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CIaSStS in Cai/hntss
Like mosl medieval kingdoms. Caith·

ness is very c1w-oric:nted. Exb penon·s
life is ddermioed 2lmost entirely by the: so
cbl class to ~Ihkb he: bdongs. orcoone:.
tbec:lus structure: in Caithness i5 nOl near
ly so rigid as th:n ofMeg21os; in Caithness,
the: bave, competent and loyal are ont.o
rew:mlc:d "'ith an increase: in Slatus. in the:
form orlandi or title.

Though :l chu:lcte:r might eventu:l.lly
fuwJ himself numbered among lile highesl
nobility in Caithness. pl3)'crs lIUy crUle
beginning chulCte:rs of no higher Social
SUtus tb:an 3. Here, we present the upper
ranks of the Caithness nobility and their
proper forms of address. On p. 3, we
dc:sc:ribc persoos of Social Slatus 3 and
bdO", giving utn d(:W! to aid p13)"trs in
cbJnclCr Crc:2tion.

Kin, 0' QuU1I
Rtqui,nnttllJ; SUtus 7; W~th (Filthy

Rieb).
Fomu ofAddTtu; "My Lord King" or

"My Udy Queen" or "Yow Majesty."

ATChbUho,
RtquirmsttllJ; SUtus 6; l.il~ncy; Duty

to Church 2nd God (lknundc:cl on 10 or
less); Ckricallnvestment.

Forms and Addrtsses; "Archbishop
(name)" or "Your Gr3CC.··

&rOtl or &rontss
RtquiTtmtllls: SUtus S; DUlY 10 Cro.....n

and Kingdom (Dc:nundaI 00 10 or less);
We2llil (We2lthy or betlC.r).

Forms of AddrUJ: "BuonlB:lrOflCSS
(n:une)" or "Your EJlcellency."

/llsho,
RtqWmnttllJ: Sutus S; Patron: Church

(EJltrcmely pO"'erful org;mization, .lip
pan 00 9 or less); Duty 10 Cburch and
God (De1lWlded 011 10 Of las); Uterxy;
CkricaI ltlVestmc:ot

FonruofAddTtu: "Bisbop(n:ame)" Of

"Your Lordship."

Ltsndt~ Lord or LiJdJ
RtquirtmttllJ; Sta!US 4; Duty to Cro-.-n

and Kingdom (DeDUDdod on 10 or less);
Walth (Wealthy or bdkr).

Forms 01 Addrus; "Lord (name),"
"Lady (DIme)," "My Lord," or "My
Lady."

Introduction

INTRODUCTION
Something's wrong in Harkwood.
A peaceable barony in the south of Caithness, Hartwood is known for the

quality of the woods and furs that come out of its forests, and for the Prize Tour·
ney that Baron Fenmarc holds there twice a year. It's not known for rumors of
trouble, or hints of conspiracy ... at least, not until recently.

But lately, something's been in the wind. Mercenaries are being hired and
sent off toward Harlc.wood. In the barony itself, there have been too many riders
around at night, running who-knows·what from one end of the barony to the
other. There's trouble coming ...

Jlarkwood is a campaign supplement for GURPS. It's a combination of a
multi·session adventure, a permanent campaign setting, and material to expand
on the description of Caithness in GURPS Fantasy.

This Imroduction describes the setting to Ihe players, and provides
guidelines for creating characters to be used in the adventure.

Chapter 2, Caithness, describes the kingdom of Caithness in the world of
yrth, introduced in GURPS Fantasy and Orcslaytr.

Chapter 3, f/arlcrlIood, describes the campaign setting. a barony in Caithness.
Chapter 4, Canpaigning. provides guidelines for GMing Harkwood.
Chapter 5. Imrigu~ in Harh..oood. contains a full· length adventure set in

Harkwood.
Chapler 6, Tourney Ru~s, provides rules for non-lethal combal and jousting.

Players may only read this Introduction and the Rules section. Players
should read these sections before creating characters for this adventure. Only the
GM can read the remaining sections of this supplement.

The Setting
Caithness

The GM and players should reread the description of Caithness in GURPS
Fan/asy before creating characters or running the adventure. Everything about
Caithness in Fantasy is common knowledge throughout the kingdom.

Compared to its motherland to the east, Megalos, Caithness is a very young
kingdom. COMII of Craine - later King Conall I of Caithness - led the first
successful settlers into the region only two centuries ago. Even today, Caithness
is thinly populated, with wide tracts ofarable land unsettled. Caithness' popula·
lion centers are small and widely scattered; regional lords hold huge areas in fief
to the crown, but lack the manpower to take full advantage of their holdings.

Since his coronation three years ago, young King ConalI VI of Caithness and
his advisors have worked to reassert royal authority over the land. Most of the
baronies and lordings have sworn their loyalty to Conall, but a few refuse to ac·
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knowledge his authority. Though Conall and his loyal lords are working to set·
tie matters peacefully, the dark cloud of war looms on the horiron, especially in
the relatively populous Northlands of Caithness.

Many of Caithness' lords, both royalist and rebellious, are quietly hiring
soldiers for the coming confrontation: this has brought a number of mercenaries
into the kingdom. Some are Caithness freemen, hoping to make their name and
fortune with the sword, but just as many are professional soldiers from other
lands, seeking to profit from Caithness' misfonune.

Tht Rtgions of CaiJhntss
The most densely populated area of Caithness - relatively speaking, of

course - is the north. The capital and Crown Principality of Carrick, the
baronies of Tacitus and Mershall, and the lordings of Fordham and Deerwood,
all lie within the prosperous Northlands. Most of the land in the north is taken
up by small farms and orchards, which raise all manner of vegetables and fruits.

Of late, Baron Deneral of Mershall has been exerting increasing pressure on
neighboring Tacitus and Carrick. He is said to be hiring fighting men, and may
be planning to march against Baron Elohar of Tacitus or perhaps even the king!

The central region of Caithness - the Midlands - is less developed than the
north, but will someday be the heartland ofCaithness. The major holdings in the
area include the lordings of Sterling, Durham, Oakwood and Redhall, as well as
the Archdiocese of Photius. The region is known for its grain - and especially
for its beer and liquors - and to a lesser extent for its beef.

The large forest in the center oflhe Midlands belongs to Caithness' largest
known population of elves. Though technically subjects of the crown - their
leader, Lyondel, appeared at Conall's coronation three years ago to swear a
token ooth of fealty - the elves keep to themselves and manage their own affairs.
To the east of this forest is the Archdiocese of Photius, the seat of the Church in
Caithness. By proclamation of King Conalll, Photius is an independent region,
ruled by the Archbishop, and subject only to Church law.

Three lordings lie on the edge of the Great Desert, which borders Caithness
on the west. They are Ferrier, Wallace and Blythe. The first two are due west of
Caithness' fertile Midlands, and benefit from a reliable underground water table.
Wallace is relatively self-sufficient, but Ferrier's agriculture is devoted almost
entirely to sheep herding; the lording trades wool and mutlon to the Midlands
lordings for staples like grain and vegetables.

Blythe is the southernmost lording of Caithness, lying in a narrow strip of
arable land between the Great Forest and the Desert. Removed from the rest of
the kingdom, Blythe ekes out a meager existence on its own. About three
caravans of Muslim traders from the south arrive in Blythe each winter.

The Southlands of Caithness are a varied region. Donlis and Simonton
benefit from trade on the River Smoke, while Denton has rich farmland and
forests. Harkwood, on the edge of the Great Forest, is known for its woodcrafts.

Near Donlis, the River Smoke passes through a labyrinthine marshland,
which only the local boatmen can navigate reliably. River piracy is not uncom
mon, and is rumored to be condoned by Lord Krandall of Donlis. Megalan river
boats, heading to and from Simonton, tend to be the hardest hit.

It is no secret that Baron Cabbie of Denton would like to add Simonton to his
holdings; he attacked the lording some years ago, but Simonton, aided by
Harkwood, turned back the Denton force. Trouble may be brewing again 
rumor is that mercenaries are collecting in both Denton and Simonton.

lIarkwood
On the edge of the Great Forest in southern Caithness, the Barony of

Harkwood is famous for its wooden goods and furs, and for the benevolence of
its ruler. Baron Fenmarc. Harkwood has an abundance ofarable land, but -like
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Alor~ Classes in Caithness

uuu LtJrd Of' LDdJ.
GOf,mor Of' L4niUd KIlr,hJ

Rt""irrmtfllJ: SocW SUtus 3; We;alth
(Wealthy or Very We;althy); Duty 10 B:aron
or Region;al Lord (Denunded on 100r less.
-IOpom15).

Rigllls: Subject 10 tri.tl only by Undcd
Lord or bigher. Knigh15 lIl.3y cre:llt Un
lando:! Knigh15 and ute Squires.

Forms of Addrtss: (Ltsser Lord or
Governor) "MilordlMil:lldy (n:une)".
(Knight) "Sir (n.unc)" or "DJ.11lC (n1mc)."

MtlJor Dr Un/tl"dtd Knight
Rtqwrtmtllts: SUIUS 2; We;allh (Com.

roruble, We;alth)· or Very We;althy); DUI)'
to Lord or Order (Dem3lldcd on 10 or less,
-10 poinLS).

Rights: (M1yor) Subjcct 10 tri;al only b)'
L3nded Lord or higher. Righi to conduct
lri31s o( citiz.cns o( cily ruled. (Knight) As
Undcd Knighl.

Forms of Addrtss: (Mayor)
"Milord/Milady (name)"; (Knight) "Sir
(nJ.mt)" or "Dame (nJ.mt)."

PrilJI
S« sXkb:Lr, p. 6.

Squirt Dr MiJiItJ" CilpUJiJr
Rtqwrrmtnls: SUtwi I; We.tlth (Com.

(0fUb1e). For squire. ~uon (Knighl; ap
pears on 9 or less); Duty 10 Knight
(Derrwxkd on 10 or less). For C1pUin.
Dul)' 10 bis Men (Dc:.1JUlKkd on 10 Of less:
-IOpoinlS).

RighJJ: May only be tried by persons o(
SUM 3 or higher.

Forms ofAddrtss: "Squire (namt)" or
"CaptJlin (n1mt)."

FruttUJrI
RtqWrtmt/lts: None. ~hy h:tvc WC31th

(Comforuble or Wc3.lthy).
Rights: Righi 10 stand trbl (or

presumed Crimc5. Righi 10 own 131ld.
Forms of Address: "Frcem1n."

"Goodman" or "Mast.er" (or Comfon·
able and Wealthy (rocmen.

1JoNIsInIuI Dr St"'/Ult
RtquirnntnlS: Soti:ll SUgnu (Second

class Citizen); WeJ..Ith (Poor).
Rigllls: Right 10 """0 propcny, CACcpt

land. Right to sund trial (or CJ.pit:ll crimcs.
Forms ofAddrtss: "Sirnh" or n:une.
RtslriCliOtlS: May bear ..'C:tp0n5 onI)

....itb I~o....acr·s ~rmission. "hy luve
emplO)'er only "'ilb his permission.

Sttf or Slort
Rtqwrtmtnls: Social StigrrtJ. (EJ.pcn

dable Propeny); WeJ.lth (Dead Broke).
Rights: None.
Forms of Addrtss: Usu31ly addressed

.as "You, there," or perh:tps by namc.
Owner rrtJ.y choose nal1lC.

Inrrodl/Clion



New Skill:
Area Knowledge
(Melltn/lEasy)

This skill represents f:muliarity with a
given arc:a. Ifyou have this skill, you know
the arC3 in question well - including its
gcoguphy. l:mdnurks, people. flora and
fauna. The aM should not require an ArC;!
Kno.... ledge roll in ordinary SilU:llions
(finding your way home, avoiding the
guardhouse. cIC.). But a roll might be re
quired to avoid guardsmen walking :I

regular beal, 10 know \lo·ho in :I small vii·
lJgc rcads Ar3bic, or to predict where
:lIong !.he rood an ambU5h might be set up.

ArC3 Knowledge can be bought for any
sort of art3. The luger !.be :lrC3. the less
inlim:ltc the Ir.:nowledge. Someone f.:tmilLu
...·ith the lands wilhin 1I h3lf-milc of Sir
Danek's m::mor knows most of the trails,
streams, fields, hiding and ambush pl:aces
in lIle 3rell, 3S well :IS me h3biL~ of the few
dozen peasants and the wildlife 1.h:1I live
thefe. Someone famili3.r with lIark....·ood
To.....n kno.....s all its streets. taverns.
suildhalls. mosl busincsses. and all impor
l3Ilt and lTUl1y unimpor1Jf1t citizens. A per
son .....itlt kno.....ledge of Caitltness kno.....s
Ihe country's m:ljor high.....a~'s :md .....:lIe'
.....ays. the locations. rulers and genef31 na
lure of the COUfi\J)"S baronk:s and major
lordings. and .....here to rmd a decent meal
in each. and imporunt persons in one's
o....·n profession (e.g., I mercenary ..... iII
kno..... soldiers, guard eapl:lins :md other
mercs; a ..... izard .....ilI kno..... other conjurers.
both 1cgitim:lte and eharlal:ln).

Area Kno.....ledge def:1U11S to IQ-4 only
for characters who live within lhe are:a in
question. Thus. a person visiting H:ark
.....ood for the first time gelS no default roll
for Are:a Kno.....ledge (H:ark .....ood Town).

Introduction

most of Caithness - is very underpopulated. Fenmarc is actively trying to in
crease the population of his barony, offering land to freemen willing to locate in
the area. This offer has attracted quite a few new residems to Harkwood.

An elven community is located in the Great Forest, south of Harkwood, and
dwarves live in the mounlains to the east. Harkwood acts as a trading center be
tween these two communities. Elven and dwarven goods, as well as Harkwood's
own wood and fur products and a small quantity of raw timber, are traded north
through Simonton, on the Sidewind River, a tribulary of the Smoke.

Fennuuc's Priu Tourney
Even more than its wood, fur and available land, Harkwood is known for its

tourneys. Two are held every year - one at Shroftyde, in late February, and one
at Summer's Day, in late June. Several competitions are held at each tourney
the traditional joust, the footmen's list, the archery competition, the crossbow
competition, bardic contests in story, song and poetry, and the Grand Melee. All
contests except the joust are open to freemen. Members of the nobility may par
ticipate in any or all contests, although they normally leave the footmen's and
crossbow competitions to the common folk .

Prizes for the tourney are, by the standards of Caithness commoners, very
rich, so the tourneys attract a huge number of contestants, as well as a wide
variety of merchants and craftsmen. The event is also popular with the nobility.
King Morill used to make the journey to Harkwood every Shroftyde Tourney, just
to break up the long winters in Carrick. He fought in the Grand Melee three times,
and won it on his third entry - then knighted his final opponent. Since Morill's
death, the royal family has not been represented at Fenmarc's Tourney, due to the
danger such a journey would have posed to Crown Prince Conal!.

This adventure begins a few days before this year's Summer's Day Tourney.

Character Creation
Characters for Barkwood should be created according 10 the normal GURPS

Basic Set and GURPS Fantasy rules. Build them on 100 points, plus disad
vantages. The GM should allow exceptions to the 40-point, 3-diS3dvantagc
guideline only for very good reason. One such reason is membership in any of
the religious or chivalric orders common in Caithness; disadvanlages required of
knights and clerics by their orders (see sidebars, pp. 5 and 6) should not be
counted against the normal limits on disadvanlages.

Slarting Weallh for Hark wood characters is $1,000. Characters may in
crease their starting wealth in two ways - by laking a Wealth advamage, or by
spending points for extra cash. Wealth and Poverty are discussed in the GURPS
Basic &1. When spending points for extra slarting cash, a character receives
cash equivalent to one month's income for each point spent. Once spent, these
points may never be recovered - although the PC may earn character points
through adventure normally. II is not very cost-effective to put many points into
slarting cash, but doing so can make a warhorse or a suit of plate armor afford
able to less-than-Wealthy characters.

pes for lIarkwood may be created with Status as low as -I - bondsmen or
servants - or as high as 3 - minor nobility. Characters who invest no points in
Slatus are considered Slatus 0 freemen; each + I Status costs 5 points, each·\ is
a disadvantage worth -5 points. Islamic characters should lake the disadvantage
Social Sligma (Second-class Citizen), as should characters of Megalan birth.
Pagans have Social Stigma (Minority Group). Natives of Sahud or the Nomad
Territories should lake Social Stigma (Outsider or Barbarian). Elves and half·
ings are sufficiently familiar to Caithnessers that they suffer no stigma, but other
races should lake Social Stigma (Minority Group).

Literacy is an ad\'anlage in Caithness, costing 10 points. Most characters,
including many nobles, are illiterate.
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Character Roles
Hark wood provides opportunities for a variety of character types to show

case their talents. Parties which include characters with diverse talents and back
grounds will fare better than will groups composed of very similar characters. A
few roles which players may design characters to fill:

Knighls and Squires
The lfarkwood adventure takes place in and around a medieval tourney, so

members of the chivalry will have ample opportunity to use their many skills.
There are three types of knights common in caithness - secular knights, both
landed and unlanded; Knights of the Order of the Stone, an order of knights-er
rant in direct service ofthe Crown; and Knights ofthe Order ofSt. George ofthe
Dragon, a religious order based in the Archdiocese of Photius.

Secular knights swear an oath of fealty to a regional lord, whom they agree
to serve and defend, In exchange for their fealty, they are supported by their lord
- either as a household knight, living in the lord's keep, or as a landed knight,
holding in fief a portion of his lord's land. Knights of the Stone swear their oath
of fealty directly to the King, and spend their careers traveling about Caithness
in service of Crown and Kingdom. The Dragons are a militant religious order,
and are ordained monks as well as holy knights, The Order is small,though, and
all but unknown outside of Caithness. For the most part, the Dragons serve the
Archbishop of Photius as the Knights of the Stone serve the King of Caithness.

Female knights are becoming more common in Caithness. Perhaps one
Knight ofthe Stone in five is a woman; female secular knights are somewhat less
common, running about one in ten. The Dragons - a priesthood as well as a
knighthood - are an exclusively male order.

For more information about each type of knight, see the sidebar.

Nobilily
Players may also create characters from among the lesser nobility of caith

ness. Such characters may be unlanded relatives of the ruling barons and lords;
the holders of small, independent lordings around the kingdom; or mayors or
governors, ruling towns or lands on behalf of regional lords. The exact position
ofa PC noble should be determined in consultation with the GM, who has infor
mation regarding the ruling houses of caithness' major baronies and lordings.

It is recommended that the OM nol allow a player to create a character who
is a likely heir to a major lording or barony, Such position should be the result
of good roleplaying - either by political intrigue, marriage into or service to a
more prominent family, or by careful management and development of a small
lording into a large one.

Soldien and Mercenaries
Though none ofthe lords of Caithness maintain a standing army in the sense

that their counterparts in Megalos do, there is still some market for swordsmen
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Orders ofChivalry
Throe types of knights are eommon in

Caithness - secular knights. the king's
Knights of the Stone, :and the holy Knights
of St. George of the Dragon. A PC nuy be
a knight of:lJly of these lypes. or a squire
to such a knight. Though knighthood oc·
casionally falls to the un ......orthy. PC
knights of any type must have the follo...... 
ing advanuges, disadvanuges, and skills:

Adl'tJlltages; Status 2 (3 for Landed
Knights; 10 or IS points); Wealth (Com
fortable, Wealthy. or Very Wealthy; 10,
20 or 30 points).

Disadl'OlUage: Duty to lord or Order
(Demanded on 10 or less; ·10 points).

Skills: Riding (OX + I; 4 points):
Broads ......ord (OX+2; 8 points); Lance
(OX; 4 points); Shic;ld (OX; I point).

/(nights Df the StDM
For a eomplete discussion of the Order

of the Stone. see p. FS2. In addition to the
requirements above. Knights of the Stone
must have:

Adl'Olltagu: Repuution: Champion of
Justice (+2 reaction from Caithncsscrs; 10
points); Patron: Order of the Stone
(Reasonably po......erful organization. ap
pears on 9 or less; IS points).

T1u Dragons
The Dragons :are a very small order,

eentered in Photius, and unofficially
devoted to the Archbishop of Caithness.
They are organized mueh like the
Hospitallers, and s......ear a similar oath.
though they do not disdain the usc of magic
as the Hospitallers do. As ......ellas the above
requirements. a Dragon must take:

AdwJ1Itagts: Literaey (10 points):
Clerical Investment (5 points); Repuution:
Defender of the Church in Caithness (+ I
from Caithness Christians; 5 points);
Patron: Order of St. George (Reasonably
po......erful organization. appc:an on 9 or
less; 15 points).

Disadl'Ontages: vo ...... : Chastity (·5
points).

Skills: Catholic Theology (lQ; 4
points); Latin (IQ-I; I point).

SquirtS
A squire to any type of knight must take

the same Vo......s :as his knight, though he
may not yet have mastered all the skills of
a knight. A squire must also take SUM I.
and Wealth (Comfortable). In recent )'ears,
some squires have elected to stop training
for the knighthood, rcuining the status and
title ofSquire throughout their lives. Many
such squires hold manors. serving as vas
sals to a rcgionallord. A landed squire has
Status 2, :and may take Wealth (Comfon
able or Wealthy).
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Men and \Vomen of the Cloth
All PC clerics must take the follo..... ing:

Adl'OlUogtJ: Clerical Investment (5
poinlJ); LiteraC)' (10 points).

DisadlYl1lfogu: Vow: Chutity (-S
points); Duty to Church 2nd Cong~g3tion

or Onkr(Dcnundcd on 10 or less, seldom
h.u:ardous; -5 points).

stills: C:l\holic Theology (IQ; 4 points);
utin (I(}I; 1 point).

Suwar PrWsts
5ccuIu priests minislCr to the l:lyfolk.

Ch3pCls;wi c:uhedt:1ls are opcr:ucd by one.
or more: priests. depending on the si7.c d
the: congregation. Sccubr priests must u.kc:

Adl'Glllagu: Soci21 SUlUS Z(10 points);
Pallon: Church of Cailhncss (Very po'A·cr·
ful org:Uliz:uion. :IJlPC:lT'l 00 6 or less: 10
points).

&ntd~tinu

The followers of the rule of 51.
Iknedicl scrve God through scbolmhip.
both thcoIogic21 3M, to :a lesser dcgrtt.
hisloric:al. 8cJ)(dictines must ute:

Adl'twQgtS Soci:l1 SUIUS I (S point:!i);
P:ltIon: Order of 51. Iknodict (Rcuon3bly
po....erful org.)J1iution. :lppur$ on 9 or
less: IS points).

stills: C:uholic Thc:oIogy (lQ+2; +4
points); L:uin (IQ+ I; +3 points); C:aJlig
nrhy (OX-I; I point).

Alyrius
The Sislers or 51. Alyee or Isolde :Ire :I

he3ling order. who s,,"'c:lr an ooth to never
rc:ruse :tid to the sick or injured. They :Ire
on r:tir terms with the Ilospiullers. and :I

kw h:tve studied :It the lIospiUl :It New
JefUulcm in Western Mcg:tlos. Though
most Al)'citcs :tre nOl nugcs.thosc th:lt :Ire
study he3ling m3gic llS we\las convention·
31 medicine. An Alycite must h3ve:

AdlYJlllogeJ: Soci31 Status I (5 points);
PJtron: Order or St. Alyce (Snull org:tniz:t·
tion. :1ppeaIS on 9 or less; 10 points).

DiJadl'QlI/agtJ: Vow: To aid the sick
....ithout prejudice or p3ymcnt (-5 points).

Skills: First AidlTLJ (IQ+2; 4 points);
Physici:mITLJ (1Q-2: 2 points).

F,ancisuulS and C/airn
The Francisc:ans and the Poor Cl3ires

show lillie interest in politics. cither ()C:.

c1esi:lStic or secul:ar. but arc eonttnt to
servc God through m3nu:l1labof. Fr;lncis·
C:ttl 30d CI:tire Pes begin pby ",'ith nOthing
but a simple rOOc. 1bcy must uke:

AdlYJnJagu: Rcpuution: Poor $ervllOts
or God (+ I rrom Christi:ans: 5 points):
P3tron (Sm3Il org:miution, :tppc::lrS on 6
or less: 5 points).

DUadl'OnJagtJ: Vo"": To ntl'" o""n
money or propcrt)' (.JS points)_
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in Lhe kingdom. Most nobles keep a personal guard of a dozen or so, and landed
knights are expected to maintain a retinue - or lance - of roughly that many
men·at·arms, to fight for their lord. Larger towns will have a city guard. respon·
sible for manning the town's fonifications in peacetime, as well as keeping the
peace within its walls. PCs could be attached to either Fenmarc's baronial guard
or the city guard of Harkwood Town. or lhey might be pan of the lance of a
knight, local or visiting.

There is also an increasing demand for mercenaries in Caithness at this time.
Lords in the nonh of the kingdom - including the Baron of Mershall and the
King himself - are known to be hiring men-at-arms. Nearer to Harkwood, there
is rumored to be a demand for sell·swords in Simonton and especially Denton,
though neither Lord Wallon nor Baron Cabbie have openly called for mer
cenaries. Regardless of whom newly<reated PC mercs intend to hire out to - if
they have made up their minds at all - you can assume they have journe)'ed to
Harkwood to panicipate in the rich Summer's Day Tourney, before signing on.

Pri~sts and Othtr Cltrics
Clerics are common in Caithness. though few are likely to pursue a life of

adventure. Secular priests minister to the lay folk. while the members of various
religious orders devote themselves to God in various other ways. In addition to
the Dragons, other orders represented in Caithness include the Benedictines, an
order of monks devoted to scholarly and theological pursuits. and the Alycites.
an order of nuns devoted to the healing arts. Caithness also has a small number
of Franciscans and Claires, an order of friars and an order of nuns, devoted to a
life of poveny and service.

Mages
Wizards are very rare in Caithncss, due to the kingdom's low mana Icvcl

(remember - all magic in Caithncss is cast at -5 on the skill roll!). Many of
Caithness' citizens will go months or even years without ever witnessing a truc
magical spell. Most caithnessers are quite credulous on the subject of magic; a
convincing feat of sleight-ef·hand is just as likely as a true spell to awe a provin
cial farmer. As a result, many of Caithness' self-professed wizards are actually
charlatans, charging the simple folk large sums for bogus magical aid.

True wizards can easily find employ with the Caithness nobility, as enter
tainers, advisors. guards and companions. A PC wizard may have accompanied
his noble employer to Fenmarc's Tourney. or he may have arri\·ed on his own,
seeking long- or short-term employment. Due to Lhe frequency of injury among
Tourney panicipants, many healing mages turn out for the event.

Frumen
Freemen at the tourney will be of two types: itinerant merchants. craftsmen.

or entenainers, attending the tourney for profit; or local farmers. businessmen,
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and artisans, enjoying their barony's semi-annual festival. They should have
skills appropriate to their profession, and may have other, more adventure
oriented skills as well. Many ofthe contestants in the commoner's events at the
tourney will be locals looking to distinguish themselves.

Traveling characters will have a general familiarity with the geography and
political situation of Caithness as a whole; they should take Area Knowledge
(Caithness or Southern Caithness). Locals will be familiar with the land and cus
toms of Harkwood; they should take Area Knowledge (Barony of Harkwood or
Harkwood Town). Both types will be helpful in the adventure, though the local's
intimate knowledge of the setting will likely prove more valuable.

It is strongly recommended that the party include at least one knight or other
noble, and at least one Harkwood local, as the adventure is especially suited for
such characters.

Character roles other than those described are possible and are certainly en
couraged.

Using Existing Characters
If lJarkwood is being played in an already-running Yrth campaign, the GM

should allow players to use their existing characters in the adventure. If the PCs
have more than 20 or 30 experience points apiece, the GM will probably want to
beef up the opposition a bit.

It is especially appropriate to run this adventure as a sequel to Orcslayer.
Since Orcs/oyer is a Man to Man combat adventure, veterans of that expedition
may need some conversion to get them ready for a full GURPS roleplaying ad
venture. Man to Man characters from Orcslaytr should be allowed to keep the
experience they earned on that adventure, but will probably need to take on new,
non-eombat advantages, disadvantages and skills. If, however, you want to run
a PC with lots of non-combat skills, you are probably better off starting from
sCC<ltch with a new character, rather than trying to shoehorn a Man to Man com
bat monster into a role he was never meant for.

Characters from an existing campaign will be attracted to Harkwood for the
same reasons as new PCs with similar talents.

Goods and Services

All of the weapons from the GURPS Ancient/Medieval Hand Weapon Table
(except Fencing weapons) and Ranged Weapon Table are available in caithness,
as are all the various types of armor on the Ancient/Medieval Armor Table and
the adventuring gear on the Equipment List. PCs may begin play with whatever
type of weapons or armor they need and can afford. Buying equipment after play
begins can be more difficult, though.

Ordinarily, a fighter must commission a smith or armourer to make weapons
or armor for him; the bazaar at Fenmarc's Tourney is one of the few places that
one is likely to find weapons ready to buy "off the shelf." Any type of armor
may be purchased at the tourney, with the exception of plate, though the ar
mourer will need a day to customize it for the purchaser's physique.

Note, however, that it's not a good idea to immediately buy equipment for
your character as if for an extended trip or siege, as none is in evidence. Buy
what you want your character to have in his normal life, and keep the rest ofyour
money in reserve.

Accommodations in the Harkwood area are generally quite reasonable. A
room at a typical inn runs about $4 a night. Classier accommodations 
including a hot bath and clean sheets - cost twice that. The cost to stable a horse
is $2 per night; if the services ofa groom are required, the cost is $4.

PLAYERS: STOP READING HERE!
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New Advanlllge:
Clerical Investment 5 poillts

In Caithness. any cha.r3cter .....ho is a
Christian cleric must take tile Cleric31 In
vestment adv:lnuge. This adv:ant:tge em
bodies 3 number of powers :md perquisites
hcld by Christian ministers, including tile
right to perform ceccmonies such as b3P
tism. confimution, nuni3ge,:tnd the Lut
Rites. Clerics .....ilI be: addressed by :ttl ap
propriate title - Falber for secular priests,
Brother for Benedictines, Sister for
Alycites and Cl3ires, and Friu for Frm
ciscans. Clerics receive a + I reaction
bonus from all Christi:ans :md most others
in yrth. out of respect for the cloth.

Nonhuman PCs
Nonhumans are ccl3tively r:l.CC in C3ith

ness, :md especi:tlly so in the Hark.....ood
area. Occuionally the buony is visited by
elves from 11 community IOC3ted in tile
Gre3t Forest. a half-day's m.uch due south
ofH3rk.....ood Town. At least three times 3
yC3.r. a trading comp:any of dwarves comcs
to H3rk.....ood from tIleir mines in the heavi·
Iy forested mounl3ins 3 .....eek·s nurch cast
of the barony. Oakdell. 3 farming com
munity of roughly 200 half1ings. is loc3tcd
five miles .....est of H3J'k.....ood Town.

The only goblins seen in H3rkwood arc
Mcgalan merchants. who visit the b3rony
during the Tourney with .....ares from dis
WIt lands. Despite their regulu semi-an
nual ap~ances. the folk of Hukwood
still think the green·skinned tr3dcrs very
odd. Orcs are: kno.....n in Huk'4'ood only
during their very oceasion:t1 r3ids across
the Grut Desert. and 3re reguded 3S
purely legendary. A few b3nds of hob
goblins 3re: said to room the GCC3t Forest.
and stories of them are: told to frightcn
small childccn. Reptile men have a reput:t
tion as vicious nun-eaters in Huk.....ood.
due to 3 r3id on the barony by a S3urim
tribe several gener3tions back. Even so, it
is doubtful 3nyone alive in Harkwood
tod3Y has ever seen a re31 reptile nun.

No nonhuman iII be able to move
about the barony ithout being noticed.
Only elves, halnings. and to 3 lesser de
gree. d .....uves. will be .....eleomed by
Hark ooders. Goblins acc tolerated, but
ue al 3yS w3tehcd closely by to.....nsfolk
and guudsmen 3like. Orcs. hobgoblins
and ccptile men 3CC monsters to the folk of
Hark.....ood. While a single townsman will
no doubt give a .....ide. farful berth to such
a character. an :angry mob might 3rise 3t
any moment to drive the demon from the
bnony.
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Notes Oll Caithness
ClJithn~ss in PMt

Rere3d the. nuterial on C3ithne$$ in
GURPS FanlDSy, pp. 52·56, as well as the
general inforlTl3lion on the world of Ynh in
thJt book. The infornulion prescnted in
Orcslayu will be h:lIldy as well, though
not esscnlialto run this 3dventure.

Ttehnology and Magic
C3ithness, like most of yrth, is :at Tech

L.cvcl 3. The historical eompJrisons given
for T1...3 on pp. 126-127 of the GURPS
&sic s,t - Transporulion, Weapons and
Armor, Power and Malieine - arc all apo
propriate for Caithness.

CaiLhness is a low-man3 3re3; all spells
arc at -5 to CllSl. Caithncss' citizens believe
in magic, but there :LTC very few :aelual
praclicing wiz.uds in the. nalion.

Geography
Caithness is 3 n:lrrow belt of fertile ter·

ritory bordered on the ....·est by dCSCr1, on
the south by forest, on tJle north by moun
tains, :lIId on the cast by :a tr:lIlsilion line
bet.....een 10..... :lIId norma.l man3 regions.

The Northlands, the Midl:lIlds:lIId most
of the Southlands of Caithness arc .....ell
..... :ltered by n.infJlI and mountain runoff.
Along the edge of the Great Desert, in the
.....estern parts of the kingdom, the terr3in
becomes arid, supporting less :agriculture.

The Northl:lIlds of C:aithness arc quite
hilly - Tacitus, Mcrshall, Carrick, Deer
.....ood :lIId Fordh:lm lie in rolling terrain.
The territor)' of the MidJ:lIIds - Sterling.
Durham, Oak.....ood, Rcdhall and Pholius
- llS .....ell as th31 3round Donlis, Simonton
3nd Denton in the South, is mueh flatter.
Ihrk.....ood. closer to the mountain r:lIlge
.....hich splilS the Gre3! Forest, is some.....hat
hillier. The lands 3round the .....estem lord
ings of W311:ace. Ferrier and southern
Diythe 3re scrni-3rid pI:ains.

Cailhness

OAITHNESS
Caithness is a collection of semi-independent baronies and lord-holdings.

Through most ofCaithness' history, these regions have usually been bound by a
strong ruler into a single kingdom.

However, the current king, nineteen-year-old Conall VI, is too young to
command much respect or to enforce the oaths of fealty sworn to him by
Caithness' nobles. Conall is shaping up into a charismatic leader, and is very
strong in his own region of Carrick; elsewhere in Caithness, however, many
barons and major lords pay only intermittent attention to their feudal duties.

That's not to say that the nation is in the throes of revolution - but it could
come to that in the not-too-distant future. Until then, most of Caithness' rulers
will continue to go about their business and ignore the king. But as Conall grows
older and stronger, the political air in Caithness grows more and more tense.

The History of Caithness
Caithness was seltled about 200 years ago by pioneers from Megalos. A fer

tile strip ofterritory between Megalos and the western desert, it seemed ideal for
settlement, except for two things: It was poor in mana and rich in orcs.

In 1784, Conall of Craine, the third son of a Megalan duke, led a brave
pioneering expedition into these fertile ore-lands. The orcs were none too happy
with the human intrusion, and fought the humans for decades. But orcs have al
ways had trouble holding any but the nastiest of territories. Gradually, the
human frontier pushed further and further west. Finally, in 1812, the orc-ehief
tains and their tribes fled west, across the Great Desert.

After the victories of 1812, Caithness had a few years of peaceful building
and growth, and the flourishing trade coming from her borders made it evident
that Caithness was actually going to be a rich colony, not a wilderness outpost.
Conall was summoned to the imperial capital in Megalos in 1822, where he was
created Conall of Carrick, first Earl of Caithness.

Through these peaceful, prosperous years, Conall made sure thai each new
lord who came to Caithness swore an oath of feally to him and his children. Aner
40 years of struggling against orcs and nature, the settlers of Caithness were es
tablished and the colony was strong and flourishing. In 1826, Conall informed
the Megalan emperor that Caithness chose to be an independent nalion instead of
an imperial province. proclaiming himselfConalll. King of Caithness.

War was inevitable, But the Megalan army, heavily dependent upon its bat
tle mages, proved unable to take or hold territory in low-mana Caithness. so the
nedgling kingdom retained its independence. Eventually the disgruntled
MegaJan nobility lost interest in retaking Caithness. Despite periodic border
skirmishes which continue to this day, the Megalos-Caithness border has
remained relatively stable for the past two centuries, following the invisible line
where, as you move west, the mana level drops from normal to low.

Conall's line has continued on the throne, ruling from Carrick, Conall ('s
seat of power. In the years since the first wars with Megalos, Caithness has ex
panded its wealth, trading in goods and livestock and developing its available
arable land for agriculture. Even today, its knights and men-at-arms stand ready
to beat back the occasional intrusions by Megalos and the orc tribes.
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Almost without exception, Conall's heirs have held that, "He who governs
least, governs best." The kings of Caithness collect their levies and taxes, fund
a very sophisticated network of spies, and intervene when all-out warfare breaks
out between Caithness' baronies and lordings. Otherwise, they leave well
enough alone. Only when a significant threat menaces Caithness does the king
exercise all his royal prerogatives in calling on the kingdom's resources.

Unfortunately, thirteen years ago, King Morilllll died when his sole heir
was only six years of age. Though Morill's Queen, Alys, held onto the reins of
power and protected her son - Conall VI- from harm, the power of the throne
declined over the next decade. Individual lords went to war as they pleased. Few
barons sent their proper taxes and levies to Conall. lndividuallordings had to
combat the most recent Megalan invasion, in 1982. They succeeded, but it was
a costly victory for Fordham, where the incursion started.

Three years ago, the prince was crowned King Conall VI, but most of the
nobles of Caithness yawned and went about their business as usual.

Conall and his advisors have gradually been taking the steps necessary to re
establish the royal power. They began by finding out which barons and lords
remain loyal to the crown, and which are likely to cause trouble. Today, every
major community has one or more royal spies monitoring its activities, and soon
Conall VI will begin bringing the rebellious lords and barons back into line.
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Nonhumans in Caithness
Nonhum3ns arc nOi 50 common in

C:lithnes5 as in other P:lI1.$ of Ynh, but
most lII3jor towns have:lt leasl a few in res
idence. A handful of nonhuman eonunu
nitics :lTC 5C3l1cred about the countryside,
but most of them :Ire relatively young, es·
tablished since the humans pushed out the
orcs, two eenluries :lgo.

El"es inbabit several forested sections
of Cailhness, including the wooded 3.re3S
immediately around the Duony of H3rk
wood. Of the nonhununs, elves arc most
fredy :lCcepted by humans. who (errone
ously) tend 10 Ihink of Ihem as skinny
hUlI\3!1$ with poinl)' ears. There are 3. few
half-clves in Caithness; they lend 10 li\'e
3.mong lheir human kin.

r>..YJT\·es 3re common in the North
13nds; Ihe dW3rven homeland, ~r:tk. is
nonh of C3.ithncss. There 3.Te also dwarvcn
colonies in the mountains on C3.ithness'
southern border. within the Gre:lol Forest. A
few dwarves live among hUm:lJls as crafu
men, mercen:lry soldiers and adventurers.

GIlomes live in the lTlOUll13.ins bordering
AI-Haz; Ihcrc are no gnome communities
within C3ilhncss' borders. A few gnomes
live 3.mong hununs, mosl1y as crafismc:n.

Halflj'lgs live in sm3.11 vill3.gcs scattered
throughout Caithness; they followed the
hUm:lJls into the area alk:r the orcs .....ere
ousted. All of Ihese vill3.ges are ofT the
beaten lt3.ck; h:lolnings appred3.te the
kingdom's wide open spXCS, which allO'A'
them 10 kec:p 10 themselves.

Gobli/lS will be encountered in nujor
tude Callen along the Rivers Smoke 3nd
Conn, bul are rare elsewhere. Mosl goblirn
in C3.ithncs.s are D":lovding mc:rehanlS from
Meg.3.los; thc:re 3.re no goblins in pctrlunent
residence within the kingdom. The urb:l.l1C
3lld SophiStic31cd goblins tend to think of
lhe Caithncssers 3..S b:lClcw3.rds :md gullible,
a profit.3.b1e markel for foreign lrinkets.

Rtp/jf~ Men m1 Orcs live to the ","'CSt of
C3.ilhncss, and:lofC common in the kingdom
only during their periodic raids on hunun
border communiLics. Few ofeither rxe :lore
lolelOned in C3.ithncss; those th:lot are will be
in the cO"",311y of wdl-known individuals
who can vouch for them. A few half-orcs
live with their hunun rcI3tives in Caithness,
the products oforcish r3.id$. Even free half·
orcs are considered Second-Class Citizens.

Caithness



War for lhe Throne
Should you decide to run :I camp:lign

inYolying the politics and warm:t1::ing that
will occur when ConJlI VI tries to rcgain
the power or the kingship, the inromution
prescnted in the rollowing sidcbus will
help )'01.1. For CJeh region, we list politieJl
alignment, resources, miliul)' SlIcngth JIld
the slI3tegic :lbility or its lC3ders.

