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Antroduction

You now hold in your hands one of the largest efforts, in terms of
development and testing time, ever published in the wargame industry.
The sheer mass of these rules has made it necessary to print in small
type rather than in our usual format, but this saving in pages will
cause substantial savings in the purchase price of the book.

A rule booklet the length of a novel requires several readings to
fully absorb the rules and concepts. Once again, to save excess
wordage, in some cases you will come across terms which have not yet
been explained. Don't despair, all terms are clearly defined and
explained. Keep reading and the definitions of all terms will be
found in that area of the text where the full explanation makes the
most sense. An example of this is the term BMR, which refers to the
basic magical resistance of any item. The term is used often before
the section of the rules on the casting of spells and the enchanting
of items. Naturally, the full explanation of BMR can be found in
this section, where it will be most clear. The rules require mare
than one reading, and the uses of BMR in sections prior to its
definition will be that much more clear in the second reading of the
rules or on referring back to those sections where it has been
mentioned.

Chivalry & Sorcery is the most complete rule booklet ever published.
Its very completeness creates problems in the mass of rules to be
absorbed. However, the useful suggestions within the rules for how
to run a C & S campaign will more than compensate for any difficulty
in mastering the volume of rules.

FEach rules section is optional so that C & S can be used for a com-
plete medieval campaign without the use of any of the fantasy rules,
or for a fantasy campaign without the mass action or siege rules
that are so necessary for a medieval world. The key element is that
whatever your tastes and needs, they will be satisfied by C & S and
all sections are designed to work with each other and be compatible.
there is no need to frantically seek and adapt another set of rules
when your characters build their castles and are suddenly attacked
by large forces. It's all there.

The complete fantasy or medieval world that is a part of the world
and has laws is now possible. Player characters must function
within a very definite society and are no longer limited to the
simple aspirations of dungeon crawling to achieve a measure of
success in the world.

SCOTT B. BIZAR
Editor, Fantasy Games Unlimited
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The grand campaign

Chivalry & Sorcery: The Grand Campaign

Chivalry & Sorcery began innocently enough with a
discussion about the vacuum that our characters seemed to be living
in between dungeon and wilderness campaigns. In the Fantasy
Wargames Society of the University of Alberta a degree of
dissatisfaction emerged over the limited goals that were available
to our characters. The solution was to develop an all-encompassing
campaign game in which dungeon and wilderness adventures were just
a small part of the action.

The Feudal Age was chosen as the setting of the action.
There is a powerful and most appealing tradition of glorious deeds
and stirring events surrounding the whole period of Chivalry.
Furthermore, most fantasy occurs in societies that are generally
feudal in nature, and the richest traditions of “Magick” belong to
that period as well. To make the life of the Feudal Ages live again
and to provide an authentic setting in which to play out the
campaign, C&S is filled with aides and guidelines which make the
creation of an entire world possible. Our group has chosen France,
1170, as the center of our world, although it is a France drawn
with a liberal brush indeed. It could just as easily been one of
Howard’s Hyborean Kingdoms or the world of Tolkien. It could even
have been a purely imaginative world never before encountered in
history, legend, or fiction.

Some planning and preparation is unfortunately necessary.
A map of the “world” must be drafted and nations must be
established. Within each nation should be located several large
baronies. Economic and military resources may then be determined
for these areas. Leaders and other important non-player characters
should also be determined, as such men affect the entire conduct of
affairs in the land.

At this point, players who are interested only in
military miniatures battles are ready to stage an ongoing campaign
that can last over a series of battles. Possible scenarios include
the War of the Roses, the Hundred Years War, one of the Crusades,
Richard I's land campaigns in France, or any of a score of other
possibilities. Attention would be focused on marshalling economic
and military resources. Castles can be built or strengthened,
mercenaries hired, and replacement troops trained to replace
casualties. Alliances can be formed, and players may enter into
political intrigues to improve their positions. Raids, sieges,
open battles can be staged. In short, the full range of events
arising out of medieval warfare may be simulated in as much or as
little detail as possible. The skill of players in handling
political and strategic factors, as well as skill in tactics,
determine the final victor.

and

will

If players wish to proceed further and develop individual
characters, they may do so. Again, the military miniatures
enthusiast will probably elect to deal only with Knights and
Nobles. Tournaments can be staged and individual characters may be
involved in the battles that are a part of the larger campaign.
This adds a degree of intensely personal commitment to the
proceedings as identification with characters is impossible to
avoid. Small scale actions on an individual level are also
possible, employing the Individual Combat matrixes and the Horse
Combat rules.

Many players will desire to go "the whole route" and
develop a fantasy campaign. In this instance, the added dimensions
of Magick and a host of Legendary Monsters fill out the
possibilities offered by Chivalry & Sorcery.

The essential feature of Chivalry & Sorcery is the
flexibility built into all of the campaign types. Players may
choose the type of campaign that they desire and may ignore all
elements that are not relevant to their needs and aims. For
example, Magick is not essential and a miniatures enthusiast my
ignore it completely if he finds it distasteful. On the opposite
side of the coin, a player interested in staging dungeon
expeditions may choose to ignore the larger event that are
Occurring in the nation as a whole (although many opportunities for
some exciting adventures could be lost.) After all, miniatures and
fantasy campaigners are a highly creative lot, and the greatest
enjoyment is found by adding the "personal touch. Chivalry &
Sorcery provides the guidelines by which players may easily create
the kinds of worlds they want and does not attempt to "dictate" in
any way what must be.

The Ffeudal Setting

11 feudal societies are characterized by fairly rigid class
structure. Thus player-characters are subject to conditions of
birth and social status. In general, it is the circumstances of
one’s birth that determine the opportunities open to a man,
although an “exceptional” personality may rise above even the
lowest beginnings and make a place for himself in the world (if he
is lucky and canny enough.) Thus, provision is made for random
determination of a player-character’s birth and status in society.

The code of Chivalry pervades feudal society. It is
binding upon all within the campaign, and some things simply are
not done if a character wishes to maintain his reputation for
honourable conduct. Honour is more important than any other form of
currency. Without honour, a Knight’s followers fall away from him,
he is barred from tournaments and cast out of polite society, and
he cannot hope to exert any real or effective influence upon the
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political life of the
honour, as he depends
advance in the world.
having “friends,” not
winning a few battles.

state. Nor can
upon the favor
Success in the
just attaining

a commoner ignore the need for
and respect of others to
campaign is dependent upon
many levels of experience or

To fill out the “grey” area of other miniatures and
dungeon campaigns, the entire social order of the feudal state is
assumed to exist at all times. Military campaigns and individual
adventures occur fully within a society as well as in a geographic
area. The complete superstructure of Church and State overlooks the
activities of characters. The commander of armies must bear in mind
the reluctance of vassals to serve for more than 40 days and must
respect the hidebound customs and traditions of Knights and commons
alike. His noble peers are invariably proud, haughty, and Jjealous
of anyone who seems to threaten their own power or position; and
thus, alliances are fraught with dangers. Barons are aligned
against each other and all resist the King’s every attempt to bring
about strong central government. Church and State are locked in a
struggle over who shall be supreme in the land: the Crown or the
Lords Spiritual. On the individual level, a bullying Knight could
find that his enemies are ganging up on him in the Grand Melee, or
that he has been challenged to a Trial by Combat a 1’outrance --
“to the death.” Indiscriminate practice of Magick, especially for
“evil” ends, might result in excommunication and a painful auto-de-
fe, ending at a burning stake. A notorious thief or killer can be
declared “outlaw,” the fair game of anyone able to kill him on
sight. Even the doughtiest fighter will blanch at the thought of
being the prey of a hundred villagers answering the “hue-and-cry”,
eager to collect the reward for capturing him, or worse. Then there
are taxes to be paid, and treason or sedition bring quick death at
the hands of the King’s executioner. Chaotic conduct, while loads
of fun, carries risks appropriate to the evil practiced. No man
stands invulnerable and unassailable. In the Great Chain of Being,
there is always a strong adversary ready to confront and destroy a
man who goes “too far.”

Authenticity is the hallmark of Chivalry & Sorcery.
Creativity and imagination are vital, but realism and attention to
the facts of human nature and the nature of any reasonable society
is necessary as well. Players are therefore urged to acquire a good
general knowledge of feudal life in general so as to provide the
“colour” and detail that breathes life into the campaign and
provides models of general behavior.

character maintain himself and his
everyday life play an important

Realism demands that a
followers. The economic facts of
part in the campaign. One has to eat, find shelter, and clothe
himself. One’s followers have to be paid, cared for, and rewarded
for faithful service. One’s horse must be shod, stabled, and fitted
out with saddle and harness. Arms and armor must be purchased and
kept in good repair. All this takes money, and money is not to be
had easily in the feudal society. Work or entering into feudal
service is necessary, and Chivalry & Sorcery provides for this in
the sections on Feudal Fiefs and Making a Living. Whether an army
is being outfitted for war or a dungeon expedition is being
prepared, money is required. Some attention to acquiring a steady
income and managing it well is called for. The warlord who ignores
his warchest may find that his army has disappeared. The individual
character who tries to make ends meet by plunging into dungeons may
find that he has starved to death.

In any feudal society, a person must have a “place” in
the social order, and the place he occupies will determine his
manner of conducting himself. Commoners should never “put on airs”
in front of the nobility and cannot afford to feel too much
resentment at harsh treatment by their social “superiors.” Great
lords cannot treat loyal vassals like mindless robots to be ordered
here and there without regard to their needs and desires, unless
personal loyalty is of no importance to them. Independent-minded
characters find that they are universally regarded with suspicion
and distrust. Even Knights-errant lack the status enjoyed by a
Knight-in-service because they have no feudal lords. To benefit
fully from the system, one must live within it and abide by its
rules of conduct. When the society demands that a man occupy a
definite place in the rank order of things and conduct himself
accordingly, anyone who proves to be a “maverick” counts for
little.

One of the features of social class that dominates
Chivalry & Sorcery is the rather great distinction made in the
matter of bearing arms. Knights have the prerogative of bearing
weapons that are forbidden to the lesser classes in society. Only
Knights and Sergeants-at-Arms are permitted to own warhorses of
superior quality. Commoners go on foot or else ride “nags.” Non-
fighters are also restricted with respect to the kinds of armor
they may wear- although this is a reflection of their lack of
training and not a prohibition as such. These things are as they
actually were and to be realistic they are included in the
campaign. It is a question of one’s place in society.

Every man has a “Master” unless he has arrived at a high
point in his career and is successful enough to be a great Lord or
has established his own business. Player-characters begin their
careers at a youthful age, inexperienced and relatively poor. They
must learn some trade or enter some vocation. Thus they are all
placed under a non-player “Master” who instructs and protects them
until they are able to assume their own place in the world. Such
apprenticeship generally lasts until a character reaches experience
level 5. The “Master” is controlled by another player or by a
“Dungeon Master” and manages the life of his apprentice, setting
him tasks and sending him on missions. Many adventures can be
generated by the use of the Master, who has need of some article or
who is going to some distant place and must be attended by his
young assistant. A complete range of non-player characters appears
in the “Monster” section and these may be used to obtain many of
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the characteristics of “Masters.”

Unique features of the medieval period have been
incorporated to add realism to the campaigns. “Courtly Love”
provides motivation for young Knights to go out and do deeds of
great valour in the name of their ladies, for much honour and
experience may be won. “Knightly Orders,” “Magick Orders,” and
“Secret Societies” exist, providing characters with allies in times
of need, and also serving to generate adventures. The same is true
of the great Guilds which dominated medieval business and finance.
For players interested in political careers, there is even
provision for entering the “Royal Bureaucracy” and rising to the
highest levels of government.

The campaign, then, is pervaded by the elements of
feudalism. Players are urged to absorb as much of the “mental set”
of the period as possible to permit role-playing that is authentic.
To think as a 20th Century man while conducting a campaign based
upon feudal society is an unfortunate thing to do, as most of the
“fun of the thing will be lost.

The Time Jframe

he time frame of Chivalry & Sorcery as a game is different
from other games of its general type, for the one day = one
game day concept has been dropped in favour of a more

£l telescoped time period. To a degree, the peculiar nature of
the Magick System accounts for this, as Magick Users must spend
considerable periods of time simply learning the spells they will
want to cast in an expedition. Also, if large-scale actions are
going to be fought, anxious War Lords 11 are going to be very
frustrated by a real-time winter period in which no campaigning is
possible. To permit a few good wars, time had to be compressed.
Also, time was compressed to permit characters to live out a
reasonable proportion of their lives, and perhaps even descendants

11 players will have a number of “characters” with which to
play the game. Characters are projections of the players
down identity but also have traits and quirks uniquely their
own. It is strongly recommended that players do not play
every character as if they themselves were in the adventure. If a
character is stupid, role-play and have him act stupidly. If he is
a fumble-fingered boob who has the dexterity of a hobbled camel,
have all the fun you can with him (these make good comic Thieves) .
The whole idea is to have fun, to live out fantasies that could
never happen in real life. As much as possible, let the characters
play themselves. The traits they acquire from their Prime
Requisites often contain guides to conduct or descriptions of
abilities which will prove of assistance here.

to take up the struggle.

The recommended time period for individual adventure campaigns is
roughly on a one to four basis, with one real week equal to one
Game Month. Also, the year is seasonal in nature, and winter is
always a quiet period because conditions are simple too bad for
anyone to seriously attempt an adventure outside settled areas.
Even the monsters get out of the winter storms. The four seasons
therefore break down as follows:

2-3 real weeks
8-10real weeks
2-3 real weeks
1 real week

April and May:

June to October:
November and December:
Winter: January to March:

Clearly, most of the action occurs in the summer months, which are
at least twice as long as any other months to permit active
adventuring. Winter is simply the time that players devote to
“bookkeeping chores” to get ready for the next round of gaming. As
is typical of many aspects of Chivalry & Sorcery, the time periods
are always optional so that, if an important or exciting adventure
is occurring, the real time period can be extended to the
convenience of the players. Players devoted to purely military
campaigns could telescope time even further, so that 5 or 10 years
were covered in a real year, if not more, permitting entire
generations to pass in a relatively short space of time. The
Hundred Years War is not an impossibility using this system.

Keeping a Calendar

The important thing to establish is the relation of real time to
game time, so that all of the players know what the game date is in
a particular week of play. Once general agreement is reached among
the players, everyone knows how much time is passing. This fixing
of a definite calendar for the game is especially vital for Magick
Users, who operate on a very strict time scale when learning spells
or doing enchantment

ost player-characters will be human beings. As such, they
will have the widest range of characteristics enjoyed by
Jany character type. Men can become virtually any type of
character in the game: Knights, Fighting-Men, Thieves,
Clerics, or Magick Users. Also, because the world is essentially
dominated by Mankind, they enjoy the greatest degree of freedom of
movement and acceptance. Elves, Dwarves, and Hobbits, while often
made to feel welcome, are not really a part of daily life in human
society and cannot hope to establish themselves as great lords
beloved by their subjects. They are “foreigners” and they are
“different,” two serious penalties to be overcome in any Feudal
society.
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the most ancient and magical of all the character
the Elves are divided into the High Elves and the
or Wood Elves. while both kinds of Elf are rare

ra— indeed, the Noble Elves are perhaps the rarest of all
characters, for most have long since passed into the West in
response to the call of the Valar, they are the Great Fey of
European Legend.

To obtain an Elvish character, two sets of conditions must be met.
First, there must be a probability of even having an Elvish

character. Second, the character’s Prime Requisites must meet the
minimum requirements. These will be dealt with in a later section.

Elves are not to be had with any regularity, and with good reason.
Elves always are powerful creatures for they may become
“combination characters.” High Elves may become Fighter-Magick
User- Clerics. Wood Elves become Fighter-Clerics or Fighter-Magick
Users. (Any conflict in the rules arising from combination status
is always resolved in the favour of the Elf.)

In addition to combination status,
talents:

Elves possess some unique

1. Elves have +5% chance of striking, parrying, or dodging
blows. Furthermore, they are master bowmen and hit their
targets with +10% advantage. They may make magic arrows
and bows as well, but these are for exclusive Elvish use
until they reach a high enough level to make arrows and
bows for other races (experience level 12).

2. Elves, being most observant, possess exceptional hearing
and keen eyesight. They have an infallible chance of
revealing secret and hidden things, such as secret doors
or all but the best concealed hiding places.

3. Elves have a +10% chance of moving silently and a +15%
chance of hiding in shadows and undergrowth, such
percentages being subtracted from an enemy’s chance of
detecting the E1f.

4. Elves are so dexterous that they never fumble weapons or
drop things when surprised.

5. Elves do not have to write Magic Books in order to
remember spells.

6. Elves have the ability to penetrate Illusions with TRUE

SIGHT and gain this ability automatically every other
Experience Level (Exper/l, 3, 5, etc.). The ability
allows penetration of 1 Circle of Adeptness at Illusions
for each rise.

7. Elves are proficient with languages and know the tongues

of orcs, goblins, and such -- in addition to Elven
Tongue, Westron (Common Tongue), and one human language.
There is no limit to the number of languages they may
learn to speak or to read and write.

8. Elves possess the ability to speak with the beasts. One
Beast Language is gained per 25000 exp obtained.

9. Elves possess exceptional constitutions and are rated two

levels higher with respect to recovering from wounds and
resistance to disease and infection.

10. Elves do not require sleep, but rather rest their minds
in remembrance of past ages or in contemplation of
beautiful things.

11. Elves are always have a Lawful Alignment,
High Elves.

12. Elves may call upon Elbereth Githoniel as if Praying or
Blessing.

13. Elves are sensitive to the presence of magic (Detect
Magick) when within 10 feet of any magical item or within
personal casting range of any spell in operation. The
ability is always operating (like a sense) and has no
cost to Fatigue Levels. High Elves also have the power to
communicate with Lawful characters and creatures without

initially, if

speech (Telepathy) and to know the moral character of
others (Detect Alignment) with-out expending any energy.
14. Elves are immune to all forms of disease.

15. Elves are virtually indetectible by ordinary means when
hiding silently in the undergrowth (05% chance). This
advantage will replace all higher detection probabilities
arising from watching or listening. Also, in Elvish
lands, an E1f has 1/2 the normal chance of detection by
ordinary means when moving about in the undergrowth,
stalking, enemies, etc.

16. Trees are of special importance to Elves, and they resent
destruction of forestlands or even single trees in their
territory. Nearly all trees have some sacred association,
with some more sacred than others. Elvish Oak, Ash, and
Thorn form a magical trilogy: within the bounds of such
groves, Elves may reduce the magical resistance (BMR) of
an object in -5D6% of the usual time required. Apple,
Hazel, Holly, Willow, Elder, and Aider are all sacred as
well, with Elves obtaining -1 BMR for Enchantment
purposes on these as well as the Sacred Three.

Elves may occasionally reach heights in excess of six feet and are
deceptively slim in appearance. Graceful and dexterous, they are
also very husky and sturdy. The hardships of nature they bear
without sign of fatigue. They possess an almost insatiable
curiosity. Ancient Lore they value highly and will seek it out at
great risk, but Black Magick and evil devices they abhor and will
destroy whenever possible All forms of beauty are beloved by the
Elves, especially the beauty of growing things, while all things
evil and ugly are the objects of their hatred and revulsion.

Elves are naturally secretive and, since their falling out with Men
and Dwarves, they tend to prefer their own kind. Rare indeed is the
man who is named “Elf-Friend,” and to him is unlocked the secret
halls of the First People. No Elf will take service with anyone who
is not an Elf. They have an especial fondness for lawful,
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interesting Hobbits. Themselves highly gifted in the arts, they
welcome poets, singers, any others with true artistic talent. Men
of good-will and wisdom are held high in their regard, but they are
implacable enemies of all those who serve Chaos.

As a final note, Elves are immortal but may be slain in battle.

Divarves

s one of the elder speaking races, the Free Folk claim
Jdescent from Seven Fathers who lived in the First Age,
fl consequently the Dwarves are divided into seven Folk or
nations, each with its own king and ancestral halls. They
have withdrawn into the wilderness, for, never having been
numerous, they have concentrated their strength in the mountain
fastnesses for protection.

and

Dwarves are short, averaging about four and a half feet in height,
but broad in shoulder and extremely strong for their size. While
not immortal like the Elves, they live for long periods of time,
perhaps 250 years. They marry about the age of 100, if they marry
at all, for there are few Dwarvish women and Dwarvish males are
exceedingly proud.

Dwarves are a prideful people, easily angered and very long of
memory. They will NEVER forget wrongs done to them or their Folk.
Greedy for riches, they are ruled by a gold-lust that once
awakened, is very hard to quell. Except for their greed, they are
fair and often generous to those they owe a debt of honour. Noted
for their superb craftsmanship and mastery of the art of
weaponsmithing, they are very shrewd businessmen as well - usually
driving a hard bargain for their wares and near impossible to cheat
in matters involving precious things. They have, in addition, a
number of unique talents and advantages:

1. Dwarves are superlative miners able to tunnel six times
as fast as men. They easily note slanting passages,
shifting walls, new underground works, geological
formation, and other features of importance beneath the
earth. Instinctively, they know the depth they are
standing below the surface.

2. Dwarves possess night vision and can see clearly in the
dark up to 60 feet.

3. Dwarves possess facility with mechanical devices, being
able to open locks and disarm small traps at a +5% and
+15% advantage, respectively, if “Thieves.”

4. Dwarves hide in shadows and move silently with a +5%
advantage when underground. They need not check morale
underground either, as they are quite at home.

5. Dwarves, being expert craftsmen, can accurately appraise
coins, jewelry, and gems.
6. Dwarves are all smiths and armorers. Apprentices may

forge armor under the guidance of a Master armorer and
may make repairs to arms and armor. Armorers and Master
armorers may forge arms and armor of quality.
Weaponsmiths may forge magical weapons and armor. Rate of
magick weapon making is three times normal speed, so a
Dwarf may turn out quality work in quantities unthinkable

for Men.

7. Dwarves are highly resistant to all forms of Magick and
save against magical spells four experience levels
higher.

8. Dwarves dodge with a -5% advantage because of their size.

9. Khuzdul, the dwarvish tongue, is the ancient and secret

language known only to Dwarves. Khuzdul is the medium in
which the Dwarves preserve all of their many secrets of
weaponmaking, and a Book found by a Dwarf containing such
information will turn him into Master armorer instantly,
whatever level he is at. In public the Dwarves use the
tongue of their neighbours, and they understand the
languages of their traditional enemies, the Gnolls,
Kobolds, and Goblins.

10. Dwarves never check morale when fighting the Goblin
races.

On a final note, Dwarvish women are so scarce
objects of instant feelings of protectiveness in Dwarvish males. If
a female Dwarf appears on the scene, she will soon acquire a non-
player protector to escort her on adventures. A Dwarvish protector
will possess minimum Dwarvish prime requisites and is determined as
any other character.

that they are the

1Hobbits

?" @ riginally closely related to Men, the Hobbits have remained

. §unobstrusive through much of their history. For centuries

» ‘ they lived in the Vales of Anduin, largely unnoticed by
e’ other races until late in the Third Age. They fled westward
from the evils of Kirkwood and founded the legendary Shire. Under
the protection of Gandalf the Wizard and the Dunedain, the Hobbits
lived in peace and security until the Wars of the Ring. In the days
that followed the Third Age, the exact location Of their land was
lost. However, on occasion, travellers have reported a charming,
almost enchanted land inhabited by "heaflings", "little folk" with
large, hairy feet, a great fondness for food and conversation, and
distrust of the "Outside."

N

Despite their general distrust of strangers, the provincial Hobbits
may be characterized as hospitable and comfort loving. when faced
by danger, they show a remarkable courage and are undaunted by
terrors that Would cause brave men to draw back. Generally, because
of their dexterity, Hobbits make excellent Thieves. They have a
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strong leaning toward lawfulness, however, and a chaotic Hobbit is
an impossibility--at least, initially. They are reputed to live to
about 100 years on the average, and they come of age at 33. Hobbits
also possess a number of special qualities.

1. For their diminutive size, rarely reaching a height over
four feet, the Hobbits are the strongest and most
resilient of all the speaking races. They never tire when
carrying burdens and even when the weight is very
considerable they fatigue slowly.

2. Being burrow dwellers, Hobbits are quite at home beneath
the earth.

3. Hobbits do not employ magical spells and use few magical
devices. However, they save against magical spells four

experience levels higher as Dwarves do.

4. Hobbits possess exceptional constitutions and enjoy
increased chances to be resurrected, to recover from
wounds, end to be resistant to diseases. Rate these at
two levels high on the constitution tables.

5. Hobbits possess superior eyesight and dexterity and shoot
missiles with a +5% advantage and throw missiles with a
+15% advantage. They dodge with -15% because of their
small size.

6. Hobbits are clever with their fingers and open locks with
a +10% advantage, remove small traps with +5%, pick
pockets with +5%, and strike with a dagger or short sword
with +5% hit probability.

7. Hobbits move silently and hide in shadows or undergrowth
with -10% advantage.

8. Hobbits hear noises with an advantage.

9. Hobbits are shrewd judges of character, readily
recognizing “nasty” people for what they are 50% of the
time.

Character Prime Requisites

i Hhe Prime Requisites are the characteristics upon which
§§ player-characters are based. A model Character Profile
A\ A

Record is included and may be Xeroxed to record the

™2 details. It is recommended that the Record be enclosed in a
plastic cover or laminated, with all of the variable entries made
with grease pencil to preserve the sheets as long as possible.

1-6 dice.
can then

The players will need a set of percentage dice and normal
Once all of the Prime Requisites have been found a player
complete his Character Profile. There can be no “trading” of points
to raise one characteristic at the expense of another. If “well
aspected” on his “Life Horoscope” a character may make one die roll
to correct a low characteristic, but not Alignment.

Race

A player may always elect to have a human character. However, if he
or she wishes to have a character in one of the special categories,
they could always adopt one with Game Master approval or they must

roll percentage dice:

Human

81-90% = E1f, Dwarf, or Hobbit: The player may choose the
category. If an E1f is chosen, the character will have
minimum of 13 in Dexterity, IQ, Wisdom, and Appearance,
and scores below these minimums are corrected upward. A
High E1f is possible only if the minimums had been
obtained the initial rolls, without correction. Dwarves
possess a minimum 13 in Strength and 15 in
Constitution, while Hobbits have a minimum 13 in
Constitution and Dexterity. Again, adjust scores
accordingly.

91-95% = Lycanthrope: The player’s character is a human who has

a were-personality and form. Refer to the Monster

chapter for the section on “Lycanthropes.”

96-100% = Monster: The character will be one of the following

types of monster. The characteristics of each type is

provided in the Monster chapter. Roll the percentage
dice again:

1-5% = Kobold 76-80% = Troll

6-10% = Goblin 81-85% = Vampire

11-15% = Orc 86-90% = Dragon

16-20% = Bugbear 91-95% = Legendary Beast

21-70% = Uruk-Hai 96-99% = Balrog

71-75% = Ogre 100% = Player’s Choice

Age (Optional)

Once the basic type of character is decided, his age may be
determined at the start of his adventures. The base age is 13, with
1 year added for each 10% rolled on percentage dice. This guideline
is applicable to Men, Elves, Dwarves, Hobbits, and most monsters
except specials like Dragons, Undead, and the like, who must be
rated with an arbitrary fairness by the player-referee or according
to special guidelines given in the Monster descriptions.

Sex (Optional)

Whether a character is male or female is important. Men have a good
chance of being one or the other, but Elves, Dwarves, and Hobbits
tend to be male because their women are not as adventurous. Roll
percentage dice:

Men, most Monsters: 1-75% = male, 76-100% = female.

Elves, Dwarves, Hobbits: 1-85% = male, 86-100% = female.
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Women players may either choose to be female characters or opt for
the percentage roll (in Chivalry & Sorcery, women always have
special treatment) .

Size
The size of a character affects his ability to perform most feats
of physical prowess. All determinations are made with a set of 20-

sided dice.

The Height and Frame of a character are used to determine the over-
all size and weight of a character.

Height of a Male Frame of a Male

1-7 = Short 1-7 = Light
8-15 = Average 8-15 = Average
16-20 = Tall 16-20 = Heavy
Height of a Female Frame of a Female
1-8 = Short 1-8 = Light
9-16 = Average 9-17 = Average
17-20 = Tall 18-20 = Heavy

The weights of characters are found by comparing their height to
the value that is printed beside it. However, the Frame of a
character will affect his weight.

Males with Light Frames reduce their weights by 1 level, so that a
man with a 6' height would have the weight of a man of 5’11". Males
with Average Frames have the weight printed alongside their height
in the following table. Males with Heavy Frames increase their
weights by 1 level, so that a man with a 6' height would have the
weight of a man of 6’1".

Females with Light Frames are quite petite, so reduce their weights
by 4 levels. Females with Average Frames reduce their weights by 3
levels. Females with Heavy Frames reduce their weights by 2 levels.

Weight affects attractiveness, so add 1 Appearance point to females
with Light Frames and subtract 1 Appearance point from females with

Heavy Frames.

Weights of characters are computed by rolling a 20-sided die and
comparing the Height and Frame of a character to the printed score:

Short Characters

20-

sided Men Elves*** Dwarves Hobbits

Dice: Height Weight*Height Weight* Height Weight* Height Weight* Body**
1 4" 75 416" 65 3'9" 60 ANM 40 -1
2 4'8" 80 4'7" 70 3'9" 60 27" 40 -1
3 4'9" 85 4'7" 70 3'10" 65 27" 40 -1
4 4'10" 90 4'8" 75 3'10" 65 28" 45 -1
5 4'11" 95 4'8" 75 3'10" 65 28" 45 -1
6 5' 100 4'9" 80 3'11" 70 2'8" 45 -
7 5'1" 105 4'9" 80 3'11" 70 PACK 50 -
8 5'2" 110 4'10" 85 3'11" 70 29" 50 -
9 5'3" 115 4'10" 85 4" 75 29" 50 -
10-13 54" 120 4'11" 90 4t 75 PACK 50 -
14-15 5'5" 125 5' 95 4'1" 80 2'10" 55 +1
16-17 5'6" 130 5'1" 100 4'1" 80 2'10" 55 +1
18-20 5'7" 135 5'2" 105 42" 85 2'11" 60 +1
Average Characters

1-4 5'8" 145 5'3" 110 4*3" 90 3" 65 +2
5-8 5'9" 155 5'4"™ 115 44" 95 3T1" 75 +2
9-12 5'10" 160 5's5" 120 4's" 100 32" 75 +2
13-16 5'11" 170 5'6" 125 4r'6" 105 33" 80 +3
17-20 6" 180 5'7" 130 47" 110 34" 85 +3
Tall Characters

1-4 6'1" 109 5'8" 140 48" 115 35" 85 +4
5-8 6'2" 200 5'9" 150 4'8" 120 35" 90 +4
9-12 6'3" 210 5'10" 160 4r*gn 125 35" 90 +4
13-14 6'4" 225 5'11" 170 4'10" 130 3'6" 95 +5
15 6'5" 235 6" 180 4'10" 130 3'6" 95 +5
16 6'6" 250 6'1" 190 4'11" 135 3T 100 +6
17 6'7" 275 6'2" 200 4'11" 135 3'7" 100 +7
18 6'8" 300 6'3" 210 5" 140 38" 105 +8
19 6'9" 325 6'4" 225 5" 140 38" 105 +9
20 7' 375 6'5" 235 5'1" 150 379" 110 +10

”

*The weights of characters are measured in “Dragons,” a unit

roughly comparable to one pound.

**The “Body” refers to the physical body of a character. The values
given here and elsewhere are used to determine the degree of
physical damage a character is able to sustain before he is killed
by his wounds. The Body points awarded for various Prime Requisites
should be totaled up and the final sum entered on the Character
Profile sheet.

*** High Elves add 1' to the indicated height.

Dexterity [DEX]

Dexterity is a character’s ability to handle weapons and tools with
a sure hand, to parry blows, to dodge blows and missiles, and
generally to perform acts requiring agility and coordination.
Dexterity is the prime requisite of Thieves and Assassins, but no
character can do without it and hope to prosper. Roll a 20-sided

die:

Die Disarm Pick Pick Move Hide in
Roll Dexterity Trap Lock Pocket Silently Shadows
1 All Thumbs -15% -15% -25% -20% -15%

2 Bungling -13% -13% -20% -18% -13%

3 Uncoordinated -11% -10% -15% -15% -10%

4 Clumsy -9% -8% -13% -10% -8%

5 Awkward -7% -5% -10% -5% -5%
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6 Unhandy -5% - -5% - -
7-8 Lo Average - - - -
9-10 Average - - - - -
11-12 Hi Average - - - -
13 Skillful - +5% - - -
14 Deft +5% +8% +5% - +5%
15 Dexterous +10% +10% +7% +5% +8%
16 Nimble +13% +13% +9% +7% +10%
17 Adroit +15% +15% +12% +10% +15%
18 Agile +18% +20% +15% +12% +20%
19 Quick +20% +25% +20% +15% +23%
20 Masterful +25% +30% +25% +17% +25%
21 (13-16) +26% +30% +26% +20% +30%
22 (17-19) +27% +30% +27% +21% +31%
23 (20) +28% +30% +28% +22% +32%
. Elves must have at least DEX/13.
. Hobbits must have at least DEX/13.

All of the abilities acquired through one’s Dexterity tend to be
peculiar to Thieves and Assassins and are dealt with in the section
concerning their class. Hobbits and Elves, however, will have the
ability to Hide in Shadows and Move Silently.

Characters of exceptional Dexterity are very graceful and hence are
more comely. Increase Appearance by 1 point if Dexterity is over
14.

Females with Light Frames possess more Dexterity than those with
Average or Heavy Frames. Increase Dexterity by 1 point.

Males with Light Frames possess more Dexterity than those with
Average or Heavy Frames. Increase Dexterity by 1 point if not Tall.

Strength [STR]

Strength is the Prime Requisite of all Fighters, for it has a
significant effect on physical prowess and fighting ability.
However, it is important to all classes of character. Roll a 20-
sided die to determine the Strength level of a character:

Die Opening Doors** Constitution
Roll Strength Standard Secret Minimum*** Body
1 Disabled 1 1 1 -1
2 Feeble 2 1 1 -1
3 Unfit 2 1 1 -1
4-5 Puny 2 1 2 -
6-7 Weak 2 1 2 -
8 Low Average 3 1 3 -
9 Average 4 2 4 -
10 Average 4 2 5 -
11 Average 4 2 6 -
12 High Average 4 2 6 -
13 Muscular 5 2 7 +1
14 Strong 5 2 7 +1
15 Powerful 6 2 8 +2
16 Mighty 7 2 9 +3
17 Puissant 8 2 10 +4
18 Lordly 9 3 11 +5
19 Herculean 10 3 12 +6
20 Superhuman* 10 4 13 +7
21 (13-16) Titanic 10 5 13 +8
22 (17-19) Irresistible 10 5 13 +9
23 (20) Invincible 10 6 14 +10

. High Elves must have at least STR/13.

. Wood Elves must have between STR/11 and STR/20.

. Dwarves must have between STR/13 and STR/20.

. Hobbits cannot exceed STR/17.

. Women and Female Elves cannot exceed STR/17.

. Female Dwarves cannot exceed STR/19.

. Female Hobbits cannot exceed STR/14.

*Superhuman strength is possessed only by Men and Elves. Roll a 20-
sided die again. If the second result is over 12, the character’s
Strength is taken from one of the bracketed Strength levels. Add 1
x WDF per superhuman strength level (13+).

**Doors in dungeon complexes are opened by rolling a 1-10 die.
Doors are opened by obtaining a result within the limits indicated
for a particular Strength. For example, a man with Strength 11 will
open a standard or ordinary door on a roll of 1-4 and a secret door
or panel on 1-2. Only one attempt may be made to open any door per
turn, and only one character may attempt to open it. Locked doors
cannot be opened until the lock is picked, but characters with
Strengths of 17+ can break the lock and open a door on 1-2.

***The Constitution of a character affects his Strength. If a
character’s Constitution level is below the minimum value needed
for a particular Strength level, reduce the Strength of the
character to the level indicated by the Constitution Minimum.

Females are weaker than males. Strength Factors must be reduced for
females. For women with Heavy Frames, reduce the Strength Factor by
.1; Average Frames by .2; and Light Frames by .3.

The Strength Factor is used to compute the fighting capability and
the weight bearing capacity of a character.

Constitution [CON]

Constitution is a character’s “health” and “life-force”--the
capacity of the body to endure great suffering and hardship, to be
restored to life, to save from magical spells, to recover from
wounds, and to resist disease. It is also one of the factors
affecting the actual strength of a character and, most important,
his fighting ability. Roll a 20-sided die to determine
Constitution:
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Die Resurrection Resistance
Roll Constitution Probability Lo Disease Body
1 Scrawney 20% -15% -1
2-3 Puny 25% -10% -1
4-5 Weak 30% -5% -
6-8 Low Average 40% - -
9-10 Average 50% - -
11-12 High Average 65% - +1
13-14 Healthy 75% +1% +2
15 Sturdy 85% +2% +3
16 Hardy 90% +3% +3
17 Robust 95% +4% +4
18 Vigorous 97% +5% +5
19 Vital 99% +6% +6
20 Weatherproof* 100% +10% +7
21 (13-16) 100% +15% +8
22 (17-19) 100% +20% +9
23 (20) 100% +30% +10

. Men must have between CON/1 and CON/20.

. Elves must have between CON/13 and CON/20.

. Dwarves must have between CON/13 and CON/20.

. Hobbits must have between CON/13 and CON/20.

* Regenerate 1 damage point per melee turn per weatherproof
constitution level.

Constitution affects the ability of a character to restore his
Fatigue levels. The following table gives the rate that Fatigue
points may be restored, depending upon the character’s Constitution
and activity levels:

Type of Constitution Level of the Character

Activity 1-3  4-5 6-10 11-12 13-15 16-17 18-19 20
Walking

Unencumbered/hr 0 0 1 1 2 2 3 4
Resting/hr 2 2 3 4 5 5 6 8
Sleeping/hr 3 4 5 6 7 8 9 12

Fatigue levels may also be restored by Water of Life,
Healing, or Curative Miracles performed by Clerics.

Waters of

Constitution also affects the ability of a character to recover
from wounds and other forms of physical damage. The following table
gives the rate that Body points may be restored, depending upon the
character’s constitution and activity levels:

Type of Constitution Level of the Character

Activity 1-3  4-5 6-10 11-12 13-15 16-17 18-19 20
Strenuous

Activity/day -2 -1 -1 0 0 0 +1 +1
Moderate

Activity/day -2 -1 0 0 0 +1 +2 +3
Rest/day +1/2 +1 +1 +1 +1 +2 +3 +4

Body levels may also be restored by Waters of Life, Waters of
Healing, or Curative Miracles performed by Clerics However, all
damage to the Body “cured” by such means must be subjected to rest
and recuperation time equal to the time needed to repair the damage
naturally. If no rest and recuperation occurs within 30 days after
the “cures” are performed, the character suffers double the loss to
his Fatigue maximums until the recuperation is completed.

Broken Bones, Vital Hits, Spinal Hits, and damage caused by Mummies
require 10 times the normal recuperation time for complete
recovery.

Appearance [APP]

Personal Appearance is the degree of attractiveness or ugliness of
a character. Roll a 20-sided die:

Appearance

1 Hideous: The character is ugly enough to frighten himself
when he looks in a mirror provided the mirror survives the
experience long enough for him to see his reflection. +15%
chance of Surprise and reduce Charisma score by 5 points.
He has no chance of romance -- even with magical help.

2 Frightful: The character is incredibly repulsive in
appearance. +5% chance of Surprise and reduce Charisma
score by 4 points.

Ugly: The character is extremely unattractive and others
will not look at him often. Reduce Charisma score by 3
points.

Plain: The character is not attractive nor unattractive.
Reduce Charisma score by 1 point.

Average: The character possesses no particular beauty but
is not unpleasing to the eye. Being average makes it easy
to “blend in with the crowd,” a trait most valuable to
Thieves, Assassins, and Spies because it permits
successful disguise.

13-15 Fair: The character is rather handsome or pretty.

16-17 Attractive: The character is quite comely.

Charisma score by 1 point.

Increase

18 Handsome/Beautiful: The character is most attractive to
members of the opposite sex. Increase Charisma score by 2
points.

19 Striking/Stunning: The character possesses beauty and
grace enough to cause heads to turn and is almost



The grand campaign

irresistable to members of the opposite sex. Increase
Charisma score by 3 points when dealing with members of
the opposite sex but only 2 points with members of own
sex. Frightful and Hideous people hate the character on
sight, if of the same sex.

20 Handsome/Beautiful: The character is so fair of face or
figure that all members of the opposite sex are literally
“putty” in his/her hands. However, most members of the
same sex are extremely jealous if Hideous to Plain.
Increase Charisma by 5 points with members of the opposite
sex, by 3 points with same sex; but reduce Charisma by 3
points when dealing with Hideous to Plain people. Also
increase the chance of Surprise by +10%.

. Elves must have at least APP/13.

Wounds to the head have a 50% chance of marring looks and reduce
Appearance by 1 point. Women have a 50% chance of hiding 3 points
of damage with cosmetics.

Bardic Voice[BV]

Bardic Voice is the Prime Requisite of all artists and entertainers
and represents all artistic talent in general, but especially the
power of the spoken and the sung word. It can be substituted for
Charisma, for the man with a “silver tongue” can “enchant” his
listeners with the power and beauty of his words. Roll a 20 sided
die:

Die

Roll Bardic Voice

1-4 Inarticulate: The character is practically unable to
express even the simplest thoughts. Reduce Charisma by 3
points if not above average in Appearance.

Halting: The character can make himself understood, but
his listeners have to be patient and considerate. Reduce
Charisma by 2 points if not above average in Appearance.

7 Colourless: The character can speak more or less clearly,
but his style is so lacking that he cannot hope to impress
anybody by the weightiness of his ideas. Reduce Charisma
by 2 points if not above average in Appearance.

Average: The character is not particularly lacking in
power of voice.

Eloquent: The character is capable of catching the
attention of others with the force and fluency of his
speech. Increase Charisma by 1 point.

17 Elegant: The character cannot help but impress his
listeners whenever he speaks. Increase Charisma by 2
points.

18 Poetic: The character has a real talent, for his voice has
caught the “music” of speech and always finds the right
rhythm, tone, and pitch to suit the occasion. Increase
Charisma by 3 points.

19 Bardic: The character is a true poet, and his words carry
a “visionary” quality which enthralls the listener.
Increase Charisma by 4 points. If a military leader,
increase Military Ability by 1 point.

20 Orphic: The character has, literally, the ability to charm

a creature with the beauty and wonder of his voice.

Increase Charisma by 5 points. If a military leader,

increase Military Ability by 1 point.

. Elves must have at least BV/11.
Intelligence [INT]

Intelligence is a character’s ability to reason in a logical
manner. It is also the index of his ability to engage in scholarly
research, to acquire new languages, and to remember and understand
magical spells. It reflects an ability to make an accurate
assessment of combat situations and to choose effective tactics. It
is, last of all, the Prime Requisite of all Magick Users. Roll a
20-sided dice to make IQ determinations:

Detect Limit toAbility toAbility

Die Language Secret Detect Level of remember to Read
RollIntelligenceFacility Door Traps Research Spells Well Body
1 Drooling 1 spoken-20% -20% 0 10% None -1
Idiot

2 Cretin 1 spoken-18% -18% 0 15% None -1
3-4 Lack-wit 1 spoken-15% -15% 0 20% None -1
5 Dim-wit 1 spoken-12% -12% O 25% None -1
6 Half-wit 1 spoken-10% -10% 0 28% None -1
7 Dull-wit 1 spoken-5% -5% I 30% None -
8-9 Lo-Average 1/L lwr - - II 35% 40% -
10 Average 1/L 2wr - - III 40% 50% -
11 Average 1/L 3wr - - v 50% 55% -
12 Hi-Average 2/L 4wr +5% - v 55% 60% -
13 Bright 3/L wr +6% - VI 60% 65% -
14 Very Bright 3/L wr +7% +5% VII 65% 70% +1
15 Smart 4/L wr +8% +6% VIII 70% 75% +1
16 1Ingenious 5/L wr +10% +8% IX 75% 80% +2
17 Scholary 6/L wr +12% +10% IX 85% 85% +2
18 Brilliant 7/L wr +15% +12% X 90% 90% +2
19 Genius 8/L wr +18% +15% XI 95% 95% +3
20 Visionary 9/L wr +20% +20% XI 100% 96% +3
21 (13-16) 10/L wr +22% +22% XI 105% 97% +3
22 (17-19) 11/L wr +25% +22% XI 105% 98% +3
23 (20) 12/L wr +27% +25% XII 110% 98% +4

. Elves must have at least INT/13.
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Language Facility refers to the ability of a character to learn to
speak, read, and write new languages. Characters below INT 8 cannot
learn to read and write at all (but they may be able to read after
a fashion if their INT’s have been reduced magically), and they are
limited as to the number of languages they can speak. At INT 8, a
character acquires the ability to read and write.

Language points are awarded for INT’s of 8+. An entry of 1/L means
that 1 language point is awarded per level. “Wr” indicates that a
character may read and write. Any number preceeding a “wr” means
that no more than the number of languages indicated may be learned
for purposes of reading and writing, but there is no limit to the
number of languages that may be spoken.

To read a “modern” language
2 language points.
point.

(currently used in the world) requires
To speak a “modern” language requires 1 language

To read an “ancient” language requires 3 language points. Since all
Magick Books and Scrolls are written in the ancient tongues, a
Magick User is in need of as many languages as he is capable of
learning if he is to be proficient in the Arcane Arts.

Remembering Spells refers to a character’s ability to concentrate
on spells which he has committed to memory and his chance of
remembering them correctly.

Reading Well refers to a character’s ability to read correctly.
Since accuracy is vital in the casting of spells, errors here can
be disastrous.

Research Limits refer to a character’s limits of understanding when
attempting to learn the secrets of Magick spells.

Detecting Secret Doors and Detecting Traps refer to a character’s
ability to find such hidden things. These are dealt with in the
chapter on Thieves and Assassins.

Wisdom [WIS]

Wisdom denote’s a character’s ability to make wise decisions in
accordance with his philosophic and religious beliefs. Roll a 20-
sided die:

Wisdom

1 witless: The character is utterly unpredictable and will be
directed by random determinations whenever faced with
difficult decisions. Reduce INT by 5 points. (However, if
INT is over 15, increase Wisdom by 1 point before the INT
reduction.)

Foolish: The character will behave in a brash and
headstrong manner. He 1is not Clerical material. Random
determinations should be made whenever he must make
difficult decisions. Reduce INT by 3 points. (However, if
INT is over 15, increase Wisdom by 1-3 points before the
INT reduction.)

Simple:
INT by
Wisdom

The character is naive and simple-minded. Reduce
2 points. (However, if INT is over 15, increase
by 1-3 points before the INT reduction.)

Unwise: The character is imprudent when faced with
decisions, often jumping to a conclusion when he bestirs
himself to act on the dimly perceived facts. Reduce INT by
1 point. (However, if INT is over 15, increase Wisdom by 1-
2 points.)

Average:
problems.

The character is fairly wise when faced with most

Discerning: The character reads other men’s characters well
an tends to make sound decisions.

15 Penetrating: The character is a shrewd judge of others and
acts wisely.

16 Astute: The character is a careful, meticulous thinker.
Increase INT by 1 point.

17 Wise: The character sees deeply into any problem and never
acts hastily. Increase INT by 2 points.

18 Inspired: The character is a man of great breadth and depth
of thought. Increase INT by 3 points.

19 Profound: The character is a deeply contemplative
personality who gains full insights into problems
confronting him. If a Magick User or Cleric, he gains +5%
when casting spells or performing miracles. Increase INT by
4 points. In adventures, he has a 20% chance of calling
upon his “higher faculties” (the player-referee) to give
him added insight (extra hints about what he sees in front
of him), expending 1 turn in inactivity and 1-3 fatigue
points to do so.

20 Visionary: The character is truly wise and he gains +10%

when casting spells or performing miracles if he is a
Magick User or Cleric. Increase his INT by 5 points. He
also has a 25% chance of calling upon his higher faculties.

21 (13-16)
22 (17-19)
23 (20)

. Elves must have at least WIS/13.
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Understanding Mechanisms: Characters with INT and Wisdom scores
above are able to intuitively understand the operation of
mechanisms such as large traps, machines, and the like. From a
basic chance of understanding of 10%, add +5% for each Wisdom point
above 14. Only one attempt may be made by a character to understand
a mechanism, with understanding coming in 1-6 turns. If he is
successful, the basic function of the mechanism must be revealed to
him. Artificers must possess this talent if they are to be truly
successful in their trade as Mechanicians.

Ferocity [FER]

Ferocity is far more than a simple blood lust that might be
observed in battle. Rather, it is a peculiar kind of determination
to win through, no matter what the activity might be. Ferocity is
the morale level of the Character, a driving force behind his
entire personality which prevents him from despairing and giving up
in difficult situations. Ferocity is simply the refusal to give in
to defeat. Such a quality is vital to ambition, and any Character
desiring to better himself needs it in abundance if he is to
overcome his ingrained tendency to accept things as they are.

Die

Roll Ferocity Description

1 Spineless Coward: The character is sadly lacking in natural
2 Craven Ferocity and had a limited chance of resisting

3 Cowardly any form of fear or intimidation.

4 Fainthearted

5 Fearful

6 Timid Mild Temperament: Inwardly, the character doubts
7 Meek his real abilities and can easily be pushed

8 Hesitant around by others if he is not careful. When faced
9 Cautious by truly serious opposition, he could back clown
10 Prudent to avoid unpleasantness. In a battle, such people

require the example of their leaders to steady
them and give them heart in adversity. If let
clown by the leader, they can easily desert or
rout in droves. Also, since the FER CR of the
leader is used to check the morale of a group,
those of Mild Temperament should not be used as
commanders if at all possible.

11 Confident Determined: The character is capable of putting

12  Bold up fair resistance to adversity, but he has his

13 Stout-hearted limits. In extreme situations, he may find the

14 Courageous courage to go on within himself, but will look to

his leaders if they are present.

Ferocious: The character has a decidedly

“ferocious steak” and an exceeding good chance of

meeting any threatening situation with defiance

and resolution.

15 stalwart
16 Resolute
17 Dauntless
18 Valiant
19 Fearless
20 Heroic

Heroic: The character has the stuff from which

21 (13-16) true Heroes are made. He can summon the reserves
22 (17-19) of courage needed to attempt dangerous and
23 (20) desperate deeds, inspiring others as he does so.
Surrender? Never!
. Wood Elves must have at least FER/11.
. High Elves and Dwarves must have at least FER/15.

Charisma [CHR]

Charisma is the ability of a character to arouse popular loyalty
and enthusiasm by the force of his own personality and reflects his
ability to command men in battle. It is a natural talent growing
out of his other characteristics. To find a character’s basic
Charisma, add his Intelligence, Wisdom, Appearance, Bardic Voice,
and Dexterity scores, and divide the total by 5. If he is over 6
feet tall, add 1 point. If he is over 15 in Strength, add 1 point,
and if Superhuman add 3 points. Add all bonuses to the total.

1-2 Insignificant:
whatsoever.

The character has no appeal as a leader

Unappealing: The character can command small numbers of
men if delegated the authority but cannot inspire large
numbers. Reduce morale checks by -15%.

Unimpressive: The character is “charismatic” enough to be
able to lead men but is not a tower of strength to them.
Reduce morale checks by -10%.

Average: The character can command men, but characters of
equal rank or Charisma will prove “difficult” to handle.

Reduce morale checks by -5%.

13-15 Influential: The character commands by force of his own
will and personality, but does his best when delegated

authority by a more charismatic leader. Still, his men

will follow him with enthusiasm and confidence.

16-17 Commanding : The character is a “leader of men “
followers tend to be loyal and steady in battle.

morale checks by +5%.

and his
Increase

18 Dominant: The character has all of the makings of a
successful leader, for so strong is his influence over his
followers that they will often march into the very “jaws
of death” if he orders it. Increase morale checks by +10%.

19 Command Presence: The character has a “noble” bearing that
impresses all who meet him, commands unswerving loyalty
from most of his followers, and cuts a lordly figure at
all times. Increase morale checks by +15%.

20+ Charismatic: The character has a “royal” bearing, the
“look of Eagles~that one expects of a mighty leader. His
followers are totally loyal (no thought of any betrayal)

and never check morale in battle so long as he can be

19

seen. When he fights alongside a particular unit (Campaign
Battles), his men fight with +1 on all morale and combat
determinations because his eyes are upon them. In close
individual combats, increase morale checks by +20%.

Alignment [ALI]

Alignment is an important factor in developing a character and a
crucial aspect of "role" playing. Whether we are consciously aware
of it or not, every person has his or her own code of ethics and
morals as a sense of justice and what constitutes good and evil,
right and wrong. It is this sense of right and wrong that helps to
build out moral fiber and mold our behavior and reactions to
people, events, and circumstances in the world. It is this code
that makes the thought of stealing or hurting somebody abhorrent to
one person, but acceptable to another.

