe. T]ﬁey
encountered the foméire and sometimes tried to a”g with thcm, but those attempts were
seldom fruitful. Evcntua”g, at the Sccor\d Bat‘c]e of Mag Tuirecl, the fomaire under Ba]or
did combat against the ] uatha De Danann led bg Lugl—]. Balor killed Nuada with his
terriblc, Poisonous eye that clcstroyed all it looked upon. Thcn Lugh launched a s]ing stone
that drove Palors eye out the back of his head, clcstroging much of the fomaire army behind
him. After Palor's death the foméire were defeated and driven into the wilderness and their

subterrancan realms‘

Since the sons of Mll drove away the Tuatlﬁa Dc Danann and took ]rcland for ’cl—memsclvcs,
the fomoire have been growing in streng’cl—]. Tl—]cg have yetto attack any of the four kingcloms
with signhcicant r\umbcrs, but instead seem content, at least for the time being, to skirmish,
murder, and raid cattle from their human ncighbors. [t is said, ’c]ﬁouglﬁ, that their fierce
chieftains will one clag unite their Peop]e and drive the (Gaels out of |reland.

Foméire are bigger and more Power‘Fu”g built than men, and t]ﬂeg look much like largc (Gaels
with Palc skin, crude features, and crimson eyes filled with malice. T]’]eg often bear the
stigmata of their submission to the c]clergods——a third eye, huge incisors, extra limbs, scales,
and countless other disturbing deformities are Possible‘ Fomaéire females are smaller but more

clever than their male coun’cerpar’cs; tlﬂus, fomoire spcchas’cers are nearly alwags female.




FFomoir Warrior chcl 2 Warrior
This is a big, malevolent brute with a hatred for humanity and a love of bloodshed.

CON | DEX | SFD | STR | CHA | INT | LCK | WIZ | HT

x2(22) | x1(i3) | x1(12) | x2(24) [xi.25(13)| x75(9) | x75(8) | xi(i1) x1.25 x1.5

Combat Aclcls: SEE) Total Armor Hits: 8/16 Adventure Foints: 595
Ta]en’cs: AtHetics (N) +3, Survival (N) +3, |ntimidation (N) +3

Equipment: Cuir Boi”i Breast (48 Hits), SHield (48 Hlits), War Axe (8d6), SIing (4dé)
Spccial Abilities: Low~Light Vision, f:reakish Stigmata (GM Discretion)

Fomoir Witch chcl it Wizard (W itch)
This foul Practitioner of dark magic is cunning and hateful. ]t is Power‘Ful enough to engage in
siﬂgle combat, but it Prelcers using magic, suPerior numbers, and the element of surPrise to

defeat enemies.




DEX

SFD

STK

CHA

INT

LCK

WiZ

HT

x1.5 (16)

x1 (1%)

x1 (11)

x1.5 (16)

x1.25 (1%)

x1 (1%)

x.75 (10)

x1(1%)

x1.1 x1.25

Combat Aclcls: +6 Tota! Armor [Hits: 3/% Adventure Foints: 595
Ta!er\ts: A]chcmg (N) +3, E!clcr Lore (N) +3, Othcrwor!cl Lore (N) 0

Equipmcnt: Huge Obsidian Daggcr (2d6+5), Severed [ ead Magica! Focus, | eather
C]otl—ﬁng » Hits); [Human [eart (Currentlg holds 5 WIZ)

SPecial Abilitics: Knows all 1°t]evel sPe”s and emPlogs these with the traPPings of

witchcraft, Low~Lig]1t Vision, [Treakish Stigmata ((GM Discretion)

Fuath VOUGH) ctels Roguc
T his hateful water sPirit appears as a hideous, bestial ]ﬁag with long black hair, greenish skin,

and webbed Fingers and toes ending in vicious claws. Some appear naked while others wear a
wretched gown of woven water grasses. Fuaths are connected to the Court of Darkness
and love nothing more than to attack unwary travelers and Pu” them to a waterg death. Theg
make their homes in underwater lairs connected bg magical Por’cals to the Otherworld. A
fuath sometimes forces itself upon a handsome human victim to procreate. A]Cuath is never a

Fu”g trained Wizard, but most know a few sPc”s to comPlement their nefarious activities.

CON

DEX

SFD

STK

CHA

INT

LCK

wiZ

x3 (32)

x1.25 (14)

x1 (11)

x3 (52)

x2 (21)

x1.25 (14)

x1 (16)

x1.25 (14)

Combat Aclcls: +28 Tota] Armor [Hits: 3 Adventure Foints: 108

Ciaws (5&6), Wovcn Dress of Watcr Grass (5 Hi’cs),

Ta]en’cs: Aic]ﬁemg (A) o) Otl'lerworicl Lore (A) +50 Survival (N) +3, 5tcalt]ﬂ (N) +%
SPecial Abilitics: 1dé sPe”s of levels i-3, Low~Light Vision, Breathc Water, Create Fortal
to Otl—]crworld

Gruagach (GROQO-ah-gah), P]- Gruagaigh (GROQO-ah-GAY-yih)
Gruagaig]'] are ogres descended from dark e]clcrgocls and somctimesjoin forces with fomaire.

These hugc savages have coarse skin, sloPing foreheads, sligl—]tly Pointcd cars, red eyes that

g]int with ma]ice, and Prognathous lowerjaws housing oversized canines borc{ering) on tusks.

Their thic‘(, black hairis un‘(empt, and thcy wear leinte (tunics) of lice-ridden animal fur.
Gruagaig]ﬁ live in sma”, nomadic Familg groups like those of Neoli’chic huntcngat}']crers, and
thcy range far and wide in search omcgamc‘ Thcy are foul tempered and usua”g attack non-
gruagaigh on sight‘ Thcse monsters love the taste of human flesh.
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CON | DEX | SFD | STR | CHA | INT | LCK | WIZ | HT | WT

x5(5%) | x1(1%) | xi(12) | x5(55) |x1.5(18) | x5(7) | x75(9) | xi (11) x2 X5

Combat Aclcls: skt Tota! Armor Hits: %) Adventure Foints: P15
Gigar\tic Club (10d6), Small Boulder (4d6), Filthg Furs (3 Hits)

Talen’cs: Tl‘lrowing (N) 3 ]ntimidation (N) +»

Special Abilities: [ ae Walk

Moruadh (MOK—-oof'a-uk)

Moruacﬂ'\ are an ancient and much feared race of mermaids and mermen living in the seas
surrounding ]relar\d. Thcy are believed to live in monolithic cities hidden cleeP beneath the
waves where tkcg WOI’Sl’IiP dark cldcrgods.