Alignment describes the 10yJlty or the
region's lord; royJlist lords support young
Conilll, rebc:llious lords oppose him, and
neullallords haye )'ct to choose a side. At
the prescnt, there ue eight royJlist lord
ings, rour rcbc:llious, and liye un:Lligncd.

For resourcC5. military strength and
Str:ltegic ability, tile terms l.o...', IhuaK~,

Jligh,:md Vtry /figh arc simple referents to
give you an idea or how these baronies
eomp3re. You can also usc thcm as aguide
line to sec how they'd rare against one
anOl.hcr in direct connict.

Iryou wan! to quickly resolye a conflict
between two lordings - in which Pes do
not p3rtieipale - then try this method: As
sign each side a ViclOry roll or 10. For
each Low score, sublIact 2. For each High
score, add 2. For each Very High score,
add 4.

When two lordings conflict, they com
pete in a Quick COntest or Victory. The
""inner is the victor in the confronution.
The GM should determine the degree or
success, based on !he margin or victory.

Caithness

The Church in Caithness
The Church in Caithness underwent some important and fur-reaching chan

ges as Caithness fought to gain its independence from Megalos.
As Conall was colonizing Caithness, he and his followers were, naturally,

guided by the Church. At the time, the Church in Megalos was at the height of
corruption. Many church posts were filled by simony - the practice of selling
ecclesiastic offices for money. A great number of Megalan priests were not
chaste; many kept mistresses and futhered children. Some, under the tolerant
eyes of corrupt superiors, openly married in violation of Church doctrine.

So, the majority of Church representatives accompanying ConaB west were
circumspectly fleeing the corruption of the Church. As a result, the Church in
Caithness was more devoted to spiritual and theological matters, much less to
matters of money and of the flesh.

The first Archbishop ofCaithness, Constantine of Hunt, was Conall's confes·
SOL When Constantine was invested as Archbishop, Conall granted the Church
lands in the fertile central region of Caithness, declaring that these lands belonged
to the Church and were not subject to secular law. The community that arose
the Archdiocese of Clixtus - was like a miniature kingdom, ruled by the
Archbishop.

As the years passed, the corruption ofthe Church in Megalos deepened, and
relations between the Archbishop ofClixtus and the Conclave of Archbishops in
Megalos grew strained. The Conclave wanted Constantine to exert his influence
over Conall to bring the rebellious Earl back into line. It also expected the
Archbishop to milk as much tithe as possible from Caithness to enrich the cof·
fers of the Church in Megalos. These things Constantine refused to do.

By the time Conall made his break from Megalos, relations between Con
stantine and the Conclave were at their worst. In a bold move, but with the sup
port of his bishops, Constantine declared that the Conclave of Archbishops in
Megalos was not truly the heart of the Church in Yrth, and that the Church in
Caithness recognized no authority but the Holy Trinity and the holy writings.

Constantine renamed his city Photius - a slap to the Church in Megalos, for
Photius was an important figure in one of the schisms the Church underwent on
Earth. The Church ofCaithness was officially renamed the Holy Adseverationist
Church - the word Adseveration resulting from the combination of a utin
word meaning "protestations" and an Anglish word meaning "to cut ofr." And,
as a final heresy, he began conducting mass in Anglish instead of Latin.

Naturally, this lent some religious fervor to the subsequent clashes between
Caithness and Megalos, but Caithness survived ... and so did its Church.

Eventually, the Megalan Church underwent important reforms; after
Constantine's death, the opposition of Caithness clergy to Megalos relaxed.

In 1848, at the Conclave of Craine, the two Churches met. After the new
Archbishop of Photius, Giles of Fordham, agreed to return Cailhness masses to
Latin, the Conclave of Archbishops determined that the Church in Megalos and
the Church in Caithness had no significant difference in dogma or interpretation.
So the Caithness rebels were restored to the bosom of the Church.

Communities of Caithness
Descriptions of the major baronies and lordings of Caithness foHow. The

lord of each region is described in the sidebar to each holding; the descriptions
are not intended as complete character write-ups, but rather as an indication of
the sort of skills each should possess. If one of these lords appears in an adven
ture, you may wish to write him up on a character sheet, fleshing him out with
any additional advantages, disadvantages and skills you feel are appropriate.
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Tho Northlands

Carrick
This region - technically a principality, as it's usually ruled by the king's

heir - is one of the three richest in Caithness. It is the traditional seat of power
ofthe kings ofCaithness; Conall VI rules from Carrick. Its financial might stems
from rich croplands and profirable trade with the dwarven community northwest
of Mershall. The principality is generally considered unconquerable by any
single lord. except perhaps Bruce of Sterling or Peredur of Durham.

Within the Principality ofCarrick, just across the River COM from the castle,
is Stonehall, the original chapterhouse of the Order of the Stone. About a dozen
Knights ofthe Stone reside at Stonehall at any given time, resting and training be·
tween missions for the King. Onate, much afthe Order has been occupied with
the defense of the small communities in northeastern of Carrick, along the Mer
shall border. Baron Deneral of Mershall has led several successful forays against
these villages and manors, adding to his own territory at the expense of his king.

Located within Carrick is the 1·louse of Oak, headquarters of the king's spy
network, the Silver Hanel. The location of the House is secret; it is doubtful that
the building is even constructed ofoak. The Hand acts as the king's eyes and ears,
both within Caithness and abroad. Though the idea of royal spies in their courts
makes many of Caithness' nobles uneasy, those faithful to Conall trust in the
Hand's loyalty to the Crown. Less loyal lords refer to the Hand as the king's
private assassins, and use its existence as a rallying point for their cause.

'1' .•:#4, ~I//"'"
,. I '1:

Durwood
Deerwood is a small but pretty lording, well within Carrick's sphere of in

fluence. It is characterized by rolling hills, rich upland tillage and pasturage, and
heavy forest. It's also well·known for the profusion and excellence of its game,
and was the late King Morill's favorite deer park for hunting.

Fifteen years ago - two years before Morill's death - a group of yearling
gryphons was released in the Deerwood Forest to the south of the lording. The
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CDrriJ:k
Alignment: Royalist.

Resow«:s: Very High.
Military Strength: High.

Stn~gic Ability: Ave~e.

KUt, CMoJJ VI ofC.rrick
Age 19; Btood hair, bl"()1lo'n C)'es, c1e~·

shaven; S' I I", 165 Ibs.
ST 12, OX II, IQ 12, HT 10.
Advantages: SUtUJ 7; Wealth (Filthy

Rich); Charisma +2; Appc:2r~e(Attrx·
live); Intuition; Literxy.

Dtsadvan13ges: Sense ofOuty 10~e
of Caithness.

Skills: Broadsword-12; Shield·12;
Riding' I 3; Lance· I I ; Savoir-Faire·12;
Diplomaey-13; Leadcrship-12; Stf3~SS'

II; Tactics· to; Bard-I I; Politics-II; Area
Knowledge (Caithness)-II, (Carrick)-12.

A handsome lad, Conall is shaping up
into a S2!vvy :l.nd ch:l.rism:l.tie king. AI·
lbough he is still ignored by much of
Caithness' nooility, Conall is dcte.rmincd to
cor· rtCt this problem. lie is Wlmarric:d.

Alys,~ Q!JUIt Mothu
Age 37; Red hair, green eyes; S' S",

13S Ibs.
ST 8, OX 12, IQ 12, HT 10.
Advanl2ges: St:l.tus 7; Wealth (Vel)

Wealthy); Chuisma + I; Appcaunee
(Beautiful); Literacy.

DWdvaot.:lgC: $ens(: of Duty 10 COlull
Skills: OiplOfllX)'-13; Administntion·

12; Leadership- I I; Savior-Faire·14:
Polilics·14; A~a Kno\l.-lcdge (C:aithness)
13, (C:arrick)-l3, (Oum:l.m)-lO.

Queen Alys, a niece of F\:rrour of Our·
h:l.m,lCIl:lciously defended her son's throne
:afler the: death of her husband, King Morill.
No..... thal. Coo:l.11 is old enough to hold the
throne, Alys hu the freedom to indulge her
own in~rests, including travel, ronunce
:and intrigue. Her f,1:l.jcsty may altcnd this
year's Summer's O:ay Tourney.

Deerwood
Ali£llment: RoyalUt.
Rcsou~es: Avenge.

Miliury Strength: Low.
Stntegic Ability: Low.

Damt Lon". of Dtrnllood
Age 36; Bro\\1'0 hair, green C)'es; 5' 9",

14S Ibs.
ST 12, OX 12, IQ II, HT II.
Adv:af1lages: SUIuS 4; Wulth (Vel)'

We:aIthy); Appeanncc (Aunctive).
Skills: Broadsword·lS; Shield-IS:

Lance· 13; Riding-l3; S:l.voir·F:l.irc-J2; Ad
ministration·IO; Trxking-lS.

Lortn:l. bcc:unr :l. Knight of the Stone 31
age 20, bul resigned ....·hen she inhc:rilCd the
Lording of Deerwood. She is a friend 0{
Queen Alys, and :l. suunch supponer of the
king. LorclU h:as never nurricd.

Caithness



Fordhom
Alignment: Royalist.
RCSOUftt5: Aycrage.

MiliUry Strength: Average.
Str:llcgic Ability: Average.

Sir &rd of Fordham
Age 38; Shick hair. must:lchc :and

beard, blue/gray eyes; 6' 2", 265 Ibs.
5117, OX 12, IQ 10. tiT 12.
Advantages: Stalus 4; Wealth (Very

Wealthy).
Stil.ls: Axc/Mace·IS; Shield·IS; L1nce

13; Riding-I): DipioltUcy-12: lc:Idcnhip
/2; Tactics·' J; Str.llcgy-JO.

Berd received :I b:lIIJclieid knighthood.
:lnd .... :as nude a landed lord b)' Prince
Con:U1. He roles his region well and is
loy31 to Conal!. Unfonunatcly, Fordh:affi
h~ onen b«n injured by Mcg31os' respect
for PeTedur of Durham, so. despite his
good n:llurc. acrd resents lilt old lord.

Mershall
Alignment Rebellious.

Resources: High.
Miliury Strength: High.
Slr.Itegic Ability: High.

&roo /krurm of MushaJI
Age 49; Graying brown h:l.ir and mus

L:K:hc,brO"n cycs; 5' II", J80lbs.
5T II,OX II,IQ 13,HT 10.
AdVlUlt3ges: SU1US 5; Weallh (Fillhy

Rich); Ch:uisrn:a + I.
DiS2dvatltllge!: Greed; Mcgalol1L1flill.
Skills: Broadsword-II; Shield-12;

Riding-I:!; Polilics-l3; Tactics-l3;
Strategy-IS; F35I-Talk-14.

Dencral intends to be King within the
nUl few yean. He openly denies the
COIU1l's right to Me, and has seized lands
on Carrick's sick: of their mutual border.
He is also a de3c11y enemy of EJoh:1r of
Tacitus.

Tad/us
Alignment: Royalist.

Resources: High (but diminishing).
Miliury Strength: Average.

Stnllegic Ability: Low.

&,on Eloho' of Tocilus
Age 55; Graying bllek h.air and bcud,

bro.....n e)'eJ; 6' I", 115 lbs.
ST 12; OX 13, IQ 10, IH It.
Advantages: Status S; Wealth (Very

Wealthy).
Skills: Br03dsword-13; Shicld-12;

Riding-14; 8ow-l1; Steallh-14; Tracking
14; Naturalist-13; SurvivaJ (Forcst)-12.

Elohu is a gruIT, homely m:an with
simple WItS. He is nerccly layililo Con
all. He'd prefer to be left alone but,
plunged into a war of altrition with Mer
shaJl, be'll see it through to the bitter end.

Caithness

gryphons were to be allowed to mature, so Morill could enjoy hunting them. In
the confusion following the king's death, the gryphons were forgotten ... umil
this year, when they began to prey upon Deerwood's sheep and cattle. Dame
Lorena, the Lady of Deerwood, believes there may be a dozen adult gryphons
loose in the woods, plus an unknown number ofeggs and young. last month, the
beasts grew so bold as to attack a party of huntsmen, killing all but one in the
group. News al the Harkwood Tourney is that Dame Lorena has placed a rich
bounty on gryphons killed or captured in the Deerwood.

Fordham
Fordham is the most northeastern of all regions in Caithness. It is rich

farmland with some woods, and profits from east-west trade. Unfortunately, be
cause Durham's fame is so great, forces from Megalos striving to reach Carrick
usually press through Fordham. The lord of Fordham, Sir Berd, is still rebuild
ing after Ihe 1982 invasion, which cost the lording dearly.

Compounding Fordham's difficulties, a great wyrm has been sighted
recently in the eastern reaches of the lording. It has carried off several large
animals, inclUding one of Sir Berd's prize warhorses - with its trainer! The
dragon is said to be quite large, and appears to lair somewhere in the mountains
of zarak, to the north of the lording. An expedition to slay the beast would no
doubt be welcomed in Fordham, but the permission of the neighboring dwarven
magistrale would be necessary to pursue the beast into zarak.

Menhall
This most northern of Caithness baronies is a cool, pleasant, hilly area.

Dwarves are common in the mountains north of here, and trade with the dwar
ven community flourished in years past. Recently, trade with the dwarves
dropped almosl to nOlhing, bUllhe spoils of war make up the deficit - Mershall
has seized several communities across Ihe Tacitus and Carrick borders.

If the politicallension in Caithness erupts into war, then Baron Deneral of
MershalJ is certain to be a leader of the rebellion. Recent patrols oflhe Carrick
Mershall border by the Knights of the Slone have caused Denerallo turn his at
tention to Tacitus to the west. Mershall might march on Tacitus before the close
of the current campaigning season, Ihough Deneral has made no declaration of
war. It is widely rumored that Mershall is a seller's market for mercenaries ...

•
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Tad/us
Tacitus is nestled between mountains and deep forest in the western

Northlands. Thirty years ago, it was just a collection of woodland communities,
respected for the quality of their huntsmen and archers. Then, an ambitious
young knight named Sir Elohar united the area into a military force and provided
critical aid to King Morill against Megalos. The king granted Tacitus lording
status after the war, and, after two decades of e}[emplary service and loyalty,
Prince Conall conferred the title of Baron upon Elohar.

Unfortunately, Tacitus has lost lands to Mershall's military and strategic su
periority during the last decade. Too proud to appeal to Conall for help until he
is firmly established as king, Baron Elohar is watching his lands slip away.

The rugged mountains at Elohar's back could have proved the proverbial hard
place to match the rock of Mershall, but Tacitus found a strong ally in Fedor Iron
thews, the dwaryen governor of the southwestern Bronze Mountains. The
dwarves, who have no love for Deneml of Mershall, rerouted their trade through
Tacitus - a vital economic boost to the young and beleagered barony.

The Midlands

Durham
Despite its dangerous proximity to Megalos, Durham remains unconquered

and defiant. When caithness and Megalos are at peace, trade upon the River
Conn is very profitable; when the two nations are at war, the main Megalan
thrust is usually directed at the less imposing lording of Fordham.

Typifying Durham's reputation as strong, brave and powerful is its lord,
Peredur Orcslayer. Lord of Durham for the past fifty years, Peredur is
Caithness' greatest living hero. He gained his reputation by driving out the last
great hordes oforcish raiders in 1926. Since then, he has been a wise and power
ful ruler whose advice and favor are sought by all.

King Morill had wanted to elevate Peredur to baronial status but died before
he could bring it about; this has recently become one of King Conall VI's
priorities, though no one in Durham is aware of it.

Oakwood
This lording controls very fertile lands and pastures in the central region of

the nation. In peacetime, it benefits somewhat from trade with Megalos, but
lacking a major waterway, Oakwood cannot compete with Durham or Simonton
in this area. Fortunately, it doesn't stand between Megalos and any major
military targets within caithness.

The death of Lord Herin of Oakwood's only son, Sir HarJ, in the 1982 in
vasion of Fordham by Megalos has left the lordship wilh only one heir - Herin's
arrogant and abusive nephew, Srance. Lord Brance left Oakwood in a fit of
jealousy several years ago, after Harl was knighted while he was passed over.
Since that time, he has served as chamberlain to Deneral of Mershall, and has
fought in se\'eral actions against both Tacirus and carrick. Herin rightly believes
that Oakwood can come to no good end if his nephew inherits the lording.

Pho/ius
The Archdiocese of Photius, the religious center ofcailhness, is an island of

independence in the center of the nation. The lands ofPhotius are subject only to
Church Law, not that of the King. It is a wealthy, wooded region immediately
southeast of the elfwoods in the Midlands. The city ofPhotius fearures the fantas
tic Adseveration cathedral, built during the years of the Church ofcaithness' in·
dependence. The cathedral has served as a rallying point for caithness forces in
turning back several Megalan invasions.

A mile north of the city is St. George's Keep, chapterhouse of caithness'
only holy knights, the Order of St. George of the Dragon. The order was
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Durham
AlignmClII: Royalisl_

Resources: Very High.
Miliwy Sltenglh: Very High.
Stra~gjc Ability: Very High.

Lord Ptndur of DurluJm
Age 80; Balding gray hair (clean

shaven), blue eycs; 6' I", 17ji Ibs.
ST 10, OX II, IQ 14, HT 8,
Adv:antagcs: SUtus 4; Wc:allh (Fillhy

Rich); Combat Reflexcs.
Ois3dv2lluge: Sense or DUlY to King.
Skills: Broads....ord-14; Shield-12;

Riding-12; Lcadersbip-14; Admioistra
t1on-14; Oiplom:acy-14; S:avoir·Faire-14;
Stra~gy-IS; Tacbcs-14.

Pcrcdur is Caithness' distinguished
ddcr st:lIesma.n. He is a staunch supponcr
orthe throne. Ir war bre:aks OUI, ConaJJ ""ill
fUld his most po'«o'Cful ally in Durll..w 
bUI al 80, Percdur may 001. be around to
suppon the king much longer. His I&)·e.u
old granddaughter and beir, Lady Bren
wyo, is.ll promising ....ani(ll' and lC3dcr, bUl
ean'l be upccted to rul Pcrcdur's shoes.

Oakwood
Alignment: Neutral.
RcsOWttS: Avenge.

Miliwy Slr"Cflgth: 1..0.....
Stra~gic Ability: Average.

uri Huill of(JdwDtHI
Age jil; Sbaggy gDy bail' and bc:ard;

6' 4", 190 Ibs.
ST 12, OX It, IQ II HT 10.
Advantages: SUtus 4; Wealth (Vel')'

Wealthy); U~racy_
Quirks: Never Laughs or Smilcs.
Skills: Broads....ord-l3; Shield-IS;

Riding-12; Lance-Il; Administralion-II;
Politics-II; Str:a~gy-IO;Taelics-12.

Herin al ....ays keeps a nervous eye
to....ard Megal05 to the east. Th':Il, eoopled
....ith his ....orries about tbe r3te orthc.lording
aflcr his dc:Ith, is giving bim a fll'lC, strong
ulcer. He bas DO opinion aboul King
Coo.:a.IJ's right 10 regain the royal po'«o'er.

Caithness



Phonus
Alignmenl: NeuuaL

Resources: Very High.
Military Sueogth: High.
Stnttgic: Ability: High.

Anllbislwp GrrgDrWs
Age 65; Gray hair and eyes; S' 9", ISO,...
ST9,OX II,IQ 12, HT9.
Advantages: StaluS 6; Clerical Invest

ment; Cbarisma +3; Littracy.
OiS3dvatltage: Sense of Duty 10 God.
Skills: Administralion-13; Bard-12;

Calliguphy-12; Diplomacy-II; History
13; Psychology-II; Research-II; Theol
ogy-14; Writing-l3.

Languages: Anglish-13; Arabic-IO;
I...atin.14; Norman Frcnch-II.

Oregonus is a kind man and an effective
archbishop. Howevcr, he is a bit gullible
and seldom suspects treachery from within
the Church. He is neither opposed to nor
aligned with the king; his sole concern is
the Church.

Redhall
Alignment: Royalist.
Resources: Avcrage.

Military Strength: Low.
Strategic Ability: Low.

1..JJrd lAthatl RrdlHard
Age 39; Raming red bair and beard,

bluecyes;6',18Slbs.
ST 14, OX 12, IQ 10, HT 12.
Advantages: Sl3luS 4; Wealth (Very

Wealthy); Appearance (Handsome); Alert·
ness +2.

Skills: Broads....ord~13; Tracking-13;
ao..,..l3; Riding-14; Shidd-12; Spear-I3.

!...athan is a fanatic sportSman ard hunt
er ....ith no interest olher than running about
and killing small animals. He supports the
king, but leaves the administratioo of Red
hall to C3p:lble advisors.

Caithness

founded by Sir Galen Dragonsbane - a friend of both Conalll and Archbishop
Constantine - who slew two dragons during Caithness' pioneering days (he was
eventually slain by a third dragon, long after the foundation of the order). At the
age of29, Sir Galen took priestly vows, established the Order ofSt. George, and
built its keep. Founded close on the heels ofthe Order of the Stone, the Order of
St. George has a long-standing, usually friendly rivalry with that order.

In the city ofPhotius is one ofonly two Hospitals ofSaint Alyce on Ynh (the
other is located in Calder, the capital ofCardiel). Here, the sisters ofSaint Alyce
are trained in the heating arts. The Hospital at Photius is primarily devoted to
medical healing; the Hospital at Calder is the Alycite's primary center for magi·
cal research. Though secular healers are loath to admit it, the sisters in Photius
have the highest success rate of medical practitioners in Caithness.

RedhoJl
Redhall is one of the earliest strongholds of Caithness. The first permanent

dwelling here was a giant castle (still standing, still the seat ofthe lording) built
all of reddish granite - hence the lording's name. Sheltered between powerful
Sterling, Durham and Carrick, and friendly with all three, Redhall is not often
subject to invasion from within or without Caithness.

Located on the south side of the Deerwood, Redhall has also been hurt by the
gryphons loose in that forest. Unlike Dame Lorena of Deerwood, however, Lord
Lathan of RedhaIJ f3ncies that he can dispatch the beasts himself. He may even
send representatives to the tourney in Harkwood, to recruit the winners of the
archery competitions for a hunting party. Of course, Lathan will undertake his
hunt whether the Pes join him or not; if they decide to strike out on their own, to
claim Lorena's bounty, they may run into Lord Lathan in the woods. Such a meet·
ing could tum into a competition, a cooperative hunt, or a combat, depending on
how the PCs handle themelves - and how well Lathan's hunt has gone ...

The ale brewed here, Redhall Red, is almost as well known in Caithness as
Sterling Gold. It is a richer, heartier brew, though, slightly less smooth than
Gold - very much "a man's drink," as Lord Lathan puts it.

Sterling
Sterling is located near a deep pocket of forest in central Caithness. Far from

the drought-lands of western Caithness, well removed from Megalos' occasion;]l
raids, and protected by the strategic brilliance of its lord, Bruce, Sterling h;]s not
suffered invasion in more than thirty years. The woods immediately east are elf
woods; the elven leader, Lyondel, is described in Orcswyer.

If you hear someone in Caithness refer to Sterling Gold, they're not con
fused - they're talking about the fine beer brewed from the rich Sterling barley
crop. Equally famous is Sterling Silver, a clear white whiskey distilled in the
lording. Both liquors are considered the finest oftheir kind throughout Caithness
and western Megalos; their fame extends to AI-Wazif and Cardiel as well, and
even into AI-Haz, where the consumption of alcohol is a crime against Allah.
Many a fortune-seeker has returned from AI-Haz missing a hand or a tongue,
after trying to get rich selling Sterling liquor on the black market in Al-Haz.

The West

Bly/he
This lording, most southern in Caithness, is bordered by the Great Forest

and is within a day's travel of the western desert. Blythe's fertile lands lie in a
very narrow strip, and the lording is too far from the other lordings to have
enough trade to compensate for droughts. Consequently, Blythe struggles for its
existence. On the other hand, no one in Caithness has any interest in taking it.

Three times a year, though, in OCtober, January and April, Blythe enjoys a
moment of abundant trade. During each of these months, a trade caravan from
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western AI-Haz arrives in Blythe, bearing a variely of goods from the distant
soulh. Not that the residents of Blythe can afford to buy many of these goods, or
Ihal they have much surplus 10 sell to Ihe Muslim traders, but merchants from all
over southern cailhness journey to Blythe at this time. For a week, the tiny lord
ing explodes inlo a vast outdoor bazaar, filled with brightly colored tents and
stalls, noisy camels, fast-talking merchants, well-paid caravan guards. Many of
Blythe's taverns and inns make half their annual income renting pallets on the
floor while the caravans are in town.

The outlying communilies of Blythe are often harrassed by the reptile men
of the desert, who raid for human meat 10 supplement their normal diet of
lizards, rodents and birds. There haven't been any such raids in the last few
years, though, since a Blythe militia, aided by the lances of Sir Darrek and Dame
Jacnylh from Harkwood, caughl a band of two dozen reptile men in a trap which
killed all but three of the saurians. Those three were aJlowed to escape, thai news
of the defeat would spread among Ihe reptile tribes of the desert. Some say the
replile men have decided 10 leave Blythe in peace forever; others believe recenl
peace has merely been the calm before a bloody storm of retaliation. In any case,
PC reptile men are advised 10 stay well away from Blythe.

Ferrier
This rather arid barony lies on the border between Caithness and the western

desert. Considering its limited resources, Ferrier is a tremendously successful
lording. Decades ago, water mages were brought in to locate underground water.
Though underground waler isn't as plenliful here as in Wallace, the mages iden
lified several spots where productive wells were dug. Today, every scrap of
ground that can be watered is plowed, and little food needs to be imported.

cattle and horses are few in Ferrier, but sheep are common. Between the
sheep and the infrequency with which most of the locals bathe (due to the short
water supply), the Ferrier folk have a distinctive odor. As a result, the go<Xl
shepherds of Ferrier have become the butt of a number of unflattering jokes.
"You smell like a Ferrier" is one of the most common insults in Caithness.
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Sterling
Alignment: Neutral.

Resources: High.
Miliury Strength: High.

Strategic Ability: Very High.

lA,d Bruce Df SUr/itt,
Age 4S; Brown hair and eyes; S' II".

1701bs.
ST 13, OX 12,IQ 13, HT 11.
Advantages: SUtus 4; Wealth (Filthy

Rieh).
Skills: Broadsword-14; Shield-I 2: Rid

ing-l3; Lance·12; Administration-12;
Str:1Iegy-16; Txtics-14; t...cadership-14.

A master strategist. Lord Bruce helped
Sir Berd organize the Cailhness forces to
repel the Megalan invasion of Fordham in
1982. Though a IOller. Bruce is very loyal
to his friends and allies. He .sees the stra
tegic need for a Slrong king. If Conall
docsn'tsh3pe up soon, Bruce might decidc
to uke tlu: throne himself ... 3nd he's one
of the few men who could.

Blythe
Alignment: Rebellious.

Resources: Low.
Miliury Strength: Low.
Slr3tegie Ability; Low.

Uldy TyDtti of Blythe
Age 40; Grayingbrown hair, bluee)'es;

S·4",130Ibs.
ST 9, OX I I, IQ II, HT 10.
Adv3lluges: Social SUluS 4; Wealth

(W"'thy).
Skills: Oiplom:tcy-12; Savoir-Faire-12;

Administration-II; Leadership- I 2.
Tyani is the widow of the former lord.

Cedric, who died without issue. She is
plcas3Ilt but strong-willed. She disliked
King Morill for denying Blythe baronial
SUM; she has decided to dislike Conall as
well. While she will not iflifialt 3clion
ag3inst the king, she mighl be persuaded 10

join a conspincy agwst the Crown.

Ferrier
Alignment: Rebellious.

Resourees: Low.
Miliury Strength: Low.

Str3tegic Ability: Average.

&'Dn Ntlbbid of Furil,
Age 48; Gray hair and mustache:

6' 3", ISO Ibs.
ST II, OX IO,IQ 12, HT 10.
Advanuges: Literacy; SUtus S; Wealth

(W"'thy).
Skills: Strategy-II; Broadsword-II;

Shield-9; Riding-IO; Administration·14.
Nabbick is a gaunl old man. EffICiency

is his god, and inefficient llctivities 
humor, rol1\3Jltt, play - aren'ttolented
in his presence. For all his severity, he is a
just ruler. Nabbick prefers politics as lhcy
have been, and dislikes sending his pre
cious revenues to Carrick.

Caithness



Wallace
Alignment: Neutral.

Resources: Loov.
Miliwy Suugth: Lo....
Strategic Ability: High.

Lord Wii/iam of M'alloCit
Agc 37; S:mdy hair :and bro.....n cyes:

S' 8",200 Ibs.
ST 12,OX II, IQI2,lfT II.
Adv:lJ\uges: Liter.K'Y; Sutus 4; Wc.:1lth

(Wulthy).
Skills; Br01dsword,l): Shield-IS; Rid,

ing-IO; Savoir-F3.iro::-!3; Diplomacy-13;
SlmcQ'-12: T:teUes-14.

Willi3.m :lppe3.rs a fool, bUl is X'lU.:1IIY:l
r~pec:UbJe foot soldier :and 1n excdJem
SlnlcPJt. KnO'All for txt :J.nd diplomxy,
William C1n dish OUI: tangue-l:uhings sa::
ond to none. He trC11S his subjects like SOIlS
:md daugh~rs. William ...as loy:l.ltO Morill
betaUS(' he respccttd him: now be's 'A':liting
10 sec: how Conall 11\11uIe$.

neilton
Alignment: Rcbdlious.
Resources: Avenge.

Military Strength: Average.
Strategic Ability: Average.

BarD" CD.bbf~ oj Dt"IO"
Age 43; Blxk hair :md be3.rd, brown

c~cs; S· 9", I7S Ibs.
ST 13, OX 12,IQ 12, liT II.
AdY2nt3.ges: Stlltus S; We:l.lth (Very

Wulthy).
Dis1dv3.tlugc:s: Grttd, B:wJ Temper.
Skills: Broods'A'ord-12; Shidd-9; Rid

ing.ll; Diplom.x:y.IO; Administr:ation-12;
1.:I'A'·12; F:lSt-T:aJk-14.

C3bbJe is :ll\ Wlple3.5:lJ\t uskl1U5ler :J.nd
not well-liked by his people. Oddly, he: is 3.
loving father :md :I strong if stingy :ldmini
str::lIor. C3bble docs not 'A'ish Con.:1lllo be·
come :I proper king, 3.lld will plOt, intrigue
or even murder to keep C:arrick 'A·e.1k.

[xmlis
Alignment: Neutr:aJ.
Resources: Avcrage.

Miliury Strength: Avcr.lge.
SlnlCgic Ability: Hi&h.

Lord KrondlJU ofDonIis
Age SS; Sh3W bro'A'n h3ir:and beard,

blue C)'c:s; 6' 1",220 Ibs.
ST 13, OX II,IQ II, liT 12.
Adv:lJ\uges: Soci.:1l SUtus 4: We:aJth

(Very We.:1lthy); Charisma +2.
Dis3/Jv:lJlugc: Lcc:hcrousDC$S.
Skills: BO:lting-12; Bro:ldsword-12;

Shield·12: F3.5I-T:alk-!2: Diploffi1ey-12;
neUes-!3: Str:atcQ'-12.

Kr:looall is a merry ffi3.tl with m:any
ehildrm - some legitimate. lie is :I fmc
host, bul h3.S a cruel stre3.k towud dis
honor3ble foes. lie 31 ..~)'s docs his fln3.tl
ci:al duty 10 the king. thou&h he: nukes it up
rrq'ing on Meg3l:lJl tndcrs on the Smoke.

Caithness

Like Blythe, Ferrier is subject to the occasional reptile-man raid, though the
saurians usually only steal a few sheep from the Ferrier herds. The herdsmen
refer to this as the "Lizard Tax," and let it pass. When the reptile men do cap
ture a human for their cooking fires, the peaceful shepherds of Ferrier quickly
become an angry, determined mob, willing to travel days into the desert in their
quest for vengeance. Though the Ferriers will never wipe out an entire tribe or
even a large raiding party of reptile men, they have convinced most of the rep
tilian chieftains that hunting human meat near Ferrier isn't worth the trouble.

Wallace
Wallace has bener water than Ferrier or Blythe - in addition to the wells,

good runoff from the northern mountains trickles through the lording before
evaporating on the desert. Like Ferrier, much of Wallace's agriculture is
devoted to shepherding, but Wallace is more agriculturally self-sufficient, and
imports food only for the sake of variety.

A well-known Wallace legend tells of a lost gold mine in the desert foothills
of the Bronze Mountains, a few days' march across the northern edge of the
Great Desert. Over a hundred years ago, it is said, a party struck out from Wal
lace to prospect in the mountains. They struck a rich "ein of gold ore, and fol
lowed it well into the mountain. After returning twice 10 Wallace wilh rich loods
of gold, the miners disappeared. Some say they lost their way in the desert;
others suggest that they were slaughtered by the dwarves of Zarak. SliII others
whisper that the lost miners were devoured by the ghosts of dwarves that haunt
the empty halls of the desert foothills.

In any case, Lord William of Wallace is enthralled by tales of the super
natural, and especially of the lost miners. It would probably not be difficult to
convince him 10 underwrite a mission into the foothills in search of the lost mine.

The Soulhlands

Dtnlon
This barony controls fertile lands and pastures and has access to a large tract

of forest, all of which are well-used and managed. It's surprising to travelers,
therefore, to see how poor and cheerless the people of Denton are. The reason
for the lack of comfort and humor in Demon folk is - as residents of neighbor
ing communities will tell you - their lord, Baron Cabbie.

Cabbie is widely known as an unpleasant, scheming man, interested primari
ly in increasing his own wealth at the expense of others. Typical of Cabbie's ac
quisitive behavior are his repeated attempts 10 gain control of the lording of
Simonton, to which he has an old tie by marriage. lie has tried to annex the lord
ing, both by intrigue and by warfare; consequently, Lord Wahon of Simonton
hates him. Since Fenmarc of liarkwood aided Walton during the one Den
ton/Simonton war, there is no love lost between cabbie and Fenmarc, either.

Don/is
This lording is on a tributary of the River Smoke. Its lands are a bit marshy

and not as rich as the surrounding terrilories, bUI its residents are fine river
bootsmen and make a good profit transporting trade up and down the River
Smoke. The river passes through a vast, maze-like swamp south of Donlistown,
difficult to navigate and impossible to chart. The boatsmen of Donlis hire out 
at premium rates, with a percentage going to the lording - as guides through the
swamp. and are the only reliable means of passing the obstacle.

Many boots are lost in the marsh every year; most of those had refused 10 pay
the high rates charged by the guides. The locals claim that evil swamp demons
prey upon unwary river boots, and that the local guides Can steer a boot clear of
such dangers. Many merchants who use the river for transport argue that the
only predators in the swamp are river pirates, who seldom attack ships with local
guides. Some even accuse Krandall, Lord of Doni is, ofcondoning or even com-
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manding the river piracy; these noises are made most frequently by Megalan
traders, who tend to have the most difficulty in the region.

Uarkwood
See lIarkwood. pp. 18-26.

Simon/on
This lording is the last stop for westbound trade on the River Smoke. Its

lord, Walton, makes a tidy profit with his teamsters, who transport river-trade
goods to Harkwood and Blythe and back. Simonton's lands are fair for crop
growing, and the town ilSelf is a strong river port.

Near the riverside docks in Simonton is southern Caithness' only permanent
outdoor market. Although the bazaar at Blythe surpasses the Simonton market
for the three weeks a year it is open, the Simonton market is open every day ex
cept religious holidays. Goods for sale at the market include the typical products
of southern Caithness - grains and produce, meat, river fish, wool and cotton
- as well as more exotic items. Among these are dwarven weapons, jewelry and
tools; eh'en silks and the furs and woodcraft of the Great Forest, all of which
come by way of Harkwood; and ivory, ebony, fabrics, gems, spices and other
wares brought from foreign lands by Megalan merchants. The Simonton market
is one of the few places in the South lands where one would not be surprised to
see a goblin; many of the green folk trade on the River Smoke.

A strong friendship exists between Harkwood and Simonton. Lord Walton
attends each of Fenmarc's tourneys; Walton frequently places quite well in the
joust, and usually enters both the footmen's list and the Grand Melee. His skill~

ful and devious fighting style always attracts the full attention of the audience.

- 17-

Harkwood
Alignmenl: Royalist.

Resources: High.
Miliwy Strenglh: Low.

Strategic AbililY: Average.

&10" FttUfUlfC of JI(Jllc.,.,ood
For Baron Fenm:are's sUts, sc:c p. 18.

Simonton
Alignment: Neutral.

Resources: High.
Miliury Strenglh: High.

Strategic Ability: Average.

Lord Wallon of SimOfllon
Age 40; Black hair and eyes; 6' 2",

1851bs.
ST 13, OX 12,IQ II, HT 12.
Adv3nlages: Stalus 4; Wealth (Very

Wealthy); Combal Renexes.
Skills: Broodsword.13; Shield· IS; Rid·

ing-12: lance-l3; Knire-16; Fasl·Draw
(Koire)-IS; uadership-12; Tactics·13:
Strategy-II.

Lord Wallon is koen-willed, uctless:lnd
impatient. His zC31 ror bllllle is Wlm:atehcd.
Though loyal 10 his friends, he is a viciou.~

foe ·ith rew scruples. Lord Wallon's sisler
\V3S cd to Fenmarc of Harltwood, 3nd
Ibet"e is a strong friendship bet....een their
baronies. Therc is also strong enmity be
t....een Walton and Cabbie or Denton. Wal
ton h:as no desire lO be swepl intO the
k.ings·s sphere or po....er. bUlIloi!1 not war on
ConaU unless he lurns 001 to be a lyT3l1t.

Conall's Position
In the upcoming conrron1.3oon. Conall

appears very strong - until )'00 analyze
the inform:ation. or the eight regions loyal
10 him, only abOlIl hair - Carrick, Our·
ham. H3Tkwood and (m:arginally) T3Citus
- are eeonomically strong. Only Carrick
and Durham have strong 3Tmies, and Dur
ham h3S the only grc:llt str:ltegist.

On the other h:md. orthe neutrals.lhrcc
have strong economies, three can field
good armies, and four have talented strate
gislS. or the likely rebels, only one is very
strong. Therefore, the winning or losing of
the revolution could lake plliCe when some
one sways the majority of the neutrals 10
his side.

The conspir:aey against Conall is likely
10 sun in Denton or Mershall. The ring
leadcr wiJI lind easy allies in Blythe :md
Ferrier. and wiJI devote a lot of time and
abilily 10 bringing Simonton, Slerling.
PhOlius and Wallace inlo the fold. If he
succeeds. Conall is in deep trouble, and il
would lake all the cfforts ofloy:ll heroes
such as the PCs - 10 bail him out.

Caithness



&lron Fellmarc of Ilarkwood
Age 43; Dark brown hair and eyes; S'

9",14OIb.
ST II,OX 11.IQI2.HT 13.
Basic Speed 6: Move 4.
Dodge 4; Parry 6; Block S.
Chainmail and Medium Shield;

Medium Encumbrance.
Advantages: Slalus S; Wealth (Very

We:llth)'); Lilenc)'.
Oiudvantages: Honest)'; Enem)'

(Mastermind, variable point v:llue).
Skills: Broads....ord-13; Two-Ilanded

S.....ord-12; unce-lO; Shield-IS; Riding
14; Lc3dership-12; Diplomacy-12; Admin
istration-12; Politics-II; Savoir-Faire-13;
StraICID'-II; History-II.

L:anguages; Anglish-13; utin·ll; Nor
man French-IO.

Weapons: Thrusting B:lStard Sword;
(one hand) 1+2 cUlting, I + I imp:lling.
(IWO hands) I +3 cUlting, I + 2 impaling.

Fcnmarc is a reserved and distinguished
/lUll, no great warrior but an e:-;empl:ary
leader. lie is quiet and usuall)' solemn. fond
of eorresponding with :lilies and friends.
reading, riding in and about H:l.tk .....ood.
:and :ldminislcring his barony. During his
rei&". he h.:ls kept lhe b:lron)' on an even
keel through bad times and good.

Though not :I jokeslCr himself, he en
joys a u1ented fool, bard or minstrel. He
:lIso likes a good tournament and celebra
tion. R:lthcr than having 10 lI:avel for such
entertainments, he has instituted :a t.....ice·
JMu:lltoumamcnt in H:arkwood.

Fenmarc's .... ife Aylisu, A)'lara's
mother. died cleven years ago giving binh
10 his stillborn 500. Aylar:a is his heir and
only blood rcl:ation.

HarklVood

BARIWOOD
Harkwood is a small barony on the edge of the Great Forest. It is known for

the quality of the wooden goods and furs which corne out of its forest, and for
the baron's prize tournament held twice a year.

Geography
The most thickly-settled pan of the barony is at the edge of the Great Forest,

built on a rich flatland. The surrounding land supports good crops and has many
individual-family farmhouses.

