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KNIGHTS AND WIZARDS!
They were the best knights in the world.

They were advised by the most powerful
wizard of all . . . Merlin himself! And their
leader was King Arthur, bearer of
Excalibur.

The story of Camelot is the story of
chivalry itself. All the knightly traditions
of fantasy . . . monster-slaying, maiden-
rescuing, jousts, adventures in disguise . . .
came from the tales of King Arthur, as told
by a thousand years of bards. Now
Camelot comes alive for the roleplayer.

GURPS Camelot includes backgrounds
for three versions of the legend.

* The Traditional Arthur of folklore,
* The modern Cinematic Arthur of

swashbuckling adventures, and
* The Historical Arthur, the ancient

British ruler who fought against Saxon
invaders.

This PDF is a scanned copy of the last
printed edition of GURPS Camelot. No
changes or updates from that edition were
made, but we have appended all known
errata to the end of the document.
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INTRODUCTION 
Perhaps the most enduring legend of the Western world is that of King 

Arthur and the Knights of the Round Table. For 15 centuries the tales have About GURPS 
survived, and in that time they have undergone changes that would astound their Steve Jackson Games is committed to 
original tellers! But still, something remains the same at the core of the myth, full the system. Our 

address is SJ Games Box 18957, Austin, something bright and glorious that transcends the stories and evokes a brilliant, TX 78760. include a self-ad- 
perfect vision at the mere utterance of the word "Camelot." dressed, stamped envelope (SASE) any 

GURPS Carnelot seeks to evoke of that vision. More than just a simple game time You write us! Resources now avail- 

setting, GURPS Carnelot will challenge the players - and the GM - to live the able include: 
Roleplayer. This bimonthly magazine 

ideals at the heart of the tales. includes new rules, variants. new races. 
Although tales about Camelot date back to the 6th and 7th centuries, it was beasts, informationon upcoming releases; 

not until the appearance of Geoffrey of Monrnouth's Historia Regum Brittaniae 
~ ~ ~ ~ ~ ~ ~ ~ i , " ~ ~ ~ c ~ ~ ~ ~ $ ~ ~  

in 1136 that Arthur truly caught the public imagination. In less than 200 years, tion, 
King Arthur went from a shadowy ruler in a few Welsh and Breton legends to a New supplements and adventures. 
central figure in British and European culture. In France, a number of Breton We're always On new material* 

and we'll be happy to let you know what's tales were collected and embroidered to become what is now known as the available. A current cadog is available for 
Vulgate cycle. In England, stories ostensibly derived from "reliable sources" an SASE. 
began to expand the sketchy career Geoffrey outlined. Arthurian verse appeared Errata. Everyone makes mistakes, in- 

across the continent. cludig us - but we do our best to fix our 
errors. Up-to-date errata sheets for all 

The capstone was Le Morte D'Arthur, written by Sir Thomas Malory, and GURPS releases, including this book, are 
published by William Caxton in 1485. LR Morte drew together the widely di- always available from SJ Games; be sure 

verse sources that predated it. Malory knew of both the French tales and Brit- an SASE with your request. 
@A. We do our best to answer any 

ish/Welsh traditions, and fused them in a masterly work that still survives as a game question accompanied by an SASE. 
classic today. Gamer input. We value your com- 

Malory's work set the standards and tone for Arthurian material for the next ments. We will consider them* for 
new products, but also when we update three centuries. It is considered the definitive reference and source to consult on this book on later prinlings! 

the entire mythos, and has inspired countless later works. It, and the Vulgate BBS. For those of you who have com- 
which contributed to it, constitute the basis of the "mythic" Arthur. puters. SJ Games operates a BBS with dis- 

cussion areas for several games, including However, the tales of Camelot are more than just myth. Scholars have begun Much of the feedback for 
to uncover the truth at the heart of the Arthurian mythos - the nearly-forgotten new products comes from the BBS. rt9s up 
fifth-century warlord who drove a united Briton military force deep into the 24 hours a day at 512-447-4449, at 300, 

heart of France. This, too, can provide a colorful backdrop for gaming. 1200 or 2400 baud. Give us a call! 