Malc Moruadh

Ma]c moruadh are largc, tcrrhcgir\g fishmen with fish-like hcac{s, bodies covered in sca]cs, and
clawed and webbed hands and feet. T]’ueg use tridents and nets when engaging in combat.

CON | DEX | SFD | STR | CHA | INT | LCK | WIZ | HT | WT

x1.5(17) |x1.25 (16)| x1 (13) |[xi.5(17) |x1.25(13)] x75(8) | x75(9) | xi(i1) x1.1 x1.25

Combat Aclcls: +10 Tota! Armor Hits: 6 Adventure Foints: Z5
T rident (4d6), Wcightecl Net, Shark [Hide Hauberk (6 [Hits)

Taients: Jntimidation (N) o 5urvivai (N) s Grapplc (N) %)

SPecial Abilities: Preathe \Water and Air

chalc Moruadh

Moruadh females are beautiful human women from their waists up, but ’C}’ICB have scaled fish

tails of scinti”ating colors from their waists down. Thcy love to lure humans into the water to

drown them. Moruacﬂﬁ Witcl—]cs often know sPc”s that allow them to walk on land.

CON | DEX | SFD | STR | CHA | INT | LCK | WIZ | HT | WT

x1.25 (13)|x1.25 (17)| =1 (13) [xi.25(1%)|x1.5(i8)|x75(10)| x75(9) | xi (i) x1.1 x1.25

Combat Aclcls: 7 Tota! Armor Hits: % Adventure Foints: 36
T rident (4d6)

Ta]cnts: Charm (N) +3, E_vasion (N) +3, GraPPle (N) )

Special Abilitics: Breathe Water and Air







Oilliphéist (OOH-ie-I [ ~isht)

Thcse are hugew—up to 5O’ !ong——scrpenblikc creatures that haunt the bogs and wilderness
regions of lre]ancl‘ Thcy possess an uncanny inte”igence that borders on humar\, and theg
intcntiona”g stalk and torment sentient prey. T o aid in the hunt, tl—mcg have an uncanny abilitg
to mimic sounds made 139 their prey, including aPProximations of human sPeecH Oi”iphéis’cs
are horrific creatures of a ]ong~1corgotten, alien age dominated }33 the eldcrgocls.

CON DEX SFD STK CHA INT LCK WiZ

x10(105) x1.5 (16) x1(11) x10(105) x2 (21) x.75 (8) x.5 (5) x1 (11)

(_ombat Adds: S5O T otal Armor Hits: v Adventure Points: 218
Constrict and bite (iodé), Rigicl [Hide (7 Hits)

Taien’cs; Mimic Freg (A) %)

Special Abilities: Uncanng Mimicrg

Sluath (SLOO-ah)

T]’mesc are the ravenous and restless dead who have not crossed over to the Ot]ﬁerworlcl.

SOmc are animated 1:)3 dark magic, others through foul a]chcmy, and still others }33 incredible

will couplccl with malevolent intent. Theg feel no Pain——aside from a gnawing and insatiable

l—mungerwancl do not siecp or breathe. Tl’ueg wander the land !ooking forflesh to consume,

much PrcFerring their ]iving relatives.

CON | DEX | SFD | STR | CHA | INT | LCK | WIZ | HT | WT

x3(32) | x1 (1) | xi(11) | x3(32) | x5(5) | x250(3) | x5(5) | x5(5) X1 x|

(Combat Adds: +12 T otal Armor Hits: » Adventure Points: 67
(laws and Bite (3d6)
Spccial Abilitics: Dark Vision, Kubberg [Hide (5 Hits)




Jrish Names (Male)

Aic’an, (AY—dCﬂ) fire, flame

Ai]ir\, (A-lin) handsome

Alain, (ul’v-l_AN H) chccr‘FuI, handsome
Angus, (AN-gus) chosen one

Aodh, (F ) fire

Arlan, P]ec’gc

Artur, noblc, bear man

Baira, (BE_AR~€E) poct

Baird, ballad singer

Bairrﬂﬁonn, (BAR~F)n) good marksman
Banning, (BAHN-ing) blond child
Barra, good marksman

Beacan, (B [ -kaun) small

B - T e

Bevan, (BE ~van) 3outh1cu[ warrior
Blaine, (BLAYN) thin, lean

B]air, child of the fields

Bowie, (BOH-ce or BOO-ee) blonde
Bram, (BRAFM) raven

Bran, (BRAN) raven

5razi[, (BRAH{)D brave, strong in conflict
Breanainn, (BRE H-neen) sword
Brendan, (BRE N-den) little raven
Brian, (BRIGH-an) the strong

Brice, (BRIGHS) quick—moving
brieg, (bREEG) estimable

Brodg, man from the muclc’g P[ace
bryant, (leGH~aﬂt) strong
Caedmon, (K AYD-man) wise warrior
Caileaﬂ, (CAL—Ian) child

Cairbre, (C AFR-bruh) charioteer
Callaghan, (K AL -uh-khahn)

Callough, (K AL -uh) bald

Calum, dove

(ameron, crooked nose

Campbe”, (K AM-bel) crooked mouth
Caoimhg]ﬁin, (KWEE~VCH) kind,gcnﬂc
Caolan, (K\WE_E -lahn) slender
Cardcn, (KAHK~dm) of the black fortress
Carlin, (K AR-in) little champion
Carncg, warrior

Carro”, chamPion

Cascg, (K AY-see) brave
Cassidy, (C AS-i-dee) clever
Cathal, (KAJﬂaI) batt|s~m1g|1tg
(C athaoir, (K AH-heer) warrior
(Cavan, (K A~ven) handsome

(C edric, chieftan

Cian, (KEEN) ancient

Cianan, (KE_E;nal'm)

Ci”ian, (KE_E_~3an) war or strife
Cinneide, (kll—]—NEH—Jul—]) helmeted head
Cody, (KOI-dee) helpful