The alignment of a character is his or her view of world, justice,
honor and the value of life. Alignments should be regarded as a
guideline for the character that will indicate how he or she is
likely to react to any given situation, violence, and good and
evil.

It is natural to have conflicted emotions and want to give in to
hatred or anger and kill or hurt, but characters of a good
alignment are not likely to give in to such dark emotions.
Similarly, a chaotic character may, to his surprise, suddenly find
compassion, or a sense of loyalty to another character, and find
himself wanting to help him (which he may or may not do). Moral
dilemmas and the conflict they bring are part of life. It is
natural to have such feelings even when playing a fictional
character. It's also what adds to the drama of a situation and part
at makes role-playing fun.

Lawful characters are those serving the forces of Good. They tend
to be quite restricted in their moral options, for they usually do
the “right” or “just” thing. Referees and other players should
point out errors in behavior immediately, for they are totally out
of “character.”

Neutral characters are not overly moral, but neither are they evil.

Chaotic characters tend to opt for dishonesty, evil, and treachery,
but may be steadfast in their loyalty to a leader who rewards them.

Alignment should not be regarded as meaning that Lawful and Chaotic
characters must immediately attack each other, or even that they
have a “right” to do it. It is in fact possible for characters of
opposite Alignment to develop deep respect for each other, and
friendship is not impossible. Even the most Chaotic of characters
will have his code of honour. Alignment is merely a guide to
players so that they can build their character’s personality in an
orderly manner. Roll a 20-sided die:

Die

Roll Lawful Alignment

1 Saintly: The character will take Holy Orders or join a
Fighting Order. Wisdom is a predetermined 15+. He is an
implacable foe of all Chaotics and “heretics.”

2 Devout: The character will take Holy Orders or join a
Fighting Order. Wisdom is a predetermined 13+.

3 Good: The
eschewing

character chooses the “right” path at all times,
the ways of evil and temptation.

4 Virtuous: The character seeks the “best” path 24 and,
though he fails at times to do the right thing, he makes
restitution afterward and does penance.

5 Worthy: The character tries to live by a high standard but
slips on occasion.

6 Trustworthy: The character has flaws in his moral fibre but
attempts to meet his commitments and do his duty out of a
firm sense of self-respect.

7 Honourable: The character can be counted on to do the
hourourable thing.

Neutral Alignment

Law Abiding: The character is tempted by self-interest but
does the “socially correct” thing, particularly with
respect to all matters governed by custom and legality.
10-13 Wordly: The character is knowledgeable in the ways of the
world and sees moral issues in the grey half-tones of his
self-interest. He will not be a party to truly evil conduct
but sees no real impediment to a little larceny or mayhem
if it brings a profit.

14-15 Corruptible: The character sees his duty as beginning with
himself. He is not evil, but he has his price.

Chaotic Alignment

16 Unscrupulous: The character has no real scruples when it
comes to his picking a pocket or slitting a throat. If he
can he will try to weasel out of any of his obligations or
cheat his friends. Yet he also cares about his reputation.

17 Base: The character will stoop pretty low on occasion, pays
lip service to all of the conventional prattling about good
and decency, and never lets himself be blinded to a
profitable deal when he sees it.

18 Immoral:

The character is corrupt to the core; Capable of



The grand campaign

great iniquity and depravity, he enjoys every minute of it.
This is the character of the true “robber baron.”

20

best kind) .
4. Use or harm an innocent.
5. Use torture for extracting information and pleasure.

19 Villainous: The character is capable of real depths of evil 6. May kill for sheer pleasure.
and no moral code or conscience worth speaking of. If he 7. Feels no compulsion to help without some sort of
has any friends they have learned to count their fingers tangible reward.
after shaking hands with him and never leave their backs 8. Work with others if it will help him attain his personal
unguarded in his presence. goal.
3 3 . . 9. Kill an unarmed foe as readily as he would a potential
20 Diabolic: The character is the complete Chaotic -- so threat or competitor.
utterly void of any sense of right and wrong and devoted to 10. Has no deference to laws or authority, but will work
hellishness in all its forms that there is no crime, no within the law if he must.
atrocity, no sacrilege that he will refrain from 11. Will betray a friend.
committing. This malevolent personality is true Evil
Incarnate, so fiendishly demoniacal that even the Dark One 20 Diabolic
is ashamed of his excesses at times.
. Elve§ must have Lawful Alignment except for cursed é: iigetz zizpcﬁgzthi$o£:?dgggz 23 23;;%)'
destiny. 3. Most certainly attack and kill an unarmed foe.
* Hobbits must have Lawful or Neutral Alignment. 4. Use, hurt and kill an innocent without a second thought
or for pleasure.
ALI 5. Use torture for information and pleasure.
Score Code of Honor 6. Kill for sheer pleasure.
7. Likely to help someone only to kill or rob him.
1-2 Saintly, Devout 8. Not work well within a group (consistently disregarding
orders to do as he please).
1. Always keep his word. 9. Despise honor.
2. Avoid lies. 10. Betray anyone.
3. Never kill or attack an unarmed foe.
4. Never harm an innocent. .
5. Never torture for any reason. Other Personal Characteristics
3: gfxiisk;iiprEhZiiésure' In addition to the Prime Requisites, a character will possess a
L number of other talents, abilities, and traits which affect his
8. Work well in a group.
9. Respect authority, law, self-discipline and honor. performance.
10. Never betray a friend. The Characters Body
11. Never break the law unless conditions are desperate.
This means no breaking and entry, theft, torture, The amount of damage that a character can sustain represents his
unprovoked assaults, etc. physical body. This is found by adding the “body” bonuses given for
, Size, STR, CON and INT. When the player has chosen a vocation for
3-7 Good, Virtuous, Worthy, Trustworthy, Honourable his character one of the following factors will be added as well,
1. Keep his word to any other good person. and the total is recorded in the Character Profile:
2. Lie only to people of selfish or evil alignments.
3. Never attack or kill an unarmed foe. Fighting Man =7 High E1f = 7
4. Never harm an innocent. Assassin, Spy = 6 Wood El1f = 6
5. Never torture for pleasure, but may use muscle to Forester =6 Dwarf =5
extract information from criminals or evil characters. Druid =5 Hobbit =4
6. Never kill for pleasure; will always attempt to bring Frocked Cleric = 5
the villain to justice alive no matter how vile he may be. Thief =5
7. Always help others. Magick User =4
8. Attempt to work within the law whenever possible. Other Man =4
9. Bend and, Qccasionally, break the law when deeme? Additional bonuses will be added as a character advances in skill
necessary. This means they may use strong-arm techniques, and physical condition, as reflected by his “Experience Level.”
harass, break and enter, theft, and so on. Consult the “Experience” section for details.
10. Never betrays a friend.
L All “critical” hits are automatically scored against the body of a
8-13  Law Abiding, Wordly character. Wounds and injuries done to the body will heal at a rate
1. Have a high regard for life and freedom. governedlby his Constitution. See the “Constitution” section above
2. Keep his word of honor. for details.
3. Lie and cheat if necessary (especially to those of
anarchist and evil alignments) . Fatigue Levels
4. Will not kill an unarmed foe (but will take advantage of Characters have “fatigue” levels. As a character progresses in
one) . . experience, he develops endurance. Blows which would have struck
5. Help those in need. his body, when he was a youth are parried or blocked by experienced
6. Not usg torture unless apsolutgly necgssary. fighters, resulting in no physical damage but rather a loss of
7. Work with a grgup, especially if profitable. vital energy through absorbing the force of the blow. Normal
8. Never hérm an innocent. “damage” is therefore assessed against a character’s Fatigue Level.
9. NeYer‘klll for pleasure. Only if there are not enough “fatigue points” to absorb damage, or
10. Dislike authorlty: if there is a critical hit, will damage be done to the body
11. Never betray a friend. directly. Fatigue points are also lost because of severe physical
14-15 Corruptible exertion, prolonged fighting, or the casting of spells.
1. May keep his word. To compute Fatigue Levels see the “Experience” section. Findlthe
2. Lie and cheat if he feels it necessary. Experience Table for tbe type of character.concerned. Each t}me the
3. Not likely to kill an unarmed foe, but will certainly charac?er rises to a higher levgl of exPer}en?e, ?he new Fatlgue
knockout, attack, or beat up an unarmed foe. Level is rollgd. The new level is used }f it is higher than his old
4. Never kill an innocent (but may harm or kidnap), level. Otherwise, the old level is retained.
particularly a child. . . . .
5. Not likely to help someone without some ulterior motive §ZZOZ:Zy“g§niEituiigigu:eﬁiigisfgi gzz:i?:d by the Constitution.
(even if it's only to show-off). °
6. Seldom kill for pleasure. Carrying Capacity
7. Use torture, although distasteful, if necessary means of
extracting information. A character must be able to carry weight. His Carrying Capacity is
8. Does not work well in a group (this is the cocky a measure of his true strength, not just a determination of his
loudmouth who is likely to do as he damn well pleases). talent as a beast of burden. Carrying Capacity is found by adding a
9. Have little respect for self-discipline or authority. character’s Strength and Constitution Factors and multiplying the
10. May betray a friend. sum times the character’s weight:
16-17 Unscrupulous, Base

Carrying Capacity = (Strength Factor + Constitution Factor) x

1. Always keep his word of honor (he is honorable) . Weight
2. Lie to and cheat those not worthy of his respect. Strength Constitution
3. May or may not kill an unarmed foe. Score Factor Factor
4. Not kill (may harm, kidnap) an innocent. 1 'j;:;_ _tETE_
5. May or may not kills for pleasure. 2 0.3 0.2
6. Use torture to extract information. 3 0.4 0.2
7. May or may not help someone in need. 4-5 0.5 0.1
8. work with others to attain his goals. 6-7 0.6 0
9. Respect honor and self-discipline. g 0.8 0
10. Will betray a friend if it serves his needs. 9 0.9 0
18-19 Immoral, Villainous 10 1.0 0
11 1.1 +0.1
1. Not necessarily keep his word to anyone. 12 1.2 +0.1
2. Lie to and cheat anyone; good or evil. 13 1.5 +0.2
3. Most definitely attack an unarmed foe (those are the 14 1.6 +0.2
15 1.7 +0.3
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16 1.8 +0.4

17 2.0 +0.5

18 2.2 +0.6

19 2.5 +0.7

20 3.0 +0.9

21 3.5

22 4.5

23 5.0

Suppose a character weighed 200 Dr. (1 Dragon = 1 pound) had a

Strength of 14, and also had a Constitution of 12.
1.4 + 1.2 = 2.6 times his own weight or 520 Dr.

He could carry

Military Ability Factor

Military Ability is the talent of a character to be a successful
field commander, for it reflects his innate capacity to develop
wise and effective strategies and tactics, to be bold in battle,
and to be quick and decisive in moments of crisis. Military ability
is scored on a 10-point scale with 1 representing minimum and 10
maximum tactical and strategic sense. Military Ability is found by
adding the Prime Requisite scores for Intelligence, Wisdom,
Strength, Dexterity, and Ferocity, then dividing the total by 10.
In addition, the Military Ability Factor can be altered by:

if Wisdom is 19 or 20.
if Charisma is 19 or 20.
if Dexterity is 19 or 20.

+1 point
+1 point
+1 point

-1 point if Wisdom is below 8.
-1 point if Charisma is below 8.
-1 point if INT is below 8.
Military Ability is used when computing the chances of surprise,
bribery, and so on, as outlined in the chapter on Feudal Warfare
and Siegecraft. It should be noted that with bonuses, it is
possible to have a Military Ability of 13 or even 0 or less.

Command Level

Command Level (“CL”) is used in large-scale actions as a measure of
a military commander’s ability to lead troops and inspire them with
morale. The basic “CL” of a player-character is found by dividing
the Military Ability Factor by 2 A +1 “CL” point bonus is won by a
character with a Charisma of 20+.

Non-Fighter Characters

All characters who are not trained fighters (Knights, Sergeants,
Men-at-Arms) will deduct 2 points from their Military Ability
Factor and 1 point from their Command Level.

Personal Combat Factor [PCF]

A character’s ability to fight is more than a matter of brawn.
Strength and Constitution provide the necessary “muscle,” but
Dexterity is responsible for the reflexes needed to dodge, parry,
or strike efficiently. Intelligence and Wisdom put a keen edge on
the whole, while Ferocity gives the character the self-confidence
and boldness to fight valiantly. To reflect the fact that the total
being of a character determines his fighting ability, the Personal
Combat Factor or PCF was developed for Chivalry & Sorcery.

PCF = (DEX + STR + CON + INT + FER)/5 + Class Factor

Class Factor:

Squire or Knight =
Sergeant =
Man-at-Arms =
Yeoman =
Town Militia =
Assassin, Spy =
Thief =
Other Man =
Forester =
Druid =
Cleric =
Natural Magick User =
Other Magick User = 0.

High E1f =
Wood Elf =
Dwarf =
Hobbit =

ok
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To determine the fighting efficiency of a character,
PFC to the following:

compare his

PCF Light Weapons Other Weapons Shield
Level Blows Damage $Hits%ParryBlowsDamage $Hits $ParryParry* $Dodge
Less -1 1xWDF -5% -5% -1 1xWDF -7% +10% - +5%
than 3

3 to - 2xXWDF - - - 2XWDF - - - -
3.9

4 to - 3xWDF +5% -5% - 3xWDF - - -3% -5%
5.9

6 to - 3xWDF +8% -8% - 3xWDF +5% - -5% -5%
6.9

7 to - 3xWDF +10% -10% - 3xWDF +8% -5% -8% -12%
8.9

9 to - 3xWDF +12% -12% - 3xWDF +10% -5% -10% -15%
9.9

10 to +1 3xWDF +15% -15% - 3xWDF +12% -8% -12% -18%
10.9

11 to +1 3xWDF +18% -18% +1 3xWDF +15% -10% -15% -20%
12.9

13 to +2 3xWDF +20% -20% +1 4xWDF +18% -12% -18% -22%
14.9

15 to +2 4xXWDF +22% -22% +1 4xWDF +20% -15% -20% -25%
16.9

17 to +3 4xXWDF +25% -25% +2 4xWDF +22% -17% -25% -28%
19.9

20 to +3 4xXWDF +28% -28% +2 4xWDF +25% -20% -30% -30%
22.9

23 to +4 4xWDF +30% -30% +3 4xWDF +28% -22% -35% -35%
24.9

25 to +4 4xWDF +35% -35% +3 4xWDF +30% -25% -38% -40%
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30 to +5 4xWDF +38% -38% +4 4xXWDF +32% -28% -40% -45%
33.9

34 to +6 4xWDF +40% -40% +4 S5xWDF +35% -30% -45% -50%
36.9

37 to +6 S5xWDF +45% -45% 45 S5xWDF +38% -33% -50% -50%
39.9

40 to +7 5xWDF +50% -50% +5 6xWDF +40% -35% -52% -55%
44.9

45 to +7 5xWDF +50% -50% +6 6xXWDF +42% -38% -55% -55%
49.9

50+ +8 6xWDF +50% -50% +6 7xWDF +45% -40% -55% -55%
*Shield Parry can be used only by trained fighting men.

Dexterity affects the hit probability, shield and weapon parries
and dodging. If a character has a dexterity of less than 10,
subtract 2% per each dexterity point below 10. For example a
dexterity of 5 is 5 points below 10 = -10% hit probability and +10%
on parrying and dodging enemy blows. The number of blows and the
damage they do is unaffected for a given PCF level, only hit
probability, parries, and dodges are impaired by poor dexterity.

The PCF will increase as a character gains in experience. The PCF
bonuses a character will receive are given in the Experience
chapter.

Weapon Skill

Humans, Elves, Dwarves, and Hobbits tend to develop preferences for
a particular kind of weapon and will use it far more than any other
weapon. If a character has a Dexterity score of 12 or higher he
will be able to specialize. Fighting men add +2% to their hit
probability and -2% to parries for each level of experience they
advance from level 2 to level 6. Non-fighters add +1% to their hit
probability and -1% to parries for each level of experience they
advance from level 2 to level 11. Fighters may specialize in 5
weapons, Non-fighters in 3.

Life Horoscope

Each character will have a Life Horoscope cast at his birth. The
Horoscope is cast by consulting the Horoscope table in the
“Divination” section of the chapter of Magicians, part II. In the
Horoscope Table are given percentages. These percentages should be
used to increase or decrease experience won by a character, as
outlined in the chapter on Experience.

The degree of fortune enjoyed by a character is determined by the
aspect of the Stars toward the vocation he has chosen. Players are
encouraged to choose callings for their characters which are most
favourable, Astrologically speaking, if they desire maximum
success.

Mental Health (optional)

As the saying goes, “nobody is perfect.” For players who would like
a realistic Achilles Heel in even the mightiest superman so
Chivalry & Sorcery offers this section as an option. Few men exist
who do not have some deeply hidden fear of something. When faced
with that fear in the flesh, they must check morale instantly.

Roll percentage dice:

0-25% = no severe phobias Peasants subtract -20%

26-60% = one phobia check Yeomen subtract -10%

61-95% = two phobia checks

96-100% = two phobia checks plus one Townsmen add +5%

ailment check Guildsmen add +7%
Knights add +10%
Nobles add +15%

Die Roll Name of Phobia Fear

1-10% No phobia

11-15% acrophobia Of heights

16-30% xenophobia Of strangers

31-35% nyctophobia Of the night

36-40% neophobia Of the new

41-45% mysophobia Of contamination

46-50% hydrophobia Of water

51-53% astrophobia Of thunder & lightning

54-56% ophidiophobia Of snakes

57-59% hypocondia Of one’s health

60-61% zoophobia Of animals

62-63% musophobia Of mice

64-65% ailurophobia Of cats

66-67% cynophobia Of dogs

68-69% acniphobia Of spiders

70-71% florophobia Of plants

72-75% agoraphobia Of open spaces

76-80% claustrophobia Of close spaces

81-82% bathophobia Of death
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83% autophobia Of being alone

84% demophobia Of crowds

85% dromophobia Of crossing roads

86-87% thanophobia Of death

88% toxicophobia Of poison

89-90% algophobia Of pain

91% kronophobia Of old age

92% hypnophobia Of sleeping

93% hemophobia Of blood

94% photophobia Of light

95% heliophobia Of the sun

96% sitophobia Of eating

97% heptephobia Of touching

98% gynophobia Of women

99% androphobia Of men

100% genophobia Of sex

Die Roll Ailment Description

1-30% No ailment Character is mentally healthy

31-50% Melancholia Character is given to periods of
elation or deep depression.

51-75% Paranoia Character is convinced that someone is
out to “get” him. He trusts no one and
goes to extreme lengths to “defend”
himself from the “plots” of suspected
enemies.

76-85% Megalomania Character has inflated idea of his
worth and thirsts for as much power as
he can obtain. He will not tolerate any
disagreement with his ideas and orders.

86-97% Psychopath Character is without conscience and is
capable of a great deal of bloodletting
when anyone gets in his way. If the
truth be told, this is a fairly common
state of mind for the Chivalric
classes, who were a bloodstained lot.

98-100% Hemophilia Character has the “bleeding” sickness,
and his wounds will not heal unless
“cured” by Clerical miracles. While not

a mental illness, hemophilia is
characteristic of inbred groups like
the upper nobility, and victims always
have deep fears about personal injury.

Phobias and mental ailments can be of considerable use to players
to provide motivations for characters and also to engineer the
discomfiture or even the removal of enemies. If used in a
controlled manner, this option can produce more than a few laughs.
To really have fun, Monsters might have phobias checked too. After
all, a Troll just might be deathly afraid of a mouse.

A cleric has a 20% chance of curing a phobia for a character.
one attempt to be cured may be attempted by any character each
year.

Only

Characteristics Rolls

he various Prime Requisites are often ignored in actual
gaming, except as they incidentally give rise to fighting
abilities, spell casting abilities, etc. This is

gl unfortunate, as they do help to define a Character's nature
and capabilities in a wide range of areas.

The Characteristics Roll or CR is intended to reduce often complex
situations and actions to a mathematical probability, so that some
decision can be reached fairly and objectively by using a game
system in- stead of arguing and discussing the point. The CR
represents the operation of the laws of Nature as the Character
performs some action in the fantasy world.

Some CRs are enabling determinations concerned with whether or not
a Character can succeed in some chosen course of action. These may
be saving throws to find out if a Character has avoided some form
of unpleasantness. Others may gauge the effect produced on others
by some quality possessed by the Character- enabling mechanisms
involving the personal sphere.

The CRs should not be regarded as replacing the responsibilities on
the Players and the GameMaster for good role playing. As much of
the action as possible should be decided by good role play, to
avoid the incessant dice rolling and rule thumbing that results
when every situation is always made subject to the dice. After ail,
the random dice are idiots whose mindless dictates are a matter of
mathematical probability, and nothing more. Dice cannot match plain
common sense and a fair assessment of a situation. They should not
be used as an excuse to impose a course of action on a player when
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he strongly disagrees and can offer a legitimate and reasonable
alternative available to his Character. The CRs do apply, however,
when it is necessary to determine the effect of purely natural
events on a Character.

The Prime Requisites also have an effect upon specific skills
associated with some or all of the Character Classes. Often, these
skills are assigned a percentage chance, and the Prime Requisites
(and/or the Character Class experience levels) carry a bonus or
penalty applied to the 1 D100 roll. Such operations might be termed
Characteristics Rolls, but we prefer to call them Abilities Rolls.
These will all be dealt with in the appropriate sections of the
rules.

DEXTERITY CRs: Dexterity represents the ability of a Character to
manipulate things with his hands or to move in an agile way. The
Dexterity CR thus be- comes a measure of the possibility of
performing actions which are not covered in other rules, and which
need to be reduced to a probability because the action is
important. The DEX CR is the number, rolled on 2D10, which the
Character must roll equal to or lower to perform a dexterious task.
In the case of very difficult tasks, a negative penalty might be
assigned by the GameMaster, or by the rules, reducing the CR level.
Similarly, easy tasks might be assigned a positive bonus,
increasing the CR level- Indeed, many easy tasks might be performed
automatically by most Characters. When the GameMaster is assigning
his own penalties or bonuses, he should give careful thought to
what is appropriate to the situation, what is fair, etc.

CONSTITUTION CRs: Constitution measures the resiliancy and
resistance of the Character. The CON CR is the number, rolled on
2D10, which the Character must roll equal to or lower to save from
injurious effects of falls, poisons, critical hits, etc. It can
also be used to temporarily draw upon deep body reserves of energy
when Fatigue Levels have been totally drained

STRENGTH CRs: Strength is a measure of a Character's physical
power. The STR CR is the number, rolled on 2D10,which the Character
must roll equal to or lower to succeed at certain feats of
strength. For example, a character might be attempting to lift an
especially heavy weight. A successful STR CR permits him to raise a
weight up to double his Carrying Capacity over his head and hold it
there for a few seconds. Of course, this and other feats of
Strength will be likely to produce a loss of Stamina points if one
persists in the strenuous activity for any length of time, or if
one attempts several feats of strength in a short time period. The
Fatigue Levels lost (usually 1 or 2 points) should be determined by
the GameMaster so that the loss is appropriate to the situation and
the nature of the Character's Strength and Constitution.

WISDOM CRs: Wisdom is a measure of a Character's ability to make
wise decisions, especially in moments of extreme stress or
confusion. The WIS CR is the number, rolled on 2D10, which the
Character must roll equal to or lower to act wisely. One type of
WIS CR is a form of save and might be applied in those moments when
a Character is faced with resisting some temptation to give into
weakness-- as in the case of a PC who enjoys his drink but should
not imbibe at that time. Another type of WIS CR is used to save
from Command spells.

INTELLIGENCE CRs: Intelligence is supposed to represent the
capacity of a Character to think clearly, especially under stress,
but no gaming system can save a smart Character from the mistakes
of a foolish Player. Similarly, a clever Player should not be
required to sacrifice a stupid Character simply because the
character has a low IQ score. Put bluntly, no game system can ever
replace Player cunning and discretion. The IQ CR is the number,
rolled on 2D10, which the Character must roll equal to or lower to
succeed. IQ CRs are used in situations when a Character is faced
with some puzzle or problem requiring the exercise of Intelligence
to solve it. If a party of Characters is involved, the Character
who is the expert in the situation should logically make the CR. An
example of an IQ CR might be to determine whether the Character can
figure out an interaction situation which clearly has the Players
baffled. Success means that the GameMaster will provide a few more
clues as to what is really going on, and what is likely meant by it
all. Suppose that a Character is being cheated in some way. The IQ
CR can reveal the fact to him. But the problem of what to do about
it is left to the Player to decide. The IQ CR merely gives the
Character a mathematical chance to detect the cheating. IQ CRs are
also used to save a Character from the influence of spells of
illusion.

BARDIC VOICE CRs: Bardic Voice represents the ability of a
Character to use his powers of speech to good effect. It is also a
measure of musical and poetic talent. The BARD CR is the number,
rolled on 2D10, which the Character must roll equal to or lower to
perform a task requiring a melodious voice and/or a persuasive
manner. In small matters, in which the Character is attempting to
sway NPCs in some way, one can employ BARD CRs alone. For example,a
Character may be a Troubadour singing for his supper at the castle.
His BARD CR can be used to sec whether he has pleased his audience,
Success in such a case might mean something extra besides food and
a straw pallet for the night. Failure requires a second BARD CR
roll. A success here means a ho-hum performance-- not spectacular
but at least minimally adequate. Failure means that the performance
was displeasing, and the Lord of the castle and his family and
guests could react accordingly.

APPEARANCE CRs: Appearance measures the attractiveness or
unattractiveness of a Character. The APP CR is the number, rolled
on 2D10, which the Character must roll equal to or lower to have an
effect upon an NPC which requires good looks. For example, if one
wished to catch the eye of a barmaid to obtain a quicker service,
an APP CR could be rolled. After all, a high rating in the good
looks department does attract attention from the opposite sex.

CHARISMA CRs: Charisma measures the sheer impact of personality one
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has on others, especially the effects a Character has on NPCs. The
CHA CR is the number, rolled on 2D10, which the Character must roll
equal to or lower to have an effect upon an NPC. A CHA CR can be
used to determine the first impression an NPC (or even a Player
Character) has of the individual making the CR. A success means
that the individuals influenced have been won over to the belief
that the Character is someone who might be a friend. They are
predisposed to see questionable behaviour in a tolerant or more
favourable light than they might otherwise. CHA CRs can be combined
with Bardic Voice CRs, in matters involving persuasiveness during
interactions with NPCs. The concept of Charisma involves the idea
that force of personality operates as a tangible force in the
affairs of men. Even a villain can win and hold the loyalty of his
followers and servants-- provided he does not give them personal
reasons to doubt his good will and concern for their welfare. This
requires that the Character, in his role play, reinforce the
initial impression so that an NPC would reasonably believe that the
Character really is a friend. If the Character does something which
would reasonably give the NPC cause to doubt that the Character is
a friend, the NPC rolls a WIS CR. A success here means that doubt
is established, and the NPC will now require tangible proof that
the Character means well. This bond of trust is especially
important in the feudal relationship between Lord and vassal. The
vassal must believe that his best interests are matters for concern
for his Lord, or his loyalty and willingness to make sacrifices for
his Lord will begin to falter. Charisma as a measure of the
strength of one's image as a friend helps to explain why 'good' men
have often supported leaders or friends who are often demonstrably
'evil' inclination can very easily follow a 'good lord or friend
into the very jaws of death and spurn the richest bribes out of his
sense of personal loyalty.

FEROCITY CRs: Ferocity largely determines the morale of a
Character. The FER CR is the number, rolled on 2D10, which the
Character must roll equal to or lower to maintain morale, etc.
Morale is checked by a FER CR when the Player Characters encounter
a monster of fearsome aspect, when the party is greatly
outnumbered, or when half the members of the party have been slain
or put hors de combat by capture or wounds. The FER CR of the
leader can be used to determine the morale of the group, or each
Player Character and NPC in the party can make an individual FER
CR. Success means that morale is maintained. A failure, on the
other hand, requires a fighting withdrawal. This is especially true
if NPCs are with the adventurers, for they have a desire to go home
to friends and family and are now doubtful that they will if a
retreat is not forthcoming immediately. If the leader wish to
continue a combat in the face of failed morale, the leader must
make a CHA CR by rolling 2D10 + 1D6 to rally the demoralized NPCs.
Failure means that the NPCs will break in the following turn of
combat if a retreat is not begun immediately. Success means that
the NPCs will hold fast for 1/2D6 turns before another FER CR is
made. Player Characters failing a FER CR have the option of
remaining anyway, unless faced by an adversary with the quality of
magical or supernatural Fear emanating from it. In that case,
failure means panicked flight. Monsters and NPCs (including beasts
will also make FER CRs under the conditions noted for Characters on
adventures. Monsters are 'people,' too, and have little interest in
dying simply to satisfy their lord (the GameMaster), if there is a
better alternative. This prevents the GameMaster from using hordes
of monsters as cannon fodder to exhaust and overwhelm the intrepid
adventurers. Role play combat is a direct development from war
gaming, and in any battle situation the morale of troops is a major
factor and cannot be ignored. Monster morale has to be handled with
a degree of sensitivity by the GameMaster. Some will clearly be

more ferocious than others. But even a great Troll will reach a
point when he must decide if it is wise to continue the combat or
beat a retreat-that is, if he hopes to survive at all. With 60% or
70% wounds suffered, it would be time to question the sanity of
remaining. The FER CR can be employed by Superhumans and by truly
superior Knights and warriors (like Viking Berserks) to enter a
beserker rage-- which increases their capability to inflict damage
and to wit. The FER CR can also be used to check morale when a
Character or NPC is faced with an especially dangerous (non-combat)
action. For instance, a Character with a low Dexterity might have
to ease his way along a narrow ledge, with a deep chasm below. A
FER CR might be in order to prevent him from freezing or refusing
to continue. Failure might necessitate extraordinary methods on the
part of his comrades to get him past the obstacle. Role play is
crucial in such instances.

Character Clagses & Ability Srores

haracter class refer to the profession of the player wish
to take to the game, how he believes he can most
successfully meet the challenges which it poses, and which
role he desires to play. Note that only the Elven race is
multi-classed.

Man High E1f* Wood El1f** Dwarf Hobbit
FIGHTER yes yes yes yes yes
Squire, Knight vyes yes yes no no
Paladin yes no no no no
Dark Knight yes no no no no
Forrester yes no yes no no
Brigand yes no no no no
CLERIC yes yes yes yes yes
Friar yes no no no yes
Druid yes no no no no
Inquisitor yes no no no no
THIEF yes no no no yes
Assassin yes no no no no
Spy yes no no no no
MAGIK USER yes yes (1) yes (2) yes (3) no

* High Elves may become Fighter-Magick User-Clerics.
** High Elves may become Fighter-Magick User or Fighter-Clerics.

1. Elves abhor Black Magick or Necromancy.
2. Wood Elves are “Primitive Talent” Magick Users.
3. Dwarves will specialized as “Alchemists” or “Artificers”.

As noted previously, the 4 races must meet certain minimum ability
scores, and some races have lower maximum ability scores as well.
No character can exceed or be below the given figures. The table
below shows these minimum and maximum at a glance:

DEX STR* CON APP BV INT WIS FER ALT
Man 01-23 01-23 01-20 01-20 01-20 01-23 01-23 01-23 01-20
High E1f 13-23 13-23 13-20 13-20 11-20 13-23 13-23 15-23 01-07
Wood E1f 13-23 11-20 13-20 13-20 11-20 13-23 13-23 11-23 01-07
Dwarf 01-23 13-20 15-20 01-20 01-20 01-23 01-23 15-23 01-20
Hobbit 01-23 01-17 01-20 01-20 01-20 01-23 01-23 01-23 01-15

*Women and Female Elves cannot exceed STR/17.
Female Dwarves cannot exceed STR/19.
Female Hobbits cannot exceed STR/14.

n Chivalry & Sorcery every character is assigned a position
in society which will affect the manner in which he may
behave and the goals which he can achieve. As a campaign

M game, Chivalry & Sorcery attempts to simulate the features
of a feudal society. Feudal societies are marked by a fairly rigid
social structure, but for enjoyable play some flexibility is built
into the campaign to permit the player-characters to advance in
social rank. Initially, one’s social class, his opportunities for
advancement, and his ability to influence others are determined by
the rank and position of one’s father (or mother, if illegitimate
and unacknowledged) .

In Chivalry & Sorcery, Mankind is the dominant race and human
culture the dominant culture in the world. When using this section
to provide a background for medieval miniatures campaigns, only the
Human Society section is employed. Fantasy campaigns will employ
the “special” sections to determine the ranks of Elves, Dwarves,
Hobbits, and Monsters in their own social orders.

All determinations for Social Class are made with a set of
percentile dice.

Human Society

Human characters will determine the social class of their fathers,
their sibling rank within the family, their status in the family,
and the vocation of their fathers.

Fathers Social Class

A human character is born into the social class of his father, if
legitimate. If illegitimate and unacknowledged, a character assumes
the class of his mother and her father.

1-20 = Serf
21-40 = Yeoman
41-60 = Townsman
61-80 = Guildsman
81-99 = Noble

100 = Royal

Sibling Rank

From 1 to 6 children are assumed to exist in an average family. The
eldest son inherits all of the family’s property or business,
titles, and wealth if the father dies (daughters inherit in order
of sibling rank if there are no sons). Other members of the family
receive a modest bequest of 10% of the estate, divided between them
equally. If a character is an acknowledged bastard, he has full
claim on the estate; if unacknowledged, he has no claim and may
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find himself in trouble if he even mentions his father’s identity
publicly.

1-20 = Bastard

21-35 = 6th Son/Daughter
36-50 = 5th Son/Daughter
51-65 = 4th Son/Daughter
66-75 = 3rd Son/Daughter
76-85 = 2nd Son/Daughter
86-95 = 1st Son/Daughter
96-00 = Inheritor

There is a possibility that a bastard son or daughter will be
acknowledged by the father. An acknowledged bastard had full legal
status in the feudal society. He could claim the rank and the
prerogatives due to him as his father’s son and, if noble, has
right to bear the family coat of arms marked with a baton sinister.
He could make full use of his father’s influence as well. But he
would inherit only when all of the legitimate offspring were dead,
although he could expect some provision to be made for him out of
the estate.

A Royal Bastard who is acknowledged by the father (check Royal
Family Table to determine the father’s identity) has status to
burn. If he is a son of the King he will be granted lands equal to
those of a Bannerette or Baron. Otherwise, he will be either a
squire or a novice in the Church. Females will be made Ladies in
Waiting at Court or married off to Influential Barons.

Serf Never Acknowledges.

Commoner = Acknowledges on 1-15%.

Guildsman = Acknowledges on 1-20%.

Nobleman = Acknowledges on 1-25%, so long as no Prime Requisite is
below 8.

Royal = Acknowledges on 1-10%, but on a result of 11-50%,

and the bastard is known to have a
blood.”

mother is noble
“trace of royal

Status In The Family

There is sometimes a possibility that a son or daughter does
something that brings disgrace to the family. Since honour is
paramount in importance, Father will “take steps” to ensure there
will be no reflection on the honour of the family.

A “good” son or daughter is welcome to stay as long as he/she
wishes. A modest monthly allowance is provided, if possible,
Father will assist his offspring to attain his/her ambitions.

and

A “credit to the family” fulfills the parents’ expectations but
must, for various reasons, set forth in the world to win fame and
fortune. Father will assist in the obtaining of a suitable position
or marriage, however. Noble children remain in the family,
especially if male and potentially good fighters.

“Black Sheep” have disgraced the family name and are kicked out of
the household without ceremony or hesitation. Generally, there are
bad feelings on both sides and the offspring may even work against
his Father’s interests to further himself.

1-25 = A “good” son or daughter
26-75 = A “credit to the family”
76-00 = Black Sheep

Royal Rank

The Royal Family is the most powerful and prestigious family of the
nobility. Whether related by blood or by marriage a character who
is born to a close relationship to the King has a decided advantage
with respect to advancement in society. Members of the Blood Royal
are always under escort by Knights of the Household and will have
free access to the person of the King unless they are currently out
of favour. All other relatives of the King will tend to be favoured
unless they are also political rivals of the King or are out of
favour.

1. Family Relationship of Parent

1-70 = Cousin of the King

71-75 = Brother-in-Law of the King
76-85 = Uncle of the King

86-90 = Father-in-Law of the King
91-92 = 6th Prince/Princess

93-94 = 5th Prince/Princess

95-96 = 4th Prince/Princess

97 = 3rd Prince/Princess

98 = 2nd Prince/Princess

99 = Crown Prince

00 = His Royal Highness

2. Father is Cousin of the King

1-60 = Landed Knight
61-75 = Bannerette
76-85 = Baron

86-90 = Earl or Count
91-95 = Marquis

96-00 = Duke

3. Brother-in-Law

1-40 = Landed Knight
41-55 = Bannerette
56-70 = Baron

71-85 = Earl or Count
86-95 = Marquis

96-00 = Duke
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4. Uncle of the King

1-20 = Landed Knight
21-40 = Bannerette
41-65 = Baron

66-80 = Earl or Count
81-90 = Marquis

91-00 = Duke

5. Father-in-Law

1-40 = Baron

41-75 = Earl or Count

76-85 = Marquis

86-95 = Duke

96-00 = King of a Neighbouring Kingdom

6. Mother is a Princess

There is a 25% chance that the character’s mother is a Princess of
the Blood. She is married to a noble of high rank or to the Prince
or King of a neighbouring state:

1-40 = Father is an Earl or Count
41-60 = Father is a Marquis

61-80 = Father is Duke

81-95 = Father is a Foreign Prince
96-00 = Father is a Foreign King

7. Father is a Prince

5th or 6th Prince=Baron

4th Prince = Earl or Count
3rd Prince = Marquis

2nd Prince = Marquis or Duke
1st Prince = Duke

A Prince will also hold feudal rank, with attendant holdings.
Noble Rank

The nobility form the privileged class in society by virtue of
their military power. So the highest offices in the land, military

command, and holding of fiefs are reserved to them. The titled
barons, the noblesse de race, tend to be of long and very proud
lineage.

1-60 = Landed Knight

61-70 = Bannerette

71-85 = Baron

86-95 = Earl or Count

96-98 = Marquis

99-00 = Duke

Guild Rank

The Guilds dominate the social, political, and economic life of the
towns. Most Guildsmen tend to be employees, but some of them are
business owners of wealth and influence. All political offices in
the towns are held by Guildsmen. The Guilds are very independent
and proud, and their economic power gives them a voice in the halls
of government. While the Guilds tend to become allied with the
Crown and cooperate with each other in undermining the overbearing
power of the nobility, they are intensely jealous of each other as
well.

Depending upon one’s Guild and Specialization within the Guild, a
Guildsman has a definite and secure place in the social order. This
factor is reflected in the order in which the various crafts and
professional Guilds are listed, with precedence from top to bottom
in each list, and also within each Guild.

1. Type of Guild
1-65 = Father is in a Craft/Trade Guild
66-00 = Father is in a Professional Guild

2. Father’s Guild Rank
1 = Guild Master

2-20 = Syndic (Guild Councillor)
21-50 = Master (business owner)
51-00 = Journeyman (employee)

3. Craft Guilds and Trade Guilds

1-10 = Merchants’ Guild

11-12 = Banker’s Guild

13-17 = Goldsmiths’ & Silversmiths’ Guild
1-10 = Appraiser
11-20 = Jewel cutter
21-50 = Goldsmith
51-00 = Silversmith

18-20 = Perfumers’ guild

21-30 = Clothiers’ Guild
1-20 = Tailor
21-40 = Dyer
41-80 = Weaver
81-00 = Tanner

31-33 = Glassblowers’ Guild

34-60 = Builders’ Guild
1-10 = Architect
11-30 = Stonemason
31-70 = Carpenter
71-00 = Bricklayer

61-65 = Shipbuilders’ Guild
1-10 = Naval Architect
11-20 = Shipbuilder
21-70 = Shipwright
71-85 = Sailmaker
86-00 = Cordage Maker

66-70 = armorer’s Guild

71-75 = Foundry Man’s Guild
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76-80 = Chefs’ Guild
1-20 = Maitre Chef
21-90 = Chef
91-00 = Cook
81-85 = Cabinetmakers’ Guild
1-25 = Cabinetmaker
26-50 = Joiner
51-00 = Millwright
86-00 = Artists’ & Entertainers’
1-10 = Artist
11-20 = Poet
21-55 = Troubadour
55-60 = Sculptor
61-70 = Dancer
71-80 = Jonguleur
81-00 = Musician
Ship Man’s Guild: If a costal town is the birthplace of the
character, there is a 1-35% chance that his father is a seaman:
1-10 = Ship’s Captain
11-20 = Navigator/Mate
21-30 = Ship’s Cook
31-00 = Sailor

4. Professional Guilds

1-10 = Guild of Barristers & Solicitors
11-40 = Guild of Scholars & Scribes
1-5 = Sage (at a University)
6-10 = Scholar (at a University)
11-30 = Interpreter
31-35 = Astronomer/Astrologer
36-40 = Mathematician
41-45 = Botanist/Zoologist
46-90 = Scribe/Accountant
91-00 = Paper & Ink Maker

There is a 25% chance of a Royal appointment in the
Bureaucracy.
41-45 = Guild of Arcane Lore

46-55 = Guild of Physicians
1-40 = Physician
41-00 = Apothecary
51-60 = Guild of Military Engineers
61-75 = Guild of Beggars & Thieves
76-00 = Guild of Mercenaries
1-10 = Mercenary Captain
11-30 = Mercenary Sergeant
31-70 = Mercenary Man-at-Arms
71-00 = Mercenary Crossbowman
Townsmen

Townsmen tend to be tradesmen. Most are employees of Master
tradesmen and small business owners, but some are shopkeepers or
self-employed businessmen. This class is characterized by an almost
arrogant sense of smug superiority over the “hicks” of the
surrounding countryside. A close look reveals that they are not
much more knowledgeable or travelled than the folk of the
countryside. They are aware of their social and political
independence from feudal obligation, as many of the towns are
chartered by the Crown and have no feudal suzerain except the King.
Thus they may show the customary respect toward the nobility but

are not in awe of them.
1-90 = Self-Employed (Master
41-00 = Employed

Self-employed townsmen own their own shops or conduct small
businesses. If an employee result oc34 curs, the father of the
character is in a position that resembles a Journeyman in a Guild.
If a self-employed Father obtains a servant result, roll again.

1-5 = Innkeeper

6-10 = Brothel keeper

11-15 = Blacksmith

16-20 = Baker

21-25 = Butcher

26-30 = Barber

31-35 = Cobbler

36-40 = Cartwright

41-45 = Ealhordan (Beer Peddler)
46-50 = Greengrocer

51-55 = Higler/Tinker/Peddler
56-60 = Miller

61-65 = Miner

66-70 = Moneylender

71-75 = Ostler

76-80 = Tinker

81-00 = servant

Yeomen

Yeomen are freemen of the countryside. While many hold their own
lands, some have taken service with a local nobleman and wear his
“livery.” They traditionally look to the nobility for leadership
and are intensely loyal to their liege lords.

1-50 = Yeomen of the Countryside
01-50 = Freehold farmer
51-65 = Freehold Stockman
66-70 = Freehold Miller
71-85 = Forester/Fisherman
86-90 = Cartwright
91-95 = Carpenter/Mason
96-00 = Rural Innkeeper
51 = 00 Yeomen in livery
1-8 = Blacksmith
9-15 = armorer
16-20 = Animal Trainer
21-25 = Falconer
26-30 = Cook
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31-40 = Forester

41-90 = Man-at-Arms

91-00 = Skilled (Check Guilds men & Townsmen for type. 1-
60 = Townsman, 66-00 = Guildsman type.)
Serfs

Serfs are bound to the land and are not free to leave it except by
permission of their lords. Any character born into serfdom may be
accepted into a higher form of vassallage by his lord (eg: as a
free Man-at-Arms), but generally he has to make his escape to the
town. Once inside a town, he will be safe from apprehension. In a
year and a day he may present himself to the town magistrate to be
declared a free man. After that, he is his own man and need not
fear being returned to his lord.

1-50 = Farmer

51-75 = Herdsman

76+ = Castle Servant:
76-80 = Ostler
81-82 = Blacksmith’s Assistant
83-84 = armorers Assistant
85-86 = Animal Trainer’s Assistant
87-90 = Cook’s Assistant
91-92 = Carpenter
93-00 = Servant

Elves

The Elves have a social order very similar to that of Mankind,
except that no E1f is ever a serf or townsman. For the rank of an
Elvish character in Elvish lands, check the human social tables:

1-75 = Yeoman

76-90 = Guildaman

91-00 = Noble

High Elves, unlike Wood Elves, or what peasants call the Fey -

Brownies and the like, are always of titled rank and are treated as
such both in their own lands and in the lands of all other races.
Wood Elves are accorded Knightly status, and titled Wood Elves are
recognized as having equivalent status in human lands.

Dwarves

The Dwarves have a social order which is highly tribal in nature.
All Dwarves of a particular Folk are vassals of their king. A Dwarf
is invariably a craftsman or a professional in Dwarvish lands, and
all members of the nobility are Magick Users of the Artificer
Class: In human lands, Dwarves are regarded as commoners and often
are snubbed. Even nobles are not always recognized as such.
However, Dwarves and Hobbits always recognize the true social rank
of a Dwarf.

1-60 = Craft Guild

61-90 = Professional Guild
91-00 = Noble

Hobbits

Hobbits are “commoners” and are checked on the human social tables:
1-75= Yeoman
76-85= Townsman

86-00= Guildsman

and
Men do not

Hobbits are accorded equivalent ranks in Human, Elvish,
Dwarvish lands. However, because of their smallish size,
take them as seriously as they might.

Inheritance

Most characters will have living Non-player parents. There is a 10%
chance per year that a parent will die, leaving his estate to the
eldest surviving son, then to the eldest daughter if all the sons
are dead. The estate is usually equal to 1 month’s income (see
“Making a Living”) plus 10% to 100% of 1 year’s income. Nobles, of
course, also possess manors or castles and other resources. These
should be established by the GM. The same is true of Magick Users,
who may have considerable magical scrolls and devices on hand.

Social Status

ﬁ&i‘\ 11 characters whether player or non-player types, have a
A W social status. That status depends initially upon the
dstatus of one’s father (and mother too, if she is of noble
blood), but it may be modified by one’s own deeds and

experiences. Add +1 status point for each.

ocial Class Rank in Social Class Status

SERF Born Serf 0

YEOMAN Born Freeman 2

TOWNSMAN Born Freeman 1

TOWNSMAN Born Guildsman 2

KNIGHT Gentle Birth 5 Father Is a Knight or
Baronet

NOBLE Noble Birth 7 One parent is of the
noblesse de race

NOBLE Noble Birth 10 Both parents are of
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ROYAL

BASTARD

BASTARD

In addition to one’s basic status in society,

Royal Birth
Acknowledged

Unacknowledged
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the noblesse de race
15 Royal Parent
- Parent's rank - 1

- Parent's rank - 2

there are bonuses to

be added for the position one personally holds in the feudal
hierarchy. No more than one of the following bonuses may be added

to the basic status

(except sibling class.)

Social Class Rank in Social Class Status
SIBLING 1st Son +1
SERF Field serf 0
SERF Castle Serf +1
YEOMAN Freeman +1
YEOMAN Freeman in Livery +2
YEOMAN Archer (Longbowman) +3
YEOMAN Man-at-Arms +2
YEOMAN Freeholder +4 There is a 30% chance
that a “Freeholder” has
feudal service (Petit
Sergeantry) and 15% as
a Sergeantry-at-Arms.
YEOMAN Petit Sergeant +5
YEOMAN Sergeant-at-Arms +6
TOWNSMAN Peddler, Unskilled +1
TOWNSMAN Apprentice Tradesman +1
TOWNSMAN Journeyman Tradesman +2
TOWNSMAN Master Tradesman +3
TOWNSMAN Innkeeper +3
GUILDSMAN Apprentice +1
GUILDSMAN Journeyman +3
GUILDSMAN Master +4
GUILDSMAN Syndic +6 Merchants add +7;
Bankers +8
GUILDSMAN Guild Master +7 Merchants add +9;
Bankers +10
PROFESSIONAL Apprentice +1 For each rank, the
following add to their
PROFESSIONAL Journeyman +3 basic status: Lawyer
+1; Scholar +1; Sage
PROFESSIONAL Master +4 +2; Scribe +1;
PROFESSIONAL Syndic +6 Physician +1.
PROFESSIONAL Guild Master +7
MAGIC USER Shaman Class rank +1 per Level over
VIII*
MAGIC USER Minor Arcane Class rank +1 per Level over
VII
MAGIC USER Major Arcane Class rank + 1 per Level over
VI
MAGIC USER Mystic Class rank + 1 per Level over
v
Note: When a Shaman of the
Serf Class attains Level X, he
has +10 status with Serfs.
MERCENARY Crossbowman +1
MERCENARY Archer (Longbowman) +3
MERCENARY Man-at-Arms +2
MERCENARY Sergeant-at-Arms +4
MERCENARY Knight-Errant +5
MERCENARY Mercenary Captain +9
MERCENARY Military Engineer Guild rank
KNIGHT Squire-in-Training +2
KNIGHT Squire-at-Arms +6
KNIGHT Knight-Errant +7
KNIGHT Knight-Bachelor +8
KNIGHT Baronette +8
KNIGHT Landed Knight +10
KNIGHT Bannerette +15
KNIGHT Baron of the Realm +20

NOBLE
NOBLE
NOBLE
NOBLE
ROYAL
ROYAL

ROYAL

ROYAL
ROYAL

ROYAL FAMILY

CLERGY
CLERGY
CLERGY
CLERGY
CLERGY
CLERGY
CLERGY
CLERGY
CLERGY
CLERGY
CLERGY
CLERGY
CLERGY
CLERGY
CLERGY
CLERGY

MONK

MONK
MONK
MONK
MONK
MONK
MONK
MONK
MONK
MONK (F)
MONK (F)
MONK (F)
MONK (F)
MONK (F)

MONK (F)

MONK (F)

VARIABLE

VARIABLE

EARL
COUNT
MARQUIS
DUKE
PRINCESS
PRINCE

CROWN PRINCE

QUEEN
KING

Variable

Novice
Reader
Deacon
Postulant
Priest
Curate
Chaplain
Rector
Rural Dean
Canon of a Cathedral
Archdeacon
BISHOP
ARCHBISHOP
PRIMATE
CARDINAL
POPE

Lay Brother
(Conversi)

Brother

Cellerer

Precentor

Sacristan

Almoner

Circatore

Prior

Abbot

Knight of the Order
Knight-Cmdr (House)
House Master
Provincial

Marshal of the Order

Seneschal of the
Order

Grand Master

Unmarried Girl

Warrior Maid

+30
+30
+35
+45

+20

+1
+2
+3
+4
+5
+6
+6
+10
+15
+15

+20

+4
+6
+7
+8

+9

+15
+20
+8

+15
+30
+40
+45

+50

+55

-

Royal Favour/yr.

N}

Royal Favours/yr.

w

Royal Favours/yr.

ES

Royal Favours/yr.

N}

Royal Favours/yr.

3 Royal Favours/yr.
3 Royal Favours/yr.
(G.M. of Silver Plume)

5 Royal Favours/yr.

All members of the
Royal Family receive 1
extra Royal Favour/yr.
in addition to any
basic Royal Favours
given them.

2 Royal Favours/yr.
3 Royal Favours/yr.

4 Royal Favours/yr.

1 Royal Favour/yr.

2 Royal Favour/yr.

Unmarried girls have
1/2 of their father’s
status so long as they
remain in the home. She
may count on him for
Favour, except in the
matter of marriage,
which is his sole
prerogative to arrange
to his best advantage.

A girl who leaves her
father’s household to
take up arms achieves
status as does any man.
She may even be
knighted. But she takes
the same risks as do
all males--eves if she
may insist on polite
language in her
presence.
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VARIABLE Widow - A Widow possesses 2/3
of her husband’s status
and may call upon her
guardian for a favour
as if she is a feudal
vassal. It is her
guardian, however, who
administers her estate
and who can marry her
off at will. He may
also arrange the
marriages and vocations
of her children,
according to their rank
and station. (Boys of
18 are at the age of
majority, however at 18
the 1st son may inherit
his portion of the
estate, and the others
as they gain 18.

VARIABLE Orphan, Ward - An orphan or ward is
under the complete
control of his/her
guardian. At 18 boys
become of age; girls
are not free to do as

they like until 25.

CHIVALRY Disgrace - A “disgraced” Knight
loses 1/3 of his BIF
until he redeems his

honour.

CHIVALRY Dishonour - A “dishonoured” Knight
loses all of his feudal
BIF until he redeems

his honour.

ALL CLASSES Royal Displeasure - Except for the clergy,
who always labour under
Royal suspicion, any
member of the society
who has earned Royal
Disfavour loses 1/2 of
his BIF when dealing
with the King or the
Royal Bureaucracy until
his Displeasure has
passed.