At the center of all this is Harkwood Town, population just under 1,500.
There are numerous smaller villages scattered throughout the barony, with
populations from SO to 300. The nearest, Ashton. lies on the Blythe Rood three
miles west of Harkwood Town; it is not shown on the area map.

Economy
Most of the barony's inhabitants are farmers. However, a high percentage of

the population is involved in produclion and trade. Citizens of Harkwood craft
finished wood products (especially quality furniture, weapons. wagons and
coaches), furs and leather goods of decent to fine quality.

There is some trade in raw lumber, but it's difficult to get the lumber into
northern territories. Harkwood's main source of water is the Sidewind, a small
river that feeds into the River Smoke; the only extensive lumber trade goes on
with Simonton.

A community ofelves lives due south of Harkwood, about tcn miles into the
forest, and dwarves mine the mountains due east. Harkwood happily serves as
the trade station between human and nonhuman merchants in this area.

nercnsi\'e Forces
Harkwood has seldom needed a strong military presence. Through its his

tory, the barony has typically supported one or two landed knights, their men-at·
arms and a town garrison.

Under normal conditions, the standing forces include baronial guards, lances
of the knights, town guardsmen and members of the local Mercenaries' Guild
hall. They number less than one hundred. Additional levies could be raised quick
ly, and the barony could support a larger standing force ifit was needed.

History of Harkwood
Harkwood was originally settled in 1802 by followers of Conan I. Because

of its good lands, its proximity to dwarven and elven trade, and its distance from
Caithness' borders - and the wars which flourished there - it gradually grew
in wealth and influence. When the community leader, an ancestor of Baron Fen·
marc, was elevated to the status of landed lord in 1890, the area became a lord·
ing. In 1937, Fenmarc's grandfather was created the first Baron Harkwood.

More re<:cntly, in 1966, the acquisitive Baron CabbIe of Denton launched a
border assault on the lording of Simonton. King Morill was away, fighting
Megalos in one of the periodic border wars, and Cabbie thought the time was
ripe to pick up some acreage on the Denton/Simonlon border.

Fenmarc's father Fendon responded to young Lord Walton of Simonton's
request for aid, sending a force of about a hundred regulars and irregulars. The
force was led by Fendon, Fenmarc and Harkwood's knight. Sir Bohan. Good
things carne of the battle: Harkwood's imervention helped throw back the Den
ton invasion, and Fenmarc met Walton's sister Aylissa, who was later to become
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CDstle
Hartwood

UulyAy1aro
Age 16; Blonde bair, bro.....n e)'es;

S' .", 9S Ibs.
ST 8, OX 12,IQ II, HT 10.
auk Speed 6.625; Move 6.
Dodge 6; Parry 4.
No armor; No Encumbr3nCe.
AdvantOlgcs: StOltuS 4; Littu.tt; Ap-

pc~ (BeOlutiful).
Oisadv:ll\L:lgcs: Honesty; Youth.
Stills; Knife (default)-8; Running-9;

Savoir-Faire·13; Riding.12; First Aid·IO:
History-IO.

LanguOIgcs: Anglish.l); utin-lI; EI
vish·ll; OWOIrvish-IO; Norman French
10; Amic·11.

We:lpons: Belt knife (daggcr): 1-4 im
paling.

A)'bn, d:lughttrofS:arOll Fcnnurc and
the I:ue 8uOI'ICSs A)'lisu, is 16. She: has:l
bubbly pcBOO:lIity and is :llriOe n:livc, but
is:llso intclligcnt and inquisitive. She:'s p:;u-
ticularly foDd of O:lIDC J:ten)'th :and has
been ber student for four )'can, \earning 10

speak numerous l:Lllguagcs from the lady
knight:and traders in Harkwood To.....n.

She ha.s il serendipitous altitude about
lifc, trying to nuke the best of every situa
tion. But she is no warrior and during eom
bilt situations ...ill do ber best to get 311o'ay
from the seene of the fighting.

As \he bcircu 1O:a b:uony, :and bein& in
tclligou and ilttneDvC u ~"CU, Lady A)'Itt!
is ooc of lhc: roost appealing )'ooog ""omen
in southern Caithness. Fenm:are hu
rcsoIvc:d 10 allow ber tochoosc her husband
- though be R:Uins veto po"lI-cr over her
choice, for tbc we of the b:arony. If an
digible young nun of proper sution ...·Crt
10 distinguish himself during the advcnturc,
be might become a prime c:andid.:att for
Udy A)'lar.l.'S band - though he ~'il1 eer·
tOlinl)' h:avc rivals, including the local
favorite, Sir O:arrd:.
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Important Locales in Harkwood

CasU. Harkwood
Fenmarc's castle is a small fonification with one wall. eight

feet thick and twenty tall. It is surrounded by a deep moat.
Fenmarc's grandfather. Fendam, built the castle around the spot
where a spring bubbled up from underground, so the castle and
moot have fresh water at all times, Details of the castle:

J. 'The Gatehouse. This structure guards the entrance to the
castle. In addition to the machinery for the drawbridge over the
moot. the gatehouse contains the machinery for two poncullises 
great latticeworks of iron bars which slide down to bar the gate.

2. the BarracJcs. This one-slory building houses the thirty
members ofthe standing baronial guard.

his bride. Unfortunately, Fendon received his death·wound in the baule; Fen·
marc became baron.

Fenmarc married Lady Aylissa in 1969. Their daughter Aylara was born in
197 J, about the same time a young northern noble named Oarrek was squired to
Sir Bohart; D:mek is described later in greater detail (see p. 43).

Aylissa died in 1977, giving birth to Fenmarc's stillborn son. Fenmarc has
not remarried.

In another unfortunate turn ofevenlS. the aging Sir Bohart died without issue
in 1979. His squire, DarTek, had been elevated to knighthood only the year
before, and Fenmarc gave Bohart's lands and duties to young Sir Darrek. In
1985, Fenmarc lured the young Dame Jaenylh from Simonton to be the second
landed knight of Harkwood and to tutor his daughter.
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Lord DortYIl
Age 47; Graying black hair, brown

cyes;S' 10", 1701bs.
ST II, OX II, IQ 12, HT 10.
Basic Speed 5.25; Move 2.
Advanbgu: Sl;l(US 3, Wcallh (Com·

forublc), Literacy.
DindvlUlugcs: Lame (crippled leg).
Quirks: Drw and Unsmiling.
Skills: Administration-13; Diplomacy

12; Lc:adership-13; Shicld-12 (9); Knife-I 2
(9); Crossbow-I 2; Bro3dsword-12 (9).

FenJl\3tC's chier counselor was an 3d
venturer in his youth; :I battlc where he
scrved King Morin III IS years ago earned
him a crippled leg and :1 title. A quiet man,
Dartyn is m:arricd and has three children.
Uc comm:mds the buon's military forces.

Lord Telberafl
Age 33; Brown hair and eyes: 5' 9".

1501bs.
ST II, OX 12, IQ 12, HT 10.
83Sic Speed 5.5; Move S.
Advanugcs: 5t3lu$ 3; WC31th (Com

rort:lble); Literacy.
DiS3dv:lIll3gcs: Odious Personal Habit

(oily spc«h and nunncrs).
Quirks: Food of Bright Clothes.
Skills: Broadsword-I); Polc:arm-12,

BO.....-12; Riding-12; F:asI-TaJk-13; Diplo
m:lcy-14; Economics-14; Accounting-12.

Fcnm:arc's :amb:ass3dor is :an :adcqu:aIC
.....:arTior:md :an cntcruining host Hc is :alit
\Ie lOO c1cvcf for sOfTlc. It's no secrtt hc'd
likc 10 ....ed AylarJ,:and cven has m:adc dis
creet advances tow:trd l:aen~1h. TcJbcr:an is
:a wido....er wilh no children. Ilc dresses
g:audilyand Ius obsequious m:mners, like a
preeurer or used wagon s:llCSllUl\.

Arvin the Herald
Appc:ar1 20; Blonde hair and brown

eycs; 6',145 lbs.
ST II, OX 12,IQ 13, HT 10.
8:ase Speed 5.5; Move 6.
Adv:anuges: Elf (sec p. F79); Liter:lcy;

M:lgic:tl Aptitude +2 (plus lhe b:ase + I for
Elf; tout MA +3).

Ois3dv:ant3ges: ucherousncss; Duty
to 8:aroo.

Quirks: C:arefrcc; ShowofT.
Skills: B:ard-l3; Bro:lds.....ord-II; Knife

12: 801'0'-12: Diplonucy-II: S:avoir-F:airc
13: Running-9.

Spells: Purify Air-16 (I I); Cre:alc Air
16 (II); Sh:apc Air-16 (II): Air lel-18 (13);
Seck W:ater-18 (13); Purify W:aICr-17 (12);
Cre:atc Waler-t6 (II); Destroy Waltr-16
(II); Detect Magic-16 (II).

This young elf is chief herald ofC:tStlc
Ihrkwood; he's a lilce:able fellow with :a
"w:agging tongue." He's also the chief
court IT1Jgician. The effective slcililevel for
each spell, :adjusted for C:ailhness' low
m:ln:a and Arvin's Magcry, is listed in
p:arenthcses.

HarklVood

3. 71,c Kitchen. The kitchen servicing the castle is large enough to warrant
its own building. One chief cook, four assistants and a half~ozen servants live
and toil here. The kitchen is one story tall.

4. The Manor. The manor houses Fenmarc and Aylara, Fenmarc's coun
selors Dorlyn and Telberan, Dorlyn's family, Fenmarc's aides and special assis·
tants (such as Arvin), plus the family servants. It's three stories tall.

5. Postern Gate. This small gate was designed to sneak spies and couriers
out during seige, or to launch sallies and flank attacks. These days, ii'S not used
much. It is protected by a miniature drawbridge and single portcullis.

6. The Smithy. Fenmarc has one blacksmith with three assistants. They keep
up the castle armoury and perform smithy functions for the two knights and their
holdings. The smithy is one story tall, plus a sleeping loft for the men.

7. nle Stables. In the stables are eight horses, including one warhorse
(Fenmarc's), two cavalry horses (one Dorl)'n's, one Fenmarc's), three riding
horses (one Arvin's, one Telberan's, one for general use), and two ponies (one
Aylara's, one for general use). Three grooms live in a small barracks at one end.
The stables are one story high, and can handle another ten horses.

Headsman's Glade
This area, shown on the overall map of Harkwood, is just a flat glade, thir·

ty yards wide and one hundred yards long. In the cenler is a gallows, where com·
mon criminals are publicly hanged. Actually, the name Headsman's Glade is
misleading, as only hangings take place here. Beheading is reserved for nobles
condemned to death, and such an execution would be conducted on the castle
grounds, awa)' from public view_ Only twice in the history of the barony have
noblemen been executed; both executions took place several decades ago.

The turfat Headsmen's Glade is nice and flat, not rocky, so this glade is often
used for jousting practice b)' the local knights and squires. Anyone can practice at
the Tourney Glade; the knights consider Headsman's Glade to be their own place.

Tourney Glade
This area, also shown on the overall map of Harkwood, is a large glade,

described at length in the Adventure section, where various events of Fenmarc's
semi-annual prize lourney take place.
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D3l'"rek's Manor
Old Bohan's manor, now the holding of Sir Danek, was built many years

ago on the site of a much earlier fonification, of which only one large tower
remains. The tower - which dates back several hundred years, and may be the
oldest structure in this pan of Caithness - was incorporated into the new build·
iog as a son of architectural novelty.

The first floor of the two-story manor has no large windows; only small
arrow-slits pierce the three-fooHhick stone walls. On this floor are the great
hall, the kitchen, the servants' quaners and a well-appointed sitting room. Dar
rek has four house servants - a cook, two maids and a steward - as well as two
grooms, all of whom live on the first floor.

The second story has shuttered windows. Almost all of the second floor is
taken up by quaners for the men of Darrek's lance - ten men-at-arms, counting
Lorbrin, his squires, Hovard, Cannick, and Darrek himself. Darrek's two-room
suite has a door directly onto the second-story landing of the tower staircase.

The old tower stands 45 feet tall and has an exterior diameter of25 feet. The
first three levels consist ofnothing but an open spiral staircase ofstone; the wood
flooring of these levels has long since rotted away. The floor of the founh level,
however, was replaced some time ago, and Darrek has fitted this level- a single
chamber 15 feet in diameter with a trapdoor entry - as a private retreat. The first
three le\'els of the tower have arrowslits, many of which can no longer be
reached, due to the missing flooring; Darrek's retreat has shuttered windows.

A stable for up to 10 horses is built nearby; it is currently occupied by
D;;mek's warhorse, his riding horse, the cavalry horses of Hovard, Cannick and
Lorbrin, and a team of two mules. Thus, Darrek can house three extra horses.

Earlier knights occupying the manor were wealthier than Bohan and Darrek;
consequently, the manor currently isn't as densely occupied as it could be. There
is plenty of room upstairs for visiting knights, ladies and squires, and downstairs
for their servants and retainers. Darrek enjoys company, and will gladly offer
the hospitality of his manor to knights attending the tourney.

Sqllir~ Noriltd
Age 19: Brown bair. greenC)'es; 6' I".

185 lbi.
5T 13, OX 11.109, HT 12.
Buic Sp«d 5.75; Move 3.
Dodge 3; Parry 6; Block 4.
Chain mail and Medium Shield;

Medium Encumbl'2llCe.
Adv:llltages: Status I; Wealth (Com

foruble); High Pain Threshold.
Disadvantages: Duty to Sir D:mek.
Skills: BrQ3dsword-12; Lance·12; TwO'

Handed Sword-II;; Shkld·12;; Riding-13.
Darrek's oIdesl squire is:l cheerful, un

menxing feUOl'o', ..'cl!·liked but not eon
sidered 2 likely candidate for knighthood.
He is lord B:ldhyn's son.

Sqllirr CiUlllid:
Age 17; Blond hair, blue e)'cs; 5' 10",

lSOlbs.
ST 12. OX 11.1010. HT II.
Basic Speed 5.5; Move 3.
Dodge 3; P:my 6; Block 4.
Chainmail 2nd Snull Shicld; Medium

Encumbrance.
AdviUltages: StaNS I; Wealth (Com

fortable).
Dis:advanI2ges: Duly 10 Sir Darrek:

Delusion (Sir Darrd:: is on.-ays riglll).
Skills: BrMdJ"·ord·12; Lance·II: Rid

ing-12; Shicld-12; Bow-I t.
Darrek's soc:ond squire is a f2ther in

lent young fcllow who ....orships Omck.
No mailer the circumst:lnCes, D:mek's 31·
w:ays right. C:anniclt would Dever abandon
his Itnight. He is the son ofone ofOmck's
men-21-arms.

DatTek's Afen
One of 1....0 landed t.niglllJ in H:Hk

......ood. Sir Dmek is II superb lighter ;md

all-around nice guy. A complete descrip
tion of Darrek ean be found on p. 43. His
men include:

Sr,.,tlUJl Lorbrilf.
Age 35; Blx:k hair :and eyes; 6'. ISO,...
5T II, OX 11, 10 10. liT 10.
B:l.Sic Speed 5.25. Move 4.
Dodge 4; Parry 6; Block 4.
Hellvy Leather and Medium Shield:

Light Encumbrance .
Skills: Bow-I3, Crossbow-12, Knife·

13. Broodsword-12. Trxking-II. SIC3Ith-
13. Traps (TLJ)-iO.

In :addition to serving as the scrgC3l\t eX
Darttk'sl:ance, lorbrin is also the Itnig.lll·s
right-band 1IW1. The sergeanl is uD and
gaunt. unsmiJin8 but not unfn:ndly. He is a
H:u1l:....00d ......oodun.an. long :I lr.1pper and
bunter:and supplier of furs.
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Jaell)'lh's Squires
Hark..·oo:J's second l.:mded knight is a

superior horse..·OUUJ\ and lancer. as well as
:l.scbolu:and linguist. J:lOlyth'l description
c:an be: found on p. 44. Her squirc:.s :arc::

59uirr Eily"
Age 20; Red hair, blue e)'c:.s; 5' 7", 140

''''.ST 12, OX 12, IQ 10, HT II.
Buic Speed 5.75; Movc 3.
Dodgc 3; Parry 6; Block 4.
ChainJJUi] :and SouIl Sh)c:Jd; Medium

Eocuai>nnce.
Ad\l:anuscs: St:IIUI I; Wc:alth (Com.

forublc); Liter:tCy.
Oisxly:anuj;c:.s: Duty 10 Dame J3CJ1)·th;

S..-ro.
Skilll: Br~""ord-13; Unc:e-12; Rid·

ing-l3; Shidd-12; 80""'-12.
bmyth'l oldest squire, Ellyn of Blylhe,

is aserious young ""·om:an. Perhaps "defen
liyc" is a bc:l1Cr term: She: is rlCfCdy pro
lCCuye of her prerogatiyc:.s :and is deter
mined 10 "'in the knighthood ifit kills her.

Squirr Bun"i!
Age IS; Blond h:air, blue C)'a; 5' 9",

IJSlbl.
ST II, OX 12,IQ 10, lIT 12.
Bux: Speed 6; MO\Ic 4.
Dodgc 4; P:trry.5; Block 4.
Ch:ainm:ai1 1nd SouIl Shield; Medium

Encumbr:aoce.
Ady:anugcs: SUtus I; Wc:alth (Com

fotUblc); Combat Rdle,;c:.s; Literxy.
Oisad\l:anuges: Duly to Jxnylb; Youth.
Skills: Broods....ord-II; Shield·12; Rid

ing.12; L:ancc·ll; Arc::a Knowledge (Hark
....000)-11; Tracking-II.

WC:l.pons: Broods....ord: I+2 cutting.
JJcnyth's second squire is a promising

young watrior n:atiyc to l-I3rk'4'oOO. Brcn
nis hujoined Ayl:ln's lessons with O:ame
J:aenyth oce:asionally, lUId the two are good
friends. Though they :arc: not rOllUJlUc:ally
inyolycd, Brennis oncn eseorts L:ady
A)'I:at3 on festiyc occasions.

59uirt ArtrUl
Age 18; Bro",," hair and e)'CS; .5' II",

160 Ibs.
ST 12,OX II,IQ II, 1fT II.
Buit Spood 55; Move 3.
Dodgc 3; PJI1)' 6; Block 4.
ChainJJUi] 3r1d SnuJl Shield; Medium

Encumbt:lOCe.
AdY:l.l1L1ges: SUtus I; We:alth (Com

foruble); Alenness +I.
Oindv:lIluga: Duty to Dame Jxn)th.
Skills: BrNds""ord-12: L:ance·lJ; Rid·

ing-IS: Shicld-12; 1)ow,o·12.
Jaenyth's most tecent squirc (he ar

rived in Ilark..·ood about:a month :ago) is a
kinsnun of J3CJ1)'th'l rrom Simonton. lie
only rc:«ntly sur1td training :as ;II squite
:I. r:ather !:ate Slut. An eacellent rider,
Amid studied lhe l:ance in Simonton.

Harkwood

Jaenyth's Tower
Jaenyth's tower is a large, old structure built in the first days ofHarkwood's

colonization. It's a stout building with eight-feet-thick stone walls and very
heavy doors, and is surrounded by a deep ditch (a moat, in rainy season). A stone
staircase ascends the tower's five floors. The boltom three floors have no win
dows, only defensible arrow-slits.

The bottom floor ofthe tower is the dining hall and kitchen (cooking occurs
in a central hearth in the hall). In times ofsiege - of which there have been none
in living memory - the horses would be sheltered here for the duration.

The second floor houses the tower's stores of food. supplies and extra
weaponry. The third floor is partitioned into individual quarters for one cook,
two servants and six men·at-arms. The fourth floor is partitioned into individual
quarters for three squires and four men-at-arms. The fifth floor is )aenyth's
quarters, partitioned into bedroom and office/tutorial chamber_

Built adjoining the tower are the stables, which shelter several horses: one
warhorse and one riding horse for Jaenyth, a cavalry horse for each of her
squires, a pony and two mules.

Obviously, conditions at Jaenyth's tower are a bit more spartan than at
Darrek's manor house. Jaenylh has long been planning to build a proper manor
house, but other commitments have prevented her from beginning work on the
project. Although she would like to do so, Jaenyth simply hasn't the room to
lodge visiting knights and their retainers.

The CIWllSY Lion
One of the best inns in the I-Iarkwood area is The Clumsy Lion, located mid

way between I-Iarkwood Town and Castle Harkwood, where the roods to Tour
ney Glade and Darrek's manor join Ihe main Ihoroughfare.

The tavern is a rather free-wheeling place, with regular patrons showing up
every night just before dusk, and gambling and drinking well underway by full
dark. In all but the warmest of weather, the common room is lit by a huge open
hearth opposite the bar. The tables are ringed and scarred by the thumping of
countless clay mugs and metal steins, and the not-too-level wooden floor is
scraped and scuffed by twelve-years worth of shuffling bootheels and dragging
bench legs. The overall feeling in the Lion is one of warmth, comfort and wel
come; a place where you can enjoy yourself without pomp or pretense. The sign
for the tavern fits its general reputation: The placard outside shows a heraldic
lion rampant tipping over backwards with a surprised look on its face.

The Clumsy lion
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The tavern was built a dozen years ago by Arik the Loud and is a successful
commercial enterprise. The food is good, the beer and wine are unwatered, the
bedrooms are clean, and the rates are high - 125% of the amount listed under
Goods and Services in the introduction. Both Sterling Gold and RedhaJl Red are
available at these prices.

The map shows the kitchen and common room ofthe Clumsy Lion. Upstairs
are the quarters of Arik, Kinna, the other employees (a stable boy and two maidl
waitresses), and numerous rooms for guests. The inn's stables are out back.

Harkwood Town
Most Harkwooders live in houses, huts and hovels near their farms and pas

tures. The town houses the merchants, administrators, city workers, guardsmen,
tavern keepers, beggars, thieves, prostitutes, robbers and other trappings of
civilization of the area. Harkwood Town has a population of about 1,500_

It has a fine, strong palisade of wood, fifteen feet high; it has a walkway on
the top (at eleven feet high), occasional towers, and strong gates east and west.
In times of siege, the region's population can be temporarily accommodated in
the town. The town has a constant supply of water from deep wells and from the
Sidewind River, which flows nearby.
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I. West Gale. This is the gate facing the croplands of Harkwood Barony.
2. Grassy Park. This is a large grassy area where just-arrived visitors may

rest their mounts. On days when there is a lot of travel into the area, many ofthe
area merchants set up stands displaying their wares in this area.

3. Wayward Son Inn. This is the largest inn in Harkwood Town, with two
wings of rooms (two stories tall) and an attached stables. )t's also the smelliest,
dirtiest and cheapest of the inns, with food, drink and lodging available for 75%
of normal price.

4. Annrmen's Guildhall. For information on this and other guildhalls, see
Guilds in Harkwood Town, p. 25.

5. Healers' Guildhall.
6. Various LLsser Guildhalls.
7. Metalworkers' Guildhall. Includes smiths of all types, jewelers and ar

mourers.
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Arit the Loud
Age 48; Graying brown hair md bea.rd,

brown eyc.s; 5' 10", 185 Ibs.
ST 12, OX II,IQ 10, HT II.
Bask Speed 5.5; Move S.
Dodge S; Pa.rry (Bra....ling) 8, (Sword)

1; BlockS.
No armor; No Encumbrance.
Advantagcs: Wcallh (Comfortable),

High Pain Threshold.
Disadvanuge: H:lTd of Hearing.
Quirlr.: Won't Admit Hearing Loss.
Skills: Broadsword·14; Cr05sOOw·12:

Bra....ling·12; Shield·IS; Riding-II; Mcr·
ch:mt-II; Cooicing-12.

Weapom: Punch: I die crushing: Cross·
bow: 1+3 imp:lling; Broadsword: 1+3
cutting.

Arik is a Hartwood n:ltive, the vcterm
oft....cnty )"Cars' service to King Morilllll .
VelCran's bonuses :llld YC3.rs ofcareful sav
ing enabled him to build lhc roodside inn,
lhc Oumsy Lion. Arik is ofaver.lge height
:l1ld stocky build, with grin:lcd brown hair
and beard, and numerous scars on his face
and arms. Ma.ny years in b:lTracks and
uverns have resulted in a loss of hearing 
Arik normally speaks at a ha.\f·roar.

Arik hu been known to compete in the
footmen's list at Fenm.:tre's tourneys, and
hu something of a rivalry with Guard Cap-
uin Morgris.

Kinna
Age 24; Auburn hair, green eyes:

S' 6",125 Ibs.
ST 9, OX II, IQ 10, HT 10.
Buk Speed 5.25; Move S.
Dodge S; Parry (Bra....ling) 6.
No armor; No Encumbr:mce.
Advanuge: Appcarmce (Attractive).
Skills: Brawling.IO; Cooking-II;

Professional Skill (WaitressH2; G:;lInbl·
ing.12.

Kinoa is the chiefuvCTn \\'Cnchlwaitress
of the Clumsy Lion; she arrived in
Hart ....ood with Arik as a )'oungster, ....hen
he retired from the king's service. In the
course of fending orr overly· friendly
patrons and surviving the occuiona1l:lvem
brawl, Kinn.1 has picked up a bit ofbu....l·
ing ability. She is also a skillful g:m'ICSler,
and supplements her wages by playing
cards, morris md bones for money. Kinna
calls Arik .. Uncle," :md he prolCCts her as
if she were his daughter, but the eJ.:lCt rel:1
tionship bctwcal the two is unde:lT.
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Lord Batlhy.
Age: 60; White h:air, GI':l)' q"CS; S' 9",

160lbs.
ST 10, OX 10, IQ II, "T 10.
B~jc Spttd 5; Move S.
DodgeS.
No umor; No EllCumbranct:.
Advilnt3gCS: Soci31 SlJlUS 3; W('ahh;

Utcracy.
DiS3dv:anuges: Age: SCnse of DUlY 10

H:ark....'ood Town.
Skills: Oiplomxy-J2: Savoir-FJlirc-1 J;

L:a..'-14; AdministrJltion-I); Economics
II; Politics-12.

This aging lord su,"cd Fcnmuc's
fatbtr. Fcndoo, for ln3Jly )'C.1fS as :1 per
Sotlll counselor. Since wold buon's
dc:alh, Fcnm:uc h:ui appointed 8Klh)'n
g~mor of Hult",..DOd Town - the most
prestigious post within the buony. A
lood·hcJrtcd and generally competent
lord, B;aclhyn watches ovcr!.he Town as he
2ppfoxhcs retirement. His children h:avc
all len lIarkwood to lake posts in other
JUftS of C:aithncss. ('""ccpt for his youngest
son Hov3rd. who $Crves Sir D3ITck as :I

5Quirc.

William, Bishop of Hark wood
Age: SO; 811ding gray h:lif. Gr3y q'cs;

S' 10", 155 Ibs.
ST 10, OX 12. IQ 12. liT 10.
B35ic Speed S S; Move S.
Dodge S.
No armor; No Encumbrance.
Advanuges: SUluS S; We3.llh (Com-

forl3.ble); P3.tron (Church); Liler3.ey;
Ch3.rism.:J. +I; Clcric3.llnvcsuncnt.

Dindv.:J.lluj;cs: RlIci3.l1y and Religious·
ly InIOler3.ol; DUlY to Church; P3.cifisl
(TOUI Commitment).

Quirts: Likes his wine; Likes arly
morning ...':alb; CoIlcctsjolr::es .:J.boot elves,
d.....:J.lVes. Muslims. ele.

Skills: AdminiSlralion·12; Bud·12;
Diplom1ey.12; HiSlory-12; Theology
(C.:J.tholic)-13; LilCr.llUre-ll.

L.:tngu1ges: Angli5h-13; utin-13.

The religious le.:J.dcr of the diocese in·
eluding H:utwood :and Blythe is Bishop
WiIIi:l.m. He .... u born WiIIi.:J.m of the
Green. in Hark ....ood. and enlered Ihe
priesthood u :l. young nun. He m.:tnages
HlIrk.".ood·s snull but prelly SI. Bryan's
C:l.lhcdr:al. u ..'('\1 u the priests of the
diocese. He is :also B310n FenO'WC's friend
:and eonfessor. A fricndly illld intelligent
rtWl, he: is nonetheless inlolerant of non
Christiw and nonhUllW\S.

Harkwood

8. wgger's Guildhall.
9. A/lied Crofters' Guildhall.
10. Public Wares (Warehouse). This is an "open warehouse" where travel·

ers may keep their goods when passing through. The goods are brought into the
warehouse, value is estimated. and a receipt is given to the owner. Storage fee is
I % of the value of the goods, per night; should the goods be damaged or stolen
while in the warehouse, the warehouse operator must reimburse the owner the
full amount of the damages.

I I. The Bank. This is the one bank, moneychanger's and moneylender's es
tablishment in Harkwood Town.

12. Public Bmh and Barber. Equipped with two large porcelain bathtubs and
the stoves on which the water is heated, and two sure-handed barbers.

13. Blacksmilh and Annourer. This noisiest of all Harkwood Town busi
nesses is where most metal goods in the town are forged. Weapons, armor and
metal goods may be bought here at standard prices; many items - plate armor,
heavy weapons. etc. - will need to be commissioned.

14. Public 5mb[e and Lb't!ry. This establishment is where Harkwood area
residents without stables of their own may keep their animals, and where visitors
may do so when the tavern stables are full.

15. The Cock's Crow Inn. This is the ta\'ern favored by folk who don't want
to walk all the way to the Clumsy Lion for their fare and entertainment. Two
stories, taproom below and quarters above, and attached stables.

16. Public W~Jl. Animals may not be watered from this well; they must be
watered at the Sidewind River. The square around the well is the town's center
for gossip, dicing, rough-housing, begging, pocket-picking and other activities.
On Saturdays, local farmers and craftsmen gather in an open-air market - except
during Tournaments, when they travel to the b~3r at Tourney Glade, instead.

17. The School. This building has three classrooms, each presided over by
an instructor: one for ages six to nine, one for ages ten to twelve, and one for
youths thirteen to fifteen. A fee of$5 per student per week is required; the school
is subsidized by Baron Fenmarc. Reading and writing, mathematics, history and
literature are taught.
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18. HO\'els, Tenements and SnUlll Residences. Here live merchants, shop
clerks, porters, most of the guards, many of the town's servants, lesser officials,
criminal class, mercenary and freelance fighters - anyone at less than Comfort
able income who does not live in the home of a wealthier master. There is no so
cial stigma attached to living in these neighborhoods. Most of the buildings are
one- and two-story structures, with too many people packed into too little space.

19. Merchnnt Businesses. These four blocks are the marketplace of Hark
wood Town. In these one- and two-story structures are the town's butchers, can
dlemakers, carpenters, tailors and dressmakers, jewelers, fortune tellers, bakers,
doctors, bordellos, gambling halls, chemists and more.

20. Go\'ernor's House. Lord Baethyn, governor of Harkwood Town, lives
in this fine two-story dwelling with his wife and two servants.

21. Town Hall and Courthouse. This high-roofed single-story building is
where all town assemblies and trials take place. It seats 200 in its one large room.

22. The Guardhouse. Guard Captain Morgris and one dozen full-time city
guards bunk in this two-story building. Downstairs are the main room and an ac
lual barred jail cell; upstairs is the bunkroom. The guardhouse has an attached
stable which quarters three riding horses (used for running messages).

23. St. Bryan's Cathedral. The oldest building in Harkwood Town, this
stone church is one of the most beautiful in southern Caithness. William, bishop
of Harkwood and Blythe, resides here. Three other priests live at the church, as
do two Dragons, who serve as the bishop's guard.

24. Homes of the Wealthy. These large homes are protected by high (12')
stone walls, and feature grassy lawns or gardens.

25. The East Gate. This gate faces into the forest. The road eastward leads
to the Clumsy Lion and the Baron's castle.

Guilds in Harkwood Town
There are about a dozen guilds in the Barony of Harkwood, including the

Carpenters', the Loggers', the Furriers', the Healers', the Allied Crafters', the
Metalworkers' and the Armsmen's. Most ofthem are small and not particularly
powerful, little more than cooperative groups watching over prices and regulat
ing apprenticeships. Membership in most guilds includes craftsmen from the
outlying communities, though the village craftsmen are seldom a driving force
behind guild activities. Many of the guilds have small halls in the southwest sec
tion of Harkwood Town; these halls are indicated on the city map, above.

Guild offices are usually run by a retired or semi-retired member of the guild
in question, who mayor may not be the guildmaster. They are generally open
during normal business hours, Monday through Saturday, but many of the
smaller guilds are open only during the afternoon, due to a lack ofdemand. Most
are allied with corresponding organizations throughout southern Caithness, and
can help visiting members of those guilds if they run into difficulties in
Harkwood, providing a place to stay for a short period, arranging a small loan,
etc. They will not, however, be cooperative if a craftsman decides to move to
Harkwood, unless there is a vacancy in the guild - part ofthe purpose ofa guild
is to insure that the market is not flooded with craftsmen.

Harkwood Town is not large enough to support a Mages' or Thieves' Guild,
but a few of its other guilds are important enough to merit discussion.

The Healers' GuilJl
The Healers' Guild is probably of the greatest interest to most adventurers.

The Harkwood guildhall serves as a meeting place and hospital. It has a meeting
room for guild business, a ward for recovering patients, an actual surgery 
with all the trappings ofa TLJ operating room - and an office for the healer on
duty. Residents can come to the hospital only for emergency treatment or hospi
talization; less pressing treatments are referred to individual guild members.

The membership of the guild is divided into two types - physickers and
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Margris
Age 32; Shaggy brown hair and bean!,

brown, usually bloodshlXeyes; 6', 190 lbs.
ST 14, OX 12, IQ 10, liT 12.
B3.5ic speed 6; Move 4.
Dodge 4; Parry 7; Block S.
Advanuges: SUluS I; Wealth (Com-

fortable); Patron (tlark....ood To....n); High
Pain Threshold.

Disadv3.ll1age: Bad Temper; Duly to
Hark....ood Town.

Quirks: Delights in loutishness; Likes
to humiliate opponents; Takes no lip; En
joys beer and good company.

Skills: AllciMace-IS; Shield-IS; Knife
13; Crossbo.....-14; Fast-Ora..... (Arrollo')-12.

Morgris is the Capl..1in of Ihe Guard in
tlarkwood Town. He's a bil iIl-tempel"Cd
3.IId crude, but a guaranlccxl good sho..... 301
Fenm:l.rc's tournaments. tie is nOi wcll
liked, but he is tolerated bcc:lUSC he keeps
Ihe peace cffectively.

Ugly Tekker
Age 30; Matted bl:lCk hair ;bid beard,

glazed brown eyes; 6' 4", 24S Ibs.
ST 16, DX 12,IQ 7, HT 12.
Basic Speed 6; Move S.
Dodge S; Parry 6; Block 4.
Adv3.nl3.ges: Anim3.1 Empalhy; High

Pain Threshold.
Disadvanuges: Appe3nflCe (Ugly).
Quirks: Likes srrull ilfIirruls; Docsn't

kno..... his own strength.
Skills: Bastard Sword-It; Shield-12;

Alle/Mace-13.

Ugly Teklr.er, a member in good sl3.Ild·
ing of the Mercenaries' Guild, relurned
from the last Megalan invasion at Fordham
.....ith a eraeked s1ruJ1 and addled brains.
These days, be acceplS such jobs as he C3n

Slill handle, and spends most of his time:
and money at the Cock's Crow. He has a
son spct for small, futty ;bIimals, and
usually has one or more in his pockets.

Harkwood



Recovered Goods
ill Ilarkwood

Whcn 50mcone in H:ukwood Town
commits a crime involving enormOU5 prop
cny daIIl3ge. then or auault, hi5 PCT500al
goods arc eonfise:llcd by the town author
itiu. This usu:llly docs not include the
criminal's home or lands, bUI it does in
clude clothes. wc:apons, livestock. riding
aninuls. moneys. etc.

At the tri:ll. t....o d:ays lalCr. the crimin:1l
u5u:Llly receivcs :a very stiff fine in addition
to other punishments: the fine for serious
crimes usu:all)' exceeds his tobl propeny
worth. His goods:are sold, Iypic:llly bring
ing 60% of their original value. If the crim
inal C3000l rai5C the rtIIl3inder of thc flIle
(usu:Llly by appe:1ling to rich relatives or
selling ye:ars of service 10:a guild or othcr
P3IIOO). he is 50ld to the Crown 3S a slave
for h:llf the usu:ll s!:ave·price.

From :111 these revenues, Lord 8aethyn
compcnmes the victim of the crime. If any
revcnucs rcm:a!n. they are divided into
sh:ares :and distribuled 3S follows:

Hark'4'ood Town: Three sh:ares.
Lord 8acth)'n: One share.
Each person p:articip:ating in the crim·

inal's c:apture: Three shares.

Ef(Jmp/~: Two PCs defc:at a young
bravo who is; DSsaulting :a young wOIlUll.
The guard :arrivcs and :arrcsts the fcllow•
...·ho is !:ater tried and convicted. The r:aseal
is un:able 10 pay his fmc. so Saeth)'n sells
:111 his; goods llI'ld pcrh:aps the crimin:1l him
self. From these moneys. Saethyn com
pensates the victim for d:aIIl3gcs done. If
:all)' money rem:ains. it is; divided inlo Icn
shares; three to go to the gener:ll coffers of
Ihrkwood. one as sales commission to
83cthyn, and three cach 10 the PCs ...·ho
c3ptured the crimin:ll.

All Ilarkwood·bom PCs ....ill kno.... of
thi.!; law: the Armsnx:n's Guild ....iD warn
visiting members :about it Ch:l.ractcf5 from
outside H:arkwood ....on·1 kno.... about il
unIcs5 they a5k or see il in action. Looting a
dcfe:atcd focIIl3n - even an obvious crimi
nal. caughl in the xt - i.!; in itself a form of
thieve!)' in H:arkwood. as il robs the victim
and town of their rightful compensation.
Th05C caughl can expect to find themselves
3ITCSlcd and on trial.

A suspect ....ith Status J is arrested, bUI
his goods are not confiscated unless he is
found guilty and the d:aIIl3gcs done by the
character exceed his ability 10 pay thcm.
Persons of Status 2 or above arc not sub
ject to :aTTcst by civilian authorities - the
loc:lliord musl arr:ltlge for justice.
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midwives. In addition to delivering babies, midwives provide all types of herbal
healing and other minor aid. More extreme cases are referred to one of the
guild'S three physickers. All members of the guild are required to spend a cer
tain number of hours every week on duty at the hospital. so that there is a healer
there 24 hours a day.

There are no mages in the Harkwood Healers' Guild, but the guild docs keep
healing elixirs on hand, imported from the larger towns in the north. An elixir
of Chiron, which heals I die of damage, sells for $350; by guild code. they will
sell a healthy person only one elixir per week. Conventional healing by guild
members is available at these rates: One visit to a midwife (First Aid-12, Physi
cian-IO), SIO. One visit toa physician (First Aid- 14, Physician- 12, Surgery- 10),
$25. House calls in town cost double, and outside the town cost triple. Extended
treatment costs SI5 per day at home, or 530 per day in the hospital.

Visiting healers at the Tourney are required by law to charge guild rates, and
to pay 10% of their income while in Harkwood to the guild. Visiting healing
mages are expected to charge $350 for a Minor Healing, and $1 ,000 for a Major
Healing. The Sisters of 51. Alyce are subject to this law, though they usually
donate their personal share to the Church. The law also requires that the guild
treat the destitute, regardless of their ability to p3y. Normally, the guild treats
the individual, and then arranges for him to pay off his treatment over time.

The Annsmen's Guild
The Harkwood Armsmen's Guild is allied with mercenaries' guilds through

out the kingdom. Harkwood's guildhall is administered by Brolton, a retired mer
cenary sergeant. The facility has a bunkroom for up to 24 guildsmen in
cot-and-bedroll comfort, for $1 per night without meals. Around Tourney time,
the bunkroom is usually filled (PC mercs wishing to stay there will be among the
last to find space). There is a practice yard behind the hall, but there are no stables
on the grounds. As is common in Caithness, the Armsmen's Guild of H3rkwood
doubles as the town's fire brigade; at the end of every full week in residence in
the hall, each mercenary will receive $15 - his salary as a firefighter.

By custom in Caithness, soldiers and mercenaries are expected to obey the
"Colors Rule" - that is, they are to wear the colors of their employer whenever
they go about armed. When in the employ of a nobleman or other prominent in
dividual, they wear a surcoot with his livery over their armor. When working for
less wealthy persons, armsmen wear a bright band of cloth, in their employer's
color, tied around their right bicep. Unemployed mercenaries are expected to
wear a white armband when they go about in arms and armor, indicating they are
available for employ, and are currently responsible for their own actions. Even
non-guildsmen iii Caithness honor this tradition; in many areas. including Hark
wood, it is the law. Guildmembers who violate the Colors Rule are usually
turned over to the guildmaster, who fines them about S50; non-members who
break this law are subject to a similar fine from civil authorities.