Puge References 
Rules and statistics in this book are spe- 

cifically for the GURPS Busic Set, Third 
This book does not attempt to retell all the stories of Camelot. For that, the Edition. Any Page reference that begins 

with a B refers to a page in the Bus12 Set - reader is referred to the works in the Bibliography, starting with T.H. White's e.g., B102 means 102 of 
The Once and Future King and Malory's Le Morte d'Arthur. GURPS Camelot &I, Third Edition. BY refers to the 
seeks to explain and interpret the background, and to present it in a fashion that GURPS Bestiary, and FB the GURPS 

will be most useful to the GM. Funtusy Besfiury . 

In the true GURPS tradition, the GM is not limited to one "standard" 
Arthurian setting. This worldbook provides detailed guides to the three basic 
milieus: the "mythic" Arthur as perceived in the Middle Ages by Geoffrey of About the Authors 
Monmouth, Malory, Chretien de Troyes, and many more historians and story- Bob and Peggy Schroeck were m a d  
tellers; the modern or "cinematic" Arthur as seen through the eyes of fiction in the middle of Bob's first effort for SJ 

writers such as Mark Twain, T.H. White, John Steinbeck, Marion Zimmer 
~ ~ $ s i ~ ~ ~ ~ ~ ~ ~ ~ ~ ~ ~ ~ ~ n ~ ~ ~ ~  

Bradley and Mary Stewart, and the historical Arthur. Guidelines for mixing and tion and total nervous breakdown that writ- 
matching these elements allow the GM to create his own unique version of ing caused her new husband, Peggy had to 
Camelot, true to the spirit of the mythos but shaped by his own vision and goals. it . .just for the are 

members of the Society for Creative Prepare to enter a glorious bygone era, a time of gallantry and chivalry, a Anachronism, and feel as though 
spot of light amidst a world of darkness. Cumelot had been compiled from personal 

Welcome to Camelot! interviews with Arthur and Company. 

- 3 -  Introduction 
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Jousting 
A Sample Joust 

In this joust. Sir Uriel and Sir Tancred 
face one another. Both have ST 13, DX 12 
and HT 12, Riding-15, Shield-12 and 
Lance-12. Each knight is carrying a 14- 
foot jousting lance. Both are wearing light 
plate, for PD 4 and DR 6, and carrying 
medium shields for PD 3, bringing their 
Blocks to 13. Their warhorses have ST 45, 
and do 5d+3 crushing damage. 

In the first pass, both knights attack si- 
multaneously, since their lances are the 
same length. (In a simple joust between 
two riders, it is not necessary to use a map 
- simply assume both have sufficient 
room to get to full speed.) First, Uriel rolls 
to hit, taking a -2 penalty for his 14-foot 
lance. He rolls an 8, and hits. Tancred 
must roll to Block; he misses with. a 15. 
Since the attacks are simultaneous, Tan- 
cred rolls to hit before .Uriel's damage 
upon him is calculated. He is also rolling 
against Lance-2, due to the length of his 
lance. He misses with an 11. 

Now Uriel's damage to Tancred is re- 
solved. Uriel rolls 12 points of damage, of 
which 6 get through Tancred's armor. 
Tancred must now roll to remain in the 
saddle; this calls for a Riding roll, taking a 
penalty of -2, since the blow did at least 8 
points of damage, but less than 16. Tan- 
cred rolls a 10, which succeeds. 

For the second pass, Tancred calls for a 
12-foot lance. This time, Uriel attacks 
first, since he has the longer lance. He rolls 
against his Lance skill, still at -2, and gets 
a 10, which hits. Tancred rolls a 12 to 
Block - he caught the blow on his shield, 
and may be unhorsed. Uriel rolls 24 for 
damage. This exceeds the break-point of 
his jousting lance, which splinters, doing 
only 15 points of damage. To stay on his 
mount, Tancred must make a Riding roll, 
again at -2. Thus, he needs a 13 or less; he 
rolls a 7, succeeding comfortably. 