Influence

In feudal society, the “influence” that a character has will
ultimately decide his destiny. Influence is the capacity of a
character to win personal support from another character.

Influence is a form of currency, like gold and silver, only it
appears in the form of FAVOURS and DEBTS OF HONOUR. These may be
inherited or even assigned to others. Often, Favours and Debts of
Honour are manifested in symbolic acts, such as the giving of an
identifiable ring, sword, or other token. The pledge token is
always appropriate to the station of the giver and the original
receiver. Indeed, this custom seems to have been one of the origins
of the Rings of Power, the power being all of the Favours or Debts
owed to the bearer.

If a character succeeds in influencing another, he obtains a
FAVOUR, which is the doing or refraining from doing of something.
His request must be reasonable, honourable, and appropriate to both
his station and that of the person he wishes to influence. Also,
the request must be within the powers of the influenced person to
grant without providing him with an onerous burden or expense. The
request must also be acted upon within the year the influence is
brought to bear.

Most Favours take the form of a petition for preferment in the
matter of obtaining a fief, membership in a feudal Order grants of
arms, a position in the entourage of a tenant-in-chief, employment
in the Royal Bureaucracy or with some Master, and the like. Some
petitions will be requests for aid or assistance. Others will take
the form of a suit for the hand of a man’s daughter. In short, many
circumstances will give rise to the need for a Favour.

A Favour which is successfully carried out gives rise to a DEBT OF
HONOUR. This is nothing more than the owing of a Favour for a
Favour. However, a Debt of Honour can be carried from year to year,
and it may be inherited or assigned to others. A binding obligation
to honour the Debt lies upon the character’s heir as well as upon
himself. A Debt of Honour cannot be cancelled by the death of the
one pledging it.

Favours should not be lightly sought. The character who seeks too
many Favours acquires a reputation as an “upstart” or as a “danger”
to the status quo. He may find that he cannot redeem his Debts of
Honour because they are too many and are held by men in conflict
with one another. Like any currency, an over-abundance of personal
Debts of Honour may make one’s word of little value. The best rule
of thumb is to exercise the privilege of seeking Favour as rarely
as possible. Each Favour must be returned in kind or degree. If a
character is unsure of his chances of redeeming his pledges, he
should not seek Favour.

Determining One’s Influence

Influence is a nebulous thing. Normally a person would have only a
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vague idea of just how much influence he really possesses. In order
to provide a consistent guide, use the following formula to
establish the BIF (Basic Influence Factor) of a character. Record
the BIF on his Profile sheet and make adjustments as they are
necessary:

BIF =

(Charisma/2) + Social Status + Experience Level +

Points/100)

(Honour

Suppose a character had a Charisma of 14, was a Duke with fully
noble birth, and had reached level 14. He has won 375 Honour
Points. BIF=(14/2) + (10 + 10) + 14 + 14 + (375/100) = 74

Temporarily Increasing One's BIF

A character will have little chance of influencing another if his
BIF is lower than that of the person whose favour he seeks. The BIF
of a character may be temporarily increased if he does any of the
following:

1. Spend Gold. If the petitioner has a lower BIF, he may increase
it by 1 point for every 10 Gold Pieces x 1/2 difference between his
BIF and that of the person he wants to influence. If he is higher
in BIF, he may gain +1% advantage for each 100 Gold Pieces he
expends on gifts and bribes, less 2 x the difference in BIF per 100
Gold Pieces spent. 2. Call upon a Friend. A petitioner may ask a
“Friend” to support him. The Friend must always be higher in BIF
and must be influenced before he will give his help. If successful,
a petitioner will gain 1/2 of his Friend’s BIF, and his Friend will
assist him once. 3.4.2.1 Acquiring A Friend

A character may acquire a higher-placed “Friend” in several ways.
Members of one’s own family are Friends so long as the character
has not disgraced or in any way dishonoured himself or his family.
One’s Liege Lord or Master is also a good Friend. One’s companions
and allies may be Friends if they are influenced on a 1 to 1 basis.
There is a flat 90% chance that a Friend will Support you the first
time you ask him but the probability drops by 10% each time you
subsequently ask for help in each yearly period. After all, Friends
resent being “used.” When the probability drops to 60%, a refusal
means that a character cannot call upon his Friend for support for
1 to 6 months.

Exerting Influence

To exert influence, a petitioner will compare his Total Influence
Factor (TIF) to the BIF of the person he wishes to influence. If a
particular honour or some position is sought the influence factor
attached to that honour or position will be added to the BIF of the
person to be influenced. Three possibilities arise:

1. The petitioner has a higher TIF, with 90% chance of
success.

2. The petitioner has an equal TIF, with 60% chance of
success.

3. The petitioner has a lower TIF, with 50% chance of

success minus 1% for each BIF of difference.

Factors Affecting Chances of Exerting Influence

The base percentage chance of influencing a person may be modified
upward or downward, depending on the situation. The following
factors may raise or lower the percentage:

1. There is a 25% chance that the petitioner or his Friend
are out of favour with the person to be influenced. Being
out of favour means that no favour will be granted.
Disfavor may last from 1 to 6 months.

2. If in favour but the person to be influenced is of
different alignment (Law Neutral Chaos) subtract 10%.
This is charged against the character who is most
divergent in alignment.

3. If the character is of
subtract 20%. If he is

4. If the character is of
subtract 10%.

5. If the character

a different political faction,
of the same faction, add 20%.
a different social class or race,

is of the same Order or Guild, add 10%.

6. A Debt of Honour may be presented to increase chances by
20%. Whether it is successful or not, a Debt is
extinguished forever when it is used.

7. If dealing with an enemy, reduce chances by 25%.

8. If the character is a “foreigner” and has no Friend who
is a citizen of the land in which he is dealing, reduce
chances by 25%.

9. If dealing with a member of the Royal Bureaucracy in his
official capacity, reduce chances by 25%. (This does not
apply to his relatives and allies.)

10. If dealing with anyone who is an enemy of any relative or
ally, reduce chances by 25%.

11. 1If the character possesses a Royal Favour, or his Friend
possesses one, add 10%. But if either is under Royal
Displeasure, subtract 20% for each one who is out of
favour if influence is being exerted in a state with a
strong central government (eg: England) and by 10% when
the Crown is not overly powerful (eg: France).

12. 1If the character is dealing with a Lawful character of
alignment 1 to 3, subtract 5% for each point his
alignment is above 3.

Concluding Alliances

Alliances are the keystone of feudal power. However, they should
not be sought lightly because of the great obligations placed upon
the parties. Prior to exerting influence a character must determine
the receptiveness of his potential ally:

1. Among untitled Knights and Barons, there is a basic 25%
chance that any form of alliance is unacceptable at this
time. Check for Disfavour. If the one seeking the
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alliance is in Disfavour, he in fact has an enemy.

2. Among titled Nobles, there is considerable jealousy and
distrust, for each has his own irons in the fire and is
unwilling to accept the leadership of another. There is a
basic 50% chance that any alliance is unacceptable at
this time. Check for Disfavour. If the one seeking the
alliance is in Disfavour, he (in fact) has an enemy.

3. If seeking to undermine an enemy alliance by wooing a
member Of that alliance to one’s own side, there is a 75%
chance of failure. Failure alerts all of one’s enemies to
the plot and causes them to close ranks. This prevents
any subsequent attempts in such matters for 7 months to
21 months.

4. If a Knight or Noble of higher rank is seeking an
alliance with a Knight or Noble of lower rank, he has a
10% advantage in concluding alliances with any non-
aligned person.

These probabilities apply only when there is no period of Civil
War. During a Civil War, “all bets are off,” so to speak and the
nobility will make and break alliances at will. Chacun pour soi.

Alliances include military treaties of offense and defense,
marriages, and the placing of sons and relatives as squires in the
castles of neighbours.

Influence

11 of the offices in the Royal Bureaucracy are obtained

§ through Influence. All high offices in each of the levels
fof government may be held for 1-3 years where upon there is
a chance of dismissal (Influence must be brought to bear to
remain) . Failure to retain office means that the character has
fallen into disfavour for 1-6 months.

Only those characters whose titles of office are CAPITALIZED have
ready access to the King, for they are all members of the Royal
Council and are the Advisors of the King.

To see the King, one must first influence the Lord High Chamberlain
or one of the other Advisors. A Prince, Princess, or Queen always
has access to the King, and if one influences them, they may
conduct you into his Royal Presence for an audience.

To see any ranking member of the Bureaucracy, one must first
overcome the resistance of the Chief Scribe, etc., of that
particular official; for this official stands in the relation of a
Personal Secretary and oversees all the appointments, etc., made
with his Superior. Non-player characters in such positions are
invariably neutral in their attitude to any petition and will not
assist a petitioner.
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Most of the offices are relatively self-explanatory with regard to
duties. For instance, the Sheriff of any County is charged with
“keeping the King’s peace” and oversees the collection of taxes
Royal revenues in his jurisdiction. Foresters are “Ranger” type
characters charged with enforcing the Game Laws and patrolling the
Forests and Wilderlands. A constable of a Royal Castle is a Knight
placed in charge of one of the King’s own holdings. And so on.

and

Some of the offices, especially the highest ones in the land,
cannot be described in a few words. Players are advised, if they
are unfamiliar with the political structures of the Feudal Period,
to consult a good reference text on England of the period 1200 to
1300 A.D. for details. However, a few comments are in order here:

THE CHANCELLOR OF THE REALM occupies a position equivalent to a
Prime Minister. He is the Chief Advisor to the King and heads the
Civil Service. In his possession is the Great Seal of the Realm,
under which are issued all of the most important documents and
Royal Proclamations.

THE KEEPER OF THE PRIVY SEAL has in his possession the personal
seal of the Sovereign and is charged with many of the “security”
matters arising in and outside of the nation.

THE LORD HIGH CHAMHERLAIN is the “manager” of the Royal Court and
sees that all matters of protocol have been observed, oversees the
operations of the Royal Household, and arranges all of the Royal
Audiences.

THE MARSHAL OF THE REALM is the Captain-General of the Armies of
the Realm and is charged with maintaining the military security of
the State.
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The Ropal Bureaucracy

Level Title or Office Status Rank Required Daily Income* Political Superior Royal Favor No
Parish Bailiff of the Hundred 1 Yeoman 2sp L.H.S of Shire None 100
County Sheriff 5 Knight 30sp L.H.S of Shire None 1
Justice of the Peace 3 Yeoman 4sp L.H.J of H.C None 10
Lord Justice of Assize 5 Yeoman+ 35sp HRH the King Baronetcy (1) 1
Lord High Justice of County 7 Yeoman+ 50sp HRH the King Baronetcy (1) 1
Royal Forester 2 Yeoman 3sp Chief Forester None 1
Forester 1 Yeoman 2sp Royal Forester None 1
Chief Scribe of County 3 Guildsman 10sp Sheriff of county None 1
Scribe/Accountant 2 Guildsman 5sp Chief Scribe of county None 10
Collector of Taxes 2 Commoner 3sp Sheriff of county None 10
Shire Lord High Sheriff 8 Knight 50sp Chancellor of Exchequer 1/yr 1
Lord Justice of High Court 8 Yeoman+ 75sp HRH the King 1/yr 1
Constable of the Royal Castle 5 Knight 40sp HRH the King 1/yr 2
Armorer of the Royal Castle 2 Armorer 20sp Constable of Castle None 1
Armorer 1 Armorer 10sp Armorer of Castle none 2
Chief Forester of Shire 3 Yeoman 5sp Forester Royal None 1
Chief Scribe of Shire 5 Guildsman 20sp L.H.S of Shire None 1
Scribe/Accountant 2 Guildsman 8sp Chief Scribe of Shire None 10
Royal Commissioner of Custom & 5 Yeoman+ 25sp Chancellor of Exchequer None 1
Excise in the Shire
Town Lord Mayor 8 Guildsman 50sp HRH the King Baronetcy (1) 1
Lord Justice of the Town 8 Guildsman 50sp HRH the King Baronetcy (1) 1
Chief Clerk of the Town 5 Guildsman 25sp Lord Mayor None 1
Scribe/Accountant 2 Guildsman 8sp Chief Clerk None 5
Collector of Taxes 3 Guildsman 20sp Lord Mayor None 2
Captain of Mercenaries 2 Knight/Sergeant 30sp Lord Mayor None 1
Captain of Militia 4 Guildsmen 10sp Lord Mayor None 1
Province Royal Governor 10 Baron 5 gp HRH the King 1/yr 1
Lord Justice of the High Court of 9 Yeoman+ 4 gp HRH the King Baronetcy (1) 3
Appeals
Provincial Scribe-Royal 6 Guildsman 40sp Royal Governor None 1
Scribe/Accountant 3 Guildsman 10sp Prov. Scribe-Royal None 20
Governor of the Royal Gaol 6 Knight 50sp Royal Governor None 1
Royal Torturer 3 Commoner 15sp Royal Governor None 1
Royal Inquisitor-Major 6 Cleric 20sp Bishop None 1
Crown Prosecutor 7 Lawyer 35sp Royal Governor None 1
King's Counsel 6 Lawyer 25sp Crown Prosecutor None 5
Master Armorer Royal 4 Armorer 25sp Royal Governor None 1
Armorer 2 Armorer 10sp Armorer Royal None 5
Chancery CHANCELLOR OF THE REALM 25 Yeoman+ 10gp HRH the King Title (4) 1
Keeper of Privy Seal 18 Yeoman+ 5 gp HRH the King Baronetcy (2) 1
Keeper of Charter Rolls 8 Guildsman 4 gp Chancellor of the Realm 1/yr 1
Chief Scribe of Chancery 8 Guildsman 4 gp Chancellor of the Realm 1/yr 1
Scribe/Accountant of Chancery 4 Guildsman 20sp Chief Scribe of Chancery None 25
Constable of The Tower 10 Knight 50sp Chancellor of Realm 1/yr 1
Ambassador 8 Baron 4 gp Chancellor of Realm/King 1/yr 10
Captain of the Watch 5 Knight 50sp Keeper of Privy Seal None 1
Agent of Chancery 5 Yeoman 20sp Keeper of Privy Seal None 50
Chamber LORD HIGH CHAMBERLAIN 20 Yeoman+ 10gp HRH the King Title (4) 1
Keeper of the Rolls 10 Guildsman 4 gp LH Chamberlain 1/yr 1
ROYAL ASTROLOGER 15 Astrologer 10gp LH Chamberlain 1/yr 1
Royal Magus 10 Magic User 10gp LH Chamberlain 1/yr 1
Royal Alchemist 10 Alchimist 25gp LH Chamberlain 1/yr 1
Royal Physician 10 Physician 3 gp LH Chamberlain 1/yr 1
Master of Heraldry 15 Banerette 10gp HRH the King Title (1) 1
Interpreter-Royal 8 Interpreter 4 gp LH Chamberlain 1/yr 1
ROYAL JESTER 15 Entertainer 2 gp HRH the King 2/yr 1
Royal Musician 5 Entertainer 1 gp LH Chamberlain 1/yr 1
Musician 3 Entertainer 40sp Royal Musician None 10
Poet Laureate 10 Poet 3 gp HRH the King 1/yr 1
Royal Chef 6 Chef de cuisine 4 gp LH Chamberlain 1/yr 1
Royal Food Taster 10 Commoner 1 gp HRH the King 1/yr 1
Chief Scribe of the Chamber 8 Guildsman 3 gp LH Chamberlain 1/yr 1
Scribe of the Chamber 4 Guildsman 15sp Chief Scribe of Chamber None 20
Staff Member of the Chamber 2 Commoner 3sp Chief Scribe of Chamber None 200
Exchequer CHANCELLOR OF THE EXCHEQUER 20 Yeoman+ 10gp HRH the King Title (4) 1
Chancellor’s Clerk 15 Guildsman 5 gp Chancellor of Exchequer 1/yr 1
Chancellor’s Scribe 8 Guildsman 4 gp Chancellor of Exchequer 1/yr 1
Exchequer Scribe/Accountant 4 Guildsman 15sp Chancellor's Scribe None 40
TREASURER OF THE EXCHEQUER 18 Yeoman+ 8 gp HRH the King Title (1) 1
Treasurer's Clerk 12 Guildsman 4 gp Treasurer of Exchequer None 1
Treasurer's Scribe 7 Guildsman 3 gp Treasurer of Exchequer None 1
Treasurer Scribe/Accountant 4 Guildsman 15 sp Treasurer's Scribe None 20
Chief Assayer of Treasury 7 Alchimist 5 gp Chancellor of Exchequer None 1
Governor of the Royal Mint 8 Yeoman+ 5 gp Chancellor of Exchequer Title (1) 1
Engraver-Royal 7 Goldsmith 4 gp Treasurer of Exchequer None 1
Master of Coinage 7 Goldsmith 4 gp Treasurer of Exchequer None 1
Chief Scribe of the Mint 6 Guildsman 3 gp Governor of the Mint None 1
Scribe/Accountant of the Mint 3 Guildsman 10sp Chief Scribe of the Mint None 5
Militia & MARSHAL OF THE REALM 25 Baron 10gp HRH the King 1/yr 1
Royal Army Chief Constable of the Realm 15 Banerette 5gp Marshal of the Realm 1/yr 1
Captain of the Royal Guard 12 Knight 5 gp HRH the King 1/yr 1
Knight Bachelor of the Guard 8 Knight 1 gp Captain of the Guard None 50
Sergeant of the Guard 4 Yeoman+ 10sp Captain of the Guard None 100
Captain of Royal Mercenaries 8 Knight Var. Marshal of the Realm None Var.
Forester-Royal 10 Yeoman 5 gp HRH the King 1/yr 1
Sergeant-At-Law 7 Yeoman+ 35sp Royal Governor None 1
Master Armorer Royal 4 Yeoman 25sp Royal Governor None 1
Armorer 2 Yeoman 10sp Master Armorer Royal None 5

Note: “Yeomant+” means the minimum social class is Yeoman but that the holder of the office is probably been made a noble by the King. A Baron
is the lowest rank of the Nobility.
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Making a Living

h P he coins used in Chivalry & Sorcery ate of three basic types:
\ §§ %gold, silver, and copper. In each case 25 coins of the lower
N type is equal to 1 coin of the next type:
1. The Copper Penny: There are 100 CP in 1 Dragon. 25 CP = 1
Silver Penny.
2. The Silver Penny: There are 100 SP in 1 Dragon. 25 SP =1
Gold Piece.
3. The Gold Piece: There are 100 GP in 1 Dragon.

The value of money in Chivalry & Sorcery is considerably higher
than in other campaign games, and players will have to become used
to the fact that gold does not come in bushel baskets. To give a
general idea of the value of money, consider the following:

The average day’s wage for an unskilled laborer is 1 or 2 SP.
An average room at an inn costs a person 10 CP per night.
A pint of cider costs about 2 CP.

A “bushel” of wheat (about 50 Dragons) costs 65 CP.

A good Knight’s Fee yields the lord about 1 to 3 GP in excess
revenue per day. This is not, incidentally, historical. A real
Knight in the middle ages in fact would be lucky to see a few

silver pennies at any one time.

To make game play easier, a greater number of coins is assumed to
exist than was actually the case in the feudal period, and the
value of money is really deflated. For instance, a Count in Germany
once fed 2000 children during the ill-fated Children’s Crusade for
a mere 7 Gold Pieces. However, accuracy would make 5 or 10 silver
pieces a fortune, so the designers have taken a few liberties.

Most characters who do not have a “living” from a holding will have
to take service with some Master or great Lord. Usually, such
service provides food, shelter, and a limited amount of money in
the form of wages. Characters will probably have to settle for such
positions simply to stay alive until they strike it rich and can
set themselves up.

There follows a general guide for income per day for most of the
different classes of trade, etc. When working for someone or when
hiring others, this list should be used.

Type of Work Apprentice Journeyman Master Guild Self-
Officer Employed
Freehold Farmer - - - - 5sp+LF
Freehold - - - - 5sp+LF
Stockman
Freehold Miller - - - - 10sp+LF
Petit Sergeant - . - - 15sp+LF
Forester S5cp+L 1sp+L 10sp+LF 1gp+LF 2sp+LF
Fisherman S5cp+L - S5sp+LF - 2sp+LF
Blacksmith Scp+L 1sp+L 10sp+LF - S5sp+LF
Cartwright S5cp+L 1sp+L 10sp - 5sp+LF
Carpenter S5cp+L 2sp+L 10sp 1lgp -
Mason Scp+L 2sp+L 10sp lgp -
Rural Innkeeper 5cp+L 1sp+L - - 10sp+LF
armorer Scp+L 5sp+L 15sp 5gp -
Animal Trainer 5cp+L 1sp+L 15sp - -
Falconer S5cp+L 2sp+L 10sp - -
Cook S5cp+L 1sp+L S5sp+L 10sp+LF -
Town Innkeeper 5cp+L 1sp+L - - 10-60sp+LF
Brothelkeeper S5cp+L 2sp+L - - 10-40sp+LF
Baker S5cp+L 1sp+L - - 5sp+LF
Butcher Scp+L 1sp+L - - 4sp+LF
Barber/Surgeon 5cp+L 1sp+L - - 10-30sp+LF
Cordage Maker S5cp+L 2sp+L 10sp - 4sp+LF
Town armorer Scp+L 3sp+L 1-2gp 1-10gp -
Foundryman S5cp+L 3sp+L 1-2gp 1-5gp -
Cabinetmaker S5cp+L 3sp+L 15sp 1lgp -
Joiner Scp+L 3sp+L 10sp 20sp+LF -
Ship Captain S5cp+L 3sp+L lgp - 1-6gp
Navigator S5cp+L 3sp+L lgp - -
Sailor Scp+L 3sp+L 15sp+L - -
Lawyer S5cp+L 3sp+L 1-6gp 5-10gp -
Bootmaker S5cp+L 1sp+L - - 3sp+LF
Ealhordan - - - - 4sp+LF
Greengrocer - - - - 2sp+LF
Higler - - - - 2sp
Miner Scp+L 1sp+L 5sp - -
Ostler S5cp+L 1sp+L - - -
Servant S5cp+L 1sp+L - - -
Tinker 3cp+L . - - 3sp
Merchant S5cp+L 1sp+L 2gp 10-35gp 1-60sp
Banker S5cp+L 1sp+L 1-60gp 50-100gp -
Money Scp+L 1sp+L 1-3gp - 1-6gp
Lender/Pawn
Money Changer S5cp+L 1sp+L 1-2g9p - -
Appraiser Scp+L 3sp+L 1-6gp 5-10gp -
Jewel Cutter S5cp+L 3sp+L lgp - -
Goldsmith S5cp+L 3sp+L 1-3gp 1-10gp -
Silversmith Scp+L 3sp+L 1-2gp 1-10gp -
Perfumer S5cp+L 3sp+L 1-6gp 5-10gp -
Tailor 5cp+L 3sptL 15sp lgp -
Dyer Scp+L 3sp+L 10sp lgp -
Weaver S5cp+L 3sp+L S5sp+LF 1lgp 2sp+LF
Tanner S5cp+L 3sp+L 5sp+LF 1lgp 2sp+LF
Glassblower Scp+L 3sp+L 1-3gp 5-10gp -
Architect S5cp+L 3sp+L 1-6gp 5-10gp -
Naval Architect 5cp+L 3sp+L 1-3gp 1-10gp -
Ship Builder Scp+L 3sp+L 1-6gp 5-10gp 5sp+LF
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Type of Work Apprentice Journeyman Master Guild Self-
Officer Emploved
Sail Maker 5cp+L 2sp+L 10sp - 4sp+LF
Sage 5cp+L 7sp x experience level after 5
Scholar S5cp+L 4sp x experience level after 5
Interpreter S5cp+L 2sp x number of languages known + lsp per
experience level after 5
Physician S5cp+L 3sp x experience level after 5
Apocathary 5cp+L 2sp x experience level after 4
Entertainers S5cp+L lsp x BV after experience level after 5
Artists S5cp+L lsp x DEX after experience level after 5
Scribe 5cp+L 7sp + Salary Grid of Royal Government -
if in Royal Bureaucracy.
Paper & Ink S5cp+L 5sp x experience level after 7. 10sp per
Maker day there after.
Major Arcane S5cp+L 9sp x experience level after 5
Minor Arcane S5cp+L 5sp x experience level after 5
Alchimist 5cp+L 1sp x experience level after 5
Natural 5cp 3sp x experience level after 5
Magician
L = Living: Food, shelter, and 1 outfit of “poor” clothes per year.
LF = Living for entire family, usually in good style.
All Lords, Knights, Fighting Men, and Clergy are dealt with in the

section on the Feudal Fief. (See Knighthood.) Knights-in-service,
Sergeants, and Men-at-Arms receive 1/5 pay plus “maintenance” in
their lords household, but after 60 days’ service in the field they
receive 1/4 pay and “maintenance,” and they revert to full pay and
“maintenance” the moment they take to the field in war. Pay scales
are given under “Cost of Weapons,” Armor, and Pay in the chapter on
Warfare in the Age of Chivalry.

“High ranking Clerics” are equal to great lords with regard to
income, while Parish Priests receive 10-100 SP per month plus free
food donated by parishioners. The Fighting Clerics receive
fighting-man pay scales but never go to full pay. All other Clerics
receive 3-18 CP per day plus food given by devout people.

Prices and Weights of Arms and Armor

Below is a comprehensive list of the prices of various kinds of

arms and armor. In the listing and pricing of the items, several
factors have been considered:
1. Prices were set to reflect the actual cost of the item

relative to income in the middle ages. Some prices may
seem very high, but they simply reflect the effort and
expense of production. The prices are artificial to a
degree, but this was determined by the Chivalric class.
Prices were set high to ensure that only those with the
funds to hold their stations in the feudal hierarchy and
execute the many responsibilities of their positions
could, in fact, purchase the weapons that were symbolic
of that high rank.

2. The actual costs and times indicated are minimums. Better
or more elaborate weapons and armor could be found at an
additional price negotiated between buyer and seller. The
prices given are for well-made weapons that are not
especially ornate.

3. Some weapons are reserved for the use of noble or near-
noble ranks (Knights, Sergeants, Elves, Dwarves).
Historically, permission was occasionally granted to
those normally prohibited to bear such arms, but that
right was considered a high honour. Persons allowed the
use of Chivalric Arms were well known, and their right
was not challenged.

4. In the case of Thieves, Assassins, and other criminals,
additional fees were imposed by manufacturers or sellers
as a form of insurance that the source did not inform the
authorities of the existence of the sale.

Table 1: Infantry Weapon
cost to
Cost Weight  Time Feudal Lords
Weapon SP Dr. day Producer for Troops
Dagger 25sp 2 1 Armorer 15sp
Light Sword 80sp 5 2 Armorer 50sp
Sword 100sp 7 2 Armorer 60sp
Norman War Axe 50sp 10 1 Armorer 35sp
Quarterstaff (iron) 40sp 10 1 Armorer -
Quarterstaff (unshod) 5sp 6 1 Yeoman =
2-H Sword 150sp 18 5 Armorer 75sp
2-H Battle Axe 120sp 15 2 Armorer 50sp
Thrusting Spear 30sp 7 1 Armorer 10sp
Pole Arm 40sp 10 1 Armorer 15sp
Halberd 100sp 18 2 Armorer 50sp
Pike 50sp 15 1 Armorer 15sp
Table 2: Non-Fighter Weapon
cost to
Cost Weight Time Producer Feudal Lords
Weapon SP) Dr. day) for Troops
Thief ’s Dagger 60sp 2 1 Armorer -
Hatchet 15sp 5 1 Blacksmith -
Wood Axe 35sp 10 1 Blacksmith 20sp
Light Club - 5 Made by anyone in very short
time
Heavy Club - 5 Made by anyone in very short
time
Light Sword 100sp 5 2 Armorer 50sp
Pitchfork, Scythe 25sp 5 2 Armorer -
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Table 3: Chivalric Arms
cost to
Cost Weight Time Producer Feudal Lords
Weapon SP Dr. day) for Troops
Dagger 40sp 2 1 Armorer 15sp
Hand Axe 40sp 7 1 Armorer 15sp
Short Sword 65sp 5 2 Armorer 40sp
Mace 65sp 10 2 Armorer 40sp
Dwarf Hammer 150sp 10 2 Dwarf* 50sp*
Light Sword 100sp 5 2 Armorer 50sp
Scimitar 100sp 7 3 Armorer -
Sword 125sp 7 3 Armorer 65sp
Falchion 100sp 10 2 Armorer 50sp
Norman Axe 60sp 10 1 Armorer 35sp
Knight’s Great Sword 250sp 10 9 Armorer 125sp
Barbarian Sword 100sp 10 3 Armorer -
War Hammer 150sp 15 5 Armorer 80sp
Bastard Sword 200sp 15 5 Armorer 125sp
2-H Sword 200sp 18 5 Armorer 75sp
2-H Battle Axe 120sp 15 2 Armorer 50sp
Flail 175sp 18 5 Armorer 100sp
Thrusting Spear 30sp 7 1 Armorer 10sp
Cavalry Lance 40sp 18 1 Armorer 15sp
Table 4: Missile Weapons
cost to
Cost Weight Time Producer Feudal Lords
Weapon SP Dr. day) for Troops
Sling 5sp 1 1/2 Anyone 2sp
Light Bow 50sp 3 3 Armorer 25sp
Short Composite Bow 100sp 3 8 Armorer 75sp
Long Composite Bow 175sp 4 12 Armorer 125sp
Long Bow 100sp 4 10 Armorer 75sp
20 Arrows & Quiver 5sp 5 1 Fletcher S5sp
Light Crossbow 100sp 10 8 Armorer 75sp
Heavy Crossbow 250sp 20 15 Armorer 150sp
20 X-Bow Bolts 12sp 6 2 Armorer 6sp
Javelin 30sp 6 1 Armorer 10sp
Table 5: Armor
cost to
Cost Weight Time Producer Feudal Lords
Armor SP Dr. day for Troops
Leather Jerkin 10sp 10% wt 1 Anyone 10sp
Hardened Leather 45sp  10% wt 4 Armorer 35sp
Splint/Brigantine 65sp 20% wt 10 Armorer 50sp
Banded/Scale 80sp 25% wt 15 Armorer 60sp
Chain Mail Shirt 150sp 25% wt 25 Armorer 120sp
Plate Cuirass 200sp 20% wt 25 Armorer 160sp
Chain Mail Hauberk 550sp 30% wt 40 Armorer 450sp
Superior Mail Hauberk 750sp 30% wt 50 Armorer 650sp
Chain Mail & Plate 1000sp 30% wt 75 Armorer 900sp
Full Plate 2000sp 30% wt 120 Armorer 1750sp
Leather Helmet 15sp 2 Dr. 1 Armorer 10sp
Conical Helmet 35sp 4 Dr. 1 Armorer 25sp
Norman Helmet 40sp 5 Dr. 2 Armorer 30sp
Bascinet 55sp 6 Dr. 3 Armorer 45sp
Crusader’s Helm 90sp 10 Dr. 10 Armorer 80sp
Visored Helm 125sp 10 Dr. 12 Armorer 100sp
Light Shield 35sp 7 Dr. 3 Armorer 10sp
Heavy Shield 50sp 15 Dr. 5 Armorer 20sp
Table 6: Other Ttems & Accessories
cost to
Cost Weight Time Producer Feudal Lords
Item SP (Dr.) (day for Troops
Padded Undercoat 10sp 10 Dr. 2 Tailor Tsp
Plain Surcoat 20sp 2 Dr. 1 Tailor 15sp
Embroidered Surcoat 100sp 4 Dr 10 Tailor 75sp
Splint Surcoat 60sp 10% wt 10 Armorer 45sp
Quilted Surcoat with 75sp 10% wt 12 Armorer 55sp
steel Plates
Plain Scabbard 25sp 3 Dr. 1 Leatherworker 10sp
Decorated Scabbard 75sp 4 Dr 7 Armorer 50sp
Plain Sword Belt 5sp 1 Dr. 1/2 Leatherworker 2sp
Fancy Sword Belt 100sp 4 Dr. 7 Armorer 75sp

Cost of Ffood, Shelter, and Clothing

Below is a comprehensive list of the prices of various
“necessaries” which characters are obliged to provide for
themselves. If a character is a Lord, yeoman farmer, or a forester,
food for himself, his family, and possibly his retainers is
provided for by his production capacity. The prices were set to
reflect the actual relationship between such commodities and the
income of the various classes. Players may add additional items,
but prices should be in keeping with the guidelines given here. All
prices are quoted in copper or silver pence, and weights are in
terms of the standard “Dragon.”

Table 1: Food

The “average” person in the campaign is assumed to require 5 Dr. of
mixed foods per day or 4 Dr. of meat or 3 Dr. of field rations to
maintain good health. Increase these basic requirements by 50% when
characters are involved in highly exhausting activities. Food
intake below the minimum levels prohibits healing and increases
fatigue recovery times by 50%.

Item Cost per Unit
Bread 1 Dr

White Tcp

Whole Wheat 3cp

Rye 2cp

Rolls (White) 10cp
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Item Cost per Unit
Trencher 5cp
Fish 1 Dr
Common 2cp
Good_Fish 4cp
Shellfish,etc 5cp
Meat 1 Dr
Beef_ Steak 6cp
Beef Roast 4cp
Beef 3cp
Pork 3cp
Ham 6cp
Bacon S5cp
Sucking Pig 15cp
Mutton 2cp
Lamb S5cp
Chicken 2cp
Small_Birds 3cp
Duck 3cp
Goose 4cp
Swan 5cp
Vension 1sp
Wild Boar 1sp
Fruit 1 Dr In Season/Out Season
Apples 5cp/Tcp
Cheeries 5cp/-
Plums/Prunes 2cp/2cp
Strawberries 6cp/lsp
Lemons 1sp/5sp
Pears 5cp/-
Grapes/Raisons 3cp/3cp
Berries/Currents 2cp/2cp
Oranges 1sp/5sp
Dairy Products 1 Dr Equivalent
Eggs 5cp/dozen
Cheese 3cp
Milk 2cp/quart
Butter 4cp
Cottage_Cheese 2cp
Fine_Cheese 2cp
Salted Butter 10sp

Vegetables 1 Dr In Season/Out Season
Beans 3cp/3cp
Peas 2cp/2cp
Beets 2cp/2cp
Carrots lcp/lcp
Lettuce 3cp/-
Watercress 3cp/-
Lentils 3cp/3cp
Onions lcp/lcp
Cabbage 2cp/3cp
Turnips lcp/lcp
Parsnips lcp/lcp
Parsely lcp/lcp
Cucumbers 10cp/20cp
Garlic 5cp/5¢cp
Serving Cask*
Beverages Cider 2cp/Flagon 8sp
Wine (Poor) 3cp/Flagon 12sp
Wine (Good) 10cp/Flagon 40sp
Wine (Fine) 20cp/Flagon 80sp
Small Beer 4cp/Pint 16sp
Beer 5cp/Pint 20sp
Double Beer 6cp/Pint 24sp
Ale 7cp/Pint 28sp
Stout 10cp/Pint 32sp
Brandy 1lsp/Flagon 100sp
Brandy (fine) 2sp/Flagon 200sp
Seasonings 1 Dr
Sea Salt 10cp
Rock Salt 1sp
Honey 1sp
Lump Sugar 2sp
Pepper lgp
Field Rations 1 Dr
Salt Pork S5cp
Salt Beef 6cp
Salt Fish 4cp
Smoked Meat 3cp
Smoked Salmon** 20cp
Waybread** 20cp
Sausage Tcp

*Cask = 100 Servings
** = Double Food Value
Table 2: Grain and Feed

Horses require 10 Dr. of grain and 20 Dr. of hay per day or 15 Dr.
of wheat per day. One “bushel” holds about 50 Dr.

Item Cost per Unit
Wheat 65 cp/bushel
Oats 40 cp/bushel
Barley 50 cp/bushel
Rye 25 cp/bushel
Hay 20 cp/50 Dr.
Straw 15 cp/50 Dr.

Grains may also be used to make bread or bannocks. The amount of
bread produced is equal in weight to the amount of grain used. Thus
50 Dr. of Wheat will produce 50 Dr. of whole wheat bread. Milling
costs are incurred if one wishes to grind grain into flour. The
cost of flour is 2 x the cost of the raw grain.

Table 3: Staying at an Inn

Item
Cheap Stew & Bread

Cost per Unit
10cp/person
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Item Cost per Unit
Good Stew & Bread 15cp/person
Joint of Meat 20cp/serving
Good Meal lsp/person
Superb Meal 2sp/person
Banquet S5sp/person

Poor Room 5cp/person/night
Average Room 10cp/person/night
Good Room 1sp/night

Stable Mule/Donkey 10cp/night
Stable Horse 15cp/night
Stable Charger 1sp/night

Stable Great_ Horse 2sp/night

Guests at an Inn (those staying for the night) are under the full
protection of the house. Casual customers who have entered for a
meal or drink are not. A poor or average room at the inn is a
“common” room shared by a number of guests. Privacy is acquired
only when a “good” room is rented outright. Stabling costs include
currying the animals and one may have blacksmithing done as well,
at extra expense. Chargers and Great Horses receive very special
attention and a diet of fine grain and an apple.

Table 4: Long-Term Accommodation

Accommodation Poor Average Good
Room in Country 3sp/mo Ssp/mo 10so/mo
Room in Country 7 Board 7sp/mo 10sp/mo 18sp/mo
House in Country 10sp/mo 15sp/mo 25sp/mo
Room in Town 5sp/mo 10sp/mo 20sp/mo
Room in Town & Board 10sp/mo 20sp/mo 35sp/mo
Floor in small Town House 10sp/mo 20sp/mo 30sp/mo
Floor in large Town House 20sp/mo 40sp/mo 60sp/mo
Small Town House 30sp/mo 50sp/mo 75sp/mo
Large Town House 40sp/mo 75sp/mo 90sp/mo
Rents apply to shops as well as to residences.

Table 5: Clothing

The clothing a character chooses to wear is often determined by his
status in society. Needless to say, men of rank would not be seen
in rags, but on the other hand a man of low rank would not wear

rich clothing even if he could afford it because such behavior

Knighthood and the Jfeudal Setting

Chivalry & Sorcery is based entirely on the feudal system, and the
manner in which individual fiefs and the feudal nation as a whole
is set up will have a profound effect on the campaign.

LKnighthood

Peace delights me not!
War--be thou my lot!
Law--I do not know,
Save a right good blow!
--Bertran de Born

o be a warrior, to take and to give hard blows in mortal

@d combat, to enjoy the delights of victory over stalwart
{]enemies to endure all manner of adversity manfully and with
g2 honour--and finally to die a true warrior’s death--these
are the ambitions of every knight worthy of his gentility. The
Knight is the lord of the feudal world. The thing that separates
him from the villein and the commoner is his total commitment to
war and his overwhelming superiority on the field of battle. It is
often said that God made the Knight more honourable, courteous, and
wise then the peasantry. In the end, however, it is the Knight’s
martial advantage that sets him above all others in society.

The commons must spend their time at labour with mattock and
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would be frowned upon by his “betters.”

Item Poor Average Good Well-to-Do Noble Titled
Men’s hose 1sp 2sp 4sp 10sp 15sp 1lgp
Men’s chemise 1lsp 2sp S5sp 15sp 20sp lgp
Men’s pellison 1lsp 3sp 6sp 20sp lgp 2gp
Men’s tunic 2sp S5sp 9sp lgp 2gp 5gp
Mantle/Cloak 4sp 9sp 1lsp 5gp 5gp 5-25gp
Women’s Chemise 1sp 2sp S5sp 10sp lgp 2-5gp
Women’s pellison 1sp 2sp 9sp 15sp lgp 2-5gp
Women’s bliant 2sp 5sp lgp 2gp 5gp 10-50gp
Women’s girdle 1lsp 2sp S5sp lgp 3gp S5gp
Mantle/Cloak 4sp 9sp 2gp 5gp 5gp 5-25gp
Clogs 2cp - - - - -
Sandals S5cp Tcp - - - -
Lady’s Slippers - 6sp 9sp 15sp lgp 1-5gp
Work Boots lgp lgp - - - -
Riding Boots - - 2gp 3gp 4gp 5-10gp
Dress Boots - - - 5gp S5gp 5-10gp

Clothing is, needless to say, costly indeed. However, clothes last
up to 3 years before they become too worn to be “respectable.” Of
course, characters wishing to make strong impressions on their
peers will tend to dress as well as possible.

Table 6: Cost of Adventuring Equipment

Item Cost Weight Characteristics

50 feet of rope 5 sp 3 Dr. 5% chance of breaking when used.

10-foot pole - 5 Dr. 5% chance of breaking when used.

10 iron spikes 3 sp 3 Dr. 20% chance of slipping out when
placed.

Water/Wine Skin 2 sp 1 Dr Holds 1 gallon of water.

5 torches - 5 Dr Burns for 1 hour, cast light 10' all
around.

Lantern 15 sp 3 Dr Burns for 6 hours, cast light 20"
ahead.

Flask of oil 2 sp 1 Dr Refills a Lantern once.

Small sack 1 sp - Holds 1 cubic foot, maximum of 50 Dr.

Large sack 2 sp - Holds 2 cubic feet, maximum of 100
Dr.

shovel, in raising pigs and sheep and cattle, in weaving and

tailoring and a host of other peaceful activities. The Knight
trains for war. War is his craft, and he is as expert at it as a
goldsmith is at working precious metals. The fact is that much time
is needed to train in the use of arms and armor and horse. Since a
Knight has his living provided for him, he alone has the time to
devote to preparation for battle. That time is not available to the
commoner who must grub for a living.

Consider a rising by the peasantry. Armed with grain-flails, boar
spears, knives, axes, scythe blades affixed to poles, and a
scattering of hunting bows, a score of peasants advance up the road
to the manor house. Suddenly, they are confronted by a Knight and
his Squire. Two against twenty: It is usually enough. In the time
the survivors take to reach the safety of the woods, a half-dozen
lie dead or wounded in the dust beneath the stamping hooves of the
pluging, whirling warhorses. The Knight and his Squire are clad in
armor almost invulnerable to the puny blows of the peasants’
makeshift weapons and light self-bows. Their warhorses are too well
trained to permit the mob to approach close enough to tear their
riders from the saddle, and they turn and kick and bite with no
apparent direction from the men on their backs.

Is there any wonder that the nobles gave the law to the commons?

The Knight is always a horseman. He may choose to fight on foot,
but it is his great war steed that gives him the advantage. Indeed,
the entire feudal system arose out of the need to support the great
expense of maintaining a horse, attendants, arms, and the fine
armor of the Knight--an expense very much greater than that of
maintaining infantry. It became the practice to grant
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land--"fiefs”--to provide Knights with a living adequate to
maintain his arms and entourage. Without a proper “living,” being a
Knight is a difficult business. The whole ambition of the landless
Knight-errant is to acquire enough fame to win for themselves a
fief from the hands of some great lord. The ambition of the great
lord is to hold onto his lands, and perhaps also to increase them.
These are the motivations underlying the actions of the nobility.

The Ffief

Q duties and obligations. He must see to the proper defense
gl of his holding, oversee the activities of his people, and
give “low” justice inside his demesne.

In Chivalry & Sorcery, a fief typically yields a “living” for the
Knight, his family, and his castle retainers. In addition, an
average of 30 to 40 GP net monthly income permits the Knight or
lord some freedom of action.

Designing the Feudal Pation

Perhaps one of the more important aspects of the large campaign is
the general make-up of the feudal nation (or nations) in which the
action is to take place. The following guidelines should be used:

1. Decide how many great Lords there will be. Generally,
there should be 2-3 Dukes, 2-3 Marquesses, and about 10
Counts. Of course, if actual historical situations are
being reconstructed, these numbers would be altered
accordingly.

2. The King, if weak like the King of France, would count
for little more than a Duke. If strong and blessed with a
powerful central government like that of England, he
would be the equal of 2 or 3 Dukes.

3. The feudal rank of a Lord is often a reflection of his
military power, and military power is based upon the size
and wealth of one’s feudal holdings:

Table III
results

Duchies: A Duke will determine his holdings on
by rolling a 6-sided die, with only 4, 5, or 6
counting. This will yield a number of holdings to be
determined on Table I or II. Any small castles or 35"
shell keeps he holds are held, in turn, from him by
Barons or Bannerettes. Smaller holdings are held by
direct vassals and close relatives.

Marquisates: A Marquis is the virtual equal of a Duke, so
determine his holdings in the same manner.

Counties and Earldoms: A Count has a 1-25% chance of
holding from a Duke or Marquis; Earls are always
independent and hold their domains as “Tenants-in-Chief”
like the Dukes and Marquesses. The holding of a Count or

Earl is determined by rolling a 6-sided die twice. The
first result will be a 1-6, giving the size and strength
of his own castle. The second will be only 1-3, with 4,

5, or 6 results requiring a re-roll. The second result
gives the number of his holdings, which are determined on
Table I or II. Any small castles or 35' shell keeps he
holds are held, in turn, from him by Barons or
Bannerettes. Smaller holdings are held by direct vassals
and close relatives.

Barons: Since all of the baronial holdings are determined
by one of the above findings, characters who are born
into the family of a Baron need only to be located. This
can be done by making up a simple probability table
listing all of the great Lords, with an equal chance at
being in the domain of one of them. The same can be done
for characters belonging to the families of Bannerettes
or Landed Knights. In the designers’ own wargaming group,
an elaborate set of tables was designed by a member which
can locate a character literally within miles of a
particular town in France, tell his overlord, etc. Of
course, the amount of detail players desire will depend
upon their willingness to design such systems.

4. There are also Church lands in a feudal state, held with
considerable independence from the temporal authorities.

Bishops will hold a town of 10,000 population.

Archbishops will hold a town of 10,000 population and
also lands equal to a County.

The Primate will hold a town a 15,000 population and also
lands equal to a Duchy.

Monasteries are Large Fortified Manor Houses [LFMH] types
of establishments. The LFMH and the 2 Small Fortified
Manor Houses [SFMH] holdings belonging to a Monastery
held by Knights who will protect the Monks in war or

perform any military service owed by the Monks to the
Tenant-in- Chief from which they received their lands.

are

Religious Fighting Orders will have Chapter Houses in
most feudal states. See the section on these Fighting
Clerics for details. Their holdings in a nation as a

whole will be equal to a County, but the number of
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castles will be decidedly larger.

5. The number and the size of the towns in a region is
clearly important. When designing the nation, the
following guidelines should be used:

No more than 1 town of population 25000 will be found in
a Duchy. The Royal Capital is always such a town and will
be additional to any other towns of 25000 found in the
Royal Domain.

No more than 1 town of population 15000 will be found in
a Duchy or Marquisate.

No more than 2 towns of population 10000 will be found in
a Duchy, Marquisate, County, or Earldom.

No more than 3 towns of population 7500 will be found in
a Duchy, Marquisate, County, or Earldom.

The number of smaller towns in a feudal domain depends
upon a random die roll. when the number has been
determined roll a 6-sided die on Table IV to find the
size of each of the town in the domain:

4 + 1-6 towns
3 + 1-6 towns

1-6 towns
1-6 towns

Duchy:
Marquisate:

County:
Earldom:

Of all large towns in the nation, 1 of 15000 population
will be held by the Primate 2 of 10000 will be held by
Archbishops, and 1 town in each Duchy or Marquisate will
be held by a Bishop.

The remaining towns will either be independent chartered
towns (1-75%) or towns held by a feudal overlord (76-
100%) . Chartered towns are loosely allied to the King in
that they look to the Crown for protection from the local
nobility and, in return, provide limited support to the
King when he is at war in the region surrounding the
town. Such towns are not part of his feudal holdings,
however, and cannot be used indiscriminately to further
his ambitions. They must be “influenced,” with a 1-40%
chance that they will provide full support, 41-80% chance
that they will remain neutral, and an 81-100 chance that
they will support the other side. The same percentages
apply to towns held by a feudal Overlord unless he has
garrisoned them with his own forces at a percentage equal
to 10% of the militia. Up to 1/2 of this garrison may be
Mercenaries but the remainder must be sworn vassals.

When determining who, in fact, is Overlord of a subject
town the location of the town is vital. If a town is
clearly in the domain ruled directly by a “tenant-in-
Chief ” (King, Duke, Marquis, Count, or Earl), it is
under his suzerainty. However, if the town lies in the
domain of one of the vassals of the great Lord, there is
a 50% chance either way, so that even a Bannerette or
Baron may have control of the town. Mere Landed Knights
have no chance, of course, of controlling a town.

For this reason, it is important to draw the maps of the
feudal state exactly, placing the boundaries of all
holdings of Bannerette size and up, and locating all
towns with some discrimination and fairness. Only after
all towns have been located will there be a determination
of their status.

6. To complete the picture, rivers and other important
terrain features like mountains and forests may be added
to the map. Also, all-weather roads can be drawn in, for
these are vital to the course of all military operations
and trade.

Game Masters may find the establishment of the individual manors
and baronies in their campaign region to be a rather involved task.
The following tables are provided to make the design of nations an
easier task.

The tables present Interior and Frontier Manors. However, where
there is subinfeudation (a Lord has vassals of his own, who may in
turn have their own vassals), the tables provide a listing of the
various vassal fiefs. These may be used as typical holdings and
thus the process of designing the nation may be speeded up through
standardization.

There is nothing preventing a campaign designer from including a
solitary castle of class I through VI (with no sub-fiefs) in
addition to the various vassal fiefs, to provide some variety. The
same is true of additional shell keeps.

The area of the various holdings is included to permit designers to
calculate the over-all areas of the nations they are designing.
These areas are typical and are capable of some adjustment downward
or upward (-25% to +50% range is suggested) to reflect greater or
poorer fertility, terrain, etc.

Revenues and rents are stated in GPs per month. In the case of
subinfeudation, players are reminded that Revenues of subinfeudated
fiefs are not included in the Lord's personal income, but the total
rent from vassals owing to a local noble is also equivalent to the
rents and taxes collected by the overlord. Thus the rent has two
applications: one portion to the manor lord, the other to the
overlord. For example, a SFMH 1 (Interior) has 10 GP/month in
rents. The fiefholder would receive 10 GP from his vassals. A
second 10 GP would go to the overlord as rents/taxes from the fief.
The total amount of rents/ taxes owing an overlord is given in the
Totals line at the bottom of all subinfeudated holdings.

Feudal service involves a vassal supplying from 30% to 50% of his
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fighting men (exclude serfs) for 60 days service per year. Thus an
ovelord can count on at least 30% of the total fighting strength in
his lands for 60 days of service. Clearly, some care has to be
taken to maintain reserves in case of prolonged conflict (military
seasons can last from 60 to 180 days, depending on the players). In
case of invasion of a particular holding, 100% military service can
be counted on, if required, but no fortress will be denuded of more
than 75% of its fighting strength at any lime. Within a particular
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fief, a knight,

squire,

in defense of the fief.

Mercenaries were not included in the figures.

sergeant,

However,

or man-at-arms must serve at need

assume that

10% to 20% of the totals for sergeants and men-at-arms are employed
as independent mercenaries who have taken service.

considered paid for 60 days service in the field/year,

bonuses have to be paid.

