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ROLE-FPLAYING GAME IMANIFESTO

IHESE RULES ARE WRITTEN ON FAFER, NOT ETCHED IN STONE TABELETS,
RULES ARE SUGGESTED GUIDELINES, ROT REQUIRED EDICTS,

'F THE RULES DON'T SAY YOU CAN'T DO SOMETHING, YOU CAN

—

THERE ARE NO OFFIGIAL ANSWERS, ONLY OFFICIAL OPINIONS,

WHEN! DICE CONFLICT WITH THE STORY, THE STORY ALWAYS WIKS,

MIN/MAXING AND MUKRCHKINISHM ARENT PROBLEMS WITH THE GAME;
THEY RE PROELEMS WITH THE FLAYER.

= J

'HE GAME WMASTER HAS FULL DISCRETIONARY. POWER OVER THE GAME.

GAME MASTER ALWAYS WORKS WITH, ROT AGAINST, THE PLAYERS,

A GAME THAT IS HOT FUN IS HO | ONGER A GAWE — IT'S A CHORE
THIS EOOK CONTAINS THE ANSWERS TO ALL THINGS,

WHEN THE ABOVE DOES NOT APFLY, MAKE IT UP.
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FOREWORD
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The end of 2004 seemed to bring the words of House Stark home to the offices of Guardians Of Order. Winter certainly seemed to have arrived. The falling American dollar, the slump
in the RPG industry, and other factors beyond our control threatened to bury us in that cold darkness.

November of 2004 marked my second full year on the project, and the prospect of abandoning it when the end was “just in sight” filled me with despair.
Guardians Of Order met as a team and planned a course forward. We would put our all into finishing this book, come hell or ... well .. endless winter, I suppose.

Mark would make it his top priority to help me put the pieces into place. Jeff would refine his layout and continue to whip his team of artists to make this as pretty a book as a southron
garden. [ kept iabbing several writers with hot pokers, constantly asking for just a few more words about poisons or NPC write-ups or the Targaryen succession. And Adam went beyond the call
of duty — for this was never directly his project — to hammer out tremendous web support, and help Mark design the Enlightened Self-Interest campaign.

Which is where our friends, and GRRM's fans, came aboard. Qur ESI campaign in January 2005 found tremendous support, patience, and understanding. Many of you were instrumental
in helping us cross that dark time, and make this book happen.

Itis roughly two-and-a-half years since this project commenced. Guardians Of Order — Mark, Jeff, Adam, David (whose work on BESM 3e was instrumental to the AGOT Tri-Stat

rules, available in the deluxe edition and a separate Tri-Stat edition), and myself — have made a lot of sacrifices to craft this book.

More than that, the entire list of writers, cditors, and artists made this happen. It was, overall, a monstrous project. Never would I have imagined we'd burn through (and burn out, in
some cases) 17 writers, 2 editors, 2 copyeditors, and 20 artists.

Not quite herding cats (or training dragons), but close.

What you hold here is our testament to the epic world that GRRM has created. The world of Westeros (and the queer East) is a noble, amazing, -exotic, terrible, deadly, sad, and also
joyous place. We wanted to write more than a simple game adaptation, but also make a packed resource book for all of us who have fallen in love with ASOIAF.

It's a strange time for all of us at Guardians Of Order. Most of us have moved or are moving on, s life’s courses take cach on his own way. But no matter how much, o how little, we
continue to work for Mark and GoO, I feel quite privileged to have led this crew, and have my stamp upon this tome.

And it goes without saying that it was hellishly exciting to work with Ceorge himself, but there, ['ve just said it. It was an honour.
Thus, it is my great pleasure to end this, and welcome you to 4 Game of Thrones d20. Remember, it's all about knights, knights, knights (and dragons)!

Jesse Scoble
Summer 2005

RS

DEsIGNER’S NOTE:

CAVEAT: APPROVAL vs. CANON
Although George R.R. Martin himself approved and

authorised all the material concerning the Seven Kingdoms, including
certain grey areas, the only official canon is what appears directly in
the novels. Everything else — from place names to knights’ shields
to house words — may be changed as the story progresses. Therefore
please take anything “new” here with that in mind — it is true,

unless George decides to change it.

PO~

DEsIGNER’S NOTE:
AccurAcy OF NUMBERS

The estimations for the strength of armies and the number of
swords any house commands was derived from consultation with
www.westeros.org. George Martin has allowed us to keep them in,
because they benefit role-playing campaigns significantly. He refuses
to confirm or deny the numbers, however, and suggests that medieval
historians, scholars, and presumably maesters often disagree about
the facts.

Similarly, prices and values of items are given a “best
estimate.” The relationship of coins (a penny to a groat to a stag to a
dragon| is accurate, but the prices for items may vary wildly between
two regions, between different seasons, and between the RPG and
the novels.
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Winter s Coming. The motto of House Stark rings through
Ccorge R.R. Martin's 4 Game of Thrones, foreshadowing the dark

days to come at the end of nine years of summer. While the realm is

ostensibly at peace under the rule of King Robert Baratheon I, there
are many who remember that the continent of Westeros was torn by
war twice in recent memory — first when Robert, Eddard Stark, Jon
Arryn, and their allies raised their swords against Mad King Aerys,
shattering the Targaryen dynasty; and again when Balon Greyjoy
attempted to break from King Robert’s rule to re-stablish his islands’
sovereignty and return his people to their barbaric splendour.

Today, the realm is a tinder box, waiting for that first spark.
King Robert's court is filled with flatterers and liars and worse, and the
king would rather shut his eyes and cars than confront the corruption. The
mighty noble houses still jockey for position, cither trying to consolidate their
power over the realm, or biding their time until they can make a move in the only game
worth playing — the game of thrones.

Westeros is a land of ancient, storied, noble houses. The old blood still runs strong
in the hinterlands, and there are none living who remember when dragons walked the land.
The last sparks of magic died when the last dragon did, or so some say; now, the educated
and civilised believe magic to be no more than superstition or the stuff of childhood dreams.
Yet legendary artefacts are still known, from the king’s terrible Iron Throne, forged from a
thousand swords in the heat of dragon fire; to swords of ever-sharp Valyrian steel; to great
castles built in the Age of Heroes; to the mighty northern Wall, 700 feet of ice and stone,
built long ago to defend the realm from nightmares.

INTRODUCTION
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Beyond the Iron Throne and centre of Westeros, across the
narrow sea and east of the Free Cities, the last of the dragonlords
survive and plot against King Robert, the Usurper. Prince Viserys
hargains with the great barbarian hordes, selling his sister, Princess
Daenerys, for the promise of an army. These exotic lands are thick

with omens and portents, promising a return to glory for the blood
of the dragon.
And north of Westeros, beyond the awesome Wall, the heart

of winter seems to stir, gazing hungrily with ice-blue eyes.

The principle players in A Game of Thrones include:
Great Pouses

HOUSE BARATHEON — youngest of the great houses, founded during
the Wars of Conquest, Baratheon is the royal house. Their shield is a crowned stag,
black, on a golden field.

Housk STark — lords of the North, the old blood still runs strong in these descendants
of the Kings of Winter. Their shield is a direwolf, grey, on an ice-white field.

House LANNISTER — the lions of Casterly Rock are the wealthiest of noble houses,
and having married the king, one of the most influential. Their shicld is a lion, golden, upon
a crimson field.

HousE ARRYN — the defenders of the Vale are one of the oldest lines of Andal nobility.
Their shield is a falcon, white, across the moon, upon a sky blue field.

HousE TuLLY — the riverlords were never kings, but have governed the riverlands for
300 years. Their shicld is a leaping trout, silver, on a field of rippling blue and red.
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HousE TYRELL — the Tyrells were never kings, but were stewards to the Kings of the
Reach, whose plcntiful fields and many swords they rule today. Their shield is a rose, goldcn,
on a grass-green field.

Houst GREY|OY — the ironmen sit apart from the rest of Westeros, clinging to their
ol Way of raid and plunder wherever they are able. Their shield is a kraken, golden, upon
a black field.

Houst MaRTELL — the Dornishmen sit to the far south of Westeros, hot-blooded
Princes isolated by the Red Mountains. Their shield is a sun, red, pierced by a golden spear.

Housk TARGARYEN — the dragon lords were the blood of 0Ol Valyria, and ruled
Westeros for 300 years, until the War of the Usurper. Their shield is a three-headed dragon,
red, on a black field.

Small Bouses

There are many small houses of nobility scattered across Westeros. They pay fealty to
the great lords, and to the king on the Iron Throne. Two examples include:

Housk FreY — lords of the Twins, the Freys are so plentiful they are almost an army
unto themselves. Their shield is two stone towers and hridge, blue, on a silver field.

Houst UMBER — lords of the Last Hearth, they are a family known for giant sons with
fierce appetites. Their shield is a roaring unchained giant, with brown hair and broken silver
chains, on a red field.

Brotherhoods

MAESTERS — the maesters of the Citadel are the most educated and well-trained scholars
in Westeros. Known to study healing, the stars, the seasons, and much more; they act as tutors
and councillors. They wear a collar of many links, each a different metal.

GOoDSWORN — the septons and septas who have devoted themselves to a life of the Faith.
They pray to the Seven Gods of the Andals, and teach their blessings across the land.

BrotHERS OF THE NIGHT'S WATCH — the order that defends the Wall and the north
against wildlings, and the threat of the dark and the cold. Once an honourable post, it is now
filled with sinners and criminals who have chosen this exile rather than death. Their shield and
armour is unadorned black.

BROTHERS OF THE KINGSGUARD — seven knights sworn to defend the king and the royal
family to the best of their ability. They give up their lands and inheritance, and swear to love
none but the king. Their shield and armour is unadorned white.

DrsIGNER’Ss NOTE:

A WorD oF WARNING
TO NEw READERS

This rulebook covers the events of the first novel of the “A Song
of lce and Fire” series, 4 Game of Thrones. Consequently, if you have

not yet read the novel but wish to maintain an element of surprise,
we caution you. “Spoilers” abound, and all of the novel’s twists, joys,

and tragedies are spelled out within this book.

We do not cover the events of the three sequel novels, though:
A Clash of Kings, A Storm of Swords, A Feast for Crows.
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Other Peoples

DoTHRAKI — barbaric horselords who terrorise the plains of the Dothraki Sea, and revel
in a life of freedom among the grasslands. They are a wild people, fierce and proud, who live

and die by their strength.

Free CITIES — the people of the Free Cities are each unique, yet have more in common
than they do with the Westerosi or the Dothraki. The Free Cities lie between those two worlds,
a fascinating blend of riches, danger, exoticism, and treachery.

ummary: Book
One of “H Song of

Ice and fire”

Beyond the Whall, three black brothers of the Nig’ht’s Watch find themselves far from
home on their ranging. Suddenly, an unnatural cold settles and silent shadows move amidst the
surrounding trees. Pale creatures known as the Others come forward, creatures unseen since
the Long Night and the birth of the Night’s Watch 8,000 years before. They kill Ser Waymar
Royce, the leader of the rangers, after his sword shatters from unnatural frost. Another ranger
tries to flee, taking the hilt of Royce’s sword as proof, but is killed by Ser Waymar's possessed

corpse. The last of the three flees, mad with terror, only to be executed far south of the Wall
by Lord Eddard Stark of Winterfell for deserting his sworn duty.

Several of Lord Eddard’s children attend the execution as part of their responsibilities:
Robb, the oldest son and heir to Winterfell; Jon Snow, Eddard’s bastard son; young Brandon,
called Bran; and Theon Greyjoy, Eddard’s ward and heir to the Iron [slands. Afterwards, as
they and their men ride home, Robb and ]on Snow find an amazing sight: a dead direwolf.
None had been seen south of the Wall in 200 years. Even more astounding, the direwolf had
given birth to a litter of newborn pups, three male and two female, the same £ Lord Stark’s
trueborn children.

Examining the corpse, Lord Eddard discovers a broken antler embedded in the
creature’s throat. Those around him grow unsettled, fearing that it is an omen. Stark allows
the children to take the pups back as pets. As they ride away, Jon pauses. He returns to the
direwolf corpse and picks up a last pup, unnoticed before. It is an albino, with white fur and
red eyes, that he claims as his own.

Once Lord Stark has returned, his communion with the old gods in the weirwood
is interrupted by his wife, Lady Catelyn Stark. She tells him that Jon Arryn, Hand of the
King and Lord of the Eyric, is dead. Lord Jon had been a second father to both Eddard and
Robert Baratheon, the current king. Arryn’s widow, Lysa, is Catelyn’s sister, binding the
families even closer.

Before Eddard can armange to send Catelyn to comfort her sister, she reveals another
surprise: King Robert is on his way to Winterfell. Lord Stark is not happy to have to play host
to Queen Cersei and her brothers; he had never forgiven the Lannisters of Casterly Rock for
coming late to Robert’s cause in the war against the Mad King, Robert's predecessor.

Across the narrow sea, in the Free City of Pentos, 13-year-old Daenerys Targaryen,
Princess of the Seven Kingdoms, prepares to meet her betrothed, the barbarian Khal Drogo.
Her brother, Prince Viscrys, is abandoning centuries of Targaryen tradition hy marrying

_PYUUY




{—

R T — = = v i

... - - = e

= P

Dany off instead of wedding her himself. He hopes to purchase an army l)y wedding her to
the Dothraki horselord, thus cnahling the youth to retake the throne of the Seven Kingdoms
from the Usurper, Robert Baratheon. With the rest of their family putto the sword when their
father was killed, Viserys and Daenerys are all that remain of the royal Targaryen line, carried
away to the Free Cities as children.

Viserys is greedy, short—sighted and wilful, but all Dany can see is his violent temper.
She fears his beatings even more than she fears the barbarian she is to wed, and so she obeys
her brother out of terror rather than love. The pair had been shuffled from city to city as
children, secking support and money for Viserys's bid for the throne. Those who took them in,
however, inevitably sent them on their way when they discovered there were no other backers for
the child who would be king. The last to take them in, Magister Illysio, suggested to Viserys
that Daenerys's budding beauty may present another chance, so Viserys is willing to sell the
last thing of value he has: his sister.

At the gathering, the pair meets Ser ]orah Mormont, an outlawed knight from Westeros
who later joins her brother’s service. Khal Drogo arrives and Daenerys is frightencd of him,
but Viserys forces her to stay where she is and smile, letting her know that there is nothing he
would not do with her in order to get his army and take back his home.

Riding through the gates of Winterfell, King Robert arrives with his family and a
column of horsemen flying his banner, the crowned stag of House Baratheon. Lord Stark
recognises many in the company, but Robert is greatly changed from the warrior he remembers
from their last campaign; now he is fat and perfumed. The king still greets Eddard as a long
lost brother, however, and asks to be taken to the crypt under Winterfell to pay his respects to
the girl he loved as a youth. Queen Cersei begins to protest, but her twin brother, Ser Jaime
Lannister, the l(ingslayer, intercedes.

Once in the crypts, the pair visit the tomb of Lyanna, Eddard’s younger sister and
Robert's betrothed, whom he still loves. She was kidnapped and killed at the age of 16 by
Prince Rhaegar, heir to the Mad King. Eddard remembers Lyanna's final request, and how he

reassured her with his promise.

After Robert pays his respects, he and Lord Stark discuss the death of Jon Arryn, his
widow’s retreat to the Eyrie, and her refusal to let her son, Robert Arryn, be fostered with
anyone regardless of the king’s arrangements. At last, the king tells Eddard why he has really
come: he wants Lord Stark to be the King's Hand, a position that carries the power to run
the kingdom in the king’s name. Lord Stark is overcome by both the honour of the offer and
a gnawing sense of foreboding, especially when Robert suggests hetrothing his son, Joffrey, to

Eddard’s eldest daughter, Sansa. Eddard does not accept immediately, begging time to think.

Later that evening, Winterfell’s great hall is crowded for the welcoming feast, with the
Starks and their guests seated at the high table. Jon, however, is scated at a lower table with
the squires, due to Catelyn Stark's refusal to have him sit with the family. Among the guests is
Jon's uncle, Benjen Stark. Ben is First Ranger of the Night's Watch, invited from Castle Black
by Lord Eddard to speak with King Robert of the Watch’s nced for more men.

Jon's pup, Ghost, silently eats scraps beneath the table as Benjen joins them. Jon
expresses a wish to join the Night's Watch himself, or “take the black.” Benjen demurs,
however, as Jon is only 4. He suggests that Jon learn more of life first, but Jon has had too
much to drink. He takes the refusal badly and leaves after causing a small scene. Outside, he
thinks himself alone until a figure on the ledge above the door calls down. Tyrion Lannister, a
misshapen dwarf known as the lmp and the younger brother of Cersei and Ser Jaime, drops
agilely to the ground and speaks amiably with Jon, advising him not to let the world make a
true bastard of him.
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Within their chambers after the feast, Catelyn attempts to convince Eddard to take the
office offered to him as well as the mariage proposal for Sansa, secing them both as a great
opportunity and an honour. Eddard resists, however, bitterly recalling that his father and brother
went to King’s Landing and never came home again. As they speak, Lord Stark’s advisor, Maester
Luwin, enters with a secret message. It had been hidden in a box that was left in his ohservatory.

Realising that the message must have come from her sister, Catelyn breaks the seal
bearing the moon-and-falcon of House Arryn and reads the message, written in a private
language she and her sister developed as children. Lysa accuses Queen Cersei of poisoning
Lord Arryn. With this, Eddard is at last convinced that he must go to King’s Landing to
discover the truth, yet if Eddard must go, he says he will take all the children but Robb and
Rickon, the youngest, to Cat's distress. When Luwin asks about Jon Snow, Catelyn says that
Eddard must take lon, for she will not have his bastard. The two argue, only to have Maester
Luwin offer a solution: grant the boy’s wish to join the Night's Watch. Eddard concedes that
point at last, despite his misgivings and fondness for his son.

The day before the king and Eddard plan to leave, many of the men in Winterfell
go hunting in the wolfswood. This leaves young Bran Stark free to indulge in his favourite
pastime: climhing. Scampering across the ancient sprawl of Winterfell, he dreams of hecoming
a l(night of the Kingsguard one day, sworn to defend the life of the king. He climbs up to an
abandoned part of the castle called the First l(eep, only to find he is not alone. Bran hears two
voices speaking, then pecks in the window and sees a man and a woman, naked and kissing.
The woman notices him and screams. Startled, he falls but manages to grasp the ledge.

The man and woman are soon revealed as Queen Cersei and her brother, Ser Jaime.
Jaime approaches the window. Cersei is frightened at what the boy heard and saw, but Jaime
helps Bran up onto the ledge. The Kingslayer asks the boy’s age, then remarks with loathing,
“The things I'do for love,” before he pushes Bran out of the window. The boy falls to the

ground, breaking his back and falling into a coma.

With Winterfell plunged into gloom, Tyrion secks out his nephew. Bran Stark is
expected to die, Lady Catelyn refuses to leave his bedside, and many have come to give their
condolences and support — all except for the heir to the realm. When Prince ]offrey refuses,
Tyrion slaps him and sends Joffrey running. ]oining his sihlings afterwards, the Imp informs
them that he will travel with Benjen Stark to see the Wall.