In his attack against Uriel, Tancred is 
now rolling against his unadjusted Lance 
skill, since he is using a 1 2-foot lance. He 
rolls an 8, which hits. Uriel rolls a 15 on 
his Block, and misses, so he'll take dam- 
age. Tancred's damage comes up a 14; 
Uriel's armor stops 6, so the knight takes 8 
hits. He must make a roll against HT to 
avoid being stunned, since he took damage 
greater than tfL his HT. He rolls a 14, 
which misses - Uriel is stunned. Now, 
Uriel must roll to remain on his horse. This 
roll takes a -2 penalty for the damage and 
an additional -4 for being stunned, so he 
needs a 9 or less. Uriel rolls a 12, and falls 
to the ground, taking an additional ld-4 
damage for the fall. This damage comes up 
1; Uriel has the wind knocked out of him 
when he lands, but is not unconscious. 

Jousts arul Tourneys 

A joust - a formal combat between two mounted knights - uses the basic 
mounted-combat rules on pp. B135-137. In a formal joust situation, there is 
absolutely no need to play out every step the horses take. They make one pass, 
and the riders make one attack each. If nobody is unhorsed, a minute goes by and 
both riders will be ready for another pass. 

In a joust, the contestants usually 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. 

If both lances are the same length, they hit simultaneously. Each rider 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 completely resolved before the other lancer rolls to hit. Thus, the 
rider with the short lance may take damage, be stunned or even be unhorsed, 
before attempting his attack. 

Horses 
Stats for various types can be found in the GURPS Basic Set and the GURPS 

Bestiary. Most jousters will use warhorses - the bigger and meaner, the better. 

' p >) 
Conducting the Joust ,' 

Several different styles of tournament fighting are seen in literary and 
cinematic sources. In the basic joust, combat is agreed to be just to the "first 
fall." This is the most Cinematic of formats. 

It is possible - if two knights are using lances of the same length - for both 
to be unhorsed simultaneously. If this happens, the combatants may continue 
their combat on foot with their preferred weapons. This hand-to-hand combat 
after the joust is the distinguishing characteristic of the second major combat 
style. This is, in fact, the standard mode of tourney combat in most Mythic 
tournaments. The format of these one-on-one combats parallels the usual course 
of the more deadIy battles between knights-errant in the field. In many ways, the 
one-on-one is similar to the modern concept of the duel, and is the usual format 
used for challenges of honor and trial by combat. In a non-lethal tourney, it is 
normally pursued until one party yields to the other. 

Certain rules of conduct apply to this particular variant. An unhorsed knight 
may also choose to continue to attack his adversary with a melee weapon, but this 
may be considered unchivalrous in some quarters. It is definitely unchivalrous 
for a mounted knight to attack an opponent who is on foot. This gross violation 
of honor would be dealt with severely. In many tournaments, striking at a foe's 
horse was the act of a scoundrel, usually punishable by death. 

The third style of tournament combat is the melee. Malory tells of many 
cases where knights would stage pitched battles, with up to several dozen partici- 
pants on each side. In theory, the same rules of conduct as for a one-on-one 
applied to these melees. Historically, knights enjoyed melee combat and took it 
very seriously as a way to gain reputation. Many contestants were badly wound- 
ed or killed; the Church frowned upon tourneys for this reason. 
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Please remember that these are representations of legendary fig- 
ures. They are much larger than life, even their medieval forms, and 
modem writers (with the exception of those writing historical fiction) 
have blown them up even further. In particular, most have much more 
than the standard -40 points in disadvantages. This is not to be taken to 
mean player characters can have more than the standard allotment! It is 
just the necessary result of accurate depiction of the characters. 

Almost a l l  characters given here are described as they were in AD 
454 - the year Galahad joined the Round Table. This date was chosen 
because it is the only time at which the Table was complete, and most of 
the important characters were alive. To set the campaign at an earlier 
date, the GM really need alter only the ages of the characters; being 
legendary, after all, they change little over the years. But if the campaign 
is set early enough, some of these characters will not yet be born! 

Because of the more-or-less eternal nature of Ar th ian  heroes - 
Arthur and Gawaine are still winning combats in their 50s, 60s and 70s 
- none of them have the Age disadvantage. 

Any knight should be assumed to possess all the accoutrements 
appropriate to a knight in the GM's chosen setting unless otherwise 
noted. If a knight is known for errantry and adventuring, his personal 
gear will include at least one of each melee weapon he knows. Unusual 
equipment, such as magical or unique items, will be noted with a 
reference to its entry (if any), in Magic Items. 