These are

after which

Table I: Interior Manor
Men in Service to Overlord
Fief's Rent from Area of
1d6 Holding Kts Sqr sSgt Men P. Sgt Bks Arm Scr Chap mer Yeoman Serfs Revenue Vassals Holdina
1 SFMH 1 1 1 3 10 4 1 0 0 0 0 10 50 20 10 22 sq. mi.
2 SFMH 2 2 2 6 15 8 1 0 0 0 0 15 75 25 15 38 sq. mi.
3 SFMH 3+ 2 2 8 20 12 1 1 0 0 0 20 100 30 20 50 sq. mi.
SEMH 1 1 1 3 10 4 1 0 0 0 0 10 50 20 10 22 sq. mi.
Totals = 3 3 11 30 16 2 1 0 0 0 30 150 50 30 72 sq. mi.
4 SEMH 4+ 3 3 10 25 16 1 1 0 1 0 30 125 35 25 68 sq. mi.
SFMH 2 2 2 6 15 8 1 0 0 0 0 15 75 25 15 38 sq. mi.
SFMH 1 1 1 3 10 4 1 0 0 0 0 10 50 20 10 22 sq. mi.
Totals = 6 6 19 50 28 3 1 0 1 0 55 250 80 50 128 sq. mi.
5 LEMH 5+ 5 5 15 40 20 2 2 1 1 0 50 150 75 50 100 sq. mi.
SFMH 2 2 2 6 15 8 1 0 0 0 0 15 75 25 15 38 sq. mi.
SFMH 2 2 2 6 15 8 1 0 0 0 0 15 75 25 15 38 sq. mi.
SFMH 1 1 1 3 10 4 1 0 0 0 0 10 50 20 10 22 sq. mi.
Totals = 10 10 30 80 40 5 2 1 1 0 90 350 145 90 198 sq. mi.
6 CASTLE 1+ 7 7 25 50 32 3 2 1 1 10 100 300 75 75 168 sq. mi.
SFMH 2 2 2 6 15 8 1 0 0 0 0 15 75 25 15 38 sq. mi.
SFMH 2 2 2 6 15 8 1 0 0 0 0 15 75 25 15 38 sq. mi.
SEMH 1 1 1 3 10 4 1 0 0 0 0 10 50 20 10 22 sq, mi.
SFMH 1 1 1 3 10 4 1 0 0 10 50 20 10 22 sq. mi.
Totals = 13 13 43 100 56 7 2 1 1 10 150 550 165 125 288 sq. mi.
Kt = Knight Bks = Blacksmith SFMH = Small Fortified Manor House
Sq = Squire Arm = armorer LFHM = Large Fortified Manor House
Sgt = Sergeant Scr = Scribe SK = Shell Keep
P.Sgt = Petit Sergeant Chap = Chapelain Cas. = Castle
Men = Men-at-Arms Mer = Mercenaries
Yeoman = Freeholders
Serfs = Feudal Farmers

Table II: Frontier Manor
Men in Service to Overlord
Fief's Rent from Area of
1d6 Holding Kts Sqr Sgt Men P. Sgt Bks Arm Scr Chap mer Yeoman Serfs Revenue Vassals Holding
1 SFMH 1 3 3 10 25 16 1 1 0 1 0 30 125 25 10 75 sq. mi.
2 SFMH 2 3 3 10 25 16 2 1 0 1 10 30 125 30 10 85 sqg. mi.
3 LFMH 3+ 5 5 15 40 20 2 2 1 1 10 50 150 50 15 96 sqg. mi.
SFMH 1 3 3 10 25 16 1 1 0 1 0 30 125 25 10 75 sq. mi.
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Totals = 8 8 25 65 36 3 3 1 2 10 80 275 75 25 171 sq. mi.
4 SHELL KEEP 4 5 5 15 50 20 2 2 1 1 20 50 150 50 20 107 sg. mi.
SFMH 1 3 3 10 25 16 1 1 0 1 0 30 125 25 10 75 sq. mi.
SFMH 1 3 3 10 25 16 1 1 0 1 0 30 125 25 10 75 sqg. mi.
Totals = 11 11 35 100 52 4 4 1 3 20 110 400 100 40 257 sq. mi.
5 SHELL KEEP 5 6 6 20 50 32 3 2 1 1 20 100 300 75 50 160 sqg. mi.
SFMH 1 3 3 10 25 16 1 1 0 1 0 30 125 25 10 75 sqg. mi.
SFMH 1 3 3 10 25 16 1 1 0 1 0 30 125 25 10 75 sq. mi.
SFMH 1 3 3 10 25 16 1 1 0 1 0 30 125 25 10 75 sq. mi.
SFMH 1 3 3 10 25 16 1 1 0 1 0 30 125 25 10 75 sq. mi.
Totals = 18 18 60 150 96 7 6 1 5 20 220 800 175 90 460 sq. mi.
6 CASTLE 1 6 7 25 50 36 3 3 1 1 20 100 300 75 75 200 sg. mi.
SFMH 2 3 3 10 25 16 2 1 0 1 10 30 125 30 10 85 sqg. mi.
SFMH 1 3 3 10 25 16 1 1 0 1 0 30 125 25 10 75 sq. mi.
SFMH 1 3 3 10 25 16 1 1 0 1 0 30 125 25 10 75 sq. mi.
SFMH 1 3 3 10 25 16 1 1 0 1 0 30 125 25 10 75 sq. mi.
SFMH 1 3 3 10 25 16 1 1 0 1 0 30 125 25 10 75 sq. mi.
Totals = 21 22 75 175 116 9 10 1 6 30 250 725 205 125 585 sqg. mi.

Table III: Knights Bannerette and Lesser Barons Holdings
Men in Service to Overlord
Fief's Rent from Area of

1d6 Holding Kts Sqr Sgt Men P. Sgt Bks Arm Scr Chap mer Yeoman Serfs Revenue Vassals Holding
1 CASTLE 1/A 7 7 25 50 36 2 2 1 1 15 100 300 75 75 225 sq. mi.
SFMH 2 3 3 10 25 16 2 1 0 1 10 30 125 30 10 85 sqg. mi.
SFMH 2 3 3 10 25 16 2 1 0 1 10 30 125 30 10 85 sqg. mi.
SFMH 1 3 3 10 25 16 1 1 0 1 0 30 125 25 10 75 sq. mi.
SFMH 1 3 3 10 25 16 1 1 0 1 0 30 125 25 10 75 sq. mi.
SFMH 1 3 3 10 25 16 1 1 0 1 0 30 125 25 10 75 sqg. mi.
Totals = 22 22 75 175 116 250 925 210 125 620 sg. mi.
2 CASTLE 1/B 7 7 25 50 36 2 2 1 1 15 100 300 75 75 225 sq. mi.
SFMH 2 3 3 10 25 16 2 1 0 1 10 30 125 30 10 85 sq. mi.
SFMH 2 3 3 10 25 16 2 1 0 1 10 30 125 30 10 85 sq. mi.
SFMH 1 3 3 10 25 16 1 1 0 1 0 30 125 25 10 75 sq. mi.
SFMH 1 3 3 10 25 16 1 1 0 1 0 30 125 25 10 75 sq. mi.
SK 4~* 11 11 35 100 52 110 400 100 40 257 sq. mi.
Totals = 30 30 100 250 152 330 1200 285 155 802 sqg. mi.
3 CASTLE 1/C 7 7 25 50 36 2 2 1 1 15 100 300 75 75 225 sq. mi.
SFMH 2 3 3 10 25 16 2 1 0 1 10 30 125 30 10 85 sg. mi.
SFMH 2 3 3 10 25 16 2 1 0 1 10 30 125 30 10 85 sqg. mi.
SFMH 1 3 3 10 25 16 1 1 0 1 0 30 125 25 10 75 sq. mi.
SFMH 1 3 3 10 25 16 1 1 0 1 0 30 125 25 10 75 sq. mi.
SK 5* 18 18 60 150 96 220 800 175 30 385 sq. mi.
Totals = 37 37 125 300 196 440 1600 360 205 930 sg. mi.
4 CASTLE 1/D 7 7 25 50 36 2 2 1 1 15 100 300 75 75 225 sq. mi.
SFMH 2 3 3 10 25 16 2 1 0 1 10 30 125 30 10 85 sq. mi.
SFMH 2 3 3 10 25 16 2 1 0 1 10 30 125 30 10 85 sq. mi.
SFMH 1 3 3 10 25 16 1 1 0 1 0 30 125 25 10 75 sq. mi.
SK 4* 11 11 35 100 52 110 400 100 40 257 sq. mi.
SK 5* 18 18 60 150 96 220 800 175 30 385 sg. mi,
Totals = 45 45 150 375 232 520 1875 435 235 1112 sqg. mi.
5 CASTLE 1/E 7 7 25 50 36 2 2 1 1 15 100 300 75 75 225 sq. mi.
SFMH 2 3 3 10 25 16 2 1 0 1 10 30 125 30 10 85 sg. mi.
SFMH 2 3 3 10 25 16 2 1 0 1 10 30 125 30 10 85 sq, mi.
LFMH 3% 8 8 25 65 36 2 2 1 1 10 80 275 75 25 171 sq. mi.
SK 4* 11 11 35 100 52 110 400 100 40 257 sq. mi.
SK 5* 18 18 60 150 96 220 800 175 90 385 sq. mi.
Totals = 50 50 165 415 252 570 2025 485 250 1208 sg. mi.
6 CASTLE 1/F 7 7 25 50 36 2 2 1 1 15 100 300 75 75 225 sq. mi.
SFMH 2 3 3 10 25 16 2 1 0 1 10 30 125 30 10 85 sq. mi.
LFMH 3 8 8 25 65 36 2 2 1 1 10 80 275 75 25 171 sq. mi.
LFMH 3* 8 8 25 65 36 2 2 1 1 10 80 275 75 25 171 sq. mi.
SK 4* 11 11 35 100 52 110 400 100 40 257 sq. mi.
SK 5* 18 18 60 150 96 220 800 175 90 385 sqg. mi.

Totals = 55 55 180 485 272 620 2175 530 265 1294 sq. mi,
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*Holdings of vassals who have sub-infeudated their lands and have vassals of their own. See Frontier Manor LFMH 3, Shelf Keep 4
and Shell Keep 5 to determine the nature of these holdings.

Table IV: Baronial Holdings, Interior Manor

Men in Service to Overlord

Fief's Rent from Area of
1d6 Holding Kts sqr sgt Men P. Sgt Bks Arm Scr Chap mer Yeoman Serfs pogennme Vassals Haldina
1 CASTLE I 10 10 36 50 36 3 3 1 1 20 100 300 100 75 192 sg. mi.
SFMH 3* 3 3 11 30 16 30 150 50 30 72 sq. mi.
SFMH 4* 6 6 19 50 28 55 250 80 50 128 sqg. mi.
LFMH 5%* 10 10 30 80 32 90 350 145 90 198 sg. mi.
LFMH 5% 10 10 30 80 32 90 350 145 90 198 sqg. mi.
LFMH 5% 10 10 30 80 32 90 350 145 90 198 sqg. mi.
Totals = 49 49 156 370 176 455 1750 665 425 986 sg. mi.
2 CASTLE II 10 10 36 60 48 125 400 150 100 230 sg. mi.
SFMH 3* 3 3 11 30 16 3 3 1 1 20 30 150 50 30 72 sq. mi.
SFMH 4* 6 6 19 50 28 55 250 80 50 128 sqg. mi.
LFMH 5%* 10 10 30 80 32 2 2 1 1 10 90 350 145 90 198 sg. mi.
LFMH 5%* 10 10 30 80 32 2 2 1 1 10 90 350 145 90 198 sg. mi.
LFMH 5% 10 10 30 80 32 2 2 1 1 10 90 350 145 90 198 sqg. mi.
LFMH 5% 10 10 30 80 32 2 2 1 1 10 90 350 145 90 198 sqg. mi.
Totals = 59 59 186 460 220 570 2200 860 540 1222 sg. mi.
3 CASTLE III 12 12 48 100 60 3 3 1 1 30 150 500 175 125 295 sg. mi.
SFMH 3* 3 3 11 30 16 30 150 50 30 72 sq. mi.
SFMH 4* 6 6 19 50 28 55 250 80 50 128 sg. mi.
LFMH 5% 10 10 30 80 32 2 2 1 1 10 90 350 145 90 198 sqg. mi.
LFMH 5% 10 10 30 80 32 2 2 1 1 10 90 350 145 90 198 sqg. mi.
LFMH 5%* 10 10 30 80 32 2 2 1 1 10 90 350 145 90 198 sg. mi.
LFMH 5%* 10 10 30 80 32 2 2 1 1 10 90 350 145 90 198 sqg, mi.
CAS. I/A* 22 22 75 175 116 250 925 210 125 620 sq. mi.
Totals = 83 83 273 675 348 845 3225 1095 690 1907 sg. mi.
4 CASTLE IV 15 15 60 150 72 4 3 1 2 50 200 600 250 150 385 sg. mi.
SFMH 3* 3 3 11 30 16 30 150 50 30 72 sq. mi.
SFMH 4* 6 6 19 50 28 55 250 80 50 128 sqg. mi.
LFMH 5%* 10 10 30 80 32 2 2 1 1 10 90 350 145 90 198 sg. mi.
LFMH 5% 10 10 30 80 32 2 2 1 1 10 90 350 145 90 198 sqg. mi.
LFMH 5% 10 10 30 80 32 2 2 1 1 10 90 350 145 90 198 sqg. mi.
CAS. I /A* 22 22 75 175 116 250 925 210 125 620 sqg. mi.
CAS. I/13* 30 30 100 250 152 330 1200 285 155 802 sg. mi.
CAS. I/C* 37 37 125 300 196 440 1600 360 205 930 sq. mi.
Totals = 143 143 480 1195 676 1575 5775 1670 985 3531 sqg. mi.
5 CASTLE V 20 20 80 200 84 5 3 1 2 50 250 800 350 200 485 sg. mi.
LFMH 5%* 10 10 30 80 32 2 2 1 1 10 90 350 145 90 198 sg. mi.
LFMH 5% 10 10 30 80 32 2 2 1 1 10 90 350 145 90 198 sqg. mi.
LFMH 5% 10 10 30 80 32 2 2 1 1 10 90 350 145 90 198 sqg. mi.
LFMH 5% 10 10 30 80 32 2 2 1 1 10 90 350 145 90 198 sqg. mi.
LFMH 5% 10 10 30 80 32 90 350 145 90 198 sqg. mi.
CAS. I/A* 22 22 75 175 116 250 925 210 125 620 sqg. mi.
CAS. I/13* 30 30 100 250 152 330 1200 285 155 802 sg. mi.
CAS. I/C* 37 37 125 300 196 440 1600 360 205 930 sq. mi.
CAsS. II* 59 59 186 450 208 545 2100 810 515 1184 sqg. mi.
Totals = 218 218 716 1775 916 2265 8375 2740 1650 5011 sqg. mi.
6 CASTLE VI 25 25 100 250 100 5 4 1 2 100 300 1000 500 300 617 sq. mi.
LFMH 5* 10 10 30 80 32 2 2 1 1 10 90 350 145 90 198 sqg. mi.
LFMH 5% 10 10 30 80 32 2 2 1 1 10 90 350 145 90 198 sqg. mi.
LFMH 5* 10 10 30 80 32 2 2 1 1 10 90 350 145 90 198 sq, mi.
LFMH 5% 10 10 30 80 32 2 2 1 1 10 90 350 145 90 198 sq. mi.
CAS. I/A* 22 22 75 175 116 250 925 210 125 620 sg. mi.
CAS. I/13* 30 30 100 250 152 330 1200 285 155 802 sg. mi.
CAS. I/C* 37 37 125 300 196 440 1600 360 205 930 sq. mi.
CAs. II* 59 59 186 450 208 545 2100 810 515 1184 sqg. mi.
CAS. II* 59 59 186 450 208 545 2100 810 515 1 184 sqg, mi.
CAS. III* 83 83 273 675 348 845 3225 1095 690 1907 sg. mi,
Totals = 355 355 1165 2870 1456 3615 13550 4650 2865 8036 sqg. mi.

Table V: Baronial Holdings, Frontier Manor

Men in Service to Overlord
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Fief's Rent from Area of

1d6é Holding Kts sqr sgt Men P. Sgt Bks Arm Scr Chap mer Yeoman Serfs Revenue Vassals Holdina
1 CASTLE I 10 10 36 50 36 100 300 100 75 225 sqg. mi.
LFMH 3* 8 8 25 65 36 80 275 75 25 171 sqg. mi.
LFMH 3* 8 8 25 65 36 80 275 75 25 171 sqg. mi.
SK 4* 11 11 35 100 52 110 400 100 40 257 sq. mi.
SK 4% 11 11 35 100 52 110 400 100 40 257 sq. mi.
SK 5* 18 18 60 150 96 220 800 175 90 385 sqg. mi.
Totals = 66 66 216 530 308 700 2450 625 295 1466 sq. mi.
2 CASTLE II 10 10 36 60 48 125 400 150 100 230 sqg, mi.
LFMH 3* 8 8 25 65 36 80 275 75 25 171 sg. mi.
LFMH 3* 8 8 25 65 36 80 275 75 25 171 sq. mi.
SK 4* 11 11 35 100 52 110 400 100 40 257 sqg. mi.
SK 4* 11 11 35 100 52 110 400 100 40 257 sq. mi.
SK 5* 18 18 60 150 96 220 800 175 90 385 sqg. mi.
SK 5% 18 18 60 150 96 220 800 175 90 385 sq. mi.
Totals = 84 84 276 690 416 945 3350 850 410 1856 sg. mi.
3 CASTLE III 12 12 48 100 60 150 500 175 125 295 sq. mi.
LFMH 3* 8 8 25 65 36 80 275 75 25 171 sg. mi.
LFMH 3* 8 8 25 65 36 80 275 75 25 171 sg. mi.
SK 4% 11 11 35 100 52 110 400 100 40 257 sq. mi.
SK 4% 11 11 35 100 52 110 400 100 40 257 sq. mi.
SK 4* 11 11 35 100 52 110 400 100 40 257 sq. mi.
SK 5* 18 18 60 150 96 220 800 175 90 385 sg. mi.
CAS. I/C 37 37 125 300 196 440 1600 360 205 930 sqg. mi.
Totals = 116 116 388 980 580 1 300 4650 1 160 590 2723 sq. mi.
4 CASTLE IV 15 15 60 150 72 200 600 250 150 385 sqg. mi.
LFMH 3* 8 8 25 65 36 80 275 75 25 171 sg. mi.
LFMH 3* 8 8 25 65 36 80 275 75 25 171 sqg. mi.
SK 4* 11 11 35 100 52 110 400 100 40 257 sq. mi.
SK 4% 11 11 35 100 52 110 400 100 40 257 sq. mi.
SK 5* 18 18 60 150 96 220 800 175 90 385 sqg. mi.
CAs. I/C 37 37 125 300 196 440 1600 360 205 930 sqg. mi.
CAS. I/D 45 45 150 375 232 520 1875 435 235 1112 sg. mi.
CAS. I/E 50 50 165 415 252 570 2025 485 250 1208 sg. mi.
Totals = 203 203 680 1720 1024 2330 8250 2055 1060 4876 sqg. mi.
5 CASTLE V 20 20 80 200 84 250 800 350 200 485 sqg. mi.
LFMH 3* 8 8 25 65 36 80 275 75 25 171 sqg. mi.
LFMH 3* 8 8 25 65 36 80 275 75 25 171 sq. mi.
SK 4* 11 11 35 100 52 110 400 100 40 257 sq. mi.
SK 4* 11 11 35 100 52 110 400 100 40 257 sq. mi.
SK 5* 18 18 60 150 96 220 800 175 90 385 sg. mi.
CAS. 1/C* 37 37 125 300 196 440 1600 360 205 930 sqg. mi.
CAS. I/D* 45 45 150 375 232 520 1875 435 235 1112 sg. mi.
CAS. I/E* 50 50 165 415 252 570 2025 485 250 1208 sg, mi.
CAS. II* 84 84 276 690 416 945 3350 850 410 1856 sqg. mi.
Totals = 292 292 976 2460 1452 3325 11800 3005 1520 6832 sq. mi.
6 CASTLE VI 25 25 100 250 100 300 1000 500 300 617 sqg. mi.
LFMH 3* 8 8 25 65 36 80 275 75 25 171 sq, mi.
SK 4* 11 11 35 100 52 110 400 100 40 257 sq. mi.
SK 4* 11 11 35 100 52 110 400 100 40 257 sg. mi.
SK 5* 18 18 60 150 96 220 800 175 90 385 sg. mi.
CAS. I/C* 37 37 125 300 196 440 1600 360 205 930 sq. mi.
CAS. I/D* 45 45 150 375 232 520 1875 435 235 1112 sg. mi.
CAS. I/E* 50 50 165 415 252 570 2025 485 250 1208 sqg. mi.
CAS. I/F* 55 55 180 485 272 620 2175 530 265 1294 sq. mi.
CAS. II* 84 84 276 690 416 945 3350 850 410 1856 sq. mi.
CAS. III* 116 116 388 980 580 1300 4650 1160 590 2466 sq. mi.

Totals = 460 460 1539 3910 2284 5215 18550 4770 2450 10553 sg. mi.
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Table VI: Towns

1d20 Population Wall Citadel Mer.Sgt Mer Men Militia Tax to overlord Tax to town
1 250 - - - - 20-30 8gp 8gp

2 500 - - - - 50-70 15gp 15gp
3 1000+ 18" - 4 10 80 30gp 30gp
4 1500+ 18" - 8 20 100 50gp 50gp
5 2000+ 18" - 8 20 125 60gp 60gp
6 3000+ 18" SK 35' 12 30 200 100gp 100gp
7 4000+ 18" SK 35" 12 40 250 125gp 125gp
8 5000+ 18" SK 35" 20 50 400 175gp 150gp
9 6000+ 18" SK 35" 24 70 500 200gp 175gp
10 7000+ 25" I Cas 30 90 600 250gp 200gp
11 8000+ 25" I Cas 32 100 700 280gp 220gp
12 9000+ 25" I Cas 40 125 800 320gp 230gp
13 10000+ 25" II Cas 48 150 1000 350gp 250gp
14 12500+ 25" III Cas 60 175 1250 420gp 300gp
15 15000+ 25" IV Cas 75 200 1500 500gp 350g9p
16 17500+ 25" IV Cas 100 250 1750 600gp 400gp
17 20000+ 25" V Cas 125 300 2000 680gp 450gp
18 25000+ 30" VI Cas 150 350 2500 750gp 500gp
19 30000+ 30" VI Cas 175 400 3000 800gp 550gp
20 40000+ 35" VI Cas 200 500 4000 900gp 600gp
Population = Adult citizens 20% are fit for Military service.

Wall = Height of Wall surrounding town, 25'+ walls have moats. All Walls have one or more Fortified Gates.
Citadel = Type of inner fortification commanding the town.

Mer. Sgts = Mercenary Sergeants employed by town.

Mer Men = Mercenary Men-At-Arms employed by town.

Tax to overlord = Taxes paid to Overlord if Town not Chartered or Independent.

Tax to town = The Monthly Revenue generated by town.

Ffeudal Rights and Gbligations

fn return for a grant of land a vassal assumed certain
‘obligations which were attached to his title to the holding
PMand failure to discharge them could result in dishonor and
M the loss of the fief. Neither was the Overlord free of
obligation, for he was expected to guarantee the right of his
vassal to hold and enjoy the lands granted to him. Many of the
“rules” of conduct in Chivalry & Sorcery are therefore restatements
of the real customs and laws of the Feudal Age.

MILITARY SERVICE: A vassal is obliged to provide fighting men for
60 days when his lord goes to war. In Chivalry & Sorcery this means
bringing 1/2 of the basic forces which a vassal possesses
(excluding serfs): All costs are absorbed by the vassal until the
61lst day, when the Overlord must begin paying the troops or they
are free to return home. The purists will note that 40 days of
service were common in Medieval Europe, but 60 days will prove
easier to manage and more satisfactory to effective campaigning.
SCUTAGE: Instead of providing military service, a vassal may pay to
his Overlord the amount of money required to hire Mercenaries to
serve in the place of the troops owed.

DEFENSIVE WAR: When an Overlord or his vassal is attacked by
enemies, each is under a strict obligation to come to the aid of
the other for as long as is necessary to drive the foe from the
land. While the obligation does not extend to suicidal measures, it
does demand that an honest attempt be made. If an Overlord fails in
his obligation to defend and protect his vassal, the vassal is free

to honourably seek another Lord who will protect his interests. In
such an instance, the charge of “treason” is hard to press against
a vassal, for his Lord will have to expose to world view his own
“betrayal.” However if a vassal does not come to the aid of his
lord, he is open to the charge of “treason;” and when his Lord is
finally free to deal with the matter the vassal will be in grievous
difficulty.

ESCHEAT PROPTER DELICTOM TENENTIS: If the vassal commits a felony
and 1s convicted of the offense, the land “escheats” to the
Overlord. Treason and breaches of faith arising out of feudal
obligation are the most common causes of land reverting to the
Lord. While a trial in court or on the field of honor in Trial by
Combat a 1’Outrance (to the death) is usually necessary to prove
the charge, a deliberate refusal of the accused to answer the
charges is an admission of guilt and the land automatically reverts
to the Overlord. The vassal can be declared outlaw in such
instances and slain on sight, but he is usually slain in defense of
his lands when the Overlord comes with an army to recover his
property.

PRIVATE WAR: While wars are fought between nations, they are also
fought between Lords who are political rivals or who have grudges
to settle. Generally, the right of “private war” is not regarded by
Overlords to extend to their vassals--especially when both sides
include vassals of the same lord. To discourage the practice,
Overlords deal sternly with offenders who have no valid reasons for
their actions. RELIEF: When a new tenant succeeds to land, the
Overlord is entitled to 1-100% of the annual net income of a
Knight’s fief and 1-20% of the net annual income of a Baronial
holding. If the fief is held directly from the King, “proof ” has
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to be provided in the courts that the new tenant is the rightful

heir. Proof tends to cost about 10% of the annual net income of the
holding, in addition to “relief.”
AIDS: An Overlord can levy a special assessment against vassals on

three occasions:

1. Ransom: When the Overlord is captured, he can require his
vassals to pay 3/4 of the amount, divided amongst them
according to their net incomes. A maximum of one ransom
may be requested per year of any vassal.

2. Knighting the Eldest Son: The knighting of one’s son and
heir is an expensive business because honor demands a
lavish ceremony and Tournament. To help with the costs of
such a spectacle, an Overlord can demand 1 month’s net
income from each of his vassals.

3. Marriage of the Eldest Daughter: An Overlord usually
married off his eldest daughter to cement an important
alliance, so a considerable dowry was necessary. Again, 1
month’s net income can be demanded from each vassal to
defray costs.

WARDSHIP: Whenever an existing tenant dies leaving a male heir
under 21 or female under 25, the Overlord has the right to control
the estate until his ward is old enough to assume tenancy. All of
the income of the estate may be used as the Overlord wishes, and he
may administer the lands as he sees fit, with a restriction being
placed only on his selling, mortgaging or granting it to another.
As for the ward, the Overlord has the right to choose anyone he
wants as a marriage partner for his ward. If the ward refuses a
proper marriage, a full year’s net income must be paid to the
guardian. If the ward marries without the guardian’s consent, two
years’ net income is forfeited to the guardian. Finally, upon
reaching majority a ward must sue for “livery” or the right to
enforce delivery of the land. For this privilege the Overlord is
paid 50% of the net income of the land. Wardship is “assignable,”
furthermore; as a reward to a faithful vassal, an Overlord may
grant him wardship of a minor and his estates.

PAYING COURT: A vassal is expected to wait upon the pleasure of his
Overlord at those times when his suzerain desires a great retinue
to give prestige to his baronial court or to his entourage when he
goes to tournaments. At such gatherings, large numbers of loyal
vassals are a visible reminder to other Lords that a noble has
ample military power at his disposal. Also, a vassal may be called
upon to assist in dispensing justice-a matter of great
responsibility for the judges so appointed. In general a vassal who
fails in these matters will earn his Lord’s displeasure.

HOSPITALITY: A vassal is expected to render his Lord proper
hospitality when he has been honored by a visit. For his part the
Overlord will hopefully refrain from taxing the resources of his
vassal by bringing a great entourage that will despoil the castle
larder for months to come. Needless to say, such “visitations” are
widely considered to be mixed blessings.

LOYALTY: A vassal must never betray his Lord’s Secrets to anyone
not in the Lord’s own following and privy to the Lord’s confidence.
Nor may he go over to the side of his Lord’s enemies or repudiate
his vows of homage. To do so is “treason” the most foul of all
feudal crimes. However, it should again be noted that a major
violation of the vassal’s rights by his Overlord may give grounds
for changing allegiance, provided it is not in a time of dire
emergency and is not an act designed to place one’s Overlord in
grave jeopardy. In return and Overlord is obligated to show “good
faith” toward a loyal vassal, treating him justly and showing him
favor when he does a great service for the Overlord.

Feudal obligation can best be summed up in the ceremonies of
“homage” and “fealty” conducted to seal the relationship of
suzerain and vassal. The traditional oath of homage and the
response are as follows:

“Sire, I enter into your homage and faith and become your man by
mouth and hands, and I swear and promise to keep faith and loyalty
to you against all others, saving only the just rights of those
from whom I hold other fiefs and rights, and I swear to guard your
rights with all my strength and my Life.”

“We do promise you, our faithful vassal, that we and our heirs will
guarantee to you the lands held of us, to you and your heirs
against every creature with all our power, to hold these lands and
enjoy their use in peace and in quiet.”

Technically, the first oath is the “homage,” the vow to serve
faithfully. It is utterly binding because upon it rests the claim
of the fiefholder to his lands. To break one’s oath of “homage” is
to renounce title. The second oath is that of suzerain to vassal to
give personal protection to all the rights of his vassal so long as
he remains loyal.

The second oath sworn is the “fealty,” which the vassal swears upon
holy relics:

“In the name of God and in reverence of these sacred relics, T
swear that I will truly keep the vow which I have taken and will
always remain faithful to my liege lord.”

Upon swearing fealty, the vassal is ceremoniously handed a lance,
glove, baton, or some other symbol indicating that he has been
“invested” in the possession of his fief.
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High Justice

igh Justice is a right reserved to the nobility and
‘ favoured knights. A person’s rank in society is determined
Bby birth and, as such, is divine in origin. Thus the
nobility is seen as privileged in the eyes of God and it is
their divine right to rule those below their social station.
Because of the high station of the nobility, the only major crimes
for them are:

Treason against one’s liege lord.

Rebellion against one’s liege lord.

Conspiracy against one’s liege lord.

The penalty for any of these crimes is either Trial of Arms a
1’Outrance or the headsman’s axe after a trial by one’s peers.

power of High Justice was vested in the King’s High Justices,
King and the great Tenants-in-Chief, and a few picked Knights.

The
the

If a noble vassal is treated unfairly, he could stage an honorable
rebellion against his suzerain. The degree of punishment exacted
must be equal to the crime, and depending upon the nature of the
oppression which drove him to rebellion there are five degrees of
severity in the punishments:

1. Temporary loss of honour. Dishonour could last 1 month to
1 year.
2. Disgrace or permanent loss of honour, subject to the

performance of a great deed to restore that honor.
3. Disgrace and loss of lands.

4. Disgrace, loss of lands, and banishment.

5. Death.

The bonds between the Overlord and his vassals are dependent on the
honour and loyalty of both, so both must show strong will and
discipline in their dealings with each other. A charge made by an
Overlord against a vassal must be proved; otherwise dissention
could result among the other vassals.

Yot Justice

Q ow Justice or Common Justice was reserved for the Commoners
and was administered by the King’s Justices and by the
Baronial Courts. There are five distinct groups of crime

il under this heading:

1. HIGH CRIMES: All offenses in this section carry the death
penalty:
Treason, Rebellion, Conspiracy, Espionage: death by
hanging, drawing, and quartering. Immediate members of
the family may also be subject to punishment. All lands
forfeit.
Murder: death by hanging.

Poisoning: death by burning at the stake.

Cannibalism or Skinning Human Bodies:
thrown to wild dogs.

death by being

Perjury: death by hanging. The offense includes lying
under oath in Court and also making false accusations

Smuggling: death by hanging.

Desecration of a Church: death by impalement.
Streetwalking: death by hanging.

death

Bearing Chivalric Arms:10 lashes; second offense:
by hanging, drawing, and quartering.

Riding a Horse: 10 lashes. However, Petit Sergeants and
wealthy Commoners tend to have special rights in such
cases and are not charged. Members of the military are
exempt from this law.

Arson: Death by hanging or burning at the stake

Striking a “Fool”: 5 lashes. Feeble-minded folk are
protected from abuse by law.

2. THEFT:
Piracy: death by hanging or 1000 lashes.

Debt: If a debt is not paid in the agreed time,
aggrieved party may sue for payment. This may bring the
seizure of goods, monies, or land to pay the debt. Nobles
secure their debts with sealed deeds (promises) which
even a Commoner can enforce in a Court to recover the
money owed to him. An impoverished Commoner can be forced
into service to pay off a debt he is unable to satisfy.
Refusal to make enforced payment by service is punishable
by death if the debtor runs away. Breach of Contract:
Failure to live up to one’s word is to become
“dishonored.” In the business world, that is committing
financial suicide for no one will deal with a man who
breaks business agreements. Recovery of losses can be

the
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obtained in Court.
Horse Theft: death by hanging.

Theft of Pepper or Silk: death by the cutting of the
throat.

Robbery on the King’s Highroad: death by hanging

Poaching in the Royal Forest: loss of a hand. The offense
also applies to poaching in a forest belonging to a
noble.

Theft of a Beast of Burden: 24 lashes.

Cattle “Lifting”: 24 lashes. This offense include the
theft of such animals as goats, sheep, etc., not just
cattle.

Mugging: 24 lashes. A second offense brings loss of a
hand and branding. A third offense carries the penalty of
death by hanging.

Cutpurse: 24 lashes. A second offense brings loss of a
hand and branding. The crime includes all forms of non-
violent theft.

fact include both intentional
property or injury to persons.
against each other for Torts.

3. Torts: These “crimes” in
and accidental damage to
Nobles may bring actions

Destruction of Another’s Property: compensation if
unintentional; double or triple damages (punitive) if
intentional. Commoners receive 24 lashes for intentional
tort.

Injury to Person: compensation. A commoner will receive
10sp + ldésp per damage point suffered. A Nobleman (if he
does not cut the offender down on the spot) will receive
lgp + 2dégp per damage point. This is tripled for titled
nobles. If the offense was deliberate, a commoner will be
charged with Assault as well and may receive 24 lashes if
he struck a Commoner. A deliberate offense against a
Nobleman is Rebellion and punishable by death. Nobles
will always resort to Trial by Combat or the Pas des
Armes to settle such matters between themselves as an
affair of honour.

Replevin: An action to recover property wrongfully taken
from the owner. Such an action is in addition to any
other charges that might be pending. Nobles are forced to
resort to such actions if they are not prepared to go to
Private War with another noble. Generally, such
complaints are heard in the Royal Courts, but a vassal
may raise the issue when it concerns another vassal by
bringing the action in the Court of their Overlord. If
the property cannot be restored or is restored in damaged
condition, appropriate compensation must be paid.

4. BUSINESS LAW:

Usury: Except for non-believers and certain privileged
foreign bankers, the charging of interest on a loan is
banned. The penalty is 1-3 times the interest paid as a
fine to the Court. Only Bankers and moneylenders and
moneychangers are exempt.

Fraud: Any false representation of goods or making false
promises is punishable by fines and also restitution to
the injured party. The amount of the fine tends to be 1-3
times the profit made on the “shady” deal.

5. LAW OF VASSALS IN LIVERY: The Knight is the Lord of his
lands and his word is generally law to those living in
his domain. However, unless he is totally evil, he will
give Low Justice tempered with mercy and understanding.
Because the average Knight has only a few vassals to deal
with, he can take a personal interest in his subjects and
take into account circumstances which go far beyond the
crime itself.

A noble can pass his own codes in his domain, but for the
most part such “laws” deal with breach of custom and the
“common Law.” He does have special rights, however, such
as being able to charge tolls for crossing his land,
etc., which he can enforce against strangers. However, he
has no jurisdiction over the King’s Highroad except to
act as a peace officer and arrest wrongdoers.

The worst breach of law, next to capital crimes, that a
Serf can commit is to run away from the domain of his
Lord. A Serf is bound to the land until released by his
Lord, and unless he lives for a year and a day within the
boundaries of a town, he can be apprehended and returned
to his Lord. A recaptured Serf will have to throw himself
upon the mercy of his Lord, for in such matters the
fiefholder has the power of life and death.

Canon Law

anon Law is Church Law. In feudal Europe the Church was a
most potent force, comparable to the greatest of nobles and
Kings. The Church based its authority on divine right, and
claimed the sole prerogative of trying all members of its
institutions. In this regard, all breaches of the law except for
High Justice were dealt with in Canonical Courts. A sentence for
such breaches of law tended to be much less severe than in the Lay
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Courts. However, it was not until the 13th Century that a noble of
great power was assured of great difficulty if he put a cleric on
trial in his own Court. Thus, as one grand scenario in Chivalry &

Sorcery, the question of Church and State prerogatives can be
fought out again--remember St. Thomas a Becket and Henry II of
England?

Canon Law did extend to all members of the land with regard to five
crimes.

All men are bound by their Covenant with God and a man who breaks
that bond, however high his rank or great his power it not above
Divine Justice. To enforce these laws, the Church hierarchy would
resort to Excommunication, Interdict, and any other prescription
they felt would be effective. Since the vast majority of the
population was deeply religious and desperately feared a total ban
on Church activities on their behalf, even Kings had to answer for
crimes against God:

ATHEISM: stating publicly that there is no God.

HERESY: denying the Church as the representative of God on earth or

Church doctrine and dogma as being true and correct.

BLASPHEMY: showing abuse or contempt for God and/or
false prophets or gods in the place of the one true

presenting
God.

SACRILEGE:
etc.

desecrating sacred and holy relics, books, churches,

WITCHCRAFT: practising the art of Black Magick to harm or injure
someone or his property, or consorting with the Demons and Devils
of Hell. Note: The practice of Magick as such is not “witchcraft”
until it is used to do harm to someone in a way that a Court would
interpret as premeditated like any other crime. Dealing with the
Powers of Darkness is, however, utterly forbidden.

Depending upon the severity of the crime, the character of the
accused (alignment and past conduct of the character are important
here), and his repentance, the sentence will range in Chivalry &
Sorcery from a severe penance to a dangerous Quest to atone for
crimes of a somewhat defensible nature. Blatant violations,
however, are punishable by death and denial of final rites.
Excommunication and eternal damnation may be part of the sentence,
which prevents resurrection of a character by any lawful Cleric.
The death penalty usually takes the form of hanging on the bucket,
burning at the stake, or impalement.

Administering Justice in the Game

Chivalry & Sorcery differs from most previous campaign games of its
general type in that it assumes the existence of a society bound by
laws. This is partly the result of the fact that men always live by
laws, even bad ones. (It is also a reflection of the general
disgust many players have with the lawless ego-trippers who delight
in butchering anyone with a player weaker than they have.) If there
are no witnesses, a crime can probably go undiscovered so long as
Magick is not employed to find the truth. If there are witnesses,
one can rest assured that a crime will be reported. In the
countryside, there is a 10% chance that someone will witness the
crime or else evidence pointing the finger of suspicion in the
right direction. In the towns, villages, castles, etc., there is a
50% chance that there will be witnesses. Such witnesses may not be
readily observable. In the case of Thieves, there is provision for
being able to perform a criminal act without being observed.

Trials should be conducted on the basis of the guilty being found
guilty. Players know the facts of the matter and if an accusation
is brought, a majority vote by the players present is sufficient to
convict. It should be remembered that nobles have the right to a
Trial by Combat, and it is up to the accusing character to provide
the Champion to oppose the accused on the field of honour.

If a player has a character capable of determining guilt or
innocence (for example, a Baron), and he has the accused in his
power, he can try him and pass sentence. If a miscarriage of
justice occurs, others must bring the judge to account. Always
remember that nobles are able to “free-wheel” within their domains
so long as no one else is able to stop them. Only considerations of
“honour” limit the actions of the nobility.

Treason is a crime which may be “tested” in the field of battle as
well as in a Trial at Arms between individuals. The offended Lord
has the right to refuse Trial at Arms and may resort to military
action to settle the matter. A Lord may also step forward to settle
any disputes between his vassals in his Baronial Court. Vassals
summoned to such a court either appear or risk “treason” charges
for contempt.
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ore important to the Knight than his whole panoply of war,
even his treasured sword, is his Destrier. What is a Knight
Jwithout his horse? Few indeed are the men whom even the
best of barons will set above his favorite Destrier. A
Knight’s horse is his comrade-in-arms in the hunt, in the Tourney,
and in battle. Only by their speed, intelligence, and training do
they save the lives of Knights when Squire and vassal avail not.
When a Knight’s charger fails him, he commends his soul to the
saints--for soon he will be in Purgatory.

From boyhood a Knight has almost lived in the saddle. When in
danger, he knows all the capacities if his charger and trusts him
as a result. Such a companion is to be treated with care and
respect. He is fed daintily; he is combed and tricked out like a
beautiful woman; and when ill, he is physicked and administered to
with more wisdom and concern than would be vouchsafed to most
members of the castle. Woe to the unhappy Squire who cares not well
for his lord’s horse!

Stories abound of how horses have succored their masters or stood
watch over them when sleeping, giving warning at the approach of
enemies. There is even a tale which recounts how a Knight returned
home after seven years, much changed by his many hardships, and was
not recognized by his family or betrothed, but was by his favorite
Destrier.

In a very rare while, a Great Horse chances upon the scene. He is
capable of speech like a man, and possesses attributes like those
of any other character--but always with above average intelligence,
wisdom, dexterity, strength, and constitution. Even an
inexperienced Knight mounted on such a horse is the equal of the
great warriors of the realm, and an experienced Knight is virtually
an unbeatable opponent; for so united are man and horse that the
lance always speeds true, the position is always gained for the
most advantageous blow, and so powerful and sure of foot is the
charger that the Knight need never fear his stumbling or falling in
the press of the melee.

When determining the quality of warhorse acquired, the following
tables are used. For a cost of 500 SP, an “average” warhorse is
obtained, and one die is thrown. If 1500 SP are expended, two dice
are thrown, and 1 is added to the total. if 5000 SP are expended,
three dice are thrown, and no score below 10 is allowed (roll
again) :

AVERAGE WARHORSE:

1-2 The horse is a “nag,” a passable riding horse perhaps, but
hopeless in a good fight. He is untrainable to combat,
shies away from bodies on the ground, and stumbles +5% more
often when “bumped” by other horses or when passing over
“littered” ground. He seems to get out of position whenever
his rider is about to strike a blow, so -5% hit
probability. Last, and worst of all, he will likely run off
75% of the time when his rider is unhorsed.

3-5 The horse is a good, honest warhorse, trainable to combat
and reliable in a fight.

6 The horse appears to have “promise.” Check on the “Superior
Warhorse” Table.

SUPERIOR WARHORSE

2-5 The horse is a good, honest warhorse, trainable to combat
and reliable in a fight. However, despite his promising
appearance, he is only “average.”

6-10 A fine warhorse, quick on his feet, and dependable in a
fight. in the melee he has 10' extra speed, stumbles or
falls -5% as often, and is capable of 10 more miles a day
across country than is the average horse.

11 A very fine warhorse, quick on his feet, and most
dependable in a fight. He will come when called and stand
for his master to remount. In the melee, he has 20' extra
speed, stumbles or falls -5% as often, and places his rider
so that he may strike a blow accurately +5% of the time.
Across country, he is capable of 20 miles more than the
average horse.

12 A real find: This horse has the makings of a “Great Horse:”
Roll 3 dice.

GREAT WARHORSE

10-13 A superb warhorse, very fast, surefooted, and valiant in
battle. In the melee he will come when called and stand for
his master to remount. He has 30' extra speed, stumbles or
falls -5% as often, and is capable of 40 miles more per day
than the average horse.

14-17 A “noble” warhorse, fleet, surefooted, and very strong. In
the melee, he will come when called and stand for his
master to remount, has 40' extra speed, and turns like a
horse of the next lower class (if Light, he gains an extra
level of turn). He never stumbles in littered, broken, or
wet ground; and he falls -10% of the time when “bumped” by
other horses. He can carry 50 Dragons of extra weight per
level (Light, Medium, Heavy) without fatiguing. He may also
travel an additional 50 miles more per day than the average
horse.

18 A “Great Horse” who is fleet, surefooted, strong, and
intelligent. In the melee, he has Light Horse speed plus
50’ extra speed, turns like a Light Horse +1 level of turn,
and never stumbles in littered, broken, or wet ground. He
also has a -15% chance of a bad fall caused by other horses
“bumping” him. He is capable of traveling 100 miles extra
per day across country without any excessive fatigue, and
he may bear an additional 100 Dragons of weight/level. Also
check his IQ. If he has an IQ of 8-12, he “talks” and can
learn one language per IQ point from base 8. Languages are
learned at 1 per level risen by the owner. If the horse has
an IQ of 13+, he can learn one language per IQ point above
base 8. He also knows 1 “Natural Magick” spell of Level I
for each IQ point from base 13, with a 90% chance of
casting correctly with no backfire. He may cast 1 spell per
day for each IQ point from base 12. In all cases, he can
find his way home or to a place he has been within the
month. He is a loyal horse and cannot be bought or sold
with only his permission (he will be treacherous if taken
forcibly). Permission is given only if he “likes” the buyer
(25% chance + 5% for each Lawful point closer to 3 from
Law; -5% for each Chaos point). Theft brings escape at the
first opportunity.

Encumbrance Cross
Weight Effect Per 25 Dr. Country Average Maximum
Class of Horse Capacit Excess Weight Range Speed Speed

Riding Palfrey 325 Dr. -10'/-5mph/-5 miles 50 miles 12 mph 25 mph
Light Warhorse 375 Dr. =-10'/-4mph/-5 miles 75 miles 15 mph 27 mph
Medium Warhorse 600 Dr. -10'/-4mph/-5 miles 75 miles 12 mph 24 mph
Heavy Warhorse 750 Dr. -10'/-3mph/-5 miles 75 miles 10 mph 22 mph

Class of Horse Bod Fatigue armor $Hit/%$Dodge Attack

Riding Palfrey 10+1-10 1+1-10 1 +5%/-10% 2x WDF MLK 8
Large Hooves
2x WDF MLK 8
Large Hooves
3x WDF MLK 8
Large Hooves
4x WDF MLK 8
Large Hooves
4x WDF MLK 8
Large Hooves

Light Warhorse 15+1-10 3+1-10 1 +15%/-25%

Medium Warhorse 20+1-10 5+1-10 1 +20%/-20%
Heavy Warhorse 25+1-10 8+1-10 1 +25%/-20%

Great Horse B*+1-10 F*+1-10 1 +35%/-30%

Class of Horse Gear Padded Barding Chain Barding Plate Barding

Horse weight weight weight Armor weight Armor weight Armor
Riding 1200 30 Dr. - - - - - -
Palfrey Dr.

Light 1300 30 Dr. 50 Dr. 4 - - - -
Warhorse Dr.

Medium 1500 40 Dr. 60 Dr. 4 130 Dr.7 - -
Warhorse Dr.

Heavy 2000 50 Dr. 70 Dr. 4 160 Dr.7 320 Dr. 8

Warhorse Dr.

Horses lose 1 fatigue point for every mile they are pushed beyond
their range. If ridden at maximum speed cross country for more than
three times the distance they may normally cover in an hour
(average speed), horses lose 10% - 60% of their fatigue points.
Great Horses may be ridden five times the distance they may cover
in an hour at average speed. All horses lose 1 fatigue point per
average hourly distance travelled for each 25 Dr. of excess weight
carried.
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In close combat, horses lose 1 fatigue point per turn after the
fourth turn of combat. An additional fatigue point is lost for each
25 Dr. of excess weight carried.

Great Warhorses have a body and fatigue level equal to the class of
horse to which they belong plus a bonus. They increase their cross
country speed by +1 mph (both average and maximum speeds) per 10
miles extra they can travel in a day.

Horses pushed beyond their fatigue levels begin to take body damage
at the same rate as fatigue is assessed.

Horses recover their full fatigue
hour of rest or walking without a
sleep completely restores fatigue

level at a rate of 2 points per
rider, and 8 hours of rest and
levels.

Body damage heals at 2 points per day. Great Horses double rates of
recovering ratio and body levels. When engaged in close combat,
horses will kick enemies around them. Warhorses are trained in

dressage if Heavy or Great Warhorses and trample their enemies

underfoot with 3 X WDF of damage. All others will shy away from
fallen bodies 50% of the time and trample at 2 x WDF otherwise.
weapon for trampling is, of course, large hooves.

The

The Making of a Knight

;he higher the rank of the baron, the greater his desire

to have many nobly born lads placed in his castle to be
“nourished,” to serve as his squires and to be trained
for Knighthood. It is a friendly courtesy to send word to
an old friend, saying to him, “You have a fine son. Send
him to my castle, where he will be nourished. When he is of ripe
age and trained to arms, I will give him furs and a charger and dub
him Knight.” Of course, it was a high honour for a young man to
enjoy such good fortune. Knights and Petit Nobles often had to send
their sons and younger brothers to the manors of relatively poor
nobles like themselves who could keep only a few Squires, and who
were able to bestow only modest, if honourable, gifts on the youths
in their charge when they were Knighted.

Once enrolled as a Squire, a young man usually learned quickly that
his lord was a second father to him--rebuking and correcting him
with exceeding bluntness. However, he would also assume an equal
and unshirking responsibility for all of a Squire’s training and
upbringing. Thus, whatever else chanced between them, an ex-squire
could fight against his former lord and mentor without sheet
impiety and ingratitude. It is told of the hero Roland that once
Charlemagne struck him in the face to rebuke and chastise him. The
hero prepared to strike back, and a tense moment ensued. Then he
remembered how Charlemagne had “nourished” him as a young man, and
Roland could not strike: He choked back his great anger and
accepted an insult which, to him, no other man might give without
instant and most deadly retaliation.

In his treatise Vincit Qui Se Vincit
written of the making of a Knight:

Anacronus the Sage has

“No father or older brother can enforce a discipline sufficient to
form a growing lad into a proper Knight. The ties of blood often
cause the elder to withhold blows and rebukes when they should be
delivered with immediate and unwavering severity. It is fit and
proper that a young lord should learn to obey before he governs;
for otherwise how can he know what is in the hearts and minds of
those he commands in later years, and is it truly possible that he
could otherwise appreciate the high nobility of his rank when he
becomes Knight?”

Thus sayeth the Sage, and every Squire receives his full share of
harsh and unrelenting discipline, not merely from his lord, but
also from the older and more experienced Squires who take especial
pains to tyrannize over him until they are knighted and leave the
Squire’s quarters. It is only in this way that a Squire learns the
fortitude, self-discipline, and self-confidence required of his
high station. If he can bear the worst that his superiors demand of
him in his long period of training, he can withstand all adversity.

The Squire begins his apprenticeship as a Page, often as early as
the age of seven or eight. At the hands of the gentle women of the
castle, he will learn courtly manners, music, poetry, polite
speech, perhaps some reading and writing from the castle Chaplain,
and all the other skills expected of a person of “gentle” blood.

When he is fourteen or fifteen, he is enrolled as a Squire-in-
Training. He is allowed to carry his lord’s sword, lance, and
shield, and he learns how the experienced Knights use them. Next,
he is given weapons and mail of his own. He quickly learns the
weight of the hauberk and his body fills out and becomes hard with
slabs of muscle as he grows accustomed to the burden. He begins the
tedious training of the tilt yard and discovers that a large
portion of his happiness in life would consist of being able to
hold his lance steady when he is astride a charging destrier, to
strike the point home on a hostile shield and, at the same time, to
remember to keep his knees firmly gripping the sides of his mount
and his own shield covering his breast and head against a mortal
blow. The quintain makes his lessons stay forever in his memory,
for every time he fails to strike the mark fairly, the heavily
padded arm of the mannikin swings around furiously to strike him
from the saddle of his galloping horse: Crouch, charge strike,
recover. Crouch, charge, strike, recover. He must put it to
practice a thousand times, be smashed from horse to pick himself up
from the ground and try again. Then, confident that he has become a
master, he tilts against older Squires, only to be smitten from the
saddle with a force that makes the quintain seem but a mere child’s
plaything: Crouch, charge, strike, recover...until his body is
bruised from head to foot. And also there is the learning of arms,
all the weapons a Knight must use in battle--sword and mace and
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axe--more long hours of practice day after indeterminable day.
Practice, practice until the arm cannot be lifted from the side.
Practice until the sword falls from numbed fingers. No, there is no
resting: There is no time to rest in the fury of the melee.
Practice, practice, practice.

Even as he is learning the arms of war, the Squire also attends to
the needs of his lord. Rising at grey dawn, he goes sleepily to the
stables to curry and grain his lord’s charger. Back to the donjon
to assist his lord to dress, and to wait on his lord and lady at
table. When noble guests arrive, he sees to their proper reception,
prepares their chambers, and attends to their comfort. He also
learns all of the details of his master’s affairs: for his lord now
treats him as a kind of younger self, an extension of his own
personality and will. The Squire learns secrets, acts as
confidential messenger on matters of great delicacy, carries his
lord’s privy purse during journeys, and keeps the keys to the
coffers when at home. He is also continuing his education in all
forms of “courtesy.” He is entrusted with the escort of his lady
and her young daughters. He entertains them and their lady friends
with games, jests, and songs. From them he learns the important
conventions of “Courtly Love,” and the necessity of all good and
gentle Knights of honour women and to champion them in tourney and
battle.

.

To prove his manhood, he kills a great beast, usually a boar or a
bear. As he becomes proficient in the use of arms and horse, and
has grown “mannerly” enough to be seen in public, his lord takes
him on expeditions and to tourneys as a Squire-at-Arms. His task is
to stand ready and watchful, for he must rush head-long into the
whirling press to rescue his lord if he is unhorsed and falls under
the hooves of the meleeing chargers. He sometimes has to fight,
too, to prevent his lord from being captured and held to ransom. He
fights other young Squires in the contests held for them in the
tournaments. In war, he is quickly “blooded” as a warrior, perhaps
killing his first man and receiving his first wounds. Out of the
fighting, his body aching with bruises and fatigue, he will see to
his lord’s arms and armor and horse, cook his lord’s meals, and see
to the Knight’s general welfare.

By the time his apprenticeship is ended a Squire is versed in all
of the many stern problems of feudal life. He is confident, too,
for he has mastered all of the many responsibilities thrust upon
him and has learned to give commands with authority and
decisiveness. Ideally, he has become an admirable damoiseau or
“little lord.”

The time for his Knighthood has arrived....