On the day of the king's departure, lon readies to leave for the Wall as well, even though
he now doubts that this is what he wants. Jon visits the comatose Bran, but after he says
farewell to his half-brother, Lady Catelyn’s dislike for her husband’s illegitimate son overcomes
her. She calls out to Jon, hatefully telling him that she wished he were lying there instead of
Bran. On the way out Jon meets Robb, Eddard’s eldest. Robb is concerned that his mother
might have treated Jon badly, but he lies and says that Lady Stark was kind, seeking to spare
his brother worry. Last of all, he says farewell to Arya, giving her a narrow-bladed sword, in
the same style that the duelists use on the other side of the narrow sea. Together, they name it
“Needle,” in honour of Arya's hate of emhroidery and all other "womanly” skills.

Meanwhile, in a field outside the Free City of Pentos, Dacnerys weds Khal Drogo.
Their wedding is a savage spectacle, especially the celebration afterwards, during which at least
a dozen warriors die in drunken brawls over women. Daenerys is terrified, but does not dare
move or react. Instead, she graciously receives her bride gifts, a Dothraki tradition, including
weapons for Khal Drogo and three petrified dragon eggs from Magister Illyrio. Afterwards,
the khalasar rides castwards to the great plain called the Dothraki Sea. Her brother Viserys
insists on accompanying the khalasar, impatient to claim his army and be off. He becomes
increasingly hostile towards Dacnerys due to his awkward situation, his contempt for the
Dothraki, and her growing independence from him as she grows closer to her husband and

makes allies of both Ser Jorah Mormont and her husband’s people.
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Eddard leaves Winterfell with Sansa and Arya, in the king's company. Bran'’s injuries

make bringing him an impossibility, forcing Lord Stark to leave all his sons at home. In the
barrowlands south of Winterfell, Eddard joins Robert for a dawn ride. The king asks about
Jon Snow's mysterious mother, but Eddard refuses to speak of her. Robert goes on to say that
he has heard from Varys, the king's master of whisperers, that Ser Jorah Mormont — once
Eddard’s bannerman — has reported that Princess Dacnerys is to wed a Dothraki £hal. Robert
wishes to send an assassin to kill Daenerys, a sign of his enduring hatred of the Targaryens,
but Eddard argues that she is not a threat and will be unable to convince the Dothraki to
cross the sea.

[n addition, Robert reveals that he has made ]aime Lannister the Warden of the East, as
Lord Arryn’s son is too young. Eddard argues against this as well, saying that Ser Jaime will
be Warden of the West after his father, and no man should hold both titles. Eddard relates a
memory of discovering the I7- year-old Kingslayer seated upon the Iron Throne after the Sack
of King's Landing — a seat no man except the king has the right to occupy — but the king
is unmoved.

Eight days after Eddard’s departure, Bran is still living, but shows no signs of
improvement. Robb and Catelyn are at his bedside, with Catelyn refusing to leave him even
when Winterfell's library tower catches fire. The people of Winterfell run to put it out, leaving
Catelyn alone with her unconscious son. While she stands near Bran’s bed, a man carrying
a dagger enters the room. He attacks, and Catelyn is nearly killed defending her son before
Bran’s nameless dicewolf appears and kills the assassin. When Catelyn awakens days later,
she learns that a purse of silver was found hidden in a stable and that the man had been seen
among the royal grooms.

The dagger the assassin tried to use was Valyrian steel, very rare and costly — nothing
a low-born commoner could have purchased. She summons Robb and their advisors to her
room and reveals Lysa’s accusation. Recalling that the Kingslayer did not hunt that day,
Catelyn concludes that Bran was pushed from the tower because of something he witnessed.
She determines to go in secret to King's Landing to discover the truth.

On the way to King's Landing, Lord Stark and his daughters travel with the king and
royal family. Sansa settles in casily with the princes and princess, especially Crown Prince
Joffrey. Arya, on the other hand, has a harder time of it. She is unable to comfortably make
the transition from tomboy to lady, when every effort seems doomed to pale next to Sansa.
After entering the riverlands, Cersei has Joffrey accompany Sansa for a ride. The pair comes
across Arya and Mycah, a butcher's boy, play-fighting with sticks. Joffrey draws his own sword
and threatens Mycah until Arya hits him with a stick. Joffrey is entaged, and tries to cut Arya
with his sword until Nymeria saves her, l)iting Joffrey’s arm badly. Arya throws Joffrey’s sword
into the river and runs away with her direwolf, only to be found much later by Jory Cassel,
captain of Winterfell’s guard.

Brought before Robert, the children recount the events. ]offrey lies, while Arya tells
what really happened. Unable to determine who is telling the truth, the adults call on Sansa,
but she claims to not remember rather than contradict her prince. Queen Cersei demands that
Nymeria — who is still missing — be killed, but she will settle for the pelt of Sansa’s own
direwolf, Lady. Robert allows it, even after Sansa and Eddard plead with him.

Disheartened, and leaving Sansa inconsolable, Eddard kills Lady himself, and sends
an escort with her body back to Winterfell. Just then, Sandor Clegane, Joffrey’s hodyguard,
arrives with a heavy sack tied to his horse. Eddard fears that it is Arya’s wolf, but Clegane, also
known as the Hound, just laughs and opens the bag. The body of Arya’s playmate, Mycah,
falls to the ground, horribly butchered.
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Back at Winterfell, Bran has a strange dream while in his coma. He dreams that a
three-eyed crow trics to get him to fly and sce with his own third eye. Bran sees strange visions
as he travels through his dream, among them: his brother Robb, taller and stronger than he
remembered, fighting in the yard with real steel in his hand; the face in the godswood, watching
him; his mother travelling on board a ship, staring at a bloody knife; his father and sisters
surrounded by three dire shadows; and in the heart of winter, far, far beyond the Wall, a deadly
place of icicles where the bodies of other dreamers are impaled. As the spires of ice rush
toward him, Bran flies ... and awakens, with his direwolf licking at his face. He names the wolf
Summer. Bran discovers that he is paralysed, and cannot move or feel from the waist down. He
is carried around the castle by manservants, a situation he finds terribly frustrating.

After spending a few weeks at the Wall, Tyrion Lannister arrives back at Winterfell,
l)earing greetings from ]on Snow. He is treated as an enemy and nearly torn to bits l)y the
wolves. Still, he keeps his word to Jon and gives his tidings. He also leaves designs for a
saddle that might let Bran ride again on a specially trained horse. He departs immediately
thereafter, headed south with Yoren, a Night’s Watch Tanger assigned to protect the dwarf
on his travels.

Arriving in secret at the great royal city of King’s Landing, Catelyn finds a place to stay

while Ser Rodrik Cassel, Winterfell's master-at-arms, seeks out information. Unexpectedly,
the gold-cloaked City Watch finds her and escorts her to the Red Keep. There she meets Lord
Petyr Baclish, known as Littlefinger, Robert's master of coin. They were raised together as
children, as Petyr was a ward of her father, Lord Hoster Tully. The boy was in love with her,
but she does not know if the man can be trusted. He introduces her to Lord Varys, the Spider
and the king's master of whisperers. Catelyn shares the reason for her visit, and Littlefinger
reveals that the dagger was his, lost in a bet to Tyrion Lannister.

A short time later, Eddard and his family arrive. He is ushered immediately to the
Council, where he meets several of its members: Lord Baclish; Varys; the King’s handsome
younger brother, Lord Renly; and aged Grand Maester Pycelle. The king, his usually dutiful
brother, Lord Stannis, and Ser Barristan Selmy, Lord Commander of the Kingsguard are
all absent. Eddard learns of the shocking financial mismanagement the realm has suffered
under King Robert, owing a debt of six million gold dragons, with at least half of it to the
Lannisters. Nevertheless, the king has ordered the Council to hold a tournament, and refuses
to discuss the debt.

After Eddard leaves the council chamber, Littlefinger stops him. Lord Baclish leads him
through secret ways out of the castle to meet Catelyn in the city, where he has secteted her in a
brothel, safe from prying eyes. Catelyn reveals all that has happened and what Lord Baclish has
told her. Lord Baelish pledges his assistance in gathering proof against the Lannisters, and Eddard
sends his wife to Winterfell with orders for his bannermen to see to the defences of the North.

Some time afterwards, Eddard speaks of Jon Arryn’s death with Grand Maester Pycelle
and learns that ]on was reading a book of lineages before he died, which Eddard borrows.
When he returns to the Tower of the Hand, Littlefinger and lory tell him of what they’ve
discovered by questioning Lord Arryn’s former servants. Littlefinger warns Eddard to be
careful, pointing out men outside who spy for Varys and Cersei.

Among the bits of information Eddard learned is that Jon Arryn and Lord Stannis had
visited a brothel and a smithy together not long before Arryn’s death. Such a visit is entirely
out of character for Stannis, and makes Lord Stark curious. He is unable to determine which
brothel they visited, but is able to track down the armourer. Eddard goes there and discovers
that the two men had spoken with an apprentice named Gendry. By the time Eddard leaves, he
knows that Gendry is one of Robert's bastard sons. He does not know, however, why Arryn
and Stannis wanted to see him.
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Retuming to the North, Catelyn encounters Tyrion Lannister at an inn. She hopes he
will not recognise her, but when he does she accuses him of trying to kill her son. With the
help of men sworn to Riverrun, her father’s home, and sellswords hoping for a reward, she
abducts Tyrion and heads for safety and her sister, Lysa, in the Vale of Arryn. Tyrion denies
both the charge and ownership of the dagger, but is ignored. They are attacked on the way by
the savage clansmen of the Mountains of the Moon. The travelling party manages to survive,
but at great cost.

The king's tourney finally arrives, much to Sansa’s pleasure. The most terrifying
moment is when the Hound’s huge brother, Ser Gregor Clegane, kills a knight from the Vale
in the joust. The next day, Eddard learns that the knight, Ser Hugh, was formerly Jon Arryn’s
squire, whom Eddard never had a chance to interview. The fact that Ser Gregor is a Lannister
bannerman disquiets him.

After the tourney is over, a stranger enters Eddard’s chambers ... and reveals himself to
be Varys, skilfully disguised. He informs Eddard that Robert would have been killed if he had
entered the tourney’s melee, 2s Robert had drunkenly sworn to do until Eddard and Barristan
Selmy dissuaded him. Varys also suggests that Ser Hugh poisoned Lord Arryn. When asked
why anyone would poison Jon, Varys replies that the Hand had been asking questions.

In the days following the tournament, Eddard arranges a teacher for Arya. Syrio Forel,
a Braavosi swordmaster, teaches Arya the art of the sword. During one of his exercises, Arya
loses herself in dark passages bencath the Red Keep. She accidentally overhears two men
discussing war, and the death of the King’s Hand. The two are Varys, and Magister lllyrio,
but she does not recognise them. When she finally finds her way back to her father, her story
is confused and Eddard does not believe it.

At a council shortly afterwards, Eddard and King Robert argue hotly about Dacnerys
Stormborn. There is news that she is pregnant, and Robert wishes to assassinate her. Eddard
tesigns as Hand rather than support such an act.

As Eddard makes his preparations to leave, Littlefinger informs him that he has found
the brothel for which Eddard has been searching. When he visits, he finds a young prostitute
and her daughter, sired l)y Robert. On his way out, Eddard is confronted l)y the Kingslayer,
who has learned of Tyrion’s abduction at the hands of Lady Stark. After trying to draw Eddard
into fighting him, the Kingslayer settles on having his guards kill Eddard’s small escort. All of
them are slain, including Jory Cassel, and Eddard is left with a shattered leg.

After surviving the high road, Tyrion finds himself thrown into the torturous “sky
cells” of the Eyrie at the hands of Lysa and her spoiled son, Robert, despite Lady Catelyn's
objections. He manages to wrangle a message to Lady Lysa, in which he offers to confess his
crimes. He is brought forth to the main castle to give his confession, during which he demands
a trial by combat. To the surprise of many, the sellsword Bronn champions the dwarf.

As the trial is prepared the next day, news arrives that Lord Tywin's army is gathering
and that Lord Hoster is raising a host to protect the riverlands. Catelyn and Lysa’s uncle,
Ser Brynden Tully, also known as the Blackfish, asks Lysa to give him men in support of his
brother. Lysa refuses, however, unwilling to spare any of her protectors even to defend her aged
father. The trial takes place and to the surprise of the gathered court, Bronn kills Ser Vardis,
Lysa's champion. Lysa has no choice but to let Tyrion go, though she sends him back through

the clan lands without escort as a last attempt at killing him.
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In the Tower of the Hand, Eddard has a fever dream of the Sack of King's Landing.
Seven of them went to the place Rhaegar called the tower of joy. Only three of the Kingsguard,
Ser Arthur Dayne, Ser Oswell Whent, and Ser Gerold Hightower, barred their way, yet only
Eddard and the little crannogman, Howland Reed, walked away. He remembers his sister
screaming his name when he awakens.

King Robert and the queen visit Eddard. The pair quarrel when Robert begins to give in
to Lord Stark’s council, and Robert strikes her across the face and sends her away. Disquieted,
Eddard promises he will leave for Winterfell as soon as he can. Robert refutes this statement,
however, and forces the emblem of the Hand on Eddard, warning that if Lord Stark will not
accept it, he plans to give it to Jaime Lannister —the one person Eddard could never stand
to see as the Hand.

Far away on the Wall, Jon Snow has survived the harsh lessons that his first months at
Castle Black have dealt him. At first he resented his choice, once he learned that his brothers-
to-be were mostly criminals who had chosen the Wall over mutilation or execution. His skill
with a blade and aloof manner towards his fellow recruits made them hate him in turn. Only
the advice of Tyrion the Imp and Donal Noye, a one-armed blacksmith, set him straight.
Helping his fellow recruits to improve their skills and protecting them from the brutality of
their trainer, Ser Alliser Thorne, he has begun to mature and become a leader.

When Ser Alliser names recruits to take the vows of the Watch, Jon is among them
but his fat, gentle friend Samwell Tarly is not. Knowing how Thorne will terrorise Sam, he
convinces the ancient, blind Maester Aemon to intercede. Sam is made a steward of the
N ight’s Watch, but so is Jon, who had hoped to become a ranger and find his uncle Benjen,
missing for half a year. Jon is livid until Samwell convinces him that as Lord Mormont's squire
he is being groomed to one day become Lord Commander of the Watch.

The boys make their vows beyond the Wall at a grove of weirwoods, their white faces
and red eyes all carved in ancient days by the children of the forest. They pledge themselves to
the Watch and the defence of the Wall for the rest of their days. As they prepare to return to
Castle Black, Ghost appears with a human hand in his jaws.

In the throne room of the Red Keep, Lord Eddard holds audience in Robert's stead
while the king is away hunting. Sent by Lord Tully, knights from the riverlands report that
Lord Tywin has unleashed Gregor Clegane and other reavers to pillage throughout the
riverlands. Eddard resolves to send a party to l)ring the Mountain to justice, but because of his
wounds he cannot go himself and prepares to assign the task to other men. Rejecting the plea
of young Ser Loras Tyrell, the l(night of Flowers, Eddard appoints Lord Beric Dondarrion,
the red priest Thoros of Myr, and others to gather men.

Later, Eddard arranges for his daughters to be taken home secretly for their safety, but
Sansa resists. She pleads, saying that she wants to have beautiful, golden-haired children like
Joffrey and unlike the fat, drunken king, With those words, Eddard realises the dark secret
that killed Jon Arryn. All three of Cersei’s children have the golden Lannister hair, yet all of
Robert's bastards have the coal-black hair of the Baratheons. The book of lincages shows that
the Baratheon colouring always dominated in unions between the houses, proving that Joffrey
and his brothers and sister are all bastards, the children of Cersei and Jaime.

After preparing a letter to Lord Stannis, Robert’s rightful heir, Eddard sends for Cersei to
meet him in the godswood. There he reveals that he knows the truth about Joffrey’s parentage.
She frecly admits her acts, stunning Eddard, telling him she has hated Robert ever since he called
out Lyanna's name on their wedding night. Eddard is adamant about telling Robert the truth on
his return from the kingswood. Warning her to flee with the children, Eddard suggests that her
father and brothers would be wise to do the same, choosing exile over death for them all.
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Eventually Daenerys and the &balasar arrive in the sacred city of Vaes Dothrak, where

1o steel is allowed and no blood must ever be shed. The pregnant Dany takes part in a rite
before the crones of the dosh Khaleen, the oracles and priestesses of the Dothraki people. They
prophesise that her child is “the stallion who mounts the world,” fated to conquer the world.
At the celebratory feast, Viserys interrupts, drunken and angry. He demands that Drogo give
him his crown and his army, drawing steel before anyone can stop him. Dany pleads with him,
but he puts his sword to her belly, threatening to kill both her and the babe unless Drogo
gives him what he wants. Drogo agrees, and Viserys puts away the sword. His bloodriders take
Viserys then, holding him in place as Drogo upends a vat of molten gold over the captive’s
head, "crowning” him.

In the Red Keep, Robert returns from his hunting, fatally gored by a boar. In his
will, Robert names Eddard regent until ]offrey comes of age, but Eddard, burdened hy the
knowledge that Joffrey is not Robert's trueborn son, writes “heir” instead of Joffrey. When
he leaves Robert's bedside, Lord Renly approaches and urges him to strike while he has the
chance. If Eddard can take the children now, Cersei will not resist him, but Eddard refuses to
do so while Robert still lives.

Afterwards, Eddard speaks with Littlefinger, who is unsurprised at the revelation
regarding Cersei’s children. He tries to convince Eddard to back ]offrey for the throne, but
Eddard insists that Stannis is now the rightful heir. Baclish predicts that the Tyrells and others
will oppose Stannis, leading to bloodshed, but Stark refuses to yield. Finally, Litt]efinger
agrees to purchase Janos Slynt and his gold cloaks for Eddard, providing him with the army

he’ll need to hold the crown for Stannis.

King Robert dies soon thereafter, and Eddard learns that Lord Renly and Ser Loras
Tyrell have fled together. Troubled hy this, he is summoned to the presence of ]offrey, who
proclaims himself king. Stark reveals his new role as regent, insisting that ]offrey is not the
true heir. In response, Cersei tears apart Robert’s will, removing the only proven support for
Eddard’s stance. Eddard calls on the gold cloaks and Slynt to take the queen and prince,
but Slynt instead betrays Lord Stark, killing Eddard’s men and capturing him. Littlefinger
finishes the betrayal by plucking the Valyrian steel dagger from Eddard’s belt and holding it to
Lord Stark’s throat and reminding him that he had warned Eddard not to trust him.

While her father is being taken into custody, Arya is training with Syrio Forel, her
“dancing master.” She learns that he was the First Sword to the Sea Lord of Braavos. When
Ser Meryn Trant of the Kingsguard and several Lannister guards try to take her into custody,
Syrio fights and defeats the guards with nothing but his practice stick as he commands Arya to
run. Ser Meryn, armoured head to foe, attacks Syrio as he commands Arya to run. Arya finds
more of her father’s men, murdered, throughout the keep as she looks for safety. She sneaks
out of the keep, killing a stable boy who tries to stop her.

Three days later, Sansa is taken before Cersei and the small council. Playing on her wish
to marry Joffrey, they convince Sansa to write letters to her family warning against disloyalty.
Cersei commends Sansa for having come to her days before, informing her of her father’s
plans to send her away from Joffrey.