Arthur Pendragon, King of the Britons (Artus, 
Artorius, Artur, Artu) 

Male Briton, age 64,6'0", 165 lbs., brown hair and eyes, bearded. 
ST 14 (45 points) IQ 13 (30 points) Speed: 6.5 
DX 14 (45 points) HT 12 (20 points) Move: 6 
Damage: lhrust Id; Swing 2d 

Poitlt Total: 347 points 

Advantages 
Appearance: Handsome (15 points); Charisma + 1 (5 points); Com- 

bat Reflexes (15 points); Companion of the Round Table (15 points); 
Knighthood (20 points); Literacy (10 points); Reputation +2 (Britons, 
all the time; 5 points); Reputation + 1 (Europe, on 10 or less; 2 points); 
Status 7 (1 level free from Wealth; 30 points); Strong Will +2 (8 
points); Wealth: Filthy Rich (50 points) 

Disadvantages 
Chivalric Code of Honor (-15 points); Enemy: Morgan le Fay (12 

or less) (-40 points); Enemy: Morgawse of Orkney (9 or less) (-10 
points); Honesty (-10 points); Impulsiveness (-10 points); Sense of 
Duty to Round Table (-5 points); Stubbornness (-5 points); Vow, 
Minor: Never eat a feast until he sees a marvel or is told an adventure 
(-5 points). 

Skills 
Animal Handling-10 (M point); Area Knowledge (Britain)-14 (2 

points); Area Knowledge (Camelot area)-15 (4 points); Bard-16 (6 
points); Bow-15 (8 points); Brawling-14 (1 point); Broadsword-18 (24 
points); Carousing-10 (default from HT); Chess-15 (4 points); Danc- 
ing-12 (M point); English43 (0 points, native tongue); Falconry-13 (2 
points); Gesture-13 (1 point); Heraldry-14 (0, default from Savoir- 
Faire); History (Britain)-10 (M point); Knife-13 (tl point); Lance-18 
(24 points); Leadership-16 (10 points); Riding (Horse)-16 (8 points); 
Running-12 (4 points); Savoir-Faire (Britain)-15 (0, default from Sta- 
tus); Savoir-Faire (elsewhere)- 13 (0, default from Status); Shield-1 8 
(16 points); Strategy-16 (10 points); Swimming-14 (1 point); Tactics- 
16 (10 points). 

Quirks 
Minor practical joker. Jealous about Guinevere. Brave to the point 

of foolhardiness. Regards Lancelot as a brother-in-arms. His word is 
his bond. 

Equipment: 
Excalibur and scabbard (5 lbs; see p. 29-30). 

A Cast of 73ousands 

The Arthur of medieval legend is a born ruler and general, but that 
is not the sum and total of his character. Certainly he was capable of 
great personal feats of arms - Malory tells of his defeat of Lamorak, 
who the author accorded the third best knight in the world - but he did 
not live his life for fighting. His years in fosterage with Sir Ector of the 
Forest Sauvage not only prepared him for a military career, but turned 
him into a learned man. That leaming blossomed into chivalry and the 
Round Table. Drawing upon the traditions and philosophies of both the 
Romans and his own British forebears, he turned a military force into 
a parliament, a justice system, and a mission. He believes strongly in 
what he is doing, almost to the point of overconfidence. 

However, Arthur is no porcelain king - for a l l  his ideals, he is a 
passionate man, with strong emotions in every direction. His love for 
Guinevere is frighteningly intense, as is his rage each time he feels that 
she has betrayed him. His devotion to his friends is as powerful as his 
will to conquer his enemies. Outside of tournaments, he is rarely the 
aggressor; his energies are expended in the defense of himself or his 
allies; only after he is attacked does he go on the offensive. 

activity, though; he 
way to Rome and 

, all in the first few 
years of his reign! He was a fierce warrior, though not a berserker like 
Lancelot, and much loved by his men. In the later, more peaceful years 
of his reign, Arthur transferred his love of battle to the tournament 
field, which he often frequented with his men. L i e  many of his 
knights, he would adventure incognito. He is no small strategist, and 
given the vast forces at his employ (he once deployed a "small" force 
of 54,000 in Gaul), he is cautious with the lives of his men. 