Coinneach, (KON—yoH—]) handsome
Colin, cul), whc|P

Colla, ancient |rish name

Colm, dove

Coman, (KOfﬂ—mahn) bent

Com]ﬁgl’xan, (KOH~gahn or C(O-en) twin
Cona”, l-:iglq, mightg

Conan, (KOHman) intc”igcnt

Conary, (KOH—ner—ec) ancient name
Concl—]obhar, (KON—kho—var) l—xigh will
Conc]on, (KON~C‘un) dark-haired wise man
Conn, reason,inte”igcnce

Connc”, higl’v and migl’vtg

Conn]aoi, (KOT"‘IN—ICC) chaste or fire
Conrog, wise man

Conway, hound of the P[ain

Corcg, (KOHR-ce) raven

Corcy, from the hollow

Cormac, charioteer

Cullen, (KL ~en) handsome

Cumhea, (kuhm-I [7) hound of the P]ains
. e s ey

Cu u]adh, (‘(oo—uLL—ul‘:) hound of ulstcr
Daire, (DI f]-ruh) old Jrish name
Daithi, (DA H-hee) swiftness

Daray, dark

Darbg, free man

Darren, great

Decdlan

Dcmpsey, (DEM-se) Prouc{

Dcrrg, red-haired

Desmond

Devin, poct

Deulin, brave or fierce

Diarmaic], (JEER~m|C’) free man
Dillon, faithful

Domhnal, (D AW-ull) dark or brown
Donahue, dark warrior

Donal, (DON-al)

Dugl’v]as, (DOOG-]ass) dark stranger
Duncan, dark warrior

Dunham, dark man, black man

[ a, (E ) fire

[ arnan, knowing, exPcriencecl

Edan, ﬂame, Fierg

E_gan, (E_E;gan) ardent

Eimhin, (E_chen) swiFt, active

= nan, (FH-nahn)

Eoghann, (YOE;WUH) 3out|1

F orin, peace

[ van, young warrior

[Faolan, (FE_H-lahn) wolf

Farrell, courageous

]:earchar, (FER-a—char) dearest one
I:carghus, (FER»ra»ghuss) strong
Fiachora, (P I ~uh-khruh)
[Finghin, (F]ij) fair birth

Finlay, little, fair-haired soldier/hero
[Fionan, (I:”\]-ec—al—m) fair
I:iormblﬂarr, (F]Nwer) fair head
Fionnlagh, FYOON-ee-oo) fair hero
Flann, rudc]g

Flynn, son of the red-haired man
Forbcs, hcac[strong

Ga!c, strange

Galen, calm

CiarmonJ fair comP!cctcd

Garbhan, (GAHR-van) rough
Glaisne, (GL AS-nee)

Gleann, (GLEN) valley

Gofraidh, (GO~Frcs~3) God's peace
(ordan, hero

Gow, smith

Gradg, noble, illustrious

Hogan, 5outl1

f—iur!cy, sea tide

Jarfhlaith, (Y AR-lath)

]nnis, (]N—]SH) from the island
Kane, tribute

Kearncg, warrior

chfc, cherished

chgan, little and Ficrﬂ one

K eir, (KE ER) dark-skinned
Kciran, dark-skinned {Ciaran}
Kcnneth, handsome {Ken]

Kcrn, little black one {Kcarn, Kieran}
Kcrrg, son of the black one

Kcrwin, Iittlc,jcbblack one

K evin, kind, gentlc
LcacHainn, (LEKH—JC}'})
Les]ie, from the gray fortress
Logan, from the hollow

| oman, (. O=man) bare
Mae[each]ainn, (MAL—UH—kH]in)




Mahon, bear

N\annix, monk

Maolruadhan, (mal-ROO-ahn)
N\organ, sea warrior

Morven, mariner

Muireadhach, (M{(R-e-thekh) sea lord
Mundy

Murchadh, (M{R-kha) sea-warrior
Mursstiebaton

Naomhan, (NA(-ahn) ho[g
NeassXNESfal-aho) Ngih ghampion
Nevan, ho]y

Kl (NF.E 2 chenpions

Niece, \NEE\S\ choice

Nils, champion

Nolan, famous or noble

Nﬂ[c, cl’vamPion

Odhran, (OfH-rahn) Pa]egrecn
Osker, warrior

Owen, lamb

Owney

Qpig[cy, distaff or one with messy hair
Qui”an, (KWIL—[uhn) confident
Qg,xin]an, wc”-sl—yapcd, graceﬂx]
Quinn, one who is inte”igent and wise
Roibhilin, (ROH-ve-lin)

Reibin, (ROl -bin)

Ronan, (ROH-nahn) seal

R\L}aﬂ_‘ (RIGH-ihn) little L’ing strong
Scuny, k:jKLl [ | -lee) town crier

Sea{:ra_‘ ksrn:_l:_~a~{ra\ Goé’s peace
Searbhrcathach, (SAR-\/ra—huk) ‘ud'ge
Staine, (SLON-ya) ;
Slcvin, mountaineer

Ta HE;UL’, warrior
{S iy,

Teague, poet or P}ﬁilosophcr

Tiarnach, (T . AR-nakh) lordly
Ticrneg, ]ordly

T orin, chief

T orrance, from the knolls

Uaine, (OON-yuh) old name
(_lilcog, kLlHLJIQ resolute protector
S

Wynne, white, fair




Irish Names (Female)

Acdammair, (AY—mar) fire Aideen
Ai]ionora, (c—ic~NOH—ra)

Allis, (AY-lish) noble orkind

Aline, (AW-ne) brilliance or sPiencior
Airmid, CAIR -mit)

Ais]ing, (AH~siwleeng) dream or vision
Ana, (AW-ne)

Anu, (AW-noo or AN-o0)

Aoiie, (EE;FC) beautiful or radiant
Artis, noble or ioth hill

Badb, (BIB) battle raven
Bairrfhionn, fair-haired

PBanba (BAN-va)

Bcan Mhi, (BEN-VCC) l__acig of Meath
Beare (BAIR-re)