Back at the Wall, the corpses of two rangers are found near the weirwood grove where
Jon and his friend Sam took their vows. These men who had disappeared along with Benjen
Stark. Long dead, they show no signs of rotting; they are taken to Maester Aemon at Castle
Black. Once back at the castle, they learn of Lord Stark’s alleged treason. Ser Alliser Thorne
mocks ]on about the news, and lon attacks Thorne in response, only to be placed in a cell

with Ghost.
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Awakening in the night, lon senses that something is wrong. He tries the door to his
cell, finding it unlocked and the guard dead. Racing to Lord Mormont’s quarters, he sees
the shambling figure of one of the corpses they found, no longer human but a wight. The
inhumanly strong wight nearly kills Jon, then turns on Lord Mormont. Jon throws a lantern at
it and prays that it will burn. The unnatural creature lights up like a torch.

Lord Mormont gives Jon a Valyrian steel bastard sword named Longclaw, left behind
when his son, Jorah, fled Lord Stark’s justice. Jon's wounds are then treated by Maester
Aemon. The old maester tells him that the Watch cannot have men with divided loyalties. The
maester recalls how he himself had his vows tested, revealing that before he became a Maester,
he was Prince Aemon Targaryen, great-uncle to the Mad l(ing.

Forced to travel the high road without an escort, Tyrion and Bronn, the sellsword who
championed him, soon find themselves surrounded l)y clansmen. It is not steel, however, but
Tyrion's shrewd promises that save them, offering the clansmen the conquest of the Vale of
Arryn. The clansmen accompany Tyrion to his father’s encampment near the Ruby Ford, not
trusting his promises so far as to let him go entirely. His father’s welcome is as cold as ever,
despite Lord Tywin’s claim that the war was launched in response to Tyrion's abduction. When
the clansmen enter demanding their promised silks and steel, the father and son convince the
clansmen to join them against Robb Stark and his army, which marches to the aid of Lord

Eddard and Riverrun.

Attending King Joffrey's first court, Sansa watches as Janos Slynt is richly rewarded
for his treachery, given a knighthood and Harrenhal. Ser Barristan Selmy, on the other hand,
is stripped of his white cloak and position, forced into retirement. He rejects the offered
settlement and leaves. [nstead, the Hound, Sandor Clegane, is given the white cloak and a
place on the Kingsguard. Sansa comes forward, begging mercy for her father. ]offrey promises
to allow Lord Eddard to take the black if he confesses his treason and asks for mercy.

Meanwhile, in a cell deep under the Red Keep, Eddard curses his follies. Delirious, he
remembers the great tourney at Harrenhal years ago, where Prince Rhaegar defeated all of his
opponents. Riding past his Dornish wife, the prince laid the winter rose-crown of the Queen of
Love and Beauty in Lyanna’s lap. Then Varys enters. in disguise, and informs him of Sansa’s
plea and Joffrey’s promise. Eddard refuses to lie, but Varys lets him know that Sansa’s life
depends on his “confession.”

Marching towards the approaching northmen, Lord Tywin places Tyrion and his
clansmen under Ser Cregor Clegane’s leadership in the vanguard of the attack, to the lmp's
displeasure. The next morning, Tyrion is woken up to learn that the northmen have stolen a
march on them; the northmen closed in the night to attack the unready Lannisters. The battle
is heated, but Tyrion and half of his clansmen survive the battle on the Green Fork. The
Lannisters win the day, and Lord Tywin is pleased with his victory, gloating to his son and
advisors. Victory is snatched from his grasp, however, when captives reveal that Robb had split
his forces at the Twins days before, taking the greater part of his army across the Green Fork
and on its way to Riverrun.

Once there, Robb draws the Kingslayer into the Whispering Wood with the help of
Ser Brynden and his outriders hy means of a ruse. The northmen wait in ambush, along with
scattered riverlords who have joined Robb’s cause. Robb Stark, called the Young Wolf by his
men, successfully leads the attack. The Kingslayer himself is captured, allowing Robb to move
against the hesieging host at Riverrun.
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Having survived an assassination attempt and won Khal Drogo's Promise to take the
Iron Throne for their son, Dany is thrust into a dangerous situation. After recciving a wound
in battle against a rival £ha/, Drogo is so delirious from infection that he falls from his horse.
Mirri Maz Duur, once healer and priestess to the Lhazreen people but now a slave to Daenerys,
reveals she was taught a spell by a bloodmage that can save Drogo. She warns that only death
can pay for life, but Dacnerys does not care.

Mieri Maz Duur sacrifices Drogo’s horse in a tent erected for that purpose. She warns
Dany to stay out, that death will come to any who enter. Drogo's bloodriders, however, do not
trust the priestess. They attack Dacnerys for allowing a maegi to work her dark magic on the
khal. Ser Jorah and Dany’s khas, her Dothraki guards, kill the men. Daenerys’s labour begins
carly, though, as a result of the stress. Mormont insists on carrying her to the tent where Mirri
works her spell. Daenerys begs him not to, secing shadows dancing with Mirri, but faints as
she is taken inside, unable to resist.

Arya Stark is unable to reach the ship her father had prepared for her. She hides herself
in the slums of King’s Landing, living from day to day catching pigeons and trading them for
food. Bells toll throughout King’s Landing, summoning the people to the castle to witness
Lord Stark's confession. Arya is swept up by the crowd, eager to se her father again and
praying that the rumours aren’t true. She sees Eddard confess just as Sansa had begged, but
]offrey breaks his promise and orders Eddard’s beheading. Arya races forward with Needle in
her hand. Yoren of the Night’s Watch grabs Arya from the crowd as she passes, though. He
draws her into a corner, prevcnting her from sceing the bcheading, then pulls her hair and draws

a knife, calling her “boy” as the blade descends.

Days later, Bran Stark insists that he dreamt of speaking with his father in the crypts
beneath Winterfell. Maester Luwin tries to tell him that dreams are only dreams. When Osha,
A Wildling servant, responds that the children of the forest could teach the maester about
dreaming, Bran insists on being taken down to the chambers. There they find a fierce Rickon,
the youngest of the Stark children, and his half-feral direwolf, Shaggydog. Rickon shouts that
he saw his father in his tomb the night before and that he was coming home. After taking the
children back to his study, Maester Luwin tries to calm them by relating the history of the

children of the forest. He is interrupted by the arrival of a raven, bringing the news of Lord
Stark’s death.

At the inn next to the Ruby Ford, a council is held. Lord Tywin learns of Jaime’s
capture and the destruction of the force besieging Riverrun, all at the hands of the 15-year-old
Robb Stark. Moreover, he learns that Renly has gone to the Tyrells in the Reach, marrying
Lord Mace’s daughtcr and proclaiming himself king. Lord Renly is readying all the might of
Highgarden and Storm’s End, even as Stannis strengthens his forces on Dragonstone. Tywin
sends Tyrion to the court to act as Hand and save them from the follies of Joffrey, who cost

them a peace with Robb Stark by executing Lord Eddard.
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After a brief attempt to desert the Wall, averted only by his friends reminding him
of his duty, Jon speaks with Lord Commander Mormont. The grave tidings coming from
beyond the Wall have convinced the Old Bear to lead a great ranging. The rangers will find
Ben Stark, alive or dead, and learn what is happcning among the wildlings gathering under
Mance Rayder's banner.

At Riverrun, the lords of the North and the riverlands hold a council. There are many
arguments s the lords try to determine which course should be taken now that Eddard is dead
and Riverrun is safe. Few can stomach l)cnding the knee to loffrcy, or even Stannis or chly.
[n the end, the gathcred lords proclaim Robb Stark as King in the North, just as his ancestors
were before the Dragon Lords came.

Awakening from a feverish dream, Dany discovers that she is no longer pregnant. She is
told that her child was a monstrosity that crumbled into dust. Her son’s life was the true cost
of Mirri’s spell, which did nothing but leave Drogo a mindless husk, his 2halasar scattered to
the winds. Mirri admits that the spell was her revenge on Drogo and Dacnerys for the suffering
of her people. Coing to where Drogo lies, Dacnerys spends a day trying to l)ring him back,
then gives him a last kiss and smothers him with a pillow.

Binding Mirri upon the pyre she has made for Drogo, Daenerys arrays her three stone
dragon eggs about Drogo’s body and lights the bonfire. As the flames become more intense,
all fall back except for Daenerys, who walks into the flames. Sounds of stone shattering can be
heard as the flames rise high. Once they die down, Ser Jorah and the others approach ... and
see Dany, her clothing and hair burned away, but otherwise unharmed. Three living dragons
nurse at her breast. As the Dothraki scramble to swear themselves to her, the night comes alive
with the music of dragons for the first time in centuries.

¥hat 18 H Game
of Chrones RpPG?

The primary system in this d20-based Open Gaming edition of A Garme of Thrones
Ro/e—P/dying Game is compatible with the world’s most popular d20 fantasy system,
although we've changed things where necessary to better reflect the world of Westeros.

A Game of Thrones Role-Playing Game covers the events of the eponymous novel, the
first book in “A Song of Ice and Fire.” It also details much of the known history of Westeros,

from the Dawn Age up through the coming of the Targarycns, and ending with the time of
King Robert of the House Baratheon, the First of His Name.

With this book, you can make your own Westerosi and eastern characters, and continue
the adventures George R.R. Martin started in this epic series. You can parallel the events of the
novels, and watch the Seven Kingdoms fall into war, or wander through the exotic Free Cities,
where the rise and fall of the houses of Westeros are but whispers and rumourmongering. You
can even take on the roles of the characters from the novels if you wish, and watch the story
unfold from a new vantage point.
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Role—[c)laymg Gamée?

For many people a role-playing game (RPG) is the “mature” or “advanced” version of

the games we used to play as children such as “House,” "Cops and Robbers,” “Monsters-and-
Maidens,” or “Come-into-my-Castle.” Each player creates a character that he or she wishes
to play (appropriately called a Player Character), and endeavours to view the unfolding events
of the game through the eyes of that character. The character’s outlook on life is separate and
distinct from that of the player, though at times they may be similar. RPGs are not table-top
board games — the games take place in the imagination of the players, occasionally assisted by
visual aids such as pictures, figures, maps, and other props. Role—playing can also be likened
to improvisational theatre where everyone involved in the game must respond to the actions or
decisions of the other players, but must do so from their character’s perspective (called playing
“in character”). These character-character interactions are often the primary focus of the entire
game, and the heart of the role-playing experience.

To help answer the question, “What are the limitations on my character’s abilities and
talents?” RPGs employ a set of rules to help settle character conflicts and resolve character
actions. The system usually outlines the use of a random generator (dice for random numbers,
cards for random events, etc.) to add an unpredictal)le element to the game. A typical role-
playing scenario requires a handful of players along with one person to run the game, known
as the Game Master (GM). The players tell the GM what their respective characters would
like to do throughout the course of the adventure scenario and the GM describes the results
of their actions. When the GM works closely with each and every player, the game adventure
remains exciting and fun for all.

The characters that the players create will depend on the type of adventures the GM
intends to run and the number of players involved. The game system helps players assign some
strengths and weaknesses to their characters, using number rankings to indicate relative ability.
Most of the remaining elements of a character’s background, family, hobbies, and interests are
not covered by the rules but are described by each player according to his or her view of the
character. Players may play the characters from A Game of Thrones as presented (in Chapter
16), or can also choose to recreate the characters according to their own personal outlook;
additionally, experienced players often prefer to create their own characters, who will inhabit
the Seven Kingdoms.

A Game of Thrones Role-Playing Game is played in sessions. Sessions are often 2 to 8
hours in length, and are typically held ona weekly or l)iweekly schedule. The players work their
way through an adventure’s plot, picking up where the last session ended and proceeding until
the current session is over. Over a period of time of usually one to four sessions, the players
will have completed a number of tasks to achieve at least partial closure of the plot. This
closure does not answer all the questions or eliminate all of the characters’ problems, but rather
is similar to the closure seen at the end of a subplot story arc. An adventure that only takes a
single isolated session is referred to as a “one-shot” adventure, a type of scenario primarily used
at role-playing conventions. Finally, a number of story arcs that use the same characters can
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be linked together to form a campaign. Campaigns require more commitment from everyone
involved, but watching the characters develop and gain new abilities and talents as a greater
plot unfolds makes the effort worthwhile. The most engaging role-playing campaigns can last
upwards of 510 years, but keeping a campaign running for eight months to a few years is
considered to be tremendously successful.

Asa player, you will control your character’s actions in the game as he or she works
through the unexpected twists and turns of the plot, with assistance provided by the other
player characters. Your character’s actions can greatly affect the outcome of the adventure,
but you must keep in mind that every action has a consequence that may return to haunt your
character in a future session. Role—playing is a group effort, however, and positive interactions
between your character and the characters of the other players are vital to everyone’s enjoyment
of the game.

As a GM, your contribution to the game will be much greater than that of any one
player. You must establish the setting, villains, conflicts, and plot of the adventure, as well as
role-play all of the other Non-Player Characters (NPCs) that your gaming group will meet
during the game. NPCs are similar to the secondary characters in a novel, ranging from the
obscure and trivial background characters to political rivals, master villains, and lovers.

If you plan to be a GM, you must also be able to project your imagination to the players
by describing the world in which they live in vivid detail. Additionally, your plot must remain
sufficiently flexible to allow the characters” actions to make a definite impact on the adventure.
A plot that is too rigid or “scripted” may leave players fecling that their characters have lost
the free will to affect their own destiny. The GM must possess creativity, sound iudgment, and
the ability to improvise in unexpected situations. Game Mastering takes extra time and effort,
but the reward of watching the players revel in the game setting and plot that you have created
makes it all worthwhile.

ll%ﬁd ©ame of Thrones d20

A Game of Thrones 420 (AGOT d20) uses a rule system familiar to many players
worldwide. Players design characters with six Ability Scores, a regional Background (after all,
who would mistake a salty Dornshiman for one of the [ronborn?), and a House Affiliation
(whether from a great house, a small house, or from the commons). Players then choose a
Character Class — there are eight core Classes, and eight Prestige Classes, representing many
of the professions of Westeros. As characters gain experience, they gain higher Levels in their
chosen Class, or may instead take a new Class to learn far different talents. Characters all have
Skills, Feats, Reputation, and Influence (all defined to some degree by the Class), and many
often have Defects.

To play A Game of Thrones d20, you need paper and pencils, and several different
types of dice — d20s, d12, dl0s, d8s, ds, and d4s (which can be found at any good, local
gaming/ hobl)y store).

INTRODUCTION
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xample of Game Play

The followrng dralogue is an example of how a typical d20 role-playrng session might
progress. The game involves seven players and the Game Master (or GM), Dev. When setting
up the game, Dev tells them thcy will play a Noble House style campaign.

The game will start one year previous to the events depicted in 4 Game of Thrones, and
the characters will all be part of, or associated with, a branch of House Tully. In this version of
Westeros, Hoster Tully has a younger cousin, Ser Kent Tully, who rules a small holdfast called
Kent's Keep on the Cape of Eagles.

Dev tells the players to make characters with 6 total Character Levels. Dev informs
them that he wants to keep the themes and tones to strongly reflect those of the novels. He
also tells them of a few restrictions (no Eastern Backgrounds) and any optional rules (such as
Social Status and Effective Character Level, Fatigue for comhat, and a maximum of 9 Bonus
Points for Defects). Then he lets them create their own characters.

Note: Not all groups will have this many players. A large number was chosen to
showcase different options throughout the play examples scattered through this book.
Additionally, this example is written to show the social interaction and role-playing, and does
not focus on the rules.

Dylan creates Brendal Tully, a young noble, and the son of Ser Kent. His Social Status
is Rank 4 (member of a great house) and he is a 3rd Level Noble (his Social Status gives him

tlll‘CC effective extra Levels).

Elio designs Ran Tyrell, a young noble who is being fostered by Ser Kent. His Social
Status is also Rank 4, and he is a 3rd Level Noble. He aspires to knighhood.

Linda creates Morgan Snow, a baseborn daughter of some northern lord or another.
Tomhoyish as a child, she fell into a life of fighting and guarding. She has taken service with
Ser Kent as a sworn sword. Her Social Status is Rank | (which does not affect her Character
Level), and she is a Level 6 Man-at-arms.

Paul designs Heldan, once of House Frey. Heldan has finished his training at the
Citadel, and is now a sworn maester, sent to advise, and learn from, Ser Kent. His Social Status
is Rank 2 (which gives him one effective extra Character Level), and he is a Sth Level Maester.

Matt creates Sebastian, a local boy who took arms with Ser Kent's household and
became a loyal member of his guard. As a sworn sword, his Social Status is Rank 1 (which
does not affect his Character Levell. Furthermore, once Sebastian reaches a high enough Level
Man-at-arms, he can become a Knight. Matt and Dev decide that just reccntly, Sebastian saved
Ser Kent's wife from highway bandits, and in return Ser Kent knighted him. Ser Sebastian is
a 4th Level Man-at-arms / 2nd Level Knight.

Troy designs Kardaine, a member of the smallfolk who heard the call of the Seven from
a bcgging brother, and went to study with the Faith. Now he is a successful septon, assigned
to Ser Kent's service. His Social Status is Rank | (which does not affect his Character Level),
and he is a 6th Level Septon.

Finally, Robin creates Laurel, another member of the smallfolk. She was raised in the
region, and has spent her carly adulthood bccoming a successful hunter and tracker in Ser
Keat's service. Her Social Status is Rank | (which does not affect her Character Level), and
she is a multiclassed 3rd Level Hunter / 3rd Level Knave.

At the first session of the campaign, Dev gives the players some general background
on Kent's Keep, Ser Kent, and his houschold. At the game’s start, he lets people set their
initial scenes, listening carefully to what they say in order to create hooks to bring them into
the heart of the story.

bUUUﬂGAW FTRONES B> DT

Dev: It is a year of high summer, the beginning of the 9th year. You are all part of Ser
Kent's houschold, and lodged at Kent's Keep, which lies crouched upon the Cape of
Eagles overlooking Ironman’s Bay. I'm going to let you create the first scene for your
character. Think of the opening sequence of a book, or perhaps a movie, as the story
begins ... (to Robin) Laurel, where are you and what are you doing?

Robin: (as Laurel) I'm away from the Keep, at least a full day’s travel. One of my duties is to
regularly scout the fishing villages, and keep an car out for stories of raiders. (to Dev)
Have there been many attacks in the recent past?

Dev:  No, not so many. The last two years have been quite peaceful — oh, there’s the
occasional dispute, and one or two turn into assaults or even murder, but there has been
no major disturbance to the coastal towns since Ser Kent and a small force trapped and
shattered Red Jack's raiders.

Robin: (as Laurel) Sure. So [ travel the region, on a light riding horse, maybe with a couple of

other scouts, though we all spread out and act independently.
Dev:  Fine. (to Troy) Kardaine, where are you and what are you doing?
Troy: Well, Matt and I talked it over while making characters, and [ think that while Ser Kent
knighted him, Kardaine performed the rest of the ceremony — the anointing with the
seven oils, and so forth.

DCVZ Sure, that’s great.