The Armsmen's Guild throughout Caithness charges no dues, which is why
the vast majority of the kingdom's fighters join. Instead, employers of fighters
pay a duty of 55 per week per guild soldier in their employ, directly to the local
guildhall. An out-of-work armsman still pays the $1 -per-night lodging fee if he
stays in the guildhall.

Allied eraf/ers' Guild
This guild does flOt represent the interest of all craftsmen in the area - it

consists of an alliance between the Woodcrafters' and Lcatherworkers' Guilds,
Harkwood's two most innuential craftguilds. Between them, these guilds pro
duce the fine wood products, furs and leather goods that make most of Hark
wood's export income. After Lord Baeth}'n and Dishop William, the most pow
erful man in town is undoubtedly the allied guildmaster, Master Evan Carver.
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Creating Characters for Harkwood
lIarbrood is set up so that a wide variety of character types may participate

in the adventure. When you decide to run the adventure, you should guide any
players who arc creating characters. Follow these steps:

Read through the supplemellt. Pay special aucntion to the Caithness and
Harkwood sections.

Lei the players read the ;lItroductioll. They'll doubtless have questions
about the nation and the barony. which is why you studied the background chap
ters in greater detail.

Tell tlrt p/ayen 10 (reale characters. Recommend to your players that they
create characters who live in Harkwood, or arc of noble staluS. If some don't
wish to, don't press the point. Ifnone wish to, do press the point. The adventure
will be helped substantially if some of the characters are from Harkwood. and if
some are knighted or otherwise ennobled.

Try to retale characters to one another. If bonds of loyalty or friendship
exist among the characters before play starts, the group will be more cohesive
and less prone to intra·party backslabbing and confusion. If one player creates a
knight and anOlher a squire, see if they're willing to be associated -that is,the
squire is that knight'S squire. If two pes are mercenaries, they might be old bud·
dies from the same guildhall. If characters are noble, you can see to it that they're
related; the sister of one might be wed to the brother of another.

Relate lJarkwood characters to the selling. When players have decided that
their characters are locals, relate those PCs to the setting and 10 NPCs. Freemen
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Index 10 NPC,
The lIarkwood adventure in...ol ...es :l.

score or more of non-player ch:l.r:leters.
The stats and skills for these char3clCrs,
:liong with brief descripti...e notes on e:lch,
can be found in the sideb:l.fS throughout
this book. In gener:ll, we have p1:lced the
chu3ClCr .....rite-ups as close as possible to
the main te~t which in...oI ...es the character.
either in the background chaptcrs or in the
:ldventure it5Clf.

From time to time during the adven
ture, ho.....e...er, you may wish to refer to the
write-up for a character described else
.....here in lhe book. To help you rmd c:lch
NPC 's description quickly, .....e provide the
following inde~ 10 NPCs, which lists the
page on which each character's descriplion
can be found.

It is a good idea 10 tr3JIsfer the charac·
ter descriptions to fully·worked·out
character sheets before play. This Ilo'ill be
cspecially useful in the case of mote
prominent NPCs. such as B:lTon Fenmatc,
Lady Ayl:lr3. Sir D:ltTek, D3me hcn~'th.

md whomever you choose 35 the M:lSlcr
mind, as well as his Go-Bclllo·cen.

NPC Ptlgt
Agrasl the Charl3l3n 34
Arik the Loud 23
Squire Anrid 22
Arvin the Herald, . , 20
Lady Aylara ,., ,.19
Lord B3ethyn " ,24
Squire 8rennis 22
Squire Canniek 21
Sir D3tTek .42
Lord Dotlyn , 20
Squire Eilyn .. . 22
Eilythri (generic) .52
Baron Fcnnure "" .. 18
Fighter (generic) , 44
Squire Hovard , , 21
Dame henyth 43
Kinna , 23
Knight (generic) """ 46
Sergeant Lorbrin 21
MerCen3Ty or Bandil (senttie) .3.5
C:lp4.:lin Morgris 25
Pedar .54
Ugly Tekker , . , , 2.5
Lord Tclber3JI , , , ,20
Town Guardsnun (seneric) 39
Bishop William 24
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The Go-Be/wee1l
Each pou:ntial Mastermind h:u a righl

h:md man, a Go-Between. to assist him in
his nefarious plot. The Go-Between exists
for two reasons:

(I) The Go-Be[\l,'een acts as a buffer be
tween the Mastermind and his minions.
This means the Mastermind doesn't h:lve to
waste all his time traveling to me bandit
strongholds. or make hill~clf eonspicuous
by his frequent absences from his usual
haunts. Therefore, me Mllstermind elln
usU3lly 3!lS\\'er the question. "Where were
you on the night of June 14m?" bcclluse he
\\'35 home. doing his usu.:tl duties - it .....as
his Go-Bel\\'t(n who .....as absent.

It also means that me Mutermind's
mercenaries have no idell who me Master·
mind is - something that .....i11 help regulate
the PCs' speed in solving the myStery.

(2) The Go-Between :lets as a buffer be·
tween the PCs and the Mutermind.

In most conclusions to this adventure.
the Go-Bet.....een will be encountered wd
killed or captured by the PCs nellr the
ad\'enture's end. Revelation of the Go·
Bet.....een·s identity should point the finger
al the Mastermind lind reveal the villain's
idcntity. If the pan}' hasn't identified the
Mastermind by the time they hllve c3ptured
his Go-Between, the Go-Bet.....een will give
up the M3SlCrmind's identity in exchange
for whatever terms he can get (usu31ly he
negotilltes for life :a.nd freedom).

However, the capture or dellth of the
Go-Between will alen the Mastermind that
the Ch3r3Clcrs lIrc close. giving him time 10
escape to his stronghold for the final bailie.
(We w:a.nt to have II grand elim3ctic batlle
3t the end, :and if the M3Slcrmind is killed
3t some earlier time the :KJventurc docsn't
end as satiSf3Ctorily.)
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characters are probably workers in town or members of the Harkwood Town
Armsmen's Guild. Eslablish that they spend a lot of time at the Clumsy Lion
the best lavern in the area. Ifthere's a Harkwood·area squire, but there's no PC
knight, make this character a squire to Dame Jaenyth or Sir Darrek. If a player
wants to be the local guard-eaptain, remove Morgris from thai position or from
the story altogether; likewise, if he wants to be the governor of Harkwood
Town, remove Lord Baethyn from the scene. (If a player wants to fill either of
these posts, choose any Mastermind er:cept Morgris or Agrasl.) If a player wants
to be a Harkwood landed knight, decide where on the area map his manor is; give
him PC or NPC squires (perhaps laking some of the load off Jaenyth).

Aid the non-Jlarkwood characters. Perform a similar lask for the characters
who are not from Harkwood. Help each such player choose his character's
region of origin, and describe the area and its lord to the player. Help him decide
what his relationship is to the region's lord. You might invent other NPCs from
the region for the character to know or travel with. A player may wish his
character to have an even more e;llotic background - a nonhuman, or even a
traveler from outside Caithness. Once you have the PC's origin eSlablished, help
him decide why he's in Harkwood. More than likely, he's here because of the
Tourney - to compete, to trade, to entenain or whatever.

The Harkwood Adventure
Someone plans to do the barony wrong. Among other intrigues, this in

dividual - let's call him the Mastermind - has gradually and insidiously
assembled a hidden army of mercenaries to use in wrecking or terrorizing '·Iark
wood. For most of the adventure, his identity, reasons, and base of operations
will be unknown. The PCs will be drawn inevilably into the adventure and will
have every reason and opportunity to see it through to the finish.

The adventure itself is a fairly straightforward progression of events; the
only complicating factor is that yOIl, the GM, decide who the Mastermind is.
Several candidates for the role, with their motives and their methods, are given
in this chapter. Take your pick and run the adventure accordingly, or choose
someone entirely off-the·wall to be the villain.

Who is the Mastermind?
For each possible Mastermind, we present the Motit'ation for all this skull

duggery, the Conspiracy History (how the villain set up his campaign of un
pleasantness), Clues to His Identity, and, in the sidebars, his Go-Between (the
Mastermind's link to the mercenaries and other minions).

Mastennind Candidates

Agrast
Motivation: Revenge. Agrast is really Lord Hargrin, brother of the un

pleasant Daron Cabbie of Denton - who remembers Fenmarc's part in turning
back Denton's invasion of Simonton years ago. Agrast/Hargrin is younger than
he appears - about 40 - with hair bleached white and mannerisms faked. He
came to Harkwood to weaken it from within, so that Cabbie can invade more
easily. Cabbie has promised that Hargrin will wed Aylara and assume the barer
nial title, with CabbIe's support, and Cabbie intends to keep the promise.

CorLipiracy History: Agrast/Hargrin has been coming to Harkwood for sev·
eral years on spying expeditions and to eSlablish his identity to the locals. When
CabbIe felt the time was ripe, he gave Hargrin $100,000 with which to execute
their plan; $50,000 of that money remains, hidden in the home of Hargrin's Go
Between, Lord Baethyn. At Hargrin's request, Baethyn began hiring mer·
cenaries as long as two months ago, boarding them at inns in nearby Donlis.
(Baethyn's extended trips out of Harkwood have been noticed by many of the
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locals.) Hargrin, as Agrast, arrived in Harkwood a month ago. He is supposed
to wreak havoc in Harkwood while nobles of other regions are present in order
to display Fenmarc's incompetence, which should make it easier for Hargrin to
assume the barony.

Clues to His ldemity: First, of course, is the fact that Agrast is an outsider;
he is known in Harkwood, but is not a local. Second, a Contest between his Dis
guise (at +3, for familiarity with the guise) and a PC's IQ might reveal that he
is really a younger man, despite all his old·man mannerisms and mummery.

lAdy Aylaro
Moti\'ation: Greed and nastiness. Remove Honesty from her sheet; add the

disadvantages Greed, Lechery and Sadism. Daddy's little girl grew up spoiled
and twisted, but has been clever enough to conceal that fact from her father.

Conspiracy llistory: Aylara has for some time been persuading Lord Tel
beran, her Go-Between, to steal larger and larger amounts of money from Fen
marc's coffers. It appeals to her that she's destroying Daddy with his own
money. Telbaran has spent the last several weeks hiring mercenaries and sneak
ing them into the Spider Cave and the Old Dungeon.

Clues to Her Identity: Occasionally, a PC might notice Aylara become hard·
eyed and intently acquisitive when viewing gems, jewelry, money, and the like
(roll a Quick Contest of IQ). Aylara tries to conceal this trait and is usually suc·
cessful. Away from her father and his knights and lords, she may became wan
ton (not innocently flirtatious) in the company ofappealing male pes, or may try
to persuade characters to acquire baubles and gems for her by illicit means.
Jaenyth, who's been tutoring Aylara for several years, has noticed some of her
peculiarities, such as cruelty to pets and compulsive lying. If the players become
completely stuck, Lord Dortyn might discover the shortages in the coffers and,
after consulting with the baron, come to the conclusion that Telbaran - the only
other man with access to the strongroom - has been running his fingers through
the till.

Darrek
Motivation: Ambition. Darrek wants to be baron. He's got a pretty good

chance of it anyway, as he is a prime contender for Aylara's hand - but he wants
to be sure.

Conspiracy HislOry: Darrek has been hoarding his revenues for years as he
screwed up his courage to perform this unchivalrous deed. Several months ago,
he decided to go ahead with the plan. He secretly reopened the Old Dungeon
beneath the old tower of his manor, and then scouted a secondary site to house
more manpower: the Spider Cave. Over the last two months, he's had Lorbrin,
his Go-Between, out hiring mercenaries for the enterprise.

Clues 10 His ldemity: Of Darrek's squires, C3nnick is completely devoted to
Darrek (and will help the knight even when his conspiracy is revealed), but
Havard has noticed some peculiar things around the manor of late. Among these
are Lorbrin's frequent and unaccounted absences, and the recent lack of money
around the manor (as Darrek depletes his coffers to fund his mercenary force).
He will not discuss these things with the party unless a PC becomes his friend
and later presses the question; he's reluctant to spread any rumors that might
hurt his knight. Also, since Lorbrin accompanies the mercenaries on many of
their woods travels (abandoning them, as per orders, at the first sign oftrouble),
an experienced tracker (such as Agrast or a PC) might recognize Lorbrin's way
of covering his tracks; Agrast hasn't seen Lorbrin's track before, but will cer·
tainly recognize the tracker's skill.

Baron Fenmarc
Motivation: Insanity. Fenmarc, since the death of his wife, has gradually

cracked up. He's now a very severe example of multiple personalities: The
"sane" Fenmarc is precisely what he appears to be, but he has another "insane"
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The Go-Betweens,
by Mastennind

Here, we list each potential Mas
termind's Go-Between, :md discuss his
involvement with the plot.

For AgrtJ$t, lArd Botth,,,
Severa.! years ago, Baethyn's son (:md

Hovard's older brother) Lord Orcn, be
came exchequer for Baron Cabblc of Den
100. Over the years, Cabbie and Hargrin
havc managed to eat a..... ay Baethyn's loyal
ly to FenmotrC lhrough Oren. Byexagger.
ating Fenmarc's errors :md lrivializing his
sl.Ienglhs, Hargrin :md Oren have con·
vioced B:lelhyn lhat Fenmare is Wlfit 10
rule, and lhat for lhe good of the barony,
steps must be taken to replace him .....ilh
Hargrin. Bacthyn's first loyalty is to tile
citi1.cns of Harkwood Town, and once cap
tured and shown his error, he will gladly
reveal the true identily of Agrastlhe Char

'>Un.
For Aytara. lArd Ttlbtran

Long ago, Aylara spotted Telber3Il for
a vain, insecure, unscrupulous soci:ll
elirOOer, easily manipul:ated by promises of
favor. After he was rejected by DalTlC
Jaenyth, Aylara began 10 string Tell>eraJl
along, hinting that she mighl choose him
for her husband and baron. She tested his
loya.lty, convincing him to steal money and
jewels for her from the baronial treasury.
Recently, she promised Telbcr:m bolh her
h:md and the title of B.tron - and soon 
if he would assisl her in a plot against her
f:ather. She is, of course, lying about thc
marriage; she has no real interesl in such :l
weak individual as Telberan.

If Ayl.tra is found out and apprehended
e:arly in the adventure, Lord Telbcran
might flee the b.trony - or he might uke
lIle ~rccn:arics he has hired for Aylara and
attempt to "rescue" her from her "cvil"
father and his minions, hoping to seal her
love for him.

For Do"tk. &rrtlUlt Lo,brin
Lorbrin is Danek's 1113n, fXIrc and sim

ple, and plans to profit handso~ly .....hen
Darrek is baron. In facl, much of the pl:an to
oust Fcnmarc was conceived by Lorbrin,
who has coordinated the. mercenaries hired
to carry il OUt. Darrek has promised 10
nuke Lorbrin lIle Lord Governor or Hark
wood Town, and he will, if be succeeds
Darrek plans 10 reward those loyal to him.
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More Go-Betweens

For Ftnmarr, Anjn lilt IftraJd
The young clf rnay be talented, but he's

tiro loosely'tuned and fucinalcd by Fen·
mare. Arvin is not particularly loyal to
Fcomarc. bUI is aiding the baron because
he vie.....s the plot as 11 tngk uk of madness
and death. He is not personally concerned
with .....hether or not Fenrnarc succeeds in
destroying the barony; all that rrulU~rs to
Arvin is that the evenl$ provide him mate
rial for severtl b3l.Iads on Tht Dtdi/lt olll1
Fall ofFtlUTlorc of llarkwood.

For MorgrU, Ugf, Ttkbr
Tekker's stupidity is an lIct. He found

out, during his mercenary days, Ilut people
talk fredy around a nun they consider a
simpleton. So he fabrk:lled his "head
injury" story and became a genial idiot ...
who listened to everything, hoping to tude
his knowledge for profit some day. (In
erase his IQ to II :md give him Acting
13.) L:ller, he became one of Morgris'
bandits. :Kling lIS a forward scout (he could
spend a day in an inn or begging scraps in a
ItUIIOr house, and could return with a fair
dC5Cri~on of the building's floorplan and
conlCOIS),

For Tt/btran, Am w Loud
Arik's uvern will profit .....hen Tclberan

takes over and rewards him generously 
so he thinks. Actually. if Telbcran suc
ceeds, he won't suffer anyone to have
anything; Telberan will be the next owner
of the Clumsy Lion.

Campaigning

personality whose actions the sane Fenmarc cannot remember. The insane Fen
marc sees the sane Fenmarc as a contemptible weakling who must be crushed.
Since Mad Fenrmrc cannot kill Sane Fenmarc, he does the next best thing - he
plots the ruin of his barony.

Conspiracy HislOry: The onslaught of Fenmarc's insanity has been very
gradual, but has become much more pronounced in the last six months. Three
months ago, he removed a great deal of money from the castle treasury, explain
ing to Lord Dorlyn that it was being sent secretly to Carrick to help the young
king fund an army. Fenmarc, of course, gave it instead to his Go-Between,
Arvin, to begin hiring mercenaries. It was Arvin who decided on the Spider
Cave as the secondary stronghold for the mercenaries.

Clues to His Identity: Anyone who knows Fenmarc well - panicularly
Aylara, Jaenyth, Darrek, Baethyn, Dorlyn and Telberan - will know that Fen
marc is experiencing occasional and peculiar lapses of memory: Sane Fenmarc
does not remember what Mad Fenmarc is told or says, The Pes could run across
this peculiar trait themselves, if you choose to have them encounter Mad Fen
marc any time before his identity is revealed. If pressed about his memory lapse,
Sane Fenmarc will look troubled and claim that he hasn't felt well lately , and will
terminate the conversation. If the story of the additional funds for King Conall
comes up in the presence of whoever is Merrin of Halsur (see later in this sec
tion), Merrin will know that no additional funds were ever received by the King.
Finally, Arvin's frequent absences over the last few weeks have been notict<! by
those in Fenmarc's coun, and the herald also seems to be unusually well-funded
lately, visiting the Lion regularly with pockets full of coin.

Morgris
MOliwuion: Pure ambition. Morgris plans to take Harkwood by force, and

make it into a stronghold for bandits. He plans to make Fenmarc publicly abdi
cate his title and turn over the barony to Morgris - a ceremony performed to
quell the common revolt and keep the Fenmarc's guards working for Morgris.

Conspiracy His/ory: Morgris discovered the Old Dungeon six months ago,
and decided that it would be a good base from which to stage bandit raids - so
he hired a few bandits. He began by robbing traders between Harkwood and
Simonion, then hit a couple of manors near Blythe, and made a fair profit. But
the dungeon wasn't large enough for a really prOfitable enterprise, and so Mor
gris hit on his plan to make a bandit stronghold of the entire barony.

Clues to His IdentilY: A PC guardsman could notice a lot of chumminess be
tween Morgris and Tekker, and might even overhear a snatch of conversation
belween the two of them when Tekker sounded like a normally-intelligent man.
Anyone who won a Quick Contest, his lQ \IS. Tekker's Acting +3, would notice
that Tekker watches and lislens a lot more intently than he appears to (the +3 is
for Tekker's familiarity with his "stupid" role - he is in constant practice at
this role and is therefore very good at it).

Lord Telberan
Motivation: Jealousy. Telberan, an unlanded lord, is simply jealous of

everything that everyone else has. He wants the big castle and the pretty Aylara
and all the fine fighting men. Unlike Darrek, whose ambition as Mastermind
would be satisfied with the title of Baron, Telberan wants to own everything 
every person, every home, every tree, every horse.

Conspiracy Hislory: Telberan, who knew when Fenmarc's annual tax
money was to go to Carrick, hired mercenaries to ambush the shipment. He's
since been using the money, and the mercenaries, to funher his plans to make
everything his own. (Fenrmrc has sent the money again, and has little coinage
left this year.)

Clues 10 His Identity: The hijack of the silver delivery to Carrick is well
known, and it's a puzzlement, since the only people who knew the about the
shipment in advance were Fenmarc, Dorlyn, Telberan, and the dead teamster
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and guards. This fact implicates the three nobles, but the PCs would have to be
careful in pursuing an inquiry against them. Incautious questioning would anger
all three, particularly Dorlyn and Fenmarc. However, if the storyline has ad
vanced as far as the Tournament, PC interest in the tax-wagon ambush will
prompt an assassination attempt; Telt>eran will have Arik, his Go-Between,
order a mercenary to kill the PCs in their sleep. If the attack fails, the mercenary
will know that Arik ordered it, but not why. Of course, Arik will reveal
Telbcran's identity, bUI Telberan, aware of the attack's failure, will have fled,
and lhe kidnapping of Aylara will take place as scheduled.

Who is Merrin of Halsur?
King ConalI is aware that something is awry in Harkwood. Agents of the Sil

ver Hand have reported lhal mercenaries are quietly leaving Donlis for lIark
wood. However, none are arriving al the Armsmen's Guild. This confuses the
young king; Baron Fenmarc has always been a staunch supporter of the Crown.
So he has sent in one of the Hand's best agents, Lord Merrin of Halsur.

Merrin's assignment is to visit Harkwood, find out what's going on, and
send word 10 Carrick. If there is treason against Ihe Crown - or againsl Fen
marc, if Fenmarc is loyal- Merrin is directed 10 interfere ifhe can.

All of this means thai another of the NPCs - one who is not chosen to be
MaSlermind or Go-Between - is Merrin of Halsur, operating under an assumed
identity. As with the Mastermind, you get to choose who Merrin is. Some
sample choices are discussed in the sidebar on this page.

Merrin will be conducting his investigations independently oflhe PCs. Once
he's convinced thaI the party is not part oflhe conspiracy, he will begin surrep
titiously aiding them - dropping clues their way, alerting them to trouble, CIC.
- all without compromising his identity (ifhe can do so).

The operations of this third pany may confuse the PCs, leading them to as
sume the skulking Merrin is actually one of the Mastermind's men, and perhaps
attack or kill him. If they capture him, intending to force his secrel from him, he
will do his best to avoid nam
ing his employer. Instead, he
explains that he's operating
in the best interests of Hark
wood, and willingly joins the
party. If the characters do
nOt believe him and intend to
kill him, he will reluctantly
take them to the spot in lhe
woods where he buried his
travel-ehest. In the chest are
his usual clothes and a letter
from the king, carefully
describing Lord Merrin, his
authority as a representative
of the Crown, and his mis
sion in Harkwood.

ff they kill him, his
death may have a variely of
repercussions: The charac
ters might be jailed for mur
der, the Mastermind might
discover from this that the
PCs are on his tail, etc. De~

tails are left up to the GM.
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Lord Alerrin's Cover
You mu.sl selecl the chat3cter whose

truc idcntity ls Lord Merrin of l13lsur,
agent of the Silvcr Hand. Make sure th31
he is neithcr the M35termind )'OU h3VC
choscn nor that vill3in's GO·BCI'4·ccn.
Rcmember, Mcrrin of Ihlsur is only Oflt!
of thc.sc people; the rC$t 3re cxactly who
they seem.

AgrllSllJlt! Charl6ton
M35tcr of Ihe Silvcr Hand, Mcmn ha5

csubli5hcd thi5 Agra.n idcntity to 3PPCU 35
3 humlcss 3lld forgctuble old fraud. Hc
i5n'I 3 combat morutcr. but rathcr a ffi3stcr
ofslCalth 3lld invcstig3tion.

Spt!dalJit!S: Agr35t ean spot and pockCt
e1ues ....ith grC3t dcftncss, bter dropping
thcm in the chuaclcrs' bps ....ithout thcm
noticing. A good choicc if thc p3ny is 3 lit·
tle shon on brains.

Squir~ Artrid
Dame Jacnyth delivcred the 3nnU31

tithe to thc king t....o years 3g0. Con311 VI
met hcr 3t th3t time :md bcc3me eonvinccd
ofhcr IOy3lty to thc Crown. So '4'hcn Mcr
rin came to Ibrk....ood. hc ....35 inlloduccd
35 hcnyth's kinsman 3nd nc .... squirc,
giving him impccc3ble crcdcnti31s.

Spt!cia/rit!S: Add FUI-T3Ik-12 10 Ar·
trid's skills. Artrid is not thc most u1cntcd
of invCSlig310rs, but is a good choice 10 be
Mcrrin if !he p3ny nccds an Cl1l3 s....ord.

Anile IJI~ lIua/d
Merrin ....35 in5uJlcd in Hark....ood quite

SOITC tilTC 3go - p3n of thc Silvcr Hand's
routinc spy nel....ork. As 5000 thc U"oublc
starU, Arvin will send 3 repon to Carrick
and continue pursuing thc invcstig3tion.

Spt!da/lit!S: Arvin C1ft go any....hcrc and
talk to anyone; hc's becn in H3rk....ood
long cnough 10 be acccpled 3$ a local. Hc's
not u u1cnted 35 Agrasl, bUI i5 anothcr
good choice iflhc PCs arc 31iltle IQ-shy.

Vg'.r T~klur

The third son of 3 Nonhl:1nds noble·
m:lIl, Merrin chose to be a ITCrccnary r3th·
cr Ul311 a priest or a Knight ofthc Slone:. Hc
took the n3me Tekker 10 protecl his f3mil)'
from disgrace. As Tekkcr, hc livcd in
Harkwood for a while bel....een ....3TS. Dur
ing the latest Megalan intru.sion, hc ""3$

scverely injured; hcaled at Durh3m, hc
was recruited by !he H:md 10 keep an C)'C
00 H3rkwood. He adopted the "siupid"
act because people speak freely 3round
idiots and drunks; Jelullly, he h3s IQ II
and Acting-D.

Spt!CialJit!S: Mcrrin's prim.:lry 5Py spe
cialty Con5lsts of pretending to be drunk
and listening 10 othcrs' convcrJi3tions. lie
ls 3 good fighlCr, hO'4'cver, and will be a
helpful ~ition 103 comb3t·lighl p3ny.

Campaigning



The Old Dungeon
Several hundred )'C:lf'S ago, loog before

COlUlrs follo90'crs settled the region (1,090'

~11 U Caithness. the 2te3 ....as occupim
by :ul~r n:llion of hununs. Wh3t h:l.p.
pmed 10 this kingdom. and how the region
C3me to be dOmin3ted by orcs. none in
II:ult ...·ood un uy. But the ruins of:1
h3ndful of buildings erected by "the Old
Ones" rcnuin today. Darrck's tower is
OfIe of these ruins. Another. called !.he Old
Dungeon. figures prominently in "ark
wood ghon,Slorics.

5cvcr:al u1cs in the local folk.lorc center
on spirits. ghoslS and other terrible things
...·hkh h3unt the Old Dungeon, emerging
00 moonless nights to steal thc bodies or
souls ofliving men. Yel despite ilS position
in Huk",'ood legend, no one: kno...'s ""ttcre
II nu.y be found. One talc holds tlut :myonc
",ho finds the dungeon is doomed to die: :I

horrible de3lh - ....·hich e-p1ains 'Ahy no
one looks for the: dungron!

SiJl ffiOnlhs 3100, quile by xcMlcnt. the
~f:lSlcrmind SfUni>led Kross thc Old Dun
geon. Due to ilS evil reputation :md secret
1()('3tioo. the Mutcrmind realized lilal it
would nuke 3n ideal base of opcr:llions for
the eonspir:aey he was then plotting.

The loc.1tion of the Old Dungeon v:arlCS
by f\hSlermind. If the M:asl('rmind is
AgDSt or Morgris, the Dungeon is in the
forest, luJf...':IY bct""ct'n the Tourney Gl3de
:md J3cnyth's To...·cr. The. only :abovc
ground ('Vidence d its pr('S(:ncc is an old
Slone ehirmcy ;lJ1d ;I fC'" sc:IllCrcd SlOOC
blocks.

If the M:astermind is A)'l3n. Fcnnurc,
or Tdbcrw, the Dung('on is below f('n·
lJIJrc's (:asIl('. It h:as b«n sc:aJcd otT for
yeus. :wd only the M:astermind ::lI1d his
Go·Bct ...·('en know th:1t it h:u been
reopcnal.

If the Mastermind is D:arrck.thc DWI
gcon is below the lower of his nunor. It is
P3rt of the origin31 dwelling built on the
sile.

Addition:aJ infornution on the Old Dun
geon un be found on p. S9.
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When Things Go Wrong
Il's possible that your players' actions will take the adventure way off its an

ticipated course. Uthis happens, don't panic - just go with the now, and keep
the adventure interesting. Here are a few ways things can go awry, and what you
can do about them:

Too Much, Too Soon
Despite all odds and your best efforts, the characters figure out everything

too soon, ace the bad guy, and put a stop to all the villainy before it's half-begun.
What then?

First determine whether it's possible for the villainy to continue in spite of
the death of tile Mastermind. For instance:

(I) Is the Go-Between still at large? Ifso, he might carry out the plot on his
own behalf.

(2) Did the Mastermind have a patron? If so, the PCs might take it upon
themselves to expose the patron as well. Or the patron might launch an invasion
of Harkwood; the rest of the extended adventure could be an all-out war.

(3) Was the Old Dungeon discovered in the course of the adventure? If not,
there are some mercenaries there who may still see a good thing in this sacking
and pillaging. The rest of the extended adventure could involve the PCs' efforts
to locate and defeat this nest of bandits.

Too Lillie, Too Late
Perhaps the party progresses normally through the adventure, but never puts

two and two together. They may not discover the Mastermind's identity unlil it's
too late, or may be defeated by him in the final encounter. The Mastermind wins.
The end? Well, if even one PC is still alive, the campaign can continue,

For instance, the Mastermind might imprison, rather than execute, any PCs
captured in the final battle. Noble Pes are especially likely 10 be caplured rnther
than killed, so that the Mastermind may ransom them. In prison, give them an
opportunity for escape. Now, we have a party of vengeful heroes on the loose 
on the run, but free. You can continue the campaign with the heroes struggling
to free Harkwood from the iron hand of the Mastermind.

Too Hurt, Too Dead

It might happen thai characters will be seriously hurt in the early parts of the
advenlure and unable to function - or have fun - in the later scenarios.

Don't forget that Harkwood Town has a Healers' Guild with a hospital.
Characters can buy healing elixirs there. Fenmarc has had the guild import a
large supply of elixirs for the tournament. Also, Agrast has a number of healing
spells; if he is about, and is not the Mastermind, he will be inclined to apply his
arts 10 injured adventurers of courage and resource.

If, on the Olher hand, a character dies, the player will simply have to come
up with another. Once the players have had a sampling of what's going on in the
barony, you can let the player come up wilh a reason for his new PC to involve
himself in this mystery.

In the first through fourth episodes, it's simple to create a new character and
insert him into the Slory. In the forest scenarios, the new PC pretty much has to
be one of the mercenaries, who has decided to change sides and throw in his lot
with the party. In the final scenarios, a new PC could be a local - possibly a
squire - who sides with the party against the Mastermind.
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Party Implosion
It occasionally happens that a party cannot work together - the characters

disagree so intensely that they may even attack or murder one another. This is a
Iricky situation to deal with. Some suggestions:

(I) If the party splits in two, break the players into two groups. Have them
arrive at different times, keep them in different rooms, or whatever works best
for you. This is difficult to do and not the best solution for ease of play.

(2) If the dissension is from only one quarter, find out if the player can think
ofa way to reconcile his character with the party. If not, find out if he would be
willing to run another PC through the remainder of the adventure. If not, you're
faced with a bad situation; unless the players are the type of roleplayers who can
enjoy the conflict, you'll have to do something. Try cheating. In the next baule,
have an enemy make a successful crippling attack on the character's leg. He'll
heal, but the adventure will be long over by then; the player will have to run
another character in the meantime. Make it look like a natural blow in the course
ofa normal combat. It's never good to have to do something like this to keep the
adventure moving, but sometimes it is necessary. If it looks like an accident
which can be blamed on the dice, feelings will be spared.

Villains Too \Vcak or Tough
Pla)'test on lIarkwood has made it clear that there's no consistency to the

fighting ability of the different groups playing 'his adventure. Some panics cut
right through the opposition; others were kicked around the block.

(fyou find these problems arising in )'our game, just increase or decrease the
strength of the opponents. Dropping a bandit's skill with his weapon from 12 to
10 or 9 can have a devastating effect on his efficiency. Raising it to 14 can make
them commensurately tougher. If there are too many enemies present in an en
counter, have some of them panic and flceas soon as one or two are hurt. Jfthere
arc too few, bring in a party of reinforcements. Do whatever it takes to bring the
combat encounters to the balance you want.

Goals from Lert Field
Finally, it might be that the characters want to do something entirely dif

ferent from defending Harkwood. For example:
(I) Perhaps they admire the Mastermind and want to help him take the

barony. Ifthey're united in this aim and you think they'll have fun at it, letthem.
Let them be recruited by the Mastermind, take over his organization, or
whatever. Don't make them feel bad for altering the adventure's course; on the
other hand, don't make things easy for them, from a moral or ethical standpoint.
They may end up killing NPCs who are noble of character or have vengeful
friends.

(2) Perhaps they decide to investigate the Armsmen's Guild of Simonton,
Donlis, or Denton, where many of the enemy mercenaries were hired. Let them.
Rain might delay the tournament long enough for them to return, or perhaps
they'll arrive just in time for the last day of the tourney - and Aylara's kidnap·
ping! Let them pick up a clue or two to the identity of the Go-Between while
they're rooting around in these cities.

(3) Perh3ps they decide to leave Harkwood carlyon to tell the king what's
going on. That's fine. The whole direction ofthe adventure has changed, but you
have the potential for a good one here anyway. The Mastermind finds out what
they're up to, and sends assassins to stop them. They speak to the king, who
sends some troops and officials back with them. But it's too late - Harkwood
will be in the Mastermind's hands by the time they get back. The subsequent
campaign could deal with the PCs trying to win it back.

As long as you think you and the players will be having fun with the setting
and the adventures, let them take the direction they please.
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Using Harkwood
With Orcslayer

If you have OrcsliJ,,, and wish its
eycots to be pm of your eampaig.n back
ground, lhere arc lhrcc ways to integrate
its history wilh what is happening in Hark
wood.

OrcsliJ,u Occurr~d B~for~. If you'ye
already p1a)'oo OrcslD,,,, or simply like
the eyents oftlut adventure, establish that it
has already occurred. Some of the parti
cipating squires (now knights) can enter
Fenman::'s prize towney. In :lily case, ne....s
of the event will probably have rcxhod
Hark....ood; if you have :I ffiCSsenger run
ning about telling everyone during the
course of the adytr.ture, the players will
probably belieye tlut it's imporunt to this
adventure as ....ell and may act accordingly.
(For example, if alJ lhe characters packod
up and rode off north....c.sl 10 Slcm an 1U1
ticipated orc rCUli.:ttioo, it ceruinly would
put the brakes on th:.s adV('JIturc.)

Oru/o,tr /s Occurri"g NO'MI. In Orc·
SID,,,, we find out that "the knights of
Durham are attending a tournament far to
the south.,. This is, of course, Fenmarc's
prize tourney. This won't nuke a differ
ence 10 Utis adventure; be sure Ute p1ayer
characters know there arc knights from
Durham about. Several w«ks after Ute ad
venture is over, the p1ayer-characters will
hear of the arc ish invasion. If you wish to
run an orc-war adyenture af\c.rwards, that
option is certainly available.

Orcs/o,,, Occurs Lour. In fact, if)'ou
wish, you might have the Itnights of Dur
ham invite the playcr-characters to visit
Durham; ....hcn they do, the eyents from
DruiD,,, start to unfold (though you'll
have to stiffen up the orcish opposition to
match thc Itnights and pl3yer·char3Cters
now prescnt).

Important Note
Remember that Dilly Ollt rnaracur is

the Mastermind. Once )'ou've made )'our
choice, you can ignore the descriptions of
011 the other Mastermind and Go-Between
candid:llCS. If you don't, you'll end up with
a whole barony full of unsympathetic
NPCs. For eumple, if Agrast is the M:tS
termind, then AylaT3 isn't a greedy "b:ld
seed," Fc.nmarc isn't insane, Darrek isn't
yillainously ambitious. and so on.

Campaigning



Agrasllhe Charlalan
Appurs 60: White hair and be:ard,

tllo'inkling blue e)'es: 5' 10", 1701bs.
ST 10, OX 12,IQ 14, fiT 10.
Basic Speed 5.5: Move S.
Dodge S: P:my 7.
Ught I...uthcr Armor (PO I, OR I'

"'om under robes); No Enc:umbrance.
AdYWUges:: Uterxy: Magery 3.
Quirks: Loyes to Enten~; Collects

FoIkula.
Skills: Knife-14; Fuc·On...... (KnifeH4:

Knife Throwing-13: Aeting-16: F:l5C-T3Ik·
17: Profasion31 Skill (luggling}-14; Sleight
of IbOO·13; Pickpocket·13: N:aturalisI-l2;
Stc3lth·14; Tncking.IS; History·14; Liter·
ature (Caithness FoIk.lore}-11 (17); Animal
Ilandling.14.

Spells: Sense. Life-IS (10): Sense. Focs
IS (10): Sense Emotion-IS (10); Truths:l)'
er·17 (12); U:nd Slrtngth·14 (9); Lend
Hullh-14 (9): Minor Ik:aling-IS (10):
~hjor He3ling-16 (II): Detect Magjc-IS
(10): Identify Spell-IS (10).

unguagu: Anglish-16; Elylsh-14;
O""arvish-12: Anbic-14: I..::ltin-12.

Weapons: Urge Knife: 1-2 cutting, 1-2
imp3ling (v.1n knife hidden undc::r robes:
thrtt tunu to re3dy).

Eyef)'onc:: knows Agml 10 ~ a yery
hc3lth)' old fraud. fie's a ch:arming :uld
Ulkatiye old nun who engages in continu
ous enlenainment: juggling, shell g:uncs,
card tricks, and fake "m:agic" tricks.

fie iJ, however, more th3n he appears 10

be. For one thing, he kno.....s nugjc, thoogh
he seldom cuts a true spell in frool of
lUIochcr persoo. Nor iJ he u old as he
seems; his hair iJ blexhed "'hilt, his f:ace is
aged by "''e:lther, and he keeps up a skillful
simulation of an old nun's nunncmms.

Agmt is xtu3lly a folk historian, •
scholar ""bo tr:!vcls, ingr:lli:ating himsclfto
the locals ..ilb his antic5 and uiclu, and
learning their legendry, folkula and his
tories, ""hich he then .....riltJ. Eyery year or
so or so he retunu to his home in Ottr
wood to U5Cmble and re.....rite hiJ It,,ts and
"publish" them (i.e., h:aye scribc5 copy
his .....ork to pass 00 10 oth<:r scholars and
interested parties).

T1YO skill levels art Ii.ned for each of
Agrul's spells. The lint is his true skill
level; the second, in parentheses, is his ,/
Ilet;)'l skill in lo.....-nuna Caithnas. He
carries a Po-~rst~ ofST 10.

Intrigue in Harkwood

INTRIOUE
IN HARKWOOD

This is a multi-part adventure which pilS your pes against a Mastermind
plotting the overthrow of Harkwood. Shorter encounters e<tn be played through
in an hour or two; longer ones may take a whole evening.

Before the adventure begins, you have to decide (with the aid of your play
ers) why each character is in Harkwood. For characters who have been created
as Harkwood residents, this is simple - this is where they live.

For Olher characters, particularly nobles and fighters, Baron Fenmarc's
Summer's Day Prize Tourney starts in three days, on Friday, June 23. Noble
men from all over Caithness come with their squires and retinues. Enlenainers
participate in bardic competitions. Merchants come to trade in the large and
varied bazaar which always accompanies Fenmarc's tourneys.

Mercenary characters have heard that someone's been hiring a lot of mer
cenaries in the Harkwood area - a mysterious patron, little information avail
able. Merc PCs who arrive will have no luck finding this patron, though they can
find work in the town guard or for a local nobleman. The local guildmaster has
heard the rumor, but has no idea how it might have gotten started. (Actually, the
Mastermind had been hiring swords in Simonton, Denton, and Donlis, for work
in Harkwood; the rumor the PCs heard was garbled.)

The Clumsy Lion
Once your characters all have a reason to be in Harkwood, your next step is

to get the characters to the Clumsy Lion on this particular Tuesday night.
This isn't too difficult; the inn is a place for good food and company. The

easiest way is to announce something like: "For various reasons, you've all
come to the Clumsy Lion tonight ... " and then address each character in turn,
proposing a more specific reason to him.

Some reasons: The beverages and company are better here than in the town
inns, meaning that this is likely to be the usual haunt of Harkwood area charac
ters. Out-of-towners could have arrived late in Harkwood Town to find the inns
there filled for the night, and only the Clumsy Lion had rooms available. Meres
staying at the guildhall may have come on the recommendation or the guild
master or might have been brought by NPC guild brothers.

The Clumsy Lion is packed to the rafters tonight, the tables mostly filled, the
carousing hea\'Y in the hour after dusk. Most of the talk concerns the upcoming
tournament - who's likely to attend and who's going to win what. (Guard Cap
tain Morgris is the favorite in the footmen's list, and Sir Darrek is Harkwood's
best hope in the joust, according to most or the Lion's patrons.) Agrast the Char
latan is present, performing shell games and "magic" and entertaining the crowd.
Arrange for one or more of the Pes to drink with an off~uty cil)' guardsman 
a likeable fellow by the name or Red Sean. This may be important later on.