Becuma

Berrach, Pointcd or sharP

Bevin, (BAY-vin) sweet woman
birmc, (Bﬁ_ﬁ;ne) sweet, melodious
Blair, from the Piain

b]aitiﬁin, (BLAW~|1@@H) flower
Brenda, raven

briana, (bREE;aivna)

Brid, (BRELD) mighty

Caer, (kﬁair) yew i:errg castle

(C ahan, battle or warrior

Caillech, (CALL-ﬁaCi‘I or KIE [ -lek)
Caireann, (KAW~ran)

Caoilinn, (K AY-leen) slender and fair
Casidhe, (KAY—SCC) clever

(Ceara, (K -a-ra) brig]nt red

Cc[ach, (KE_L—aci]) bright—hcacicci
Cessair, (K Al-seer)

Ciar, KEE-an dark

(liona, (KIE I~ ~a-na)

Clodagh, (K1 Of-da)

Cochrann, (K AW-kran) red-haired
Colleen, giri

(Conchobarre, (K(ON-kho-var-ah)
Cori, from the hollow

Creidne, (KREE D-na)

Cuimhne, (KOOV-na)

Dairine, (daw-R [ | -ne) fruitful or fertile
Db rbytres

Dealla, (DAWI -la)

Dechtire, (deck-T |E R-a)

Deirdre, (DYE E R-dre) sorrow
Delbchaem, (DE | ~ev-cev)

])crr\zjy redhead

Dcrvi], (DER~uh~viD daugi’)’ter of a Poct
Dami’mait, (DE_\/»net) ittle doe
Doireann, (DOH R—cn) sullen

Donecle, (DONN-ce-le)

Donnﬂ—n]aidh, (DU N—icc) brown Princess

Dui)i’vcasa, (cioo~\/AH~sa) iady dark water

Dubh | acha, (DOOV L OCK-ah)
F abha, (AY-va)

I achna, (AK=na) horse

[C adan, (AlH-dan)

E avan, (E.E ~van) fair form

[ bliu, beauty, sheen, radiance
Eciana, ardent or flame

[ ibhilin, (eh-y-l EEN) light

[ ilinora, (F| ~eh-nohr) light

Eilis, (AY-leesh or Er‘]-lecsiﬂ)

E ithne, (E T H-nuh) kernel or seed
I latha, (AFIL_-a-hah) art or craft

F Va, (Al -va)

[ mer, ah-VAIR)

[ tan, (ch-T AIN)

I taoin, (AY»Ciccn)jcaiousg

[Fand

Fianait, (FEE~uh~nut) deer
Feidhelm, (FAY-delm)

Fenella

Fethnaici, (FETHmct)
Fionna]ai‘lair, (Fyui\mOOR) i)rigiﬁt fairﬂ
Fionnuala, (fin-Noo-la) fair shoulders
Flann, (FLAHN) blood red
f:[anncrg, redhead

Fuamnach, FOOM-na)

Gelleis, (GAY-leesh) si-lining swan
Gilenna, of the gien or va”cy
Gobnait, (GOHP-nit)

Gormiaith, (GOORM~|3) Princess
Granuaiie, (GKAW~n33) grain or seed
|sleen, (ish-1_F I N) vision

]tc, (EEste) thirst or dcvouring
Keara, (K[ -ah-ra)

Keavy, (KEE'VCC) gentlcncss, bcautﬂ
K eelin, slender, fair

K eena, brave

Ke”y, warrior woman

K enna

Kennoci-la, (kcn—OH—kuh) bcauty
Kcrry, dark-haired

Kiicg, attractive

| abhaoise, (LAU—CC—Si‘IUI’I)

Tl

| aoise, (LE_E;siﬁuh) radiant girl

| asair, (LOH~sccr) flame

Liaciaﬂ, (LYAH-Cian) gray iacig
Luiscaciﬁ, (LE_E_~sai<) ligi’it i)ringer
Mabh, (MEEV)

Macha, (MAH~i<a) battle or crow
Maeve, (MAY\/) intoxicating

Maire, MAW-re or MEH~rec) bitter
Méiréad, (MAW-raﬁt) Pearl

Mairin, (maw-RE_EN)

Margo, (MOHR -gaw)

Mell, MAHL, MAF-a)

Moina (MOY-nuh), mild

Muadnat, (MOH-na) noble orgood
Moninne, (mo-NEFEN)

Mér, (MOH R) tall or great
Muireann, (M R-an) sea-fair
Muiriol, (ME_E R-ol) sl—iining sea
Muirne, (ME | R-ne) higi%spiritcc[
Nari:nqaiti-i, (NARV—iqal—i) noble Princess
Nsa|a, ci’iampion

Nessa, (NES—aH) ungentic

Niami’i, (NEE;av) luster or i)rigixtncss
Nuala, (NAW-la)

Orla, (OFFRa) golden noble
Rionach, (RE_F ~uh-nak) queen[q
Roisin, (row-SHEEN).

Rﬂann, little ruler

Kglce

Sac”’xbi’i, (SAYV) sweet

Saoirse, (SF F R-sha) freedom
Saorla, (SAYR-a) noble

Saraid, (SF R-et) clear or i:>rigi1t
Scatl’iach, (5KAW~i\ai<) shadow
Sceanbh, (SHAFNV)

Seana, (SIHAY-na)

Seanait, (Sl—iA\ﬂnat) hawk
SHanicigl'i, (O AN-ee) the hero's child
Shannon, (S A F-non) wise one
Sile, (OHE . -a) blind

Sineaci, (shi-NAYD)

Sine, (SHEE-na)

Siob]ﬁan, (shi-VAWN)

Sioiha, (S I iive) peats

Sloane, (51 ON) warrior

Sorcha, (5OQO-ruh-ka) brigi’vt, radiant
Ta ra, (TAH~ra) tower

Tcamhair, WOHK} clevated Piacc
Ticmcg, noble
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Derbhfin Finneach

Kingdom: Lagin (LUG-in)

Tribc: (_onmaicne (con-MA( -na)

5cttlcmcnt; Dcrb}'ncin Finneacl—] (D]:_R~vin F]NN~8C1’]>

FoPu]ation: 402 (i 00 combatants; 5% s]avcs——most]y FFir Rois (FIK KAWSH)——and
numerous tenant Farmcrs, laborers, and in-laws

T aioseach: [Tinnecach Mac (Cormac

[ ocation: Southern Shore of Lough Gowna ([ OCK GOW-na)

Livclihood

Thc Ui I:irmcach (EE~F]NN~ach> raise cattle and other livestock. Thcir lands make for
goocl Pasturage but tough Farming, Y] theg onlg Plant hardg crops, such as oats, bar!eg, rye,
onions, and cabbage. T]’]eg also ga’cl—ler wild fruits and nu’cs—applcs, bilberries, and hazelnuts
are common. Thcir settlement sits on the southern shore of Lough Gowr\a, a sma”, beautiful
lake on the western cclge of Tuath Conmaicne, which is fed Primarilg }33 the River Ciais. The
(i Finneach fish these waters for breem, eels, Pcrcl—m, Pikc, roach, and brown trout.