Troy: So as the knighting just happened, or is just happening, [ think Kardaine is in the Sept

with Sebastian ... now Ser Sebastian, and is essentially hlessing him.
Dev:  Matt, you OK with that?
Matt: That's fine. Ser Sebastian is dressed for the occasion in an undyed wool shift, and
barefoot. He takes this all very seriously, and is honoured that Septon Kardaine would
aid him in this.

Dev: 1 got it. Paul, where is Maester Heldan and what is he doing?

Paul: (as Heldan) Reviewing my facts and figures, for the lord. I have just taken over more
of the steward’s duties, in part because I've proven myself over the past year, and more
tragically because he recently broke his leg falling from a wild horse.

HOW

Dylan: I know who we have to watch out for!

convenient.

Tl'O)’

Paul:  (dryly) Whatever do you mean?

Dev:  That's fine. You are all free to colour the scene — add details to the world — in minor
ways. And if it contradicts the story, I'll gently correct you. Or not so gently. Linda,

where is Morgan and what is she doing?
Linda: Can | wait to hear what the other two are doing first?
Dev: (turning to Elio). Elio, where is Ran and ...

Elio: ...and whatis he doingl (laughtcrl Ran is in the yard, practicing as per his usual routine.
He spends several hours a day with the guards, drilling, and also tries to get in personal
sparring ... (to Dylanl Brendal, are you gamc?

Dylan: (as Brendal) Always, you scoundrel! By the Seven, I'll thump you this time!

Dev:  The two of you are in the yard, clacking blunted swords. There’s a slight advantagc to
Ran, but it could easily go cither way. Linda, any ideas yet?

Linda: Oh, many. (as Morgan) I'm watching the two boys play in the yard, perched up a lower
balcony. I'll occasionally catcall and hoot, first for one, then for the other should the
tide turn — always for the underdog, basically.

Dev: That's fine.
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Elio:

(as Ran) Morgan, must you always play the mockingbird? Easy for you to criticise
when you are safely seated in the benches

Dylan: (as Brendal) | agree. You think you're so tough, pick up a sword.

Linda: What the hell. (as Morgan) | leapt nimbly down the stairs to the yard, snatching upa

Dev:

sword and shield from the equipment table.

OK. How are you fighting? And whom do you attack?

: Both! I'm going to go on the assault, Picking away at their defences. My goal is to

knock one down or at least off balance, before dealing with the second firmly.

: Cuys, I need you to roll some dice (Linda, Dylan, and Elio all roll Initiative, then act

in sequence, making attack and defence rolls as necessary. Unsurprisingly, Morgan
completely dominates the first several exchanges, at which point the GM summarises).
After several tense minutes filled with lightning quick strikes from Morgan, and, well,
considerably slower attacks and defences from the two highhorn sons, both boys are
thoroughly pummelled and defeated. (laughterl Meanwhile, Paul, a raven flutters in to
your tower.

: (as Heldan) I go to it. Is there a message tied to its leg?

= You think so, but as you get closer, it squawks furiously and hops away, unsteadily. You

notice what looks like dried blood along one wing.

: (as Heldan) I'm going to leave it alone for a minute to calm down, though I keep a

close eye on it. After a few moments, I slowly move over to a bin with corn and seed,
and take a handful, then cautiously, and slowly, very slowly, head towards the bird.

+ It watches you warily, but as you come within a few feet, it screeches and flaps its wings

madly! It tries to fly, but falters, and crashes to the floor.

: (as Heldan) [ scatter the seed between us, then back away. | want to grab a pair of thick

leather mitts. Heldan obviously handles these guys all the time, so he should be able
to coax it into eating, and while distracted, catch it safely.

: Good plan. The bird pecks at the sced as though it were starving. Macster Heldan

manages to snatch it up in the mitts. It struggles briefly, but then lies still.

. (as Heldan) Kecping it held firmly, Il gently retrieve the message.

o It's sealed with wax, depicting two crossed scythes.

: (as Heldan) Do I recognise it? I have a high Skill — unless it's extremely obscure.

: Not exceptionally, no. It takes you a moment, but you recall it is the sigil of Lord

Rodrick Harlaw of Harlaw, Lord of the Ten Towers, also called the Reader.

- (as Heldan) I break the seal, what does it say!

. The language puzzles you for a moment, then you realise it’s in code. The dialect is an

ancient seafarer’s brogue.

: Can Heldan decipher it? In my background [ said he collects sea chants and lore.

: Sure. (hands Paul a note) Here you go. Meanwhile... (turns to Troy and Matt). Septon

Kardaine has watched over your vigil, Sebastian. You've been fasting and praying for a
night and a day. As the sun sets, Ser Kent arrives.

: (s Kardaine) Ser Kent, may the Seven bless you.

: (as Ser Kent) Dear Kardaine, how fares our young aspirant?

. (as Kardaine) Vcry well, [ believe. He has rigorously held to his fast and his prayers,

and has received the hlessings of the Seven with a pure heart and godly spirit.

: Ser Kent draws his sword and stands over Sebastian. (as Ser Kent) Sebastian, do you

Ciocjoy e

promise to honour the Seven, to defend in the name of the Father, to guard in the name
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of the Mother, to fight in the name of the Warrior, to build in the name of the Smith,
to hring joy in the name of the Maiden, and to guide in the name of the Crone?

: (as Scbastian) I vow to obey the Seven. Their philosophies will guide me in all that [

do.

: (as Ser Kent) Then I charge you to defend the weak, the innocent, the powerless, to

serve me faithfully as your own lord, and to defend the realm with all your might. Rise
then, Ser Sebastian.

. (as Sebastian) He does, with only a slight tremor in his legs from the long kneeling

and fasting. But he's too proud, and happy to show weakness.

: Can Ser Kent be found?

. Certainly. Septon Kardaine and Ser Sent are helping Ser Sebastian to his feet when

Maester Heldane bustles in, appearing somewhat agitated.

: (as Heldane) M'lord, my apologics. There is a bird ... from the Iron Islands.

: (as Ser Kent) Come Maester, we will speak of this in my chambers.

:(as Heldane) Ser, your pardons, but .. I think it would do for Septon Kardaine to hear

this. And perhaps Ser Sebastian as well.

: (as Ser Kent) Kent harrumphs. Very well, Maester, spit it out then.

. Heldane fishes out the message, but he’s already memorised the key points. (as

Heldane) It is from Lord Rodrick of Harlaw: He warns of the pirate ship, Seastone, -
piloted by the cruellest of raiders, exiled from the Iron Islands for worship of gods
older and more terrible than even the Ironmen’s Drowned God.

. (as Kardaine) More terrible than the Drowned God? | find that hard to believe.

H (as SCl‘ Kent) lS thcre any sign asto whcre they might bC llCaClCCl?

. (as Heldane) Lord Rodrick suggests the coastal villages, like Decp Cove or Break

Harbour.

: (as Sebastian) Break Harbour? That's my home

: (as Ser Kent) Aye. Hmmm. Sebastian, go find my boy Brendal, and bring him, Ran,

and Morgan to my audience chamber. Septon, Maester, please walk with me. lturning
to Robin) Meanwhile, earlier that day .. Dawn. Laurel has been ranging for several
days, but should be back to Kent's Keep by carly evening if you take a casual pace.
However, in the last fishing village you pass through, the fishermen found a drowned
man. Seeing the lord’s symbol emblazoned on your jerkin, they ask you to deal with i,
for the body is “queer.” We will paraphrase this scene for expediency.

Robin: Whoah. Um, OK. (as Laurel) I tell the villagcrs to show me the body, ask if they knew

Dev:

the man. Finally, what is so queer about him?

No one you talk to recognised the body — it's a village of twenty familics, and they
all know cach other. You find the corpse laid out on the rocky beach. He's covered in
bright red and blue splotches, like a colourful rash. Furthermore, his feet are tangled in
seaweed.

in: Laurel is going to check the body. She’ll be careful, and wear gloves. She knows how to

handle dead bodies, but she’s probably never done a murder investigation before. She’ll
take her time.

: You discover the seaweed isn’t random muck, but the legs have been tied together. You

sce n0 other marks, except for the red and blue rash — the body is naked, and the rashes
are all over, in no discernable pattern. Nothing clse scems odd, until ... you open his
mouth, and find something jammed under his tongue. [t appears to be an ancient iron
coin, stamped with a badly degraded image of a chair, or throne....
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dhstory of fantasy
Researched and Authored by Jason Durall

A Game of Thrones, the first book in Ceorge R. R. Martin’s “A Song of Ice and Fire”
series, is one of the most popular fantasy novels of all time. To gain a better appreciation of
Martin’s achievement, it is important to understand the tradition of fantasy literature.

s (0L of the
fantasy Story

The fantasy story is the oldest story form. Many of the only surviving examples of

stories from centuries past are fantasy, with elements of the supernatural, brave heroes, terrible
monsters, and glimpses into other worlds. Though myth, folklore, legend, and history have
influenced fantasy literature, the fantasy story s itself unique. Fantasy stories generally have
fantastic characters, magic, and the supernatural, and the notion of the “other world.” Not
every fantasy story needs all three, but at least one element is needed for  true fantasy story.

D doc

£ antastic Characters

Characters in fantasy stories vary widely, but usually the hero or heroine has some aspect

that makes him or her stand apart from the mundane. This can be an inner strength, a natural
gift, or a core of nobility that makes him or her distinct from the background characters. Most
main characters in fantasy stories can be described as common, heroic, or epic. Common
characters are without great skills, martial prowess, or supernatural powers, and are often
normal people caught up in fantastic events. Heroic characters are usually distinguished by
some clement of greatness, sometimes a talent or power that sets them apart from common
folk. Epic characters have great destinies, or are divine in origin, and often possess incredible
powers and abilities. All of these character types face similar trials or challengcs, though their
ability often dictates the scope of challenges they must overcome.

,' X
IMlagic and the Supernatural

Be it high sorcery, itual magic, subtle powers of the land, ancient curses, or words of
power that shape the world, magic is a core element of fantasy. It can be overt, as when wizards
hurl lightning bolts, or subtle, defining the world and events through seemingly natural forces.
Magic can also be divine: the powers of the gods or supernatural heings, and demonstrations
of divine power in the form of miracles or godly wrath.

Magic artefacts abound in lantasy stories, in the form of lcgendary antiques, mystic
talismans, enchanted weapons or armours, spell-filled books and scrolls, or even rings of
power. Many mythological heroes bore these weapons and fantasy stories continue this
tradition. Possessing such an artefact usually implies the hero has the right to bear it, through
birth, destiny, or by passing some trial or test. Some fantasy stories invert this, with a
protagonist given a magic item they do not “deserve” and the consequences that arise from
this inequity.

DOUUEEAME o TFROVES B> DD

Y.

Fantasy is full of amazing creatures; there are monstrous versions of existing beasts,
mythological creatures taken flesh, beings created solely of magic, and even alien creatures
that are a natural part of the otherworldly setting. Some fantasy stories present these creatures
naturalistically, grounding them in reality; certain suhgenrcs emphasisc their strangeness in order
to demonstrate that the setting is altogethcr another world, in which different natural laws apply.

lNTRODUCTlON
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dlibe Other World

An important facet of the fantasy story is that it is set in another world. It does not have
to be a different world entirely, but it must evoke the sense that this is a different place from
our own, one where fantastic things might happen. This is an essential element in cstablishing
the readers’ suspension of disbelief (the condition where they accept the unreal elements of the
story). [t doesn't mean that the reader needs to wholeheartedly believe in these worlds, but they
need to not activcly disbelieve in them for the duration of the story.

The five major types of other worlds in fantasy stories can be categorised as follows.

Pistoric Worlds

These worlds are akin to our own, where some people believe that the supernatural and
magical exist but most do not. In these stories, magic does not have any significant or measurable
impact on the world other than as an aspcct of belief. Faith is considered to be an unknown, and
those who exhibit belief in magical powers are considered unusual or deluded. These can also be
set in the modern clay, where the element of fantasy is often illusory or imaginecl.

Enchanted {orlds

These worlds are different from our own in one significant way: magic is teal. Gods,
demons and monsters do exist, and there are those who use can magic, subtle or overt. The
world is otherwise recognisable as our own. Urban fantasies and stories that take place in the
modern world, contrasting civilisation with a "magical" wilderness, fall under this category.

Hlternate Worlds

In these worlds, the forces of magic have shapcd events and created a setting similar to
our own, but altered enough to be significantly different. Here, magic might be commonplace
and exist side-by-side with real-world cultural clements, historical figures, and social forces. In an
alternate world sctting, there is often some significant event that turned out differcntly than in our
world. From that point on, history unfolded along a new path, changing the world accordingly.
This setting is common in science fiction but not as prcvalent in fantasy literature.

Quter Worlds

These settings acknowledge our world and frequently treat it as the norm, existing
parallel with our world, outside it, or hidden within it somehow. [t can be a subset of the larger
world, perhaps a tiny world in a bottle or embodied in a work of art. These can be dream
worlds, heavens or hells, mystical realms inhabited by the gocls and their servants, or idyllic
worlds without the same troubled history as our own.

Passage between the real world and the outer world is often difficult and rare. It may
be offered only to special people, usually through destiny, blood lineage, or purity of heart.
Occasionally individuals may stumble into the outer world through a mishap (or have
someone stumble from the outer world into ours, thus alerting someone in the normal world
to the existence of the fantastic realm). Stories about outer worlds are often like fantasy
travel narratives, where the protagonists go from their homes to a new land, explorc it, have
adventures, and return home, changed hy the experience. Many children’s fantasies fall into
this category.

ey Jololoe



| DOEELE_ W

Invented Worlds

These are the most prevalent settings for fantasy storics: worlds that are unique, having
no (or very little) connection to this world. They feature races and creatures that do not exist
in this world, and magic almost always works. Many of these settings have rich histories and
cultures, with invented languages and lore excerpted throughout the stories to evoke a sense
that the setting is “real,” and that living, breathing cultures and folk exist there. Invented
maps are often provided along with these stories, and significant attention is paid to histories,
gencalogies, cultures, and other elements to fully ground the reader. lavented world fantasies
are the most popular form, and more prone to being used repeatedly by their authors. Readers
of invented world fantasies often develop an attachment to the world so that it becomes
a character in its own right. Authors are often loath to discard effort that has gone into
establishing these worlds. Invented worlds are the most likely settings to be continued beyond
the original author’s writings.

I antasy versus

Horror and Science fiction

Obviously, the genre encompasses a vast breadth of styles and sub-genres. It is difficult

to extricate fantasy from horror and science fiction, as many elements of the fantasy story
(characters, the supernatural, and the other world) are part of these genres as well. Arthur C.
Clarke’s famous axiom says, “Any sufficiently advanced technology is indistinguishal)lc from
magic," and many science fiction stories are thinly disguised fantasy stories. For cxamplc, the
“Star Wars” films aren't really science fiction at all (at least not hard science fiction); they
concern brave heroes, spunky princesses, evil warlords, magic swords, mystical warriors, and
family destinies. The beginning, ‘A long time ago, ina galaxy far, far away...” was chosen for
exactly this reason.

Similarly, most classic horror is tinged with fantasy elements, with resourceful heroes,
ancient curses, magical events, and supernatural villains. The tale of the werewolf is one of
a gypsy curse, and vampires and mummics are supernatural villains who are also doomed.
On the other hand, Frankenstein’s monster is science fiction at its core, with attempts to
rationalise its extraordinary events and ground its happenings in the real world. Hybrids
between fantasy, horror, and science fiction are widespread. The most common fantasy hybrids
are listed below.

Gothic fantasy

This is one of the older fantasy genres, pioncered by Horace Walpole's The Castle of
Otranto (1764). Gothic fantasy is tragic, usually ending in the physical and/or psychological
destruction of the protagonist. Often set in a decrepit castle or manor that offers neither
comfort nor shelter from the bleak landscape, gothic fantasy concerns a naive protagonist who
is cursed by fate or some dread stamp of lineage. The plot is usually a grim unfolding of events
that cause the ruin of the main character.

Dorror fantasy

The line between horror fantasy and supernatural fiction is so thin that they are
practically the same genre. Horror fantasy is essentially a fright tale that uses supernatural
(fantastic) elements to evoke a sense of fear in the reader. People have a primal sense of unease
about the otherworldly, and horror fantasy evokes boogeymen and other threats with their
origins in myth, folklore, or imagination. Horror fantasy is almost always st in the real world,
though there is some clement of the supernatural, usually presenting a threat to the status quo.
Sometimes the genre is called “dark fantasy,” though dark fantasy is a genre of its own, set in
a grim or gritty fantasy world with a fateful destiny for the protagonist.
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Science fantasy

A combination of science fiction and fantasy, this suhgcnre traces its origins to the early
days of fantasy in the 17th century, when scientific invention was used as a means of lcgitimising
fantastic elements. In science fantasies, characters are often transported to fantastic landscapes
through quasi-scientific means such as spaceships, mathematical formulac, strange states of
hibernation, translocation caused by gases or radiation, or other equally imaginative (and often
scientifically unfeasible) means. Worlds and cultures in science fantasy might have high-tech
equipment placed alongside the archaic or quasi-medieval. Aliens might replace elves and
dwarves as the other species. Another name for this subgenre is “planctary romance.”

futuristic fantasy

Another meld of science fiction and fantasy genres is the futuristic fantasy, set in
post-apocalyptic or unimaginably distant versions of our own world, where magic and the
supernatural are potent and civilisation has regressed to an ancient level of culture and
sophistication. ltems or aspects of modern culture are often presented as ancient artefacts to
accentuate the age of the world and provide a cultural bearing for the reader.

Roots of fantasy

In ancient epochs when myth and faith were intertwined, the storytellers of those
times used their talents to teach as well as entertain, using story to record the deeds of
legendary progenitors of their culture or the gods who watched over their daily lives. The
epic was the primary form of literature, poetic verse from the oral tradition of storytelling,
typically sung or chanted. King and peasant alike listened to the tales of heroes past. Stories
became exaggerated, details were changed to suit the audience, and in many cases, some tales
overlapped to form the core of other stories. Most of these epics are lost to us in the modern
day, but a few significant mythic or cultural hero-stories have survived the centuries to influence
Western literature as a whole, leading the way for the fantasy story as it exists today.

The first great epic known is the tale of the hero-l(ing Cilgamcsh, inscribed onto clay
tablets more than 4000 years ago by the Sumerian priest Sin-leqe-unnini. Gilgamesh was a
hero-l(ing of the Sumerians of Uruk (in what is now lraql. Cilgamesh's epic preclates even the
Old Testament of the Bible. In it, the hero-king is shown to be partly divine in origin, l)attling
gods and supernatural monsters that threaten his rule and embarking on a great quest to discover
the secret of immortality. His adventures are echoed in later Greek and Jewish legends.

Chronologically, the next great epics are those from the Greeks, particularly the
Odyﬁey and the Ifiad. The Odyxsey, written circa 900 BC by the Greek poet/ storyteller
Homer, chronicles the life of the great hero Odysseus, who ventures across the ancient world
as he attempts to return home from the Trojan War. Along the way he encounters adventure,
terrible monsters, and meets several gocls and other divine beings. Modern scholars agree that
this tale is essentially a collection of folktales of other lands or cultures, strung together with a
single protagonist, Odysseus llikely an invented character). Despite this, the Odyssey remains
a towering influence in the field of fantasy for its breadth and historical importance.