Free giving is the mark of the true nobleman, and the minstrels
praise largesse almost as much as bravery in battle. For he is no
Knight who is not too courteous. Therefore, a Knight can expect
silver to flow through his fingers like water all of his life.
Nobles are notorious for their improvidence, yet the one redeeming
fact of Chivalric 1life is that, though the noble is continually
giving to others, he is also receiving from others just as
constantly. If he honours his vassals with rich gifts, he receives
in turn the high prestige of having such vassals in his service.
Nor does he merely give of his material substance without receiving
material benefit.

There is an incessant exchanging of gifts between allies and
comrades--horses and hawks, furs, armor, weapons, even money. All
of this comes from the labor of the peasants, of course, but even
the villeins will raise loud complaint if their lord does not make
them scramble for their own coppers when he passes by. And at all
times, largesse is never more fulfilling to a lord than in the
moment when a chance comes to do high honour to those who have
served him well and faithfully, bringing honour to him. The
Knighting of a Squire is one of those moments.

When his Squire comes to him, saying the ancient and honoured
formula, “Fair Sire, I demand of you Knighthood,” a lord’s heart
swells. He has come to regard his young charge as almost a son. Now
he feels true pride in his Squire, for it is not all men of noble
rank who may become Knights. Knighthood implies having a minimum of
landed property and the resources to live in aristocratic idleness.
Many poor nobles, and especially the younger sons of poor nobles,
remain spurless bachelors all of their life, joining the church or
fretting upon starving lands or taking service as a mercenary with
some lord in the hope that a stroke of rare fortune may permit
them, in honour, to demand Knighthood of him. Yet, poor though they
may be and resentful or envious of their rich cousins, they thank
the saints that they are above touching the plough or doing other
vulgar work. On the other hand, there are many rich lords who
devote themselves to wasteful idleness, giving the lie to their
rank as true Knights. Thus, when a lord has Knighthood demanded of
him by a worthy Squire, he feels a burst of affection and
generosity that can only mean a lavish ceremony.

In the 0ld Days, it was a simple affair to make a man Knight. Older
warriors strapped a sword to his waist and gave him a buffet on the
shoulder. But those simple times have passed, and men place greater
store on elevation to the high rank of Knight.

On the day before the event, the candidate fasts. In the evening he
takes a ritual bath to symbolize that all of his former sins were
now washed away. Then he goes to the chapel and his armor is placed
before him, at the altar. In his hand he holds his beloved sword,
which he regards as almost a holy object and he holds it before him
to make the sign of the cross. Throughout the long night he stands
or kneels, keeping his “vigil at arms” without food or sleep to
test his self-discipline and to give him time to contemplate the
meaning of Chivalry as he prays to his patron saint. When dawn
comes, the weary candidate arises, confesses his sins to a priest,
and receives the Sacrament at Mass.
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After his vigil in the chapel, the candidate eats a huge breakfast.
He is then attended by the Squires, who arm him in his hauberk and
trappings as true Knight. Then he is conducted into the Great Hall,
and as he enters the brazen war trumpets announce the start of this
most solemn ceremony. The Hall is alive with pageantry and colour,
for the womenfolk have donned their finest gowns and the Knights
wear hauberks shined to brightness and surcoats of blazing hues. He
advances to where his lord stands on the dais at the head of the
hall, and there he is met by his “first sponsor,” perhaps a
relative or a doughty Knight of the household. Deliberately, he
kisses the candidate; then, kneeling he affixes the two golden
spurs to the candidate’s mailed feet. Then his “second” and “third”
sponsors step forward. They pull a dazzling white surcoat over the
candidate’s head and adjust its cape. His helm is placed in the
crook of his left arm. Then they step back as his “fourth sponsor”
steps forward to strap his sword at his side. He speaks a few words
of admonition, telling the young man that he must use it worthily;
to which the candidate responds by lifting up the weapon and
piously kissing the relics set in the hilt.

The four sponsors step back. The lord raises his clenched fist.
“Bow thy head:” he orders sternly. “I will give you the blow!” The
lord gives him a mighty blow that sends him reeling. But the
instant he recovers, the lord seizes him in a comradely embrace.
“Now kneel thee.” The candidate kneels at his lord’s feet, and his
lord taps him three times on the shoulder with his own sword. “in
the name of God, the Saints of Battle, and (the Saint of this
place) I dub thee Knight! Be brave, Sir Knight, and valiant. Recall
that you are of a lineage famous for its courage and honour. Do
nothing base. Honour all Knights. Give to the Poor. Defend women.
Love God. Go!”

The happy Chevalier replies, “I thank you, dear Lord, and may God
hear you. I pray I may always serve and love Him.”

The crowd standing around gives a shout each time the blow of
honour is struck. Then the lord waves to his marshal-at-arms.

“Bring in the mount!”

Immediately the new squire to the new Knight appears, leading a
charger of war, faultlessly groomed and in beautiful harness, the
gift of the lord to his loyal charge. The Knight steps forward.
This is an anxious moment, for he must leap into the saddle in
heavy hauberk and helmet and without touching foot to stirrup. From
the time he is in his cradle, the mother of a young noble will
discuss with his father, “Will he make the leap when he is
Knighted?” It is one of the great tests of a martial education, and
it must be taken with the utmost publicity. Truth to be told, the
candidate has been practicing the maneuver for more than a month.
It is done! He holds his charger motionless while his Squire brings
him his shield painted with his own arms and his lance with its
long pennon. He now rides his steed through all manner of gallops
and caracoles. Out the doors of the Great Hall he rides, followed
by all the assemblage to the tilt yard. He charges the quintrain,
that hated foe of all Squires, and shatters its shield with a
superbly placed blow. Again, this is an inescapable test, and the
young Knight passes it.

The ceremony is completed. Noble appetites have been nobly whetted,
and the company retires to the Great Hall, where the cooks have
prepared great joints of meat, roast poultry, pasties, and other
delicacies. There is a long bout of gorging and drinking, to the
accompaniment of minstrels and the cavorting and juggling of
skilled jongleurs.

In Chivalry & Sorcery a Squire requires four levels of training
before he may qualify for Knighthood. However, if he is an
experienced Sergeant, with seven levels of experience, he may
qualify immediately. Yeomen and others who have not trained in the
use of the lance, heavy armor, and horse, must do six levels of
training if inexperienced, and four if experienced. Knighthood is
not easily won. Only those born to it may attain it relatively
quickly. A deed of great valour must be performed to qualify as a
candidate for Knighthood.

Knights have the following abilities:

Ambi
dextr

Experience Favored Hurled Mounted Sense
Level Weapons WeaponsWrestling Combat PrecisionDanger
1 Squire 5 20% 35% 60% - -

2 Squire 5 22% 37% 62% - -

3 Squire 5 25% 40% 66% - -

4 Squire 5 28% 42% 68% - -

5 Knight 5 30% 45% 70% - -

6 Knight 6 35% 47% 72% 1 -

7 Knight 6 40% 50% 74% 1 4%
8 Chevalier 6 45% 52% 76% 1 6%
9 Chevalier 6 50% 55% 78% 2 8%
10 Chevalier 6 55% 57% 80% 2 10%
11 Champion 7 60% 60% 82% 2 12%
12 Champion 7 65% 62% 84% 3 14%
13 Champion 7 70% 65% 86% 3 16%
14 Lord 7 75% 67% 88% 4 18%
15 Lord 7 80% 70% 90% 4 20%
16 Lord 8 85% 72% 92% -5% 5 22%
17 Warlord 8 90% 75% 94% - 5 24%
18 Warlord 8 95% 80% 96% - 6 26%
19 Wwarlord 8 98% 82% 98% - 6 28%
20 Overlord 9 100% 85% 100% - 7 30%

To qualify for knighthood a character must have at least DEX/11
STR/12, CON/11, BV/8, INT/10 and FER/11.

FAVORED WEAPONS: Rarely will a man become proficient with all of
the weapons available. Warriors have a number of weapons for
regular practice and use as Favored Weapons. Such weapons can be
used with the full Hit and Parry Bonuses for PCF. Weapons not
included as Favored Weapons are rated at 1/2 the Hit and Parry
bonuses, and have -1 WDF for damage done. Although a knight can use
a bow for hunting, Bows or Crossbows are considered 'coward
weapons' in combat. Thus knights never use bows when fighting
except for knights errant who have loosed their status and are
ruling a band of Brigands.

HURLED WEAPONS: In addition to the use of the particular weapon in
close combat, the PC must learn to hurl it as well. Hurled weapons
are daggers, hunting spears, hatchet/woodaxe/waraxe/broadaxe (all
of which are treated as one axe for hurling purposes), and the
javelin, which is actually a heavier version of the hunting spear
modified for military use and which can be included in hurling
hunting spears or vice versa.

WRESTLING & FISTICUFFS: Any warrior is able to use his fists, feet,
and grappling holds.

FIGHTING AMBIDEXTROUSLY: This ability confers the ability to fight
with a weapon in each hand. The warrior must have DEX/16+ and
STR/16+, however, if using a LH or H class weapon in the left hand;
otherwise, he is restricted to using L weapons. The number of blows
available with the second weapon is halved, rounded up to the next
whole number. The number in the column is deducted from the Hit and
P&D probabilities. The PCF Hit and Parry Bonuses can be shifted
immediately to the other hand/arm.

MOUNTED COMBAT: The Skill confers the ability to control a mount in
combat. Control will be checked every time these types are involved
in close combat on horseback when an emergency arises. It enables
to employ full Hit and Parry Bonuses when fighting from Horseback
with Favored Weapons, +5% Hit and -5% Parry when fighting foot
troops. Untrained Riders have 1/2 their Bonuses at all times -
being occupied with staying on the horse.

PRECISION: This ability allow the warrior to aim at a specific
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location. When a critical hit is scored, it indicates the number of
pips to add or to subtract on the critical hit location table,
according to the attacker wish.

SENSE DANGER: Experienced warriors have developed a sixth sense and
may be forewarned of any immanent danger. They may sense something
wrong ahead, or they will notice a possible ambush. Such
premonitions do not reveal the nature of the peril, only a rising
of the hackles at the back of one's neck and a general sense of
danger.

Knights In The Medieval Tradition

6 nights have a fine opportunity to carve out a piece of
Jl%,territory for themselves. There are considerable tracts of
uninhabited and unclaimed territory on the borders of

oxll cstablished baronies, and plenty of wilderlands well away
from anyone.

It should not be hard finding a group of commoners in need of
protection. It is in the very nature of the times that there are
plenty of villages lacking a noble protector and probably even more
eager to find one. A knight was more of an heroic barbarian warrior
than anything else, and he was not overly constrained by
considerations of chivalric courtesy and gallantry. Several broad
approaches offer themselves quite readily:

The Landless Knight Errant: The character has nothing save his
arms, armour, horse and prowess at arms going for him. He is a
knight, but without land he is of no-account in the eyes of feudal
landholders. Such a character can engage in almost any activity he
wishes, but in the end, he will be seeking to win land.

Brigandage: A knight-errant can go into the robbery and violence
business. Solitary travellers, merchant caravans, unprotected
villages, even small manors are all prey for him and his
companions. He can be as villainous as he likes. However, remember
that there are heroic knights of virtue who will hunt such brigands
down and give them a taste of justice.

Mercenary Service: A knight errant can enlist as a mercenary - as a
caravan guard or a hired lance in the army of a baron embarking on
a war with a neighbour. There is plenty of trouble in the land, and
fighting men are always in demand. Just wandering about the
countryside looking for work throws a character into "interesting
situations that offer opportunities for advancement. Maybe it is
just a chance at some loot, but sometimes it is a moment in which
he car distinguish himself and receive a grant of land from a
grateful lord

Professional Tournament Knight: A knight errant can always try his
hand at the tournament circuit, riding from tourney to tourney to
break lances with landed knights of substance. Mind you, he had
better be good at his work or he can end up without horse and
armour. On the other hand, with skill and luck, he can win a
handsome stake to back his efforts to win a fief of his own. A
variation on this theme is to defend a bridge - to take up a
blocking position at one end and refusing to let any knight pass
without a pas des armes in an impromptu tournament, "winner take
all", of course.

On a historical note, as a young knight, William Marshal teamed up
with the son of a French count. In one season, the two knights
unhorsed several hundred opponents. That amounts to a lot of
ransomed armour and horseflesh!

Chivalric Knight Errantry: From an historical perspective, the
Chivalric Knight Errant would be a man before his time, but a
landless knight of the Early Feudal Period could have been such a
person Possessing an unusual courtesy and modest manner, he would
ride out to right wrongs and bring justice to the land - thereby
winning for himself great renown. His prey would be brigands,
robber barons. evil sorcerers and assorted supernatural and
monstrous things that go bump in the night! He might also evidence
considerable gallantry in his treatment of women. Rescuing ladies
in distress might also single him out as a very unusual and special
kind of knight.

The Landed Knight: Inheriting land or receiving a grant of land is
the ambition of all knights, but it is especially true in the Early
Feudal Period. A Knight Errant might well acquire land by seizing
it by force of arms or winning it as a reward for exemplary
service. A "brigand", for instance, could kill a local knight and
move into the manor house. If he could hold the place, he might
well legitimise his claim Alternatively, a knight might be told to
carve out a new fief on the border and hold it for his lord. It
might be an abandoned manor pillaged by raiders. It could be a
wilderness that needs taming, right down to clearing the land and
building a fortified manor house and village for the peasants.

Robber Barons: Not only landless brigand knights, but even those
with lands (including powerful lords) are not above villainy.
Holding up rich merchants and caravans for ransom, and calling it a
“road tax” provides a source of added income and luxury. Taking
prisoner any unknown knights passing through one's lands brings
handsome returns in the form of ransom. So long as one is not
overly heavy handed with one's peasants and does not outrage a
powerful neighbour, a robber baron can get away with quite a bit
and enjoy many interesting diversions.

A Great Lord: The opposite to the robber baron is the goodly lord
who protects his people and puts things right in his demesne. He
also makes war on unruly and troublesome neighbours. Indeed, robber
barons and outlaw knights are his special prey. Not being overly
constrained by chivalric notions, he is quite free to swing them
from the nearest tree when they do fall into his hands, and he is,

of course, very prepared to take over their lands and rule them
"properly"!

Indeed, a character might well start out as a Knight Errant
wandering about on the tournament circuit. Losing his armour, he
turns to brigandage for a time to recoup his losses, then finds a
war to enlist in as a mercenary. During that war, he leads a
successful attack on a manor which his employer promised to grant
him if he takes it. However, his lord, a robber baron of the worst
kind, reneges on his promise, so our hero becomes a chivalric
Knight Errant who wages personal war against the baron, righting
wrongs done by him and his minions, rescuing their victims,
avenging their outrages, winning the hearts of his oppressed people
etc. In time, he acquires a large enough following to lead a
rebellion against the baron, overthrows him, and seizes the entire
barony to become a goodly lord beloved by his people.

Courtly Lobve

lthough wealth and power are strong motivations, Romance is
Jone of the key motives for action in a noble society. More
fdoften than not, major events take place in the pursuit or
maintenance of the honour or favour of a Lady. In a noble
society, there is no better way for an aspiring Knight to gain
recognition than to obtain a noble woman’s favour and to accomplish
outstanding deeds on her behalf. Of course, there is no written law
that states a Knight must champion a Lady. However, a widely
accepted convention exists, and a Knight who deliberately avoids
opportunities to champion a Lady, unless he has good cause, is
openly--and, one might add, thoughtlessly--inviting speculation as
to his manliness. Not all Knights are expected to obtain a Lady’s
favour, though, as members of Religious Fighting Orders usually
take a vow to the Church or to champion the poor and oppressed.
Also, since it is accepted that only warriors who are Knights-
Bachelor could champion a Lady, it is not unheard of for a Knight
to champion the wife of his liege lord. In fact, this is considered
advantageous to both the Knight and his lord, as it brings more
recognition to both.

There are several ways a Knight can obtain a Lady’s favour. The
most common of these are to gain a Lady’s favour by her consent or
to win a Lady’s favour by force of arms.

TO WIN A LADY’S FAVOUR BY FORCE OF ARMS, there are several
assumptions that must first be made. It is assumed that all nobly
born Ladies are gentle, kind, and good. Being gentle, kind, and
good, a Lady would never be in the company of anyone except nobles
of the most unimpeachable character. Therefore, it is right to
assume that a Lady in the company of a Knight of known dubious
character is there against her will and is in need of immediate
rescue.

It is the duty of every righteous Knight to challenge the lowly
knave who has kidnapped a noble Lady or who is forcing his company
and attentions on her. This is done by an immediate challenge. The
combat is fought according to all of the rules of Chivalry, with
the loser--if he is still alive--becoming the prisoner of the
victor. The righteous Knight, if victorious, is the Lady’s champion
and has won her favour by force of arms. It is then the duty of the
Knight to return his Lady to her parents, guardian, or husband. If
the Knight already has a Lady’s favour, he must release the second
Lady’s favour because it is impossible, with honour, for a Knight
to champion more than one Lady.

Note that a Knight’s character must be known to be dishonourable,
as it is a dishonourable deed to challenge a righteous Knight for a
Lady’s favour.

OBTAINING A LADY’S FAVOUR BY HER CONSENT is done with the help of
the Courtly Romance Factors:

The Lady’s Courtly Romance Factor (LCRF) is obtained by finding the
sum of the following character traits:

Charisma + Comeliness + Intelligence + Social Standing = LRCF

The Knight’s Courtly Romance Factor (KCRF) is obtained by finding
the sum of the following factors:

Charisma + Comeliness + Experience Level + Social Standing + KCR

Also, when obtaining a Lady’s favour by courtly manner and
gentility, certain rules must be followed:

1. At least 3 other players or a player referee must be
present when a player knight attempts to obtain a Lady’s
favour by her consent or win it by force of arms.

2. A player Knight must state publicly that he intends to
obtain a Lady’s favour before the KCRF or the LRCF for
either character are calculated.

3. No player may obtain the favour of his own female
character--but he may win it by force of arms if he is
attempting to rescue her from her foul captors.

4. A player Knight must attempt to obtain the favour of any
available player Lady characters before attempting to
obtain the favour of non-player Lady characters.

5. The Knight then compares his KCRF with the Lady’s LRCF:

a) If the KCRF is greater than the LCRF, the Knight has
a 75% basic chance of obtaining the Lady’s favour.

b) If the KCRF is equal to the LCRF, the Knight has a
50% basic chance.
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c) If the KCRF is less than the LCRF,
25% basic chance.

the Knight has a

the Knight is of a different alignment or party, there

is a -25% chance for each degree of difference.

the Knight has previously failed to obtain the favour
of any Lady, there is a -25% chance of acceptance.

8. Conversely, there is a +25% chance of acceptance for
every previous success a Knight has had in either
obtaining or winning a Lady’s favour.

9. The Knight calculates his percentage chance of success,
and the determination is made by another player. If the
percentage result is under the Knight’s maximum
acceptance, percentage, the Lady grants her favour to the
Knight, usually in the form of some token he may wear
prominently. The Knight then becomes her champion and
receives the benefits of being a true Champion.
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When a Lady gives a Knight a Coy Refusal, she is really telling him
that she is not sure whether or not he is a true and valiant Knight
worthy of her favour. She is not, however, definitely refusing him;
and if the Knight proves himself noble, righteous, and brave, she
would gladly extend to him her favour. Therefore, it is incumbent
upon the Knight to prove himself to his Lady’s satisfaction:

1. Upon receiving a Coy Refusal, a Knight must immediately
declare a self-imposed quest, which he will accomplish to
prove himself. The self-imposed quest should not be too
difficult or time-consuming, but on the other hand, it
should be something worthy of both the Knight and the
Lady he is trying to impress.

2. If the Knight completes his self-imposed quest, he has
proved himself most worthily, and the Lady automatically
accepts him as her champion.

3. If the Knight fails in his self-imposed quest, he has
been shown unworthy of the Lady’s favour and receives her
Definite Refusal.

When a Lady definitely refuses a Knight’s suit for her favour, she
not only is voicing her strongest disapproval of his advances, but
she is also questioning his worthiness to champion any Lady. This
casts a shadow on the Knight’s honour, and all but the darkest of
knaves will seek to remove the shadow of doubt from his very
manliness:

1. Upon receiving a definite refusal, a Knight will
immediately go to his Lord or to the King to receive a
task. This task should be difficult, as it is the
Knight’s very honour that is being questioned, but is
should not be an impossible or suicidal deed that he is
required to do.

2. If the Knight is successful, his name is cleared and he
may resume his more normal pursuits. However, no Honour
Points are won by the success.

3. If a Knight fails at his task, he is dishonoured and is

banished from the Royal Court and barred from holding
Royal Office for 2-12 years, as the King decides.
Further, there is a 20% chance he has also earned the
full personal displeasure of both the King and the Queen.

4. A Knight receives only one-half an Honour Point for every
Honour Point he earns while banished from the Royal
Court.
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The benefits of championing a Lady are many, though not all are
readily apparent. It is the Knight’s right to represent his Lady at
all tournaments he attends, and he thereby wins glory for both
himself and his Lady’s family. Knights can, and do, undertake to
accomplish outstanding deeds to prove their devotion and worthiness
as well. The undertaking of tasks is the Knight’s best opportunity
to gain recognition. It is the mark of a truly noble and “very
perfect” Knight to undertake imaginative and highly dangerous
tasks. A Knight also has the honour of accompanying his Lady when
she travels. The Knight here has the opportunity to defend his Lady
from the dangers of the open country, displaying his prowess at
arms for his Lady and in the eyes of the world. Travelling with his
Lady is generally considered a Knight’s best opportunity to obtain
honour and glory. For this reason, most of the summer months are
usually spent travelling, as all Honour Points achieved by a Knight
on tasks or quests for, or combats entered in honour or defense of
his Lady are tripled for the Knight. The Lady also received 1/2
Honour Point for every one her Knight earns in her service. (Note:
the Lady receives 1/2 point for each untripled point.)

Every Honour Point a Knight earns in his Lady’s service also
increases the chance of his Lady discretely using her influence on
his behalf. The possibility of her using her influence increases by
%, from 0%, for every 5 honor points he achieves in her service.
There is no limit to the number of times the Lady can use her
influence on behalf of the Knight, as each time he uses his own
influence, he may check by percentage roll to see if his Lady will
discreetly aid him. If he has achieved the required percentage, the
Lady will add 1/2 of her BIF to the Knight’s. This is in addition
to the “Friend” which a character may always employ when he is
attempting to influence another. A Lady will use her influence to
aid her Champion without penalty or cost to her as long as the
Knight remains her Champion. Note: a Knight, if he loses his Lady’s

favour, must start on his percentage chance from 0% again, even if
his next Lady is the same one he lost.
A Knight may obtain any particular Lady’s favour once. He may,

however, win any Lady’s favour by force of arms as often as the
opportunity arises. A Knight may lose his Lady’s favour if:

1. He uses vulgar language in her presence or does not
behave at all times with “courtly” manners and grace.

2. He fails to Champion her adequately, whether in defense
of her honour or her person. This includes such diverse
things as not immediately fighting when her beauty,
honour, etc. are impugned; losing a pas des armes in her
defense and then not seeking to “rescue” her; not

performing sufficient and glorious deeds in her name; and
s0 on.
3. He fails to pay proper court to her, which involves

writing poetry to her, singing lays and other songs to
amuse her, and, in general, playing the part of the
“courtly” lover. (Note: “lover” should not be taken in
the literal sense. According to the Court of Love, a
“lover” is an admirer and Champion, and he typically
enjoys a Platonic relationship with his Lady. Remember
that Lancelot went “too far,” and his illicit
relationship with Guinevere not only destroyed a great
Kingdom, but also compromised his Lady’s honour! That
last crime is unforgivable according, to the Code.)

4. He is dishonoured for any reason.

5. He marries another.

6. He fails to stand up to her father, brothers, other
suitors, who “forbid” him to come into his Lady’s
presence. etc. (This could lead to real trouble, for he
has to avoid shedding the blood of her kin, if at all

possible. However, where direct confrontation is
sometimes unadvisable, stealth and trickery is quite
acceptable.)

There is also a chance that the Knight and his Lady may fall in
love with one another. When this happens, the lovers will risk
anything to be together. There is a 5% chance per Comeliness Point
over 8 possessed by the Lady that the Knight will fall in love with
her, madly and passionately to the point that he will not refrain
from any adventure to win her love. If the Knight has fallen in
love with his Lady, there is a 5% chance for every month they are
in contact thereafter that she will return his love, if she is
unmarried, and 2% per month if she is married. At the moment both
are in love, the Lady will scorn the attentions of any other Knight
and will cleave to her lover unless he becomes an unmitigated
swine.

The Tournament

1 gé flhe bustle and uproar of the marketplace unexpectedly began

f to subside at the busiest time of the day as growing
5&;

Q numbers of villagers, townsmen and nobles saw the three
galbrilliantly attired heralds carefully maneuvering their
barded charges through the press of the crowd. The last

huge,
vestiges of conversation were silenced by the brazen voice of the
war trumpet which one of the heralds had put to his lips.

“The Wednesday after the Festival of St. Michael, good people! In
the meadow at Green Vale in the demense of Duke Arl of the Mark:
The Wednesday after the Festival of the Saint. Let all come who
love to see or to join in deeds of great valour!”

This is “crying the tourney.” As soon as the news has spread
abroad, and fast it will spread, every knight for twenty leagues
around will take council with his wife whether he can afford to go.
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The women begin to hunt up their best bliauts and furs. The men go
to furbish their armor and see to their arms. Shortly, some
chevaliers, arranging with their friends, undertake to form a
challenge party and dictate to a scribe, who writes their words of
defiance on a scroll: “There be at the castle of Sir Richard of the
Black Horse seven stalwart knights who challenge to the joust all
comers to the meadow at Green Vale. This challenge they post in a
prominent place by the wayside in order that other knights hear of
it and will organize similar parties to confront them in honour and
courage.

To the modern mind, the tournament has become identified with the
joust of two knights in massive plate armor, tilting at each other
with a barrier between them to prevent their horses from crashing
into each other. Such is not the case in a world like that of
Chivalry & Sorcery. There, the tournament is a “war in miniature,”
an exceedingly violent and dangerous pastime in which “iron men”
measure their valour and strength and rejoice in deadly blows given
and received. It is a place where the inexperienced knights may
serve an apprenticeship in preparation for the real wars.
Tournaments occupy a pre-eminent place in feudal life and, in vain,
the men of the Church object to them. All knights and great lords
will tell you that it is impossible to train and blood good
warriors without the tournament. In the words of Anacronus the
Sage:

“A knight cannot shine in war if he has not prepared for battle in
the tourney. He must see his own blood flow and feel his teeth
grind under the force of his adversary’s fierce blows. He must be
dashed to the earth with such force as to know the full might of
his foe and be disarmed twenty times. He must twenty times retrieve
his failures, rise up, and stride forth more than ever set upon
battle. THEN and then only will he be tempered and tried in the
fire as is a good sword and then only shall he be ready for actual
war secure in the firm knowledge that he will conquer by virtue of
his courage and his skill in arms.”

Thus sayeth Anacronus the Sage.

For Knights and other Nobles the Probing of one’s mettle with
weapons was the most impartant thing that could be done in life.
One’s honor was bound up with the dignity of one’s arms and house.
A knight would rather die than be disgraced. Attending a tournament
is an important activity for the man of valour, for from the
honourable passage of arms with one’s peers flows much honour and
experience. However, so dangerous are tourneys that the Church as
long since denounced them as the work of the Dark One to “speed
many brave souls to his black realm.” Any knight so unfortunate as
to be slain in a tournament will not receive the rites of the
Church, especially the Resurrection of the Slain.

The tournaments of Chivalry & Sorcery are conducted and scored
according to the actual “rules” of the medieval tournaments. Most
tourneys will be on the order of the formal tournament announced by
the heralds of Duke Arl. Others, of a much more informal and
spontaneous type, such as a pas des armes at a bridge, a ford, or a
crossroads, more properly may be encountered during the course of
an adventure.

@ournaments

e

Hhe great tournament is a very elaborate and costly affair,
tﬂ@held typically to mark some important event such as the

b' t §{] knighting of a son, a wedding, a visit by an important

™2 quest, or perhaps the receiving of a high honour from the

It is usually necessary to obtain a license from the Crown to

as the tournament is a gathering place for

King.
hold such a tourney,
large numbers of heavily armored men. What better way for a
rebellious noble to muster his forces than to announce an
“innocent” passage of arms between friends? Unlicensed tournaments
thus tend to be regarded as signals for rebellion.

The formal tournament was divided into a number of different events
and would last from three to five days. The visitors come in their
best bliauts and armor. Powerful lords collect as many lesser
nobles as possible, even making up bands of twenty knights and
twenty squires, accompanied by a large entourage composed of their
women folk, ladies-in-waiting, and scores of servants. Except for
the women and servants, and the omission of some of the usual
military precautions, one may easily think them going to war.

The first day of the tournament is devoted to the Inspection of
Arms, with the bone fides of each contestant being clearly
established. Dishonoured knights, if detected, are dismissed from
the tournament. Contestants “scout the opposition” and plan
strategies. Troubadours, jongleurs, and other entertainers perform
for the amusement of nobles and commoners alike, while merchants
and food and wine sellers set up stalls or hawk their wares among
the crowd. 0ld friends greet one another and try to outdo each
other in hospitality and show of affluence. In the evening, the
knight or lord hosting the tournament entertains all of the
contestants and their ladies in his Great Hall, for to him comes
the highest of honours and thus the greatest obligation. Unless he
is a prosperous baron, he and his household will have to tighten
their belts and watch the expenditure of every copper piece for
many months afterward.

The second day of the tournament is the Joust. The day begins with
a bustle of activity among the tents as squires harness and saddle
their knights’ chargers and prepare their lords’ armor and arms.
Then the knights issue forth to give challenge by riding down the
lines of tents and striking the shields of desired opponents with
their lance points (the shields being conveniently hung before the
tents for just this purpose). In some tournaments, a round-robin”
is staged, in which every knight rides against every other knight
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in attendance, but this is usually reserved for a gathering of the
great warriors. The Code of Chivalry forbids a knight, in honour,
to issue challenge to any man his inferior in rank or skill--
largely to prevent bullies and professional “tournament knights”
from taking unchivalric advantage of any weaker than they. Also, to
prevent “insult” to a great lord, the challenges of low ranking
knights are first met by the men of the lord’s retinue to try the
mettle of the challenger and find if he is a “worthy” opponent for
their lord.

When all is ready,
his suzerain.

the Marshal of the Tournament bows politely to
Then he raises his white baton, the symbol of his
office, which is to act as the referee of the tournament. “Bring in
the Jousters:” he cries, and to the fanfare of trumpets from the
end of the lists farthest from the castle, gorgeously arrayed
heralds lead the procession on foot, followed by the contestants in
full armor on mighty warhorses, riding two by two. They make a
circuit of the lists. Some of the knights turn deliberately to ogle
the ladies in the lodges, and the ladies are not hesitant in
leaning forward to wave back. “Favours” given to them by their
ladies adorn the armor and lances of the knights. Suddenly, they
begin to sing, the spectators catch up the chorus, and soon the
rousing melody makes the lists shake. Presently, the pageantry
gives way to the more serious business of the day, and again the
lists shake, this time to the impact of lance against armor.

The third and fourth days of the tournament are spent in more
warlike pursuits. Groups of knights meet in the Lists for the
melee, and as men are unhorsed, their esquires rush forward to save
them before they are captured and held to ransom by the other side.
This is war, and occasionally men are stricken with grievous and
even mortal wounds as weapons cleave through shield and armor or
horses fall in the press and knights are crushed or trampled. When
a knight is stunned or has had enough of the fight, he rides out of
the lists, with honour, to the refuge outside the barrier that
surrounds the battle zone. Since as many groups as can fit into the
lists may participate, anyone not a member of one’s challenge group
is a potential enemy. Much plotting and scheming occurs as groups
form alliances for the lists, in much the same manner as they do in
actual war.

The third and fourth days are also spent in the Pas des Armes.
Formal challenge is issued for both melee and single combat. Often,
the pas des armes is used for settling of grudges, and sharpened
weapons tend to be used. When old scores are to be settled, the
Marshal of the Tournament does not preside over the combats, and a
fight might be carried to “first blood” or a 1l’outrance--to the
death! When there is a serious challenge, a great lord or perhaps
the King may intrude to forbid a vassal from taking up the
challenge, suspecting “treachery,” but in most instances the choice
is up to the challenged to accept or reject.

Yet another contest, the Contest at the Barrier, is very popular.
Sometimes a duel between two knights or between two equal groups of
knights is conducted on foot. A stout wooden bar about waist high
is set across the middle of the lists, and the contestants attempt
to cross it while preventing the other party from doing the same.
Combat is typically waged with sword and mace.

On the final day of the tournament comes the climax to the
festivities, the Great Melee. Really, it is nothing less than a
pitched battle on a small scale. The details have been arranged at
a council of the more prominent lords at the castle. About forty
knights on a side are to fight. Since the lists are too small to
permit a proper fight, the melee is staged in an open meadow, and
the non-combatants watch from a safe distance.

The melee itself has all the fury of a real battle. The initial
cavalry charge is made with lance, after which the conflict settles
down into a whirling, mad brawl that ever threatens to break out
into the surrounding countryside. Indeed, in the great tournaments,
the climactic event might see many more knights involved, and
control tends to be lost early in the fray. After a predetermined
time has passed, the Marshal of the Tournament will halt the action
and the victory will be awarded to the aide having distinguished
itself the most.

While the events of the third and fourth day are going on, a
Squire’s Tournament might also be staged. Wearing Brigantines for
body armor, the squires would fight with clubs and blunt swords.
Such events were usually staged in the intervals between important
pas des arms and melees in the lists.

At the conclusion of the Great Melee, the prizes would be awarded
to those who had distinguished themselves in the tournament and,
while the wounds and broken bones of the injured were being bound
up, the knights and ladies would repair to the castle for the
final, grand night of festivities. Alliances and marriages would be
agreed upon, gifts would be exchanged, and the night spent in much
dancing and merrymaking.

Pas Bes Armes

any knights could not afford to hold a formal tournament.
However, there was nothing to prevent them from holding an
f impromptu pas des armes at some predetermined spot. A
challenge might be issued in the surrounding countryside to
that a group of knights was prepared to take on all comers,
If the tourney was to be a
“friendly” affair, they would post a white shield; if it was to be
waged with edged weapons in a serious fashion, they would post a
black shield. A as des armes could also occur at a river crossing
or a crossroads between two knights travelling on their way and
suddenly meeting.

effect
and a tourney would quickly form.

If a knight was passing through the demesne of another, the fief-
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holder might choose to challenge the traveler to a pas des armes to
contest his right of free passage.

In all of
fame as a

these instances, the whole intent is to win honour and
formidable warrior. while a challenge might legitimately

n the Joust the object was to break one’s lance squarely on
the opponent’s shield, while deflecting his blow or
avoiding it altogether. Unhorsing might result and meant

M complete victory, whether the lance was broken by the
impact or not. However, any form of unnecessary injury was to be
avoided. Tradition dictated the breaking of three lances by either
opponent before the contest was concluded, unless an unhorsing had
occurred.

The “scoring” system to determine the tournament prize winner in

the Joust is taken from John Piptoft’s Rules (1466):
1. Unhorsing a knight.
2. Cornel to cornel (spear point to spear point), in which a

knight matches the strategy of his opponent. If done
twice by a knight, he is a candidate for the prize.

3. Striking the crest three times. If a knight strikes the
crest of his opponent, that particular jousting match is
concluded and he is the winner.

4. Breaking the most lances in the Joust.

5. Being the knight held to have stayed in the field the
longest and to have fought most bravely and expertly in
the Joust.

Penalties are also exacted for misdemeanors committed on the
Jousting field, whether intentionally or accidentally:

1. Any knight striking the barrier or his opponent’s saddle
loses one spear from his total score.

2. Any knight striking his opponent’s horse is expelled from
the lists with dishonour. Generally, he would have to
regain his honour before being allowed into another
tournament.

3. Any knight doing unnecessary injury to a brother knight
loses fifteen spears from his total score.

Under certain circumstances,
gain a most welcome bonus:

a knight victorious in the joust might

1. If a knight unhorses another knight with lance, the
fallen knight must ransom his armor for its proper worth
or pay an amount equal to one month’s income from his
fief.

2. If a knight shall break three lances against his opponent
and his opponent does not score against him, then the
vanquished knight shall ransom his armor.

If both knights have broken three lances against each other, and
neither has won an advantage, one or the other may elect to fight
on foot, with victory being given to him who has beaten the other
into exhaustion. (This last rule is not a mandatory one. The
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be turned down, there is little honour in crying “craven.” Thus
most challenges tend to be met with an eager acceptance. At all
times, unnecessary injury or death--that is, injury or death which

might have been avoided--is regarded with deep suspicion. A pas des
not an excuse for wanton butchery.

armes is a trial of strength,

Marshal of the Tournament may choose not to activate it.)

When challenges are issued, it is held unseemly that a knight
challenge one beneath his station unless his adversary is of equal
skill. Also, it is held unseemly that a knight much below the
station of another issue a challenge, and he is in jeopardy of
prior challenge by the friends and retainers of the knight he has
challenged so that he may prove his worth.

To win special honour, a knight might openly and publicly declare
that he will fight in the name of a lady. If he extinguishes
himself in the Joust, he may gain added advantages in winning her
favour, as well as acquiring a famous reputation.

If a knight proves himself a bully and a braggart,
one of the great fighters in attendance (non-player character of
formidable proportions). At that time, a challenge to a pas des
armes the following day might be issued. The challenged knight
should prepare for the ordeal with prayer and vigil during the
night, for he will need all the aid he can get!

he may offend

Jousting Matrix

Knights joust as Superior Knights at experience level 9+.
Otherwise, they joust as Inexperienced Knights. If both Knights are
Superior, they joust on the Superior Table until one misses. The
first to miss is held to be less proficient and will joust on the
Inferior Table until he breaks 2 lances or defeats his opponent.

THE JOUST: Each Knight chooses an aiming point on the opponent’s
shield or helm and then chooses a defensive position from the list
of possible defensive positions. These results are then compared on
the appropriate tables. The results will be applied simultaneously
unless one of the Knights is mounted on a Great Horse. In that
case, the rider of the Great Horse will always be able to strike
first. Each Knight throws a 1d100.

Inexperienced Knights

Defensive Tactics Chosen to Meet the Lance

Shield Shield Lean Lean Steady
Aiming point High Low Right Left Seat Low Helm
Crest of X (1-80) X(1-50) X (1-90) X(1-70) X (1-75 X(1-95
Helm L(81-00) C(51-00) L(91-00) L(71-00) L(76-00) L(96-00)
Helm X (1-60) X(1-20) MB(1-90) X (1-50) X(1-70) X(1-90)
L(61-00) K(21-00) X(91-00) L(51-00) L(71-00) L(91-00)
Throat X(1-75) X (1-40) MB(1-80) X(1-20) X(1-65) X(1-70)
Gorget L(76-00) K(41-00) x(81-00) L(21-00) L(66-00) L(71-00)
Dexter Chief X(1-20) X(1-70) X (1-20) MB(1-80) X(1-20) X(1-40)
L(21-00) L(71-00) L(21-00) X(81-00) L(21-00) L(41-00
Chief Pale X (1-40) L(1-40) X (1-50) X(1-40) X(1-20) X(1-20)
L(41-00) H(41-00) L(51-00) L(41-00) L(21-00) L(21-00)
Sinister X(1-70) X (1-40) MB(1-90) X(1-20) X(1-40) X(1-70)
Chief L(71-00) K(41-00) X(91-00) L(21-00) L(41-00) L(71-00)
Dexter Fess X (1-40) X(1-20) L(1-40) MB(1-70) X(1-20) X(1-40)
L(41-00) L(21-00) H(41-00) X(71-00) L(21-00) L(41-00
Fess Pale X(1-20) X(1-40) X (1-50) X(1-20) L(1-30) X(1-20)
L(21-00) L(41-00) L(51-00) L(21-00) H(31-00) L(21-00
Sinister X(1-50) X (1-50) MB(1-80) L(1-30) X(1-50) X(1-50)
Fess L(51-00) L(51-00) X(81-00) H(31-00) L(51-00) L(51-00)
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Inexperienced Knights

L(1-20) X (1-50)
H*(21-00) L(51-00)

Base of
Shield

MB* (1-60) L(1-40)
MB (61-00) H(41-00)

X(1-20)
L(21-00)

X (1-50)
L(51-00)

Superior Knights

Defensive Tactics Chosen to Meet the Lance

Shield Shield Lean Lean Steady
Aiming point High Low Right Left Seat Low Helm
Crest of X (1-40) X (1-20) X(1-80) X(1-70) X(1-20 X (1-85
Helm K(41-00) C(21-00) L(81-00) L(71-00) C(21-00) K(86-00
Helm X (1-50) X (1-40) X (1-40) X(1-20) X(1-20) K(1-50
L(51-00) K(41-00) L(41-00) K(21-00) K(21-00) C(51-00
Throat X(1-40) L(1-50) X(1-70) L(1-30) L(1-20) X(1-30
Gorget L(41-00) K(51-00) L(71-00) K(31-00) H(21-00) L(31-00
Dexter Chief X(1-10) X (1-40) X(1-10) X (1-40) X(1-10) X(1-10
L(11-00) L(41-00) L(11-00) L(41-00) L(11-00) L(11-00
Chief Pale X(1-10) L(1-20) X(1-40) L(1-20) X(1-10) L(1-20
L(11-00) H(21-00) L(41-00) H(21-00) L(11-00) H(21-00
Sinister X (1-40) L(1-20) X(1-40) X(1-10) X(1-10) X(1-40
Chief L(41-00) H(21-00) L(41-00) L(11-00) L(11-00) L(41-00
Dexter Fess X (1-40) X (1-10) L(1-20) X(1-70) X(1-10) X (1-40
L(41-00) L(11-00) H(21-00) L(71-00) L(11-00) L(41-00
Fess Pale X (1-10) X(1-30) X(1-30) L(1-20) L(1-20) L(1-20
L(11-00) L(31-00) L(31-00) H(21-00) H(21-00) H(21-00
Sinister X(1-40) X (1-40) MB(1-40) L(1-20) X(1-10) X (1-40
Fess L(41-00) L(41-00) X(41-00) H(21-00) L(11-00) L(41-00
Base of L(1-10) X (1-40) X(1-10) L(1-40) X(1-10) X(1-10
Shield H(11-00) L(41-00) L(11-00) H(41-00) L(11-00) L(11-00

Key to Jousting Tables:

1. 1. Possible Defensive Positions
S.H. = Shield high protecting helm and crest
S.L. = Shield low protecting the body
L.R. = Lean right, away from the target, low with good
angle to shield
L.L. = Lean left, toward target for maximum reach.
S.S. = Steady Seat, low and solidly placed in the saddle:
a good target oneself, but well braced for shock.
L.H. = Lower Helm behind shield.

2. Results on the Jousting Tables: The letter
particular result, the numbers in brackets
of getting that result:

stands for a
the % chance

X = a miss, the lance fails to strike the target.

L = a scoring hit, lance breaks on the target for 1 pt.
C = Crest of Helm torn off, joust is ended.

K = Helm knocked off, 25% chance of unhorsing, good for
2 pts

H = Unhorsed opponent, with a 20% chance of a Cavalry

Critical Hit.

H* = Unhorsed opponent has been unnecessarily injured.
1-20 pts. of damage and a 20% chance of a Cavalry
Critical Hit.

MB = Miss with a 20% chance of striking the barrier (if
there is one, if not then 20% chance of striking horse)
and a penalty of 1 pt.

MB* = Miss with a 20% chance of striking the horse, and,
failing that, 20% chance of striking the barrier if there
is one or the saddle if there is not a barrier.

Modifying the Results: The die roll of the attacker is modified by
the defensive position adapted by the attacking knight versus the
target the knight intends to attack. The quality of the mount and
the condition of the knight can also have an effect.

% changes for possible Defensive positions

Aiming point Shield Shield Lean Lean Steady Low

High Low Right Left Seat Helm
Crest of Helm +5 +5 -30 +5 +10 -5
Helm +10 +5 -25 +15 +10 0
Throat Gorget +5 +10 -20 +15 +10 0
Dexter Chief +5 +10 -20 +10 +15 0
Chief Pale +5 +5 +5 +10 +5 0
Sinister Chief 0 +5 +5 +10 +5 0
Dexter Fess +5 +5 -25 +10 +5 0
Fess Pale +5 +5 +5 +15 +5 +5
Sinister Fess +5 +5 +15 -5 +10 0
Base of Shield +5 +5 -5 -10 +10 +10
Effect of the War Horse

Type of Defensive Position chosen

Type of Horse Shield Shield Lean Lean Stead Low

High Low Right Left y Seat Helm
Light War Horse -5 -5 -15 +5 -5 -5
Medium War Horse 0 0 -5 +10 +10 0
Heavy War Horse +5 +5 0 +15 +15 +5
Great War Horse +15 +15 +10 +30 +20 +15
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The Condition of the Knight:
1. Fatigued = Down to 20% or less of fatigue: -10%
2. Injured = Knight having taken a critical hit: -20%
3. Stunned = the result of Helm being knocked off, -5% in

steady seat position, -50% in all other positions.

The Result: If the modifications and the die roll produce a result
of less than 0 this is a miss, if greater than 100, this is an
Unhorsing,
opponent injured but with no blame attached.

if that was the result anyway a result of 100+. means
See H*.

yn the feudal state, honour was conceived of as flowing from
the King. When a man was ennobled or recognized by the

he might receive a grant of arms. In

M the feudal society arms are like land: they cannot be sold,
only passed down to one’s descendants. In Chivalry & Sorcery any
character whose father is a knight or noble may start out with a
family coat of arms, upon which is the insignia of his sibling rank
(cadency) . Once the character has achieved his own position in the
world--assuming he is not the first son and heir--he would wish to
drop his cadet status and acquire his own coat of arms. At any
rate, grants of arms would be made by the King to those who were
the sons and daughters of a noble family, characters who
distinguished themselves in war or tournaments, to those who were
made members of an Order of Chivalry, and sometimes to a commoner
who had distinguished himself in the service of the realm.

AP 5o

Crast

Crown

Helmet

Mantling

Coal of Arms

Motto

In Chivalry & Sorcery, both nobles and commoners alike may receive
Honours and thus qualify for a grant of arms. The first grant of

arms of “achievement” is the shield with its heraldic design. For
knights and titled noblemen, the shield represents the battle arms
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actually worn into combat on shield and surcoat. It is known and
recognized everywhere as surely as one’s own name. One’s son’s and
followers may also wear it emblazoned on their surcoats, again as
identification that they are your men. Subsequent grants of arms
may be achieved by winning further honours. Each grant of arms
results in the following additions:

2nd = the Helm over the shield
3rd = the Mantling
of the helm)

(a two-colour twisted band or device at the top

4th = the Crest on top of the Helm

5th = the Motto

6th = the Supporters (animals or humans at each side of the shield)
7th = the Crown or Coronet

8th = the Princely Robe of State

Only Barons and higher ranking members of the feudal hierarchy may
have the 7th Achievement, while the 8th is reserved for Dukes and
Royalty.

Heraldry is carefully circumscribed by strict rules governing the
use of designs and colours:

1. Every coat of arms must be different from every other
coat of arms.

2. There are only colours and two metals used in heraldic
designs:
Gules (red) Or (gold, yellow)
Purpre (purple) Argent (silver, white)
Sable (black)
Azure (blue)
Sinople (green)
3. The natural colour of an object may also be used, such as
the particular shade or hue of a tree.
4. The MAIN RULE of Heraldry is “never put a metal on metal

or a colour on colour..” Thus, if you choose a Silver
field for the basic background of the shield and desire
to put a lion’s head on it, that lion’s head cannot be
gold but must be a colour: eg.: red.

5. Those wishing to design more elaborate arms may add the
Furs, such as ermine. See a good text on Heraldry for
their appearance and proper use.

6. A character belonging to an Order of Knighthood may add
the insignia of the Order to the arms in the center as a
smaller shield. Honours given him by the Order are
generally suspended as Badges below the coat of arms.

Until a son has distinguished himself sufficiently to warrant
receiving his coat of arms, he uses the arms of his father with a
Mark of Cadency. Upon the death of his father, the eldest son
becomes head of the line and removes his mark of cadet status.

A ®) &

1stSon 2nd Son 3rd Son &h Son

© 4 & g &

)
]
5th Son 6th Son Tth Son 8thSon 9th Son

Key:
1stSon:
2nd Son:
3rd Son:
4th Sen:
5th Son:

Label {Heir)
Crescent
Molet
Martet
Annulet

6th Son;
Tth Son:
8th Son:
Sth Son:

Fleur-de-Lis
Rose

Cross Moline
Octofoil

Shield divisions and ordinaries make up the simplest arms, but the
many variations of these were far from exhausted when knights began
to add to their arms other devices know as common charges. Animals
where displayed and many other beasts as well. During the Crusades,
spectacular mythical monsters further increased the numbers of
common charges. Inanimate objects and flowers and plants also
provide many armorial devices.
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Eagle
Displayed

Eagle Displayed
withWings Inverted

Two-Headed
Eagle

=

FalconBelled
&Jessed

Martlets Popinjay

Volant {Parrot)

Dolphin
Hauriant

Doiphins

Dragon
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B

Stag Lodged StagLodged Stag Stagat
Regardant Statant Gaze
Stag Trippant Stag Stag Courant Hind (Doe)
{Passant) Springing {Running) Regardant

3E]

Antelope
Passant

&

Bull
Passant

Sid

Horse Horse
Rampant Passant

AKnighton
Horseback

&

Horses
Combattant

€l

Paschal Lamb

(88!

Boar Hea.d

BoarHead BearHead
Erased Caboshed Couped
Horse Head Stag Head Ram Head TalbotHead
Couped Erased Caboshed Couped
Rampant Guardant Statant Statant

Tyger Tyger Sejant Tyger Leopard
Sejant Erect Affronte SejantErect Rampant
Leopard Bear Bear Bear Passant
Passant Gardant Rampant Passant Regardant
Boar Boar Passant Lynx
Statant Quadrant Statant
Wolf Wolf Wolf Wolf
Rampant Salient Courant Passant
Fox Fox Fox Sejant Fox Sejant
Passant Sejant Guardant Regardant
Talbot
Sejant

43
N

Catamount Catamount Brocks Urcheon
{(Wildcat) (Wildcat) {Badgers) {Hedgehog)
Rampant Guardant Statant Statant
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COAT OF ARMS OF A BURGER,
ESQUIRE, OR GENTLEMAN

Lion Passant Lion Statant
Gardant Gardant

COAT OF ARMS OF A NOBLE KNIGHT OR
BANERETTE

Lion Sejant
Regardant Erect

Lion Sejant Lion Sejant

Lion
Guardant Reardant Rampant

COAT OF ARMS OF THE NOBLESSE DE
RACE OR HIGH NOBILITY

Guardant
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These arms are those of the
knight of the Rose, the Royal

Champion.
Lion
Rampant Rampant Rampant Rampant
Regardant Double Queued Queue- Tail Nowed
Fourche
Dormant: The animal is lying down and sleeping. The tilting helmet is used for the coat of arms of a Burger, common
Esquire, or Gentleman. Turned to Dexter, in Chivalry & Sorcery, the
Couchant: The animal is lying down but the head is erect with eyes helmet marks a Royal Honour and the grant of one Royal Favour
open and an alert expression. during each year. Only the head of the household may display the
helmet of the coat of arms; his sons may only display the shield of
Passant: The animal is depicted in profile in the act of walking, the coat of arms.

the dexter (right) forepaw raised, the other three on the ground.

Stantant: The animal is depicted in profile with all four paws on
the ground, the forepaws placed together.

Salient: The animal is depicted in profile in the act of springing,
the two hind legs on the ground, the forepaws reaching out toward
an enemy.

Sejant: The animal is depicted in profile seating on its haunches
with its forepaws resting on the ground.

Sejant Affronte: The animal is depicted in profile seating on its
haunches but its entire body is turned to face the spectator, its
forepaws resting on the ground in front of the body.

Rampant : The animal is depicted in profile, erect and resting upon The visored helm is used for the coat of arms of a Baronet or for a

its sinister (left) hind paws. Knight-Bachelor.

Erect : The animal's body is erect, the front paws typically The barred helm is reserved for “noble” arms, and may be used full

extended in a threatening manner. face, half-profile, and profile. One must be of noble blood to
display it.

Gardant : The animal is looking directly at the spectator.
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The pot helm is used for the coat of arms of the Noblesse de Race
or nobles possessing noble blood on both the parents sides, or
nobles raised to titled rank in the feudal hierarchy. Only the head
of the family and the first son may display it full front; others
must use it in half-profile on their arms to distinguish their
rank.

Not only Knights and Nobles are entitled to a coat of arms. Burgers
(townsmen), Esquires of commoner origins, and Gentlemen (Yeoman
Freeholders of Petit Sergeant rank) may also bear arms. In the case
of an Esquire or Petit Sergeant, a grant of arms is automatic upon
assumption of feudal rank. Burgers of the towns--almost always
Guildsmen--attain the rank of Burger-at-Arms upon holding public
office in the town or by receiving a grant of Burger Arms from the
King. Usually, such grants of arms will bear the “House Mark” of
the Burger family, which it long used as a commercial mark of
identification.