Loca] chcnds
Lougl—] (Gowna, which means (Calf | ake, was formed when a woman visited a sidhe well on the

sPo’c and failed to close the lid. A calf lcap’c out of the wc”, followed bg a torrent of water,

and chased the woman away. A]Carmer cut off the calfs legs, and the water sPreacl no farther.

Present Situation

Tuath Conmaicne (TOO~ha Con~MAC~na>, located along the border between the
Kingcloms of Lagin and Ulaic”*a (U LL~a}1), is known for its fierce Warriors and consistent

1ogal’c3 to King Aodh Mac C airthinn (F_ [ mac C AR-tin). As the one of the northernmost
tribes of Lagin, the Conmaicne have had to Frequentlg rePc] Ulaic”*a’s raids for cattle and

g]org, and theg have a sPccial dislike for the neighboring IFir Rois tribe.

Thc Conmaicne are also exPeriencing increasing conflicts with the Brehcnc to the west.
That rebellious tribe has banded together with the Dar’craighe and broken away from King
Aodh’s control. Now the King of (/Uaicn—m and the Quecn of (onnachta are both wooing

these tribes’ chieftains, and a battle for control seems imminent.
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With a Popu!a’cion onust under 4,200 (Gaels, T uath Conmacne is not the larges’c tribe in

Lagin, but what it lacks in numbers, it makes up foritin courage and cunning,.

Finneach Mac (Cormac still serves as | aioseach at the ancient age of 82. A!t]ﬁoug]ﬁ heis
very old, he is spry and looks no older than his sons because he once wandered into a sidhe
mound and stagecl there for some twenty 3earsl He never sPeaks of this, but it is a common

toPic Forgossip, even t]ﬁouglﬁ more than t]ﬂirtg years have Passcd since his return.

Derbh]cin }:inneach is one of the smallest but most highly respected in Tuath Conmaicne,
Bg tesp
Primarilg due to the tremendous courage and cunning of old Finncach Mac Cormac‘

AFin E_xamp]c: Lir’s Farm

On the south shore oFgen’c!e Lougl—] (owna is the farm of | ir Mac (Conaill, who is a land-
l—loicling farmer. | irs father (Conaill Mac [Finneach died some five summers agoina Figh’c
against (/Haiclh raiders. A!though his wife Aoi{:c survives him, the role of Patriarch has been
assigned to | ir, their oldest ]iving son. ]:ortunately, i”~temPerccl I has the benefit of advice
from his mother Aoife, wife | asairfhina, brother Hogan, and sister-in-law Panba. All four

work hard to ensure | ir does not make rash decisions.

|n addition to | ir's fourteen immediate Fami]g, there are three tenant farmers and three of

thcc’s aged relatives who also live with the family. Most of the work on the farm is performed
& 9 b

I:)g Jiig and his sons, with considerable aid from the tenant farmers. The main houschold is

maintained Primarib bg | asairfhina and Panba, and togc’cl—)cr t]ﬂeg are a force with which to

be reckoned. | he two women get along Famously and oF’cenjoin forces when dcaling with | ir

and his foul temPcr. ]n addition to Farming, the Fami!y cares for four milk cows, eight hehccrs, a
bull, Perl—laps a dozen sl—meep and Pigs, and an indeterminate number of chickens. T]’]ey grow
barley, rye, carrots, and onions, and thcg also fish rcgularlg on the !ouglﬁ.

T here isn’t much in the way of defense at | irs farm, save a four-foot l—migl—] stone wall that
surrounds the fields and thatched roof buildings that serve as housing and storage. (nlike
most of the other buildings in his communitg, the walls of irs round house are not wattle and
claub——theg are sturcly, unmor’cared, exPertlg fit stone. O]C the 21 PeoPle !iving on his 1Carm,
there are ten who can be considered combatants, inclucling two spearmen, a charioteer, and a

former Roman slave. The rest are old men and women, chi]clren, or bondservants.
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Finneach’s Plack Bull: An Adventure for Mgt‘wic Jreland

This adventure is intended for 4-6 P]ager characters. Combatants should have atleast 5+
(_ombat Adds each, with 10+ being oP’cimal. Successful compietion of this scenario should
Provide Par’cicipa’cing characters 300+ Adventure Points each, hclp them establish
themselves in their communitg, and teach their P!ayers a bit about Mythic ]reland.

T he Situation

]t is the 2 1st of Ho”g Moon (a month that is now Ju]y 8 — August 4~>, and Lughnasa
aPProaches‘ Taoiseach Finncach and his wife Macha lead the efforts to prepare a grand
feast, and ’cl—mcg Plan to sacrifice their aging, Prizecl black bull to honor Lug]ﬂ and thank the
gods for an excellent harvest. The old bull is renowned for siring many fine calves over the

years, but it is now arthritic and ncarlg blind.

Sccnc 1

]n the dead of night, shouts, screams, and the baying of wolfhounds sounds from Finncach’s
farm. f:lames ieap from the roof of his barn, as ca’c’cie, Sl'ICCP, and other barnyard animals
scatter in Panic. T he clan turns out in numbers to l‘lclp, but the barn is too Fargone.
I:ortunatclg, throwir\g buckets of water upon the thatched roofs of the other nearbg
buildings prevents the fire from sPreading. As soon as the immediate danger passes,

Finneach bellows, \Where is (_uradh (Cu [-ruh)! M3 Clnampion is missing!”