The I/iad, also attributed to Homer, covers the last few days of the Trojan War. Written
in 24 sections of hexameter verse, this focused tale records the activities of the Greek and
Trojan heroes in the battle and afterward. Gods, kings, queens, and heroes mingle in this great
tale of battle and betrayal.

The events of the Trojan War took place roughly three centuries before Homer, and
undoubtedly much of the tale had been fictionalised. Indeed, there is considerable controversy
as to whether or not Homer was the sole author of the I/iad, or had any hand in it at all.
Regardless, the Jliad remains as great an epic of war as any that literature can offer.
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Not to be outdone by their Greek predecessors, the Romans contributed to the epic
canon with the Aeneid, a 12-book epic poem by Virgil (published at the time of his death in 19
BC). It further depicts the events of the Troian War and other great Greek epics while tracing
the lincage of the then-current Roman emperor to his distant, divine forefathers, spccifically
Aeneas, who was shown as a prince of Troy and the son of Venus.

The other great epic of Roman times was decidedly more fanciful. Written by Publius
Ovidius Naso (43 BC- AD 17), or Ovid, as he is known today, the Memmorpboses (exact
year unknown) is a 19-book epic that describes the creation and history of the world in terms
of Roman mythology. It remains one of the best and most complete sources from the period
for the mythology of the time, and was a source of great inspiration to the great authors and

playwrights of the Renaissance, including Shakespeare.

The shadow of Beawuh‘ looms over all of English literature, not just the fantasy genre.
An 8th century manuscript of uncertain origin, Beawu[f is the oldest known composition
written in English. A mix of Norse myth and Teutonic history, it tells of a Geatish king named
Beowulf and his exploits, wherein he kills a troll, its mother, and a dragon. Itisa gripping tale,
depicting savage battles and evoking themes of honour, responsibility, and fatalistic heroism.
Translations and analyses of Beowu[f are many; notable ones include a translation into modern

English and lecture by | R.R. Tolkien, and a recent adaptation by Irish poet Seamus Heaney.

From Iceland come the two works known together as the Eddas: the Poetic Edda
(composed between the 9th and 12th centuries) and the Prose Edda (composed in the early
13th century). The Poetic Edda consists of 34 poems relating to gods and heroes from Norse
mythology and folklore. The Prose Edda is in three parts: the first details the mythological
creation of the world by the gods, the second is an examination of poetry itself in the Norse
form, and the third section analyses metre in poetry.

The author of the Poetic Edda is unknown, while the Icelandic historian, poet, and
lawspeaker Snorri Sturluson (1178-1241) is credited with writing the Prose Edda. Together
(with a few other surviving sagas), the Eddas are the best source of Old Norse myth and

folklore. They were translated and read avidly by many of the founders of fantasy literature,
such as Lord Dunsany, E.R. Eddison, and JRR. Tolkien.

Similar to the Eddas is the Germanic epic poem, the Nibe/ungen/ied, originally
witten in the late 12th century. This four-book poctic cycle takes characters and gods from
the Poetic Edda and the Wtungd Sdgﬂ. It is a heroic tale concerning Siegfried, with less
of a supernatural element than the original stories. The Nibelungenlied inspired German
composer Richard Wagner (1813-1883) to compose Der Ring des Nibe/ungen (or, The
Ring of the Nibelung, 1869-76). It is a four-part opera focusing on gods, mortal heroes,
and the end of the world, all intertwined with the fate of a cursed golcl ring coveted by an evil
dwarf. The Nibelungen/ied has been a formative influence in modern fantasy literature, giving
considerable inspiration to ].R.R. Tolkien in his creation of “The Lord of the Rings,” arguably

the most important work of fantasy literature in the 20th century.

Dante Alighieri (1265-1321) was the author of The Divine Comedy, which is considered
the greatest epic poem in [talian literature and one of the greatest among world literature as
a whole. It describes a journey through hell, then purgatory, then finally paradise, with the
ancient poct Virgil as the narrator’s guide. The images used to portray the nine circles of hell
arc among the most vivid in any literature of its day, later acting asa springboard for Milton’s
Paradise Lost.

Rivalling Beowulf in prominence in English literature is Le Morte D'Arthur (1469),
written by Sir Thomas Malory (1408-71) and assembled by William Caxton (1422-91).
Composed of eight separate romances, Le Morte D'Arthur draws on many sources to achieve
a singular view of the Arthurian legend. While Arthur had always been a popular figure in

story and song throughout Western Europe, there was no continuity among the various tales
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and romances. Malory took it upon himself to create the definitive collection, thus preserving
the legend as we know it today. This work was a primary influence on later authors, such as
Edmund Spenser for The Faerie Queene and Alfred, Lord Tennyson's The Idy[[: (f the King.

Though he is known worldwide through films, books, and other sources, the English
folk hero Robin Hood has never been identified solely with a particular narrative work. An
outlaw and bandit, Robin Hood is thought to be based on an outlawed carl of Locksley,
Nottinghamshire, born in 1160. Stories, ballads, poems, plays, and other charms concerning
Robin Hood were plentiful, with the carliest documented reference in an edition of Piers

Plowman (1377), a famous English poctic allegory. The most notable carly work concerning
Robin Hood is a near-cpic poem entitled A Lytell Geste of Robyn Hode (1510). Robin Hood

embodics a popular archetype, the gentlemen rogué who defies the tyranny of unjust rule.

All the World Around

Though a history of the fantasy story might seem Eurocentric, there
are many great non-European literary mythological and fantasy epics. Some
are older and more culturally significant than the European texts, though
their influence in the development of the fantasy genre is limited due to the
language barrier and relative lateness with which Western society gained
access to these texts.

Two great Indian poetic epics, the Mahabharata (written before 600
AD) and the Rdmdyana (circa carly 500 AD), serve as both an examination
of an entire culture and a complete mythic cycle. The Bhagavadgita, an
interpolation of a portion the Mahdbhirata, has been called “the New
Testament of Hinduism.” In length, cither of these is far longer than any
other known poctic work (the Rdmayana consists of 24,000 stanzas!), and
are primary to [ndian culture as a whole.

The Finnish national epic, the Kalevala, is a latecomer to the field of
great cultural epics. Collected only in 18356 by Finnish poct Elias Lonnrot
(1802-84), the Kalevala is a collection of Finnish and Karelian folktales,
myths, songs, poems, and charms. It concerns the creation of the world and
the adventures of three demigod-heroes as they travel the land and vie for the
attentions of a beautiful maiden.

In 183849, Lady Chatlotte Guest (1812-99) translated into English
two of the great Welsh epic story collections dating from the carly 14th
century: The White Book of Rhydderch and The Red Book of Hergest. She
combined the two manuscripts in the course of her translation, naming the
resulting work the Mabinogion. It is a collection of carly tales of Celtic
heroes, kings, and gods, some of whom intersect the Arthurian legends.

I

o
(pre-1900)

The English and American fantasy traditions owe much of their current existence to the

giants of English literature as a whole. Above them all looms the figure of King Arthur. To
one side of that doughty king are other heroes, gods, and legends from other mythic cycles,
and to the other side are figures from Christianity: demons, devils, and angels -the highest and
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lowest of the heavenly and infernal powers. The formation of the fantasy story is one where epic
verse informs drama, which in turn colours and educates prose. The poem becomes the play,
and the play becomes the novel as audiences become more literate and the level of disposable
income among the masses rises to accommodate the publishing industry. Among those who
have contributed to the rise of a genre as a whole, the following names are ones to which we
owe some of the largest debt.

British poet Edmund Spencer (1552-99) began his carcer as a translator of poetry, then
became a poetic theorist who put principle to practice with a successful and acclaimed series
of works, culminating in his greatest work, the romantic epic The Faerie Queene. Written in
a deliberately archaic language harkening to that of the King James Bible, The Faerie Queene
is an examination of the knightly virtues, contrasted with both the ancient world of which
they were a part and the modern world. Each book was to feature a different knightly virtue,
as characterised in a specific character; united, the twelve books would portray King Arthur
himself as exemplar of all knightly virtues and a paragon of the British realm.

It was not simply a work about feudalism and knighthood; the work was also a
religious and political allegory for characters of the then-modern world, and a criticism of
immoral behaviour from the reigning kings and queens of the time. The first three books (of
a projected twelve) were published in 1990, then re-released with the next three parts in 1596.
Unfortunately, Spencer’s castle was destroyed in a wartime fire in 1598. If the manuscripts
for the remaining sections existed, they were likely destroyed in that blaze. Spenser died
shortly after, and the work was never finished. Despite being incomplete, The Faerie Queene is
considered the greatest romantic poem in the English language.

Playwright, actor, and poet William Shakespeare (1564-1616) wrote most of his
plays between 1595 and 1611. Though many of his plays were retellings of history or myths,
some were outright fantasies and have influenced dramatists and authors centuries after

Shakespeare’s death.

Of his plays, two are particularly important to a study of fantasy literature: A
Midsummer Night’s Dream and The Tempest. A Midsummer Night's Dream is set in an
idealised ancient Greece and the world of Facrie, wherein romantic dilemmas are introduced
and eventually resolved with a mixture of magic, trickery, and purity of spirit. Zhe Tempest
concerns a magus named Prospero, who was exiled to an enchanted island and became master
over the magical heings native to it. When given the chance to confront significant characters
from his past, Prospero befuddles and tests them with his magic.

Though plays like Hamlet, Cymbeline, The Winter’s Tale, and Macheth are full of
supernatural influences, they are nonetheless fully grounded in the real world, whereas the two
former plays are a more direct type of fantasy. 4 Midsummer Night's Dream and The Tempest
are central in understanding the influence drama has had on fantastic literature, and are primary
sources in the development of the fantasy story.

English author and poct John Milton (1608-74) is onc of the greatest poctic and prose
authors in the whole of English literature, primarily for his immense work of religious fantasy,
Paradise Lost (1667), which has been called the greatest epic in modern language. Milton spent
the first part of his life as a poet, then became a public servant and spokesman for England’s
Cromwell government. After the Restoration, Milton was jailed and fined heavily due to his
unpopular association with the previous regime. Blind, aged, and effectively in exile due to
his former political associations, Milton l)egan working on his epic, retelling the fall of the
angels and mankind from their state of grace. The 12-book epic poem of Paradise Lost proved
immensely popular. Milton followed it in 1671 with Paradise Regained, a narrative concerning
Jesus Christ's redemption of mankind and reclamation of what was lost. Unfortunately, the
second work was inferior to the first and never achieved its popularity or influence.
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lrish-born Englishman Jonathan Swift (1667-1745) became a politician, a clergyman, a
popular satirist and political commentator, the dean of St. Patrick’s Cathedral in Dublin, and
a political author of fame and infamy. Throughout all of these careers, Swift continued to stir
puhlic opinion as a spokesman of Irish sentiment towards England, casting his self-dubbed
“misanthropic” vision into his work. He is best known for savage political invective masked
as satire, such as 4 Modest Proposal (1729), but his Travels into Several Remote Nations of
the World, by Lemuel Gulliver (1726) (better known as Gulliver’s Travels) is a masterpiece
for the ages, though the political bite and canny criticism of human nature is often ignored in
favour of the more fantastic elements.

Son of the British prime minister, Sir Robert Walpole, Horace Walpole (1717:97)
became one of the most influential authors of his era. One critic said of him, “The history
of England throughout a very large segment of the 18th century is simply a synonym for the
works of Horace Walpole.” He is crucial to the fantasy genre for two reasons. Fiest, in 1747
he purchased the house of Strawberry Hill in England and renovated it into a great Gothic
castle, a work that reinvigorated the national interest in all things Gothic, from architecture
and art to poetry and novels. Secondly (and of infinitely greater significance for our purposesl,
Walpole wrote The Castle of Otranto in 1764, the first true Gothic fantasy novel, laying down

the precepts for the genre for generations of later authors.

Johann Wolfgang von Gocthe (1749-1832), or Gocthe as he is more commonly
known, was one of the greatest voices of German literature and a leading voice of European
Romanticism, a movement that encouraged the expression of emotion and imagination.
Although his novel The Sorrows onoung Werther (1774) first hrought him recognition as an
author, it is the quintessential story of Fzust (1808) that has cemented his place as a forefather
of fantasy literature.

The story of a man who summons the Devil and offers to sell his soul in exchange
for some gain, only to find a way to defeat the Devil in the end has been retold countless
times throughout the fantasy genre. Goethe’s tale was based on Doctor Faustus a play by
Christopher Marlowe, but it is Goethe’s rendition that has continued to cast shadows through
the fantasy genre to the modern day. Goethe was also the author of Er/ko"nig, or The E/f King,
a poem of fantastic horror that has inspired authors and musicians for centuries, including

Franz Schubert.

Many Victorian-era poets helped shape the course of the fantasy story. Of them, the
greatest contributor was Alfred, Lord Tennyson (1809-92). Tennyson, like many poets of his
era, found great inspiration in myth, heroic epic, and romanticised history. Poems in this vein
include “The Lady of Shallot” (1832), “The Lotos-Eaters” (1832), “Ulysses” (1833), and
Morte d’Arthur (1842), which became the closing piece of Tennyson’s most tremendous
achievement, the 12-book Arthurian epic Idy[lt af the King (1859, completed 1888). This epic
retelling of the classic tale hrought renewed vigour to the legend, and integrated the classic
elements of the tale with a sombre reflection on society, civilisation, and barbarism. Tennyson
was known as “The Poct of the People,” and Idylls of the King was tremendously popular and

widely read, a core text inspiring generations of future writers.

A staggeringly prolific author, poet, playwright, and essayist, Frenchman Alexandre
Dumas (1802-70) is most famous for his swashbuckling adventures (The Three Musketeers,
1844, and The Count af Monte Cristo, 1845), though he was equally adept with fantasy
elements. The supernatural appears in many of his other works, such as the psychic connection
between the lead characters of The Corsican Brothers (1844), the ghosts in The Castle of
Ep])rtein (1844), the Wandering Jew in Isaac Laquedem (1853), the supernatural double-
feature of demons and werewolves in The Woh‘f—Leader (1857), and Byronic vampires in his
play The Vampire (1851). Dumas also dabbled in children’s fairy-stories: his works were
collected in The Phantom White Hare and Other Stories (1898) and The Dumas Fairy Tule
Book (1924). Though they are not supernatural in nature, Dumas's swashbuckling stories
continue to influence fantasy literature with their bold examples of heroic derring—do
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Scots writer, poet, and minister George MacDonald (1824-1905) exhibited all of
these professions in his fantasy writing. His most notable works were Phantastes, A Faerie
Romance for Men and Women (1838) and Lilith (1895). The books are similar in some
respects — each concerns a protagonist entering a fantastic otherworld rich with symbolic
meaning and archetypal qualities, where they undergo journey-quests whose natures lead to
profound revelations about the nature of the world, good, and evil. Each novel is rich in
allegory, sometimes confusingly so, and Phantastes is profoundly Christian (and particularly
Calvinist) and influenced by MacDonald’s Victorian sentimentality. His other works include
short stories and a trilogy of children’s fantasies.

MacDonald was a mentor of sorts to C.S. Lewis (and even appears as a character
in Lewis's The Great Divorce, 1945). He was also friends with Charles Dodgson (Lewis
Carroll), having been loaned the unpublished manuscript of Alice in Wonderland to read to
his own children.

In addition to being a painter, carpenter, craftsman, designer, poet, typesetter, and
artistic theorist, Englishman William Morris (1834-96) authored of some of the most
significant carly fantasies of the 19th century. Morris was a founding member of the Pre-
Raphaclitcs, who embraced a romantic aesthetic over their own industrial era ethos. In his
fiction and verse, Morris strove for a return to classical romanticism, thus epic fantasy was his
foremost theme. Morris's fantasy novels included The House of the Walffings, a supernatural
romance concerning a Saxon and Roman conflict (1889); The Story of the Glittering Plain,
an otherworldly Viking tale (1890); and The Well at the World’s End (1895), an epic and
fantastic quest, called the first great fantasy novel of them all. With a Mallory-influenced style,
Morris’s epic tales and verse were direct influences upon later significant authors such as ].R.R.

Tolkien and C.S. Lewis.
Sir Henry Rider Haggard (1856-1925) was many things in the course of his life — civil

servant, barrister, politician, soldier, Knight of the Realm, and writer. His life experience
informed his work, giving the tales of high adventure a sense of verisimilitude. l‘laggard's
most famous works were supernatural “lost world” adventures, such as King Solomon’s Mines
(1885) and the “Allan Quatermain” novels. These each feature the titular hero venturing into
a mysterious and hidden land, encountering ancient peoples with alien traditions and forgotten
religions.

Quatermain was the model for Indiana Jones, and Haggard's works pioncered the mix
of supernatural thrills and pulp action. She: 4 History of Adventure (1886) is another of
Haggard's novels, published in various forms over the course of six decades, with different
titles and emphases. The novels, concerning the reincarnated god-queen Ayesha, often have her
drawn into occult battles in strange lands, her adventures fraught with supernatural meaning.

The name “Mark Twain” is the famous pseudonym of Samuel Langhorne Clemens
(1835-1910), a father of American literature and no stranger to fantasy writing, though his
contributions were more on the side of farce or satire rather than “straight” fantasy. One of
Twain's more famous works, 4 Connecticut Yankee in King Arthur’s Court (1889) uses the
concept of time travel to take a modern protagonist into an medieval realm as a study in the
contrast of modern values with those of knightly ideology. The fantastic clements are slim
in the novel, however, the “modern man goes into ancient world” element has been used
frequently in other fantasy genre works. Twain’s other overt fantasy novel was No. 44, The
Mysterious Stranger: Being an Ancient Tale Found in a Jug, and Freely Translated from the
]ug (1916), a bizarre supernatural piece featuring a protagonist identified as "Young Satan.”

“Lord Dunsany” was the pen name of Irishman Edward John Moreton Drax Plunkett
(1878-1957), author, playwright, and poet. The name was no conceit — Plunkett was a
hereditary lord whose title was 18th Lord of Dunsany. He was a pioneer of the faerie
otherworld story, and his invented worlds were seminal influences to all suhsequent fantasies.
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Primary works by Dunsany are the short story collections The Gods of Pegana (1905)
and The Sword of Welleran and Other Stories (1908), and the novel The King of Elfland’s
Ddug/)l‘er (1924). Many of the stories from these works read like Platonic ideals — the fantasy
stories from where all others sprung. Authors as varied as H.P. Lovecraft, Robert E. Howard,
C.S. Lewis, and ] R.R. Tolkien were heavily inspired by Dunsany’s writing and world making.
Sadly, Dunsany’s other works (of which there are many) are often neglected in favour of his
fantasy writings, and few of his other novels or stories are remembered today.

An American, James Branch Cabell (1879-1958), is best known for an astounding
number of highly—witty, ironic fantasies linked with similar themes and recurring characters.
This sequence, known as “The Biography of the Life of Manuel” or “Poictesme,” comprises
more than two dozen volumes published from 1905-1930, ranging from outright fantasies,
fictional genealogies, essays, plays, poems, short stories, satirical commentaries, and other
oddities. The most famous of these works is Jurgen: A Comedy of Justice (1919), banned in
1920 for its preponderance of sexual double-entendres, and, perhaps indirectly, for its satiric
view of organised religion. The work is a fantastic tour through history and myth, as the hero
reluctantly pursues his kidnapped wife through a variety of settings. Cabell's influence on
American fantasy was profound, and he counted Mark Twain among his greatest fans. Despite
his vast and influential oeuvre, however, his work is mostly forgotten in this era.