At one table is a party of tough-looking strangers. They've been enjoying
themselves, but lhey've been discussing something in quiet tones for the last
several minutes (IQ roll at -2 to notice, unless a PC has been watching them
closely). There is one tough stranger present for every PC, plus one for every
combat-oriented NPC you choose to have present. If anyone thinks to ask, none
of these fellows is wearing any sort orcolors, though each is armored.
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Their course of action decided upon, the tough strangers seem to relax again,
but one of them begins scanning the crowd and listening to conversations (also a
·2 to IQ for a PC to notice)_

Soon after, that tough will stand, wander over to a table near the largest
group of Pes, and rudely and abusively proposition the lady sitting there. When
her companion rises to protest, the tough backhands him absently, sending the
poor fellow sprawling. Then the tough grabs the lady and attempts to lay a rather
sloppy kiss on her. At some point, one of the PCs should stand up to take issue
with the ruffian's behavior. When this happens, the tough launches a series of
panicularly nasty insults at him and his companions.

The tough is picking a fight. Ifhe docsn't get one right away, he'll continue
to paw the woman while tossing insults about the room until someone responds.
IHor some reason all the PCs are too bovine to respond, an NPC will.

The tough has drawn no steel; he obviously just wants to brawl. As soon as
the first punch is thrown, another of the toughs will pick up a bench or chair and
throw it into the midst of another group (preferably one with PCs in it); the lo
cals will surge forward in a cheerful mass. Arik will stan roaring "No, no, no!"
in anticipation of the destruction of his downstairs furniture.

This is just a good, old-fashioned, bottle-throwing, table-smashing, chande·
lier-swinging bar fight. Unless someone docs something stupid, it will all be
unarmed combat. Give every PC an opponent - one of the toughs, a happy
Harkwood local, or even another PC. When that one fulls, if the brawler is in
pretty good shape, give him another. Play it as wild and carefree action. Keep it
fast-moving; don't roll dice for the NPC vs. NPC fights; just describe the action
in the other pans of the room.

SIr3nge Thing ..•
After everyone is deep in combat with his first or second opponent, have

each PC roll vs. IQ. Anyone who makes the roll notices that everyone seems to
be having a good time - except for the toughs who staned it. They're smiling,
just like the locals, but their eyes aren't on their opponents. Instead, they're
watching each other, and keeping an eye on the kitchen and the exits.

Pass the one who made his IQ roll by the greatest margin a note, saying that
he sees Arik walking into the kitchen - away from the fight and the demolition
of his furniture. He's being held and esconed by another of the toughs, who has
- the character can barely see this - a knife to Arik's back.

Ask the player ifhe wants to investigate. Ifhe docs, he may be delayed a turn
or two by his still-standing opponent,
but another brawler will take a swing
at the PC's opponent, freeing the PC
to do as he pleases.

If the character chooses not to in
vestigate, then two turns later you
should inform the person who made
the second-best IQ roll, again with a
note. Give him the same information,
except that the tough and Arik are al
ready within the kitchen, and the cha
racter didn't click on the knife until
now. If this PC chooses not to inves
lig,lote, do the same thing once more.

If after all this, no PC has in
formed the GM that he wishes to in·
vestigate, a woman's ear·piercing
scream will cut through the noise of
the fight; it comes from the kitchen.
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Tht &ndits
Age. and appearance: val)'.
ST 12, OX 10, IQ 10, HT 10.
Bask Sp«d 5; Movt 4.
Dodgt 4; PUT)' 6; Block 4.
Htavy Lc:alhc:r and Ml:dium Shidd (PO

S, DR 3, ....ilb Toughness); Lig.ht Enc:um

'''''C<.
AdvlfIuges: Toughness (DR 1).
Skitls: Knift-12; Shons""ord·12; Cross·

bo",,·II; Shidd·12; Stealth· I I ; Riding-IO.
Weapons: Shons""ord: I +2eutting, I-I

imp;lling; large Knife: I die cuning, I-I
imp;lling; Crossbollo' (ST 10); 1+2 impal.
ing; Fins; )·1 crushing.

Tbest fdlo...s art part of the: mcrc('ll'
aries hirl:d in Simonton to strvt lhc: Mas·
Itnnind. Contrary 10 guild custom, but
xcording to the: ""ishts; of the:ir unkno"'ll
tmplO)·tr, tht)· art ""caring no colon.

If tht &r Fight Turns Ugly
In this episodc, none of lhc: NPCs ""ill

draw steel Unlit somebody elK does. If one
oftht PCs docs, locals such:u Mik and allY
Hukwood nobles will hOO( at and mock
him for unsponsnunlikt CondUCI. If lh31
h:u no dTtet, and tht PC takcs a swing al
anyant 'tVitl, thc: 1ll'l:3por1, W "'hole com
ple.w.ion ofthl:: lig.hl changc:s; 1M: loughs pull
steel :and most ofk Huk..·rod loc:lls dive
for cover - under ubla, lhroug.h win
dO'lo'S, out k dClOf$, tIC. The: kxals "'-ill
rrmcmbtt ",·hodrc,,· sled first, and the per
son "'00 did so (if ht surviYts) nuy fmd
himself under arrest for nnwl or muRkr.

Once lbc; bandits' plan has b«omc 0b
vious to thost in 1M: inn, thc: loug.hs ""i11
dn'tV sl«:l; lbc; PCs ....ilI not be: blamed for
dra.....ing be:forr or 31 1M: S3mt timt :as the
loughs in this circumsuoct.
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More Oil the lkl1ldits
Assuming the characters express any

interest whatsoever in the bandits, here is
what they have and what they know.

Whot 1M &ndiJs HDV~
Each of them wcars heavy leather, car

ries a shortsword, large knife and medium
shield, and has S200 or so in coin. The
armor and weapons are new and practical
ly unused. With a successful roll against
Armourer or Blacksmith, a PC will recog
nize that these goods come from Simonton.

What Ih~ Common &ndil Knows
These mercenaries all know that they

were hired from the Armsmcn's Guildhall
in Simonton two wecks ago. Thcy didn't
see the employer. Their leader is named
Sherritt; he is among the captured or dead.

Two wccks ago, Sherriu's brother Shcl
ek - another Simonton mercenary - and
some of his men were hired and traveled to
Hartwood. Sherritt hasn't seen them since.

Before they len, Shelck hired Sherrill
and his men and gave them the equipment,
which was a substantial down payment for
services to be rendered. The men knew
they had an appointment for tomorrow,
sometime, somewhere - only Sherrin
knew. (Irhe's still alive, see below.) They
decided OIl this plan to raise some quick
funds in case this thing with Shelek didn't
work out.

The bandits are very talkative; in the
grip of the law, they'll cooperate as much
as possible in order not to be slapped in
shaelc.les and sold to the Crown.

(Note; Harkwood locals do nOl remem
ber any parties of merccnaries having ar
rived recently.)

What Sherrin Knows
Sherritt was the bandit who led Am:

into the kitchen. If he survived, he knows
more. He'll tell it while being interrogated.
If be was knocked unconscious, when he
revives he'll spill to the guardsmen, and
Red Sean will mcntiOll his information to
the PCs when he sees tbcm in the morning.

Sherritt knows that he and his men are
supposed to rendezvous with their employ
er tomorrow, noon, at Headsman's Glade.
They're supposed to wait in the fringe of
woods around the Glade until contacted.

He knows no more about his employer
than his men; Shelek told him the employer
went about cloaked and hooded but was
very free with his purse.

Intrigue in Harkwood

The Real Plan
The situation is this: The toughs have created this diversion to distract all the

patrons while they rob Arik. One has already made it into the kitchen, and is at
tempting to corner Kinna. As the PC saw, another has forced Arik into the
kitchen at knifepoint. The thugs have demanded all the inn's money or else both
Arik and Kinna die.

The bandits intend to take all the money Arik has, and probably Kinna as
well. They plan to flee out the kitchen door and rejoin their friends later.

CombaJNotes
The tough strangers are bandits, described in the sidebar on p. 35.
Ifand when the PCs ever decide to force their way into the kitchen, they will

see that one thug has cornered Kinna near the hearth, while the other holds Arik
near the center of the long counter, right by the side window. By the time the
first PC enters, the ruffian has a shortsword instead ofa knife to Arik's throat.

As soon as they enter the kitchen, one tough in the main brawl will notice
them and draw steel. This will, as discussed in the sidebar (p. 35), prompt most
of the locals to dive for cover and will probably inspire the PCs to pull weapons.

The toughs in the kitchen aren't terribly clever - certainly not bright enough
to use Arik or Kinna as a bargaining chip. They'll toss Arik and Kinna aside, call
for help, and prepare to fight. Fight out this combat to its conclusion - bandits
vs. PCs (and any NPCs you have allied with the PCs).

Red Sean will "take charge" of the bandits once they're subdued, but he
won't prevent the heroes from questioning them if they choose to do so. The
results of such interrogation are given in the sidebar to the left.

In a few minutes, a tavern patron, having run all the way to Harkwood Town
to report the brawl, returns with six city guards, led by a Lieutenant Symond.
They interrogate the bandit prisoners (or re-interrogate them) and ask the tavern
patrons, including PCs, for the story of tonight's events.

The guardsmen arrest the bandits and commend the PCs on their worthy
actions. Red Sean will accompany his fellow guardsmen back to the Town, to
help manage the prisoners.

Variations by Maslennind
If Morgris is the Mastermind, then Morgris leads the contingent of six

guardsmen who arrive to take away the prisoners. If Agrast is the Mastermind,
then Morgris and Lord Baethyn arrive with the guardsmen. For any other Mas
termind, this scenario runs exactly as described.

Rewards
Award each PC the usual amount of character points for this encounter 

two to four points (depending on the quality of roleplaying), with minuses for
sloppy or disastrous actions and one-point bonuses for really clever actions.

If Arik and Kinna end up alive and basically undamaged, Arik will reward
any characters who participated in his rescue and the defeat of the mercenaries
by giving them free room and board until the end of the Tourney.

Enough locals are present to inform the characters of Harkwood's impound
ed goods policy, and after two days (time to organize and conduct the trial of
these miscreants), the characters will receive their share of the criminal mone
tary value of these mercenaries. This money will be delivered to each PC by Red
Sean, sometime during the first day of the Tourney - whenever Red Sean can
track them down.

Each bandit had roughly SI ,000 worth of possessions, which brings S600
per bandit in resale value. Any bandits who actually killed anyone will have been
convicted of murder and sold into slavery, but the revenue raised in this fashion
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is paid directly to the family of the deceased. The value of the toughs' goods
should be totaled, and. after subtracling $500 to pay Arik for Ihe damages 10 the
inn, divided according to Harkwood's impounded goods policy.

Epilogue: Headsman's Glade
At breakfasl the next morning, Red Sean finds Ihe PCs he drank with the

night before. It seems that the city guard is a bit low on personnel, and Captain
Morgris has sent him to offer freeman PCs posts with the guard (of course, this
offer will not be made to noble or knightly PCs, to whom it would be insulting).

Sean will mention that one of the prisoners tried to trade information for his
freedom last night. He told the officer-on-duty that they had been hired by a
mysterious individual for an unknown purpose. They were supposed 10 meet
with their employer near Headsman's Glade at noon on Wednesday - today.

Altht Glade
If the heroes decide to make the rendezvous at Headsman's Glade, they will

not find what they expected. Instead, Sir Darrek and his squires are practicing
their jousting in anticipation of the upcoming tourney. Baron Fenmarc is there
also, in full jousting gear, taking a few passes wilh Sir Darrek, just to keep in
praclice. Naturally, Fenmarc will not be competing in his own tourney later that
week. (The Mastermind heard about his men being captured, so his Go-Between
is not present to meet them.)

If the PCs include noblemen and allow themselves to be spotted, Fenmarc
will invite Ihem over to panicipate in the fun. This gives the pany an opponunity
to meet the local nobles if they haven't already. Fenmarc has heard of the inci·
dent in the inn and will offer congratulations if they are in order. If told that it
seems bandits are creeping into Harkwood to cause trouble, Fenmarc and Dar
rek will express concern. They're confident that the Harkwood knights, men-al
arms and guards can handle any trouble, but it is a peculiar situation, isn't it?

This situalion is also an opportunity for knighlly characters to get in some
non-lethal combat, as Darrek will invite other knights or squires 10 joust or foot
combat. A few of Darrek's men-at-arms are present as well, and are belting on
the outcome of the jousting going on. PCs can get in on this, too.

If knightly or noble pes do not have accommodations, or even if they have
rooms at the inn, Sir Darrek will invite them and their retinues to stay with him.
(Fenmarc's castle is currently packed with residents and guests.)

This portion of the episode is not affecled by the Mastermind chosen.

Riders in the Night
In this episode, a party of the Mastermind's mercenaries attacks Harkwood

Town. One of them has hidden within the walls of the town, and has slit the
throats of the two East Gate guards, and opened the gates; the mercenaries are to
ride in to begin the slaughter and burning about two hours after midnight.

Gelling the Pes to the Scene

How the pes get into the action depends upon where they are staying.

Characters Staying Wilh Dand.
One or more of the PCs will awaken as the pany of mercenaries, on horse·

back, passes near Darrek's manor. (Have Darrek, Hovard, Cannick and the PCs
each make an IQ·) roll; anyone who makes the roll hears the riders pass. If no
one makes Ihe roll, then the one who missed it by the least hears them.)

It's certainly not customary for large parties of men to be riding so lale at
night, and it portends evil. The heroes will have to spend a couple of minutes ar·
moring up or at least saddling their horses; they won't calch up with the riders
before they reach the town. If the PCs rouse Darrek, he will accompany them,
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Where is the Guard?
Ir anyone is lIlinking, lIley might notice

lIl:lI lIle city gUo3rd is absent rrom Heads·
man's Glade, even lIlough lIley lmcw lIlat
lIle emplO)'er or their prisoners was sup
posed to appear here 3t noon. Irllle Pes in
quire at the guardhouse as to why none of
the guard appeared to check out the bandits
story, they will be directed to Capto3in
Morgris, who ofTers one of lIle follo.....ing
explanations:

Ir Morgris is the Mastermind. he simp
ly ellplo3ins that he didn't believe the
prisoner. so he didn't bother to chock Ollt
lIle scum's story. If the Pes protest lIlat
Morgris should have checked it out. lhe
capuin ..... ill become angry. He )'ells at the
characters ror telling him how to do his
job. o3nd points out that he .....as right
any.....ay. since nobody suspicious sho.....ed.

Ir Agr:ast is the M:astermind. Morgris
ellplains that Lord Baethyn told him not to
bother checking outlhe erimin:tl·s story, :as
he :as sure it ..... :as alit. Irlhe Pes protest.
he ill again become angry, bello.....ing lh:lI
he was only following his lord's eomnund.
(Baeth)'n, Agr:ast's Go-Bctwttn, w:as the
one who was supposed to meet the mer
cenaries. He ordered Morgris to ignore the
bandit's story to hide his Own involvement
with the bandits, even lIlough the bandit
had no idea who he was to meel.)

Ir o3ny other eho3ro3cter is the Master
mind, Morgris ellplains that he ho3d no
knowledge or the prisoner's story. He asks
how the Peslcamed it; irthey mention that
Red Scan told them. Morgris says he will
check the story with the officer in chuge at
the time or the arrcst, Lieutenant S)'mond.
Iflhe PCs chock back later, thC)' willlco3m
th:lt S)'mond s....·eus that no prisoner lold
such 3 ule. Obviously, Red Scan made the
story up as 3 joke, o3nd he has been
punished ror doing so. (AclU:ally, Symond
is on the Mastermind's payroll. Red Sc3Il
was telling the truth. and Syrnond is cover
ing the incident up.)
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The Riders
The mrs arc bandit mcrc:en1ries, ex

aclly like !hose (Tom the robbery of the
Clumsy Lion (soc sidebar. p. 3S). They
b3ve MId know the following:

Whallht Ilid,n lIart
HaJ(\he riders are c:urying :Utes (I +4

tulting), half shonswords. (Those with
ues have the AxcJMace skill, rather lh:m
Shor1.Jiword.) They h:avc riding horses MId
appropri:ltc uclt for the horses; otherwise.
they 3re kk:ntic:l.lto the bandits on p. Oil

Each is c:mying roughly $200 in coin.

\I'hal tht Ridus Know
These :m the mercenaries of Shclek's

company, mentioned by lilt bandiu from
the Lion. They C3mc: from Simonton 3 cou
ple of weeks ago, nude :l rcndczvws with
acloaked and hooded figure 3t HcadslTWl's
GlJdc, :and were uken to:l strange C:lve

the Spider C.:we, $hclclt c!ll~ it - where
they weft b:l.lnckcd. They were given gcar
and provided horses. They can describe the
height, build. SCA ;lfld voice of the hocx:lcd
figure, but never got 3. good look at his (3ce.

(This was, of course. the Go-Between.)
Four bandi15 were len at the C:lve to

gu;m! it.
All lhese b:andi15 h:ave their orders.

They are ""'iIling to ulk freely in order to
keep from being sold into cro""n sl:avery. In
this case. their willingness to spc:ak freely is
no help to them; for this crime. those who
survived :arc going 10 wind up in etuins.

If c:aplurcd, Shclck knows little more
th:an his men; he h:a.s no ide:a who the
c1o:aked and hooded man is. though he can
lell whether the fello"" - the Go-Belween
- "":as bc:lrded or not.

The Legelld of/he Spider Cave
Most loc:a1 char:ac!CfS, including loc:a1

PCs. will kno"" oflhe Spider C:lve.
The p1:ace h:a.s an in!Cresling hislory.

According 10 legend. il WilS origin:a11y a
dwarven mine where they dug out great
chunks of gold. (This is co~elCly bogus.
:a.s there is no sign of d....arvcn mining here.)

The legend led others 10 dig around in
the cave from time 10 time. Some of them
never nude it out. EvenlU31ly, one would
be miner esc3p«! aflcr seeing his paMer
dngged aw:ay by a horrid. bl03ted spider
thing.

This is an old legend now. and used
mostly to frighten children ("E:al your pc:as
or I'll thro'4' )'01.1 inlO !he Spider C:ave. ").
BUI the loc:a1s kno.... thai there's no gold 10
be found and nothing good to be had there.
and it's so far oIT the bc:aten tr:ack th:at no
one goes !here anymore. This nukes il an
ide:a1 base of opcr:ations for the bandi15.

III/rigue in Harkwaod

but will send his squires to inform Fenmarc and Jaenyth, and order his men·at
arms to secure the manor grounds.

The riders and the pursuing Pes enter town through the open East Gate.
Begin combat in the center of town, in front of Baethyn's house. The characters
can be taking pot shots at the bandits before then - they close to within 200
yards as the bandits are riding through the gates - but assess all modifications
for nighttime and horseback archery.

ChlU'Q£/trs Slaying aJ tht Clumsy lion
The same situation - the party passes by the inn, awakening one or more

characters (use the IQ roll described above). At this point, the riders are riding
hard and making no effort to conceal themselves; anyone who makes the IQ-3
roll can look out the window and see them - clooked, armored and armed riders,
headed for Harkwood Town.

Characters following the bandits from the inn will be able to catch up to them
and begin combat against them as described above for those staying at Darrek's
manor. You mighlcreate a momenl of confusion by having the PCs from Dar~

rek's manor pass the Lion just as the PCs there are mounting.

Characters In lJarkwood Town
These heroes will not know anything's amiss until the screaming and torch

throwing begin. Then. it's a simple matter to look out the window and see riders
galloping around and doing dirty work.

Characters in town are probably staying at the Armsmen's Guild, the guard·
house or the Cock's Crow. All these characters can grab weapons and shields
and get to the doors ortheir various establishments; they will enter the streets at
the same time the other characters begin combat with the bandits, so everyone
enters combat at the same approximate time.

Th. Attack
The town is beset by more of the Mastermind's mercenary bandits (see

sidebar). It is defended by the city guard and - we hope - the PCs.
The bandits start off the attack by galloping through the open East Gate, then

riding up and down the city streets, yelling, cutting down people who appear in
the streets, shooting people who appear in windows, and throwing torches on
buildings. By the time PCs catch up with the main body of bandits, they will be
in the vicinity orthe Lord Baethyn's house.

Map out the block in front ofBaethyn's house and the guardhouse -the bat
tle is going on all over town, with townsmen and bandits chasing each other
through the streets, but the greatest concentration of action will be here. Scatler
across the map one mounted bandit per PC and one for each combat·oriented
NPC who will be involved in the fight. There should be a couple of guardsmen
- including Morgris - already engaging the bandits on the map. The guards·
men, including Morgris. are armed but unarmored (except for shields). In turn
one, mounted PCs enter the combat from the east edge of the map at any speed
they wish; PCs staying in town enter at the same time, coming from whatever
direction leads to their accommodations.

One bandit with a crossbow, is still on the top of the walls at the East Gale.
Another (Shelek, the leader) is hiding in the shadows of the wall, just inside.

CombaJ Notts
Remember that there's a sniper on the walls; he can only target people on the

main street, and he's an average of 160 yards away from the action. Therefore,
he's at a -9 to hit for range, and ·3 for darkness. so he only hits on a critical suc·
cess (3 or 4), even ifhe aims - his presence may make the PCs sweat, but he's
unlikely to kill anyone.
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Shelek, hiding by the wall, will only enter the fight ifdiscovered. (fthc fight
goes poorly. he will flee and try to return to the Spider Cave (described later).

There are numerous NPC guardsmen and city folk participating in the com·
bat. Don'l run their battles; just quickly describe the flow of action elsewhere.

When things start to look bleak for the bandits, they will begin to look for a
way out. Those who have a clear route to the East Gate will take it, and race
through the woods back to the Spider Cave. Bandits cut off from escape will sur·
render when they see their comrades flee. If the pes elect to pursue the fleeing
bandits. they will chase the ruffians through the woods for half an hour, until
they corner them in the Spider Cave - sec below.

- W'l' , " Ia!. -% ,'.
'f

\Vhy the Town is Attacked, If the Mastemlind is •..
Agrosl: This is his first step to weaken Harkwood. It's intended to embarrass

Fenmarc, by showing his noble visitors that he can't protect his barony.
Ayfara: This is simply and plainly an act of cruelty; she knows that setting

torch to the town will cause grief to her father. The bandits' primary mission,
then, is to burn down the various buildings; they know this, but not why.

Darrek: This attack is designed to begin the process of wearing down the
numbers of people loyal to Fenmarc. The bandits have been told not to torch
much, but they are to kill Baethyn, Morgris, and the city guard, as well as any
knights or other nobles who show up. (Yes, he's indirectly ordered the bandits
to kill himself. This is to throw suspicion elsewhere in case they're captured.)

FeTllTlllrc: This is Mad Fenmarc's first step in the process of destroying
Harkwood. The bandits have been lold just to kill and kill and kill. Their reward
will be based on how much wanton destruction they can accomplish.

Morgris: This assault is designed to kill any good fighters who might stand
in Morgris' way during the later events. The bandits have been encouraged not
to harm innocents, but only to kill the good fighters - Darrek, Jaenyth, the
guardsmen, and the pes who distinguished themselves the previous night.
Morgris, incidentally, will have been "on duty" when the action started, and
will be fully armored. He will not do terribly well at harming the attackers,
though this should look like normal missed rolls, rather than deliberate sandbag·
ging. If he takes an injury, he will make it look somewhat worse than it is, to
keep from killing his own mercenaries. The riders, however, don't know that
he's the Mastermind, so he will kill them if he must do so to save his own life.

Tefberan: This assault is being made to kill Baethyn. That's all. The Riders'
main effort is to burn Baethyn's house down with him inside, or to cut him down
ifhe flees. If his wife or servants die, too bad. (Telberan is jealous of Baelhyn's
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The lIarkwood Town Guard
Age:llld 3ppe:u:mce v3ry.
ST 12, OX 10, IQ 10, HT II.
B:I5ic Speed 5.25; Move 3 (5 without

Ch3in).
Dodge 3 (5 without ch3in); Pur)'

(Glaive) 5; (Shonsword) 6; Block 4.
Chainm3i1 and Medium Shield;

Medium Encumbr.mce.
Adv:lllt:lge; P3tron (Harkwood Town).
Disadv3nt3ge: Out)' to II3rkwood

Town.
Skills: Shoruword- I2; Polearm-II;

Shic:ld-12.
We3pons; Shonsword; 1+2 cutting, I-I

impaling; Glaive; I +5 cutting, 1+2 imp:ll
ing.

On dut)', guardsmen we;ar ch;ainrTUiI
(ellch gU3rd is inued a suit - which
rcrTUins the propen)' of the lown - whcn
he joins). Tonight, hO'4'ever, the)' h;ave
jumped out of bed. gf3bbcd lIleir we3pons,
:llld rushed to lIle streel to fight the invJd
ing b:llldits. All lIle gU3rdsmcn belted on
their shOn5'4'ords; h::alf of them grabbed 3
medium shield, while lIle other h31f picked
up lIleir g1aives. None of them h3Ve h3d
lime to put on lIleir eh3inrTUiI. Those with
gl:lives will use lIlem against passing
horsemen, bUI '4'i11 drop them :l5 5000 35
they 3re eng;aged in hillld-to-h:md COmb3!.

S)'mo1ld and Red Sean
S)'mond is 31icuiefUnt in the H3rkwood

To'4'11 Guard. and is also on the p;ayroll of
the MUlermiod. !'Ie uscs the b35ic guards
nun description, above, but adds thedisad·
v.unage ofGrccd, 35 wdl :l5 Shonsword·IJ
:llld Shield-IS (giving him a Block of .5).
Red Sean is a p1e.15:lllt young gu3rdsm:rn,
quite out of p13ce ww;lcr S)'mood. He uses
the basic gtl3rdsman description above.

fires
When the fight ends, it will be 3bout

three hours until dawn. V3riOUS buildings
around Il:lrkwood 3re on lire. The PCs
ma)' wish 10 help put them out. If sO,lIlcy'U
be pan of the buckcl·brig3dcs slIelching
from the lown's wells 10 the burning
houses: )'00 can give a PC 3n opponunil)'
10 rescue 3 child or f:lir rTUiden from ;a
burning dwelling if you wish.

Pulling oul all lhese fires will t:Ike :ll1

hour. The d;arTUgc will nOl be 100 grc31 
no buildings were re:lll)' ruined, exccp( for
the M:I5lermind options in which BJethyn
is urgcted for death. In those scen3ri05.
the governor's house will be 3 tou1105S.
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The Spider Cave
This d:mk. d3fK n:llural cave has occa

siooally been ....hittled at and expanded by
prospectors. The ltlJp sho~'s one I:lfge
ouler and one small inner cave, plus
various passages leading to dead ends or
lower nyc levels. The center of the cave is
about 7' U11; in the hexes 3dj3CCnI to the
.....all. ilSlopes de....'ll to 4' .

Oultr Chamber. This luge ch:unbcr has
:m cn~e big enough for horses. Lines
:md bl:mkclS strung from the '\'3l1s recently
$cf'/cd 3S crudcsl3lls (or Ole horses, and the
ch3mbcr smells of manure. There 3rc
neither horses nor bandits cumntly here.

/till" Chambtr. This is cvidcntl), ....here
lhe bandits slept - !here are numerous
bedrolls spread 3round. A small flue
provides some drcul3lion :md:l link relief
from the concc:ntrated manure odor. At
.. X" is :I slab of rock cunningJy filled to the
surrounding rock; it is secure, lhiclr: aoo
docs not sound hollo...... It ~uircs 3ll IQ
roll at -4, minus 3dditional d,ukncss mOO·
ifleu, 10 spot. :and a colJbincd ST of 2S to
lifl. This is Ihe door o( Ihe Spider's neSl

Spidtr's lAi, (1101 sIlOlo'''). Beneath the
.. x .. is the Spider's ncst,:I sm:ill, circuJ3l'
ca\'e five hc~cs in di:unclCr. In il :are !he
bodies of me (our bandits left behind (five,
ifShclek nude it back); the)' art quite dead.
A sm:ill (one-he~) tunnel le3tb dov.1lward
inlo lhe 10Yo'CT e3ve compleJ;, 3.S some orthc
p3.S5agc:s did.

Tht Spidu
ST 20, OX IS, IQ 2, HT 14118.
Speed 7; Dodge 7; Size 2.
PO 2, DR 2.
Att:lcks: Bile: I +I impaling: Grapple:

2 dice crushing.

The Spider is 3 /7lOll!itrOlls relative o( the
trapdoor spider, with a bloated, tYo'o-)'3rd
long body and eight hairy, (our-(ool·long
legs. (Though its legs c~tend intO !he eight
hettS 3djacent to lhc twO its body occupies,
the Spider attacks using its relatively short
mandibles; lhus illJ13)' be treated 3.S 3 tv.·o
hex creature "'hich only 3ttlcks al e10se
range.) It h:u a ncsi beneath the cavern
floor. If anyone sleps within two hc~es of
its tr3JXloor, the Spider ",U1 pop out and
"grapple" Ihc victim to dr3g it into its nest.

On lhe tum after a successful grapple,
the Spider will begin to dlllg lhe victim into
its ncst. It only uses the bite 10 inject poi.
son, once il has a victim alone. The Spider
gelS a +4 to its OX when roiling 10 bite a
character it h:lS a1re3dy gr3ppled. The Spi
der's venom is a paralytic; wilen bitten, a
eharXlCr must make a roll againsl HT-3 to
avoid being immediately paralyzed. If he
fails this roll, he will be immobilized for a
number of hours equal to the amount by
which he missed the HT·) roll.

If roes retreat, lhe Spider will pursue
them throughout the eave complex. It will
not, hO"'ever, leave the caverns.

Intriglle in Harkwood

superior abilities and of how Fenmarc always listens to Baethyn first, Telberan
last - at least, as Telberan perceives it.) To give the old man a fighting chance.
fire damage 10 the house will not drive Baeth)'n and his family out into the street
until the combat is well underway.

Rewards
Award each PC standard character points, as in the previous episooe.
All caplured bandits will be convicted of crimes ranging from assault to

arson to murder. Revenues from the sale of their gear and horses will go through
the normal dispersal process, much of it ending up in the characters' pockets.
However, since so many others will have participated in the fight, the PCs will
get less money; figure their shares based on the gear of the bandits actually ap·
prehended on the combat map (this will be the same as it was in the previous
episode - $1,000 worth ofgear per bandit, with a resale value of$600). Though
all the bandits caught tonight will ultimately be sentenced to slavery, the revenue
generated by their sale to the Crown will be awarded 10 the families of people
killed in the fight. The money brought by the sale of their horses goes to com·
pensate the owners of property destroyed in the fires about town.

,,,,,,.. The Spider Cave
It's a nasty trip 10 the Cave if (hey go

during the night, and you can complicate
matters by having the characters tripping
and banging into things en route. The
Cave itself is a quarter mile due north of
Darrek's manor; the trail is overgrown
(though recemly it has had some use) and
in the thickest part of the wood.

Assuming they decide to go to the
Cave. they'll be doing so!o find and defeat
the remaining bandits there.

However, the legend of the Spider is
not mere fabrication - there is indeed
some sort of awful creature down in the
caverns below the topmost cave. Roused
by the noise during the last couple of

weeks. it has finally corne up to see what's on the stove. When all the mer·
cenaries were there, the creature kept its distance, but with only four remaining,
it decided to feast.

By the time the characters arrive, all four of the bandits who remained be·
hind are dead and carried off, and the Spider is there. waiting ...

When they get to the Cave, the party will see one lone horse in the field out
side. Jts tether-rope seems 10 have been broken, its eyes wide with fear. It won't
let PCs or anything else approach it, it'll just run off.

The characters can sneak around outside the Cave all they wish; they'll see
no movement. They can shout and demand the bandits' surrender; they'll get no
answer. There'll be no result if they decide to smoke out the bandits with fire.
They have to go in to find anything out.

(Incidentally, ifShelek ned from HzrkwO<Xl Town and made it back safely
to the Cave. he had a nasty shock when he met his host. He's dead, too.)

Setting Up The Encounter
Below is the map to the Spider Cave; the map key in the sidebar on this page

describes the Cave layout. Transfer the map to a larger hex grid to run the com
bat. Don't put the "X" on the combat map.

The PCs must use torches !O see anything in the Cave.
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The enemy consists of a single opponent 
the Spider (see sidebar). When any character
moves within two hexes of the "X," the Spider
will pop up and attack. The PCs will be taken
by total surprise, and will freeze for 1·6 turns.
After the initial freeze period has passed, each
character makes an IQ roll at the beginning of
every turn; a successful roll means he "recov
ers" from his surprise, and may act normally
for the rest of the combat.

If you wish to inject a moment of horror,
the Spider can pop out, grab an NPC, and re
treat inlo its lair, all before the characters can
react. Can they work up the nerve to open the
lair? Can they save the victim in time?

Rewards

Award standard character points as for pre
vious episodes.

After the fight is done, the characters will
have little left to do at the Spider Cave. They
can guess that the bandits there are dead or fled;
if they kill the Spider, they can confirm that they're dead. The dead bandits 
the four who remained at the cave, plus any who made it back after the raid on
Harkwood Town - were each carrying the gear described for them on p. 35.

The Remainder of the Day
Tomorrow - Friday - is the first day of the two-day Summer's Day Tour

ney in Harkwood. Throughout the rest of today, the majority of the tournament
participants arrive, setting up camp in the Tourney Glade. If PCs are of a mind
to wander and meet people, let them. People occasionally need help pitching
tents. Carpenters are repairing the joust field stands. Campfires are being lit, ale
and wine passed around, stories told. Agrast the Charlatan is juggling and per
forming tricks. Let the pes interact as they wish with NPCs.

The Tournament
Fenmarc's Prize Tournament occurs twice a year - once at Shroftyde (Feb

ruary 19-21) and again over Summer's Day (June 23·24). An event for com
moners and nobles alike, it offers numerous competitions and other attractions.

There are five martial contests in the tourney: The Footmen's Competition,
the Crossbow Competition, the Longbow Competition, the Joust and the Grand
Melee. There are also Bardic competitions in the categories of song, story, poem
and ribaldry, as well as contests for most crafts, including leatherwork, armoury,
embroidery, and especially cooking and brewing.

On the first day of the tourney, Friday, June 23, the Footmen's Competition
begins soon after dawn; because of the huge number of participants, it continues
until dusk and on to the next day. The Crossbow Competition and Longbow
Competition also occur the first day. The second day, the Footmen's Competi
tion finishes up and the Joust and Grand Melee take place. Throughout the tour
nament there are roleplaying opportunities.

Tilllcline
The tournament is conducted on a consistent timeline, and you can describe

the day's events as they occur.
Friday, Dawn: Arvin the Herald awakens everyone camped in the Tourney

Glade by wandering hither and yon, bellowing in his professional herald's man-
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Chasing the Riders
to the Sp~'der Cave

If any of the bandits who p.:anicipJted in
the r:lid on Harkwood Town CSC3pc:d and
are pursued by the party, they will nee on
ho~xk until they I'C3ch DJrrck's manor.
Beyond Darrc:k's manor, lhey will dis
mount and lead their horses do ....'n the: den
sely overgrown trail which leads 10 lhe
eave:. UnfJmiliar ...·ith the trail, PCs in pur
suil will have a hard time keeping up, and
will lose sight of them in the thick vege·
ution. Similarly, flying eh:J.fXlCrs ....ilI be:
unable 10 keep track of the fltting riders
lhrough the heavy trot cover. By following
the path, ho....ever, the PCs will eventually
eom:: 10 ....hat is obviously the bandil's hide
out - the Spider Cave.

From outside the eJve, lhe pany ....ill be
able to hear lhcrn moving aboul within,
trying to setlle meir horsc.s and e:uling to
someone Jpparc:nt/y deeper in the cave.

If the PCs wait outside the cave, the b3l\
dits setlle 10 silence very quiekly. Arter J
couple of minutes, t/"IC PCs heat a terrible
SCl'Cam from .... ithin the cavc, followed by
thc: sounds of 3 chaotic fight - the singing
of mel.:l.l, the shooting of obvioosly terrified
men, the panicked screaming of severely
spooked horses. A couple of horses break
out of lhe cavern and disappear inlO the
woods. Then, almost as suddenly 35 il
began. the din fades, and all is siknt ""'it/lin
the eave.

If the pany en!Crs lhe cave, they will
rUld it empl)' and silent. e:-:cept for a few
smears of blood on the noor. The Spider.
having bitten all the bandits remrning from
lhe r3id, has dragged them into its lair 10
devour them.

If the PCs immc:diatc:ly rush ;nto the
cave in order to attack the bandits. they
will find them Stilling their horses in 1Ile
ouler chamber. Sci the bandits up for :1
fighl, remembering any wounds they might
have I:lken in lawn, ofcour5C. Lei the bat
lie begin :lS the PCs pour into the cave.

Five seconds imo the fight. though.
somc:lhing /10 alit: e:-:pccts happens - 1I1e
huge spider charges from lhe inner ch:1m
ber to grab whoever is clOSCSI. The Spider
....ill begin to drag the character b:1ck to its
nesl. Once the victim is safely in its nest
and paralyzed, the Spider ""ill reappear
and attack uother charxter. The Spider
eannor. tell the bandits from Ihe PCs - il
sees everyone :l$ food.

If possible. the ba.ndits will attempt to
nee while lhc PCs are occupied with the
Spider; if nor., they will defend Ihemsclves
againsl both Ihe PCs and lhc Spider:l$ best
Ihey em. In order to get the b3lldilS /0
cooperate against the Spider, a PC must
get a Very Good or better reaction from the
ruffians; otherwise, Ihe bandits arc can·
cemcd only ....ilh their o.....n escape from
both human a.nd 3.r3chnid foes.
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,,'
Sir Dan-ek

Age 30; Blonde bair and be3rd. blue
eyes; 6' I". 175 Ibs.

ST 14, OX 13, IQ 11, HT 12.
8:uic Speed 7.62.5; Move 4.
Dodge 4; PUT)' 7; Block S.
Light Plate and Medium Shield; Hcavy

Encumbr:mcc.
Adv:ll1L:1gcs: Soci31 SUlu$ 3; Weallh

(Wc:l.lthy): Patron (Buon Fcnmarc); Ap
pcar:lOCc (Attractive).

Dis:KIvanuge: Duty 10 Baron Fennurc.
Skills: Br03d5word·1 S; Knife-] S; Knife

Throwing.!4; Shield-IS; Lance-IS; F:as(·
Draw (Sword)-l4; Crossbow-13: Running
II; Riding-IS; TKtks-J I; Tt:1cking-JO:
S:avoir·F:ain::·JJ.

Weapons: Thrusling Broadsword: 2+ I
cUIUng, I+2 impaling: Large Knife: 2-2
cutting, I impa1ing.

One person no one at the tourney can
miss is Sir Oarrck, Hackwood's senior
landed knight. On Friday, D.mdt will be
ncar lhc toumey field at all times, supervis
ing the Footmen's Competition: 00 5:lIur
day, he'll be csJXCilllly busy watching over
both the footmen's list:md the Joust, and at
the S3~ time competing in !.he latter. Even
as busy as he will be on S:ltunby, Darrek
is r.hc local favorite in the Joust.

DUfek is a eousin of lord l.:llhan Red
beard of Rcdh:lli. He W35 uken in by old
Sir Bohan of Harkwood and raised 35 11

squire. He distinguished hilJ15c1f in eoml)31
ability and W35 promoted 10 knighthood
with due speed; when Sir Bohart died
without heir nine years ago, B:lfoo Fen
m:l.rC a.....arded his lands 10 Darrck.

Danek is 30, very eOJrtly and dashing
of m:umer, and UlUT13rried. He is not lUI
romantic. bul is looking fOf a politically viJ
ble nulCh.
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ner, "THE PRIZE TOURNEY OF BARON FENMARC IS COMMENCED; ALL
FIGHTERS WISHING TO ENTER THE FOOTMEN'S COMPETITION MUST AS
SEMBLE ATTHE TOURNEY FIELD AND HEED LoRD DoRLYN ..." Mennwhile,
in the various inns and manors and homes, people are rousing, dressing. gather
ing armor and weapons and spinning and embroidery and picnic baskets, and
otherwise preparing to make a day of it. For the next hour or so, the Tourney
Glade is flooded with people.

An Hour After Down: The first round of the Footmen's Competition begins
with about 130 participants. This round lasts until about lunchtime.

Midmorning: The first round of the Crossbow Competition begins.
An Hour Before Noon: The first round of the Crossbow Competition will

have finished, and the final round commences.
Noon: The Crossbow Competition will be over and its purse awarded. All

tournament activities cease for the midday meal; the marketplace is jammed and
merchants selling food from platters wander everywhere.

An Hour After Noon: Tournament activities resume. The Footmen's Com
petition begins its second round about now, the field narrowed to 60 or 65 par
ticipants. The Longbow Competition commences. A character can participate in
both events - paint a comic scene of him running about trying to get from one
event to the other as his name is called by heralds on ench field.