Visored
Bascinet

Tilting Helms

The Guilds also have coats of arms. Any Guildsman of Journeyman or
Master rank may display the Arms of the Guild they belong to as a
sign to clients.

ith the Chivalric Orders comes an exalted form of
dKnighthood, and much honour flows from membership in an

) Order. The Chivalric Orders were the creations of Kings and
=2 Princes who exploited the nobility’s thirst for grandeur
and status while promoting the Chivalric idea and forming an elite
of the great nobles who would be bound by express devotion to the

person of the sovereign.

Each Order is divided into three classes, over which stands the
Grand Master of the Order. The highest rank in the Order below the
Grand Master is that of the Knights-Commander. Next are the
Knights-Companion, and last are the Knights of the Order. In each
Order there are 1 Grand Master, 5 Knights-Commander, 10 Knights-
Companion, and 32 Knights of the Order.

When a person belonged to more than one Order of Chivalry, the
Badge of the Principal Order was centered (1), with the other
Badges being ranged Dexter (2) and Sinister (3) according to
seniority. If only two Badges were displayed, the Badge of the
Principal Order should be placed to the Dexter.

The Chivalric Order of The Most Gallant Companions of The Golden
Spear

As the Principal Order of the Realm, the Order of the Golden Spear
is headed by the King. Knights-Commander must be of Marquis rank or
higher; while Knights-Companion are Barons or higher, and Knights
are Landed Chivalry of noble blood.

To enter the Order, one must be of noble blood and of landed
status. A vacancy must be open and, until all offices are filled by
players, a 10% chance exists per level. The aspirant must have
performed some great deed or some very important service to the
Crown. The King will also be exceedingly careful to appoint only
those men whom he trusts and knows to be utterly loyal to him. The
King can be influenced to admit the aspirant, but only through the
intervention of a friend in the Order.

Strictly speaking, the Order is not a fighting order. Rather, it
recognises the "most noble and gentleborn in the realm".
Nevertheless, as might be expected, a good number of its members
are among the most loyal and trusted fighting men in the land.
Members of this most gallant Order enjoy the special privilege of
access to His Royal Majesty and rest well within the royal favour.

Effectively, the Order serves as a body of advisors whom the King
can consult unofficially and privately on matters of public policy.
It also functions as a private and highly exclusive "club" of the
King's close friends. Needless to say, members enjoy a very special
status in society because of their close association and personal
bonds of friendship with the King.

Grand Master: King's status

Seneshal: +6 status points
Knight-Commander: +5 status points
Knight-Companion: +4 status points
Knight: +3 status points

The Most Gentle Order of The Black Horse

The Order of the Black Horse is the personal Order of the Queen,
and her Grand Master is the Commander of the Queen’s Guard. The
Order is a most exclusive one, for members must be of noble blood,
above average in comeliness and either charisma or bardic voice,
and eager to champion a lady. To qualify for membership, a Knight
must have rescued a fair damsel in distress and also have
championed a lady in a tournament, bringing her honour by gallant
feats of arms.

Grand Master: +5 status points
Seneshal: +4 status points
Knight-Commander: +3 status points
Knight-Companion: +2 status points
Knights-Errant: +1 status points

As for other Orders, vacancy is at 10% per level and all aspirants
must work their way up in the order, with the Knight having the
most honours for prowess in tournaments having the seniority to
move upward to the next rank. The Queen herself chooses all members
of her personal Order, and she may be influenced only by a friend
in the order. Queen’s favour granted 1 per level.

An aspirant may attempt to influence the Queen when seeking
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membership, but not directly - only through a friend in the Order.

The Most Honourable Order of The Golden Star

CALY
Aoy

The Order of the Golden Star is open only to members of the Royal
Government and Bureaucracy. It is lead by the Chancellor of the
Realm, and he as Grand Master chooses all those who will be
honoured for membership. Vacancy is at 10% per level, and all
aspirants must influence the Grand Master only through a friend in
the Order.

The Order of the Golden Star is a political faction and its
membership may change drastically if the Chancellor is removed from
office or dies. However, all former members (they may be supplanted
by new appointees when a new Chancellor takes over) retain their
status in society and may display the arms of the Order.

Grand Master: Chancellor's status

Seneshal: +4 status points
Knight-Commander: +3 status points
Knight-Companion: +2 status points
Knight: +1 status points

Knights and Knights-Companion may be drawn from the commons serving
in the Royal Bureaucracy, and commoners influencing the Grand
Master are recommended for Baronetcy by the Chancellor. Membership
in the Order carries with it a Royal Favour each year which will
always be granted by the King.

The Most Chivalric Order of The Silver Plume

The Order of the Silver Plume is the personal Order of the Crown
Prince of the Realm and, as a consequence, it is an avowed
political faction. Members are declared supporters of his claim to
the Throne and have staked their ambitions on a hope that he will
become King (at which time his personal supporters will achieve
great power and honours). However, because the Prince runs the
monthly risk of Royal Displeasure 10% of the time, his supporters
will share in that risk.

To enter the Order, one must be a landed Knight or Baronet or
higher. A vacancy must be open, and until all offices are filled by
players, a 10% chance exists per level. The Crown Prince must
approve all aspirants to the Order, and a player may influence him
only through a friend in the Order, or else must attempt to
influence the Crown Prince alone.

The Order is not, on the surface, a Fighting Order, but it is
potentially the leadership of an army of revolt or a government.

Grand Master: Prince's status

Seneshal: +5 status points

Knight-Commander: +4 status points

Knight-Companion: +3 status points

Knight: +2 status points

As such time as the Crown Prince becomes a player-character, he may
refuse to admit an applicant 75% of the time, if he chooses, even

if he has been influenced. After all, this is a political faction,
and he has to be choosy about the men in the inner circle of his
political organization.

it is
The

The Order is not, on the surface, a fighting order. However,
the potential leadership of an army of revolt or a government.
Order is a hotbed of politics, a faction largely of young men
chafing at the power and control held by their elders and eager to
have their turn. Any player character wishing to join had better be
a staunch and avowed supporter of the Prince. If he has incurred
the displeasure of an elder, like his noble father, or of some
great lord, his chances of being accepted improve considerably. If
the King disapproves of him, he has the best chance of all at being
accepted!

The Most Loyal Chivalric Order of The Knight-Defenders of The
Bridge
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The Order of the Knight-Defenders of the Bridge is the military
“general staff ” of the Realm, the commanders and sub-commanders of
the Royal Army in the field. Membership is restricted severely to
Constables of Royal Castles and the Commander of the Royal Guard
(Knight-Commanders); Commanders of Mercenary Companies (Knight-
Companions); and all Knights-Errant in Royal Service or Knights-
Commander of Baronial Companies. In addition, members must have
conducted a successful Pas des Armes at some bridge at least once
in their careers to qualify for membership.

The Grand Master is invariably the Marshal of the Realm, who has
charge of raising and often leading the royal armed forces. Knight-
Commanders include the King's Champion, Commander of the Royal
Guard, or a Constable of a Royal Castle. Knight-Companions are the
most trusted and heroic friends of the King. Knights of the Order
are trusted, well-tested vassal Knights and Knights Errant owing
direct homage and fealty to the King.

The Order is a Fighting Order, plain and simple.
Grand Master: Marshal's status
Seneshal: +5 status points
Knight-Commander: +4 status points
Knight-Companion: +3 status points
Knight: +2 status points

The Most Loyal Order of The Grand Sergeants of The Throne Room

The Grand Sergeants of the Realm represent both the greatest
nobility in the land and also the most influential of the commons.
The distinction is made in the device in the Dexter Fess of the
coat of arms. A commoner places a hand, palm outward, in the arms
of Grand Sergeantry; while a Knight or Noble places his own arms in
that position.

The Grand Master of the Order is the Lord High Chamberlain of the
Realm, who is in charge of the Throne Room and the Palace. All the
Dukes of the Realm are the Knights-Commander. Higher Bureaucrats
(Chancellor of the Realm, Chancellor of the Exchequer, Treasurer of
the Realm, Marshal of the Realm, Captain of the Royal Guard, the
Champion of the Crown, Chief Constable of the Realm) are the
Knights-Companion, as are all the tenants-in-chief (Earls, Counts,
and Marquises). Knights of the Throne Room are all commoners
elevated to the hereditary rank of Baronet.

The Grand Master of the Throne Room receives +5 status points in
his official capacity. All others are considered to be in Royal
Favour. Unlike the other Royal Orders, the Grand Sergeants do not
owe their “brothers” any special consideration in the matter of
influence, for they are composed of all the political factions and
Chivalric Orders in the Realm.

In addition, appointment of commoners to the Order is made by the
King, but the Grand Master or the Lord High Chancellor may also
make recommendations (ie: bring influence on behalf of a character
with 90% surety of success). Commoners qualify for Grand Sergeantry
by winning 10 honours in the service of the Crown.

Chamberlain's status
Chacellor's status

Grand Master:
Seneshal:

Knight-Commander: +3 status points
Knight-Companion: +2 status points
Knight: +1 status points

PBaronial Orders

Jn addition to the Royal Orders of Chivalry, a great tenant-
; in-chief (Earl, Count, Marquis, or Duke) may form his own
personal Order of Chivalry, in which he will enroll his
M chief vassals and mightiest Knights. Such Orders are
essentially Fighting Orders of Chivalry, for the members are also
the leaders and the most respected warriors. The Noble Orders must
also be considered as political factions because the nobility
regards military power as the first step to political ambition.
Depending upon the alliances made by the tenant-in-chief, members
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of his Order may find themselves allied or opposed to other
factions.

Membership in a Noble Order is won by influencing the Lord on a
one-to-one basis or by invitation (feudal honour flowing from one’s
Lord) . The aspirant must be a Landed Knight or Baron in the service
of the tenant-in-chief (that is, he must have sworn fealty directly
to the Grand Master--prior to application). If a non-player
character, the tenant-in-chief accepts as influenced, and no
disfavour comes with failure to quality. A player-character, has
the absolute right of refusal, however, as political intrigues give
him the right to choose his closest friends. Until the positions
are filled, openings exist on 25%.

Status acquired by membership in a Noble Order is a function of the
tenant-in-chief ’s status in society and also the area in which
that status is exercised. In the broad demesne of the tenant-in-
chief, and when dealing with his vassals and subjects everywhere,
the following status applies:

+20 for influence downward

+10 for influence on non-members
+7 for influence on non-members
+5 for influence on non-members

Grand Master:
Knights-Companion:
Knights-Commander:
Knights:

When dealing with all others in the society (except enemies and

rival political factions), the following status applies:
Grand Master is an Earl: +1
Grand Master is a Count: +2
Grand Master is a Marquis: +3
Grand Master is a Duke: +4

Membership in a Noble Faction carries with it the absolute duty to
support the Grand Master in all things political and military even
to rebellion against the King. Failure to give such support when
requested could lead to dishonour among the other members of the
Noble Order, and general disgrace in society as a whole. Needless
to say, any character foolish enough to betray his Lord and Grand
Master would find a proliferation of challenges coming his way from
every sworn man in the service of his Lord.

Clerical Fighting Orders

Quring the history of the feudal period, there were many
Fighting Man-Cleric combinations. These were found, for the
4most part, in the religious orders, but the most famous
S ere the Knights Templar, the Knights Hospitalar, and the
Teutonic Knights. These international Orders were never responsible
to the local Kings--even though they owned large tracts of land and
had considerable wealth. Such Orders were responsible to the Pope
alone, but even the Pope might have difficulty controlling an
Order. The local religious Fighting Orders (such as the Order of
Caltrava in Spain) tended to be more responsive to the King and
also more secular in nature.

1>
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Due to the Fighting Order’s religious background, its members
tended to isolate themselves from the rest of Chivalry. They would
take part only in the most important tournaments, and then only
with permission. Such Knights were not interested in paying court
to ladies or achieving money or honour for its own sake, only for
the sake of the Order.

The Grand Master enjoyed wide powers over the affairs of the Order.
The Grand Master of a great Crusading Order enjoyed a status
comparable to that of a sovereign prince. He was answerable only to
the head of the Church and to his Brothers. Nonetheless, all of the
important decisions had to be backed by the Grand Chapter of the
Order, which consisted of the high officers in council.

The Seneschal was the High Steward of the Order and second in
command to the Grand Master. He is a man of great power and
influence, comparable to a Duke in secular society!

The Marshal was responsible for the direction of military affairs
and the hiring of mercenaries. His position is a little inferior to
that of a Seneschal and compares to the status of a Marquis.

The Provincial Commanders each commanded one of the administrative
“provinces” into which the Order had divided its sphere of

influence. The Provincial Commanders are also members of the Grand
Chapter, and are in effect the Grand Masters of their local Grand
Chapters. It would be rare for a country to have more than one
province. His status compares to that of a powerful Earl.

The House Master was the head of each local Chapter or House, into
which each province was broken down. His status compares to that of
an important Baron.

The Knight-Commander was the second in command of the House and the
person actually charged with overseeing the daily activities of the
establishment. His status compares to that of an powerful
Bannerette.

The Ordinary Chapter: All the members of a House who gathered in
assembly to decide on matters of discipline and administration
(lesser offenses such as disobedience, consorting with women, or
attempting to escape the Order) could impose punishment such as
loss of privilege for a year (living with the Order’s slaves,
deprived of horse, arms. etc.). Serious offenses could lead to
perpetual imprisonment in one of the Order’s strongest castles.

Advancement
Ordinary or
advancement
advancement

in the Order was controlled by the votes of the

Grand Chapters, on the nomination by a Commander. Thus
is a matter of having sufficient influence. However,
is also a matter requiring proficiency so minimum
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standards must be met to be recommended.

. Knight-Commander: must be Level 8; 50% chance of election
by Chapter.

. House Master: must be level 9; recommendation by Knight-
Commander 50% election.

. Provincial Commander: must be level 10; recommended by 3

House Masters; 40% election probability in each of the

Houses of the Province. Majority = election.

. Marshal: must be level 11; recommended by 3 Provincial
Commanders; 30% election probability in Grand Chapter of
the Order.

. Seneschal: must be level 12; recommended by Marshal and 3

Provincial Commanders;
Chapter of the Order.

20% election probability in Grand

. Grand Master: must be level 12: recommended by Marshal
and Seneschal; 20% election probability in Grand Chapter
of the Order. 1% election advantage is gained for each

honour won for the Order.

Unless filled by a player-character, positions are vacant starting
at base of 40% for Knight-Commander and grading downward by 5% for
each position higher up in the Hierarchy of the Order. No influence
from outside the Order may ever be brought on the behalf of an
aspirant to a higher position. Loss of an election means that
another person won the position, and the position is taken.

Vacancies are checked once per year, in the winter season.

HOUSE: 100 members of Ordinary Chapter; 200
men-at-arms. There are 5 Houses in each Province.

threatened by the Infidel.)

200 sergeants-at-arms;
(10 in areas

PROVINCIAL CHAPTER HOUSE:
sergeants-at-arms;
elections.

200 members of Ordinary Chapter; 200
300 men-at-arms. Two votes in all Provincial

THE GRAND CHAPTER: 500 members of the Grand Chapter; 500 sergeants-

at-arms; 2000 men-at-arms.

Command Income*
Sergeant-in-Training - 20sp
Squire-in-Training - 30sp
Sergeant-at-Arms 4 men 75sp
Sergeant 9 men 100sp
Knight 19 men 150sp
Knight Commander 100 men 100gp
Master of Chapter Chapter 750gp
Provincial Commander Province 1500gp
Marshal Battle 2000gp
Seneschal Army 2500gp
Grand Master Order 5000gp

* Surplus income per month. Those Clergy having a congregation,
Priors and upward, and Knight Commander and upward have surplus
income for their establishments indicted-- to be used for all
expenses.

KNIGHTS HOSPITALAR

KNIGHTS TEMPLAR
TEUTONIC KNIGHTS

The Knights Hospitaler: (also known as the Sovereign Military
Hospitaler Order of St. John of Jerusalem of Rhodes and of Malta,
Order of St. John, Knights of Malta, and Chevaliers of Malta;
French: Ordre des Hospitaliers, Maltese: Ordni ta’ San Gwann) was a
Christian organization that began as an Amalfitan hospital founded
in Jerusalem in approximately 1080 to provide care for poor, sick
or injured pilgrims to the Holy Land. After the Western Christian
reconquest of Jerusalem in 1099 during the First Crusade it became
a religious/military order under its own charter, and was charged
with the care and defence of the Holy Land. Following the conquest
of the Holy Land by Islamic forces, the Order operated from Rhodes,
over which it was sovereign, and later from Malta where it
administered a vassal state under the Spanish viceroy of Sicily.

Those who served in the Order, both men and women, were bound by
the usual monastic vows and were distinguished by wearing black
robes adorned on the left breast by a white cross of eight points,
symbolic of the eight beatitudes. The men were also clean-shaven.

Their work was strictly charitable and peaceful - providing shelter
for pilgrims, tending the sick, aiding the poor among the pilgrims
etc.

In 1118, the second Grand Master, Raymond Dupuy, added militancy to
the activities of the male section of the Order. The Brethren of
the Hospital of St. John of Jerusalem took upon themselves the new
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duty of defending the Christian Kingdom of Jerusalem. This soon
took precedence over their old duties. Despite its chivalric
activities, the Order remained monastic in nature and maintained
the firm discipline of any religious order living under a Rule.
Hospitalers did receive a fresh constitution which divided the
sworn members of the Order into three general classes:

The

. Knights: These men were of noble and gentle birth and
were the military leaders and most heavily armed.

. Squires and Sergeants: These were of common origins and
were the ordinary rank-and-file fighters, although they
were also well armed and the equal of many knights.

. Chaplains: These were priests, assumed all clerical
duties and assisted in the tending of wounded and sick.

There were also lay brothers, hired mercenaries, and servants
serving in the infantry and craftsmen who formed the support groups
of the Order.

The Brothers of the Order were all mounted, wore heavy armour, and
were clad in black surcoats emblazoned with the 8-pointed white
cross of the Order (Knights had a red ground placed behind the
cross) . Chaplains wore the more traditional religious robes of the
Order, but were known on more than a few occasions to don armour
and bear arms against the infidel with no less zeal or prowess than
the fighting Brothers.

Foot troops were lay brothers and sometimes were mercenaries hired
to augment the strength of the Brothers. Infantry forces were
employed as castle garrisons and as support to the mounted force.
When in the field, infantry would be mounted (if sufficient riding
horses were available) to speed movement.

The Teutonic Knights: also know as The Order of the Teutonic
Knights of St. Mary's Hospital in Jerusalem (Official names: Latin:
Ordo domus Sancte Marie Theutonicorum Hierosolymitanorum, German:
Orden der Briider vom Deutschen Haus St. Mariens in Jerusalem, or
for short the Teutonic Order is a German Roman Catholic religious
order. It was formed to aid Christians on their pilgrimages to the
Holy Land and to establish hospitals to care for the sick and
injured. Its members have commonly been known as the Teutonic
Knights, since they also served as a crusading military order
during the Middle Ages. The membership was always small and
whenever the need arose, volunteers or mercenaries augmented the
military forces.

The Order was composed of clergy and fighting laymen, and their way
of life was governed by exceedingly strict rules. Ownership of
personal property was renounced, though members did not exactly
live in "poverty" because the Order was wealthy through generous
bequests and grants by its supporters and the considerable profits
made from its joint-trading ventures with merchants doing business
in the east.

No Brother of the Order was to have his own seal or coat of arms,
regardless of high born he was, just the white mantle and black
cross of the Order. Commoners of "honest birth" (i.e. not
illegitimate) could also join the order. They formed the sergeantry
and infantry of the Order, but those of merit were raised to
chivalric rank by the Grand Master without prejudice, their humble
origins not working against them.

Even though the Teutonic Order was never an aristocratic body,
knightly ethics still suffused all of its institutions and the
attitudes and conduct of all its members.

The central administration of the Teutonic Knights at the Order's
headquarters in Marienburg consisted of the following officials:

Hochmeister (70 status points): The Grand Master of the Teutonic
Order was extremely powerful and virtually held a status rivalling
that Of a monarch. While obliged to consider the advice of
experienced brothers and the decisions of the Chapter of the Order,
the Grand Master really was in total control. It was not until the
final stages of the Order's disintegration that other senior
officers shared in the governance of the Order.

When a Grand Master died, his Deputy summoned the Komtur or
Commanders of the Order to select 13 members who would then elect
the new Grand Master. Qualification for this office was membership
in the Order and having freeborn origins and being of "honest
birth". The Order having no aristocratic biases, Grand Masters of
common origins were elected on a number of occasions.

Grosskomtur (60 status points): Deputy Grand Master.
Ordensmarschall or Grossmarschall (55 status points):
of the Order.

The Seneschal

Tressler (50 status points): The Treasurer,

Order's finances.

in charge of all the

Trapier (46 status points): The Quartermaster General, in charge of

acquiring and stockpiling arms, armour, munitions, provisions, and
any other supplies.
Grosschaeffer (46-55 status points): The Minister of Trade, with

the duty of administering and guiding the continually expanding
commercial interests and relations of the Order. The position
became increasingly important in the Order as the Teutonics'
business interests widened.

Spittler (40 status points): The Hospitaler or official charged
with quartering the brothers of the Order, overseeing the operation
of hospitals for wounded, making provision for guest accommodations
in the various Houses of the Order, etc.

The organisation of the rank and file was very military in nature,
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although the local leaders also administered the general affairs of
the area under their control.

Territory held by the Order was divided into Komtueris, each with a
Chapter House headed by a Komtur. A House might be considered as a
military unit comparable to a company. It could be part of the
garrison of a major castle or housed in its own castle.

A Komtueri controlled a territory roughly equivalent to an "M"
class holding with the Teutonics providing a fighting force in
addition to that of the vassal knights and the Chapter House was a
Cas.I in addition to the manors indicated for an "M" class holding.
In other words. the area was definitely well garrisoned.

Being a religious fighting institution, each Komtueri enjoyed a net
annual income of about 3,000gp per year from local sources.

fortress of Cas. IV-VI
a "V" type baronial

to x 5 Komtueris - are
area.

The Grand Chapter was housed in a powerful
quality, standing in an area equivalent to
holding. Note that its troops - equivalent
in addition to vassal feudal troops in the

Each Chapter House consisted of 12 Bruders (brothers) of chivalric
rank and about 48 lower ranking members equivalent to sergeants.
Four of these would be attached to each Bruder in battle, making a
fairly standard 5-man "spear" of cavalry.

Though cavalry "heavy", the Teutonic Knights had men-at-arms to
provide archery and infantry support. Where possible, they would be
mounted infantry. A House therefore had about 150 fighting men or
more, 60 armoured cavalry, about 40 heavy infantry, and about 50
crossbowmen. Some of the foot troops provided a permanent garrison
to enable the entire cavalry force and (mounted) infantry to take
the field,
absence.

assured that their stronghold was well held in their

The Knights Templar: also know as The Poor Fellow-Soldiers of
Christ and of the Temple of Solomon (Latin: Pauperes commilitones
Christi Templique Solomonici), commonly known as the Knights
Templar or the Order of the Temple (French: Ordre du Temple or
Templiers), were among the most famous of the Western Christian
military orders. The organization existed for approximately two
centuries in the Middle Ages.

The Knights Templar were very different from the Hospitalers.
Founded in 1118 by Hugh de Payns and Geoffroy de Saint-Omer, the
Templars were a purely military order from the very outset, pledged
to protect pilgrims and to fight in defence of the Holy Places.
They received their Rule from the eminent St Bernard, who also
composed a treatise in their favour, entitled In Praise of the New
Chivalry, which consecrated war to the service of religion. The
uniform of this bearded monastic order was a white surcoat and
cloak, or a white robe, emblazoned with a red cross.

In the beginning, a Templar was a monk of the strictest and most
ascetic type, pledged to chastity, obedience, and absolute poverty.
At the same time, he was also a knight sworn to wage ceaseless and
truceless war upon the infidel. He was not to rest until the Church
remained supreme in the world. He was expected to fight always as a
zealous fanatic, neither giving nor asking quarter of infidel foes
and never retreating unless out-numbered at least three-to-one.

As a crusading Order, they fought often and they fought well
against the infidel, showing great courage and resourcefulness.
Everything went well for the Order until the fall of Acre, the last
Crusader stronghold in the Holy Land (1291). After that, the
Templars found no new centre and, far worse, no new work to do as
defenders of the faith.
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Officially endorsed by the Roman Catholic Church around 1129, the
Order became a favoured charity throughout Christendom, and grew
rapidly in membership and power. Templar knights, in their
distinctive white mantles with a red cross, were among the most
skilled fighting units of the Crusades. Non-combatant members of
the Order managed a large economic infrastructure throughout
Christendom, innovating financial techniques that were an early
form of banking, and building many fortifications across Europe and
the Holy Land.

While individual members remained paupers in theory, in actual fact
the Order had received so many bequests of lands and revenues that
the membership lived in regal luxury despite their supposed
devotion to absolute poverty. The Templars went into the business
of banking and lent money even to kings, which only increased their
already enormous landholdings and their financial strength. To
reflect the increased income enjoyed by the Order at this stage,
triple the income it would normally enjoy - that is, 15,000gp per
House in the Order will now be paid annually into the central
treasury of the Grand Chapter!

The Templars' existence was tied closely to the Crusades; when the
Holy Land was lost, support for the Order faded. Rumours about the
Templars' secret initiation ceremony created mistrust, and King
Philip IV of France, deeply in debt to the Order, took advantage of
the situation. In 1307, many of the Order's members in France were
arrested, tortured into giving false confessions, and then burned
at the stake. Under pressure from King Philip, Pope Clement V
disbanded the Order in 1312.

Order of Saint Lazarus: The Military and Hospitaler Order of St.
Lazarus of Jerusalem is an order of chivalry which originated in a
leper hospital founded by Knights Hospitaler. It was originally
established to treat the virulent disease of leprosy, its knights
originally being lepers themselves. The members of the Order were
dedicated to two ideals: aid to those suffering from the dreadful
disease of leprosy and the defense of the Christian faith. Its
militarisation occurred due to the large numbers of Templars and
Hospitalers sent to the leper hospitals to be treated. The order
established ‘lazar houses’ to care for lepers, and was well
supported by other military orders which compelled lazar brethren
in their rule to join the order on contracting leprosy.

The Order of Saint Lazarus remained primarily a hospitaler order
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but it did take part in a number of battles. The leper knights were
protected by a number of able-bodied knights but in times of crisis
the leper knights themselves would take up arms. centuries in the
Middle Ages.

Order of the Holy Sepulchre: The Equestrian Order of the Holy
Sepulchre of Jerusalem is a Catholic chivalric order of Knighthood
that traces its roots to Godfrey of Bouillon, principal leader of
the First Crusade. As it was for the deliverance of the Holy
Sepulchre that the First Crusade was organized, so for its defense
were certain military orders instituted. The Order earlier was
called Order of Cannons, which today is now known as the Equestrian
Order of the Holy Sepulchre of Jerusalem. It is considered the
oldest of the military Orders of knighthood. It is the fourth
oldest order in the Catholic Church. As the oldest military order
original surviving orders from Jerusalem, this Order of Knighthood
was given a charter by Papal decree in 1099. The practice of
bestowing knighthood at the Church of the Holy Sepulchre was part
of this mediaeval military movement toward reinstating a Christian
presence in the Holy Land.

In ecclesiastical heraldry, the Order of the Holy Sepulchre is one
of only two Orders whose insignia may be displayed in a clerical
coat of arms. (Laypersons have no such restriction.) Knights and
Ladies of the Order display their arms in the badge of the order,
while Knights and Ladies of the rank Grand Cross surround their
shield with a ribbon. Other ranks place the appropriate ribbon
below the shield and may also display the red Jerusalem cross
behind their shield.

Castles & Warfare

o most players, castles call up visions either of gloomy
fortifications crouching on a mountainside or Camelot
manned by valiant defenders. In fact, castles were the
£l centers of rural life, the focus of trade, justice,
religious life, even medical care and social welfare, not just an
armory and place of refuge in time of war. When players design a
castle, such functions should be taken into account.

Construction of Feudal Structures

flthe construction of cottage or castle: the cost of

materials and the availability of manpower.
The Peasant Hut

The majority of Feudal society, commoners who were unlanded and
unnoble, could not afford and were not allowed to construct
fortifications. Their homes were of simple mud and wattle, with the
minimum of fixtures, capable of sheltering a maximum of 5-6 adults.

10" x 15" to 15"

Size:
construct at a cost of 1 CP per square foot.
accommodations for people and animals.

x 30; and requiring 5 adults 2-5 days to

Larger huts had

The Yeoman’s Cottage

The Yeoman’s cottage is the home of a freeman or vassal with a good
living. Yeomen often could afford stone and a well-thatched roof,
with some timber bracing. Size: 20' x 15' with 3 rooms to 20' x 35'
with 5 rooms, requiring 5 adults to construct it in 20 to 50 days
at a cost of 2 CP per square foot. Interior furnishings were
handmade, for the most part, so add 10% to costs.

The Common Inn

The Common Inn was probably one of the largest buildings in
villages and small towns. Built several stories high and with a
good cellar, it will perform the functions of putting up travelers
and being a recruitment center during war or an entertainment
center in peacetime. Because of its size and solidity, it was also
a key defense point in a village or town, for its high, stout,
windowless outer walls, its stores, and its accommodation quarters
made it a semi-fortress. Size: 30' x 50' to 40' x 70' with 2 to 4
stories. Some inns were built around a central courtyard and were
very large. Materials: dressed stone with timber bracing, at a cost
of 9 CP per square foot x number of stories. Furnishings and stores
cost an additional 20%. 20 men require 3 to 5 months to build it.
Full stabling accommodations are included.

The Rural Inn

The Rural Inn is indeed the largest structure on the highroads,
usually 20 to 30 miles apart. They are designed to provide shelter
and protection for weary travelers. They are always designed
protectively around a central courtyard, with stone walls that are
timber reinforced and windowless on the outer side. It is a
secondary fortification next to the castles and manor houses of the
nobles. Size: 70' x 100' to 110' x 130' with 2 to 4 stories. The
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cost is 12 CP per square foot x number of stories up to 9.
Furnishings and stores cost an additional 20%. 20 men require 5 to
8 months to build it.

Full stabling accommodations are included.

The Common Villa

The Common Villa is the residence of most families with high status
and the wealth to afford to parade that status: merchants,
guildsmen, landowning gentry, and wealthy yeomen--especially petit
sergeants. The Villa is remarkably similar to the Rural Inn in
overall design and cost.

HBagic Construction Costs

he structures described above are given only in general
terms. The variables to be considered when build84 ing a
structure from scratch according to a personal plan follow.
M Costs are based upon a large amount of “free” labour”:

Labour of 1 Man in 10
Hours

50sqg ft woods

100sqg ft unwooded

Cost of Materials and
Labour

lcp/10sqg ft
lcp/20sg ft

Type of Task
Site Clearing

[woods]
[unwooded]

Foundation lcp/sq ft foundation 50sqg ft foundation
preparation
Pallisaded Walls lcp/sq. ft 100sq. ft
Wattle & Mud Walls 2cp/sqg ft 50sg ft
Cheap Stone Walls S5cp/cu.ft of wall 50 cu.ft dressed stone
Average Stone Walls 7cp/cu.ft of wall 50 cu.ft dressed stone
Good Stone Walls 10cp/cu.ft of wall 50 cu.ft dressed stone
Fine Stone Walls 15cp/cu.ft of wall 50 cu.ft dressed stone
Poor Morter 2cp/30 cu.ft of stone 150 cu.ft of wall

wall
Good Morter 3cp/30 cu.ft of stone 150 cu.ft of wall

wall
Poor Wood Bracing 1sp/20 cu.ft of wall 100 cu.ft of wall
Hard Wood Bracing 3sp/20 cu.ft of wall 100 cu.ft of wall
Fine Wood Bracing 5sp/20 cu.ft of wall 100 cu.ft of wall
Iron Bound Bracing 7sp/30 sg.ft of facing 50 cu.ft of wall
Brick Facing 5sp/30 sqg.ft of facing 150 sqg.ft of facing

Slate Roofing 1sp/5sq.ft of roof 100sqg.ft of roof

Finishing* +20% of construction +20% of construction
costs time

Square Towers +20% of construction +20% of construction
costs time

Round Towers +30% of construction +30% of construction
costs time

Excavations (dirt)
Excavations (stone) ** 2cp/cu.ft stone moved
Quarrying & Dressing 3cp/cu.ft stone

lcp/cu.ft of dirt moved 60 cu.ft dirt
30 cu.ft stone
20 cu.ft stone

Finishing* - includes the building of battlements, sheds, stables,
and the interior finishing of manor houses, towers, stairs, gates,
drawbridges, doors, etc.

Excavations(stone)** - if good stone is available close to the site
as the result of having to excavate moats or cellars in rock,
reduce the cost of Quarrying & Dressing by 50%.

Increase the cost of al materials that have to be hauled more than
5 miles by 10%.

Using Skilled Workmen

Skilled workmen may be imported to do a superior job. The effects
on cost and construction time are as follows:

Reduction in

Type of Skill Labour Cost of Skilled Labour construction Time

Master Fortress +10% of total cost -10% reduction
Engineer

Engineer +5% of total cost -5% reduction
Skilled Workmen* +10% of total cost -10% reduction

Skilled Workmen*
site are skilled.

- this means at least 20% of the workmen on the
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Ffortress Construction

q” vjefore a player begins construction of a castle, he should
é &) read the Siege rules with care. Castles should be designed
: \@ ). according to historical reality: star forts, for

PN 4<example,belong to the Renaissance Period and are simply
unknown in the Feudal Ages.

In structural evolution, there is no discontinuity between noble
and common dwellings except that the noble was responsible to his
Overlord for the protection of the lands granted to him. For this
reason the structures are larger and more massive. They are located
in strategic sites to dominate the surrounding countryside and make
any invasion an extremely costly venture, if not fatal, to the
invader.
FORTIFIED VILLAS: The Small Fortified, Manor House [SFMH]

In development, the Fortified Villa is just a larger version of a
Common Villa. However, the outer ring wall becomes prominent and
towers begin to peer ominously over the wall. The main building is
generally not more than 3 stories high (30'), not counting the
gabled roof which extends upward another 10 feet. The ring wall
reinforces the House wherever it comes into contact with it. All
walls are 3 to 5 feet thick. The towers are also a reinforcement to
the building and rise 10 feet above the roof (up to 55'). Stables,
storehouses, and other outbuildings nestle against the inner side
of the wall, which is 18 to 25 feet high, and moats or ditches
protect the wall when it is possible to provide such defenses.
MANOR COMPLEXES: The Large Fortified, Manor House [LFMH]

The Manor Complex is a larger, more powerful version of the
Fortified Villa. The ring wall is 25 to 35 feet tall and is always
protected by a ditch or moat at least 20 feet wide and equally as
deep. The walls are 5 to 8 feet thick. Round or square towers will
anchor the corners of the walls and a tower gatehouse will guard
the entrance to the courtyard within. The Manor House itself is 3
stories high (30'), with 5 to 8 foot walls and battlemented at the
top. A large tower extends 15 feet above the roof, and smaller
towers anchor the other three corners of the Manor House.

A variation of the Manor Complex places everything within one
building. The wall of the large Manor House is 8 to 12 feet thick
and 35 high, with battlements. The main tower is 60 feet tall, or
more, and smaller towers anchor the other three corners of the
Manor House. The site is usually chosen to provide the maximum in
defense, and the water defenses are often extensive. Entrance is
gained by a well defended gate, usually with a drawbridge and
portcullis.
SHELL KEEPS [SK]

Unlike the preceding holdings, the Shell Keep is first and foremost
a military structure designed to dominate areas of unrest. Here the
prominent feature is a ring wall 8 to 15 feet thick and 25 to 50
feet in height, fully battlemented. The ring wall was circular or
polygonal in shape. Within the wall the only main building visible
was the great tower that topped the wall by 15 to 25 feet. The
central Keep had walls 15 feet thick as the base, narrowing to 9 or
10 feet at the top. Size: 400 to 600-foot circumference for the
ring wall, and 50 to 75-foot diameter tower. Entrance was through a
barbican or gatehouse by a drawbridge, and often a small outer
tower was built outside the moat to further defend the entrance.
THE CASTLE [Cas]

The true castle is an evolution of the Shell Keep or Manor Complex.
The walls are usually increased in thickness and height, with
bastions and towers along the curtain walls. It is always
constructed of heavy stone braced with timbers that are often iron
shod. The Donjons rose to heights as much as 100 feet with equal or
greater diameters, and 15 to 25-foot thick walls. The roof was
constructed of heavy arched stone, covered with solid timbers and
roofing slates or lead plates.

The cost of a complete Donjon is almost too much to comprehend
unless most of the labour and materials are produced by vassals. An
Engineer and full crew of skilled workmen are essential to its
construction.

In Chivalry & Sorcery, there are six “levels” or classes of
castles. The only real difference is their strength an size:
CLASS I: SMALL CASTLE OR CHATEAU [I Cas]

A class I castle is simply an improved fortified manor house with
more massive defenses:

Keep: 50" to 60' high with equal diameter and wails 10' thick.

Towers: 4 x 40' to 50' high, with equal diameter and walls 6' to 8'
thick.

Walls: 400' to 800" of curtain wall, battlemented, 30' to 40"
high, 6' to 8' thick.

Gate: 2 x 90' to 50' high towers, 1 gate, portcullis, drawbridge,
and 2 x 5' x 3' postern gates.

Bailey: Paved, with small Manor House and stables for 30 to 50
horses.

Moat: 20" wide by 10' to 20' deep.

CLASS II: SMALL CASTLE OR CHATEAU [II Cas]

A class II castle is a stronger castle with better defenses than a
class I castle and containing a larger garrison:

Keep: 55' to 65' high, with equal diameter and walls 10' to 12°'
thick.
Towers: 6 x 90' to 50' high, with equal diameter and walls 8' to 9'
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Keep: 55' to 65' high, with equal diameter and walls 10' to 12°'
thick.
thick.

Walls: 500' to 600' of curtain wall, battlemented, 30' to 90'
high, 7' to 9' thick.

Gate: 2 x 40' to SO’ high towers, 1 gate, portcullis, drawbridge,
and 2 x 5' 3' postern gates.

Bailey: Paved, with small Manor House and stables for 60 to 90
horses.

Moat: 25' wide by 15' to 20' deep.

CLASS III: SMALL CASTLE OR CHATEAU [III Cas]

A class III castle is a stronger fortification than the previous
two castles and is also more extensive. Indeed, it is almost
classifiable as a major fortification:

Keep: 60" to 70' high, with equal diameter and walls 12' to 15"
thick.

Towers: 7 x 45' to 55' high, with equal diameter, and walls 7' to
10" thick.

Walls: 600' to 700' of curtain wall, battlemented, 35' to 45' high,
9' to 10' thick.

Gate: 2 x 45' gate towers, 1 gate, two portcullises, 1 drawbridge,
and 3 x 5' x 3' postern gates.

Bailey: Paved, with small Manor House, small chapel, and stables for
75 to 100 horses.

Moat: 30" wide by 20' deep.

CLASS IV: LARGE CASTLE [IV Cas]

The class IV castle marks the beginning of extensive and truly
powerful fortifications, with secondary defenses:

Donjon: 75' to 80' high, with BO’ to 90' diameter and walls 15' to
18" thick.

Towers: 4 x 55' to 60' high, with equal diameter, and walls 9' to
12' thick around keep.
8 x 45' to 55' high, with equal diameter, and walls 7' to
10' thick on curtain.

Walls: Inner Wall: 400' to 600" of curtain wall, 45' to 55' high,
8' to 10' thick.
Outer Wall: 1000' to 1200' of curtain wall, 35' to 45' high,
8' to 10' thick, with bastions along the exposed wall
(vulnerable to assault because of the terrain).

Bailey: Paved, with Large Manor House, chapel, and stables for 150
to 175 horses.

Gate: Inner: 2 x 60' to 65' high, with equal diameter, 1 gate, 1
portcullis, 1 drawbridge, and 2 x 5' x 3' postern gates.
Outer:. 2 x 45' to 55' high, with equal diameter, 1 gate, 1
portcullis, 1 drawbridge, and 3 x 5' x 3' postern gates.

Moat: Inner: 20' wide by 15' deep.
Outer: 40' wide by 20' deep.

CLASS V: LARGE CASTLE [V Cas]

The Class V castle is a most powerful fortification and differs
from the Class IV castle in the extensiveness of the fortification
rather than additional height or thickness of the walls or towers.

Donjon: 80’ to 90' high, with 90' to 110' diameter and walls 18"
thick.
Towers: 6 x 55' to 65' high, as for class IV around keep.
10 x 45' to 55' high, as for class IV along curtain wall.
Gate: Inner: as for class IV.
Outer: as for class IV, except 2 x 35' to 45' towers also
guard the approaches on the outer side of the moat.
Walls: Inner: as for class IV.
Outer: as for class IV, except 1300' to 1500' of curtain wall, with
bastions.
Moat: Inner: 25' wide by 15' to 20' deep.
Outer: variable, usually extensive and deep. Often, inner
and outer water defenses protect the outer curtain wall.
CLASS VI: GREAT CASTLE [VI Cas]
Such monuments to Feudal genius for fortification are highly
individual in design and so no guideline can be set down. Krak des

Chevaliers, Coucy, and fortresses of similar stature may be cited
as examples. In all respects, they are massive and superbly able to
defend against the most powerful forces. If a character inherits
one, he may design it to specifications not exceeding twice the
size of a Class V castle, with walls, towers, moats, etc., up to
25% higher, thicker, wider, and so on.

Class V and VI castles contain extensive quarters, stabling, and
other facilities. In general, they are able to contain four times
the number of horses required for the garrison, six to nine times
the number of men in the garrison, and have more than enough stores
and arms for a long siege.

Stores & Supplies

The capacity of a castle to hold stores is almost unlimited, but
the important figures are:

1. An adult male requires 5 Dr. of mixed foods or 9 of meat
or 3 of field rations per day plus 2 quarts of water.

2. A warhorse requires 10 Dr. of grain and 20 Dr.
day or 15 of wheat plus 3 gallons of water.

of hay per

Most castles keep a standard stock of 2-5 months rations for
occupants and horses for emergencies. Possessors of fortified
manors, keeps, and castles may assume that such stores exist for
castles existing at the start of the game. People fleeing to the
castle for protection will bring 1-2 month’s rations with them if
there is time.
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Jfeudal Parfare

s the castle is the main military installation and the

§basis of a noble’s power, the siege is the focal point of
f Feudal warfare. Lord’s do not fight merely for honour but
also for gain, and the only real “gain” is another castle,

keep, or manor house and the lands it dominates. Battles therefore
occur as a result of:

1. Entering the region with an army on the way to besiege a

castle;

2. Sorties from or against a castle;

3. Seizing the gate or storming the walls of a castle;

4. Hindering or destroying foraging parties;

5. Raising the siege by engaging the besiegers with a

relieving force or a major sally from the castle.

All warfare in Chivalry & Sorcery hinges on one of the above 5
situations. An army can afford to spend only the summer months in
the field, and the ideal attack is a quick and unexpected stab at
the castle of the defender by mounted troops. If they are able to
seize the gate and allow slower following forces of infantry into
the castle, a victory should not be far behind. If the attackers
cannot gain the gate, they must cut the castle off from allies.
the attacker is numerically much superior, he might attempt to
storm the walls of smaller fortifications with scaling ladders,
bribe his way in (a difficult procedure because everyone is watched
inside), or use a ruse like the famous Trojan horse. Failing all of
this, the attacker must place the castle under formal siege and
await the coming of a relieving force or else go home.

If

The chances of the tactics chosen depend upon the Military Ability
of the opposing commanders (see Character Prime Requisites). An
attacker add +2% to the basic chance of success for each Military
Point he possesses. A defender subtracts -4% from the attacker’s
chances for each Military Point he possesses.

Entering the Region Pithout Detection

60% chance of not meeting with a patrol that will sound the alarm.
NO surprise is possible if the alarm is sounded!

40% chance that the attacking force will not be discovered after
entering the area. There is a 50% chance of the alarm being sounded
in time.

30% chance that the attacking force can approach to within bowshot
of the castle (unless terrain is too open to permit this). If this
condition is met, there is a chance to seize the gate or postern:

Seizing the Gate or Postern

The Gate or Postern may be open if the alarm has not been sounded.
However, if the alarm has been given, proceed to #3. All of the
operations below depend upon approaching within bowshot without
being detected:

60% chance that the attackers are not seen in time to close the
gate or the postern in time. They have been caught by surprise and
must fight for survival.

Storming the Walls

40% chance that the ladders have not been seen in time for the
defenders to man the walls with archers. (60% if initial surprise
attack.)

40% chance that the ladders could make it to the wall if the
defenders have succeeded in manning the walls with archers.

10% unadjusted chance that each ladder put up would not reach or
would break under the weight of a climber.

At the moment the ladders are against the wall, the combat begins.

Battack after a successful bribe reduces one’s chances by
Z10% the next time.

60% basic chance that the man or woman approached will take the
bribe. The chance of success is modified by comparing the Charisma
of attacking vs. defending commanders. An attacker receives +5% for
each point above the defender. On the other hand, the defender
receives +10% for each point above the attacker. Charm spells
increase chances by 10%. Control Person spells increase chances by
20%. If the bribe is accepted:

60% chance that the man or woman would remain silent
about the bribe and not report it to the castle commander. Compute
final % as above.
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10% chance that the man or woman would open the gates, if
a report has not been made. Check % chance of Seizing the Gate or
Postern. If a failure occurs, there is a 40% chance less the
defending commander’s Military Ability penalty of evading detection
of the attempt. If undetected, a bribed person is free to make
another attempt in 1-6 days.

If the attempt has been unsuccessful, and the bribed person
dutifully reports to the castle commander, a trap will be laid,
with +10% advantage on all weapon hit probabilities. The attackers
will, after all, approach in the expectation of surprising the
defenders; but the defenders will be waiting grimly for them,
murder in their hearts with bows and swords ready: To keep things
absolutely fair and aboveboard, the attacker must have his plan of
attack written out, and the defender must have a contingency plan
ready for the trap prior to all determinations. Results of a bribe
are known only when there is a real chance to learn them--that is,
when the attack is made.

Tactics

.

i ccause the surprise attack required a lot of luck and the
<Q expert handling of men on both sides, most attackers
‘.preferred to use the more formal siege to take a castle.
AdBelow is an outline of the typical procedures followed by
each side in a formal siege.

@actics of the Attacker

1. Disguised soldiers would create trouble in the area around the
castle: burn crops, steal cattle, and generally demoralize the
people of the area. Use Entering the Region percentages for each
raid. There is, however, a 20% chance of a prisoner being captured
by the defenders and tortured for information.

2. The attacking army would arrive in front
if possible. As many people who had grudges
commander as possible would be found in the
used to carry out mining and general labour.

of the castle at dawn,
against the castle
area, and they would be

3. All supplies and animals in the area would be seized to deny
them to the defenders, to use as bribes to the local populace,
to supplement the attacker’s own supplies.

and

4. An earthen fort would be built near the main gate of the castle,
just out of range of the castle war engines, in order to protect
the attackers from a sally or an attack by a relieving force.

5. Miners and laborers would erect palisades and excavate ditches
around the castle to prevent men and supplies from passing freely
in or out of the castle.

6. Using archers and siege engines, an attempt would be made to
force defenders off the walls and to cover the rams battering the
walls or the mining operations.

7. Ram would be set against the main gate and a selected weak point
in the wall. At the same time, laborers working under the cover of
shields and mantlets will try to fill in the ditches and moats
before the outer wall.

8. While the rams, miners, and laborers are at work, incendiaries
would be fired to divert the castle defenders to fire fighting. A
sharp, small scale attack would be attempted to open the gates
under cover of the diversion.

9. If rams and diversions don’t work, bring up heavy siege engines
to knock down the walls. At the same time, start construction of a
siege tower or two. Prepare and place as many fascines as are
needed to support the tower as it passes over the moat.

10. If the siege engines breach the wall, try to break through the
defenders with a general assault. If siege engines have failed,
bring up the towers and scaling ladders.

11. If nothing else works, bring up the miners and set them to
undermining the wall, while continuing to employ all other methods
to keep the pressure on the defenders.

12. If nothing works, simply sit back and starve the defenders out

@artics of the Defender

1. At the first word of the
to the castle, while making
young, or too sick to fight
safety.

invader, gather in all men and supplies
sure that those who are too old, too
leave the castle and reach a place of

2. Send word immediately to
requesting assistance. If a
come to your relief.

your overlord and friendly neighbors,
lord, summon your vassals; they have to

3. Assemble a quick sortie to try to drive the enemy off or,
failing that, to scout his numbers and damage his stores and siege
train, if he has one.

4. Arrange the entire garrison in the best possible order of
battle. Break out all the supplies and weapons for an inventory,
and start construction of mantlets for protection against missiles
while manning the walls and towers.
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5. Send messengers again to your overlord and friends, if no word

has arrived that they are coming.

6. Block all approaches to the castle and make sure that all moats,
gates, and walls are in a state of repair. Gather all available
materials for repair together (a good store should always be in the
castle anyway), and make sure they are fully protected against
missiles and incendiary attack.

7. Use mounted troops to try to keep the enemy from establishing
their camp, but avoid a pitched battle. Meanwhile, set up the
castle siege engines and fire them at half power to lull the enemy
into thinking they may approach closer.

8. Reinforce all sections where the enemy is using rams, pour
burning oil on the siege engines, and engage the enemy missile
engines with your own.

9. As a last resort, use the siege engines to set the enemy camp on
fire, and use a last sortie to discourage them. One might consider
surrender if every thing has failed to this point.

10. Place mantlets and shields on the walls to protect the garrison
from being forced off the walls by missile fire. The siege is now
on.

11. Using the posterns, sally ports, and secret passages, send

small parties out at night to burn and kill in the enemy camp,
destroy siege equipment, and obtain supplies and reinforcements.

12. Prepare for any eventuality,
walls with scaling ladders, by bringing up stones,

especially an attempt to storm the
hot lead,

quicklime, o0il, and anything that can be dropped on the enemy from
the walls.
13. Set up a watch for mining operations and, if necessary, begin

countermining. (Most castles have a number of prepared countermines
and so have a head start.)

14. Send more requests for aid and,
consider surrender.

if none is forthcoming,

15. If all else fails, make plans to hold out until the season
turns or for a fight to the death designed to take as many of the
enemy with you as possible. An attempt at flight might also be
considered at this point.

Parfare in the Age of Chivalry

yn the Age of Chivalry, warfare was not the marvel of

: scientific determinism it is today. All too often it was
M treated in a “Cavalier” fashion. You gathered up the

Ml Peasants and Yeomanry from the forests and fields and sent
word to your vassal Knights to meet at a predetermined place. That
was “mobilization.’ The assembled army marched off in the general
direction of the enemy. That was “strategy.” When the opposing
armies had finally managed to find each other, everyone got into a
more or less straight line and charged. That was “tactics.” Of
course, the caliber and command presence of the army leaders did
tend to inject a degree of finesse into such proceedings, but all
too often the relatively undisciplined troops and the headstrong
independence of the Feudal Chivalry turned the best of plans into
chaotic confusion.

The Time Ffactor

few battles will last for an entire day. Virtually all of
the action takes place in the hours of daylight, from dawn
Ml to dusk. Night actions are rare, these usually being in the
M form of surprise raids on encampments or siege positions.
therefore tend to last for 12 to 15 turns, maximum, with

Battles
each turn representing approximately one hour.

Players should allow for the time lost marching their armies to the
battlefield and deploying their troops. Usually, opposing armies
arrive in the vicinity the evening before, spending the night near
the battlefield and making final preparations for the coming fight.
In the morning they break camp and march out to meet the foe. In
order to recreate this standard practice, the opposing commanders
should roll a 6-sided die and deduct the result from 12 or 15 to
give a realistic number of turns or hours of daylight available for
combat. To allow for the possibility of one side arriving at an
earlier hour than the other, with time to deploy and take up good
positions before the vanguard of the enemy has arrived, each
commander could pick from a stock of “chits” numbered from 1 to 6
and place the chit in an envelope. When the deployment of troops is
about to begin, each will reveal his chit. If one has arrived
earlier, he will be able to make the number of moves indicated
prior to the entry of the opposing force. Entry is always made in
line of march, and the other of march must be written down at a
time prior to setting up the miniatures on the battlefield.

If a number of great Lords are involved on one or both sides (at
least two or three per side makes for “interesting” situations),
each Lord will pick a chit from 1 to 6 to determine when his forces
will arrive. Such is the chaos of Medieval warfare!
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The Campaign Battle

s part of the overall campaign, battles will take place as
a result of the strategic objectives of the players. Thus
fthe composition of the Feudal armies found in a particular
engagement will be decided by the strategic moves made by
the players. In many instances, unbalanced fights will occur; but
that is only as it should be, for the whole purpose of strategic
planning is to attack where the enemy is weakest or does not expect
to be threatened.