Scene 2

At sunrise the next morning, Finneach asks everyone to search for the bull. The P(Cs can
look for the tracks bg makir\g al 29K on INTMTrac‘dng or Hur\ting T alent helPs. T hose
who succeed sPot new tracks over old at the edgc of the Pasturc and recognize that the

Prizcd animal was led away from the vi"age bg four men.

When the FCs reveal this to Finneach, the Druicl [ineen says, “This is an ill omen and a test
of the Ui Finncac]ﬁ (]:_E_ FlNN~ach>. Taoiseach, you have Promisecl your Prizecl bull as
Fit’cing tribute to the gocls. lt must be returned and sacrhcicec{, or we must sacrifice someone in
its Place. To fail is to invite the wrath of the gocls"’ A” assembled look concerned, and more
than afew nod. (T he sacrifice of a human being, be it captivc orvolunteer, is a!wags a serious

matter. Moreovcr, the bull must be returned to restore the honor of the Ui Finneacl—]‘)




Finneach replies, “The honor of our People is at stake. | he thieves must paya l—mcavg Price,

and Curac”w must be returned before Lughnasa (LOO~nuh~suh) in six clags‘ Who will do
this?” Kuaiclhri Mac Daire, Champion of the Ui I:irmcach, and many of the younger men of
the vi”age shout their commitment and bcgin moving, off to prepare.

5udden]3, Finneach shouts, “Ho!cl! This could be a stratagem to leave our PCOPIC
undefended when so many outsiders are coming to the festival. We cannot send all oFgou
and leave ourfamilies defenseless.” [He looks aPPraisinglg at one of the FCS who spotted
the tracks. “You say there were four men cscorting Curac”‘n? That old bull is slow and
stubborn, so a small group ’crave!ing ligh’c should be able to catch up. Bog, take some friends
with you and bring back our honor?”

5ccnc 3
The PC s should set off almost immcdia’ceig. T he tracks are not hard to follow, cspccia”\g

once theg leave the communitg Pastures behind. Thc thieves headed south across grassy
hills and meadows and evcntua”g swung west. The FCs know that the 7—/'/'[76 of the /7’///5

lives off in this direction—a wild and rebellious bunch who are bcginning to make trouble for

Tuath Conmaicne and King Aodh of Lagin.

The dag bcgins cool, clear, and breczg, but lig}'lt showers soon fall from clarkcning skies. T he

tracks remain easy to Fo”ow, even after crossing several small streams, and itis clear the

thieves have old Curac”‘: in tow. [ Jave the FCs attem[:)t a LZSK on ]NT (Ta!ent in
Tracking or Hunting Hclps). [f a character succeeds, tell the Piagers it appears the bull broke

loose at one Poin’c; a boclg Prin’c and blood indicate that it may have injurecl one of its captors.

]t is also clear that the thieves continued onward with Curac”w after the scuffle.

Scene 4

About eight hours into Fo”owing the thieves, the FCS come to the mouth of a narrow defile
aPtlg named T]’]icves’ Gap. As t]ﬂeg enter, have them each a’ctcmpt a LISK on INT
(Ferccption). T hose who succeed realize that a Pack of wolves are Pacing them in the

surrounding trees.

[f the Plagcrs ask about their immediate surroundings, let them know there is a rock wall to

their right that rises some 20’ to a narrow ledge. This small cliff is climbable and might prevent




the wolves from engaging in melee, but the F(Cs must do so immecliatclg if thcg wish to escape

combat. [~ ach climbing character can attempt a L 1SR on either STRor DEX (Climbing
or A’chletics) to quicklg scramble up to the !edge. FCS who fail to getup the wall must Fight

the wolves from the base of the cliff. ]n this case, the wolves that cannot attack those above

join in attacking those below!

Wolvcs CT wo per FC) - MK 20 each

Thcse ]arge canines hunt in Packs and are curming cnough to sing]e out weaker prey. That
said, the party had best protect any druids and others who are not waving iron weapons

aboutina menacing fashion.

Any character who did not try to climb the cliff and has a missile weapon readg can make one
attack before tlﬁeg must c]ﬁange weapons to Fig]ﬁ’c in melee. |n similar fashion, Pcrmit a sPe”~

caster who didn’t try climbing to get off one s[:)e” before battle begins.

T he wolves can quicug overwhelm the P(Cs if tl’lCB Figl—]’c out in the open and do not use
terrain and tactics to aclvantage. A kind GM might mention this and recommend “stunting” as
means of imProving their odds. Charactcrs who are atop the cliff are safe from the wolves for
the time bcing, but unless driven off, these Predators wait in the nearbg trees for 1dé hours.
Should half or more of the Pacic be irjurccl or killed, the rest flee.

Scene 5
T]’xe FCS press on for another hour or so when tlﬂeg come upon two of the thieves as tl'xeg

are exiting the Gap. Onc has a bacﬂg gorecl leg and the otheris hclping them back home—
t]’]CB are making considerable noise and do not hear the P(Cs aPProacl—]. (T heir two other

comPatrio’cs alreadg left with Curac”'l and are now arriving at Dcrbl—ncin Cruind (KR]N))

T hese two s’cragg]crs are not up fora Fig]ﬁt against superior numbers, so tl—mcg quicklg resign
themselves to being capturecl to avoid being killed. T]ﬁeg do not know that tl—mcg will iikcl\g be
sacrificed in P]ace of Curac”*a should the bull not be returned. l]C Pressed, theg cxP!ain that
thcy stole the bull as a test of courage but swear theg did not intend to start the fire (not
true). Tl—mcg also cxplain that t]ﬂeg know of the bulls value to Clan il Finneach, but that
thcg did not know it would be sacrificed cluring Lug}masa (’cruc)‘




ThelCs migl'l’c consider several options:

Kill the uninjurecl man in Fair, sir\gle combat. Should they do 50, thcy have broken
no rules and have uphe!cl the honor of their clan. Gaive the FCS the aPProPriate

Adven’cure Foints. Howevcr, what about the injurcd tribesman? ]s it a fair combat

ilcgour oPPor\ent 15 alreaclg wounded?

Murder both thieves. [ Jowever, cold-blooded murder is frowned upon, even when
clealing with cattle raiders such as these. T his grants the Adventure Foints for
each one slain, but it also results in lost (la for each Par’cicipant. Remember, it is

the Gac]s’ way that if two of theirs are murdcrccl, three oFgours will be next.