However great a military leader he is, Arthur is only an average 
king. He is a very good authority figure, and has a commanding pres- 
ence, but his grasp of the detail of ruling is sometimes lacking. Much 
of the actual day-today ruling - the politicking, the diplomacy, the 
subtle games of influence and power, as well as the everyday manage- 
ment of the kingdom - is actually performed by Guinevere, who is a 
naturally-talented diplomat and administrator. It would be perfectly 
accurate to say that while Artliur is the iron fist, Guinevere is the velvet 
glove. His are the ideas and goals, hers are the means to achieve them 
peacefully. Together they are a perfectly matched team. 



Perhaps an unconscious perception of how much he needs 
Guinevere hels Arthur's fierce love for and jealousy over her. When 
at last her affair with Lancelot is revealed, his rage knows no bounds. 

Arthur is not perfect; he is a proud man who sometimes lets his 
pride get the better of him. He also has a desire for power which, 
fortunately, he keeps mostly under control. He has incidents in his past 
he would rather forget - for instance, in a panic partly encouraged by 
Merlin, he ordered a Herod-like slaughter of infants in order to fore- 
stall Mordred's growth and eventual revolt. Not only was this unsuc- 
cessful, it accomplished several things that were to cause no end of 
trouble for Arthur: One, it triggered the second rebellion against him. 
Two, it ensured the enmity of his powerful half-sister Morgawse, and 
guaranteed her warping of Mordred against him. Three, Arthur's con- 
fidence in his success with this tactic was such that he never considered 
the possibility that Mordred was his son when the young man finally 
arrived at Camelot. 

Although he has no legitimate sons, Arthur has at least one illegiti- 
mate son other than Mordred. Arthur begat his son Borre (or Bohart) 
le Cure Hardy on Lionors, a lady of his court, before he married 
Guinevere. Borre grew to be a knight, and eventually became a Com- 
panion of the Round Table. 

Ciriematic Arthur: The cinematic Arthur is not the self-reliant king 
his predecessor in the medieval tales is. Although a much better ruler, 
he lacks the complete confidence that would guarantee the success of 
his plans. He is a gentle and idealistic man, and forgiving even of 
Guinevere and Lancelot's affair, but bound by the legal system he 
created to watch her burn at the stake. In the end, it is his own compas- 
sion which allows the rot to enter the pinnacle of his ideals, and even- 
tually bring about his downfall. 

To represent the Cinematic ideal of Arthur, follow these guidelines: 
Raise ST to 15 and HT to 13. Raise Reputations to +3 and +2, 
respectively, and Charisma to +3. Add to Advantages Alertness + 1, 
Intuition, Unusual Background and Voice. Remove Enemy: Morgawse 
and Minor Vow from Disadvantages, and add Major Vow: Realize the 
Britain of his dreams and 15-point Sense of Duty to People of Britain. 
Optionally, add a Delusion (Major): Merlin is real (see p. 57). The 
Cinematic Arthur's 10-point Unusual Background reflects his training 
by Merlin in political systems far in advance of the 5th century, as well 
as a hodge-podge knowledge of the future (mostly unusable) garnered 
from Merlin's off-hand comments. Add to Skills Administration-12; 
Area Knowledge (Europe)-13; Climbing-13; Diplomacy-14; Econom- 
ics-10; Fast-Draw (Broadsword)-16; Fishing-12; Naturalist-12; Law 
(English Civil)-17; Musical Instrument (Lute)-10; Singing-14. Strike 
all medieval Quirks and replace with: Knows about Lancelot and 
Guinevere's affair but won't acknowledge it; Tries to mold Mordred 
into an ideal knight; L i e s  to "dress down" as often as possible; Still 
not entirely comfortable with being king; First reaction in a crisis is to 
loowwish for Merlin. Citiernatic Poitit Total: 422. 