Troop Types
he forces at the disposal of a Lord or Knight are given in

P iﬂ! the chapter on Knighthood, particularly in Designing the
b' §{]Feudal Nation. However, these figures are given only in

et general terms and do not indicate such factors as armor
protection, types and numbers of weapons, troop training and
experience, or the quality and military ability of the unit
commanders and subordinate officers. Only the social class and
basic troop organization of the different military forces is known:

KC/KI: Feudal Chivalry is composed of Knights, Squires, and
Sergeants organized into the Feudal “Spear.” A spear is
typically 4 men: 1 Knight, 1 Squire, and 2 Sergeants. A
Spear is always AC or Armored Cavalry armed with heavy
lances and heavy cavalry weapons. On foot they fight as
HAI Heavily Armored infantry.

KC/FRI: Feudal Heavy Cavalry is composed of mounted Sergeants-
at-Arms in the livery of some noble or Petit-Sergeants
who are well-to-do Yeomen able to purchase a horse and
armor. HC or Heavy Cavalry is organized in Spears of 4
Sergeants armed with lances and heavy cavalry weapons.
Those not carrying shields will be armed with crossbows
instead of lances. About 1/2 of the Sergeants not in the
Feudal Chivalry are of this type. On foot, they fight as
FRI Feudal Regular Infantry of the HI class.

The remaining Sergeants and Petit Sergeants are LC Light
Feudal Cavalry or MC Medium Feudal Cavalry Such troops
tend to be armed with spears or javelins or light
crossbows and light cavalry weapons. On foot they fight
as FRI Feudal Regular Infantry.

FIL: Feudal Infantry Levy is composed of Yeomen Archers armed
with longbows or light crossbows or Serfs armed with
improvised weapons. Yeomen must be formed up separately
from the peasantry to be above Type “C” training. They
are typically Light Infantry. Yeomen also carry light
infantry weapons.

FRI: Feudal Regular Infantry is composed of Men-at-Arms in
livery and are typically HI Heavy Infantry armed with
pole arms and light infantry weapons.

FCM: Feudal Civic Militia is composed of townsmen of good
character and are typically LI Light Infantry armed with
pole arms and light infantry weapons.

FCR: Feudal Regular Civic Militia is composed of townsmen and
hired Men-at-arms in equal proportions (see Town
military levy) and are typically MI Medium Infantry
armed with pikes and light weapons.

MC: Mercenary Cavalry is comparable to mounted Sergeantry.
Type “A” Mercenaries are Heavy Cavalry, Type “B” are
Mediums, and Type “C” are Lights.

MB: Mercenary Crossbowman are MI Medium Infantry (Type “A”
are Heavy Infantry armed with heavy crossbows and light
infantry weapons.

MI: Mercenary Infantry are HI Heavy Infantry (Type “A” are
HAI Heavily Armored Infantry armed with pikes or pole
arms and light infantry weapons.

FsC: Saracen and Moorish Cavalry are HC Heavy Cavalry armed
with lances, short bows, and light cavalry weapons if
Type “A;” MC Medium Cavalry armed with spears or
javelins, short bows, and light cavalry weapons if Type
“B” and LC Light Cavalry armed with javelins or short
bows and light cavalry weapons if Type “C” or “D.” On
foot, they fight as a comparable class of Saracen
Infantry but will use the powerful composite béw in
place of the short bow.

FSI: Saracen Infantry are generally poorly trained and
motivated levies rarely rising above Type “C” or “D”.
Only Elite Palace Guards of high ranking nobles and Type
“A” and “B” Saracen Cavalry will be Type “H” infantry.
Type “D” infantry are always LC Light Infantry armed
with Mixed SSH weapons and light infantry weapons. Type
“C” infantry are MI Medium Infantry armed with javelins
and light infantry weapons. Type B infantry are HI Heavy
Infantry armed as for cavalry.

KNI: Nordic Berserker Infantry are superb warriors of the MI
Medium Infantry class. They are armed with Mixed SSH and
heavy infantry weapons. They will never wear body armor.

FNI: Nordic Infantry can be HAI Heavily Armored Infantry
(Huscarles, Noble Guard) if Type “A”. HI Heavy Infantry
if Type “B”; MI Medium Infantry if Type “C” and LI Light
Infantry if type ™ D ”. Nordic formations typical
include 10% Berserkers, 15% Type “A,” 25% Type “B,” 25%

KEI:

KEB:

KDI:

FHM:

FUI:

FWC:

FGL:

KTI:

FGI:

DI:

Class K:

Type “C,” and 25% Type “D.’ All are armed with Mixed SSH
and heavy infantry weapons. Saxon troops can be rated as
Nordics, with the Berserker group converted to Type “A”
Huscarles. All Nordics will fight as Mounted Infantry
whenever possible.

Elvish Infantry are HAI Heavily Armored infantry if Type
“A” and HI Heavily Infantry if Type “B” to “D.” The
nimble and cunning Elves are excellent close order
infantry, for they are at once highly disciplined and
motivated. More telling, they are very speedy on the
battlefield despite their heavy armor. All Elvish troops
are armed with Mixed “PL” weapons and heavy infantry
weapons.

Elvish Bowmen are HI Heavy Infantry for the most part
and are armed with the Elvish Longbow and light infantry
weapons. Elves can also field MI Medium Infantry
Longbowmen as well, increasing 1/2 move speeds by 50mm
(20 m/yd) .

Dwarvish Infantry are HAI Heavily Armored Infantry
without exception. By virtue of their great strength,
fine weapons, and superb armor, the Dwarves are perhaps
the best disciplined infantry in the campaign. Smaller
than most fighters, they are able to pack the line with
half again as many as any other type, except the
inferior Goblins. Also, like all Nordics, the Dwarves
hold with the principle of combined arms, so that their
formations carry Mixed SSH, pole arms, and heavy
infantry weapons. Dwarves are not mercenaries, however,
and normally do not mix in wars unless large treasures
are to be won or hordes of Goblin types are involved.

Hobbit Militia Infantry are diminutive and not
particularly equal to a close fight with larger
opponents, but they can give Goblins as good as they
receive. They are superb shots and are armed with Mixed
SSH weapons, pole arms, and light infantry weapons. They
tend to be comprised of 25% HI Heavy Infantry, 25% MI
Medium Infantry, and 50% LI Light Infantry. When hiding
in thickets or other brush cover they are undetectable
until one is within 150mm (60 m/yd) .

Uruk-Hai HI Heavy Infantry are the most fearsome of the
Goblin races in battle because they are well trained and
disciplined. They are in fact almost equal to Feudal
regulars and Civic Militias. They tend to be armed with
Mixed SSH, pole arms, and light infantry weapons. About
20% of any large force are Type “A,” 20% are Type “B,”
30% are Type “C,” and 30% are Type “D.”

Goblin Warg Cavalry are the dreaded Wolf Riders. Mounted
on savage wolves, the Goblins are superior to most of
their kind. While their wolves attempt to bite and pull
down adversaries, the Goblin riders fight with javelin
and light cavalry weapons.

Goblin Infantry is poorly trained, disciplined, and
armed. Their best are HI Heavy Infantry of Type “C.”
About 33# are MI Medium Infantry and 33% are LI Light
Infantry both of Type “D.” The Heavy troops are armed
wit pole arms and light infantry weapons. The Medium
troops are armed with javelins and light infantry
weapons, while the Light troops have Mixed SSH and light
infantry weapons.

Trollish Infantry are perhaps one of the most fearsome
sights on any battlefield. They are simply too hard to
kill because of their regeneration of damage and their
tough hides. Fortunately, there are never too many found
on a battlefield, and they have not learned to fight in
close order so they can be overwhelmed by sheer numbers.
Once they panic, they cannot be rallied. Trolls are HAI
Heavily Armored Infantry. There is a chance of having 1-
10 units of 10 Trolls, with a 25% chance of their being
Type “A,” “B,” “C,” or “D.” A Magick User usually is
needed to command them.

Giant Infantry are very rarely seen in battle simply
because the appearance of large numbers of them tends to
bring a counterbalancing force of Heroes from Valhalla
(see Demonic Infantry). Giant Infantry correspond to FRI
and FIL troops, except that their missile troops are
very limited. When they manage to remember the fact,
they can throw rocks like siege engines. They prefer to
close with the enemy, however, and mangle him with heavy
infantry weapons. Type “A” are Elite troops in HI Heavy
infantry Armor. Type “B” are MI Medium Infantry, while
Types “C” and “D” are LI Light Infantry. The weight of
armor or lack of it is irrelevant to the rate of
movement because of the Giants’ great strength.

Demonic Infantry are troops drawn from the Legions of
Hell or the Halls of Valhalla. They are always HI Heavy
Infantry and are armed with pole arms and heavy infantry
weapons. Heroes of Valhalla also carry Mixed SSH
weapons, while 25% of the hellish Legions carry short
bows or light crossbows.

Saocial Clasg

Both human and non-human troops are classed under one of three
categories:

Chivalric Troops, comprised of Knights, Sergeants, and
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Squires-at-Arms. Such troops usually are elite cavalry.
When applied to Nordic Berserks, Elves, the Dwarves,
Trolls, and Demonic Infantry, the “K” designation
signifies a very high morale, superb training and
equipment, and/or supernatural force.

Class F: Feudal Troops, usually under the leadership of
Sergeants, Yeomen of substance, or prominent Burghers.
Such troops are generally levies called up from the
countryside or the towns for limited military service.
However, the trained Men-at-Arms and the auxiliary
cavalry of the Petit Sergeantry are in fact at a
professional level of training and experience--the
“regulars” of the Feudal armies. Paid Civic Militia are
“regulars” as well.

Class M: Mercenaries, comprised of landless men or else
foreigners serving under their own leaders for pay. They
tend to be well-trained and disciplined but are not too
dependable when the battle turns into a bloodbath.

All Class K and F troops with the exception of FRI Feudal Regular
Infantry, KEI and KEB Elvish troops, and KDI Dwarvish troops will
use normal 6-sided dice in morale tests, etc. Mercenaries, Feudal
Regulars, Elves, and Dwarves use special 2-3-3-4-4-5 dice. The
overall effect is that the later types are far more predictable and
steady. Social class will also affect morale checks when charging
social superiors.

Training and Experience

There are four levels of training and experience which troops may
attain:

Type A: Elite Veterans who have had much campaign experience and
enjoyed battlefield success. Their morale and training
are consequently of the highest quality. The average
“experience” levels of individual members of such units
is 15+ experience factors or 150,000 experience points
and above.

Type B: Seasoned Veterans who have seen a number of campaigns
and now possess self-confidence and pride in their
units. The experience equivalent is an average 8 to 15
experience factors per man.

Type C: Average Troops who have had some experience and training
but who have not as yet distinguished themselves in
battle. If Knights or Sergeants, they are still in
training and are somewhat inexperienced. If Mercenaries,
they are likely not too well paid or else are
undependable. Experience equivalent is an average 1 to 8
experience factors per man.

Type D: Green or Poor or Disaffected Troops who have either a
minimum of training and experience or else are nursing
some smoldering grievances. All Replacement troops for
casualties are of this type for 1 year after they are
called up for training and service. If they are Knights
they are likely much better fighters but are in a
rebellious frame of mind. If they are Feudal Regulars,
they are Sergeants or Men-at-Arms who have not been paid
or have been badly treated or led. All Mercenaries who
are unpaid are in this class. Feudal levies are either
poor troops or have been pressed into service longer
than 60 days with poor or no pay or else have ploughing
and harvesting to do. All Goblins except Uruk-Hai are
Type “D” in bright sunshine.

Armor Protection and Hounts

LC: Light Cavalry are troops mounted on sturdy medium
horses. They wear no protective clothing and either are
without shields or are unable to use them. Most Saracen
Cavalry is of this type.

MC: Medium Cavalry are troops mounted on sturdy medium

horses. They wear a leather jerkin, brigantine, scale or

quilted armor, or mail shirt, but not using shields, or
they carry shields and wear no armor.

HC: Heavy Cavalry are troops mounted on large warhorses.
They wear mail shirts or breastplates and use shields,
or else are clad in 3/4 scale or mail armor and do not

use shields. The finest Saracen Cavalry is of this type.

AC: Armored Cavalry are troops mounted on large warhorses.
They wear full mail armor and use shields. The Feudal
Chivalry are of this type.

HAC: Heavy Armored Cavalry are troops mounted on large
warhorses protected by quilted, leather, or mail
barding. They wear full armor and carry shields. Elite
Chivalric cavalry is always of this type.

LI: Light Infantry are foot troops with no protective
clothing and either are without shields or are unable to
use them. The Peasant Fyrd and the Type “D” Saracen foot
are almost invariably of this type, unless equipped by
their lords with better arms and armor.

MI: Medium Infantry are troops protected by leather jerkins,
quilted or scale armor, brigantines, or mail shirts but
without shields or troops without armor but using
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shields.

HI: Heavy Infantry are troops protected by leather jerkins,
quilted or scale armor, brigantines, or mail shirts and
shields, or troops wearing 3/4 mail or scale armor but
not carrying shields.

HAT: Heavily Armored Infantry are troops clad in full mail

armor and using shields.

Peapons

A wide range of weapons is available for use by the troops.
Initially, all troops are armed as indicated for their type.

Cavalry Shock Weapons

Lance: Heavy European lance, 12'+, used couched by HC, AC,
HAC.

Light Lighter Eastern lance, 12', used by Saracen and

Lance: European AC and HC.

Spear: Spear 9'-12' used couched or over-aim by LC, MC, HC,
AC.

All other Javelins and all hand-held melee weapons.

Weapons:

Cavalry Melee Weapons

Heavy Broadsword, Mace, axe, hammer, morning star, flail
Weapons: used by KC.

Light Javelins, light swords, scimitars, etc., used by LC,
Weapons: MC, FsC.

Cavalry Missile Weapons

Short European or Eastern Self-bows used by LC, MC, FSC.

Bow:

Crossbow: Light manually loaded crossbow used by Feudal LC, MC.

Infantry Shock Weapons

Pikes: Shafted weapons over 12' used by FRI, MI, FCR,
dismounted KC.

Pole Spears, bills, halberds, etc., used by almost all

Arms: infantry.

All other Light and Heavy weapons, javelins, etc., used by

Weapons: infantry.

Infantry Melee Weapons

Heavy Broadsword, etc., used by KC/KI, FRI, KNI, FNI, KEI,

Weapons: KDI, KTI, FGI.

Light Light swords, scimitars, javelins, etc., used by most

Weapons: infantry.

Pole Spears, bills, halberds, etc., used by most infantry.

Arms:

Pikes: Shafted Weapons 12'+, used by KC/KI, FRI, FCR, and
Mercenary MI.

Infantry Missile Weapons

Short European or Eastern Self-bows used by LI, MI, HI.

now:

Lt. Light manually loaded crossbow used by Sergeants, FRI,

Crossbow: MB, FCM. FCR.

Hv. Heavy windlass loaded crossbow used by Type “A”

Crossbow: Mercenary MB.

Longbow: Yew bow used by English FIL (Yemen) and Elvish EIB.

Composite Eastern bow comparable to longbow for range, used by

Bow: FSI,

Special Weapon Combinations

Mixed Mixed missile weapons: 25% short bows, 25% slings, 50%

“SSH” hand-hurled weapons. Such a force is a blend of 1

Weapons: shortbowman figure, 1 staff-slinger figure, and 2
javelin or axeman figures.

Mixed Mixed pole arms but including 25% crossbows. Such a

“pC” force is a blend of 3 pole-armed figures to 1

Weapons: Crossbowman. Crossbows are of the “light” variety
except for Mercenary Type “A” infantry who do use the
“heavy” crossbow.

Mixed As for Mixed “PC” except that 25% are English Yeoman

“PL” Longbowman FIL and Elvish Bowmen KEB.

weapons :

Mixed forces always have the training and experience level of the
largest group in the force. For example, Mixed “PC” would have the
training and experience of the pole-armed troops, not the
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Crossbowman.

Cost of YWeapons, Armor, and Pay

Jt is assumed that troops show up initially with the weapons
indicated for their type. However, replacements for
casualties and improvement of arms or armor requires an
Mextra expenditure. The following costs are for a Type “D”
fighting man. A higher degree of training and experience increases
the cost.

Pay/man/ Pay/20

Type Armor/Man Armor/20 men day men/day Other

LC - - 5 sp 4 gp 15 gp/horse

MC 50 sp 40 gp 8 sp 7 gp 15 gp/horse

HC 100 sp 80 gp 10 sp 8 gp 15 gp/horse

AC 400 sp 320 gp 15 sp 12 gp 20 gp/horse

HAC 550 sp 440 gp 20 sp 16 gp 20 gp/horse

LI - - 1 sp 1 gp Mounts for Mounted
MI 40 sp 32 gp 2 sp 2 gp Infantry are 10 gp
HI 90 sp 72 gp 4 sp 3 gp each.

HAI 350 sp 280 gp 6 sp 5 gp

Longbowman +4 sp +3 gp Mules, Oxen, Draft
Heavy Crossbowman +6 sp +5 gp Horses, etc., are 5
Light Crossbowman +4 sp +3 gp gp each.

Elvish Infantry or Bowmen +10 sp +8 gp Unless controlled by
Dwarvish HAI +10 sp +12 gp/30 a player, these
Goblin Infantry -2 sp -2 gp troops are difficult
Uruk-Hai Heavy Infantry +1 sp +1 gp to hire. Trolls and
Goblin Cavalry (MC or HC) +2 sp +2 gp Giants will rarely be
Trollish Infantry +50 sp +20 gp/10 obtained in large
Giant Infantry +75 sp +30 gp/10 numbers--usually 10

to 100 at most.

The PWar Chest

(f_ very landed nobleman and independent town will maintain a
l “war chest” or stock of money to equip and pay troops, to

@ build and improve fortifications, and to finance his

1 military campaigns. At the beginning of the campaign or
upon a character’s entering the game in a hitherto undetermined
fief, a noble will have from 6 to 10 times his net monthly income
in his war chest. These monies include all readily saleable assets
and collateral to be offered up to secure loans. As the campaign
progresses, the sums in the war chest may grow or shrink, depending
upon the saving and spending policies of the particular Lord.

Upgrading Training and Experience

Initially, all forces are at the base training and experience
level, Type “D.” Up to 50% of the monies in the war chest at the
start of the campaign may be expended to upgrade the quality of a
Lord’s feudal forces from Type “D” to higher grades:

“A”: No more than 10% of one’s forces may be Elite Veterans
in the beginning. Later, this may be increased to 20%.
Most should be Chivalry.

Type

“B”: No more than 15% of one’s forces may be Seasoned
Veterans in the beginning. Later, this may be

increased to 20%. Most should be Sergeants.

Type

Type “C”: ©No more than 25% of one’s forces may be Average Troops

in the beginning. Later, this may be increased to 50%.
“D”: 50% of one’s forces are Poor or Green
Later, this may be decreased to 10%.

Initially,
Troops.

Type

The increased costs to provide armor and pay for Type “C,” “B,” and
“A” troops are taken as a percentage increase of the cost of
comparable Type “D” troops:

Type “C” Cavalry: increase cost by 25%.
Type “B” Cavalry: increase cost by 50%.
Type “A” Cavalry: increase cost by 100%.
Type “C” Infantry: increase cost by 20%.
Type “B” Infantry: increase cost by 40%.
Type “A” Infantry: increase cost by 80%.

During the winter of each year, the players commanding forces of
men are able to upgrade the quality and equipment of their troops
by expending money from the war chest. However, troops may be
advanced only one grade. For example, Type “B” troops may be
upgraded to Type “A,” but Type “C” troops can be upgraded only to
Type “B.” There is always a 10% minimum of Type “D” troops,
representing replacements, untrainable units, disaffected or poorly
led troops, and so on.
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Replacements

eplacements may always be raised from the population, but
no more than 20% of the total feudal force which a player
possesses initially may be replaced from adult males in his
M feudal demesne. The reasons are essentially economic: men
are needed to provide food and other services and, while 100%
replacement would be possible, the delicate economy of the barely
efficient fiefs would be totally shattered. Furthermore, several
disastrous battles would so decimate the manpower that the next
generation would be far smaller.

CAN

Replacement troops are always rated as Type “D” Green forces until
the year has passed and the upgrading season is reached.
Replacements may be called up at any time during the spring,
summer, or fall, but no more than 20% may be called in a year.

Mercenaries

o more than 20% of the total force possessed by a player
may be Mercenary in nature. To hire Mercenaries, a Lord
“negotiate.” Negotiations involve paying 1-3 months’

corss pay in advance to secure the arrangement (that is, to bribe
the Captain of the Free Company to commit his troops to service). A
Mercenary Company typically is comprised of up to 25% Type “A,” 25%
Type “B,” 40% Type “C,” and 10% Type “D” troops. Casualties may be
replaced by promotion from lower grades of experience in the winter
upgrading period as for Feudal troops. Recruits may also be found
up to 20% of the Company’s strength, with half being Type “C” and
half Type “D” troops. Recruitment takes place in winter or early
spring.

Replacement Weapons

dhen new troops are raised or upgrading of arms is
%necessary, weapons have to be bought. The following prices
hare based upon the manufacture of the arms inside the

k=7 demesne of a Lord by his own armorers. Mercenaries not in

service will pay an additional 50% for weapons.

Type Cost/man Cost/20 men

Heavy Lance 15 sp 12 gp

Light Lance 10 sp 8 gp

Cav. Spear 10 sp 8 gp

Pike 15 sp 12 gp

Pole Arms 10 sp 8 gp

Javelin 7 sp 6 gp

Heavy Weapon 75 sp 30 gp

Light Weapon 50 sp 20 gp

Mixed SSH 20 sp 16 gp

Mixed PC (L) 35 sp 28 gp

Mixed PC (H) 50 sp 40 gp

Mixed PL 35 sp 28 gp

Peasant Arms 5 sp 4 gp

Short Bow 25 sp 20 gp

Long Bow 75 sp 60 gp

Composite Bow 125 sp 100 gp

Light Crossbow 75 sp 60 gp

Heavy Crossbow 150 sp 125 gp

Elvish Bow 200 sp 160 gp

100 Arrows 20 sp 16 gp 100 Arrows or Bolts = 5
“flights” of missiles in

100 X-bow Bolts  30sp 25 gp combat. Adequate supply
of arrows and bolts is
necessary for combat
efficiency.

General Ffield Costs

n addition to armor, weapons, and training, other costs may

be incurred. These include providing food and fodder,
hiring blacksmiths and armorers to maintain armor, weapons,
M and horses, etc. Such costs are borne by the vassals for

the 60 days of feudal service and by the Lord thereafter. The Lord
must pay for his personal troops, however.

Type Cost/man Cost/20 men
Infantry 1lsp 1 gp

Cavalry 3 sp 2 gp
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Chivalry 5 sp 4 gp
Animals 1 sp 1 gp
Physicians 5 cp 4 sp

A special cost is that borne when
the army. Mercenary Companies are
service, taking most of their pay
in the field, they revert to full

Mercenary troops are included in
on 1/4 pay when on long-term
in the form of maintenance.
Pay.

When

Military Engineers and Artificers

f roops trained to build and operate siege engines are
specialists. If Feudal troops, they obtain full pay the
moment they take to the field. If they are Mercenaries,

£l they receive pay as Type “A” troops + 50% so long as they
are in the service of a Lord.

Only 1 military artificer will be found per 20 men in Feudal
service, and 2 will be found per 20 Mercenaries. Artificers are
rated as MI infantry but receive HI pay + 50%. Small siege engines
require crews of 5 artificers, and large ones need 10. Military
Engineers are classed as Command Figures and receive 1 GP plus an
additional 1 GP per Command Level (CL) they possess. They are
accorded rank equal to Knights. For purposes of command, a Military
Engineer is required to command forces with more than 40
artificers. Generally, one Military Engineer will be present in a
Mercenary Company (random roll for Command Level on 1-6 die, with 6
not counting). There is also a 10% chance per 100 Knights,
Sergeants, and Men-at-Arms in a Lord’s service that one has the
talents of a Military Engineer, with a random roll for Command
Level. Check once for each 100 men of these types.

Battle Srales

Frontages
The following guidelines should be followed when mounting figures
on bases and spacing them on the battlefield:

Frontage of Figure in Formation

Close Normal Open

I f Uni Base Order Order Order Depth
Light Infantry 20mm 20mm 25mm 30mm 15-25mm
Medium Infantry 15mm 15mm 20mm 25mm 15-20mm
Heavy Infantry 15mm 15mn 20mn 25mn 15-20mm
Light Cavalry 20mm 20mn 30mm 35mn 40-50mm
Medium Cavalry 20mm 20mm 30mm 35mm 40-50mm
Heavy & Armored 20mm 20mm 25mm 30mm 40-50mm
Cavalry
Trolls & Giants 25mm 25mm 30mm 35mm 25mm
Scales
Ground scale is 1 400, with 2.5mm = lm/yd or 1" = 10m/yd.
1 25mm figure usually represents 20 men. Dwarves, Hobbits, and

Goblins have 30 men per figure, but only Dwarves count these as
having an effective basic strength of 30. In the Case of Giants and
Trolls, only 10 men are represented, with each man having a basic
strength of 6 or 60 for the figure.

1 siege engine or wagon figure represents 4 engines or wagons.

1 turn represents a real time period of 10 minutes, but for
purposes of game play, each turn represents an hour. Time is
expanded to keep games in realistically playable limits.

1 movement phase represents a real time period of 3-5 minutes, but
for purposes of game play, each phase represents 30 minutes.

Smaller Scale Battles

If players are conducting operations on a smaller scale, as when
fighting Baronial armies, a 1 10 scale can be used without
modifying the movements or ranges. Each figure will represent 1/2
its normal strength: 10 men, not 20; 2 war engines, not 4; and so
on. The Commander Rule may be modified to permit senior Knights to
lead Knights. Minor inconsistencies will result, but the battles
still prove to be playable and balanced.

Casualties need not be halved.
its normal value.

Simply rate each figure at double

Equipment
Players will need the following equipment:
25mm miniatures.

Rulers: Metric rulers marked in millimeters are preferred, but inch
markings can also be used.
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Dice: 1d100 percentage dice, and several ordinary 6-sided dice and
several marked 2-3-3-4-4-5. The special dice can be manufactured
from ordinary dice by painting over the sides, then painting in new
pips. The surface can be protected by coating with several layers
of Urethane or other clear plastic paint. These specialized dice
can also be purchased from a few suppliers. The special dice are
used for Regulars and Mercenaries, and the ordinary dice for all
others.

Pencil and Paper: and casualties.

For recording troop data, orders,

Movement Rates

Hhe following table contains the maximum distances which

troops may move in clear terrain. Maneuvering, changing
formations, and terrain features may slow movement. The
£ ground scale is 1 400 or 2.5mm = 1lm or 1 yd. Those

players preferring measurement in inches can use a scale of 1" = 10
yds. For ease of conversion, the movement distance in meters/yards
is given in brackets and conversion to inches can be made by
dividing the distance by 10.

Type Order Normal Move Force March Charge
LC Close 150mm 300mm 400mm
Normal 200mm 400mm 500mm
Open 250mm 500mm 650mm
MC Close 150mm 300mm 400mm
Normal 200mm 375mm 475mm
Open 225mm 450mm 600mm
HC Close 150mm 300mm 400mm
Normal 200mm 375mm 450mm
Open 225mm 450mm 550mm
AC Close 150mm 300mm 400mm
Normal 200mm 375mm 450mm
Open 200mm 450mm 500mm
Mounted Normal 200mm 350mm 400mm
Infantry
Open 200mm 375mm 450mm
LI Normal 200mm 250mm 275mm
Open 225mm 275mm 300mm
MI Close 150mm 200mm 200mm
Normal 150mm 200mm 225mm
Open 200mm 250mm 275mm
HI/HAI Close 150mm 200mm 200mm
Normal 150mm 200mm 225mm
Open 175mm 250mm 250mm
Elves Close 200mm 250mm 250mm
Normal 200mm 275mm 300mm
Open 250mm 300mm 350mm
Trolls Normal 150mm 250mm 250mm
Open 175mm 300mm 300mm
Giants Normal 200mm 300mm 350mm
Open 250mm 350mm 400mm
Wargs Normal 150mm 350mm 400mm
Open 200mm 425mm 475mm
Transport 150mm 200mm
Mule train 175mm 250mm

Light War Engine 150mm +25mm if 4 additional horses or 20 men

Heavy War Engine 100mm +24mm if 8 additional horses or 40 men

Barding reduces Cavalry movement by 50mm if light or medium horse
are so protected. Heavy cavalry horses are slowed by 25mm. armored
cavalry mounts are capable of carrying barding without penalty.

Transport typically includes 5 wagons or carts drawn by 2 mules,
horses, or oxen.

Light War Engines (4 per figure) are pulled by 8 draft animals;
heavy engines by 16. Thus Light Engines require 24 animals per
figure and Heavy Engines need 48. Speed can be increased slightly
adding the number of animals or men per engine, as indicated above.
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@errain ffeatures

Open Terrain: flat ground presenting no significant obstacles to
visibility, movement, or missile fire.

Open Woods:
visibility.

scrubland, orchards, etc., restricting movement,
and effects of missile fire.

Dense Woodland:
movement,

extensive undergrowth and severe restriction of
visibility, and effects of missile fire.

Rolling Hills: slopes of a gradient insufficient to impede movement
but blocking view from lower ground and giving troops occupying
them a height advantage in combat.

Water: Small streams are fordable all along their length. Rivers
can be crossed only by boat, bridge, swimming, or fording. The
banks of water obstacles impede movement but offer no cover and
troops crossing water or banks are downhill to any enemy on land.

High Banks:
movement .

steep slopes along streams, rivers, etc., which impede

Cliffs: very steep slopes which greatly impede movement.
Perpendicular cliffs must be scaled with ropes.

High Hills:
Otherwise,

slopes are steep and impede movement considerably.
they are like low hills.

Bridges and Linear Barriers: all bridges and obstacles of
considerable length such as low stone walls, top of battlements,
hedges, etc., impede movement. Bridges are often only 1 figure
wide. Low walls and hedges provide cover and limit visibility and
missile fire. Battlements provide extensive cover and reduce
missile effects severely. They must be climbed using stairs,
ladders, or ropes.

Muddy Ground: any terrain feature heavily wet by rains. Charges are
reduced by 1/3 and normal movement by 1/2. Cavalry will take
casualties from bad falls and overriding fallen troops.

Marshes: soft, water-covered ground which impedes or even prevents

movement. Marshes can either be open terrain or open woods filled
with reeds, tall grasses, and trees.

Yigibility
As long
weather

as the line of sight is unobstructed,
is unlimited.

visibility in clear

Rolling hills, high hills, and linear obstacles may completely
conceal the presence of troops unless they show themselves in line
of sight.

Open woods restrict visibility to 150mm and troops concealed on the
edge will not be seen until approached to within 200mm.

Dense woodland restricts visibility to 75mm and troops concealed on
the edge will not be seen until approached to within 100mm.

Fog may act either as open or dense woodland in effect. Troops
charging through fog at a speed faster than the maximum visibility
will not be able to avoid obstacles that suddenly appear before
them 30% of the time.

Missile troops firing from a wood automatically give away their
position. Missile fire in fog is impossible beyond the range of
maximum visibility.

Buildings and fortifications completely block visibility unless
troops show themselves in windows or doors or over the battlements.
Arrow slits in towers provide total cover.

Effert of Terrain on HMovement

Terrain Effect of Terrain

Open Terrain All troops, transport,

normal speeds.

and siege engines move at

Roads All terrain effects negated except Mud (unless

all-weather road) .

Open Woodland Infantry may march in normal or open order at
full speed. Cavalry and Infantry in close order
move at 1/2 speed. Transport and siege engines

are restricted to roads and tracks.

All
1/2
are

Dense Woodland infantry must move in open or normal order at
speed. Cavalry, transport and siege engines

restricted to roads and tracks.

Rolling Hills All combat troops are unimpeded.

siege engines move at 2/3 speed.

Transport and

Rivers, If wading is possible, all movement is at 1/2

Streams and speed. If fording is possible only by swimming,

Moats only Light Infantry and Cavalry troops may cross
at 1/5 speed (no charge or forced marches

High Banks All Light and Medium Infantry lose 25mm of

movement. All heavy Infantry and Cavalry lose
50mm of movement. Transport and siege engines
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require 1 phase at the bank to move.

Cliffs All Light Infantry climb or descend at 1/3 speed.
All Medium and Heavy Infantry climb or descend at
1/5 speed. Cavalry, transport and siege engines
cannot cross this terrain.

High Hills All Infantry move at 1/2 speed upslope. ALl

Cavalry moves at 1/3 speed upslope. All transport
and siege engines move at 1/4 speed.

Bridges and
Linear Barriers

Infantry deduct 50mm from their speed when
crossing. Cavalry deduct 50mm at normal speed and
1/4 speed in charge. Transport and siege engines
may cross only at bridges and gaps.

Fortifications All infantry deduct 50mm at top of battlements.
Cavalry, transport, and siege engines may cross
only through gates.

Sharpened All troops cross at 1/2 normal speed. Charges are

stakes not possible. The troops must halt one phase in

front of the barrier. Transport and siege engines
may cross only through gaps.

Scaling Walls All Light and Medium Infantry require 25mm to
climb 10 feet. All Heavy Infantry require 50mm to

climb 10 feet.

Stairs All Infantry require 25mm to climb 10 feet.

(Single file movement)

Muddy Ground All charges reduce by 1/3 speed and all normal

movement by 1/2 speed.

Fformations and Mobement

Hhe battle is fought in a series of turns. Movement is taken
in turns of simultaneous action and each turn of

1. Determination of return of troops voluntarily off the
battlefield.

2. Writing of turn orders.

3. Announcement of all intended charges in the first phase.

4. Movement of all charging units after they test morale.

5. General movement.

6. Missile fire and casting of magical spells.

7. Morale tests as a result of missile fire, including the

reaction of neighboring friendly units.
8. Pre-melee morale checks.
9. Melee.
10. Post melee reaction of troops.

When this sequence is completed, the second movement/ combat phase

occurs. The operations described in #2 to 9 are repeated. At the
end of the second round of melee, the following operations are
performed:

11. Post-melee morale tests.

12. Post-melee pursuit determinations and free facing.

Fformations

All units are, by definition, formed bodies of troops and must have
a set formation. The following formations are possible:

Battleline: All figures in the unit are facing in the same
direction and are in normal or close order. The line may be two
figures deep if Light Infantry, three figures deep if Medium or
Heavy infantry, and four figures deep if Armored or Heavily Armored
Infantry. The battleline will be relatively straight.

Positional Battleline: All figures in the unit are facing in the
same general direction but the battleline has been bent to conform
with terrain such as hills and woods in order to keep the entire
unit within the confines of the terrain. Otherwise, like a
Battleline.

Skirmish Line: A single rank of figures extending in open order.
All figures in the unit are facing the same direction. A skirmish
line is never used to attack close order troops and will fall back
when attacked.

Column: All figures are facing in the same direction. The column is
deeper than the Battleline and always moves in normal order.

Column of March: When travelling along a road a unit will assume a
width to conform with the width of the track they are following. A
Column of March will be one to three figures wide and as deep as is
necessary to maintain unit integrity. A Column on the march is
always in open order unless Heavy, Armored, or Heavily Armored
Infantry, which may be in normal order.

Defensive Square: All figures in the unit are facing outward from a
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common center, with the lines not deeper than prescribed for a
Battleline. Since a defensive square is used only in moments of
grave peril or when facing an immediate attack by massed cavalry, a
morale test is required by all infantry not of Type “A” or “B”
status.

BATTLE/LINE

N S e N o

SKIRMISE LINE

POSITIONAL BATTLE LINE

COLUMN

COLUMN OF MARCH

CHANGE OF FACE (Done by Stand)

Change of Formation or Facing

A unit may perform one of the following functions in each phase of
the movement turn:

Change Formation and/or Density: A unit may change from one
formation to another. Also, a unit may change density from open,
normal, or close order. Half of the movement will be lost in such a
maneuver and charges or double-time marching are impossible that
phase.

Change Facing: A unit may change the direction it is facing at a
cost of one-quarter of its movement per 90° the unit turns, then
move the remaining distance.

Advance: A unit may advance to the limit of movement allowed.

Fall Back: A unit may fall back its normal move distance without
turning its face from the enemy.

Retreat: A unit may turn away from the enemy and fall back its full
charge move or it may turn away from the enemy, fall back one-half
its movement and turn around again (50% of the time if it is
pursued) . The unit must double-time to do so.

Rally Back: Cavalry may fall back its full normal move to regroup
of a charge if repulsed in its previous attack. It can rally back
at gallop speed if it desires. It always turns in time.

Wheel: A unit may pivot on the end of one flank or another (or
along any point in between if attempting to move around the flank
of an enemy unit it is overlapping or to conform to terrain
features). A Wheeling maneuver sees the pivot point remain
stationary while the farthest flank moves up to its maximum
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allowable distance without breaking the line.

Rout: An immediate breaking of formation and general retirement to
the rear without any thought of further disciplined action. The
unit will be in open order, with backs to the enemy, and routs at
the double.

Dismount/Mount: Mounting or dismounting and deploying takes one-
half the movement of a cavalry or mounted infantry unit to a
maximum of 150mm (60m/yd). When mounting, cavalry are unable to
charge or gallop in the same movement phase. One figure in ten
holds mounts.

Stand: A unit may choose to do nothing in the way of movement. An
unformed or disordered unit may restore some semblance of formation
to its ranks by standing and sorting out the mess. This is
especially true of Type “C” and “D” troops which are not trained
and drilled enough to reform on the move.

Disorganization

unit becomes disorganized and is unable to execute movement
or melee or fire missiles effectively when one of the
following conditions exists:

1. Troops have undertaken a “forced march.”

2. Troops are crossing sharp ridgelines,
wading or swimming, climbing cliffs,
with ladders and ropes.

linear obstacles,
or scaling walls
3. Cavalry has been charged while standing.

4. Troops have been charged in flank or rear while changing
formation or engaged frontally in close combat.

5. Troops have lost a commander who was captured or killed
in the previous phase.

6. Troops
melee,

have not been able to rally after a rout,
or charge that was unsuccessful.

pursuit,

Disorganized troops move at 2/3 normal speed and may melee or fire
missiles from the front rank only. Disorganization lasts so long as
the conditions causing it continue. If disorganized and pushed back
as a result of close combat, the troops will also be disorganized
in the subsequent phase.

Rallping

Neo”

““ ften the completion of a melee, a pursuit, an unsuccessful

N charge, or a rout troops will need time to rally and reform
9 d ranks. While they are rallying, they may advance only if
2N they are Type “A” troops and led by a Commander of CL 4 or
5. Otherwise, they are able to stand or retire at normal speed.
Until they have rallied and reformed all missile fire and close
combat is conducted as if they were disorganized troops. The time
taken to rally is given in phases and depends upon the training and
experience of the troops affected:

!

KC Type
Combat Situation Type A Type B Type C Type D A or B
Following a charge or melee 1 1 1 2 1
Following a hot pursuit 1 1 2 3 1
Following a rout 2 2 3 4 2

All Cavalry not belonging to Elite or Veteran Chivalry will require
1 extra phase to rally and reform if they had charged into a melee.

Passage Through FFriendly Units

11 sub-units of a formation may pass through any other
Junits of the parent formation without movement penalty so
long as the unit that is interpenetrated is in normal or
open order. If in close order, the units passing through
lose 25mm of movement for each rank of figures passed through. If
passage is not completed and the formation is attacked in melee,
treat the formation as disorganized.

In all other cases, interpenetration is possible only if a unit has
“broken” and routed during close combat or had failed a morale
test. Lighter troops may not pass through formations of heavier
friendly troops unless the heavier unit is in open order.

Fforced Marches

nfantry in open order may march “at the double” on
alternate turns for both phases of the turn. Marching at
the double causes the troop to become “winded” and

M fatigued. The troops are “tired” during the last phase of
the forced march and in the first phase of the subsequent turn.
Tired troops move at 1/2 speed, cannot charge, and fight with
impaired efficiency.

Cavalry and Light Infantry may gallop or march at the double in one



The grand campaign

phase of each turn without becoming fatigued. The march must be
made in open order. if the forced march is made in both phases of
the turn, only Type “A” or “B” Cavalry will not become “tired.”
Even Type “A” troops will be fatigued if the forced march is
performed in three successive phases without a rest phase in
between.

Type “A” or “B” Elves and Dwarves are considered as equivalent to
Cavalry of equal training and experience when forced marching. The
condition of such infantry is superb and thus a fatigue situation
is averted.

Charging into Melee

“charge” is any move intended to bring troops rapidly into
close combat with the enemy in the phase in which it is
flexecuted. A charge must be announced prior to all other
forms of movement. In a charge, troops move their normal
distance, then all missile firing and morale tests are determined,
in that order. The charge bonus is then added to the move and, if
contact is made, “impact” results are determined for the shock of
the charge as it meets the enemy line.

Charges must be announced against a specific enemy, as stated in
orders. The enemy must be within reach of a charging unit and
visible to it at the beginning of a movement phase. If the unit
does not make contact with the enemy, it will nevertheless continue
to the limit of its charge distance. It should be noted that
measurement of distances prior to charging is not allowed.

All troops defending against a charge must stand, evade the charge,
or countercharge. A countercharge may be declared after the
attacker has announced a charge, and it may be executed after the
troops involved have completed their reaction time. If the charging
enemy makes close contact before the reaction period is over, no
countercharge can be launched. Also, if the charging troops reach
the enemy within the normal movement distance, the defenders do not
have time to fire missiles and neither side is required to test
morale prior to melee.

Mounted Infantry may charge a position in order to dismount and
seize it or else deploy and attack. Cavalry may similarly charge
and dismount to make an attack on foot.

Skirmish Lines

skirmish line may be established by any class of troops.
The line is formed in single rank, with open order
d frontage. The line is “transparent” to missile fire
directed from troops behind the skirmish line to targets in
front of the skirmishers. Skirmishers will engage advancing enemy
forces with missiles and even meet them in close combat so long as
the enemy is in normal or open order. Skirmishers will always evade
close order troops if they are of any equal or heavier class.

Skirmish lines formed by Light or Medium Infantry can turn away and
evade a charge or melee attack so long as the enemy is not mounted
or equal or faster in movement if infantry. A cavalry skirmish line

can evade any attacker not equal or faster in movement.

Evading skirmishers can move up to their full movement distance
directly away from the attack and are able to complete that
movement facing the enemy. However, if the evading skirmishers fail
to outdistance pursuit they are caught with their backs turned.
Only Heavy Infantry and Heavy or Armored Cavalry skirmishers will
stand or countercharge in the face of an attack; Medium and Light
Infantry will always evade superior forces.

Missile armed troops who are not able to fire “all around” will be
unable to fire during an evasion maneuver.

Retreat and Withdrawal

unit may voluntarily retire away from the enemy up to its
full charge move or it may fall back 1/2 the distance and

f turn around again (50% of the time if it is pursued by the

charging or advancing enemy). The unit falling back must
“double time” to do so and will “break” if contacted by the enemy
unless Type “A” or “B” troops. This is a controlled retreat in the

face of the enemy.

A unit may fall back its normal movement distance without turning
its back to the enemy. The maneuver can be used if there is
sufficient reaction time when receiving a charge by the enemy, but
1/2 the distance fallen back is counted toward being “pushed back”
if the unit loses a melee.

Cavalry may always rally back its full normal move to regroup for a
charge if repulsed in its previous attack. This rate can be
increased to gallop speed if desired. The Cavalry always have time
to turn back toward the enemy before it stops unless the enemy is
of an equal class of mounted troops and pursues. Rallying Cavalry
may turn and countercharge pursuing (charging) infantry or lighter
cavalry. However, if heavier cavalry is pursuing (charging), the
rallying force will “break” if close contact is made before the
reaction time elapses.
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Reacting to Enemyp Action

Hroops are able to use their initiative and common sense to
counter a situation not fully anticipated in their orders
b or a “surprise” situation forced upon them by a concealed
“ £l cnemy. Reaction requires time, however, and the reaction
times vary considerably for troops of different levels of training
and experience. The nature of the situation also affects reaction
time:

Expected actions by the enemy (covered in orders or considered
likely under the circumstances) usually are subject to quick
reaction. When the enemy is seen at the beginning of a movement
phase or his presence in some concealment has been previously
observed or else suspected in orders, reaction times of Type “A”
and “B” troops are immediate, Type “C” troops require 1/3 move,
Type “D” troops require 1/2 move.

and

Surprise actions by an enemy suddenly appearing within charge
distance, revelation of an unexpected charge, fire by previously
concealed missile troops, etc., increase reaction times. Type “A”
and “B” troops require 1/4 move to react, while Type “C” troops
require 1/2 move, and Type “D” require a full move.

While a unit is “reacting” to the new situation, it will continue
to follow orders. It cannot change direcl05 tion or speed of march
if moving, begin to move if standing, change formation or facing,
or engage a new missile target. Only after the indicated reaction
time has elapsed may it make any alteration in tactics to meet the
threat.

Type “D” troops are rated as Green or Poor, and
“break” on a die roll of 1-5, and “rout” on a 6
1-6 die whenever the enemy makes contact before the reaction period
is completed. Type “C” troops immediately check morale with -3
morale points. Type “A” and “B” Troops check morale at the
conclusion of the melee with -2 morale points if they lose the
fight.

they consequently
result taken on a

To make the “surprise” rule fully effective, a Referee is
essential. The Referee will map the battlefield and plot the
movement of all troops not visible to the opposing side. The
figures belonging to the concealed units will be placed on the
battlefield only when they become visible to the other side’s
troops. The Referee might give clues at times by remarking that a
cloud of dust, etc., has been observed behind such-and-such a hill
by scouts, etc., if weather and terrain conditions are appropriate;
or that a glint of sun on metal was seen at the edge of some woods.

Yssuing Orders

General Orders

Before the start of an engagement, the Army Commander issues
general written orders to each Battle in his command, outlining its
overall tasks and objectives. Each Battle Commander also issues
orders concerning order of march and the deployment of each of the
Feudal Units in his Battle. It may be assumed that Units and Sub-
Units will act on their own initiative within the framework of
general orders for the duration of the action, unless further
orders are received.

Dispatching Orders

All changes in orders and new orders may be carried in writing by a
mounted messenger who gallops at open order speed to deliver it to
the Commander for whom the orders are intended. Prearranged trumpet
or flag signals may be given to Battle Commanders and any Type “A”
or “B” troops. Trumpet signals will be received up to 1500mm if
noise and confusion is minimal in the intervening area or 750mm if
noise or confusion is at a high level. Signals will be received and
understood 75% of the time and must be simple orders to “Charge,”
“Fall Back,” etc.

Army Commanders

Army Commanders may issue new orders concerning any matter they can
see or received a report about, with 1 phase being taken for
writing the order, at least 1 phase for the dispatch rider to
deliver it, and 1 phase for the Battle Commander to read the order.
Signals take 1 phase to be transmitted and received. Any Army
Commander normally gives orders only to a Battle Commander, but if
the troop of a Battle are all Mercenary or Regular troops, orders
may be sent directly to Unit and Sub-Unit Commanders.

Battle Commanders

Battle Commanders may issue new orders concerning any matter they
can see or received a report about, with 1 phase being taken for
writing and transmitting the order if the sub-Unit in question is
within 250mm If the distance is greater, messages are sent as
outlined for Army Commanders.

Unit Commanders

Feudal Unit Commanders issue orders in the same fashion as Battle

Commanders.
Loss of Orders

Whenever troops are routed in combat, have advanced as a result of
disobedience to their orders, or the orders have become
inapplicable to the situation developing around them, they have
“lost” their orders and must test morale. If morale remains high,
the Unit Commander may write his own orders, anticipating the
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wishes of his superiors. If the troops fail in morale, they will
either stand or fall back, depending whether or not they are in the
battleline or positioned to the front of it.

Limitations on Orders

Battles and Units may be ordered to move to or occupy positions
they see or know of from maps (which are notoriously inaccurate).
Units may change formation and density at will so long as they do
not violate orders or come into conflict with game rules. Orders
are followed until changed by the orders of a higher ranking
Commander, a morale test, or disobedience by a Unit Commander. In
the case of player-character Commanders, any time a player
disapproves of his orders he may take an obedience determination to
see if he will take matters into his own hands.

Orders should be limited to about 25 words each, and a time limit
should be set for the writing of orders at each level of command.
It is too bad if not all the Units receive order changes, but such
is the problem of staff work! Commanders should work out some
system of fast order writing to avoid wasting time.

Battlefield Command and Organization

T almost haphazard manner. Each army was divided into several
f "Battles “ generally two to four. These were, in turn, sub-
Addivided into a number of tactical units.

The structure of an army is largely dictated to the field
commander, however highly ranked he may be. There can be no
arbitrary shuffling of men around to obtain well-balanced
formations. Troops served out of a sense of personal loyalty and
obligation as vassals sworn to follow their Feudal suzerain. Lord
and vassal were linked by an intense personal bond arising from the
very nature of Feudal life. A Knight knew every person on his
manor, and the higher nobility knew their vassal Knights and even a
good number of their vassals’ vassals. A Feudal lord regarded his
vassals as his men by divine right and bitterly resented giving
them over to the personal control of anyone not in his service or
in the service of his liege lord. The vassals matched the lord in
bitterness whenever a “stranger” usurped the place of their “true
and rightful liege.” They saw no recognizable relationship with a
commander brought in from outside: he was not their liege lord from
whom rewards would flow for good and valiant service. He was not
concerned with their welfare and safety. Thus Feudal troops fight
best under the leadership of their direct feudal superiors.

To reflect this fact of Feudal life and warfare, troops may be
grouped only under the leadership of their own lords or their
representatives. Units composed of such troops may be commanded by
the vassals of their rightful lord or else his own suzerain. Any
other arrangement reduces their morale by one training and
experience level (eg: from Type “A” to Type “B”) and makes them
subject to “disobedience” as if their lord was there.

The forces of several Feudal lords may be combined, however, with
the lord with the highest social status commanding the Army or
“Battle.” Nevertheless only the liege lord of the troops can
command their highest loyalty and performance. Furthermore, lords
are very independent and jealous, and they will often show
“disobedience” to orders if they see fit to do so if they are not
commanded by anyone in a direct Feudal relation to them (ie: a
liege lord and vassal relationship) .

Players given to an “orderly” and meticulously “planned” approach
to wargaming will be driven to the limits of frustration by the
intractability of their sub-commanders, who quickly take on a life
of their own and thwart the best plans of the finest table-top
generals. The frustration will become borderline psychotic if the
players also choose to interfere with customary Feudal Order of
Battle and deploy troops without regard to the Feudal chain-of-
command between liege and vassal. If there is always a “fog of
battle” over a killing ground, the Feudal Armies might be said to
have marched and fought in pea soup.

The Army

A Feudal Army is a large force composed of the troops of several
Barons and titled Nobles. The Army will be led by a Command Figure
who outranks all other lords in the Army (if he is of equal rank to
another, the Commander is the one with the largest holdings and
numbers of troops). The Army is then sub-divided into at least two
“Battles.”

The “BATTLES”

A Feudal “Battle” is composed of the forces of at least one Baron
or titled Noble. It may contain K, F, and M troops. “Regular”
troops of Mercenaries or Civic Militia can be led by a Captain
appointed by the Army Commander, but the Captain will take his
orders directly from the “Battle” Commander.

Feudal Units

A “Battle” may be divided into a number of Feudal Units
corresponding to the Barons and titled Nobles and their vassals and
Mercenaries. Each Unit is under the personal command of its liege
lord or his representative.

Feudal Sub-Units
A feudal Unit may be sub-divided into a number of smaller

formations, each commanded by a leader designated by the liege
lord--invariably a trusted vassal.

Mercenary Battles

If finances permit, an entire “Battle” might be formed of
Mercenaries, Regulars, and Civic Militia. Such a force will follow
the orders of its Captain, who will behave as if he were an
independent lord. Such a Captain will have an effective status in
the “Battle” of an Earl, Count, or Marquis, depending on the size
of his command.

Elves & Dwarves

Elvish and Dwarvish troops will not serve under the command of
anyone not of their race. They will accept a loose relationship to
a human Army Commander, but will conduct their operations in the
manner they see fit. Leaders of such troops always assume a rank of
equality to the Army Commander, whatever the actual facts may be.

Monsters

Monsters are given classifications as K or F troops and must be
deployed and commanded accordingly.

@roop Clagsification

All troops will be classified under one of the following headings:

1. Skirmishers: LI and MI, LC, MC, or HC. Troops so
designated may operate in a skirmish line and attempt to
evade charges and advances directed against them.
However, Light and Medium troops so designated will
charge and melee in normal or open order. Skirmishers are
armed with SSH and light Melee weapons only.

2. Missile Troops: Formations composed entirely of Archers
or Crossbowman. Such troops will not employ charge
tactics and are prone to retire or retreat when charged
unless protected by Shock Troops or prepared defenses.
Only Type “A” and “B” Missile Troops or those in HI armor
will charge an enemy.