Midofternoon: The first round of the Longbow Competition ends and the
final round begins. The second round of the Footmen's Competition is usually
over by this time and the third round commences with about 30 participants.

An Hour Before Dusk: The Longbow Competition concludes and the purse
is awarded; the third round of the Footman's Competition ends. The day'S fight
ing is done, and the marketplace again is flooded by people.

Dusk: Huge campfires are buill in and near the campgrounds as large groups
of people cluster to eat together and enjoy a good time. The Bardic Competition
takes place from now through midnight; it is judged by Fenmarc and a panel of
nobles he chooses (and might include any PC noble, especially one with artistic
talents). At the end of this time, prizes (usually purses of $2(0) are awarded in
the categories ofSong, Story, Poem and Ribaldry (Le., entertaining bawdy story
or song). The subsequent drinking and celebration often go on until dawn.

SOIurdoy, Dawn: The celebrants who drank all night, or nearly so, fall over
and resemble dead things for several hours, rousing only to shout imprecations
at the herald Arvin when he makes his rounds, waking people up.

One Hour Afler Dawn: The Footmen's Competition, with about sixteen
competitors left, commences its fourth round. About an hour later, the first
round of the Joust - usually with 16 entrants - is held. From then on. the
rounds of each list alternate, with each round eliminating half the competitors;
each round lasts about thirty minutes, so every round in each competition begins
about an hour after the round before it began. The seventh and final round of the
Footmen's Compoetition is held about an hour before noon; the fourth and final
round of the Joust follows immediately after. Prizes for ench list - first the
Footmen's, then the Joust - are awarded just before noon.

Noon: Tournament activities suspended for midday meal.
One Hour After Noon: The Grand Melee takes place. Traditionally, the win

ner of the footmen's list captains one team. the winner of the Joust the other.
Later in Ihe Aflernoon: The tournament is officially over. but visitors take

their time packing, instead socializing and making their good byes, drinking and
carousing, pressing good deals at the Merchants' Bazaar, etc. Throughout the
afternoon, travelers head out along the road in a steady stream, and by dusk the
Tourney Glade is an empty, ravaged mess.
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Conducting the Tourney

Footmen's Competition
The Footmen's Competition is a melee combat list open to freeman fighters

over the age of 14. It's usually conducted in seven rounds (eight in especially
heavy years). As mentioned above, it begins an hour after dawn the first day of
the tourney and continues until midday the next day.

Fighters wear their usual armor, and are armed with blunt weapons of their
choice; use the Non·Lethal Combat rules on p. 62. Contestants fight in a flat,
open field, 20 hexes square. The Tourney Field is roped off into four combat
areas for this purpose. The fighters begin the combat 10 hexes apart.

On the field are three referees, armed with quarterstaves. The head referee
is present to keep the fighters honest and may declare wounds - "Your leg is
crippled," "You're dead," and so forth - when he feels a fighter is being
dishonest. Whenever a fighter ignores a "Perceived Damage" wound that would
have hurt him, have the referee roll against his IQ of 12; a successful roll means
he noticed the bad call. The second time he sees a fighter ignore a "wounding"
blow, he will begin calling the fighter's wounds. This is embarrassing to the
fighter, as he begins receiving catcalls and heckling from the crowd.

The other two referees use their quarterstaves 10 push the fighters back from
the crowd ifthey drift 100 close to the edge ofthe field. The fighters are supposed
to freeze when a referee calls, "Stand fasl!" and resume only on his command.

This lournament is single-eliminalion; once a fighler falls over "dead" or
"unconscious," he's out of the Footmen's Competition.

Don't worry about gaming out the first couple of rounds, unless your players
are really into combat. Just tell the participaling players lhat their PCs are good
enough to last through the weeding-out rounds.

Begin to play out the combats with the third round, which starts on Friday
afternoon. Set up four 20" by 20" combat areas on one large map, and run the
combats for all the PCs in each round simullaneously, to keep everyone involved
throughout the round. Don't bother to run NPC vs. NPC fights - if it matters
how a particular NPC does in the tourney, just describe his bouts quickly, per·
haps based on a Quick Conlest of weapon skills between him and his opponents.

In the fifth round - which will have only eight competitors - you can start
pitting PCs against one another and the toughest of the NPCs. From this point
on, combats are run one at a time, rather than four at once. The sixth round will
have only four competitors in two fights.

The seventh round determines the winner ofthe event. It's important to keep
the characters aware ofthe crowd reaction during the final round - the boos and
cheers from the various factions who have chosen their favorites.

The prize for this list, awarded by Baron Fenmarc with congratulations, is a
purse of $500 and a fine quality large knife, nicely engraved and balanced, with
a tooled sheath, worth $200 ($160 for the knife and $40 for the sheath).

Crossbow Competition
The Crossbow Competition starts early on the first day and only takes a few

hours. It is open to anyone of Status 0 or better, though the nobility normally
leave compelition with this somewhat inelegant weapon to those of Status 0 or I.
About fifty entrants have registered for this year's competition.

The target is set up at a distance of 100 yards. All competitors must use ST
10 crossbows, to make sure that victory goes to the best archer, rather than the
most powerful bow. In the preliminary round, the competitors loose five bolts;
the best ten finishers advance to the final round. In the second and final round,
the competitors shoot ten bolts each; the best score wins the event.

The competition uses bullseye targets a yard in diameter, with five con·
centric rings in alternating red and white. Hilting the outermost ring - which is
red - is worth I point; the white ring inside that one is worth 3 points, the next
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Dame }aeflyth
Age 26; Black hair, brown C)·cs;~' 7",

1351hs.
ST II, OX 14,IQ 12, liT II.
Basic Speed 7.S; Move 4.
Dodge 4; Parry 7; Block 6.
Light Plate.1nd Medium Shicld; He:IVY

Encumbrance.
AdviUluges: Social SUluS 3; We:lith

(We:lithy); P.:ltron (Buon Fennurc); Un
gu:ageT:lienl +3; Literacy.

ois:K!vallugcs: Truthfulness; Qvercoo
rtdenee; Duly 10 8uoo Fe.nnurc.

Skills: Broodsword-I~; Shortsword·14;
PoIC3rm·14; Lance·I~; Bow-14; Shield
18; Fast-or:aw (Sword)·16; Riding-17;
Running-IO; S3voir-Fairc-12; S:ailing-13;
Swimming-16.

L3nguages (with L.1nguagc T:tknl B0
nus): Ang.1ish-15; Elvlsh-14; o ....':trYish-13;
Arabic-13; L3tin-14; Norman Frroch-13.

o3rrw= Jaenyth, llar¥wood's junior land·
ed knight, will also be .1 prominenl figure at
the (oomey. On Friday, she'll be running
the archery competitions, and 00 S:aturd:ay,
she'l be assisting D3rrek in running the
JOUSI and the lin:li rounds of the Footmen's
Competition.

A young noblewoman of Simoolon,
J3enyth nun3ged 10 persuade a knight of
Simonlon (a knight of the Order of the
Slone) 10 make her his squire. In spite of
the oceuion:li mockery of her nu.1e pttrs
(worrw=n knights still being sorrw=thing of.1
rarity in the Southlands) she endured the
full regimen of training through the yean,
and was dubbed a Knighl of the Slone five
years ago.

Baron Fennu.tc, who rrw=( her 3t !he
knighlhood ceremony, W:l.S impressed ...·ith
her 3bilities, holh knightly and Iinguistie.
He olTered her l:1Ilds :md a d.....e1ling if she
would come: 10 Ihrkwood - 10 xt :as
knight, tulor 10 L.:Idy Aylu3, and chief
translator for Harkwood when the I\(:ed
arose. AI first, she declined, p1mning on a
earecr of knighl-crr:tlltry "'ith the Order of
the Stooc. Two YC3rs later, however, she
resigned from the Order and acccpted the
Buon's ofTer.

Jacnyth is 26 and unmarried. She is
dedicated 10 the knightly code. She over
works herself, and takes on too many
squires and responsibilities.
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The Competition
In running the variow compcliliofl5 of

the toomey, you will need a few NPCs 10

put up :ag:ainst your heroes.

Tht Foolmtn's CompttiJion
This is !he "generic IighlC:r" for !he

foouncn's list:

ST 12, OX II,IQ 10, HT 10.
8a.sic Speed S.2S; Move 4 or 3.
Dodge 4 or 3; Pmy S; Block 4.
He:avy u::athcr :md Medium Shield;

Light Encumbr:anee; or Ch:ainm:ail :and
Medium Shield; Medium EncurOOr3I1Ce.

Skills: Round 3: We:apon·ll; Shield
12. Round 4: Weapon-12 (Pury 6);
Shield·13. Round S: We:apon.13 (Parry 6);
Shicld-14. Round 6: We:apon-14 (P:arry 7);
Shield-IS (Block S).

As you e3ll .sec, !he qU:a1ily of !he op
posilion - represenlcd by we:apotl skill 
rises:lS!he weaJeer fighters 3re eliminated.
Ifyou fight out Rounds I :and 2, simply use
the skilllcYels givcn for the ROWld 3 fighl
er. The fin31 round, \he sevcnth, should
not be fought :against :a generic opponent;
inslC::ad, make il a fight between two PCs,
or a PC and a "name" NPC, such:LS Mor
gris or cven Arik.

Until Round S, only 2 fighlC:rs in 6 will
have ch:ain; from Round S on, half the re·
m:aining fighlC:TS will be wc:aring chain. To
determine the fighter's .....e:aporl, roU one
die; a 1 or 2 indic:ales a broadsword, a 3 or
4 is an ue, a S is :a bastard sword used
onc·h:andcd, and a 6 is a b:uLud sword
used lwo-h:andcd (no shield).

Tht Archt" CompttiJions
In the archery competitions - erossbow

and longbo..... - you needn't play OUt the
whole preliminary round, since the archers
arc not competing directly againS! one
another. Simply havc each PC ShOOl his
round; it takes a toU1 score of 30 or betler
to qtL1lify for fm:ai round. Tell the players
that a tou! of :about a dozCTI oihcr archers
made the CUI.

For the final round, len the PC archers
lhallhey have the field tou1ly oulelassed,
except for two NPC archers. The PC(s)
and the IWO NPC archers will shoot their
mows in tum, one 31 3. lime, :ail :al the
same target.

In the fm:als of lIle Crossbow competi
tion, Morgris, the capuio oflhe Harkwood
Town guard, has Crossbow-14. Ogden, a
mercenary from Simonlon, has a Cross
bo..... skill of one less than the besl PC
crossbowman.

In the rillais of the Longbow competi
tion, Car:adoc, a man of Jaenyth's lance,
has ST 13 and Bow-14. Lady Dana Kors·
d:atlCr, a noblcwonun visiting from Car
diel, has ST II and a Bow skill equal to
!hat of the best PC longbowlTWl.
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red ring is wonh 5 points, the white ring inside counts 7 points, and the red
bullseye is worth 9 points. A 5-point penalty is assessed for each arrow that
misses the target completely.

A character rolls to hit the target for each bolt in a round. When figuring each
archer's effective skill, take into account all modifiers for range, aiming time
(maximum of three seconds), and the bonus for aiming at a stationary target. Ifhe
makes his roll exactly, he has hit the ootennost ring, for I point; for every point
by which he makes his roll, he hits one ring closer 10 the center. Thus, a roll
which succeeds by 4 or more hits the bullseye, and scores 9 points. A shot which
succeeds by 8 or more hits the bullseye and, if another archer has already hit the
bullseye, splinters the other archer's bolt. This isn't worth any extra points, but
impresses the crowd immensely, and will be used by the judges to break a tie.

If two or more archers are tied for the lead after the final round, the target is
moved back 25 yards, and the leaders meet in a tie-breaker round of five bolts.
Remember to refigure the penalty for the new range of 125 yards. If, after the
tie-breaker, the leaders are still tied, the target is moved back another 25 yards,
and another round of5 bolts is held, and so on, until the tie is broken.

The prize in the Crossbow Competition is a purse of $500, plus an elegant
yellow-trimmed, black leather quiver - holding 20 bolts - worth about $150.

Longbow Comp~tiJion

The Longbow Competition, which is conducted on the afternoon of the first
day, is very similar to the Crossbow Competition. It is open to anyone of Status
oor better; since the longbow is considered a "noble" weapon, many nobles do
enter this competition. Despite the name of the contest, bows of any size are al
lowed (ell:cept composite bows, which are virtually unknown in Caithness any·
way). However, [he competition has never been won by anyone using anything
smaller than a longbow.

The Longbow Competition is scored exactly as the Crossbow Competition,
and uses the same bullseye targets, though range for [he first round is only 75
yards. The only significant difference is that characters use their own bows, so
their range increments will vary. Be sure to take the aiming and stationary-tar·
get bonuses into account as well.

The prize for the Longbow Competition is a purse of $500, plus a gold
c1oak-dasp featuring a longbowman in silhouette; the clasp is worth about $200.

The JOUSI
The Joust is, of course, the competition for Caithness nobles. It is open to

anyone ofStatus 2 orbener, and any squire. The JOUS! is held on Saturday morn
ing, alternating rounds with the Footmen's Competition on the Tourney Field.
Typically, fifteen to twenty knights, squires and nobles enter the list.

Specially-made jousting lances (see sidebar, p. 63) are used in the Joust.
These lances have a broad, blunt head, called a coronel, and are carefully weak·
ened to snap rather than deliver too powerful a blow. Like the Footmen's Com·
petition, the Joust is single-elimination; the loser in each bout is eliminated from
the tourney.



For each pass, the lancers begin at opposite ends of the tourney field. At the
signal, they charge one another, each passing his opponent on his own right. If
neither rider is unhorsed in the pass, they circle round and await the signal to
charge once more. Naturally, broken lances may be replaced between passes.

For simplicity's sake, assume that the field consists of 16 participants this
year. Round One will have eight combats, Round Two will have four, Round
Three will have two, and the last round consists of only the finalists. You should
probably play out all bouts involving PCs, but there's no need to run NPC vs.
NPC contests. Just describe the action and pick the winner; if you want an ele
ment ofchance in the NPC bouts, run them as a Quick Contest of Lance skills.

The prize, presented on a silken pillow by lady Aylara, is a magnificent sil·
ver hunting horn, inlaid with scenes of the hunt. It's worth $1,000, should the
winner be crass enough to sell it.

Th~ Grand Mdu
An hour past noon on

Saturday. the Grand Melee
is held. It·s a wild and
woolly fight, mayhem in a
dUSH:loud. Anyone with
Status 0 or beller may
enter, though many tour·
ney participants have the
good sense to stay away
from it.

Like the Footmen's
Competition, the Grand
Melee is fought with
blunted weapons. Knights.
squires. other members of
the nobility, and mercen·
ary or guard officers (basi·
cally, anyone with Status 1+) may fight on horseback; freemen fighters must
remain afoot. Only hand weapons may be used; missile and thrown weapons are
prohibited, as are lances.

The winners of the Footmen's Competition and the Joust act as team captains
(even if the Footmen's winner is only Status 0). The captains take turns picking
members for their learns, one at a lime. until every participant has been picked.
Members of one learn have yellow kerchiefs tied about their helmets; the other
combatants have black, and the referees wear red. Attacking a referee is "death"
- any fighter who does so is immediately disqualified, and must leave the field.

At the signal, the two forces move together and commence a lunatic combat.
Since the individuals on a side have not trained together, there is little in the way
of formation - it's all broken lines and shifting ranks.

The referees keep a sharp eye out for fighters not calling their blows; in all
the confusion. a referee must roll against IQ4 to notice a bad call, but they don't
wait for a repeat offense to disqualify a fighter. Ignoring a single blow - even
to a limb - is grounds for immediate disqualification.

When a fighter is "dead," he removes his kerchief and leaves the field 'IS

quickly as he is able. When only the members of one team remain on the field.
they have won the Melee.

The Grand Melee is a battle·scale combat, with roughly sixty fighters on
each team. You'll want to take a few shortcuts when running the Melee. in order
10 make it play at a reasonable pace. First, don't play out the selection of the
teams; simply assign the PCs to one or both teams, rewarding those who per·
formed well in the previous competitions by saying they were chosen very early.
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Mocking MyrrJdis
Myrddis is :I lunatic who pvticip:lt.e5 in

the: FOClI.men·S Competitioa; I grat cr09o"<1·
plcue-r, he runs and leaps uound, keeping
""e11 dear of his opponent, tr)'ing to use the
refcree u a shield, h:mnguing the OIhcr
fighter. delivering a non-stop tif3de of
amusing insult and s:afCum. (This clo.....n·
ing and insult is for cro....d apprcci.1tiOl1
only, and he never goes fu cnough to real
ly insult his oppoocnt.)

In lhc early rounds, Myrddis usually
m1II:lges to :Ulgcr unskilled opponents into
nuking f:auI crrors. Put him up :ag:ainst :a
PC in lhc third or fourth round. As soon u
tbc PC l:ands :a blo.... 00 bim - reg:ardlc:ss
of ho.... light it "":as, or ,.,·here it hil 
Myrddis drops to tbc ground. clutching his
"injury." Hc'l1 tn03n in :agon)· for:l full
minutt V'Id then "CJipire," punctu:ating the
pcrfOnt\:lf1C(: ""i1h :an involunUr)' l",·itch or
1""0. 1bc cro",·d loves him.

MynJdis is actu3.1ly :a bud (Bard-14),
:and spends thc rest of the toum:amcnt '''':In
dcring around and composing littlc ditties
:about the local personalities. Hc's :I com·
petilor in the Bardic: Competition.

For Myrddis, use the generic fighler on
p. 44, giving him skilllcvcls :appropriale
for Round 3, regm1lc:ss of ""hen he fxes
the: PC. He :also h:as the dis:xlv:anuge of
Pxifl5t (Sclf-Oc:fcnsc Only).

A LuIy's Fa.'or
It is tT:adition:al in C:aithness th:at evcry

knight in a joust uny the: favor eX a I3dy.
This usu3.1ly IUCS the form of a sc:arf, a
pK:cC of crmrojdery, :I ribbon or cven :l

piecc of jewelry, tied to the knight's helm,
l:ance or shoulder. By gr:anting her f:avor, a
l:ady signiftes lhat she supporulhc knight in
lhe jousl, :and thai she bel icves in his honor
- for when:a knight curies :al:tdy's f:avor,
he c:arrics bcr honor u ....eD :as his oYt·n.

Remind thc p1:1Ycrs of lhis tr.Jdition,
and lhcn let them s""eat for:a fcllll' moments,
as lhcy look :about ",'i1illy for :a l:ady ",·ho
mibht grant them a (JVOl". There should bc
plent)' of1:adks 3bou.t to provtdc: this honot
- m1IIy lesser lords and l3dks:are in allen·
d1ntt. The best f:avors to carry are, noc
surprisingly, those of L:ady Aybr:a and the:
Queen Mothcr, Alys (if you h:avc decided
she is in :allendancc).

Fighting fenule nobles :aren't e1r.ccted
to C:lrry 3 (:avor from a lord, but the pr3Cticc
is c3lching on. Lord's f:avors arc usuall)'
kerchiefs or doak dups. Holy knights.
such as the: Dragons, :lJ'e not C,l;pccted 10
c:arT)' :al:xly's (:avor. though it is xccpuble.
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Competition in the Joust
Since you'll be playing out every bout

in the Joust that involves a PC, you'll noed
3. good supply or jOUSltrs. several can be
round in the persons or Darrclt, Jaenyth
and their squires, but here ....e provide a
rew "out-or-lowncn," ror variety's sake.
Most use the rollowing "generie knight"
as a base, with minor changes to make
each one unique::

ST 13, OX l2,IQ 10, HT 12.
Basic Speed 6; Move 3.
DOOge 3; Pany 7; Block S.
Halr·p1ate a.nd Medium Shield; Heavy

Encumbr3tlCe.
Skills: Broodsword-14; Ulnce-12; Rid

ing·IS; Shield-IS.

Sir Acty.r ofDon/is
Sir Actys, :I Knight or the Ordcr or the

Stone, is rood or merriment :IIld cclebr:l
tion, but takes his knightly duties very seri
ously. His rriendly rivalry with Sir Careth
has been oogoing ror close to ten years
now, since they ....'(:re both SQuires.

variation: add Two-Handed Sword-16.

Sir Comh ofOIli_ODd
Sir Careth is :I landed knight sworn to

Lord Herin or03kwood. He is rather more
serious a.nd upright than Actys, but still en
joys a good seTllp and occasional carOUJ
ing. He is Lord Herin's right-hand man ror
b:luJcJlcld camp:a.igns.

Variation: add Tactics-B.

Sir Tarl of Blyth,
T:lrl W:lS squired 10 Sir Boh:ln aod

IT:rincd alongside Darrek. lie is married to a
MU5Iim woman, H:l1'sa al-Jakar, the daugh
ter or an AI-Hu.rro car:lvan leader who
visits Blythe cnce ayC3t.

Variations: ST 14; RKling-14.

Squir, Kalof1l JltJ/j"YM
Kalorn is a son or lyondel, the ruler or

the dr·woods near Sterling, and a human
...·oman orthat lording. He is SQuired to Sir
Pictor, alandcd knight or Sterling. As the
first "nonhuman" in Caithness to aspire 10
the chivalry, he is attracting quite a bit or
attention. Use the SUts ror Squire Artrid
(p. 22) ror Squire Kalom, but raise OX to
12 and Riding to 16, and lower ST to II
and Lanc:e to 12.

Lord Waltoll of SinwIlIOIi
Lord Walton never misses one or his

rriend Fenmaft's tourneys, and rrequently
places quite highly in the Joust His SUIS
can be round on p. 17.
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Ifone of the team captains is a PC, let him pick a halfdozen fighters from among
the PCs and named NPCs; the rest of the PCs will be chosen by the other cap·
tain. If both captains are PCs, let them choose team members from among the
PCs and important NPCs until those characters are gone. In any case, the rest of
the teams will be made up of generic fighters (see sidebar, p. 44).

Bunch all the PCs and important NPCs together on the map, so they'll be
facing each other when the Melee begins. Run the combat in this section of the
field normally, but don't play out what's going on elsewhere; that would be time
consuming and tedious. Just describe what's going on in other areas, determin
ing the gains and losses of NPCs by how well the PCs on each side are doing. If
the yellow team is doing well where the PCs are, then just assume they're doing
equally well all over the field.

Assume that the percentage of fighters left on a side is directly proportional
to the percentage of PCs left on that side. For example, if each team started with
four PCs, and by the fifth turn, the black team has lost two ofits PCs, figure that
the blacks have lost about half of their total number. Early in the Melee, when
both sides have all their PCs, every NPC fighter who falls will be immediately
replaced by another. Later, as the number of PCs drops, so do the number of
"reinforcements" from other areas of the field. For every PC that falls on a side,
that side's reinforcements are delayed by one turn. Thus, in the above example,
fallen black team members are replaced on the second turn after they "die."

When one team has lost all its PCs, assume that the only fighters left on that
team are the NPCs already engaged with PCs or important NPCs on the other
side; that is, once the last PC on a side falls, his team is out of reinforcements.

The "prize" for the Grand Melee consists of three large barrels of Sterling
Gold. Though the beer is officially awarded to the winning team, all the combat
ants and most ohhe spectators usually get a mug or two, after the captain of the
winning team has been properly doused with the golden liquor. The only event
at the Tourney more boisterous and chaotic than the Grand Melee is the revelry
which follows it.

The Fix
During the third round of the Footmen's Competition, in the bout im·

mediately before one (or more) ohhe PCs is to fight, Jaenyth's squire, Brennis,
is to face Lieutenant Symond ofthe Harkwood Town guard. (Though they do not
compete themselves, Darrek and Jaenyth both enter their squires, to give them
practice and - if they lose - [0 teach them humility.) As Brennis and Symond
step onto the field, Lady Aylara calls to Brennis from the baronial box in the
grandstand. The young squire turns and approaches the box as Aylara steps on
to the field. As Squire Brennis kneels before her, Aylara ties a silk handerker
chief - her favor - around his right arm. The crowd murmurs an appreciative
"ahhh" as the young Lady kisses the squire on the cheek, and then sends him
back onto the field .

Meanwhile, have each PC present at the field make a roll against IQ-6.
Anyone who makes this roll notices the head referee of Brennis' bout at the edge
of the field, speaking in hushed tones with a figure: the Go-Between. (The penal
ty to the roll is not because the two are hiding, but because the Go-Between and
the conversation are hard to pick out amid the large crowd at the edge of the
field.) If more than one PC makes this roll, the one who makes it by the widest
margin notices the conversation. No matter how well a PC rolls, he won't actual·
Iy hear the conversation - he merely notices it taking place. Ifhe tries to move
closer, the Go-Between will drift off before he gets close enough to hear.

A few minutes later, Brennis and Symond have taken the field, and the
referee issues the command, "Begin!" After trading a few shield blows with his
opponent, Brennis lays an excellent blow on Symond's weapon arm. The crowd
applauds the blow, but Symond pays it no mind, and redoubles his attack. Bren
nis is obviously fighting well, though, and he soon hits Symond in the thigh.
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Again the guardsman disregards the
blow, and this time. the crowd hisses its
displeasure. There can be no doubt that
Symond has chosen not to call the wound
- and that the referee is ignoring it as
well.

Symond has great difficulty getting
around the boy's shield, but finally lands
a blow - a light one at that - on Bren
nis' shield arm. Brennis steps back, the
referee calls, "Stand fast!" and the bout
stops for a moment as Brennis rcmoves
his shield and it is carried from the field.
The crowd applauds, as much for Bren
nis' honesty in calling the blow as for
Symond's having delivered it.

The bout begins anew, with Srennis
fighting even more determinedly now
that he has lost the use of his shield. Sud
denly. Symond rushes Brennis, throw
ing blow after blow in what seems a
minute-long hail of attacks. Brennis parries each blow, though, and the crowd
cheers - the squire is clearly a local favorite. At the end of the unsuccessful
series, Symond pauses for a brief instant, and Brennis throws a blow at his head
which hits squarely and rings the guardsman's helm. The crowd applauds madly,
sure the bout is over, but suddenly Symond hits the surprised squire in the
stomach. Brennis falls to the ground. gasping for air, as the referee declares the
winner of the bout - Symond.

Aylara rushes to Brennis' side and, after determining that the squire only has
the wind knocked out of him, turns on the referee. She begins to chew him out
in a most unladylike fashion, accusing him of incompetence, dishonor and blind
ness. A second later, Fenmarc arrives, and commands his daughter to silence as
he checks Brennis for himself. After he has called for a healer, he sends Aylara
back to the box, and then dismisses the referee from the field. Once the referee
is gone, Fenmarc asks Darrek to serve as referee for the remainder of the day.
Finally, embarrassed and quictly angry, Fenmarc returns to the baronial box and
commands the competition to continue.

Symond will be eliminated in the next round; it would be appropriate and
satisfying to let a PC accomplish this.

Even if the conversation between the referee and the Go-Between failed to
register with any of the heroes as it was taking place. one of them may laler recall
seeing it. Later in the day, allow anyone at the field during the bout between
Brennis and Symond to make another IQ roll, this time at a -4. Anyone who
makes this roll remembers seeing the referee talking quietly with someone.
though he doesn't remember the other fellow very well. (Give him a vague
description of the Go-Between.)

That night, as one of the pes moves about Tourney Glade, have him make a
roll against IQ-3. adjusted by Alertness and Acute Vision or Acute Hearing. If
he makes the roll, he notices two men in the trees behind a tcnt, talking quietly.
If he decides to investigate, he must make three Stealth rolls. If he misses the
first. the two men hear him and leave, in different directions, before he can see
what they're up to. If he misses the second. he sees one hand the other a purse
just before they hear him and flee. If he misses the third, he recognizes the voice
of one man - Symond - but cannot see which figure is the guardsman. If he
makes all three, he sees that the man receiving the purse is Symond, but the face
of the man giving him the money is in shadow. Have the PC make a Vision roll
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The Bauuu
Throughout the tourney - and for the:

d3.y I)(Jore and the d3.y 3.ner - mereh3.l1ts
from allover C3.ithncss sclI their ....3.teS in 3
huge baz.3.:lf rivaled in size and v3.!iety in
the Southl3.l1ds only by the J3.l1U3.ry nurket
in Blythe:. M3.l1Y lr3dc:rs from foreign l:u1(15
- mostly Meg:tlos -come as ll'dl. Among
the m3.ny goods 3.vail3blc 3.re C:trdiel
wines, nude from the fmc gt3.PC:S of AI
Hill.; e1eg:uu clothing from the brilli3.nl
t:tilors of e:lStem Megalos; wool and wool
en goods from Wallace :tnd Farrier, e",cd
lent horses from Durh:un; citrus fruits from
Al-Wv.if; fruits and veget:tbles from tlle
Northl3.llds; e",otic furs from the Nonud
Lands; silk from Sahud; and fmc wC3p0n5
from lhc dw3.rves ofZ:tr:tk.

In :tddilion to lhc nlCrdunts. :til v3rictics
of entertainments can be found 3.t the
b:t7.:tar. Jugglers and minstrds perform on
the "streets," always h3.ppy to 3.eccpt 3
coin offered in 3.ppmcialion of lhcir talents.
Snull-time wizards - most of them fr:tuds
- perform snull fe3.ts of preslidigiulion
3.l1d h3. .....k potions. tali$nuns:tnd eh3.mtS
3.g3.in mostly bogus. Sooths3.yers. palm
rc.:lders 3.Ild utrologers :ue 00 h3.l1d to pre·
diet the future of eredulous lOUmcy-gOCrs.
3.l1d do 3. f:tir tr.:lde with both gamblers and
enlT3.IllS in the v3.!ious lists. E",ot.ic d:tnecrs
from AI-Wv.if perform in tempor:uy t:tv·
ems, sct up in tents. M3.l1Y of these per
formers - both nule and female - are
av:tilablc for more persoo:tl cnteruinuv::nts.
for 3.l1 3ppropri:ue fee.

The PCs eouJd euily speod lhc whole
...·cd:end brov.·sing through the: scores of
mulli-eolored suUs. boolhs and tents. And
the people of the baz:t3r 3.re :llmost 3.5
varied :IS the W3.tCS for ule - moving
3.mong lhc booths:tre d:trk·.skinncd Muslim
tr:tders from AI-llv. 3.lld AI-Wv.if; per
fumed mcreh3.nts from eutem Meg:tlos, in
velvCts 3.l1d lacc; rough mcreen:trics from
places u far away 3.S tll( Norn:td I...zlds;
nobles 3.Ild gentles from all pans of C3.im
ness. Even 3 few nonhulTUfls C3.l1 be seCfl
moving 3.mong the: cro....ds. Most common
3.re elves. prinurily from the Gre3.t Forest,
but 3. few down from Lyondel's woods,
ne3.r Sterling, arc 31s0 prescnt. D.....3.rves
from the mount:tUu to the ust ofU3.r\:wood
3re in evklence u ...·ell; a fe..... will have
booths to .sell we:lpons. jewelry 3.l1d other
metal gooJs. but most have COl1lC to trade
for hulTUfl products like furs :and fJbric,
fooJstuffs :tnd wooden Ct:lfts. Even 3 small
handful of groen-skinned goblin uv::rch3.llts
3re prescnt. bringing SOl1lC of the most 0.

otic: -3.l1d e",pensive - goods 3.\ the b3Za:lr.
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Encounters oJ the &zaar
During the course of the tournament,

the chuacters 3.rt limited only by their im
3.gin3.tiOflJ in wh3.t they can do 3.fld wh3.t
trouble they can get into. Here are a few
3.dditional encounters you may wish to run:

Rude Challeflge. A loutish oaf could
cr:lSh into one of the heroes, insult him for
his rudeness, lll'ld then challenge him if the
PC doesn'l issue ch:illenge first. This eould
be 3 noble o3f and a gentleman's fight, or
just an ear-biting cretin who will fight 3.$

dirty :IS possible.
Pade' Play 1. A PC could C31Ch sight

of the hand of the thief just u il exits his
pocket with yaluables. This le3.ds to a mad
ch3.SC through the mereh:ulIs' bU3.ar 3.5 the
hero tries to reg3.in his propeny.

Podtt Play 11. The same could occur 10

a PC thief trying 10 rob an NPC.
Baz.lUlT Br(Jl4of. If your characters are

the types who never gel enough fi&llling,
have a fighl break out in front of the wine
seller's stall, when the merchant's burly
bondsman tries to inspire a drunken "cus
lomer" to move along.

GambUII' Man. If any of your PCs is a
gambler, gel him involved in 3 big, hig,h
mkes (appropriate to his pocket) cud
g:une with an OUI-of-lown slick. The oppo
nent is 3tle3.5t as good 3S our hero. AI one
point, giye the PC one of the best hands
he's eyer seen. Work up the betting so th.u
there's 3. greal amount of money at stake
on this hOll\d. And then, on their last cards
for the hand, let the PC see that his oppo
nent h3.5 pulled 3 card ofT the boUom of the
deck to flesh OUI his hand - which is now
superior to lile PC's. What will the PC do
- challenge him? T3ke the loss? Give in
graciously 3.nd later jump the clleat 3.Ild
me back the money?

In general, there an: NPCs to meel :lnd
compete against; there's a whole mer
chanlS' b32ur to "lander through: Sull
3f\cr sull of goods for sale, seers 10 see,
lilicves to encounter, hawkers to talk to,
jugglers and enter13iners, dice and card
ga~, etc. If 3 pl3yer expresses interest in
thcse roleplaying opportunities, by all
means, encourage him 10 do as he pleues,
and then provide him with an interesting
encounter for his cfTom.
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(IQ, adjusted by Acute Vision and Alertness), unless he has Night Vision. Ifhe
makes the roll, or has Night Vision, he sees the man paying Symond. It is the
Go-Between.

Rewards
Award a character point to anyone who participated in any of the events.

Give an extra point to anyone who made it to the final round of any event, or
three tOLaI for winning. In addition, award one point for adequate roleplaying, or
two for excellent roleplaying during the tourney.

The Kidnapping of Aylara
On the second day of the tourney, during the lunch break following the

Footmen's Competition and the Joust, asking ifany PC is eating in the bazaar.
If so, just as he's hearing the call to assemble for the Grand Melee, he'll spot
Aylara entering a soothsayer's tent, followed by a couple of baronial guardsmen.

As the Sterling Gold begins to flow in the post~Grand Melee celebration, the
heroes notice Baron Fenmarc moving through the crowd with a party of
guardsmen in his wake. Quiet and concerned, Fenmarc will approach any PCs
who distinguished themselves in any of the competitions, asking if they have
seen his daughter recently, If none of the PCs were in the bazaar at lunchtime,
an NPC will have seen her step into the soothsayer's tent. Fenmarc asks the
character to show him which tent it was; he, the witness, and the baron's guards
will go trotting off quickly.

Assuming the rest of the PCs follow, they and Fenmarc will find the tent in
disarray. All the furniture has been knocked aside. Aylara's two guards are
dead, stabbed in the back. Have each person present, including Fenmarc, make
a roll against IQ; whoever makes it by the widest margin will notice a neat slit in
the tent wall, opening into a rug-merchant's booth next door. That booth is dark
and empty. Wagon~wheel ruts run from the tent into a forest trail. (The booth is,
not surprisingly, very near the edge of the bazaar.)

!fthe wine salesman across the way is asked, he did see the rug vendor - a
goblin out of Yibyorak in Megalos - close up shop, load an expensive rug onto
his wagon, and go driving off about an hour ago.

Give the players a moment to put the facts together (it shouldn't take them
long). If they don't, Fenmarc wilt His daughter has been kidnapped, rolled up
into a rug, and carted off into the woods. He begins shouting, calling his knights
and guards and anyone else who'll listen to him, promising "gold and land" to
whomever returns his daughter to him. He sends for his own mount and gear,
saying that he'll be riding as soon as he gets his horse.

Actually, he'll wait about five minutes for anyone who wishes to get his own
horse and equipment, and then the entire party will go charging off into the
wood. If the PCs don't all have horses, Fenmarc or some other area noble will
provide horses to them - they want all the manpower they can get for this.

orr into the Forest
The entire party will have no trouble following the tracks left by the fleeing

wagon, although the tree cover will hide the wagon from any aerial pursuit.
Anyone with Area Knowledge (Barony of Harkwood) will know that this is a
huntsman's trail, leading off into virgin woods; it goes south toward and beyond
the elf community of Sylvilara, which is about ten miles hence.

Now, it's important to note which characters are accompanying the Baron.
First, of course, there is Baron Fenmarc and his retinue, including Sir Dar

rek, Dame Jaenyth, Lord Telberan, and a squad of four baronial guardsmen. The
squires have been left behind to keep the tourney grounds safe and under control
while the barony's leaders run off into the woods.
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Second. there are the pes - hopefully all of them. If any were left behind
and choose not to follow, they're out of Ihe action until the party returns. Per
haps Ihe player should be allowed to play one of the baronial guardsmen.

Third, there is the Mastermind. Unless the Mastermind is Aylara, he is with
Ihe party. If he is Agrast. he is performing valuable tracking services; if he is
Darrek, he is just being knightly and concerned; if he is Fenmarc, he's leading;
if he is Morgris, he is operating in his capacity as the chief guard of Harkwood
Town. Ifhe is Telberan. he is dutifully accompanying his lord.

After the baron's party has followed the trail for about three miles, Ihe track
ers in the group see that Ihe wagon was met by a body of horsemen. The ex
panded party rode together for about haIfa mile, then the horsemen split off into
the forest and the wagon continued on alone.

Here is where the Mastermind steps in to further his plan.
"Whoever we're following is very clever," he says. "In my opinion, we're

supposed to follow the riders and be diverted off to nowhere, while the teamsters
get away with Aylara." He convinces Fenmarc that the baron and a small party
should pursue the wagon at top speed - a small party can catch up to it fast, and
the wagon can't hold enough fighters to put up much ofa resistance. (If Aylara
is the Mastermind, Lord Telberan makes this line of argument; if Fenmarc is the
Mastermind, he decides it for himself.)

The rest of the party, explains the Mastermind, should follow the riders.
Fenmarc is convinced, and he so orders it. He, Darrek, Jaenyth, Telberan, the
Mastermind and the NPC guardsmen will follow the wagon while everyone else
follows the riders.

The riders - about a dozen of them - have ridden off cross-country to the
southeast. The woods in this area are open and light of underbrush, so horses can
still make pretty good time. Their tracks are clear and easy to follow. They have
over an hour's head start, which the party will gradually erode.

Whal AlIlllis Means
The first thing to note about this situation is that the party accompanying

Baron Fenmarc is going 10 be met by a party of bandits. Fenmarc will be cap
tured (only a pretense ifhe's the Mastermind); so will the Mastermind (also only
a pretense; the bandit party is led by the Go-Between, if that character isn't
otherwise accounted for); the other NPCs with the party may be dealt with as you
please. If you'd prefer to have Darrek and Jaenyth and the rest slain defending
their lord baron, that's fine; ifyou choose for them to be captured sothe PCs can
rescue them later, that's also fine.

The Mastermind's idea is to separate Fenmarc from his protectors and kid
nap him. The major party of rescuers were to follow Aylara's kidnappers and be
stopped, or at least sufficiently slowed so they can't make an effective pursuit.
The orders given to the bandits who kidnapped Aylara are in the next episode.
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Preve1lti1lg the Kid1lappi1lg
It is possible th:n the PCs :lTC so clever

that they're able to interfere with Aylar3'S
kidnapping. They might realize she's a
potential larget and have someone watehing
her at all times, for instanc:e.lf Aylar3's PC
shadow waits for her to eAit the sooth
sayer's tent-prooably watehing from the
....inc·setler·s booth across the "sOttt" 
have him nuke a roll against 1002, adding
any bonuses for Alenncss or Acute Hear·
ing. If hc !113kcs the roll, he hears a brief
scume in the tent.

I...css th:m a minute later, the goblin rug
vendor in the st.all neAt door emerges with
lWO serv:mIS, ....ho load a large, rolled-up
rug into a wagon and can it off. If the
player doesn't figure OUI what's going on,
have his PC make an IQ.3 roll, adjusted for
Alcnness and ACUle Vision. If he nukes
thi.s roll. he realizes lIUt the rug contains
"live cargo."

From there. he goes on to delay or even
stop the kidnapping. Then what do you do?

Even if the PCs prevent the Iddn3pping.
see 10 it that some of the bandits gel a.....ay.
Thcn Fcnm:arc, at the urging of the Master·
mind, will arrange a pany to hunt them
do.....n and capture them. This is approAi
m:ately the 53me pany described earlier.
Aylara will stay 53fe back in Harkwood.

The pursuing party will see that the
bandits ....ere joined by other bandits, then
split into 1....0 groups. As before, Fennurc.
at the Ma.stermind·s urging, spliu the pur·
suers into two groups - one heading after
the larger body, ooe the snuller. Fennu.rc
and his pany are he3ding into the same
ltap; the PCs. ho.....ever. aren'l eA:acuy.

The PCs will pursue their quarry for
miles and hours, fmally ealching up to them
in the V(Jf/~ of the Eif)·lhri.