Libe pulp €ra
(1900-1940)
The period from 1900 to 1930 was  heyday for fantasy literature due to the popularity

of cheaply printed pulp adventure magazines, from the giddiness of the turn of the century
through the post-war excitement. Pulp magazines such as Ybezfrgossy, A//—Story Wee/z/y, The
Cavalier, The Thrill Book, and Weird Tales, brought strange tales of savage lands, ancient
worlds, cliffhanging adventure, barbaric heroism, and supernatural worlds to readers on a
regular basis. The pulp era’s dominant theme was fantastic adventure, of a flavour best known
as sword and sorcery. A casualty of war, the pulp era ended with the second World War, when
paper became too important to waste on frivolity.

These magazines (particularly Weird Tales) introduced and popularised authors whose
works have formed the backbone of modern fantasy. Interestingly, many of these authors were
friends through post, wrote copious letters amongst themselves, and paid homage to one
another by referring to cach other’s work in their own stories. Many authors worked for the
pulps — but four of them are indispensable in a discussion of the fantasy story: Edgar Rice

Burroughs, H. P. Lovecraft, Clark Ashton Smith, and Robert E. Howard.
Edgar Rice Burroughs (1875-1950) created a great body of work that began in the

pulps, and through the advent of cinema made an immense leap in popularity and influence.
His many “Tarzan” stories were set firmly in the straight adventure genre, but featured
clements common to weird fantasy such as lost cities and hidden civilisations, primitive cults,
living dinosaurs, and ancient curses. Burroughs’s other significant series of planctary romance
novels did much to popularise the weird fantasy adventure genre. Among these were those set
Pellucidar (a dinosaurilled hollow Earth), on Barsoom and Venus (science fantasy versions of
Mars and Venus), and other lost-world or scientific romances such as The Moon Maid (1923)
and The Land that Time Forgot (1918).

Master of “alien horror,” Howard Phillips (H.P.) Lovecraft (1890-1937) is famous for
the “Cthulhu Mythos,” featured in a series of stories and a novella. These concern humanity’s
encounters with unimaginably alien beings of ancient and terrible power, inevitably ending
in madness and doom. Though Lovecraft never attempted to codify his alien gods into a

pantheon, his successors did, and so the Cthulhu Mythos was more fully established. Many
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of these stories were set in imaginary northeastern towns such as Dunwich, [nnsmouth, and
Arkham (home to the equally imaginary Miskatonic University).

Lovecraft is noteworthy for his use of imaginary books as plot devices, grimoires and
dark historics that would often drive readers mad. Primary among these fabled volumes was
The Necronomicon, since referred to in a wide variety of fantasy and horror fiction. Another
major facet of Lovecraft's work is his Dreamland, a realm where human dreamers voyage,
complete with magic, monsters, and unusual customs. Though the “Cthulhu Mythos”
stories ate alien horror and the Dreamland stories are fantasy, they share many elements and
characters.

Clark Ashton Smith’s writings had much in common with Lovecraft's, though it
consistently depicted worlds more erotic, exotic, and decadent than Lovecraft's own prudish
sensibilities would permit. Smith’s writing also focused on worlds parallel to our own, alien
vistas ruled by supernatural beings of unimaginable strangeness, and he used the mechanisms

fairytales and folklore

The fantasy story is not just epic poetry, gothic novels, ancient hero-
cycles, and collections of myth. Many of these were influenced by tales of the
common folk, stories told by mothers to their children or around a campfire
on a cold night. These folktales have spread around the world, adapting to
(and being absorbed by) other cultures, changing cach time they are told,
with new details added, and some forgotten. Two important figures in the

influence of fairytales and folklore are William Butler Yeats (1865-1939)
and Andrew Lang (1844-1912).

Irish poet and dramatist William Butler Yeats used fairy tales and
folklore extensively in his poetry and plays. Initially, his carly poetry

concerned themes from myth and folklore. His later, more nationalistic
work, focussed on heroes from Ireland’s history. Yeats was significant also
for his prose work, including Fairy and Folk Tales of the Irish Peasantry

(1888), an important and influential collection of these stories.

Scottish scholar Andrew Lang is the primary source for the print-
based spread of fairytales and folklore into the English-speaking world,
through his extensive collection of Fairy Books. These 11 volumes, cach
named for a colour (Zhe Blue Fairy Book, etc.), published from 1889-1910,
were greatly popular, and performed the invaluable service of collecting these
stories and introducing them anew to children everywhere. Lang was not
merely an editor and collector, he also illustrated the Fairy Books and wrote
many other children’s stories and new fairy tales, including a translation of

The Odyssey (1879) and a collaboration with H. Rider Haggard.

Children’s Stories

Hand in hand with fairytales and folklore are those stories aimed at a
younger audience. These tales have frequently contained fantastic elements,
from enchantments, supernatural creatures, and curses to magic artefacts
and voyages to strange otherworldly realms.

Jacob Ludwig Carl Grimm (1785-1863) and Wilhelm Carl Grimm
(1786-1859) (more commonly known as the Brothers Grimm) were
German philologists and scholars. They collected and assembled various
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of science and horror equally with his fantasy elements. Like Lovecraft, Smith (1893-1961)
connected his alien worlds with his fantasy ones, with his imaginary countries of Averorgne
Atlantis, Hyperborea, and Zothique. He has been frequently paired with Lovecraft in tone and
voice. Though there were distinct differences between their works, their superficial similarities
and habit of referring to each other’s works in their own writings have bolstered this.

Texan Robert E. Howard (1906-36), a misfit and moody loner who turned to writing
at an early age, brought a savage vitality to his pulp stories. The most popular of them focused
on Conan of Cimmeria, a barbarian who moved through Howard’s stories like a chameleon
— from humble beginnings as a primitive barbarian, to thicf, pirate, bandit, adventurer,
mercenary, soldier, and eventually a king by his own sword. Howard’s other fantasy heroes,
Kull, Bran Mak Morn, Cormac mac Art, and Solomon Kane were equally dramatic and
intense with loyal followings, though not as popular as Conan. For his wealth of characters
and his powerful storics, Howard carned the unofficial title of “the greatest pulp writer in the

Germanic and European folk and fairytales, publishing them in a multi-
volume work entitled Die Kinder- und Hausmarchen (“Children’s and
Household Tales,” 1812-15), one of the first significant collections of

children’s stories.

Working under the pen-name of Lewis Carroll, Charles Dodgson

(1832-98) was a mathematician and lecturer, but is more famously known
for his works of fantasy, Alice’s Adventures in Wonderland (1865) and the
sequel Through the Looking-glass, and What Alice Found There (1871).
Created as a series of sketches to entertain a small girl named Alice, the
works stretched the bounds of the children’s story, breaking rules and
conventions with rich levels of symbolism and innovative storytelling. The
“Alice” books were among the most widely read children’s books of the

19th century.

Through the magical world of Oz, American author Lyman (L.)
Frank Baum (1856-1919) bestowed an immense gift upon children and
other readers of fantasy stories. The whimsical tales of this enchanted realm
reached audiences everywhere, achieving incredible popularity. In the 19
years following the publication of The Wizard of Oz (1900), Baum wrote
more Oz material: a dozen other books, a half-dozen collections of short
tales, and several plays. Beyond this body of work, other authors continued
the series after Baum'’s death. The Wizard of Oz inspired perhaps the most
famous of fantasy movies, and the series continues to be enjoyed by readers
to this day, with many adaptations in film, television, animation, radio,
theatre, music, and comics.

Scottish playwright and author Sir James Matthew (].M.) Barrie
(1860-1937) is best known for his invention of the ultimate imaginary
playmate: Peter Pan. Part of a story within a story, Barric’s semi-
autobiographical The Little White Bird (1902) introduces Peter Pan, a
magical young boy who inhabits an island in the middle of Kensington
Gardens. Later, Barric expanded this story and removed it from the carlier
narrative in the tale Peter Pan, the Boy Who Would Not Grow Up (1904),

and moved Peter’s home to Never-Never Land. This tale was revisited in

Peter Pan and Wendy (1921) and When Wendy Grew Up: An Afterthought

(1908), an epilogue.
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world.” Not limited to fantasy, Howard’s prodigious output covered many genres, from horror,
exotic adventure, westerns, regional stories, and even humour, all of it suffused with his vitality,
colourful prose, and his distinct car for dialoguc and powerful imagery.

Howard’s untimely death by suicide heralded the end of the pulp era. His work
was intermittently republished. Many of his stories were edited severely by overzealous
editors and authors such as L. Sprague de Camp and Lin Carter, who took some of
Howard's unpublished works and reworked them as Conan stories along with other
editorial liberties. Howard's work has been in print almost continually in the last five
decades, though the past several years have seen a renewed interest in his creative work.

enre—Defmmg fantasy Nowvels

The late “30s through carly “50s saw the publication of some of the greatest modern
fantasy novels: The Once and Future King, “Gormenghast,” The Worm Ouroborss, “The
Chronicles of Narnia,” and “The Lord of the Rings." These are pinnacles of the art and craft
of fantasy writing, and their widespread acceptance outside the genre is not solely due to their
quality or their subject (though these are top-notch), but because of the universality of their
appeal. Each of them takes readers wholehearted into fully realised fantasy worlds. These tales
are as widely read as they are because each is simply a wonderfully executed example of what
fantasy literature can do.

Che Once and future Ring

Though he had written almost a dozen novels before 1935, Terrence Hanbury (T.H.)
White (1906-64) was best known for The Once and Future King (1958), a children’s fantasy
adventure based upon the life of King Arthur. The book was originally published in scctions
as The Sword and the Stone, 1938; The Witch in the Wood, 1939; and The Ill-Made Knight,
1940. It is a masterpiece of tragedy and comedy with humorous elements galore in the carly
section, where young king-to-bc “Wart” is trained by the magician Merlin to become a wise
and compassionate leader of men. The finale ends on a bitter commentary on the follies of
warmaking and a lament for the loss of Englancl's innocence, as personified through Arthur
and his dazzling and beautiful realm of Camelot. A large section of the book, excised at the
publisher’s demand from the original printing and much later released as The Book af Mer/yn
(1977), was even more overtly political and anti-war. The tremendous success of The Once
and Future King must be tempered by the sobering knowledge that the author’s vision
was blunted by publisher’s reluctance to end it with its natural conclusion, a caution against
warmongering and a plea for peace. In 1940, publishers felt this was a message that Britain
did not need to hear.

(Gormenghast

Born and raised for the first 12 years of his life in mainland China, British author
Mervyn Peake (1911-1968) used his experience in that foreign culture to craft his most
significant work, the “Cormenghast" trilogy( Titus Groan, 1946; Gormengbast, 1950; and
Titus Alone, 1959). The series details a young noble’s rise to power and exploration of the
world he had been born into, a sprawling and labyrinthine manor castle called Cormenghast,
populated by an enormous and eccentric cast of Dickensian proportions. Though full of
bizarre turns and stirring characterisations, the novels have almost no indication of the
supernatural and absolutely no overt fantasy identifiers in them. It is only when taken as a
whole that the clements of plot, setting, and character, identify "Cormenghast" as gothic
fantasy of the highest order.
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Che @Worm Quroboros
A civil servant and student of Old Norse, Eric Rucker (E.R.) Eddison’s (1882-1945)

first fantasy novel became a pillar of fantasy literature. This novel was The Worm Ouroboros
(1922), a vast epic of a grand war between rival countries, noble kings, and puissant knights
ina high fantasy world. The work was rich with vibrant scenes, evocative background, stirring
characterisation, and ﬂights of fancy 50 imaginative they have rarely been equalled. Its ending
brilliantly echoes the riddle of valour: those who fight hardest for good often lack the will to
enjoy the peace it brings.

The language of Quroboros is amazingly dense, as Eddison chose to write it in the
English of King James Bible. Difficult and yet infinitely rewarding The Worm Ouroboros
is sadly obscure, primarily due to the challenge it presents readers. Eddison later branched
into fantasies inspired by Norse myth with the novel Styrbiorn the Strong (1926) and the
translation Egi/ ¥ Saga (1930), before embarking on his epic “Zimiamvia” novels, nominally
set in an otherworld referred to in Ouroboros. Two volumes were published in his lifetime
— Mistress of Mistresses (1935) and 4 Fish Dinner in Memison (1941) - while the thied, The
Mezantian Gate was published in an incomplete state in 1958, long after Eddison’s death.

Che Chronicles of Narnia

Oxbridgc don, Oxford Fellow, and Cambridge Professor, Clive Staples (C.S.) Lewis
(1898-1963) was a member of the lnklings, an informal group of Oxford professors who
met regularly to discuss literature and encourage cach other’s writings. Lewis began writing
fantasy with The Pilgrim’s Regress: An Allegorical Apology for Christianity Reason and
Romanticism (1933), a novel about his conversion to Christianity. His next work was a trilogy
of highly successful planctary adventure novels (Qut of the Silent Planet, 1938; Perelandra,
1943; and That Hideous Strength, 1945). The novels begin as outright science fiction but
swiftly reveal themselves as Christian fantasies about a modern confrontation between good
and evil. Though these works are accomplished and won Lewis much acclaim as an author, it
was his seven “Narnia” novels that represented his greatest success as an author and reached
the widest audience.

Beginning with The Lion, the Witch and the Wardrobe (1950), these children’s
fantasics took a small group of English brothers and sisters into a magical land inhabited by
talking animals, protected by a magical lion, and ultimately threatened by an evil witch who
sought to bring winter upon the land forever. Wrought with Christian allegories and themes,
the successive novels (Prince Caspian, 1951; The Voyage of the ‘Dawn Treader’, 1952; The
Silver Chair, 1953; The Horse and his Boy, 1954; The Magician’s Nephew, 1955; and The
Last Battle, 1956) further explore the magical realm of Narnia and its people, blending
epic adventure with exploration, wonder, humour, and moral lessons. The series ends with a
seeming ]udgement Day, where the world of Narnia ends and is reborn in a platonic, idealised
heaven. The works are resounclingly popular among children and adults, are internationally
successful, and present a rare example of a work of fantasy that is wholcheartedly embraced by
religious organisations and scholars.

Che Lord of the Rings

Simply put, John Ronald Reuel (].R.R.) Tolkien's “The Lord of the Rings” is the most
popular and influential fantasy work of the 20th century. Tolkien (1892-1973), an Oxford
professor of languages, strove to create a uniquely English mythical history that would also
provide a l)ackground for his many linguistic inventions. His involvement with the lnklings
provided him with the support to write The Hobbit (1937), a children’s story concerning the
quest for lost dragon treasure. lts popularity astounded Tolkien, who then began to work on his
next book, a much longer piece aimed at older readers, set in Middle-carth and called “The Lord
of the Rings.” At the behest of his publisher, it was broken into three books: The Fellowship of
the Ring (1954), The Tuwo Towers (1954), and The Return of the King (1935).
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The trilogy details an epic quest by the free peoples of a medicval land against an
evil dcmigod, his hellish lieutenants, and his monstrous armies. The trilogy is bursting with
elements of song, poetry, history, and culture to a degree that works set in the real world rarely
accomplish. lts publication was heralded over the next two decades with an immense wave of
acclaim; the Middle-carth phenomenon bridged countries, cultures, ages, and social class.
Though the trilogy's popularity has waxed and waned somewhat over the half-century it has
been in print, the recent release of the film adaptations hy Peter ]ackson it has seen it grow to
a literal cultural zeitgeist, with greater appeal and influence than ever before.

“The Lord of the Rings” is especially significant to both RPGs and to other fantasy
works of the 20th century because Tolkien felt that Middle-carth was larger than just a
children’s novel and an epic story. Middle-carth was practically real to him, and he spent much
of the last 40 years of his life working on it, expanding, tinkering, revising, and detailing all
aspects of the place’s immense history and life. Little of this work was meant for publication,
and Tolkien continued to add weight to his grand creation in a manner both reverent and
obsessive, with all of the intellectual scholarship that he could muster. His other works
and translations are worthy of merit, but it is his devotion to Middle-carth that is the most
remarkable. Other Middle-carth works include the unfinished and posthumously released Zhe
Silmarillion (1977) and the 12-volume “The History of Middlearth” series, painstakingly
organised, researched, and edited by his son Christopher Tolkien (1924- ).

be €ra of Unknown

(‘408-50s)

[n addition to the publication of the great works of the genre, this period saw a

renewed flourishing in fiction magazines. Many of the most significant fantasy and science
fiction authors of the next half-century were first published in the monthly fiction magazine
Unknown, edited by John W. Campbell (1910-71). Though Campbell is more responsible for
the renaissance of science fiction from the period (among Campbell’s discoveries were sci-i
luminaries such as Isaac Asimov, James Blish, Robert A. Heinlein, Lester del Rey, Clifford
D. Simak, Theodore Sturgeon, and A. E. van Vogtl, Unknown's influence on the fantasy
witing of the time was also profound. The magazines pages were graced with some of the
carliest professional work from authors like Fritz Leiber, L. Sprague de Camp and Fletcher
Pratt, Poul Anderson, C. L. Moore, Norvel W. Page, Frank Belknap Long, Manly Wade
Wellman, and L. Ron Hubbard (who went on with Campbell to create Dianetics and the
Church of Scientology).

An inventive writer of heroic fantasy and horror, Fritz leiber (1910-1992) was most
famous for his many tales of two swordsmen thieves, Fafhrd and the Gray Mouser. These
tales of a northern barbarian and his urban swashbuckling companion are rife with creative
invention, puns, delightful conversation, stirring reversals of fortune, and a wonderful setting
in the world of Nehwon. Working at the bidding of their two magical mentors, Fafhrd and
the Gray Mouser cross the world, go to the bottom of the sea, venture to other worlds (such
as ancient Rome), encounter time travellers, and undergo a series of comic humiliations and
madcap adventures. Leiber first wrote of the duo in “Two Sought Adventure” (published in
Unknown, 1939), and continued writing short stories and novellas about them for almost 50
years. The duo’s adventures have appeared in Swords and Deviltry (1970), Swords Against
Death (1970), Swords in the Mist (1968), Swords Against Wizardry (1968), The Swords
of Lankbmar (1968), Swords and Ice Magic (1977), and finally, The Knight and Knave of
Swords (1988).