Guinevere (Guenevere, Genisvre, Ginevra, 
Gwenhwyfar, GuenRumara, "Jenny") 

Female Briton, age 57, 5'4", 120 lbs., blonde hair, gray eyes, fair 
complexion 
ST 10 (0 points) IQ 16 (80 points) Speed: 5.75 
DX 13 (30 points) HT 10 (0 points) Move: 5 
Damage: Thrust ld-2; Switig Id 

Poirit Total: 232 

Advantages 
Acute Hearing + 1 (2 points); Ally: Her cousin Elyzabel (101-150 

points, appears on 15 or less) (30 points); Appearance: Very Beautiful 
(25 points); Charisma +2 (10 points); Literacy (10 points); Reputation 
+2 (Everywhere, All the time) (10 points); Status 7 (30 points; 1 level 
free from Wealth); Wealth: Filthy Rich (50 points) 

Disadvantages 
Duty to British People (15 or less, not life-threatening) (-15 points); 

Enemy: Morgan le Fay (12 or less) (-40 points); Honesty (-10 points); 
Secret: Affair with Lancelot (Possible death: -30 points); Sense of Duty 
to Arthur (-5 points) 

Skills 
Acting-16 (2 points); Administration-19 (8 points); Area Knowledge 

(Britain)-17 (2 points); Chess-25 (18 points); Dancing-14 (4 points); 
Diplomacy-1 8 (8 points); English-16 (0, native tongue); French-15 (1 
point); Heraldry-17 (4 points); His- tory (British and Roman)-15 (2 
points); Hobby: Blackwork-16 (1 point); Knife-13 (1 point); Leadership- 
18 (2 points); Riding (Horse)-14 (4 points); Savoir-Faire (England)-18 
(0, default from Status); Savoir-Faire (elsewhere)-16 (0, default from 
Status); Swimming-14 (2 points). 

@irks 
Respects Arthur but loves Lancelot. Jealous about Lancelot. Pos- 

sesses keen senses of humor and fun. Calm, collected and clear-headed 
in times of stress and never panics. 

Guinevere is the daughter of King Leodegrance of Carneliard. She 
is said to have been the most beautiful woman in all of Britain, and even 
as she grew older, her looks stayed with her. Geoffrey of Monmouth 
says that she came from Roman stock, and if her abilities are any 
indication, this is certainly so. She is a born diplomat and administra- 
tor, and in truth she (along with Arthur's foster brother Kay) does more 
of the actual ruling of Britain than Arthur does. 

Guinevere first arrived at Arthur's court when she was 16, for her 
wedding to the king. Her marriage to Arthur was admittedly one of 
political convenience, but the young princess soon developed an infat- 
uation for the grand romantic figure she had wed. Over the years, that 
infatuation would transform itself into a profound respect tinged with 
the love one would have for a close friend. It remained for the advent 
of Lancelot to bring true romance to Guinevere. 

She did not arrive in Camelot alone; traveling with her was 
Elyzabel, her cousin, who would remain with her past the end of 
Arthur's reign. Elyzabel and Guinevere had grown up together, and 
they had become inseparable friends and intimate confidantes. Once in 
Carnelot, Elyzabel took up the position of the queen's personal atten- 
dant. Other than La Beale Isolde, Elyzabel was perhaps the only person 
in whom the queen confided about her love for Lancelot. Elyzabel was 
a brave and resourceful woman, and on more than one occasion per- 
formed tasks Guinevere could trust to no one else. 

The 16-year-old princess grew up quickly in Arthur's court, and 
soon discovered her talents for governing. Arthur was a spectacular 
military commander and an impressive figure as a king, but his adrnin- 
istrative and diplomatic abilities were sadly lacking. Guinevere slid 
easily into the role of stateswoman and supplied Britain with the prac- 
tical skill in ruling that it needed. It is debatable whether Arthur ever 
realized this; during the affair of the false Guinevere the kingdom 
deteriorated drastically but the king never noticed. Arthur may have 
loved his wife, but it seems likely that he never fully appreciated her. 

Despite the burden of the duties she assumed, Guinevere did not 
Pose her spirit. Cheerful and fun-loving as a child, she remained so as 
queen, celebrating Maydays uninhibitedly and personally catering par- 
ties for friends. Although Arthur himself was an outgoing and exuber- 
ant personality, it was Guinevere who brought Camelot to life and kept 
the royalty from becoming stuffy. Guinevere's joie de vivre, coupled 
with her style and grace, earned her the love of many. It is no surprise 
that she was popular not only with the court, but the common people as 
well. She inspired unusual devotion in a number of knights, including 
Gawaine and Kay, and eventually had her own order surrounding her, 
much as the Round Table surrounded Arthur. This body was known 
simply as the "Queen's Knights." Its membership overlapped the 
Table's, but when knights were on the Queen's business, they bore the 
vergescu - the blank white shield of a beginning knight - rather than 
tl~eir own blazons. 