3. Shock Troops: All units armed with Shock and Melee
weapons as their primary armaments are classified as
Shock Troops. They may charge or melee in close order.
Skirmishers will always attempt to evade such troops.

Social Classes

The class one belongs to has assumed a major place in Chivalry &
Sorcery, so it is fitting that distinctions be carried onto the
battlefield for command purposes.

Dukes are the highest status figures on the battlefield. They are
followed by:

1. Marquises.
2. Counts and Earls.
3. Barons. Demonic Infantry may be rated at this level for

morale tests.
4. Bannerettes.

5. Knights. Elves, Dwarves, Nordic Berserkers, Trolls, and
Giants are also included.

6. Mercenaries, Type “A” and “B” Feudal Regulars.
7. All Type “C” Feudal troops.
8. All Peasants, forced levies,

The Marshall of the Realm is always rated as a Duke, no matter what
title he holds, as is the King or the Crown Prince.

here are eight different ranks for Field Commanders. Except

The Field Commanders
for Dukes and Marquises, who may exercise some control over

i : their Feudal Equals, all Commanders can expect to exert

v
AN authority only over those below them in the Feudal
Hierarchy:

;
\

Commander's Type of Max. Sub- Command Cost/
Social Rank Command Commanders Subordinate Troops Level Day

Prince, Army As needded All troops equal 1-5 20 gp

Duke or lower

Marquis Army As needded All troops equal 1-5 15 gp
or lower

Count, Earl Battle As needded Barons & Feudal 1-5 10 gp
subordinates

Baron F. Unit 9 Knights & Feudal 1-5 5 gp
subordinates

Banerette F. Unit 7 Knights & Feudal 1-5 2 gp
subordinates

Knight F. Unit 5 Sergeants & Feudal 1-5 1 gp
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subordinates
Sergeant F. Unit - Men-At-Arms & 1-5 5 sp
Feudal Levies
Mer. ? ? ? 2-5 10 gp
captain

The “CL” or Command Level may be computed by rolling a 1-6 die and
not counting the 6 results. Mercenary, Sergeant, and Civic Regular
Commanders are professionals and roll a 2-3-3-4-4-5 die. Military
Engineers are treated as Mercenaries and add 1 pip to the die; they
are really all-around soldiers and leaders. Orcish and other low-
quality monsters subtract 1 pip from a 1-6 die roll. Determination
of the quality of non-player leaders is made after all of the
required leaders have been designated. If high-ranking leaders will
appear again in the campaign, the determination will be permanent
and should be recorded.

Player characters may compute their “CL” merely by dividing their
Military Ability Factor by 2, and rounding up or down to the
nearest whole number. A Military Ability of 11 or 12 is possible,
giving a CL of 6!

Mercenary Captains can be of varying rank. To determine rank, roll
a 1-6 die and add one to the total. Then count upward on the table
to the indicated command rank. They can command Knights, but not
nobles of Bannerette rank or higher unless they are nobles
themselves (35% chance if Bannerette rank or higher is rolled).

Knights can be mixed with other types of troops provided they are
not of an equal grade of training and experience.

Mercenary and Regular Feudal Infantry and Militia have a built-in

“CL” of 1, reflecting their chain-of-command. MI, FRI, and CRM
units add their “CL” to that of their leaders.
Subordinate Commanders: Lower ranking Commanders (Barons,

Bannerettes, Knights are able to exercise authority over a limited
number of subordinates. If he has a number of subordinates greater
than his limit, he reduces his “CL” by 1 for each additional sub-
Commander present in his Feudal Unit.

Cost of Commanders: To establish a “natural” limitation on the
number of Commanders available, each Commander requires additional
pay to maintain himself and his entourage.

Military Ability: All player characters have Military Ability
scores. Non-player types can determine Military Ability by doubling
their “CL” score. The Military Ability Factor is used primarily at
the strategic level.

Fighting Ability: Command Figures are composed of Type “A” troops
of superior ability. Sergeants count as two figures and Chivalry as
three figures when computing Shock and Melee effects in attack, and
add +10 to their effective strength in defense.

YA
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Acudal Commanders tended to become carried away in the
excitement of battle and often over-stepped their orders.
llThe first time a “Battle” or “Feudal Unit” finds itself in
M charging distance of the enemy, its Commander must make an
obedience determination to see if he will carry out orders or
disobey and “take the bit in his teeth.” In all subsequent turns,
obedience must be checked:

1. Whenever social equals or inferiors are within charging
distance.
2. Whenever a unit has suffered 5% casualties from missile

Commander’s Character

Hhe nature of the Commander as a person is perhaps one of
the most important factors governing the handling of

§ troops. This is particularly true of the Feudal Chivalry,

A £l whose impetuosity and plain stupidity at times launched
such brave and disastrously glorious charges like Agincourt and
Crecy. The question always must be: “Yes, but will he obey orders?”
The answer will not be known until a leader makes his first
“insubordination determination” in battle. Only after leaders are
assigned their units will his Character be assessed:

Effect of Character on

Commander’s Character Type 3%Chance QObedience to Orders

Self-disciplined: 1-10% -2 on all obedience
determinations.

Cautious, thoughtful: 11-10% -1 on all obedience
determinations.

Average: tends to obey 21-50% No special effect on
obedience determinations.

Independent: 51-60% +1 on all obedience
determinations.

Headstrong: 61-70% +2 on all obedience
determinations.

Excitable, impetuous: 71-80% +1 and does not subtract “CL”
on obedience determinations

Vainglorious and rash: 81-90% +1 and does not subtract “CL”
on obedience determinations

Eager for glory, rash, and 91-100% +2 and adds “CL” to obedience

generally insubordinate: determinations. This “fire-
eater” can ruin you or the
enemy!

% Die rolls are modified by the following factors:

+5% 1f a Knight or Noble -10% if a Mer. Captain

+5% 1if “CL” is 1 or 2. -10% if an E1f

+5% 1if a Dwarf -15% if a High E1f

+30% if a Monster -10% if “CL” = 5

+5% if an “heir”

Character determinations are permanent and should be recorded for
all player and non-player characters who will appear later in the
campaign.

fire and the unit is not missile armed or friendly
missile troops are not engaging the enemy missile troops,
and the enemy is within charging distance.

An insubordination determination is made by rolling two 1-6 dice if
K or F class troops and two 2-3-3-4-4-5 dice if Mercenary or
Regular troops. The following factors are then added or subtracted
from the dice roll and compare the total to the Obedience Result:

If K or F troops and Type “A” = +5
If K or F troops and Type “B” = +4
If K or F troops and Type “C” = +2
if K or F troops and Type “D” = +1
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If Mercenary or Regular troops and Type “A” = -4
If Mercenary or Regular troops and Type “B” = -3
If Mercenary or Regular troops and Type “C” = -2
If Mercenary or Regular troops and Type “D” = -1
If upslope of enemy troops = +1
If enemy presents flank/rear = +2
If Cavalry and K or F troops = +1
If enemy is disorganized = +1

Friendly unit charging on flank = +1

Leader’s Command Level (“CL”) is subtracted

If in good concealment -2

If in Prepared defenses -3

For each secured flank and rear = -1

Friendly unit retiring within 300mm = -1

Obedience

Factor Result

11+ Missile Troops make an uncontrolled advance toward the
enemy for 1-2 phases, charging if possible. All Elves
included here.

10+ Skirmishers make an uncontrolled advance for 2 phases,
charging if possible.

9+ Mercenaries and Regulars make an uncontrolled advance
for 2 phases, charging if possible.

8+ Chivalry and Feudal Shock troops make an uncontrolled

advance for 2 phases, charging if possible.

Not until uncontrolled troops are within 150mm of the enemy will
they check morale. If they fail the morale check, they will then
react as indicated by the Morale Results Table. Chivalry and Feudal
Cavalry lead by Independent to Vainglorious leaders will not check
morale but follow them into the thickest part of the fight.

The Campaign

he individual battle is part of a much broader campaign.
The following factors will represent the conditions
affecting the overall fighting efficiency and morale of an
£ Army on the eve of battle, and the results are applied

2
throughout the battle:

STRATEGIC ADVANTAGES

Army is well rested = +1
Army is well supplied = +1
Army fighting in defense of the homeland = 42
Army has defeated the enemy in this campaign season = +1
Army fighting hereditary enemies or seeking revenge = +2
Army has a fortification to fall back on = 42
All Mercenaries and Regulars paid two weeks’ bonus = +1
Army has confidence in the leader (Army Cmdr “CL” = 3+) = +1
Army has total confidence in the leader (“CL” = 5+) = +3

TRATEGIC DISADVANTAGE

Army force marched to battle

Army is forced to forage

Army is unsupplied

Army has no confidence in the leader (Army Cmdr “CL” = 1-2)
Army was defeated by the enemy in the past campaign season
Army was defeated by the enemy in this campaign season

Army cut off from friendly territory or fortifications
Mercenaries and Regulars have pay in arrears

Feudals kept in excess of 60 days’ military service
Feudals unpaid for extra military service

Planting or harvest season

The Strategic Advantage is found by subtracting the lower score
from the higher. The difference is the Strategic Advantage of the
Army with the higher score. The Strategic Advantage is adjusted
upward or downward by 1 point for each 10% one side outnumbers the
other:

2-5 Morale is good: +1 added to “ML” of all troops.

6-10 Morale is high: +2 added to “ML” of all troops and +1
to combat determinations.

11-15 Superbly +3 added to “ML” of all troops and +2

motivated: to combat determinations.

16-20 Enemy is “shaken”: +3 added to “ML” of all troops and +2
to combat determinations. Enemy deducts
-1 from all morale checks.

21+ Enemy demoralized: +4 added to “ML” of all troops and +3

to combat determinations. Enemy deducts
-2 from all morale checks and -1 from
all combat determinations.

Morale

Morale is essential to the fighting efficiency of troops and also
to their obedience to orders. Morale Checks are made whenever:
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1. A Unit has received 5% Casualties from missile fire in

any phase.
2. A Unit is charging or is charged by the enemy.

3. At the conclusion of any melee in which a Unit has been
pushed back 75mm to 150mm (30m/yd to 60m/yd). If pushed

back 175mm (70m/yd), a unit automatically “breaks,” and
no morale check is necessary.

4. A Unit has “broken” an enemy unit and has the opportunity
to pursue the fleeing troops.

5. The Unit Commander is slain or captured by the enemy.

6. The Battle Commander i.e. slain or captured by the enemy.

7. The Army Commander is slain or captured by the enemy.

Basic Morale Level

The basic Morale Level or “ML” is computed by adding up all of the
following morale factors which are applicable to the unit
determining its “ML” and is constant for the battle:

Type “A” troops attacking/defending = +5
Type “B” troops attacking/defending = +4
Type “C” troops attacking/defending = +2
Type “D” troops attacking/defending = +1
Infantry in full armor = +1
Feudal Chivalry = +2
Cavalry in armor = +1
All Mounted Troops = +1
Elves or Dwarves = +2
Nordic Berserkers = +4
Mercenaries or Regulars = +1

The morale factors are cumulative and the resulting “ML” of the
Unit should be recorded as it will be used in all morale “checks,”
Shock determinations, and Melee determinations.

The “ML” of a unit may be altered by the death of a Commander. If a
Commander is killed, one of the following factors will be added to
the basic “ML” of the Unit for the duration of the battle:

Feudal Chivalry seeking revenge = +3
Feudal Troops seeking revenge = +1
Nordics seeking revenge +2
Mercenaries retiring from field = +1

Checking Morale

Subtract the lower “ML”
than 5, both Units will
than 4, the higher Unit
alone checks morale.

from the higher. If the difference is less
check morale. If the difference is greater
is in excellent morale and the lower unit

To determine the morale of a Unit:

1. Roll One die (1-6 for “K” and “F”

Regulars and “M” troops).

Add the Commander’s “CL” to the die roll.

Add the “ML” of the Unit to the total of #1 and #2.

4. Add the value of any of the factors listed below which
are applicable to the unit checking morale:

troops; 2-3-3-4-4-5 for

w N

Battle Commander personally present

Army Commander Personally present

Feudal Unit Commander personally present
Each “secured” flank

Rear support by friendly unit

Each enemy unit retiring within 500mm
Each enemy unit routing within 500mm
Unit in covering terrain or on hill

Unit behind field defense works

Unit in major fortification
Cavalry armed with lance or
Infantry with 75% pole arms
Infantry with 50% pole arms
Infantry with pikes (add to pole arms)
Each friendly unit retiring within 500mm
Each friendly unit routing within 500mm
10% casualties suffered in previous phase
Unit under missile fire

Unit disorganized

Under 25% of enemy strength

25-50% of enemy strength

51-75% of enemy strength

76-125% of enemy strength

126-150% of enemy strength

150%-200% of enemy strength

201%-300% of enemy strength

300%+ of enemy strength

Cavalry vs. Infantry

Infantry vs. Cavalry

Each unsecured flank

Threatened rear

Missile Troops in close combat
Skirmishers in close combat

LI or MI facing Cavalry charge

Feudal Inferiors

Feudal Superiors

Unit in open order & charged

Unit in column of march

spear

Often, troops of several grades of experience will be mixed
together. When 50% or more are of a higher grade of training,
the lower grades will check morale at the level of the higher.

then
For
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example, 10 Type “A” Knights are combined with 9 Type “C”
Sergeants. The unit checks as Type “A” Knights. However,
reverse were the case, each type would check separately.

if the

Results of the Morale Check

The total number of morale points is compared to the result in the
following table:

Chivalry Feudals Requlars Mercenaries Result of Morale Check

10+ 12+ 10+ 11+ Unit's morale is unshaken

6 to 9 7 to 11 6 to 9 5 to 10 Unit proceeds with caution

5 5to 6 4 tob 3 to5 Unit acts with extreme caution

0 to 4 3to4 1 to3 0 to 2 Unit's morale is several
shaken

0to2 0 Unit's is completely

demoralized

-1 -1 -1 -1 Unit's morale collapses

Morale Unshaken: and executes orders without

hesitation.

Unit accepts

Proceed with Caution: Unit will not charge social superiors unless
charged. Skirmishers and missile troops will halt at maximum
effective range to fire. Extreme Caution: Unit will not advance
aggressively unless Type “A” or “B” AC, HAC, HI or HAI. Shock
troops will countercharge. Type “C” and “D” troops will fall back
out of range if under missile fire and unsupported by friendly
missile troops who are engaging the enemy archers or crossbowmen.

Morale Severely Shaken: Unit will fall back for one phase in good
order Chivalry of Type “A” or “B” will countercharge. Shock troops
of Type “A” or “B” will meet any charge where they stand. Except
Type “A” or “B” Elves, all missile troops, skirmishers, and Type
“C” or “D” Feudals will “break” if charged or in close contact with
the enemy. Mercenary and Regular Shock Infantry will countercharge
on 1-25%, stand firm on 26-75%, and fall back on 76-100%.

Complete Demoralization: Depending upon the nature of the opposing
force, a totally demoralized unit will react in one of the
following ways:

1. Feudal Cavalry (not Chivalry) will “break” if charged by
or in contact with the enemy and the enemy is at 75% of
their strength if infantry and 25% if cavalry. Otherwise,
they will retire back one “charge” move and attempt to
rally.

2. Feudal Infantry will “break” if charged or in close
contact with the enemy and the enemy is at 50% of their
strength if infantry and 10% if cavalry. Otherwise, they
will retire one “charge” move and attempt to rally.

3. Mercenary and Regular Infantry will “break” if charged by
or in contact with the enemy and the enemy is at 100% of
their strength if infantry and 50% if cavalry. Otherwise,
they will fall back.

4. Mercenary and Regular Cavalry will “break” if under the
same conditions as their Infantry. Collapse of Morale:
Unit is routed and will attempt to leave the battlefield.

Role of Unit Commanders in Morale Checks

A Unit Commander checks morale for each Sub-Unit in his Unit as
long as the sub-Unit is within 250mn (100m/yd) of the Commander.
His “CL” is added to the Sub-Unit’s morale point total. If a Sub-
Unit is “detached” from the parent Unit or the Unit Commander
leaves the Unit (is over 250mm away), a Sub-Commander may add his
“CL” to the morale points. If there is no Sub-Commander, the Unit
or Sub-Unit checks morale without his “CL”.

If more than 50% of the figures in a Unit have “broken” or
“routed”, a Unit Commander must immediately check the morale of his
remaining forces.

Battle Commanders check morale for their Battles. When 40% of the
forces in the Battle have “broken” or “routed,” or when the Battle
has suffered 50% casualties, the Battle Commander will check the
morale of the Sub-Unit nearest to him. The result affects the
morale of the entire Battle Chivalry included. He will also check
morale each time an additional 10% casualties are sustained or when
a Battle adjacent to his “breaks” or “routs.”

Army Commanders check morale for the Army whenever a Battle is
routed from the field by checking the morale of the Sub-Unit
nearest to him. The result affects the entire Army.

Battle Commanders may also double as Unit and Sub-Unit Commanders.
Army Commander may double as Battle, Unit, and Sub-Unit Commanders.

Death of a Commander

Yn a Feudal Army, the death of a Commander is a tragedy of
grievous consequence. The troops look to their Lord for
guidance and encouragement, and his death can be a very

M shattering experience.

CHIVALRIC COMMANDERS: If a leader of a force of Knights is slain,
the unit checks morale as if he were present, adding +1 if Type “B”
and +2 if Type “A” to the morale factor total. If a score of 12
results, the unit will retire from the battlefield but will fight
an one who gets in their way. If a score of 13+ results, the
Knights will range the battlefield seeking revenge for the death of
their Lord, never checking morale and adding the +1 or +2 bonus
(given above) to all close combat determinations. Elves and Dwarves

70

will react in the same way.
FEUDAL TROOP COMMANDERS: Feudals check morale as do Knights if
their leader slain. However they subtract -2 from morale checks if
not Type “A” or “B” feudals. If they fail their morale check, they
rout from the battlefield. If they seek revenge they add +1 to all
close combat determinations and do not check morale for the
duration of the battle.

REGULAR TROOP COMMANDERS: All regular units have a built-in chain
of command so are never leaderless (+1 basic “CL”). If a Commander
was present, his “CL” is subtracted from all subsequent morale
checks until replaced by another Commander Figure.

MERCENARY TROOP COMMANDERS: All Mercenary units have a built-in
chain of command like Regulars. When a Mercenary Commander is
slain, the unit will withdraw in good order from the battlefield
and will aggressively engage anyone who attempts to stop it. It
takes no more morale checks until it has left the field.

MONSTER TROOP COMMANDERS: All monsters behave as Feudals when
checking morale upon the death of their commander, including Trolls
and Demonic Infantry. They will rout on a result of 12 but will
fight against anyone who impedes their flight, cutting through to
safety. On a result of 13, they will fight on with a “CL” of 1,
there being some leader present to take command after a fashion. If
that leader is killed, they will rout and cannot be rallied.

NORDIC COMMANDERS: Nordics will check morale like Knights if their
Commander is killed. It should be noted that Berserkers never check
morale and always fight with +2 on all close combat determinations.

BATTLE COMMANDERS: If a Battle Commander is killed the Battle will
check morale like a Regular Unit that has lost its Commander. The
ranking Nobleman will take command on the following turn. If no
Nobles of command rank are left, the Battle will break. Regular
Battles behave like Regular Units.

ARMY COMMANDERS: If the Army Commander is killed, each Battle will
check morale as if its leader had been slain unless the Battle
leader has an equal or higher “CL” than the Army Commander. If a
result of 10 is obtained, the Battle will retire from the
battlefield in good order, fighting any enemies that attempt to
impede it. If a result of 11 is obtained, the Battle will fight on
but may retire if neighboring battles are withdrawing on the
Commanders discretion. The death of the Army leader was usually the
end of the battle, for often his personal cause was the reason for
the fight in the first place.

5.8.1.6 Captured and Killed Commander Determination

A Commander may be killed or captured whenever a unit suffers
casualties. If missile fire, divide the total casualties by the
number of figures in the whole unit in which the Commander is
present, roll 3 dice (1-6 for Knights and Feudals, 2-3-3-4-5 for
Regulars and Mercenaries), and add the totals. Subtract the
Commander’s “CL” and the result is the Peril to the Commander.

Peril
Factor Result of Missile Fire

22+ Commander is slain! Unit immediately checks morale.
16-21 Commander is grievously wounded and is borne from the
13-15 battle.
Commander is slightly wounded and out of action for one
phase.

It troops are engaged in Shock or Melee combat, a Commander must be
in the front ranks to exert an effect on morale. If the Commander’s
“CL” is being used to augment the combat factor of the troops, he
has placed himself in the forefront of battle and so runs the risk
of being slain or captured. Otherwise, he is not in peril. Roll a
six-sided die:

Peril

Factor Result of Shock or Melee

1 Commander is locked in mortal combat with enemy Commander.
Both roll 2 6-sided dice. A feudal superior add +1 to his
roll. The Commander with the higher “CL” adds the
difference between their “CL” scores. the opponent with

the higher result wins the combat and rolls a six-sided

die:

1 = Enemy commander is slain! His troops check morale.

2 = Enemy commander is captured! His troops check
morale.

3 = Enemy commander is grievously wounded and borne from

the battle by his vassals.

4-5 = Enemy commander is slightly wounded and is out of
action for one phase.

6 = Enemy commander puts up a savage fight. Roll again,
with no die modifications to see who is higher.

2-4 Commander personally slays a number of men equal to the
roll of 2 dice (1-6 for Knights and Feudals, 2-3-3-4-4-5
for Mercenaries and Regulars.) Knights add +3 when
fighting social inferiors.

5-6 Commander emerges from combat unscathed (but

undistinguished) .
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Misgsile Firve

issile fire takes place throughout the movement phase with
results determined before any Shock or Melee combat. Firing
joccurs at any time in the phase when the target is in
range, subject to “Reaction Time.” Infantry may fire in an
arc extending to 45° to either side of a line perpendicular to
their front. Horse Archers may fire all around except for a blind
spot extending from 45° to the figure’s right face to directly
behind.

Two full ranks of Infantry may fire weapon-cast missiles (three if
in open order). One rank of close or normal infantry may fire hand-
hurled weapons (1 1/ 2 ranks if in open order). Horse Archers may
fire in the front rank only, as do all other mounted troops. Since
firing occurs throughout the movement phase troops unable to fire
through the whole phase are penalized. Heavy Crossbowmen may not
move and fire in the same phase. Light Crossbowmen may advance at
1/2 normal and fire or retire at 1/2 speed and fire. All other
Infantry may advance at normal speed or may fall back at 1/2 speed
and fire. Horse Archers may move at full charge and fire when
advancing or retiring. Other foot or mounted troops may fire only
when advancing. All missile fire is direct fire only.

Except for troops armed with hand-hurled weapons, no troops may
fire during a move in which they intend to charge or declare a
counter charge. Missile fire cannot be used against an enemy in
physical contact with any of their own troops. Nor can it be
directed against routed troops or their pursuers during any phase
in which they were in contact at the end of movement. Horse Archers
lose -3 melee points if meleeing too.

OPTIONAL RULE: Missile fire may be directed into a Melee or
Pursuit, but casualties are assessed against both sides in the
proportion of troops present in the area under fire. However
friendly troops will test morale under severe penalties and the
“CL” of the Commander employing such tactics will drop 1 “CL” point
for the duration of the battle.

Missile Weapon Ranges
Type of Missile_

Weapon Long Range Effective Range Type “A”
Elvish Longbow 625mm (250m/yd) 300mm (120m/yd) +100mm (40m/yd)
English Longbow 500mm (200m/yd) 250mm (100m/yd) +50mm (20m/yd)
Composite Bow 500mm (200m/yd) 250mm (100m/yd) +50mm (20m/yd)
Light Crossbow 425mm (170m/yd) 250mm (100m/yd) +50mm (20m/yd)
Heavy Crossbow 675mm (270m/yd) 300mm (120m/yd) Not applicable
Short Bow, 375mm (150m/yd) 175mm ( 70m/yd) +25mm (10m/yd)
Slingstaff

Hand-Hurled 100mm ( 40m/yd) 75mm ( 30m/yd) +25mm (10m/yd)
Missiles

Target Priority

Depending on the situation, most troops will engage the target they
are ordered to fire upon. However there are exceptions and missile

troops will always engage targets that have the highest priority in
the following list:

1. An enemy advancing toward them or positioned within
charge range.

2. Enemy missile troops firing at them from effective range
and 1/3 their strength and up.

3. Any enemy they have been ordered to engage.

4. The nearest enemy troops within range,
or contingencies to the contrary.

failing any orders
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Mercenaries and Regular Troops will ignore Target Priority if they
pass an insubordination test. Otherwise, they will fire at targets
in order of priority.

Tactical Factors
Tactical Factors are cumulative and are added to windage and Weapon

Factors to obtain the Final Combat Factor to be used in determining
casualties on the Casualty Table:

Mounted Bows, etc. = -1 Target not in range for full
Long range fire = -3 phase = -2
Missile Troops retiring Target moved 200mn (80m/yd)
Target In natural cover = -2
Target on battlements Type “A” Missile Troops firing
Target behind arrow slits = +3
Open order target Type “B” Missile TroOps firing
Open order over 150mn (60m) = +1

Troops firing from height

= +1

Troops firing from defenses

= +2

Troops protected by Infantry

= +1

Hand-hurled weapons at 25mn (10m)

= +1

Windage factor

The windage factor is added to the Tactical Factor. One 1-10 die is
rolled and the die result is then compared to the table at the

right. Elves add +1 to the die result as they are superlative
archers.

1 = Deduct -3 from Tactical Factor

2 to 3 = Deduct -2 from Tactical Factor

4 to 7 = No alteration of Tactical Factor

8 = Add +1 to Tactical Factor

9 = Add +2 to Tactical Factor

10 = Add +3 to Tactical Factor

Missile Weapon Factor

The Missile Weapon Factor is added to the Tactical and Windage
Factors to obtain the Combat Factor for casualty determination:

Target Type

Type of Missile Weapon LI MI HI HAI LC MC HC AC HAC
Elvish Longbow 8 6 4 2 8 7 5 3 1
English Longbow 7 5 3 1 7 6 4 2 0
Composite Bow 7 5 3 0 7 6 4 2 0
Light Crossbow 4 4 3 1 5 4 3 1 0
Heavy Crossbow 4 4 4 3 4 4 4 3 2
Short Bow, Slingstaff 7 3 0 -2 7 4 1 -2 -3
Hand-Hurled Weapons 6 3 1 -3 6 4 0 -2 -3

Siege Engines

Siege engines are described under castles. one model

equals 4 engines.

In the field,

Siege engines either are constructed on site, especially all large
ones, which are immobile. Small engines are mounted on solid wheels
and can move as fast as Heavy Infantry in close order. Small
engines will require 6 horses or 40 men to pull them.

When firing against men, small engines have a maximum range of
1000mm (900m/yd) and an effective range of 500mm (200m/yd). One
model does the same damage as 3 Heavy Crossbowmen. Casualties are
taken by only one figure.

When firing against men, large engines have a maximum range of
1500mm (600m/yd) and an effective range of 500mm (200m/yd). One
model does the same damage as 5 Heavy Crossbowmen. Casualties are
taken by only one figure.

Engines of war are notoriously inaccurate until carefully ranged.
In a battle of motion, hitting a target is exceedingly difficult.
Before determining the Combat Factor, check for ranging: using a 1-

6 die:

1-2 = short. Roll die again for distance. Each pip = 25mm or
10m/yd.

3-4 = on target. Determine Combat Factor as for Heavy Crossbow.

5-6 = long. Roll die again for distance. Each pip = 25mm or 10m/yd.

Each engine model fires separately and fire from a number of
engines cannot be combined for the purpose of determining
casualties.

All missile casualties are determined by use of the casualty
determination table.

Close Combat

lose combat is separated into two types of action: Shock

H attacks, which involve a charge or initial meeting of
troops moving over an interval of 125mm (50m/yd), building
up an impetus as they cane; Melee attacks, which develop
over distances under 125mm (50m/yd) or which represent continuing
action after the initial shock of meeting. The number of ranks of
troops engaged in such combat depends upon the type of troops and
their order:

Heavy Troops (HAC, AC, HC, HAI, HI):
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. Close Order: 2 ranks may engage in Shock; 1 1/2 ranks in
Melee.

. Normal Order: 1 1/2 ranks may engage in Shock; 1 rank in
Melee.

. Open Order: 1 rank may engage in Shock 1 rank may engage
in Melee.

Light Troops (MC, LC, MI, LI):

. Close Order: 1 1/2 ranks may engage in Shock; 1 rank in
Melee.

. Normal Order: 1 rank may engage in Shock 1 rank may

engage in Melee.

. Open Order:
in Melee.

1 rank may engage in Shock 1 rank may engage

Cloge Combat: “Shock”

“Shock” occurs at the moment two battlelines come into violent
contact as a result of an advance, charge, or pursuit. No shock
effects will occur when both sides have been disorganized or the
combat is across a defended obstacle such as a wall or ditch.

Attacker’s Tactical Advantages: Defender’s Tactical Advantages:

Feudal Chivalry attacking: +1 Feudal Chivalry defending: -1
Chivalry on barded horses: +1 Defenders on barded horses: -2
Cavalry charging (6lm/yd): +2 Two ranks of pole arms: -1
Infantry charging: +1 Two ranks of pikes: -2
Attacking HI in close order: +1 Defending HI in close order: -1
Two ranks of pole arms: +1 Pole arms vs. none for att.: -1
Pole arms vs. none for def: +1 Fresh troops defending: -1
Fresh troops attacking: +1 Attacking troops are tired: -2
Defending troops are tired: +1 Defenders are up slope: -2
Defenders are disorganized: +2 Defenders behind cover: -2
Uncontrolled advance: +1 Defenders’ morale higher: -1
Attackers’ morale higher: +1 per ML dif.
per ML dif. Commander’s ability higher: -1
Commander’s ability higher: +1 per CL dif.
per CL dif. Peasant Arms -2
Random Knights, Feudal troops, Dwarves, Hobbits, and monsters
Factor: use 1-2-3-4-5-6 die.
Mercenaries, Feudal and Civic Regulars, and Elves: 2-3-3-
4-4-5 die.
Type of Shock Weapon LI MI HI HAI LC MC HC AC HAC
CAV. Heavy Lance 7 7 6 4 7 7 6 5 3
Light Lance 7 6 5 3 8 6 4 3 2
Spear 6 5 4 2 6 5 4 2 1
Other Weapons 4 3 2 1 6 5 4 3 2
INF. Pikes 7 6 4 3 7 6 5 4 3
Pole arms 6 5 3 2 7 6 5 3 2
Other Weapons 5 4 2 1 4 3 2 1 0

The Attacker’s Tactical Advantages are added to the Defender’s
Tactical Advantages. Each rolls a random die appropriate to the
troops under his command and the Defender’s die result is
subtracted from the Attacker’s result. The final die result is
added to the total of the Advantages and Disadvantages. The Shock
Weapon factor is added to the total. The resulting Shock Factor is
then used to compute the effect of the assault on the Casualty
Table.

Close Combat - Melee

“Melee” occurs in any close combat situation not covered by
“Shock.” Melee describes a situation in which the combatants have
become somewhat intermingled along the line of battle and are
engaged in individual combats with hand-held weapons. Lances have
no value in a melee situation, and cavalry armed with such weapons
must abandon them in favor of hand-held weapons. Dismounted cavalry
may employ lances as pikes, however. Spears may be abandoned at the
discretion of the commanders. Once discarded, lances and spears
cannot be picked up and must be replaced from a wagon designated
for the rearming of troops or from a pre-designated re-arming point
where the lances and spears are stacked.

Attacker’s Tactical Advantages: Defender’s Tactical Advantages:

Feudal Chivalry attacking: +1 Feudal Chivalry defending: -2
Chivalry on barded horses: +1 Defenders on barded horses: -1
Attacking HI in close order: +1 Defending HI in close order: -1
Fresh troops attacking: +1 Attacking troops are tired: -2
Defending troops are tired: +1 Defenders are up slope: -2
Defenders are disorganized: +2 Defenders behind cover: -2
Attackers are advancing: +1 Defenders on wall: -4
Uncontrolled advance: +1 Attackers without hand-arms: -2
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Defenders without hand-arms: +3 Defenders’ morale higher: -1
Defenders are downslope: +2 per ML dif.
Attackers’ morale higher: +1 Commander’s ability higher: -1
per ML dif. per CL dif.
Commander’s ability higher: +1 Pole arms vs. cavalry: -1
per CL dif. Pikes vs. cavalry: -2
Enemy using peasant arms: -2
Random Knights, Feudal troops, Dwarves, Hobbits, and monsters
Factor: use 1-2-3-4-5-6 die.
Mercenaries, Feudal and Civic Regulars, and Elves: 2-3-
3-4-4-5 die.
I f Mel W n LI MI HI HAI IC MC HC AC  HAC
CAV. HeavyWeapons 6 5 4 3 6 6 5 3 2
LightWeapons 6 5 3 1 6 5 3 1 0
INF. HeavyWeapons 6 5 4 3 5 4 3 2 1
LightWeapons 5 4 2 0 4 3 2 0 -1
PoleArms 5 3 2 1 5 5 3 1 0
Pikes 6 5 3 1 5 5 4 3 2
Mixed PC/PL 5 3 2 0 5 4 3 2 1

The Attacker’s Tactical Advantages are added to the Defender’s
Tactical Advantages. Each rolls a random die appropriate to the
troops under his command and the Defender’s die result is
subtracted from the Attacker’s result. The final die result is
added to the total of the Advantages and Disadvantages. The Melee
Weapon factor is added to the total. The resulting Melee Factor is
then used to compute the effect of the combat on the Casualty
Table.

Casualties

Casualties are computed on the basis of the relative effective
strengths of the units in combat. The basic unit of 1 figure
contains 20 men and therefore can sustain a total of 20 casualties
before it must be removed from the battlefield. Troops with
superior training and experience have a greater effective strength,
as do those in defensive cover or who are of a special type, so
they can sustain more damage than 20 ordinary men could:

Type “A” = +5 Knights = +5 Dwarves = +10
Type “B” = +2 Cavalry = +5 Trolls = +40
Barding = +5 Giants = +40
Full Armor = +5 Demons = +30

For example,
horses would have an effective strength of 20 + 5 + 5 + 5 + 5 =
twice that of ordinary Type “C” or “D” infantry.

Type “A” Knights in full armor and mounted on barded
40,

Every time strength points equal to those possessed by a figure in
a unit are lost, one figure is removed from the formation. Until
all of its strength points are lost, the figure will count as being
at full strength for purposes of combat. A record should be kept of
the strengths of the different types of figures in a formation,
along with notes on losses suffered.

Casualty Determination Table

Number of Figures in Attacking Unit [1 fig.=20 men]
Combat 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15

Factor

-6 0 0 0 0 0 0 0 1 1 1 1 1 2 2 2
-5 0 0 0 0 0 1 1 1 1 2 2 2 2 2 3
-4 0 0 0 0 0 1 1 1 2 2 2 2 3 3 4
-3 0 0 0o 1 1 2 2 2 2 3 3 3 4 4 5
-2 0 0 1 2 2 3 3 3 3 4 4 5 5 6 6
-1 0 1 1 2 3 3 4 4 5 5 6 6 7 7 8
0 0 1 2 3 3 4 4 5 6 6 7 7 8 8 9
1 1 2 3 4 5 5 6 6 7 7 8 8 9 9 10
2 1 2 3 4 5 6 7 7 8 9 10 10 11 12 13
3 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15
4 1 2 3 4 6 7 8 9 10 12 13 14 15 16 17
5 1 2 4 5 7 8 9 10 12 13 14 15 16 18 20
6 1 3 5 6 8 9 10 12 14 15 16 18 20 22 24
7 2 4 6 8 10 12 14 16 18 20 22 24 26 27 30
8 2 4 6 9 11 13 15 18 20 22 24 27 30 33 36
9 2 5 7 10 12 14 16 19 23 26 29 32 35 38 41
10 3 6 9 12 15 18 21 24 27 30 33 36 39 42 45
11 3 7 10 13 16 19 22 25 28 31 34 38 42 46 50
12 4 8 12 16 20 24 28 32 36 40 44 48 52 56 60
13 4 8 12 16 21 25 29 33 38 42 46 50 54 59 64
14 4 9 13 17 22 26 32 36 40 44 48 52 56 63 70
15 5 10 15 20 25 30 35 40 45 50 55 60 65 70 75
16 5 10 16 21 26 32 37 42 47 52 58 63 68 73 78
17 6 12 18 24 30 36 42 48 54 60 66 72 78 84 90
18 6 12 20 26 32 38 44 50 57 63 70 77 82 88 95
19 7 14 21 28 35 42 49 56 63 70 77 84 91 98 107
20 8 16 24 32 40 48 56 64 72 80 88 96 104 112 120
21+ 9 18 27 36 45 54 63 72 81 90 100 110 120 130 140

Close Combat Results

flron completing a Shock or Melee combat, add the following
factors for each of the opposing units. The factors are
cumulative:
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Cavalry charging at the gallop: +3
Feudal Chivalry engaging inferiors: +1
Troops in full armor: +1
Troops in 2 ranks of close order: +1
Per rank of organized infantry: +1
Troops advancing into the battle: +1
Caused the most casualties in figures: +2
Caused twice the casualties received: +2
Caused thrice the casualties received: +3
Uphill at start and not now on the level: +1
Troops fought in open order: -1
Infantry vs. Cavalry and had pole arms: +1
Infantry vs. Cavalry and had pikes: +1

Cavalry vs Infantry

If the Infantry has the higher total in a Shock or Melee action,
the Cavalry will “rally back” to regroup for another charge.

If the Cavalry has the higher total in a Shock or Melee action, it
will bend the centre of the battleline back 25mm (10m/yd) per point
it has won. The new frontage is made up by thinning the line of the

Infantry. If the Infantry are pushed back 100mm (40m/yd) by
Chivalry, 125mm (50m/yd) by armored or Heavy Cavalry, or 150mm
(60m/yd) by any other Cavalry, it has been “penetrated” by the

Cavalry assault and the battleline is split along a frontage in the
center equal to 1/4 the number of Cavalry attacking in the front
rank. Type “A” and “B” Infantry check morale immediately with -2
morale points. Type “C” and “D” foot troops immediately “break.” If
a Shock action was fought, the Cavalry may continue their charge
through the gap or through the entire line of broken infantry and
may engage troops behind the shattered unit in the same phase,
taking the full charge distance from their starting point. The
Infantry unit that has its line broken is “disorganized” in the
following phase.

Cavalry vs Cavalry / Infantry vs Infantry

The force with the higher total pushes back the lower unit by 25mw
(10m/yd) for each point it is higher. Infantry or Light, Medium, or
Heavy Cavalry “breaks” if pushed back 150mm (60m/yd) or more.
armored Cavalry and Chivalry rally back at full charge and may
“break” only if pursued by a force 50% of their strength if social
equals or equal to their strength if inferiors.

Stalemate: CONTINUED MELEE

If Cavalry and Infantry have equal totals, the action continues as
a melee in the following phase, with both sides “disorganized.”
Leave the frontages and positions constant, however, to avoid
unnecessary movement of figures. The same holds for Cavalry vs.
Cavalry and Infantry vs. Infantry actions. At the end of the melee,
both sides check morale.

Broken Troops

All “broken” troops retreat at “charge” speed for one full phase
directly away from the force that broke them. They will continue to
make for their base line (250mm from edge of battlefield) and will
not halt unless they succeed on a subsequent morale throw and obey
orders. If they fail a morale check at the base line, they will
retire from the field. Broken troops will not fight or shoot
missiles until they rally. A morale check is made -3 at the end of
the first phase, -1 on the second and subsequent phases.

Routed Troops

Any troops who are “routed” will retreat toward their base line at
full “charge” speed and will check morale a -3 at the end of the
second phase and all subsequent phases until they rally or retire
from the field. A Battle Commander may join the unit, adding his
“CL” to the morale determination. If a Battle has “routed,” only
the Army Commander may steady it again.

Pursuit

The forces “breaking” or “routing” the enemy will always pursue at
full “charge” speed for the first phase of the pursuit. The
pursuers obtain a free attack against the fleeing enemy at any
point in the pursuit in which they are in contact. Half the enemy
casualties are considered “captured.”

At the end of the first phase of pursuit, the pursuing forces
Commander will take an insubordination determination to see if he
will call off the pursuit or press on, contrary to orders. If the
pursuit continues, it will be at normal speed and the pursuers will
rally to reorganize their unit.

If the pursuers meet with a body of enemy troops in the first phase
of pursuit, they will attempt to avoid them if there is a gap wide
enough to pass through. otherwise, they will charge the new enemy
or, reaction time permitting, halt the headlong advance and rally
the now disorganized unit.

Asking and Giving Quarter
Quarter may be asked or granted at any time in a battle, but

usually it is asked only during a pursuit situation in which the
retreating troops cannot escape their pursuers. Troops bent on

revenge will slaughter surrendering men. Otherwise, both the
pursuer and the fleeing troops each throw a die (1-6 for Knights
and Feudals; 2-3-3-4-5 for Regulars and Mercenaries). If the

pursuer’s total equals or exceeds the roll of the fleeing troops,
they will continue the slaughter. If the fleeing troops exceed the
pursuer’s die roll, they will be granted quarter. If quarter is
granted, the captured figures must be led to the victor’s base
line, with one figure as an escort to every five captured figures.
Surrendering Knights always add +2 to their die roll; they are
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valuable as prisoners to be held for ransom.

Troops Leaving the Field

Any troops exiting from the field by crossing the base line may
stop there if “broken,” and they return if they rally on the phase

following the rallying morale check. All “routed” troops will not
return.

Yictory

Anlike many miniatures combat systems, Chivalry & Sorcery
f] does not provide any victory conditions bared upon the
Qaddition of surviving “points” of cavalry and infantry in
order to decide the victor. In a campaign battle, the side
holding the battlefield has “won.” Sooner or later, the Commander
of an army that is being badly mauled will have to decide to sound
a general retreat if he is going to preserve the remnants of his
shattered forces. Only a fool or a desperate man who cannot hope
for quarter from his enemies would “fight to the last man.” Without
at least the cadre of an army to rebuild his forces around, he
would be finished as a power in the land.

Nightfall often saves an army from total destruction, for the
action stops at that point. The defeated army is able to slip away,
counting itself lucky to be alive. The victors will roam the
battlefield, looting, capturing enemy stragglers, and aiding their
wounded comrades. If, however, both sides have been bled equally,
the armies might camp on the field for the night and resume
hostilities the following morning, with appropriate dressing of
their lines and redeployment of troops.

Battlefield Has Been Won

The victor loses 1/3 of the
to be returned to duty in 2

figures removed as dead, 1/3 as wounded
weeks, and 1/3 as seriously wounded to
be sent home for the season as invalids. If in hostile territory,
all wounded must be carried in the baggage train. 10% of routed
troops desert back home, and the remainder return to duty.
Casualties which do not add up to complete figures are returned to
duty the following day as well.

The loser suffers 1/2 of the figures removed as dead, 1/4 as
captured, and 1/4 as wounded borne from the field by their
comrades. Only 1/4 of the Knights are dead, 1/4 have been captured
and held for ransom, 1/4 are fit for duty, and 1/4 are wounded for
2 weeks. 50% of the routed troops desert home, and the remainder
return to duty.

The victor’s Knights are in excellent condition, 1/4 are dead, 1/2
are fit for duty, and 1/4 are wounded for 2 weeks.

All troops killed in pursuit after being broken or routed are
considered dead.

Battlefield Still Contested

If neither army has quite the battlefield by nightfall, treat both

sides as “wvictors” for the purposes of computing casualties killed,
wounded, deserting, or returning to duty.

Honours of War

If the Army Commander is captured and represents a player character
whose forces are largely represented by the army or on whose behalf
the battle is being fought, he may sue for terms from the other
side. If granted the Honors of War, he will pledge ransom for
himself and his men. Such a pledge often carried a high price--the
surrender of a castle or lands or the paying of a large sum of
money.

An Army Commander can also sue for terms even if he is not in the
hands of the enemy. In this case, no “ransom” is paid as such, but
some indemnity will be forthcoming.

The Competition Battle

Hhe competition battle is perhaps the only truly “balanced”
‘ﬁg action which will occur in Chivalry & Sorcery. The

Q competition battle is an abstraction, much like a chess
£l game, and is divorced from campaigns as such.

The strengths of armies are determined by using the familiar
“points” system. If a typical medium-sized battle is desired, each
player or side will fight with an army of 1500 to 2000 “points,”
with up to 300 points extra allotted to commanders. If an action of
major size is desired, the point values can be raised to higher
levels.

As in the regular campaign battles, each side will be assigned an
edge of the battlefield and is given a certain number of terrain
features which may be placed anywhere on the battlefield so long as
they are more than 250mm or 10" from the edge assigned to the side
placing the terrain. Both sides then pick their armies, using the
point values given below. The type of Feudal army should always be
decided first, for under no circumstances may players choose troops
or armaments not typical of the medieval forces he is supposed to

command. It should be noted that the basic “figure” represents only
20 men and does not include arms, armor, or any other factor such
as training and morale.

rmor Weapons
LI =2 Heavy Lance = +2
MI =3 Light Lance = +1
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armor Weapons
HI =4 Heavy Weapons = +2
HAI = 6 Light Weapons = +1
LC =2 + 5 (horses) Pike = +2
MC = 3 + 5 (horses) Pole Arms = +1
HC =5+ 5 (horses) Javelin = +1
AC = 6 + 5 (horses) Mixed SSH = +1
HAC = 7 + 5 (horses) Mixed PC (L) = 42

Mixed PC (H) = +3

Mixed PL = +3

Peasant Arms = +0

100% Longbow = +3

100% L X-Bow = +2

100% H X-Bow = +3
Training Social Class, Organization, or Non-Human
Type A= +4 KC/KI= +3
Type B= +2 FIR= +1
Type C= +0 FCM= +0
Type D= -1 FCR= +1

FIL= +0

MC= +2

MB= +2

MI= +2

FSC= +2

FSI= -1

KNI= +3

FNI= +0

KEI= +4

KEB= +4

KDI= +5

FHM= +0

FWC= +3

FGL= +0

KTI= +40

FGI= +50

HDI= +8
Commanders Type: “CL” 1 “CL” 2 NCL” 3 MNCL” 4 “CL” 5 Mercenar
Duke, Prince +30 +50 +75 +100 +125 +20
Marquis +25 +40 +60 +80 +100 +15
Earl, Count +20 +35 +50 +75 +85 +12
Baron +15 +30 +45 +60 +75 +10
Bannerette +12 +25 +40 +50 +60 +7
Knight +10 +20 +30 +40 +50 +5
Sergeant +5 +10 +15 +20 +25 +2
Siege Engine, Light: +5 and crew

Siege Engine, Heavy: +8 and crew
Mounts for Infantry: +3

Victory is determined by comparing the casualties of the “victor”
to those of the “Loser” (see “Victory” above). If casualties are
1:1.5 or less, a “marginal” victory was won. If casualties are
1:1.5 to 1:3 a “tactical” victory has been won. Casualties of 1:3
to 1:4 bring a “great” victory, and Casualties in excess of that
bring a “crushing” victory. Casualties are counted in terms of the
“points” of men killed, captured, and wounded. One-half the “point
value” of routed and deserting troops are counted.

Players may also wish to use the “points” system to assign military
capacity to Feudal holdings and nations, instead of dealing with
monetary values and incomes. In that case, set rates should be
given to holdings and nations which reflect their relative strength
and resources.

learly, an attack on a castle can prove to be a brutal
affair. The besiegers will use the most effective tactics
possible. Each of these tactics is dealt with below, and,
depending upon how complex the players wish to make it,
conducting the siege can be a real exercise in skill, wits, and
practical knowledge.
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Starvation

a’asm;l tarving out the defenders is the least costly in lives as
. flfar as an attacker is concerned, but it requires time
~‘\lp ﬂenough for the garrison to eat up at least two month’s of

e food. The risk of a strong relieving army arriving to
engage the besiegers and raise the siege cannot be minimized.
However, placing a castle under siege is a good way of “smoking
out” the main army of your enemy to try the issue on the
battlefield.

Storming the Walls

pure suicide, but it can prove to be most effective against
lesser fortifications. It is a rather simple, almost trite
fact that in order to get on top of a castle wall one must
If the wall is 40 feet high or less, it can be scaled with

climb.
ladders and lines. A 20-foot ladder can be constructed by 5 men in

one hour, with an extra 20 minutes for each additional 5 feet.
Length of Chance of Chance of
Ladder No. Men Climbing No. Men Hold Collapse Injur

20 feet 3 2 10% 15%

25 feet 3 2 15% 20%

30 feet 4 2 20% 25%

35 feet 4 2 25% 30%

40 feet 5 3 30% 35%

Scaling lines may also be used, with 1 man climbing per line.

Defenders have a chance of dislodging ladders equal to the %

of collapse, and all men on a dislodged ladder are injured if
falling onto hard ground, with a % chance of death per man equal to
the percentage on the table above. Scaling lines may be cut 50% of

the time, with automatic injury and a % chance of death equal to
the height for scaling ladders.

chance

The assault can be staged in one of two scales: 1:10, using the
mass combat rules; or 1:1, using the individual combat rules. The
choice of scales will depend upon the number of troops involved.

Using 1:10 scale, the defenders can deploy one rank of troops in
close order on the battlements to meet enemy attacks, with a second
rank in reserve. The attackers may deploy in as much depth as they
desire, but only one rank may climb to the attack. Attackers suffer
double casualties because of the problems of climbing and fighting
at the same time, while defenders reduce casualties by 1 man for
every 3 lost because of their defensive advantage. Offenders may
engage the men below the wall with missiles.

The assault continues for three melee phases. At the end of that
time, casualties are assessed and averaged for each figure engaged
or drawn up in reserve for attack or for defense along the
threatened section of wall. The attacker then rolls to see if he
has managed to dislodge any troops on the wall:

Defender Has Attacker

Lost* Rolls To Dislodge= 1 Attacker Advance on Wall

1 man per figure 1xdl100 20 1 figure climbing per
Dislodgement

2 men per figure 2xd100 25 1 figure climbing per
Dislodgement

3 men per figure 4xdl100 25 1 figure climbing per
Dislodgement

4 men per figure 5xd100 25 1 figure climbing per
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Defender Has Attacker

Lost* Rolls To Dislodge= 1 Attacker Advance on Wall
Dislodgement

3 men per figure 6xd100 30 1 figure climbing per
Dislodgement

*Figures have varying strengths, depending upon the class of
troops, their armor, etc. Thus Aman@for Type A Knights in full
armor would be 3.5 casualty points, while Type C troops without any
other advantage would be 2 casualty points per man in 1:10 scale.
See “Casualties”.

Attacker

Defender Has LostRolls To Dislodge= 1 Attacker Advance on Wall

6 men per figure 8xdl00 35 1 figure climbing per
Dislodgement

7 men per figure 9xd100 40 1 figure climbing per
Dislodgement

8 men per figure 10xd100 50 1 figure climbing per
Dislodgement

9 men per figure 12xd100 75 1 figure climbing per
Dislodgement

10 men per figure - - Wall Cleared, All Attacking

troops Advance
If the attacking force fails to get a figure on the wall, it will
fall back and must rally before a second assault can be launched.

If assaulting troops have gained a foothold on the wall, one
defending figure must be detailed to deal with each attacker, and
casualties suffered are double those printed on the table because
of the desperate nature of the struggle. All casualties lost in
such encounters are slain. If there are insufficient defending
figures to cover all of the attackers on the wall, one figure
climbing must be allowed on the wall for each attacker that is not
covered.

Defenders may reinforce the wall only by bringing troops up stairs
and along the walkways. If attackers are on the wall, they must be
engaged in “desperate” combat to clear the way.

Desperate combats on the wall are decided each turn, as figures may
be quickly eliminated before the completion of a 3-phase assault.
Each group of figures is determined in a separate action.

Once the determination of the initial phase of combat is completed,
a number of figures equal to the casualties suffered are removed
from both the attacking and defending troops. The defenders suffer
1/4 killed, 1/2 wounded but able to serve the next day, and 1/4 are
still fit for combat. Attackers suffer 1/2 killed, 1/4 wounded but
able to serve the next day, and 1/4 seriously wounded and unable to
serve for 1 week.

If man-to-man combat is being used for actions involving small
numbers of troops, use the non-player Character Profiles:

Type “A” Troops = level 10 Knights or Fighting Man in appropriate
armor

Type “B” Troops = level 7 Knights or Fighting Man in appropriate
armor

Type “C” Troops = level 5 Knights or Fighting Man in appropriate
armor

Type “D” Troops = level 2 Fighting Man in appropriate armor

Because of the close-packed ranks of troops both on the walls and
climbing, ignore all parrying and dodging rules and slug it out
with blow-for-blow combat. To allow for the superior defensive
ability of trained fighting men, give Type “A” and “B” troops a

passive shi