Though cach had written nonfiction and science fiction independently, the pairing
of L. Sprague de Camp (1907-2000) and Fletcher Pratt (1897-1956) on the “Incompleat

Enchanter” series was the most successful work of their respective careers. The first of these
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stories, “The Roaring Trumpet” (1940, Unknown), took a 20th century man into the world of
Norse mythology with comic results. The mix of modern sensibility contrasted with classical
myth proved a popular one (as it had in Twain's Connecticut Yankee), and de Camp and Pratt
sent their protagonist into further misadventures over the next few decades, collected in Zhe
Complete Compleat Enchanter (1988). In addition to the “Incompleat Enchanter” cycle and
a dozen or so other fantasy novels, de Camp is also known for his editorship of Robert E.
Howard’s literary estate, including editing and reworking some of Howard’s manuscripts into
Conan stories.

be formative Years

(‘60s~70s)

This era was a watershed for social change, a cultural revolution reflected in the
writing of the period. While social protest was rising in Western culture, the social dynamic
and freedom of thought invigorated writers. People wanted to read material that reflected
independent thinking and social awareness, and writers were exploring these issues in their
fiction. In a time of social conflict and political turmoil, these decades saw the flourish of
the science fiction genre. Many important authors of this period wrote both fantasy and scii
novels, with no set lines drawn between the two styles.

Few authors were as studied in the ancient world as was Poul Anderson (1926-2001).
Originally a science fiction author, Anderson stepped firmly into fantasy literature in 1953
with the bold, confident classic Three Hearts and Three Lions, a book similar to Twain’s
Connecticut Yankee, featuring a modern man drawn into a medicval past and using 20th-
century knowledge to overcome challenges. The novel is a perfect fusion of modern and
fantasy sensibilities.

Anderson's next fantasy novel, Zhe Broken Sword (1954), drew on Scandinavian history,
full of Eddaic Norse grimness and telling of a bloody and epic battle between the world of
humans and the Elflands. Returning to this rich vein of Northern lore, Anderson wrote other
Norse works, such as Hrof Krakis Sagd (1973), War of the Gods (1999), and Mother (f
Kings (2001). Anderson’s other fantasies include the Shakespearcan 4 Midsummer’s Tempest
(1974); Opeml‘ion Chaos (1971); and the four-volume Celtic-Romanic historical fantasy, “The
King of Ys” (1986-1988), co-written with his wife, Karen.

Though her initial writings were for young adults, Andre Norton (1912-2005) stepped
into the lantasy field with Witch World (l963), a hybrid science fantasy where a hero from
our world is transported to another planct full of paranormal beings and powers. The book’s
popularity spawned sequels, in which the science fiction elements faded and the fantasy came

forth. Further books included Wb 0f the Witch World (1964), and many others.

Like Tolkien, Norton detailed other eras (or “cycles”) in Witch World's history, adding
to its breadth and depth. The initial volumes became known as the Estcarp Cycle, subsequent
books were set in the High Hallack Cycle, and a later period was called The Turning. Norton
was one of the first authors to open her world to other authors, making her a pioneer in shared-
world fantasy. She has edited several collections of “Witch World” stories, initiated new story
cycles, and allowed other authors to write “Witch World” novels. There are currently almost
three dozen of these novels or collections.

Norton wrote many young adult fantasies, usually about youngsters transported to
fantasy worlds. She collaborated with Marion Zimmer Bradley and Julian May on the
“Black Trillium” series, and Mercedes Lackey on the “Halfblood” series. Norton won many
science fiction and fantasy writing awards. As the first truly successful female fantasy author,
she encouraged other women writers to follow in her footsteps through collaboration and

by example.
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Though more prolific as a science fiction author, Jack Vance (1916- ) has written some
of the most famous fantasy stories of his period. His influence is still felt widely today. Vance’s
own creation, the world of the Dying Earth, was similar in tone to Clark Ashton Smith’s
Zat/yique tales. First featured in an eponymous collection of stories in 1950, the Dying Earth
was baroque and clegant, ancient and nearly spent, with the sun hanging red and bloated in the
sky, twitching every so often as if to spasm into death. Vance’s characters were uniformly well
spoken, curiously amoral, and ancient and powerful magic and catastrophes had ravaged his
world. His description of the use of magic spells were lifted whole cloth for the carly rules of
Dungeons %] Dmgam, and has not been changed significantly since (variants of the Excellent
Prismatic Spray and loun Stones remain in current versions of DEFD). Further Dying Earth
stories and novels were The Eyes of the Overworld (1966), Cugel’s Saga (1983), and Rhialto
the Marvelous (1984). Vance’s more recent efforts are in quasi-historical fantasy, including
the “Lyonesse” series.

Though nowhere as prolific as other authors of this period, Peter S. Beagle (1939-) is
considered influential for the craftsmanship and quality of the work he produced. His initial
novel 4 Fine and Private Place (1960) is supernatural fiction that strays into urban fantasy,
and his first full fantasy novel, The Last Unicorn (1968), is a perfect example of classic fantasy
at its best, with endearing characters, an epic quest that is nonetheless personal and immediate,
and a self-awareness unusual for the genre. The novel tells of the last free unicorn and her quest
to become reunited with her kind.

Since The Last Unicorn, Beagle's further works have been generally set in the modern
world, with the fantastic introduced into a “mundane” setting. Beagle's novella Lila, the
Werewolf (1974) is an urban fantasy about a narrator whose girlfriend is a werewolf. His
next full novel, The Folk of the Air (1986), concerns members of a thinly disguised version
of the Society of Creative Anachronism (a medieval re-enactment society), full of in-jokes
about modern culture and the role of fantasy and escapism in the modern world. His next
work, The Innkee])er’r Song (1993) concerns a modern—day magus seeking help in what is
essentially a supernatural grudge match, and is notable for a passing reference to the mage
Schmendrick from The Last Unicorn. Beagle has written short-story collections containing
stories set in the worlds of his previous novels, a sequel to The Last Unicorn, and an urban

fantasy, Tamsin (2001).

Though Ussula K. Le Guin (1929- ) has been called one of the most important science
fiction authors of the 20th century, her fantasy writing is equally significant. Entering the genre
in the 1950s with several short stories, her first novellength fantasy was AWizard of Earthsea
(1968), continued in The Tombs ofAtucm (1971), The Farthest Shore (1972). These novels tell
ofa young apprentice magician named Ged, who grows into power as a wizard, confronts inner
demons, and eventually challenges the nature of the afterlife itself. A fourth book, Tehanu:
The Last Book of Earthsea (1990), continues from the initial trilogy, and Le Guin recently

returned to Earthsea with two new books: a short story collection and a novel.

Her other fantasy novels, such as the “Orsinia” sequence, are simultaneously traditional
stories of children entering a magical otherworld and being changed l)y it, and canny
observations on the genre from within the text. She has written many young adult fantasy
stories, is a well-published poet and playwright, and has written several collections of short
stories. A respected literary scholar, Le Guin contributed greatly to acceptance of the fantasy
story with her essays promoting and analysing the structure, purpose, and evolution of the
fantasy story. Her chapbook essay From Elfland to Poughkeepsie (1973) brought renewed
attention to neglected fantasists E.R. Eddison and Kenneth Morris. Le Guin's collection of
essays, The Language 0f the Nig/]l‘ (1979), is a thought-provoking work in the understanding
of modern fantasy. Her other scholarly works have mixed analysis of fantasy stories and
feminist philosophy, inspiring many female authors to write in the fantasy genre.
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British author Michael Moorcock (1939- ) has perhaps done more for fantasy
RPGs than any author save Tolkien. Highly prolific, Moorcock worked under a number
of pseudonyms in his early career, churning out stories and novels in a variety of genres.
Moorcock’s most popular hero, Elric of Melniboné (originally solicited to be a Conan clone),
was a complete reversal of the traditional sword and sorcery hero. Rather than being muscular
and healthy, he was a sickly albino, barely able to move without magic or alchemy. [nstead of
distrusting magic, Elric was the most powerful sorcerer his world had ever known, and he relied
on a vampiric runesword called Stormbringer, a supreme artefact of insatiable evil.

While most sword and sorcery tales concern a hero winning a throne through a test
of battle, Elric begins as an emperor who renounces his throne and travels the world as an
adventurer. The “Elric” series was eventually published in six volumes (1972-7), and followed
by two complete novels in 1989 and 1991. Elric has also appeared in many of Moorcock's
other novels and stories. Moorcock’s many protagonists are united by a common theme: all
are manifestations of a supreme warrior-archetype called the Eternal Champion. This hero
will rise when the balance between Law and Chaos is out of equilibrium, sometimes fighting
on the side of Chaos, though usually for Law. His characters inhabit alternate realities and
dimensions known collectively as the Multiverse. They move through this Multiverse with
case, crossing time and space, encountering alternate versions of each other at disparate points
in time, and sometimes fighting the same battles from different points of view. Some Eternal
Champions are aware of their multiple identity: others are not. Moorcock's focus on elements
such as the infinite Multiverse; the struggle between the Balance, Law, and Chaos; the multiple
identities of the Eternal Champion; and the tormented hero able to challenge the gods have
had tremendous influence on the field of fantasy RPGs.

Drawing inspiration from Robert E. Howard’s Conan, Karl Edward Wagner (1945-94)
created Kane, an immortal swordsman, barbaric yet highly civilised, cursed with eternal life
and wandering across an ever-changing landscape untouched by centuries of adventure. Flat-out
sword and sorcery, these books reinvigorated the gente. Kane, like Elric, was an inversion
of the traditional fantasy hero: l)rooding and gothic, marked with a sardonic humour and
surprising amorality, oftentimes a villain in his own stories.

There are three novels and two short story/ novella collections about Kane: the last,
Nig/.)t Winds (1978), is arguably the best. Another small handful of Kane short stories exist
(including one where Kane meets Elric), some of which bring Wagner's immortal hero into
the modern world, shifting from fantasy into horror. Wagner also wrote two Howard pastiches,

a Conan novel titled The Road of Kingt (1979, considered to be the best non-Howard Conan
story), and Legion from the Shadows (1976), a Bran Mak Morn novel.

Roger Zelazny (1937-95) was primarily a science fiction author. His influence in fantasy
has been tremendous, however. His focus on science fiction did not preclude his creation of
works that are set in worlds where science and magic have been indistinguishable, nor did he
balk at creating complete fantasies that incorporate science fiction elements.

Primary among his novels are Lord of Lig}.)t (1967, winning almost every award fantasy
and science fiction can bestow), and “The Chronicles of Amber,” a series of novels with
legions of fans worldwide. Much of Zelazny's work describes competent, self-aware, intelligent
heroes who derive considerable power from some inner source, whether magic, science, or
some combination of the two. Lord of Light concerns a planet where the descendants of
space pioncers have used technological means to assume the role of Indian gods. They come
into conflict with a being who may (or may not) be the real thing. The ten “Amber” novels
(published 1970-91), and several short stories, depict the members of a fractious house of
magically potent superbeings, all offspring of a near—demigod. These powerful characters
struggle against one another for supremacy and eventually band together to face an enemy
from their ancestral past.
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Able to shift through parallel dimensions (Shadows of reality), the Amberite Corwin
(and later his son Merlin) encounters a number of imaginative fantasy worlds, monsters,
demons, and supernatural forces. Zelazny's other significant fantasy writing includes Dilvish
the Damned (1982), The Changing Land (1981), Changeling (1980), Madwand (1981),
Jack of Shadows (1971), Slow Night in the Lonesome October (1993), a trilogy of fairy-tale

farces co-written with Robert Shecklcy, and many short stories.

4l iterary fantasy

Though much fantasy is unfairly labelled by critics as gente fiction and given short shrift

in scholarship, devclopmcnt of the fantasy story features work by literature’s heavyweights such
as Yeats, Eliot, Spcnser, Milton, Shakespearc, Tennyson, and Twain. Toclay, fantasy stories
by non-genre authors abound, and past decades have seen incredible works from many literary

authors, some of whom work entircly in the fantasy genre.

Pastiches and franchises

Popular characters have large followings, and sometimes the demand
for further adventures featuring them is so great that authors are pressured
to continue writing about them, even when they planned never to do so
again. One example is Sir Arthur Conan Doyle’s resurrection of Sherlock
Holmes, killed in one story but brought back when the outcry from readers

proved too great to ignore. Sometimes, however, the original authors are
not willing to go back to their characters, or the interest in the character
continues after the author’s death. In these cases, editors and publishers turn
to pastiches, and eventually franchises are born.

Imitation is highly Iucrative in the publishing game. Pastiches are
part and parcel of most genre fiction, where authors create characters or
settings similar to others, usually hoping that lightning will strike again
if conditions are right. Many fantasy heroes are blatant copies of carlier
popular characters. In some cases, the same author might copy their own
work. For example, Robert E. Howard’s Kull is earlier, but nearly identical
in spirit to Conan. Howard wrote “By This Axe I Rule!” featuring Kull but
failed to sell it. Later he expanded it into “The Phoenix on the Sword,” the
first Conan tale, and used picces of it for The Hour of the Dragon, a Conan
novel. Besides Howard's self-plagiarism, Conan himself has inspired dozens
of imitations, from Lin Carter’s Thongor of Lemuria, Gardner F. Fox’s

Kyrik and Kothar, John Jakes’ Brak the Barbarian, David Gemmell’s Druss
the Axe, and many others.

Conan became one of the first characters in fantasy to become a
franchise. Under L. Sprague de Camp and Lin Carter’s editorship, the
character was given to an increasingly wide variety of authors over the years.
First up were de Camp and Carter’s own additions to the Conan stories, and
these were quickly followed by more than a dozen other authors, including

Bjorn Nyberg, Karl Edward Wagner, Poul Anderson, Andrew ]. Offutt,

Robert Jordan, and more recent authors. Many Howard fans bemoan de

olooics e

— CHAPTER D v ey

INTRODUCTION

lNTRODUCTiON

- PAGE 29

Huthors from Qutside the Genre

Perhaps the most successful contemporary author worldwide, Stephen King (1947-)
has made several additions to the genre. One of his first novels, The Stand (1978), quickly
shifts from biological catastrophe to an apocalyptic battle of good versus evil. Eyes of the
Dragon (1987), is an outright fantasy. King’s collaboration with Peter Straub resulted in two
novels, The Talisman (1984) and its sequel Black House (2001), both featuring a protagonist
from our world drawn into the fantasy reality of The Territories.

King’s most significant contribution to fantasy is his ongoing epic “Dark Tower” series,
seven volumes featuring a knightly gunfighter and his vengeance against a wizard, set in an
apocalyptic landscape rife with werewolves, ghosts, vampires, and the detritus of our modern
civilisation. The seventh novel will be published in 2005, and will reportedly mark King’s
retirement from writing.

British author, playwright, screenwriter, and director Clive Barker (1952- ) has a body
of work defying categorisation, rooted in both horror and fantasy, with clements of magical
realism. While Barker's carly work was outright horror, his novels have become almost

Camp’s tactic of separating Howard's name from that of his signatute hero:
many Conan pastiches do not even credit Howard at all! Though the Conan
franchise languished in the “90s, it has since passed to new management and
is being rejuvenated once more, with a series of new, high-profile Conan
works and new printings of Howard’s stories restored from his original

manuscripts.

Conan is not the only fantasy character to become a franchise,
though few others are so thoroughly utilised. Howard's other heroes such as
Cormac Mac Art and Bran Mak Morn were featured in novels from other
hands (Offutt, Wagner, David C. Smith, Richard Tierney), and Red Sonja,
a character Howard created, was featured in several novels by Smith and
Tierney. Ghor Kin-Slayer, a minor Howard character from an unfinished
story fragment, inspired a novel completed by 16 other fantasy authors,
among them Wagner, Moorcock, Offutt, Charles R. Saunders, Manly
Wade Wellman, Brian Lumley, Ramsey Campbell, and Marion Zimmer
Bradley. Moorcock has allowed others to use his Eternal Champion
characters in short stories and collections. Michael Shea wrote an unofficial
but authorised sequel to The Eyes of the Overworld, called The Quest for
Simbilis (1974), before Vance wrote his own sequel. Fritz Leiber’s Fathed
and the Gray Mouser have been pastiched, and a new prequel trilogy to
Roger Zelazny's “The Chronicles of Amber” has been published (despite

Lelazny’s adamant wishes against such works).

As for the classics of the genre, there have been fewer attempts to
revisit these worlds or characters in print. The Tolkien Estate is adamantly
against any non-Tolkien Middle-carth fiction being published, though
Marion Zimmer Bradley published two stories set in Middle-carth, Zhe
Jewel of Arwen (1974) and The Parting of Arwen (1974). Apparently, C.
S. Lewis’s estate does not feel so strongly. In 2001, new “Narnia” books
were announced (to general dismay from Narnia fans), though no books
have yet been published or authors even named.
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entirely fabulist, influenced by fantasy and its intcrmingling with the modern, “real” world.
Weaveworld (1987) takes its protagonists to a frightcning fantasy world inside a magic carpet.
The Great and Secret Show (1989) and its continuation Everville (1994) show us an epic
occult underworld. Imagica (1991) concerns humans drawn into a magical otherland, caught
in an epic battle between ancient supernatural forces. Two others of Barker's works, Zhe Ybief
of Always (1992) and Abarat (2002), both aimed at young adult readers, feature young

protagonists journeying into magical otherworlds.

Neil Gaiman (1960- ) grew to fame with comic book work like the critically lauded
“Sandman” (1989-96) series, blurring the borders between fantasy, horror, and comic-book
superheroics. Gaiman has written comedic fantasy: Good Omens (1990, with Terry Pratchett);
Barker-esque horror fantasy in Neverwhere (1997); the short story collections Ange/s and
Visitations (1993) and Smoke & Mirrors (1998); and American Gods (2001), a novel about
ancient gods in the modern world, struggling against cach another and a coming apocalypse.
Gaiman has mixed art and prose in the fairy fantasy Stardust (1999) and the children’s
books The Day I Swapped My Dad for 2 Goldfish (1997) and Wolves in the Walls (2003),
and written young adult fantasy with Coraline (2002). He continues to work in comics and
prose.

Though his work is primarily that of a screenwriter in too many genres to count,
William Goldman (1931- ) has greatened the world of the fantasy story (and set the high
bar for lcngth of titles) forever with a single work, The Princess Bride: . Morgenstem’s
Classic Tale of True Love and High Adventure, The “Good Parts” Version, Abridged by
William Goldman ll973). This charming and comedic fairy-tale has a thoroughly moclcrn,
irreverent tone that manages to parody and exult in the fantasy genre. The film adaptation was
internationally successful, and it is the best sclling of Goldman’s many novels.

Secret Congues: Non-English fantasy

Any history of the fantasy story is incomplete if it is limited to works written in (or
translated into) English. The relative newness of the modern fantasy story has outstripped the
speed of translation, and many non-English fantasy stories remain unknown or obscure outside
of their language of origin

Recent translations and increased awareness of authors like lorge Luis Borges, [talo
Calvino, and Umbserto Eco is cncouraging, and paves the way for additional translations of
non—English fantasy, potentially causing a re-cvaluation of the history of fantasy literature.
Fundamentally, though, this increased awareness of non-English fantasy provides readers the
opportunity to rediscover past treasures of fantasy literature, like ancient hoards of gems, gold,
and silver.

Following are some of the more notable non—English fantasy authors.

]orgc Luis Borges (l899—l986l, an Argentincan writer, essayist, and poet has gaincd
critical acclaim and popular acl(nowleclgcmcnt over the past two decades. His stories evoke
mysterious and supernatural worlds with scholarly reserve, abundant with reference to non-
existent books and artworks, descriptions of imaginary cities, arcane metaphysics, and a
wonderful modern bestiary. His work has been translated into English, and collections of his
stories are essential to any fantasy enthusiast.