In any event......hile Ay13ra is 53fe be
cause of the PCs' heroic actions, FennutC
and company are captured as before. Act·
ing 00 Fennu.rc's command. the PCs ..... ill
still go chasing off into the woods, and will
return a day later, ready to hC.1d into the
eonelusion of the adventure. the eonfronla
lion 301 the Old DUllgeoll.
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Sytvilara
Ten miles south or Uuk....ood To....n is

the vi1l:1ge of S)<lvib.r:l, 211 elf communiI)'.
Though it iJ ...·ithin thc area of lhe Grc:31
Forcsl ....hkh is offICially a put oflhe Bu
ony Huh.-ood. S)'lvilara is much deeper
into the: "'ooW Ibn the men of H:Lrk.....ood
tnvd ora an even occuional buis, and il
functiOnJ compklcly :autonomously. The
vilbge is snull by hunun sundanls, but
enormous by clven n:d:on.ing; its popu13
tioo isjusl under 300 - around 270 dyes.
"'itb IS pcmunenl bumm residents 2nd
:mother IS or so halr-dves.
~ dYU of S)<lviian nuke thc:ir livcli

bocds by tJ1pping. hunting 2nd .....oodcl'2ft
ing. "There: is :I slNll siver mine: ne:attly,
opc:nttd by lbc: dves; a fe... of thc folk of
S)'lvibn aK silversmiths. ~..ho IIL)ke love
ly jc.'clfy :and silvc.r·inlaid "'C:lponry
...·hicb 2TC especially dToctivc against "'ere
cratures (soc p. F81). it. (e"", ofthc dves of
5ylvillu arc leachers. :lcccpting gifted
hUm1Il students am leaChing lbcm uxk
iog, "'oodcraO or silvcrsmithing in the
cl~1l fashion.

The (oUdore of tile SyhliJaun dvc.s
nukcs mention of the "spirits of dves"
which live deep in the forest, ....here: the
e1nh IUnu blxk. 'The spiriu 2I'C uMJ 10 be
vengeful and protttuvc of their ttrrilory;
those ...·ho visit lhc:ir "Black VaJley" sel
dom return 10 tclllhc: Ule.

Anyone ....ho nukes an Area Knowl
edge (Barony of Harh'ood) roll ",'iII rcal
ize that the tu.il of the riders through lhc:
"'oods passes DC2I'Sylvilau. If the heroes
decide 10 detour from the trail (0 visit the
dven vill3ge, one of them ....iIJ need to
nuke :tnOlher Area Knowledge roll, this
time 3t -3, 10 find the: village. The: delour
takes an hour, "'hemer they fllld the vill3ge
or not. This won't have a serious effect on
thc :KIvenlure:. bUI let the pl3yers ....ony
about possible time ....asted.

When and if the eharitCters arrivc al
Sylvilm. they ....ill be greeted by Uero
nyn. a beautiful dvcn ""OllWl ....ho serves
as the "Speuer ....ith Strangers" for the
villagc. If the pvty is at all polite, Uelo
fi)'n is mosl gracious, offering the bemes
the hospiuJity of the villagc. If the PCs ask
ber for DC""S of the riders, she tells them
WI a b1lld of 12 rather unsavory-appear
ing borsemen "'ere: sp<Mttd Deal Sylvil.tnt
:about an hour before:. They ...·cre bound for
the Blxk Valley, ....here the spiriu ofdves
d,,·dl. and they bore ....ittt them a young
"·OllWl.....00 may Dot bave beeo a willing
l1avder.
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For each Mastermind, here are the motivations behind this kidnapping:
Agrast: Aylara has been kidnapped to deliver her into Agrast's hands. Once

Fenmarc and Aylara are both in prison, Fenmarc can be slain and Aylara's wed·
ding to Agrast can take place quickly. Agrast, like his brother, is a really nasty
person; he isn't even going to bother to lie to Aylara once she is in his hands.
He'll let her watch her father's death and spell out his plan in great detail to her.

Aylara: Aylara would've liked to have been present when Fenmarc was cap
tured, but the melodrama ofthis kidnapping business appealed to her. So did the
fact that, once she is returned to safety, she will be fawned over and played up
to as the heir to the barony.

Darrd: This kidnapping has been done to set up the "rescue of Aylara."
Later on, the bandits are supposed to bring Aylara to a rendezvous with the
Mastermind, but, poof, Sir Darrek and his men-at·arms will come charging in to
rescue her. With Fenmarc dead or missing and the heroic Darrek having rescued
her, Aylara will naturally turn to Darrek; his path to the baronial title is secure.

F~nmorc: The one thing that even Mad Fenmarc cannot bring himself to
harm is Aylara. He's had her kidnapped in order to keep her safe. When she's
returned to Harkwood, she's supposed to be shipped off to relatives in Carrick
while Fenmarc brings the barony of Harkwood to ruin. (Yes, it would've been
safer just to und her, but Fenmarc is mad!)

Morgris: Morgris wants to use Aylara as leverage on Fenmarc. He is con·
vinced that Fenmarc will abdicate the baronial title if that is the only way to save
his daughter (and he's right). Of course, once Fenmarc has abdicated, Fenmarc
is to die (accidentally). Morgris, despite his bad temper, is not a monster: He
will not force Aylara against her will, but will keep her imprisoned forever
rather than have her loose, raising support to regain Harkwood.

T~lbuan: This episode puts Telberan within grasp of his ultimate goal. The
pretty Aylara is in his power, as is that miserable baron. Once they're all as
sembled, it will be time to kill Fenmarc and assume his destiny as Baron of
Harkwood (until, that is, his destiny leads him to the Crown of all Caithness).

Rewards
Unless a combat somehow arises during this episode, award one character

point for adequate roleplaying, two for an excellent job. If a combat did occur,
award standard character points, as described for 7h~ Clumsy Lion. If the party
manages to pr~l'tnJ the kidnapping, give them each an extra point.

The Valley of the Eilythri
Pursuit of the bandits will keep the characters moving on until mid-morning

on Sunday. At that time, the ground will start to slope downward and the dirt
will take on a blacker, richer hue.

Anyone with any Area Knowledge regarding Harkwood may make a skill
roll to recall what this means. Those who make the roll realize they're entering
Black Valley (named for the dirt - supposedly), a place where humans don't go.
It's said to be filled with ghosts, and neither elves nor men go there. (Actually,
some do, and either don't return or come back with stories of terrifying white
ghosts in the woods.) The: bandits' tracks head straight into Black Valley.

As the characters continue onward, they'll start to come across bandit bodies
- one here, two there, about fifty yards apart. The: mercenaries were killed not
by fright or by ghosts but by arrows and spears; a broken spear is still imbedded
in the chest of one fallen bandit, and several are peppered with arrows.

A hundred or so yards onward, they'll find the corpse ofa "ghost." It's an
elf, but taller than normal elves, and white as chalk - evidently an albino, ifany
of the Pes have ever seen an albino of any race before.

Continuing on, they'll find a total of six dead bandits and three dead elves.
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If Ille Characters Try Speaking Elvish
As noted, these elves don', speak Elvish. The guard across the path will Iis

ten impassively, shake his head to indicate he doesn't understand, and gesture
for the heroes to go. The party must try something else.

"'hat's Going On
The characters have stumbled into the Valley of the Eilythri, an isolated race

ofelves that have lived alone in this valley for hundreds ofyears. More about the
Eilythri is to be found in the sidebar on p. 52.

Suddenly, a single, live, albino elf will step across their path, seemingly from
nowhere (actually, he was only concealed in the woods - each character may
make a roll against IQ·2 to notice him quickly enough to know he didn't appear
magically). He bars their way, and gestures for them to turn around and leave.

The characters can do anyone of a number of things. They can try to per
suade the elf to let them pass. (He doesn't speak Elvish.) They can try force
but anyone who makes an IQ-2 roll can tell that there are many more elves out
there in the woods. Or they can try primitive communication, miming their situa
tion to the elves, showing their hatred of the bandits, etc.

The good folk of H1rkwood know the
Great Forest as well or better than any other
human community, but they really ha\'e
only a supcrficial knowledge of the wood.
Few Harkwoo.1 huntsmen and loggers have
traveled any deepcr than ten miles or so into
the Forest, though it e"tends over 200 miles
to the south, east and southwest of the
barony. Though the Great Forest is a
source of life 10 Il3rkwooders, it is evel)'
bit 35 much a source of mystery and super
stition. The people of Ifarkwood act casual
and knowledgeable when they discuss the
Great Forest, but they lock their doors tight
when the moon is full ...

The Greal Forest
The Great Forest is the: largest and old·

est woodland in Yuma, and pcrhaps all of
Ynh. It is even greater than the Black·
woods in central Meg31os, though that for
est sctms to be growing at a disturbing
rate, and ll'I3y surpass the Great Forest in
time. Some scholars and mages believe
that the Great Forest and the Blackwoods
were once pan of a huge forest which cov
ered all of central Yl3rria, thousands of
years before the amval of nun on yrth,
and that the growth of the Blackwoods is
3fI elTon by that forest to reunite ....ith the
Great Fores!.

Whether this is true we may never
know, but a few things are eemin about
the Great Forest. It is indeed a vast wood.
consisting mostly of evergreens - pine,
dark fir and spruce - though a few IJrge
groves of hard'4'oods such as 03k, plane
and elm can be found. The central and
eastern sections of the Great Forest receive
a fair amount of rainfall, md have lush un
dergrowth; the western edge of the Forest
is much drier, '4,ith few l1ecs other th:m
hardy pines, 3fld little or no undergro';\·th.

The forest is rich with wildlife, bom
mundane:md fanustic. Bear, deer, elk and
boar are common, even near human settle·
ments; stranger beasts, such as dire wol
ves, huge cave-bears, gryphons, harpies,
shaggy beasts, shagamaws and even the
elusive unicorn, are said to Jive deeper in
the Great Forest.

Several communities of dves an: reput
ed to Jive in the forest, in permanent or tem
porary villages. At least one colony of
dwarves is established in the mourllJins that
bisect the Great Forest, and gnomes live on
the forest's southern edge, on the west side
of Goo's Fence. $ever:ll tribes of hobgob
lins are said to roam the forest, TJiding
mon: civilized peoples in alld around the
Great Forest, and fighting one another
when no other enemy is at h:md. It is also
possible that some of the orcs native to
Caithness ned into the forcst two centuries
ago, when King Conall I and his followers
pushed them out of central Caithness.

Iflhe Characltrs Try Allacking
Well, this can be done, but will probably cost more than it's worth. Draw

out a combat map ofa two-hex-wide trail winding through dense woods. Scatter
trees across the rest of the map, spaced about three hexes apart. This will proba
bly turn into a running battle, with the party trying to move forward or back
along the trail. If this happens, as characters move off one end of the map on the
trail, have them reappear at the other end, on the trail and heading in the same
direction. Thus, they will continue to move over the same map again and again.

It's impossible to tell exactly how many elves are out there, but they ob
viously have the party heavily outnumbered. There are enough Eilythri in the
woods that everyone in the party will have an arrow shot at him once every other
turn; the elves are shooting from an average range of 30 yards. Meanwhile, the
leading heroes and the rear guard will each be attacked by a single Eilythri at all
times. (If the characters manage to kill 25 Eilythri, they wilt have made a suffi·
dent dent in the elven contingent that the arrows from the woods will be aimed
at each character only once every three turns.)

If the characters call off the attack, so will
the Eilythri. The characters are back to the stage
of talking to an impassive guard.

Alternatively, if the heroes can progress
until they have a clear line of sight to the cave
where the bandits are holed up (see below), the
albino elves will leave them be. They'll need to
cover 100 yards oftrail from the point at which
they first encounter the live Eilythri to reach
this point. As soon as they turn away from the
cave, though, the elves will begin their attack
anew. This time, the party will have to cover
500 hexes of trail back the way they came to es-
cape the valley before the attack lets up. ~

Note: If the entire party just advances on
the Eilythri guard, with weapons still in hand, /---
he will interpret the action as an attack. ~"'_~""'I

If They Try Miming
If they try miming what it is they wish to

do, and to whom, the Eilythri have a chance of
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The Ei/ylk,;
1be Eilylbri are dyes - specifICally,

an albino offsboot of !be dVC! r.acc:. The
EiJ)1hri kf\ tbcir oonnaI «:n1cTs of dvili
ulioo before the B2nC:Storm and the mival
ofhullWlS 00 Ynb, and settled in the Blx.k
Valley.

Over the millenia, their eullUt'C became
b:ascd on the conceptS of naturt·...orship
and cultural purity. The)' build no dwell·
ings and cut down no trees. and they most
ccruinly avoid contact ....ith olher sentient
rxes for fear of being made impure by the
COlll3Ct.

An Eilythri ....ill 001 automatically ber
serk and kill ally outsider be sees. He will,
b~·ever. inJist the owsider depart. Since
Eilythri speak DO torlgue known to nun or
df, tbey communicalt thcit tneSugc by
pointing thcir spat'S aDd pantomimirlg lhat
the inuudas should leave.

((the iDtruden do DO( leave. the: EiI)'1hri
will il.tUd:: to drive them orr. Ir the intruders
do DOt f1cc, lhcy "ill atUd: to kiD, spring
ing out dlhe trt:cs and shadows 10 dispatch
one or 1111'0 inuukrs aM !ben disappearing
into the woods. They do not fight in (orma·
tioo; they're guerilla fighters.

The Iypical Eilythrl warrior looks like
this:

Age indctermio2lte; White b:lir and
skin, blue eyes; 6' 4", 14.5 Ibs.

ST 12, OX 12, IQ II, HT 10 (including
clven modiflCn).

Basic Speed 6.62.5; Move 6.
Dodge 6; Party 6.
No Armor or Encun'tn2l1CC.
AdvaIluga: Appcanncc (AnJ'Xtivc);

Corri>:n Rcnacs; MllIgcry I.
Oiud\lOlJlllgCS: Albinism; Skinny; F2Jl

:Jticism (Purity or EiJythri Culture).
Skills: Running-9; Spear-16; 8ow-12;

Nalura.1ist-ll; Jumping-I S; Tracking-II;
Slcalth-IS.

Wcapons: Spear: (one band) 1+ 1 im
paling, (two handJ) 1+2 impaling; long
bow: 1+1 impaling.

The Cave
The: map OG p.a~ S) shoovs the caYC.

....here the bandits uc. lOOing. It's a very
simple ilITal1~mcnt:

(I) This is the eaYC. mouth; rour bandits
are sutioocd bere IS the text describes.

(2) This is ....bere Lady Aylara and her
capcor are sitting.

(3) This is a nue leading up intO open
air. It is, coincidentally, IS small as the:
snu1lest PC in t.hc pU1y, so that character
could 5qIJOClC do....n and interfere ....ith t.hc
bandits rrom the rear - assuming the PCs
think to reconnoiter the area above and be
bind !he cave opening. Each beJ. or nuc
costs 4 of a. cha.nc:ter's movement points.
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understanding and even of allowing them to do it. (After all, they'd prefer for
unclean outsiders to deal with unclean outsiders.) If the miming character needs
a visual aid, a bandit corpse is near at hand ...

Have the player whose character is attempting to communicate with the elf
mime his message. He should also make a roll against Gesture or Acting-2. Then
make a roll against IQ for the Eilythri, giving the elf a bonus to his roll equal to
the margin by which the character made his Gesture or Acting roll. If he fails,
have him make a Reaction Roll to the miming character, at -2, on the "potential
combat situation" line. (Charisma affects this roll, but Status, Reputation and
Appearance do not.)

The party may make another miming attempl once a minute, unless or unlil
a fight breaks out. The Eilythri will eventually comprehend the party's intent; if
the party is having difficulty communicaling, however, let them sweat for a
while until the elf gets the picture. When he finally does comprehend, he'll mo
tion for the humans to wait - he holds out his palm in a "stop" command, much
like a traffic cop, and thrusts his spear into the ground before him, then disap
pears into the underbrush. A minUle later, he reemerges, recovers his spear, and
motions for the humans to follow him.

Hole in the Wan
The Eilythri leads the heroes another 100 yards down the trail, to a dry, open

riverbed with few trees. He points to a dark spot on the fur bank: a cave. There's
a bandit body halfway up the slope; it's obvious the Eilythri means the bandits
are in that hole in the slope.

This party of bandits was badly cui up by the Eilythri before finding sheller;
of the original dozen, only five remain, and several of them are wounded. They
are in a defensible position, however, and have crossbows, so prying them out
of the cave may be difficult.

The map below shows the situation. The shaded hexes are sloped, and are
twice as hard to move through as normal, flal terrain - each slope hex requires
two points of the character's Move.

There are four bandits guarding the mouth ofthe cave. One is on either side,
braced on boulders there. Behind each of them is another with a loaded cross·
bow. When the forward bowman fires, he hands back his crossbow and receives
the loaded one (requires one lurn). Then, while he aims and fires a new shot, the
bandil behind reloads the crossbow. The archers have only head and shoulders
exposed (-4 to hit). Other bandits may be targeted only if the pes can draw line·
of-sight upon them. The fifth bandit stands guard over Lady Aylara, at the back
of the cave. If any of the bandits at the mouth of the cave are killed or seriously
wounded, this fellow will move up to take his place.

Clues
The players won'l get a clue from this episode, unless they figure out that

Aylara's kidnapping was set up in advance, by someone close to her - after all,
could Aylara have gone coincidentally to the one soothsayer ready to kidnap her'!

Ifnone oflhe players catch this, then give each character - including Aylara
- a roll against IQ-4 to figure out that particular quirk of the kidnapping. If they
do figure it out, all they need do is ask her who recommended that soothsayer.

Agrasl: If Agrast is the Mastermind, then Lord Baethyn will have recom
mended to Aylara that she go to that soolhsayer.

Aylara: If Aylara is the Mastermind, she'll say that she goes to lots ofsooth
sayers - she likes them. BUI, wait a minute, no, Lord Telberan specifically
recommended ,his one to her. (Aylara is at this point deliberately implicating
Telberan, so thai he will be put away when her whole plot is finished.)

Darrd: If Darrek is the MaSlermind, then Squire Cannick recommended
that soothsayer. (If questioned later, Cannick will explain that he was merely
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carrying the recommendation of his knight - who knew
the lady enjoyed fortune tellers - to Lady Aylara. He is
otherwise unaware of the conspiracy.)

Fellmnrc: If Mad Fenmarc is the Mastermind, then
Arvin the Herald will have brought Aylara a note from her
father. She still has it, tucked in her bodice. The handwrit
ing is shaky, as ifwrilten in great haste or nervousness, but
she says it is definitely her father's and he wouldn', have
her kidnapped.

Morgris: If Morgris is the Mastermind, then Ugly Tek
ker will have bumped into Aylara, claiming to have been
cured of his stupidity by this wondrous soothsayer - and
his improved speech and mental capabilities were certainly
enough to convince her that the soothsayer was something
speda I.

Te!ber(lJ1: If Telberan is the Mastermind, Aylara will
have received a note from her father - sealed with the
baronial seal. She still has it. The handwriting is sha~...y, and,
now that she has a good chance to look at it, she realizes that
it isn't her father's hand at all, merely a good forgery. If
none of the players clicks on the fact that it takes someone
\'ery familiar with a given hand to produce a forgery of this
quality, give each PC an IQ-3 roll to realize it.

Even if the characters fail to realize that this is a clue,
they still know they have a rendezvous they can keep; this
is sure to gain them some answers.

Rewards
Award standard character points for this combat, as described for The

Clumsy Uon episode.
If they succeed, they will also have won Lady Aylara's gratitude; even ifshe

is the Mastermind, she will at least feign appreciation.

Returning Home
The heroes can spend some time binding their wounds, questioning Aylara,

dealing with Pedar, etc. If they earlier fought the Eilythri and the elves are un
friendly, they'll have to fight their way out under the conditions described above.

If they are on "good" terms with the Eilythri, then their original guard will
step out, point at any captured bandits, and make a "give them to me" gesture.
He obviously wants all the bandits to be left behind to kill.

The party can negotiate; the Eilythri will be willing for them to take one ban
ditout, but no more. If they try to take out more, the elves will attack. If the party
leaves all or all but one of the bandits with the Eilythri, the elves will let them
pass unmolested ... and the characters get to hear the screams of the dying ban
dits as they head out of Black Valley.

The group will arrive at Harkwood just after full dark tonight - Sunday.

Back in Harkwood
At this point, the PCs should be aware that there is a very devious villain

loose in Harkwood, probably fairly close to the baronial family. Whoever sent
Aylara the note - a man who also answers the description given by the bandits
in earlier encounters as their employer - is undoubtedly involved, but the pany
has liule or no proof. They'll need to gather more evidence, or even catch the
dastard red-handed, before they can truly be sure what's going on.
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The Bandits

WhoIUU &ndilf IIQ'~

These b!Ildits h:.ve the Iypical gear of
!.he M:utermind's mercen:.ries - heavy
Ie:.ther umor (PO 2, DR 2). medium
shields (PO 3), crossbows (I +2 impaling).
.md:. milt ofues (I +4 cutting) and short
swords (I-I impaling. 1+2 cutting). Use
the "generic" bandit sUIts on p. 35 ror rour
of them. The l:ut mere i5 Pcd3.r. describat
on p. 54.

This group is 3. bit cut up, though. 3.ftcr
their encounter with the Eilythri. Reduce
the HT oreach b.mdil by the arnountorone
Eilythri spe3.r 3.ltaek - I+ I impaling 
:.g3.inst .....hkh they m:ay count their wnor.

Whilllh~Common &mdiJ Knows
As h:u bcc:n the C35C with rruny or the

mercenaries cncOWlIcrcd berOte, these fel
lo.....s h:.ve bcc:n given inform:atioo strictly
on a nccd-Io-know b3Sis -!Ild the MUler
mind obviously felt they didn't need to
know much. They do know they arc W1dcr
orders to prcvent all harm to Udy Aylm
- should someone hun Ayl3r3, tbc com
mander or this band, Pcdar, will kill him.
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Pedar. the Mercenary
Commander

Age 33; Blxk h3.ir. bend and C)'es: 6'.
165lbs.

ST 12,DX II,IQ II, liT 12.
Ouie Speed 5.75; Move 4.
Dodge 4; Parry (AAclMacc)6; BlockS.
Heavy Lc:alhcr and Medium Shield (PO

S. DR 3, with Toughness): Light Encum·
bunce.

AdvaIluges: Toughness (DR I): ChaT
lsma +2; Status 1 (Mililuy c:aplain);
Wnhb (Cornforuble).

5lc.iIIs: Knirc·12; AJ.c!Mxc·\4; Shoo·
s"'onH2; Shic:Jd·l.5; Crossbow·ll; Rid·
inS·IO; SIC'JIth-ll: Fast-Talk-! 3.

The mtrcen:ary in ch:arge of this lUI
b:md is rumed Ptd.1t. lie is ooc of lhc bJll
dil$ doing rc:l03ding :1I the opening. He'U
surrcndl::r r:llhcr Uun be killed,:and is thc~·

fore likely to survive.
"'=dar is w\happy about being sent into

d:mgcrous woods for no obvious reason,
and now believes thai he:md his men were
sent there to lure Ihc buon's allies to their
deaths in the "!l:aunted forest." Conse
quully. Pcxbr hu lost any 10)'3.11)' to tlls
CmplO)'t.T. the Go-Ikl"'ecn.

OmcUlly. Ptilir's onkn: "'crt 10 Ukc
A)bn :a....ay rrom Huk ·ood, ~ingdue
south until sundO'A·n. fle u 10 rerum ...·ilh
her the ocxt d:ly, ...·bcre he ...·auId h:and her
over 10 his emplO)'er :and roceive his pay
ment. By he:lding soulh. Prou led his men
inlo this horrid valle)', .....here he was
privileged to see lhem eut to pioces by lhe
strange ehalk)' dves living here.

lie and his men :Ire supposed to rendcz
vous ...·ith their emplO)'er:lt dusk tomorrow
311 'leadsman's Gl:lde 10 h:md Aylua over
:and rocdve P3)'rntnl. CoruMkring his cur
rent a.uessmenl of his emplO)'er, Prou
...·iII be glad 10 eh1flgc his :allegiance, for a
sm:all eoruMk~tion. He ...·ill ac:eepl money
ifil is offered. bul ...·h,1t Pu1u rc:.:all)· ...·1flts
is a I ...·c!yt·hour he~ sUrt ...·hen iI's time:
for him to be: Iumc:d over to Ihc: fluk ood
1.1...... fie promisc:J lh3t it's ....onh lJK:ir hile
for the heroes 10 xcepl his offer - he's
very good. (He's not as good as he 53)'S.
but he's being trulhful about him being
...·onh their ....hile.)

The part)'. of course, is under no obli·
gJuon to agree 10 his terms. but try to make
Pafu u persuasive:ll possible: on Ihc: mrlt
",.
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L-'_
Once back in Harkwood, the heroes will probably want to do one of three

things: confront the Go-Between, covertly scout about the barony, or make the
bandits' rendezvous. A fourth possibility exists - to go straight to the baron 
but this is probably not. the best idea. If someone suggests this, have everyone
else in the party make an IQ-3 roll. It occurs to anyone who makes the roll that
the villain obviously has contacts close to the baron, and would quickly learn of
Aylara's rescue if the party just marched up 10 the castle. (If one of the PCs has
Common Sense. simply Jell him this - don't make him roll.) If they decide to
go straight 10 the baron anyway, see the sidebar on p. 55.

If Ihe heroes feellhey have enough evidence 10 confront the Go-Between.
play oul the encounter described in the sidebar on p. 56. If the decide to lay low
and wait for the rendezvous, or 10 reconnoiter the barony to learn the current
situation, read on ...

The Situation
Irthe heroes camp for the night, let them sleep in peace - but be sure they

post a walch. Ifthey decide to poke around the barony before taking other action.
they will find most dwellings - Darrek's and Jaenyth's manors, the castle, the
town itself, lhe Clumsy Lion - sealed up tight as a drum.

Merrill of Halsur Steps In

As the heroes are skulking through the woods - just before they are about
to give up for the night - have each make a roll againsllQ, mCKlified by Acute
Vision and Alertness. Whoever makes the roll by Ihe most (or fails it by the
leasl) notices a shadowy figure leaning nonchalantly against a Iree 20 yards
ahead of the party. He looks up as the PC spots him, but does nothing else - he
is obviously waiting for the PCs to come to him.

As they draw closer, the figure steps away from the tree. A stray beam of
moonlight falls upon his face; it is Merrin of Halsur, in whatever guise you ha\'e
chosen for him. (If the party has decided to camp without first reconnoitering the
barony, Merrin will find their camp and approach it quietly - but not Ste3lthily
- and speak to the characters there.)

Merrin will greet the party, telling Ihem he has been waiting for their relurn
before acting. He has been watching the barony over the past 36 hours, and can
catch the PCs up on recent events. He will not reveal his lrue identity unless he
has to. He much prefers to be known under his assumed name, even now.

Merrin's news oflhe barony, naturally, depends on who is the Mastermind.
Here is what he has to report, if the Mastermind is:

Agrost
Fenmarc, Darrek and Jaenyth are missing, and at this point, probably dead.

Lord B.aethyn is currently in control ofthe barony; Lord Dorlyn was slain by a
bandit crossbowman while searching the woods, and Lord Telberan has ridden
after Lord Walton of Simonton, to appeal for aid. Merrin has seen several un-
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savory bandiHypes riding through the woods between Jaenyth's Tower and
Tourney Glade, but he is not sure where they may have been bound.

What Murin doesn't know: Agrast is in the Old Dungeon with his mercen
ary bandits and his prisoners - Fenmarc, Jaenyth, and Darrek - awaiting the
rendezvous with Aylara's kidnappers (as yet unaware of the rescue of the lady).

Aylrua
With the baron and his knights missing, Lord Telberan has assumed control

in Harkwood. Lord Dorlyn is coordinating the baronial guard's search for the
missing nobles, but the guardsmen are back in the castle overnight. Lord Bae
thyn is still in charge of Harkwood Town.

What Murin doesn'l know: Aylara will try to convince the party to keep the
rendezvous with the Go-Between - she plans to pin the whole plot on Telberan.
Fenmarc is being held by bandits in the Old Dungeon, as are Darrek and Jaenyth.

Darrek
Since the disappearance of Fenmarc and Jaenyth, Sir Darrek - with the as

sistance of Lord Dorlyn - has assumed command of the barony. Baethyn is still
in charge in the town, and Telberan has been sent to beg aid from Lord Walton
of Simonton. Darrek mobilized all the forces of the barony in a search for the
missing nobility, but ordered all the residents of Harkwood - including the
searchers - to return home at sundown, out of fear for their safety.

Merrin passed Darrek's manor before finding the party this evening, and
watched a party of horsemen leave, heading in the direction of the castle. It
seems that Darrek's own men are immune to the knight's curfew.

What Murin doesn', know: Fenmarc and Jaenyth are being held in the Old
Dungeon under Darrek's tower. Darrek knows he will have to kill both of them,
but hasn't yet brought himself to order their executions. Hovard overheard Dar
rek and Lorbrin speaking of the conspiracy today, and confronted his knight;
they fought, and though he took a nasty wound to the head, Darrek killed his
squire. This, too, is weighing heavily upon Darrek's conscience.

Fenmarc
Darrek and Jaenyth have been captured by bandits; Fenmarc, who narrowly

escaped capture in the ambush in which the two knights were lost, has had Lords
Telberan and Baethyn arrested on charges of treason and conspiracy. Lord Dor
Iyn has jailed the two lords - Merrin witnessed the arrest ofBaethyn - but Dor
Iyn hardly seemed enthusiastic about the task. A warrant has been issued for the
arrest of most of the pes as well, as co-eonspirators in the kidnapping of Aylara.
People are locking themselves in their homes not by baronial order, but to avoid
the wrath of the very changed Fenmarc.

What Murin doesn't know: Mad Fenmarc is completely in control now.
Jaenyth is already dead; Fenmarc personally executed her in front of Darrek.
Darrek is currently being held by mercenaries in the Old Dungeon. Baethyn and
TeH>eran are being held in Castle Harkwood, in cells underneath the guards
men's barracks (the Old Dungeon is under the main building).

Morgris
Things are in an awful state ofconfusion. Fenmarc, Darrek and Jaenyth have

been missing since yesterday afternoon, and Baethyn, Dorlyn and Telberan van
ished las! night. Captain Morgris has stepped into the ensuing power vacuum, and
set himself up in Castle Harkwood as "King Morgris." The baronial guardsmen
and squires have all been captured and killed; the town guard - with a few excep
tions - have joined the bandits in taking over the barony. Lieutenant Symond has
commandeered Darrek's manor, and Tekker is now "lord" of Harkwood Town.

Whal Merrin doesn't know: All the missing nobles are being held in the Old
Dungeon - Morgris believes they might bring a tidy ransom.
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Going 10 Ihe Baron
It will make no difference whether the

heroes approach the baron at the castle or
lhe authorities at Hllrkwood Town with
Dews of Aylara's reseue. Harkwood now
completely belongs to the Mastermind.

When they arrive, they will rmd the gate
locked and heavily guarded. If they call 10
the guards, the gates will be opened and the
pany admiued. If they identify themselves,
the glL1fds will answer with great respect
too great, in fact, addressing even the com
monest soldier as "Milord." (The gumls
were ordered to keep an eye out for the
PCs; officially, they are suspected as coo·
spirators.) Make a Danger Sense roll for
any PCs with that oovantage, just before
they pass through the gate.

Once the pes step through the g3te,
however, the mood changes. As soon 3S
they clcar the gate, the portcullis slams
down behind them. Half 3 dozen gumls
surround them, weapons at the ready. On
the ledge alop the wall, four crossbowmcn
have drawn a bead on the mosl impressive·
looking members of the pany.

The sergeant ofthc guard steps forward.
"You are under arrest," he begins. "You
may putyOUTwcapons down, or we shalJ be
forced to lake them from you." If the Pes
resist, draw a conbat map of the are3 inside
a town or castle gate and run the combat
Should they defeal the guards, they will
h:lVC two minutes before 10 more gu3rds
arrive from elsewhere. Raising the portcul·
lis high enough to duck under - 3bout
three feet - will take a full minute, so tile
herocs don', have time to waste.

If they surrender before or during a
fight, they will be disarmed and their hands
tied behind their backs. They will then be
conducted into the eastle and brought to tile
Mastermind. (tf Agrasl is the M:aslermind,
the group will be brought before Lord
Baethyn, who is officially in command of
the barony; if Aylara is the M3stermind,
she will immediately order the heroes
jailed for kidnapping her.) He will explain
th3t they are being arrested for their p3rt in
the kidn3pping of Lady Aylar3 and - if
appropri3te - Baron Fennurc. (If Morgris
is the Mastermind, he will inste3d inform
them that they are being incarcerated be·
cause they are 3 threat to his flcdgling
kingdom.)

The heroes 3re then taken to the Old
Dungeon. Give each PC a roll against IQ
or Area Knowledge (Barony or Town of
Harkwood), at -3, to realize they :rhould be
taken to a cell in the lawn gU:lrdhousc or
under the barracks at the castle. If the Old
Dungeon is not connected (0 the castle 
thai is, if Agrast, Darrek or Morgris is tlle
Mastermind - this roll is at no penalty.

You might give captured Pes a chance
to escape; if nOl, they are out of play until
the final encounter, when the party can·
fronts the M:astermind at the Old Dungeon.
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TellJeran
Poor, distraught Telberan is in charge of the barony, holding it together until

Fenmarc, Darrek or Jaenyth can be found - they've been missing since Satur
day afternoon. Lord Dorlyn was killed Saturday evening by a bandit crossbow
man, as was Lord Baethyn (if he survived the earlier raid on Harkwood Town).
Lord Telheran continues to send search panies for the missing nobles during the
day, but after the death of his fellow lord(s), he calls the men in at night.

What Merrin doesn', know: Darrek and Jaenyth are dead; Fenmarc remains
alive, in a cell in the Old Dungeon, so that he may be made to suffer longer.

Ifthe pes will have him, Merrinjoins the pany at this time; ifthey won'llet
him, he will disappear into the woods. He will keep an eye on them, though, and
could reappear at any time. ifthe heroes need a little help.

I

Pedar and the other
bandits were told to arrive
at Headsman's Glade an
hour before dawn. They
were to approach along a
path from the north; their
contacts were to approach from the east. (Actually, the Mastermind's men will be
coming along a palh from the south, in case Pedar and his men - or the PCs 
lry to set up an ambush on the path from the east.)

About an hour before dawn, a cloaked figure - the Go-Between - will
emerge from the treeline on the southern edge of the glade, accompanied by a
handful of mercenaries. If the heroes are hanging back in the trees, the figure
will call out, "Show yourselves." If the characters appear in the glade without
Aylara, the figure shouts, "Bring the girl out."

Once Aylara has appeared in the field, the figure calls out one more time:
"Pedar, that is you, isn't it7"

The correct response to this question - a recognition code - is, "No, it's
Baron Fenmarc, ho-ho-ho." This is why Pedar thought he'd be valuable to the
characters.lfthey treated him well, agreed to his terms, he'll respond properly.
When combat begins, he'll also fight for the characters as agreed.

IfPedar's not present, the answer will undoubtedly be wrong.lfhe's present
but his terms were not agreed to, he'll answer, "It's me," tipping the Go
Between off that this is a setup. At that point, the Go-Between and his men will
continue on as if nothing is wrong, but will attack as soon as the two groups meet
in the center of the glade.

With the Go-Between are as many bandit mercenaries as there are fighting
heroes in the pany. Halfof the meres follow the Go-Between into the glade; the
rest hang back. just behind the treeline, with crossbows at the ready.

The glade is described on p. 20.

The Rendezvous
The PCs may decide

to skip the rendezvous in
which Aylara is supposed
to be handed over to the
Mastermind's meres, or
their actions may bring
them to the final confron
tation before the meeting
is supposed to take place.
If, however, they do make
the rendezvous, it pro
ceeds as follows.

Once the PCs have lei the Go-BctwCC./l
know they're onlO him, the rcodczvous at
He3dsnun's Glade will nO( take pl:.ce. If
the pany dotS show up at the glade, no one
will mec:t them. When the Mastermind f:lils
to bear from the Go-Between regarding
this rendezvous, he ....ilI know that some
thing is desperately wrong in his plan.

Confronting the Go-Between
If the heroes have discovered the Go

Belween's identity, they may decide to
coo(rol'l( the Go-Between directly, either to
apprehend him or 10 squCC%e him.

First, the heroes musl find the Go
Betoo.·een alone in a fairly private location.
In most cases, this ~ilI involve some sneak
ing around - into IOwn, Castle Harkwood,
the Clumsy lion, elC. They ~ilI probably
need to climb a city or castle wall, avoid
guards on pallol, gel the drop on the Go
BetwCCl\ himself, elC.

Presented with certain death or caplure,
the Go-Belwecn will offer the following in
exchange for his freedom, in the order
listed: the identity of the Mastermind, the
](x:ation of the Old Dungeon, what forces
to expect there, the identities of any prison
ers there, and the $10,000 he was 10 give
Pedar for Aylara at the pre-daWfl rendez
vous. The money will be olTered only as a
last reson. If be C3ll1l0l convince the chu
acters 10 guarantee his freedom, he will
settle for:l day's hew sun on any pursuil_

lndividu31 reactions will vary:
LorJ 8allhyll would prefer that the

pany apprehend Agrast and forgel his own
rolc in the conspiracy, so lhal he nuy
remain Lord Governor of Harkwood
Town. He has 550,000 of Lord Hugrin's
money secreted in his hou.sc, and will ofTer
up to all of it 10 buy the heroes' secrecy.
He will settle for the opponunity for him
and his wife 10 nee unmolested.

wrJ T,lb,ron is a bil of:l cowud, and
will offer the $10,000 up (rOlli, in hopes o(
go3ining his freedom. If the heroes won't lei
him escape, he will ofTer to testify against
Lady Aylau, if the heroes will guarantee
him slavery rather than execution.

Lorb,i" or Tilt" won't voluntarily
give up any infomution; they will atlempl:
to strike 3 bargain only aJlcrbcing subdued.

An;" views himsclf only as the chroni
cler of a lIagic history, and promises to
sing of the PCs' v3lianl roles in lhe down·
f3l1 of the m3d tyranlofHarkwood. He will
gladly reveal his informatioa, if he is aI
lo.....ed to witness the capture and death of
Fcnnurc - so th:lt his epic may be more
aceurate,ofcours<:.

AriA: will offer inforltl3tion 10 buy his
freedom, but hc won 'I hatld ovcr the money
- he needs that to set up a new Lavern,
somewhere far :lway. He will, ho\YCver,
olTer lbc Clumsy Lion to the PCs, if thaI in
tereslS them. If Arik is allowed 10 nce,
Kinn. will accompany him.
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Rewards
If the characters win this one, they should get the standard character points

as described in Scenario One. The Go-Between is carrying SIO,OOO in gold,
which he is to hand over to Pedar in exchange for Aylara; honorable parties
won't keep the money, but not everyone is honorable ...

Since the Go-Between is at the front of the bandits, he'll probably be one of
the first enemies to fall, so the party will be certain of his identity_ Ifhe's still
conscious, he'll trade the name of the Mastermind and the location of the Old
Dungeon - including the second entrance - for whatever he can get (see side
bar, p. 56).

If the Go-Between is dead, all the surviving bandits from this group know
where the Old Dungeon is.

The Old Dungeon
At this point, the heroes should know who the Mastermind is, and the

Mastermind may know he's been found out. (If the PCs confronted the Go
Between or made the rendezvous, the Go-Between's absence at least will have
been noted.) Everything is lined up for the final confrontation, which will take
place at the villain's hideout, the Old Dungeon.

•
The heroes know where the Old Dungeon is, and have a pretty fair idea who

and what to expect to find there. If the Mastermind is Agrast, Darrek, Morgris
or Telberan, he'll be at the Old Dungeon, preparing his escape. (This will be true
regardless of the hour the party gelS there - unless they take all day about it.)
The Mastermind and his party will just be mounting as the PCs arrive_ With the
villain will be his remaining mercenaries, and any nobles he has taken prisoner,
possibly including Fenmarc, Darrek, Jaenyth and any noble Pes taken in accord
ance with the sidebar on p. 55.

If the Mastermind is Aylar.l or Fenmarc, she or he will have retreated to the
castle, planning to sit things out behind lowered portcullises and raised
drawbridges. The castle guards have been informed that the PCs are part of the
conspiracy which captured and killed the various nobles of Harkwood, and have
been ordered to kill them on sight. The guards have not been informed of the ex
istence of the Old Dungeon; to inform them would compromise the villain's in
tegrity. Instead, the Mastermind must trust the bandits remaining in the Old
Dungeon to defend the castle's weakest point.

There will be one mercenary for every two PCs, fighting or otherwise. From
this point on, the conclusion varies by Mastermind.

Agrast

As the PCs arrive, Agrast and his party of bandits are loading their packs
onto their horses around the second entrance to the Old Dungeon. The prisoners
are already on horseback, their hands tied behind their backs, their mounts teth
ered to stakes.