T ake them as captivcs. Thisis acceptabie and Prcmcerrcd if Possiblc, as it is the
honorable ’cl—ling to do. T he characters still earn Adventure Points for doing 50,
and theg gaina bargaining chiP for recovering the bull.

T urn them loose. T hisis nota very good idea if the bull is not in their Possession,
and it migl'lt be flat-out clangerous.

Young Clan Cruind Cattle Rustlers (2)

CON

DEX

SFD

STK

CHA

INT

i4,/8

4

15

15

I

10

Fersona! Aclcls: +4

Advcnture Foints: . cach

Spearz 4d, Sling: 2d (60 5ards), and Targc’c Shield: 478 [its
Ta!en’cs: AtHetics (N) 5 Farming (N) i)

Scene 6

[tis afternoon and ] he P(Cs can see smoke rising in the distance beyond some trees, likelg

from a settlement not far away. Howevcr, across a field and between them and the trees, they

see four Gacls walking their direction. Jtis clear the aPProac]ﬁing Figures have alreadg

sPo’cted the FCs ]F the Partg has capturcd the two thieves from Sccne 4, one of them

shouts to those aPProaching, “]’m ok, Dirmg.

12 lr\ response, the largest and most imPosing of

the strangers 36”5 back, “(yot 3crse!1c into it didn’t ga?! Yajackass!”

One way or the other, the four aPProaching men seem intent upon recovering their kinsmen

and haPPilg threaten ar\d/omcight the FCs l]C Dirmg or two of the tribesmen are wounded or
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killed, the others bcgin a Figl—]ting retreat and call for terms. At this Poin’c, the PCs may be
able to negotiate for the return of Curadh A FC trging to exchange for the caPturccl
tribesman for Curaclh should attempt a LZSK on CHA——(Fersuasion, ]ntimidation,
(_harm) and characterize their aPProac]ﬁ to the negotiations. [f successful, Dinng—or another
tribesman if Dinny is dead—returns to Taoiscach Cruir\d and explains the terms. Old Man
Cruincl wants the honor of Possessing I:irmeach’s Black Bu” andis wi”ir\g to risk hostilities,
but he also wants his People back. [He miglﬂt go ’chrougl—] with the excl—mangc of Curadh forhis
kinsmen, but onlg if the P(s seem intent upon ki”ing them. ] he T aoiseach does not address
the FCS direct]g but instead communicates through Dir\ny or another relative.

Dinny Mac Cruind Warrior chcl |
CON DEX STR CHA INT LCK

16 5 18 1% [ 14

Fersona! Aclcls: ] 28 Adven’cure Foints: =)
Sword: 5cl, Bow: 4d (60 3arcls>, and Targct Shield: 4/8 AF
Ta!er\ts: Ath]ctics (N) =y Farming (N) E55 ]ntimidation (N) +3

(jan Cruind T ribesmen (Onc foreach FC)
DEX SFD STR CHA INT

14 i3 5 il io

Fersonal Adds: +6 Adventure Points: 39 each
Spear: ‘Fcl, Sling: 2d (60 gards), and Target Shic]cl: 48 [Hits
Ta]en’cs: A’cHetics (N) s ]’:arming (N) +%

Scene 7 (OPtionaD
[f the P s kill these men, tl—mcg may have no choice but to enter [Derbhfin ( ruind and steal

(uradh back. There are roughlg 100 combatants in the community, and their cl—mampion is a
brute named Doo]cg, so a direct assault would be insane. The GM should “wing” this
activity and have fun with the attempt. Success should demand great rolePlaying, SRs for

sncaking into the community and then the barn, and ProbaHg abit of ]ﬁarrowing combat.
Should the characters Fai], the Ui Cruincl take them caPtive if Possib]c‘




Scene 8 (Ko]cplaying OPPortunitics)

Assuming the PC s return Curadh, t]']eyjoin their community in the revels of Lug}masacﬂx
which celebrates the beginning of harvest time and says farewell to the summer season. Ritual
ceremonies dedicated to the god Lugh (hence the festival’s name) are held, and there are
athletic competitions, ma’cc]ﬂmaking, ’crading, and as with all Gael Fes’civals, Feas’cingl Jtis atime
for the whole community to come ’coget}wer and celebrate, so the festivities take Placc

outdoors. ]t is also a time when weapons cannot be clrawn, and hosPita]itg is law.

Sccnc 8a
Threc full days of athletic comPetitions commemorate Lugh’s mother Tailtiu (TAL~chu>,

who is said to have died of exhaustion after clcaring lrelancl’s Plaiﬂs S0 People could farm.

T hus, these events are aPtlg named the T ailteann (T Al ~chen) (Games. | he best \Warriors
and athletes of Dcrb}ncin Finneach and other ncighboring clans gathem[or the games, which
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include comPc’ci’cions like longjump, ]'ﬁg]ﬁjump, running, l—lurling (full-contact field ]ﬁockcg),

spear throwing, archerg, wrestling, swimming, chariot racing, and horse racing. Amazinglg

beauthcul, warm weather holds throughout the comPetitions.

Encouragc the Plagers to have their characters Participate in these events through
OPPOSCC{ Saving Ro”s. The toP comPetitors in each event should attain SR totals of 25 to
40, at (M discretion. ] here should be Plcntg of ans’cing and more than a little goocl~
natured teasing and drinking cluring each event. Because these compctitions are imPor’cant
to the Participating clans, FCs receive Adventure Foints for one Saving Ro” in each
compcti’cion t]ﬂeg enter and gain +1 Clu for each event tl—leg win (maximum of +2 total).

Sccnc 8b

As Lug}masacﬂﬁ is all about Lug]ﬂ, omcmccrings are made to him at several ceremonies, inclucling
one at dawn on the fourth day of the festival. Curadh is sacrificed and a young bullis
installed in its P]ace‘ The weather continues to be beautiful.