That Eancelot became the Queen's lover is well known; the ro- 
mance and love she could not share with Arthur blossomed in her 
relationship with the best of his knights. Its exact start is uncertain, but 
it is certainly gossiped about by AD 430. Some traditions place their 
first declarations of love shortly after his first adventure in Britain, 
although that love would not be consummated for some years. 

Their love affair seems to have been an open secret; if not at first, 
then within a decade. It seems possible that the couple deceived them- 
selves about how well-kept a secret it really was. This is not surprising, 
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Fay, see Faerie. Mark of Cornwall, 42. 
Fortifications, 52, 64; see also Castles. Medicine. 52, 64, 79. 

Merfolk, 56, 123. 
Galahad, 33,34, 94. NDEX 1 ~ ~ ~ 9 ~ ~ ; 6 8 .  Galeholt, 49, 69. 

Merlin, imaginary, 20,38-39.63, 57-58; Merlin's 67; character Bed. 32. stats, 103; 

Military Rank advantage, 5. 
Gareth, 101. Minstrel, I I.  

For characters not listed here, see pp. 107-1 16, ~ ~ ~ 1 ,  47. Money, 6,47,56,57; see also Wealth. 
where many Arthurian figures are alphabetized, with ~ ~ ~ ~ i ~ ~ ,  99. Mordred, 102. 
short descriptions, within appropriate categories. ~ ~ ~ f f ~ ~ ~  of ~ ~ ~ ~ ~ ~ ~ h ,  73. Morgan le Fay, 49-50, 105; Morgan's Drinking 

Giants, 122-123. Horn, 32; Morgan's Mantle, 32-33. 
Advantages, 5-7. Glory Hound disadvantage, 8. Mythic campaign, 35-61; maps, 40,44. 
Adventures, 59-60,65, 83. Glossary, 126. Names, 48. 
Agravaine, 100. Grail, see Holy Grail. Nimu8, 106. 
Angels, 118. Gryphon, 120. Nonhumans, 5, 121-123. 
Arthur's Men, 81,88. Guenevere, character stars, 85 (historical), 91 Oaths, 59; see also Vows. 
Arthur, character srats, 90; death, 71, 88; see also (mythic/cinematic). Once and Future King, 61. 

Riothamus. Healing potion, 23; spells. 24. Orkney clan, 99-103. 
Aurelius Ambrosius, 37-38; historical character ~ ~ l ~ ~ ~ *  ~ ~ ~ k ,  30. Pacifism disadvantage, 8. 

description, 85. Heraldry skill, 9. Paganism, 61. 
Avalon, 45, 56; map, 44. Herbalism, 21-23: skill, see Magic, Medicine. Palomides, 98. 
Bard, 11: Bardiczmunityodvantage* Historical campaign, 72-88; maps, 74, 75, 78, 82; Patron advantage, 5. 

Lore skill, 9. tiheline,-88. Pavilions, 58. 
Bedwyr (Bedivere), historical character Historical changes, 81. Percival, 95; Percival's Sword, 33. 

description, 86. Holy Grail, 3 1, 56; quest, 58-59. Physician skill, 9. 
Bestiary, 1 17-123. Holy Hand Grenade, 31-32. Picts, 12,39, 42, 65. 79. 
Bibliography, 124-125. Holy men, 13. Point levels, 4. 
Bless spell, 27-28. Horses, 18. Poisons, 22. 
Blessed advantage, 6-7. Hospitality, 59. Politics, 41, 48,50, 64, 65. 
Boar, wild, 121. Illusions, 25-26. Potions, 21,32; see also Herbalism. 
Breuse Sans Pid, 98. Infidels, 13. Power, 51,79. 
Brian of the Isles, 43. Intrigue, see Politics. Priests, 13; see also Christianity. 
Britain, maps, 36,40, 44, 74, political divisions, ~ ~ ~ i ~ i b i l i ~ ~ ,  23,27. Quests, 58; see also Vows. 