When the Pes attack, Agrast will order his men to dismount and draw steel.
He will stay mounted, however. Agrast's main objective is escape, but he will
first make a strong effort to slay Fenmarc.

As the mercenaries engage the PCs, Agrast will ride to the spot where
Fenmarc's horse is tethered. drawing his broadsword. "I may never wear a
baronial coronet. Fenmarc," Agrast cries, "but the only circlet of gold you'll
wear today is a halo!" With that, he aims a vicious cut at the unarmed and help
less baron. If no PC can reach Fenmarc in time, the baron will rollout of the sad
dle, landing on the ground with his horse between himself and Agrast.

Agrast will attempt to ride the baron down, until a PC seriously threatens
him. When that happens, he'll turn his horse and flce into the woods. leading the
party on a chase similar to that led by Tell>eran, below,
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Variations on the Rende1.J'ous
Ifyou havc:chosal Aylan Of Dmcl::as

your Mastermind, the: rcnda.vous ..ill pro
ceed some....hat differently thilD it ...'ouJd
~t'1loUe.

FOT AJttlTtl
If lady A},I.:m iJ the M:astermind, she:

....i11 try to sneak a....ay ftom the party
before: they even SlCp into the: glide. If the:
heroes :arc: ....atching her too closely, sbc:'1
....ait until she's brought to the: center of the
glade for the: eJ.ehlJlge. Then, after the in·
eviuble fight bre:3k5 out, she ....ill nuke a
becline for the ....oods behind the bandit
force. In tither eue, once she gets OUI of
sighl, shc he3ds stnight toward the Old
Dungeon and the fUl31 encounter which
will Uke place mere:. The heroes - "'ho
will not have had time to learn the location
of me Old Dungeon )'et - will nOt be: able
to catch up to her before she arrives there.

Should the pUIy mlJlage 10 prevent
Aylan's flight to the Old Dungmn, they
will no doubt be haded there soon 
though Ayl;m ..·oo-t tcll ..-bere she's h:ad
her fnher hidden, Tdber:an ""ill. The
heroes ..·iIJ no doubt bring her :along ..hen
the). go 10 the dungeon. On«: wilhin w
shot of her mercenaries, she: "';11 order
them 10 rescue her, offering ricb tre:asures
2nd s"-ect promises to the nun "-00 froes
her from the: Pes' control.

FOT OtJ,,,1t
As soon :as both the b:ltldil$ :lnd the PCs

h:lVc met in lhc: center ofthc flCld - either
to negotiate: or to fight - the mighty Sir
Dmck chuges into lhc: gl:wSc on hone
back, accompanied by C:annick, J:lCnyth's
squircs and II couple of men-al·arms (ust
the town guardsrrun dcs<:ription on p. 39).
The intcntion of Sir DarTek:and hiJ pany is
c1ur - to wipe: out all the "filthy kid
nappers" in the glade, including Ihc PCs!

By "rescuing" Aylan from her kidnap
pers - ...·bom he hired in the: first p1xc
DaTKk hopes to ",in Ayl:an's love,:lnd the:
baron}' :along ""ith it. He tus nude: sure lh:u
lhc squires and men·at·arms will be $houl:
ing em:fully<hOSCll b:utlc cries, such as
"De3th to the: vernUn!" "For the Ud)- d
Hath'ood!" and "To A)1;m, ber

If, during lhc: eOO'bat, it becomes ap
p.:arcnt that DarTck iJ lhc M:aslCrmind, be
willllcc, hading 10 the: Old Dungeon and
lhc fUl31 coc:ountet of lhc adventure. Can
nttk and lhc men-3t-atmS ....i11 foliO"'" the
knight, bUI il nuy be possible for the: Pes
10 coovince hen}·m's squires to join them
ag3inst lhc nefarious Sir DaTKk.
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The Old Dullgeoll
The Old Dungeon is an underground

prison. the only rcnuining pan of 3. manor
built hundreds of yeaTS ago, long before
Conal!'s follo....ers moved into the 3rC:!.

I(the Masltrmind is Agr1St or Morgris.
the dungeon is half......ay bet ccn the Tour-
ncy Glade and Jacnylh's To er, and only
:I chimney fTUTks its presence. If the Mas
termind is AylJn, FcnlTUTC or Telbcran,
the dungeon is below Fcnnurc's Caslle. II
has bcx'n scaled off for years, and only the
Mastermind and his Go-Bc:twccn know it
hu been reopened. If the Mastermind is
Darrd:. the dungeon is belo..... the to.....er of
his nunor.

DtUJils of tht Old Dungton:
(I) The Main EnlIJIlcc. These double

doors open from the dungeon hall onlo a
small, square ch:ambcr, four hCJ;cS on ;]
side. In the ceiling of this chamber is a
snull h:lIch. If the dungeon is below the
culle, the balCh leads to 3 storeroom in the
main building. If the dungeon is below
Danek's llUJIorhousc:. it IC3ds to the bot
10m of the old tower. If the Dungeon is OUI
in the foresl, the hatch is concealed with
old leaves glued 10 ill: lOp. The hatch may
be barred from above, The halch ilSClfh3S
DR 4, tiT 20.

(2) The Barracks. Thesc rooms hold
cots and bedrolls enough (or 22 soldiers.

(3) The Storeroom. This room contains
3bout 80 meals' worth of food, mostly
smoked meall:, hard bre3ds, and cheeses.

(4) The Prison. Thcse ten cdls each
have ch.:lins hanging from the ..... :Uls, in
""hich prisoners may be manacled. The
door to any cell containing 3. prisoner will
be locked; the doors have DR 2, HT 10.
Hanging on aspike on the w.:1ll, near the
main corridor, is 3. ring with keys to .:111 the
cdls 1I1d manacles.

(S) The Stables. These rooms h3VC
been recently converted to sUbles, though
no horses remain he~.

(6) The Second EnlIance. This slIaight
shaft lT3.vds 3. hundred y3.rtls to an opening
hidden behind hanging gr35SCS on a hill
side. The ceiling is low enough th:lI bow
firc is limited to three Increments: cross
bow fire - ...·ith ill: n:llter trajectory - is
not affected. (If the dungeon lies below the
cude, this shaft passes under the moot,
and that section is drippy and creaky, and
not at.:1l1 s3.fe in appearance.)

In/rigue in Harkwood

A)'lara
Lady Aylara has ordered her mercenary bandits to hold the Old Dungeon

against all attackers. They have positioned one crossbowman at each of the doors
opening onto the main corridor; the crossbowmen will lean into the hall to fire
at the PCs as they approach. The crossbowmen are half exposed on the turns they
aim and fire, but are completely hidden while they reload. Any bandits not
shooting will be loading crossbows for the bowmen; every crossbowmen with
another man loading for him will be able (0 fire once every three turns.

Once the heroes have subdued the bandits, they will find Baron Fenmarc and
any other prisoners, including Darrek, Jaen)'th and any captured PCs, locked in
cells around the Old Dungeon. Fenmarc will immediately stride towards the
dungeon's main entrance, which opens into the lower levels of Castle Hark
wood. Inside the castle, he moves purposefully aboul, asking after his daughter.
The servants - much surprised to see their missing baron emerge from the base·
ment of the castle - inform him that Lady Aylara locked herself in her chamber
some time before, after ordering the guard on the castle walls doubled. Fenmarc,
presumably with the PCs in his wake, climbs the stairs to the second floor of the
baronial apartments, where Aylara's chamber is located.

Naturally, Aylara's door will be barred from within; the Lady doesn't answer
when called. Fenmarc will order the PCs to break the door down. Aylara is sit
ting on the edge of her bed, a glazed look in her eyes. (Figure the room is 10 hexes
square, with the bed directly opposite the door.) As Fenmarc steps into the room,
his daughter turns to face him, but her eyes don't focus.

"Forgive me, Daddy," she whispers, geuing up from (he bed and stepping. .
slowly towards her father, her arms extended to hIm. '" never meant 10 hurt
you," she says, jusl as the IwO meet. As Fenmarc - a tear in his eye, ifany can
see his face - takes his daughter in his arms, have each PC in the room make an
IQ roll, modified by Alertness. Whoever makes the roll by the widest margin
will see the dagger - which Aylara had concealed in her sleeve - as she readies
it. He'll have one second in which 10 act, before Aylara's eyes focus once more,
and she plunges the dagger into her father's neck.

Ifthe PC can stop Aylara's blow, and somehow get her and her father apart,
Fenmarc will cry out, "Subdue her! But do not injure her!" Aylara will fight
like a wildcat, making nothing but All-Out attacks, but she has no weapons (rain
ing, and [he party should quickly have her under comrol.

"You shan't punish me, falher," she taunts Fenmarc, once the PCs have
caughl her. She coughs, and a trickle of blood appears at the corner of her
mouth. At that moment, the PC nearest the bed will notice an open vial among
the rumpled bedclothes.

"That much, I can still deny you." She coughs again, and her chin is covered
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with blood. She spits at him, coughs once more, and goes limp, dead. The red
stained spittle leaves a wet crimson stain on the white linen of Fenmarc's tunic.

Dam!k
Darrek, Squire Cannick and the remaining bandits are outside the tower of

Darrek's manor, saddling their horses for their escape, as the PCs arrive. Fen
marc, Jaenyth and any captured PCs have just been brought up from the Old
Dungeon under the tower; their hands are bound, but their feet are not tied.

When the PCs are spotted, Darrek will order his men to draw and attack. As
Cannick and the mercenaries engage the heroes, Darrek will move to Baron Fen
marc, readying his dagger as he moves. If the fight is going well for his men,
Darrek will help Fenmarc into the saddle of a horse (a five-turn job, with the
baron's hands bound), then mount his own horse and attempt to break away,
leading Fenmarc's horse.

If, however, the battle is going against his men, Darrek will grab the baron
from behind, holding him in a sort of half-nelson grip. "Stand fast!" he shouts.
"Stand fast or His Excellency dies!" Darrek has his dagger on Fenmarc's
throat, and will kill the baron if the heroes do not stop fighting.

"The baron and I are going to ride out ofhere," Darrek tells the PCs slow
ly, once the fighting has come to a hah. "Cannick and my men ride with us.
We'll release the baron at the edge of the barony. If you try to stop us - now or
later -I'll have him killed."

Actually, Darrek's resolve is weakening. Though he says he'll kill Fenmarc,
he won't do it unless the PCs rush him. (Anyone with Empathy or Detect Lies
should roll to notice the lack of conviction behind Darrek's words.) The heroes
can resolve the situation in any of several ways. They might simply allow Dar
rek to escape; the knight will release his former lord five miles down the Blythe
Road, with a horse and a dagger. If they notice - or even suspect - Darrek's
lack of resolve, they should be able to talk him into surrendering, by convincing
him that doing so would be the only honorable action left to him. If, instead of
rushing him, the heroes advance toward him slowly, he'll start to panic, franti
cally swearing that he will kill the baron. Darrek will draw his weapon back to
deliver the killing blow, but at the last moment, he falls to his knees before the
baron. "Slay me, My Lord," he sobs, drawing his sword and handing it hilt first
to Fenmarc. '" am not fit to live, let alone to serve you."

Fenmarc, of course, will not kill his former knight. Instead, he has Darrek
and his men arrested.

Fe"marc
Fenmarc has given his forces - both the castle guard and his secret mer

cenaries - orders similar to those described for Aylara. The bandits will be
arranged as described above, with one crossbowmen in each doorway, and any
others loading crossbows for the archers. Once the party has dispatched the mad
baron's mercs, they will find Darrek chained to the wall ofa dungeon cell, the
crumpled body of Jaenyth in a heap on the floor opposite him. As Darrek will
tell the PCs, Fenmarc slit the bound and helpless dame's throat before his eyes,
for no purpose other than to laugh as Darrek strained against his restraints.

Fenmarc is waiting for the PCs just beyond the main entrance to the Old
Dungeon, in one of the wine cellars beneath the castle. He has barred the door
from the dungeon into the castle, and can be heard laughing from the opposite
side as the heroes attempt to break it down.

"You think you've beaten me!" the crazed lord cackles as the PCs burst into
the cellar. He is standing beyond a row of wine barrels, so that only his head and
shoulder are visible. "But you haven't! There is but one step left in my plan to
ruin Fenmarc of Harkwood!" And with that, he cackles once more, and steps
from behind the barrels, holding a cocked and loaded crossbow. He is standing
about fifteen hexes from the leading member of the party, and backing slowly
away, one hex per turn.
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PC Prisoners
Any PCs taken prisoner by the M3Stcr

mind and his h<:nchmcn during the adven
ture - either by Going Wlht Baron, p. 55,
or some other method - ue being held in
the Old Dungeon. Depending upon how
much rc.sisuoc:c \hey put up, thc.y 11\1)' have.
been locked in a cdl, manxlcd to the ....:1.11,
or beth. How they become re·involvcd in
the adventure depends upon ....·hen they :It

tempt to nuke :m escape.
The locks on the doors of the cells ....ilI

require a roU against Lockpicking skill,
taking a ·3 to the roll for sc.mi-darknc.ss,
and an addition:l.l ·3 if the guards rdievc::d
the lockpicker of his lools. The doors may
be bursl - they have DR 2, HT 10. The
manacles depend from three-foot chains,
bolted to the wall .seven fttt ab()\'e the
noor; the boll.'i which hold the chains to the
wall arc heavily corroded, and will pull
free with a roll against ST-5.

Tricks to lure a merccnary with ke)'s
into the cdl, or to convince him to unlock
the door or manacles, will ....·ork ifcleverl)'
eAeeuted - roleplay the situation.

Onee the characters have gotten frtt of
their eell(s), they must somehow escape
the dungeon. Since the)' were brought ill
through the main enU'3IlCe, they have no
idea about the uistence of the sc.cood en
U':mce. There will be. al least half a dozen
mercenaries moving aboul the dungeon al
any given time, :md half again that nun)'
ofT duty and asleep in the barracks. The
heroes will have to sneak or fight their way
p:m thc.sc meres to get out.

Once frcc of the dungeon, they'll wanl
to rejoin the rest of the pany - which may
not be. easy, if they don't kno..........here. the
pany is no.....!

COfllj'lutd 011 /lUI pagt.
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PC Prisoners
(continued)

Ifthccscapc attempt docs not occur until
the resl ofthc PCs arrive to apprehend lhc
Mutermind, the situ3tion will be 3. bit dif
(erent. Several of !he M35lCrminds .... ill be
Uking important PCs (those of Status 2 +)
""ith them (or ransom. These characters 
their h~d.s tied - will 3.lrC3dy have betn
convC)'cxJ to the second cntnnec when the
rest oflhe p.trty 31TivC5. They will be on the
scme when the (mal baule erupts.

Oilier PCs will h3VC been kfi behind,
lock«l in their cells. If it SCCffiS unlikely
that any of the imprisoned heroes will cs
cape his bonds in time to panicipalc in the
cHm:ll;tic batllc, give lhcm II litlle help.
Perhaps a mercenary had come to feed the
prisoners just 3.'J the pany arT1vtd outside,
and leil!he door 10 thc cell unlocked. Per
haps one of thc mercenaries once served
with a PC fighter. md dclibentcly dropped
the keys in hi5 cell.

Intrigue in Harkwood

"Yes. there is one thing left for me to take (rom the spineless Fenmarc. " His
voice has turned to an icy hiss, and he aims the crossbow at Aylara, if she has
accompanied the pes, or the bare-ehested Darrek, if Aylara is not present. He
cackles once more: "That thing, my friends ... is his lifet"

With that, the mad baron throws his head back in maniac laughter, and tillS
the crossbow up to his exposed neck. A split·second later, the mad baron slumps
to the ground, his face a frozen mask of hysterical insanity, the feathers of a
crossbow bolt protruding from beneath his chin.

Morgris
Before the PCs reach the Old Dungeon, they encounter Red Sean, who tells

them he has been searching the barony for them. He tells them what has hap·
pened while they were gone - though most of this will be old news at this point
- and swears that his true loyalty lies with Baron Fenmarc, who is currenlly im·
prisoned in the Old Dungeon. It seems that Morgris wanlS Fenmarc to sign a dec
laration of abdication, but the baron has refused. Sean begs the PCs to help him
free Fenmarc before Morgris loses his limited patience, and kills the baron.

When the party arrives, Morgris, Symond, the remaining mercenaries and
five of the town guardsmen are scallered throughout the Dungeon. Morgris is in
Fenmarc's cell, shouting threats at the baron. Darrek, Jaenyth and any PC
prisoners each occupy a separate cell.

Red Sean is known by the mercenaries at the Old Dungeon as one of
Morgris' guardsmen, who will admit him to the dungeon with little question. He
is not, however, a terribly creative thinker; the heroes will have to come up with
a plan to get them by the guards. Anything plausible is likely to work. They
might have Sean pass them off as new recruits or prisoners transferred from the
town or castle; the GM will have to determine the effectiveness of such a plan.

Assuming that Sean does get the heroes past the guards at the entrance to the
Dungeon, they should be able to avoid a fight unlil Morgris himself recognizes
them. As soon as Morgris spots them, though, he will order his men to attack.
Morgris then draws his knife and grabs Fenmarc. He will follow much the same
plan described for Darrek, above - to use the baron as a bargaining chip as he
negotiates for freedom. Morgris will threaten Fenmarc's life if the hero's don't
cooperate, much as Darrek would, with one exception: Morgris means it.

"Fenmarc's life for my freedom," Morgris offers, once he has the heroes'
attention. "I'll set 'im loose once I'm good and sure I'm away. And I won't 'arm
an 'air on 'e's excellent 'ead, less you try to follow us."

Morgris does obey a sort of highwayman's code of honor, and he won't go
back on his word once it's given. He'll leave, on horseback, leading a second
horse carrying Fenmarc, and he'll set the baron free - still bound at the wrists
- once he's certain there is no pursuit.

If the party refuses, Morgris only shrugs. "Them was me terms, an' its yer
right to turn me down," he says, in a businesslike fashion, then shoves his knife
home, into Fenmarc's back. Morgris releases the baron, who crumples to the
floor. "To the finish, then," Morgris sighs, drawing his sword.

Morgris will fight to the death, as will Symond. The other bandilS will sur·
render once Morgris has fallen. Fenmarc mayor may not be dead; you decide.

Ttlberan
Telbcran and his mercenaries are outside the second entrance to the Old

Dungeon, preparing to ride, when the heroes arrive. Fenmarc - hands bound
already silS upon a horse in the midst of the group; no other prisoners are in
evidence. Once the PCs are spotted, Telberan orders his men to dismount and
defend him. Telberan himself, however, remains mounted. He sidles over to the
horse ofa bandit, and takes a crossbow from where it hangs on the saddle. As he
watches the baltle, he readies the bow.

Once it becomes apparent that his men will be overwhelmed, Telbcran draws
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a careful bead on Fenmarc, crying out: "Very well then, Fenmarc, but if I can't
have Harkwood, neither shall you!" Telberan makes this declaration as he is
aiming; he fires on the next turn, taking no snap-shot penalty.

Whether Telberan hits or not, on the next turn he throws the crossbow to the
ground and spurs his mount into the woods_If the PCscan't stop him very quick
ly, they'll have to chase him down. Telberan's cavalry horse has Move 14, ad
justed for encumbrance, but since the fallen lord is riding through fairly dense
woods. the best time any horse can make is about 10 hexes per turn. To find out
when - or if - the PCs catch Telberan, use a series ofQuick Contests of Riding
skills, as follows.

Roll once each minute for Telberan, and have each mounted PC pursuing
him roll as often. Compare each character's success or failure with Telberan's.
Any hero who beats Telberan in the contest for that minute gains on the villain;
any PC who loses to Telbcran in the contest loses ground. If a PC wins in three
consecutive turns, he has caught up to within ten hexes of Telberan, and both
characters should be placed on a combat map scattered with trees. If a PC loses
three consecutive turns, he has dropped hopelessly behind in the chase.

Once a hero has caught up to Telberan, he need not roll further contests, but
any other pursuers must still roll to catch Telberan and the first PC. As each PC
wins his third consecutive contest against Telberan, place him on the edge ofthe
combat map. Once Telberan has been slopped, have each PC not yet on the com
bat map make one more roll against Riding. If he makes the roll, he appears on
the edge ofthe combat map on his next turn; if he fails, his arrival is delayed by
one turn for every point by which he missed his roll. Any character who had
dropped "hopelessly behind" takes a -5 penalty on this roll.

Afttr the Masttnnind Falls
Once the Mastermind has been killed, captured or otherwise subdued, the

villain's mercenaries will have no reason to fight on. They will defend them
selves, if the heroes press their attack, but they would rather escape than fight to
the death. If their side is obviously losing and no escape is possible, the bandit
mercs will surrender rather than continue to fight.

Rewards
For dispatching the Mastermind and restoring Fenmarc (or Aylara, if Fen

marc is dead) to the baronial seat, award each PC three character points, with a
bonus of one for adequate roleplaying, or two for exceptional roleplaying.

In a day or two, Fenmarc - or Aylara - will hold a baronial court, in which
he will reward each person who participated in the downfall ofthe Mastermind.
Rewards will average about $6,000, but only commoners will be given silver 
Fenmarc would nOl. insult a nobleman with cash. Instead, knights, lords and
ladies will be presented gifts - a well-trained horse, a suit of light plate and a
fine..quality broadsword, or a diamond-studded necklace and a velvet gown 
each set worth roughly $6,000.

This would also be an excellent time for Pes who have saved the points to
buy an increase in Status. For example, Fenmarc might ask Darrek, Jaenyth or
a PC knight to knight a PC squire, or he might grant lands to an unlanded knight.
A common character - Status 0 - might also find his station impro\'ed by the
end of the adventure. A promising young fighter might be taken as a squire by
Darrek. Jaenyth or a PC knight; a more mature soldier might be offered a com
mission in the town or baronial guard. A PC who accepts any of these positions
would need to pay 5 points to raise his Status by one.

And, of course, heroes will gain the gratitude and friendship of the ruler of
Harkwood. They will always be welcome in the barony, and - if they're will
ing to spend the points - may take Harkwood's ruler as a Patron.
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Funher Adventure
If you wish to continue !.he c:ampaign

af\cr this 3<!venture is conclUlkd. here :arc
:t fe.... p1011incs you can C3Sily pursue.

If the MUlCrmind ...·as Agr35t. Fen
nun:: nuy be: righteously enr:agcd by his
Ireachcry 2nd eboose to ....:age ...·ar upon
DetlIOn. PCs scn'e him 35 miliury e:apUins
and :advisors in this ....ar of buooies. They
might perform missions behind enC'ffi)
lines. le3d th<' Iroops into b:anle. elC.

A eonspirxy might spring up out of
Detlton or Menhall 10 dispbee Ihc King,
U K'p('alCdly discussed e:arlicr in this sup
plement. This would le:ad 10 II. nujor"':ar 35
Caithness splits in half. The PCs can
choose skk$ :and b«omr a nujot force in
the ....ar·s resolution.

The orc-....ar hinted at in Orcsla!,.r
could come about. The ra.id described in
Orula!tr ....asn·tjust II. blndilalL:lck: These
orcs Yt'cn:: sufflCientJy ....cll·org3niled to
suike 3S fll.r :lS the caslCm border of C3ith
ness to actUc:ve their ends. Bulgm, Ieadcr
of Ihc: orcs in that adventure. nuy be the
motiv:ating force behind the cntire ore ...·ar,
:as Caithness is pitied ag:ainst the bordes
from the ....est. Adding to C3ithncss' ...·or·
ries, Mcgalos m:ay inVOlde ....·hile Caithness
forces 3re eommitted to defending the king.
dom from 0fC$.

The heroes nuy find adlCmentjust by
tr.lveling :across th<' 1md5 of Caithness,
mttting ilS lords. fighting ilS monsters,
subduing ilS criminals (or helping Ihcm).
2nd jumping inlo any 3dvctllUra th:u pn::
scm themselves.

They might choose to e"p1on:: bc)'ond
C:aithness' narro.... boundaries, he:ading
e:ut into Me:ga.los. There: thc:y could Stt

flrst-hmd Ihc g,lory 2nd dcc3dcnce: of the
mothc:r nation. :and p3Jticip.11C in the: strug·
g,les bc:t....·ttn the Christi311 kingdoms :md
the: Muslim n3tions.

In short. the possibilities for 3dvcnturc
3re endless ... y,'hich is the ....3)' it's sup
posed to be.

Intrigue in Harkwood



Honor and Calling Wounds
TheoretieaJly, the opponents in 3. non

IelhaJ eomb3.t ue supposed to re3.et to the
"Perceived D3.m:J.ge" column 3.S if it Il.·ere
3.clu3.lIy h3.ppcning to him. In other words,
these fighters :Ire tr3.ined 10 recognize the
force of a blow and interprct it 3S if the
wC3pon were Ieth3.l.

So, honor:tble ch:tr:tcters re:tct (0 the
d3.lTUge they're supposed (0 be Uking.

If, in the "Perceived Dam3ge"
column, :t chu3Cler's limb is crippled, he
lights wilhoUl it (If iI's an :trm, he fighlS
with one weapon, no shield. If it's a leg. he
lights from a kneeling position.) If, in this
column, his tiT drops below 0, he inlcr
prets the 13.st blow :IS sufficicnt to render
him unconscious: He falls over and :ac
knowledges defeat. Acknowledging blows
in this manner is called "c:tlling your
wounds."

A ligtller C:1l) aJW3)'S choose 10 ignore
his "Perceived D:amage" column and go
by the re3.1 d3.mage he h:lS Uken - this is
referred to as "not calling your Il.'ounds."
This is dishonor:tble, and in toumament
Silua(iOl\S, referees \1)' to k~p an eye out
for such bch:avior.

On the other hand, a fighter eng:aged in
non·leth:tI eomb:a( C:ln win favor with the
audience by h3.mming il up - en3eting
violenl deaUt throes. for eurnI'le, when
he's ukcn a "mon:tI wound."

Tourney Rules

TOURIEY RULES
In this section, we present new rules for non-lethal combat and jousting.

Your players may read these rules if you wish; there's no adventure material.

Non-Lethal Combat
Most early weapons training takes place with blunted or wooden weapons,

so that the nedgling warrior will not take too much damage. In some places, even
duels are fought with non·lethal combat ... but you won't see that sort of
overly--eivilized dispute in this part of Caithness.

Blunt weapons
Blunt weapons have the same size, weight and balance as their lethal

counterparts, but they are not as dangerous. Sharp edges are blunted and
wrapped in leather; crushing surfaces are padded. Blunt weapons always do
crushing damage, regardless ofthe damage type orthe weapons on which they're
mooeled.

Furthermore, they are designed to sting rather than really injure, and so they
do half Ihe damage appropriate for the weapon. Roll the proper damage for the
weapon, divide it by two (rounding down), and then subtract the DR value of the
armor. The result is the number of hits actually inflicted on the victim.

Conducting Non-Lethal Tourney Combat
In a non-lethal combat, the opponents wear their normal armor but are armed

with blunt weapons.
Each player, during non·lethal combat, should use a scratch sheet with two

column headings, labelled "Perceived Damage" and "Real Damage."
While combat is going on, resolve attacks exactly as if each blow were a

genuine one with a genuine weapon. Put all hits taken in the "Perceived
Damage" column and note any additional effects (such as a crippled limb) there.
This damage is what would have been inflicted on the character, if the combat
had been fought with real weapons.

Then, for the "Real Damage" column, follow the procedure outlined for
blunted weapons, above: take the amount of damage the weapon did, halve it,
subtract DR, and apply any remaining hits to the character as crushing damage.
This damage should be recorded in the "Real Damage" column, and is actual
damage that the character has taken.

For example, Sir Careth and Sir Actys are battling away on the tourney field
with blunt broadswords. Both are ST 13, and d02 dice with an ordinary swing.
Both are wearing light plate armor, which has DR 6. Sir Actys swings and Sir
Careth fails to parry or block. Actys rolls 10 points of damage.

In the "Perceived Damage" column, subtract Careth's DR 6 armor; 4 points
of damage get through. Since a broadsword is a cutting weapon, that damage is
multiplied by 1.5, so Careth has taken a total of 6 hits - theoretically. Put 6 hits
on the "Perceived Damage" column.

For the "Real Damage" column, take the 10 points ofdamage. Halve it. The
result is 5 hits - not enough to penetrate Careth's DR 6 plate. Thus, no hits
should be counted in his "Real Damage" column.

Jousting
These rules are by no means intended as a complete set of rules for mounted

combat in GURPS. They do, however, provide all the information you'll need
to cover a classic joust between armored knights on warhorses. Included are
rules for horse movement, lances and unhorsing an opponent.
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Horses
Horses are, obviously. an important pan ofjousting. Slats for various types

can be found in the GURPS Basic Set and the GURPS BestilJry. Specific rules
for their movement, excerpted from Bestiary, follow.

AcceteraJlo'l alld Deceleratiot'
Unencumbered, a horse may accelerate from a standing start to its full Move

in a single lurn. Even lightly encumbered. however, a horse may change speed
by only 1/3 of its Move, faster or slower, in any given lurn. For example, a
mounted horse with Move 16, beginning from a standing start, may move up to
5 hexes on the first turn, up to 10 hexes on the second turn, and full speed on the
third lurn (round up on the third turn). If it is running at full speed and begins 10
slow, it must still run 11 yards on its next turn - some caution should be exer
cised when riding in close areas!

A mounted animal may decelerate by twice the normal amount if it makes a
OX +2 roll and if the rider makes a successful roll against Riding·2. If the horse
makes its roll and the rider fails, the mount slows but the rider is unseated, taking
damage as for falling 4 yards. If the mount fails its roll, it falls; if the rider fails
his Riding-2 roll, he is unseated, and takes damage as above. If he succeeds on
that roll, the rider makes another Riding roll (at a penalty equal to his En
cumbrance) to leap clear of the falling horse. If he leaps clear, he takes damage
as for a 2-yard fall; ifhe fails, the mount falls on him, doing I-I crushing damage
(or, if the horse's speed was 10 hexes or more, the rider takes I + I), plus the
damage for a 2-yard fall. In any case in which the rider falls from his horse, add
+ I hit for each five hexes of speed over 10.

Turning
A horse moving 10 hexes per turn or faster must move at least one hex in a

straight line after every one-hexside change of direction. A horse moving 20 or
more hexes must move at least two hexes in a straight line after each one-hexside
change of direction - and so on. (See diagram.)

Lances
Of all the medieval weapons, the lance was by far the most deadly. Impact

ing with the force of a charging warhorse and armored knight, rather than the
strength of a sword arm, a lance can easily pierce the heaviest armor and drive
its way through the fighter inside. Though next to useless in rough, heavily
wooded terrain, a company of well-trained lancers can easily command a level,
open battlefield.

The lance is a long, spear-like polearm, with a wooden haft and a metal
point. Many lances, especially those used by knights, have a vamplate - a cone
shaped guard which protects the rider's hand and improves his grip. A lance re
quires a minimum ST of 12; it takes one turn to ready a lance after a miss, 2 turns
to ready it after a hit. To hit with a lance, a character rolls against his Lance skill
(see sidebar).

The basic lance is 12 feet long, weighs 251bs. and has a reach of three hexes.
A longer lance may be used, to allow the knight to hit before an opponent with a
shaner lance, but longer lances are more difficult to control. For every addition·
al foot of lance, the lancer takes a -I to his skill when rolling to hit. The reach of
Ihe lance is improved by one hex for every three full feet oflenglh above twelve.
A lance weighs an extra 2 Ibs. for every fOOl of length over Iwelve.

The lance does thrust +3 impaling damage, bUI the damage is nOI based on
the lancer's strength. Instead, it is based on the horse's ST and velocity. (Actual·
Iy, it should be based on the horse's moss and velocity - we use ST to ap
proximate the beast's mass.) If the horse is moving 5 or fewer hexes per turn, the
lance does thrust +3 damage based on '" the horse's ST, rounded down. If it is
moving 6-10 hexes per turn, the lance does damage based on 'h: the horse's ST,
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Turning Radius

New Skill:
Lance

(Physical/Hard)
This is the ability to use the lance - 3.

spear-like weapon 12 or more feet in
length, used from horseback. No parry is
L:Iught as pan of the wce skill; thus, a
jousting character must either Block or
Dodge his opponent's lance. Before he can
study the Lance skill, 3 character must
have the Riding skill at 12 or better. Lancc
defaults to DX-6 or. for chaf3cters .....ho
have Riding-12 or bcllCr, Spcar-J.

Thrusting Damage
for ST 21 through ST 50

ST Thrust ST Thrust
21,22 2 31,38 4
23,24 2+1 39,40 4+1
25,26 2+2 41,42 4+2
21,28 J·I 43,44 5-1
29,30 3 45,46 5
31,32 3+1 47,48 5+1
33,34 3+2 49,50 5+2
35,36 4-1

Jousting Lances
Obviously, jousting ....ould quickly

wipe. out Caithness' chivalry ifit ""'ere coo·
dueted with real lanccs. In the interest of
nfcty, toumamcm jousting is done .....ith
blunted wooden lances, spocially designed
to break if they strike very hard. These
blunted lanccs do thrust +3 a'ushillg - not
impaling - damage, and break if they hit
ror more UJ:1Il 15 points of d3lT1Jge. If the
damage rolled ror a successful hit .....ith a
jousting lance is greater than 15, the lance
snaps, doing 15 poinlS of dalTUlge to thc
rider.

In some tOUJllCys, the object is not to
unhorse yOUT opponent, bUlto break a set
number of I:lrlCCS - usually three - 00 bis
shield. In such eomeslS, the lances arc
usually ...'e3.kcncd even rurthcr, breaking
00 10 or fe.....cr points of dalT1Jge.

Tourney Rules



A Sample Joust
In this joust, Sir Actys and Sir C.:mth

fxeone:mothcr. Both havcST 13, OX 12
and liT 12, Riding-IS, Shicld·12 and
L.m:e·12. Each knight is carrying :I. 14
foot jousting IlJ'lCc. 80th arc wearing light
p1:lIC, for PO 4 and DR 6, and carrying
medium shields for PO 3, bringing their
Blocks to II. Their wllrhorses have $T 45,
~ do S+3 crushing damage.

In the first pus, both Icnights attack
simuJ~ously. since their lances ate the
s:une length. (In :I. simple joust between
1.....0 characters, it is not neccssary to usc a
map - simply assume both cOntCSlaJllS
h3VC suffICient room 10 gCI to full speed.)
First, Actys rolls to hit, Uking 3 -2 pen3.1ty
for his 14-foot I3IlCC. He rolls 111 8. :md
hits. Carclh must roU to Block; he misses
wilh 3 13. Since the 3tucks arc simull.a·
ncOllS, C:1rclh rolls to hit before Actys'
damage upon him is c3lculated. He is :Usa
rolling against L3llce-2, due to the length
of his I:lncc. He misses wim :lIl II.

Now Act)'S' d3m3gc to Carcth is
resolved. Actys rolls 12 points of damage,
of \\,'hich 6 get IIIrough Careth's armor.
Carelli must now roll to remain in the sad
dle; this c3.lls for a Riding roU, Uking a
pen3lty equal of -2, since !he blow did at
lustS points of damage, but less th3ll 16.
Cueth rolls a 10, which su«eedJ.

For lIIe second p:ass, Cueth calls for a
12·fool lance. This ti~, Actys attacks
first, since he has lhe longer lance. He rolls
against his Lance skill, still at .2, and gets
a 10, which hits. Carcth rolls a 10 to Block
- he caught the blow on his shield, and
may be wiliorscd. Actys' damage comes
up a 24. This exceeds !he brcal.:-point of
his jousting lance, which splinters, doing
only 15 points of damage. To stay on his
mount, Careth musl make a Riding roll,
again at -2. Thus, he needs a 13 or less; he
rolls a 7, succeeding comfonably.

In his aluck against Actys, Carelli is
now rolling against his unadjusted Unce
skill, since he is using a 12-fOOllance. He
rolls an 8, which hits. Actys rolls a 15 on
his Block, and misscs, so he'll take
damage. C:HCth'S damage comes Up:l 14;
Actys' armor stops 6, so lile knight Ukes 8
hits. He must make a roll against liT to
avoid being slU1lncd, since he took damage
greater than lh his liT. lie rolls a 14,
which misses - Actys is stunned. Now,
Actys must roU to rermain on his horse.
This roll takes a -2 penalty for the damage
2nd an addition:tl 4 for being stunned, so
he ncals a 9 or less. ActyS rolls a 12, and
falls to lile ground, Uking an addition3.1 2
4 damage for lIIe faIl. This damage comes
up 5 and, since armor does noc protect
against f3.lling, Actys is knocked uncon·
scious when he hits the ground.

Tourney Rules

rounded down. If it is moving II hexes or faster, the lance does damage based
on the horse's full ST. (A table of thrusting damage for Strengths ofup to 50 can
be found on p. 63.)

For example, Sir Act)'s' warhorse, Axehoof, has ST 45. At 5 or fewer hexes
per turn, Actys and Axehoof do thrust + 3 with a lance, based on ST II (1,4 of
Axehoors ST), or 1+2. From 6 to 10 hexes per turn, the)' do thrust + 3, based
on ST 22 (half Axehoors ST, rounded down), or 2+3. At an)' speed of II or
higher, the)' do thrust+3, based on Axehoors natural ST 45, or 5+3!

Conducting the Joust
In a joust, the contestants usuall)' start 50 to 100 yards apart, to allow the

horses room to get to full speed. When the lancers come into range of one
another's lances - usually at three hexes distance - they roll to hit each other.
Because lances hit almost simultaneously, both fighters roll to hit the instant
their opponent comes into range, regardless of whose turn it is.

Ifboth lances are the same length, the)' hit simultaneousI)'. Each lancer rolls
to hit, and to block, if necessary, before damage for either attack is assessed. If,
however, one lance is longer than the other, then the attack of the rider with the
longer lance is completel)' resolved before the other lancer rolls to hit. Thus. the
rider with the shorter lance may take damage, be stunned or even be unhorsed,
before attempting his attack.

Unhorsing Your Opponent
Whenever a rider is struck b)' a lance, he must make a Riding roll to keep his

seat upon his mount. This roll takes a -2 penalty for every fullS points ofdamage
delivered by the lance blow (before subtracting armor). If the rider fails this roll,
he loses his balance and falls from his saddle, taking 2-4 damage. If the rider was
stunned b)' the damage from the lance, the Riding roll is made at-4.

A character who Blocks a successful lance blow rna)' still be unhorsed b)' the
impact, even though he takes no damage from the attack. If the Block roll is less
than or equal to the character's PO, then the blow glances off the shield or
armor, and stands no chance of unhorsing the target. If, however, the Block roll
was greater than the character's PO - which is to sa)' that the character active
ly Blocked the blow - then the blow was caught squarel)' upon the shield. In
such a case, the character tak.es no damage from the attack, but still must make
the Riding roll described above, or be unhorsed.

It is possible - iftwo knights are using lances ofthe same length - for both
to be unhorsed simultaneously. If this happens in Fenmarc's tourne)', the Baron
gives the combatants the option of remounting and continuing the joust, or
resolving the bout on foot, using blunted weapons.
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Welcome to Harkwood! Fame and fortune await you in Baron Fenmarc's Prize Tourney, the largest tournament in
southern Caithness! But it won't be easy - there are over a hundred knights and adventurers, ready to compete with sword
and lance, bow and crossbow.

The bazaar at the Tournament carries its own enticements and opportunities. Merchants have journeyed to Ilarkwood
as well, bringing exotic wares from all comers of the known world. Also here are alchemists and wizards, selling their
talents and enchantments to mose who can afford them.

But this year, someone else is attending His Excellency's festival- a base villain, plotting to ruin Fenmarc and seize
conlro! of Ilarkwood. Can this C\'i1 Mastermind be unmasked in time to stop his diabolic plan and save the baron and me
barony']

WriUclI toy A;U(ln Allston
and J. David George

Edited by J. David George
and Moniea Stephens

Cover art by Darla Tagrin
J11l1stt3lcd by Guy Burchak

Jlark ....ood is an adventure/sourcebook for
GURPS FOflIaSJ. set in the world of Ynh.
Inside, you'll find:

• Tourn~' Rult!s - new rules for non-lethal
tournament combat and knightly jousting 
including the Lance skill!

• "ltrI8ut! in Jlarh'OOd - an action/intrigue ad
venture for 3 to 6 players, sct during Baron
Fen013~'s Summer's Day Tourney,

• Coithflt!Ss - the sourcebook for a medieval
kingdom in the world of Ynh, including its
sixteen baronies and lordings, and their rulers
... with the seeds of a civil war in which the
Pes can playa acroie part.

• Hartwood - tJclailed background n13terial for
J, campaign s::t in this Caillmess barony, com
plete with maps of hlpDnant locatioos and
over 20 non'player eharncters.

,\,

Harkwood is designed so that you, the game master, can
choose the villain you prefer. Six potential Masterminds are
detailed, each with a different accomplice, so that you may
pick the one which best suits your campaign. Notes throughout
the adventure keep you posted on how the Mastermind yOl4

selcclCd affects the course of the adventure. A different ending
to the adventure is provided for each villain, making
Harkwood six adventures in one!

You Pick the Villain!
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