T]’Irouglﬂou’c this clag, filid engage in compc’ci’cions of skill—Poetry, music, dance, and Flgting—a
ritualized cxchange of Poctic insults. Anyone can enter these comPetitions, but the filid are
the hcavg favorites. The top comPetitors in each event should attain SR totals of 25 to 450k,
at (GM discretion. P(s receive Adventure Points for one 5aving Rollin each comPc’ci’cion
thcg enter and gain +1 Clu for cach event thcy win (maximum of +2 totaD, unless theg are a

I:i]i ora Druicl. (Rcmcmber, both are outside the bounds of honor and rePutation)

T hat evening a grand feastis held, and Luglﬁ is given the first of the corn harvested, along
with a meal of other new Foocls, before anyone else can eat. A” assembled then enjog afeast

that includes beef from the sacrificed bull.

When the Druicl [ineen delivers the P]atter of harvest foods to the table in front of the seat
designatcd for Lug]ﬂ, the assembled crowd cheers. T hen [Finneach’s wife Macha cuts the
Cl—mampion’s Portion and walks down the table of seated heroes to deliver the choice steak to
Ruaic”wx’ Mac Daire. ]F anyone wishes to cha”enge him for the Curaclmir, now is the time. No
one else is so bo!cl, but Perhaps a FC wishes the honor and the clanger?A kind GM might
warn the P(Cs that Ruaidhriis a proven Warrior of 32 winters and has killed more enemies
than the Druicls can count.




Ruaicﬁ'xrf Mac Dairc (ROOK-CC mac DEH-rcf‘:) chcl b) Warrior
Ta” and muscular with bright red hair and moustache, Ruaic”‘;ri is an imPosing Figure. [His

green eyes burn with an intensitg that is start]ing, and the whor]s, swir!s, and sgmbols tattooed
upon his face mark him as dedicated to the Morrigan.

CON DEX SrD STK CHA INT LCK Wiz

54 17 12 36 18 12 18 I

FPersonal Adds: +35 Adventure Points: 82
Lor\g Sword: 7d and Target Shield: 478 Hits
Ta]cr\ts: Athlctics (N) iy 5wordsmanship (A) =57 lntimidation (N) 5

]F a character cha”enges Kuaic”wl' for the Champion’s Fortion, his blood lust and intoxication
]ikelg drive him to kill the FC However,just before he strikes the final blow in the comba’c,

Ruaidhri says, “Sing to me of my deeds and honor my Prowess!” |f the character can make a

| 39Ron CHA (Foetry, Storg’ce”ing, Bard, or Persuasion | alent counts), Ruaidhri stays
his hand, ]caving the FC with 1 CON

[f the PC wins the battle, Ruaidhri expects death. [He glares up from the grouncl at the
character’s feet and sr\ar!s, “Strikc now!” ])C the FC spares Kuaic”wr:’, theg earn + 1 Clu in
addition to the +3 (lu bonus for c]aiming the C]’\ampion’s Portion. [Fowever, Ruaidhri
becomes that character’s enemy and waits for an oPPor’cunitg to discredit or kill them. Should
the FC kill the champion, ]:irmcach’s great house becomes uncomFortablg silent for what
feels like an etcmitg. Eventua“g, I:irmeach stancls, takes the Plat’ccr that had been P]acccl
before Ruaidhri’s seat, and hands it rcspcchcu”y to the victorious (. [He turns to those
assembled and shouts, “Here, now, is our new Curac”*a, (insert FC name)! Lor\g may he bring

suﬁcerir\g to our enemies!”

A]Cter the awarcling of the Champion’s Fortion, ]:irmeach and the Druicl [ineen Forma”g ghct
the boldest FC (GM’S cliscretion) with Curac”fs hicle, two others with one horn cach, a
fourth with the tail, and a fifth and sixth with an eareach. T he throng cheers wilc”g them.

Sccnc 8c

At dawn on the fifth morning, many (i Finneach visit a ncarbg ]’1013 site called (Gowna’s \Well.
T]’ueg bring small oFchrings to the well, including carvings, minor valuables, and s’crips of cloth
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called clooties. T]’\eg tie their clooties to the branches of a large, ovcr]ﬁanging TRec tlﬂeg call
]—‘lope’s Oak and then P]acc their other oﬁcerings around the base of the well as theg walk
around it in a sunwise (east to west) direction. lt is believed these ghcts might convince the

gods to grant t]ﬂeirgivcrs blcssings of health and wealth. A PC who Par’cicipa’ces and offers a

thought}cul ghct (GM discretion) can attempt a L}SK on CHA, if succcssFul, they gaina +>
bonus to their next SR to avoid harm. Each FC also receives Adventure Foints for the

Saving Roll.

Throughout the remainder of this c]oudg clay, filid Per‘Form Plays atop Lug}masa il These
recount Lug]’m’s deeds, his victories in battle, and his sexual conquests. As a finale, a head

carved from oak is installed on top of the hill, with an actor Plaging Luglﬂ ’criumpl—]ing over it.

5ccnc(s) 8d

Lug]’masac”—] is an ideal time to make deals, in the Poii’cical, social, and economic sense. |n
addition to the comPetitions, Feasting and revc!rg, it is also an imPortant tracling occasion for
the neighboring communities, as it is one of the few times of the year when all are present and

not Figl—]ting each other.

Throughout days SiX through nine, ]:irmeach holds imPortant meetings with other Taoiscach,
farmers make trade agreements for the coming season, matchmakers Prac’cice their craF’c, and
rival communities continue their negotiations. The evening of clag nine ends with another
Feast, much revelrg, and many Promises of Frienclship for the coming year. Fina”y, all remaining

visitors to Dcrbl—ncin Finncaclﬂ dcpar’c at dawn of the 10t dag.

GMs, this is a great oPPor'tunily to introduce love interests, create angry confrontations
between /> (s and their ﬁva/smpossib/y compctitors from the T ailteann (Games, etc. Flease

feel f;'cc to cxPana’ upon t/7c encounters ana’ events tﬁat occur at t/vis /csﬁva[

Advcnturc chards
e [ achFP(C receives Adventure Points for Saving Rolls, enemies slain, roleplaging, etc.
o E_ach FC gets 100 Adventure Foints for surviving the adventure and another 100
for returning Curac”*a for sacrifice.
[f the PC s return the bull in time for Lug}masa, tl—mcg each receive +2 (Clu, in addition
to any other Clu they have acquirecl‘
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