39-48. Ireland, 48. Races, see Nonhumcrns.. 
Brittany, 47. Islam, 61. Religion, 60,65,79-80; see also Christianity. 
Camelot, castle map, 53-55; cily map, 55. Isolde, 97. Paganism. 
Campaigns, see Cinematic, Historical. Mythic, Job Table, 15. Reputation advantage, 6. 

Silly Campaigns. Jousting, 16-18. Riothamus (historical Anhur), 72-83; characrer 
Castles, 52-55, 64; Camelot castle map, 54-56. Judaism, 61. stats, 84. 
Cataphractii, 80. Roads, Roman, 51, 82; map. 82. 
Catholicism, see Christianity. Roman Catholicism, see Christianity. 
Celtic Church, 22, 80. Romans, 14,76. 
Celtic tribes (map), 78. Round Table, 7,50,58, 11 1. 
Characters, 4-15; descriptions, 89-1 16; historical, Royal Progress, 47. 

84-86; types. 1 1. Ryons of Norgales, 42, 49. 
Chess skill, 9. Saracens, 1 13. 
Christianity, 5, 13, 21, 60, 80; Celtic Church, 22, Saxons, 13-14, 83. 

80. Scotland, 41. 
Chromatic Knights, 43. Secret disadvantage, 8. 
Cinematic campaign, 62-71. Seige Perilous, 33. 
Claudas of Gaul, 42. Siege warfare, 49-52. 
Clerical Investment advantage, 5; see also Silly campaign, 65-66. 

Christianity. Skills, 9. 
Clothing, 79. Social Stigmas disadvantage, 8. 
Code of Honor disadvantage, 7. Sorcerers, 14; see also Magic. 
Combat, 16-18. Knighthood advantage, 7; see also Knights. Spear of Longinus, 34. 
Communications, 79. Knights and knighthood, 7, 11, 12,57-60; generic spells, 24-28; see also ~ ~ ~ i ~ .  
Compulsive Carousing disadvantage, 8. character template, 99; lady, 12; list of names. Squires, 7, 14; see Knights. 
Compulsive Vowing disadvantage, 8. 1 10-1 14; robber, 13; see also Round Table, Status advantage, 6, 80. 
Concoctions, see Herbalism. Squires. Sword in the Stone (Galatine), 30, 68. 
Cornwall, 43. Lady of the Lake, 53,56, 123. T.H. White, 63. 
Counly love, 60. Lance, 17-18: skill, 9. Tactics skill, 9. 
Curse spell, 28. Lancelot, 34,91. Technology, 50, 63, 76. 
Cursed disadvantage, 8. Languages, 9. Timeline, historical. 87-88; mythic/cinematic, 
Damosel, 11. Latin, 5, 9, 14. 67-71. 
Demons, 1 18. Le Morte dlArthur, 3, 20. Trade, 57; see also Money. 
Dependents disadvantage, 8. Legal Enforcement Powers advantage, 5. Transportation, 50, 76. 
Divination, 26. Lion, 121. Tristram, 96. 
Dolorous Stroke, 43. Literacy advantage, 5. Unaging advantage, 7. 
Dragons, 119. Logres, 44. Uther Pendragon, 38-39. 
Duties disadvantage, 8. Longevity advantage, 5. Vortigern, 37. 
Dwarf, 11. Love potion, 32. Vow disadvantage, 8: see also Compulsive Vowing 
Economics, 56; see also Money. Love, courtly, 60. disadvantage. 
Enemies, 42-43, 1 14-1 15: disadvantage, 8. Lover's Distraction disadvantage, 8. Wales, 42. 
Equipment, 45. Magic, 19-34, 45, 63, 65, 79; historical, 21: Warfare, 16-18, 64; see also Emlines. 
Errantry, 58. items, 29-34; weapons, 29-34, 45. Wealth advantage, 6. 
Europe, maps, 46, 75. Magical Aptitude advantage, 5. Weapons and armor, 45,51, 63,76. 
Evil Code of Honor disadvantage, 7. Malory, Thomas, see Le Morte d'Arthur. Werewolves, 123. 
Excalibur, 29-30. Mana level, 20. Wolf, 121. 
Faerie, 64, 121-122. Maps, 36, 40, 44, 46, 54-56, 74, 75, 78, 82. 
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