Italo Calvino (1923-85), an ltalian novelist and journalist, wrote several “fabulations,”
works rife with wit, intellectual word- and thought—play, shot through with metaphysical and
philosophical themes and set in an idealised post-Dark Age, pre—Enlightenment Europe where
magic realism is the order of the day. Significant works from Calvino include The Non-Existent
Knight and the Cloven Viscount (1962) and The Castle of Crossed Destinies (1977).

The most popular European literary fantasist is Umberto Eco (1932- ), an ltalian
author and intellectual whose vast range of knowledge has won him international regard. His
first novel, The Name 0f the Rose (l980l, was a rcligious-thcmed murder—mystcry set in a
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Dark Ages monastery. Rife with fantastic and apocalyptic visions, a secret library brimming
with banned knowledge, and an apparently imminent Biblical apocalypse, it rapidly assumed
the status of a modern classic. The Island of the Day Before (1995) is a nautical tale rife with
legend, philosophy, adventure, magical realism, and secret knowledge. Eco’s most recent novel,

Baudolino (2002), is a Middle Ages literary farce.
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The 70s and carly ‘80s saw the emergence of a new form of fantasy novel — the
shared-world anthology. While pastiches of existing fantasy stories, novels, and characters
were common, this was a new phenomenon. In shared-world anthologies, editors and authors
collaborated in developing the setting and often shared a cast of characters. Difficult to edit
and co-ordinate, these anthologies nonetheless proved quite popular, spawning sequels, spin-
offs, and solo novels. In most cases, these anthologies boasted all-star line-ups of authors cager
to work with their peers.

The first and most popular was Thieves’ World (1979), spawning more than a dozen
sequels and spin-offs, featuring authors as diverse as Robert Lynn Asprin, Lynn Abbey, Janet E.
Morris, Diana Paxson, Diane Duane, Marion Zimmer Bradley, Chl: Cherryh, John Brunner,
Andrew |. Offutt, Philip Jose Farmer, and many others. This series, set in the unruly port city
of Sanctuary (a veritable Casablanca of the fantasy world), also inspired a unique role-playing
crossover (see page 39).

Sanctuary has recently been resurrected by Lynn Abbey to host stories by a new wave of
authors, using the same setting decades later. Janet E. Morris took Tempus, a character from
“Thieves' World," into his own series of novels and edited the Heroes in Hell shared-world
anthology serics.

Other shared-world anthology series of the period were “Liavek” (with contributions by
Will Shetterly, Emma Bull, Patricia C. Wrede, Jane Yolen, Megan Lindholm, Steven Brust,
Kara Dalkey, Pamela Dean, Gene Wolfe, Charles de Lint, Alan Moore, and others) and
Borderland (with Shetterly, Bull, de Lint, et al.) though many others have followed, especially
with the advent of RPG fiction. Though it is unknown if Thieves’ World had any prior ties to
RPGs, the afterward to Liavek makes clear that it was a RPG setting used by a literary group
of players that included Shetterly, Bull, Wrede, Brust, and Dalkey.

Though it is not fantasy, the shared-world supcrhero series “Wild Cards” is worth
mentioning, as it was edited by George R. R. Martin.

i

(‘80s-present)

Today, the ficld of fantasy literature is thriving, built on a foundation of the
aforementioned authors, an increased public interest in escapist literature, and a synergy with
other fantasy media such as “Star Wars,” the immense popularity of the “Harry Potter” books
and films, the increasingly popular gaming fiction market, and the tremendous success of the
recent “The Lord of the Rings” film adaptations. Most of the current field of fantasy writing
is comprised of serials, sequels, or multi-part novel series. Many authors have commented
about the difficulty of creating an entirely new fantasy world for their setting and letting it
go. By using the same setting for a series of novels, the reward is a richer, decper, and often
more believable background. Additionally, if the initial book is successful and popular with
readers, they ll buy others featuring the same world or cast of characters. Publishers and fantasy
literature agents are skewing the market towards this trend.
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The list of current significant authors within fantasy literature in the past couple of
decades is happily quite large. Some of the most influential names are mentioned hereafter,

divided into groups and identified by the style of fantasy found in their primary work or
works.

Iraditional fantasy

]udging hy sales, traditional fantasy is the most popular type of fantasy published
today. It owes much to Tolkien and Middle-carth, where this style was founded. Though these
works vary greatly in style and substance, they are labelled “traditional” because they embrace
classic themes and archetypes, like epic quests, elves and dwarves, dragons, etc. They are often
serialised adventures, with the cxploits of a single cast of characters on an epic journey that
spans several novels. The world setting is often the most important clement, serving as the
unifying theme for different adventures and heroes.

The “Pern” novels by Anne McCaffrey (1926- ) are among the most popular classic
fantasies, a blend of pseudo-science fiction and fantasy featuring a series of heroes and heroines
who commune telepathically with their dragon-mounts. The “White Crow” novels by Mary
Gentle (1956- ) are set in a parallel universe where giant rats are the dominant species, ruling
over humanity.

Terry Brooks (1944- ) and Dennis L. McKiernan (1932- ) are both famous for their
near-pastiches of “The Lord of the Rings,” though Brooks’s “Shannara” novels are among the
l)est-selling novels in fantasy. Brooks continues to write “Shannara” novels, and his setting
continues to grow away from its early origin as an obvious Middle-carth clone. McKiernan's
own series, ' The Iron Tower” and “The Silver Call,” were both set in Mithgar, a world
extremely similar to Middle-carth.

Robert Jordan (1948- ) is best known for his Conan pastiches and the “Wheel of Time”
novels (I1 volumes have appeared with no end in sightl, a monolithic series of epic fantasy
novels concerning a world-spanning battle between goocl and evil, with the usual series of
daunting quests, reversals of fortun, and a sprawling cast of heroes and villains. Treading much
of the same ground is the “Sword of Truth” series by Terry Goodkind (1948-), currently seven

volumes in length.

The “Darwath” multiverse trilogy by Barbara Hambly (193]- ) takes modern human
protagonists into science-fantasy worlds, and her “Sun Wolf” novels offer an unusual view of
the standard sword and sorcery archetypes. Her other works include the “Sun-Cross” and
“Antryg Windrose” series, which a_lso cross dimensions and offer a reversal of traditional
fantasy tropes.

Stephen R. Donaldson’s (1947- ) most successful works are his “Chronicles of Thomas
Covenant the Unbeliever,” comprising two trilogies published between 1977 and 1983. The
titular character of the books is a leper from our world drawn into a magical otherworld where
he is a messianic figure of great power and destiny. The series imaginatively turns the standard
heroism of the genre on its head, for the main character is disagreeable and self—pitying, causing
harm to his allies and betraying trusts of his followers. Donaldson’s other significant work is a
set of two novels titled, “Mordant’s Need,” which takes a young woman from the modern day
and throws her into a world where every mirror is a doorway to another land.

Mcgan Lindholm (1952- ) began as an author of traditional fantasies such as the
“Windsingcrs” trilogy, but then moved to urban fantasies. Rcturning to the field more recently
with the pscudonym Robin Hohb, she has begun anew cycle of fantasics, the “Farseer” series,
on which she is currently still at work. She has also collaborated with Stephen Brust and
contributed to the “Liavek” anthologies.
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Historic fantasy

Books of this type are sct in a world recognisably our own, though made fantastic by
the presence of magic or the supernatural. These are normally set in medieval Europe (with
some exceptions), or feature an alternate reality where history was diverted by some notable
difference (usually supernatural in nature). Others explore mythological or historical figures
through a fantasy-tinted lens. Celtic-inspired fantasies are particularly common, due in part to
the recent interest in Celtic and Irish culture and history.

The legend of King Arthur is immense in the field of fantasy literature. Many authors
have followed in T. H. White's footsteps to bring Arthur’s story to life. A. A. Attanasio (193]-)
has written an epic and highly allegorical retelling of the King Arthur legend with his novels
The Dragon and the Unicorn (1994), The Eagle and the Sword (1998), The Wolf and the
Crown (1999), and The Serpent and the Grail (2000).

Perhaps more well known is Marion Zimmer Bradley’s (1930-1999) rendition of the
Arthurian legend, The Mists of Avalon (1982, with several sequelsl, a revisionist feminist
telling of the Arthur legend as told through the eyes of the women in Arthur’s life. Thomas
Berger’s (1924- ) Arthur Rex (1978) is a bawdy, revisionist, and raucous (but faithful) retelling
of Arthur’s reign. Other Arthurian novels are The Dmgon Lord (David Drake, 1979), Fire
Lord (Parke Goodwin, 1980), Stephen Lawhead’s "Penclragon" novels, David Gemmel's
“Sword of Power” novels, and Diana L. Paxson’s The White Raven (1988).

Celtic-inspired fantasies include Kenneth C. Flint's novels of the Tuatha De Danann
(a vaguely elfish band of Celtic heroes) and Cuchulain and Finn MacCumhal (Celtic cultural
heroes), as well as other works about Irish folklore and monsters. C. |. Cherryh’s “Arafel”
books are set in a facrie-infused Celtic England. Keith Taylor’s “Bard” series covers the
exploits of an exiled Irish minstrel as he journeys across the world with his lover, a Viking
pirate queen.

Gordon R. Dickson’s (1923- ) most popular fantasies, “The Dragon and the Ceorge"
series, owe much to Mark Twain’s Connecticut Yankee and Poul Anderson’s Three Hearts
and Three Lions. The initial novel, The Dragon and the George (1976) concerns a modern
man drawn through time into a pseudo—historical version of medieval England; it differs from
those other works in that the hero's consciousness inhabits the spirit of a rather large dragon.
Naturally, there is a quest, a group of companions, and a battle against the forces of darkness,
wherein order is restored and the ground is planted for numerous sequels.

Katherine Kurtz's (1944- ) “Deryni” novels are set in a world similar to medieval
Britain. Beginning with Camber of Culdi (1976), Kurtz's novels concern a race of human-like
beings, inheritors to magical powers who move secretly through the human world. More than
a dozen “Deryni” novels have been published.

Barry Hughart's (1934- ) novels of medieval China are fantasy detective novels, with
claborate supernatural plots concerning the destinies of men and ghosts, gods and emperors,
that must be unravelled by the brilliant Master Li and his deceptively dim-witted apprentice
Number Ten Ox. The first of these novels, Bridge of Birds (1984), won the World Fantasy
Award in 1985. Two novels by pulp author E. Hoffman Price, The Devil Wives of Li Fong
(1979) and The Jade Enchantress (1982) explore similar territory, though Price’s most
lasting contribution to fantasy literature are biographical writings about his friends Robert E.

Howard, H. P. Lovecraft, and Clark Ashton Smith.

Other authors using pseudo-historical fantasy settings inchude C. |. Cherryh, R. A.
Macavoy (1949- ), and Gene Wolfe (1931- ). Cherryh evokes mythological Russia with her
“Rusalka” trilogy, Macavoy's “Damiano” trilogy concerns angels and demons in Renaissance
ltaly, and Wolfe's Soldier of the Mist (1986) and Soldier of Arete (1989) tells of an amnesiac

soldier in ancient Greece.
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1
eroic fantasy (Sword and Sorcery)
Influenced by the vital brand of fantasy stories of the pulps and their ilk, this style of

fantasy literature is more action-oriented, grittier, and often features morally questionable
protagonists. Grimmer and more violent than other types of fantasy, heroic fantasy is often
serialised by its authors.

Marion Zimmer Bradley's “Darkover” series began as a mix of science fiction and
fantasy, but quickly dropped the science fiction trappings altogether. Bradley produced almost
two dozen “Darkover” novels and anthologies with other authors. Other Bradley series
include the “Atlantis Chronicles,” 2 collaboration with Andre Norton and Julian May on the
“Trillium” novels, and her best-selling Arthurian novel The Mists of./fwlon and its sequels.

One of the more popular recent authors in the field of heroic fantasy, Stephen Brust
(1955- ) is best known for his “Vlad Taltos” novels, a fantasy-noir series featuring an assassin
often turned detective and reluctant hero. A related series, the “Khaavren Romances,” is set
in Dragaera’s past, and is a rich pastiche of The Three Musketcers and later Dumas-style
swashhuckling adventures. Brust's other fantasy works include urban, theological, and
traditional fantasies.

C.J. Cherryh (1942- ) works equally in science fiction and fantasy. Her initial novel,
Gate of Torel (1976), is a science fiction novel masquerading as fantasy. This book was
followed by three others with the same setting and protagonists. Cherryh has written several
other series that are more straightforward fantasy, from collaboration in shared worlds with
Mercedes Lackey on the “Sword of Knowledge™ series and Janet Morris on the “Heroes in
Hell” series; and her newer “Fortress™ series. Cherryh has also written several stand-alone
fantasies.

Gene Wolfe (193]- ) is most famous for his “New Sun” and “Long Sun” novels, an
epic series that balances science fiction and fantasy similar to ]ack Vance's “Dying Earth”
novels, featuring a mix of ancient technology, fantasy characters, and complex metaphysical
and supernatural worlds. Wolfe has written many other stand-alone fantasy novels that mix
folklore, myth, and fairy tales in equal amounts, in addition to the blend of fantasy and science
fiction elements. He writes a great amount of short fiction, and has published several story
collections. Wolfe is comparable to Zelazny in the breadth of his published writings, the
seemingly ffortless conviction present in his style, and the clegant blend of genre clements
he hrings to his writing.

Tanith Lee (1947- ) has authored many significant fantasy series, such as the "Birthgrave
Trilogy," the “Wars of Vis,” the popular “Tales of the Flat Earth” novels, the “Secret Books of
Paradys,” and the “Blood Opera." Additionally, she is the author of many stand-alone fantasy
novels and young adult fantasies, including her reworking of traditional fairy tales to their
original disturbing and adult tones. Lee is perhaps the most versatile author to work in the
fantasy genre in the past 30 years. Her work spans a wide variety of tons, themes, sub-genres,
and is often difficult to categorise.

David Gemmell (1948- ) draws strongly from the pulp tradition, with grim, fierce
heroes marked by their superlative skill with weapons, their unquenchahle tenacity, and their
fierce resolve. His “Drenai” novels are full of such heroes, as are the books of his “Sipstrassi”
and “Stones of Power” series. Gemmell has written another series, the “Jerusalem Man”
cycle, similar to Stephen King's “Dark Tower” premise, mixing a post-apocalyptic setting
with religious and fantasy themes. Other Gemmell works include fantasies st in ancient
Greece, and a newer series concerning a Scottish-like people in a centuries-long battle against
a Roman-esque empire.

Among Mercedes Lackey's (1950- ) prodigious output are collaborations with fellow
fantasists Marion Zimmer Bradley, C. ]. Cherryh, Andre Norton, Piers Anthony, and Anne
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McCaffrey; and many novels from various series such as her “World of Valdemar” novels
(these comprise several cyclesl; the “Diana Tregarde" dark fantasy occult detective novels; and
others, including work on the “Bard’s Tale” computer game and novels.

Gothic fantasy author Storm Constantine (1956- ) is known for writing that
spans between science fiction, horror, and fantasy. Her work recalls Clive Barker’s at its
most baroque, with her "Crigori” serics featuring the nephilim, a twisted group of angels
passing secretly through human history. Constantine’s more traditional fantasy series, the
uMagravandias Chronicles” (three volumes have appeared), teams with adult themes and
sequences despite its standard fantasy themes of magic and dragons.

Other authors significant in the field of heroic fantasy over the past decades are Robert
Adams, Patricia A. Mcl(illip, David Duncan, and Lawrence Watt-Evans. Adams is known for
his “Horseclans” novels that, despite their appearance, are post-apocalyptic adventure novels
with some of the trappings of heroic fantasy. McKillip's “Riddle-Master” trilogy is a gentler
style of heroic fantasy, and she has written additional fantasies for young adults and adults
alike. With several different series, Dave Duncan has created a sizeable hody of work. Watt-
Evans has written two straightforward heroic fantasy series, and his “War Surplus" series mixes
fantasy with military science fiction elements.

tgz oung Hdult fantasy

The young adult fantasy is perhaps the purest and least-changed of modern fantasy
subgenres, as it has its origins in classic children’s novels and leads directly from classics like
“The Chronicles of Narnia” and “The Lord of the Rings" (for what are Hobbits other than
young adults drawn into a vast and dangerous world?). This suhgenre is also popular with
older readers. Some recent works in young adult fantasy are best-sellers, with popularity and
readership to rival or beat almost any other book on the market.

J.K. Rowling (1965- ) is casily the most successful recent young adult fantasist. Her
ongoing “Harry Potter” series chronicles the magical apprenticeship of a young British boy.
The books introduce a supernatural otherworld full of classic figures of fantasy and use many
clements of the genre to great effect. Five novels have been published (along with three films
and some ancillary works), and two more are scheduled to chronicle young Potter’s training,

Other writers successful in this field are Philip Pullman (1946- ), best known for the
“His Dark Materials” trilogy and Lloyd Alexander (1924- ), whose seminal work is “The

Chronicles of Prydain," comprised of five central novels and several associated works.

omedic fantasy

A mix of humour and fantasy adventure, comedic fantasy thrives in today’s marketplace.

Works in the genre usually concern a "straight" protagonist in a bizarre world he or she
must struggle to understand or coast through in a baffled daze. These fantasies are frequently
serialised adventures, usually with devout followings.

A phenomenon in puhlishing, British author Terry Pratchett (1948- ) was at one point
the author of 1% of all books sold in the United Kingdom on the basis of his “Discworld”
series, consisting of more than two dozen volumes. Good Omens (1990), Pratchett’s novel
with Neil Gaiman, was a best-seller, appealing to Pratchett’s horde of fans and Gaiman'’s own
following from his comic work.

Piers Anthony (l93‘l- ) is the most prominent American comedic fantasist, with as many
as 30 “Xanth” novels. Additionally, he has written non-humour fantasies: the “Blue Adept” and
“Incarnations of Immortality” series are “serious,” though cach has humorous aspects.
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Robert Lynn Asprin (1946- ) is author of the comedic fantasy “Myth” books, a series
of road comedies with art by Phil Foglio Asprin also co-created the “Thieves’ World”
shared-world anthology series. Craig Shaw Gardaer (1949- ) and Tom Holt (1961- ) are other

successful humorous fantasy authors.

¥ame-influenced fantasy

One of the most significant trends in fantasy publishing is the enormous market for
RPG-related fantasy. Though these novels are critically ignored, they are nonetheless among
the best-selling fantasy novels in the marketplace. Their popularity is manifold: they appeal
to gamers who want to read fiction set in the worlds they play in; they offer a gaminglike
experience to those who don't have the opportunity; they're a more accessible brand of fantasy
than other styles; and they’re inevitably serialised, providing a long-term investment of time,
effort, and emotional reward.

Urban fantasy

Urban fantasy has the modern world co-existing (or thrust into
contact) with the supernatural realm. In some cases, the fantastic elements
are overt, while in others these elements are subtle and secretive. Plots

frequently concern naive protagonists drawn into hidden supernatural
otherworlds.

Canadian author Charles de Lint (193]- ) is the most prominent
prose urban fantasist today. His novels range from fantasy to supernatural
horror, though his urban fantasies are his most successful. He writes under
several pseudonyms, and his work often appears piecemeal in small press
chapbooks. Charles de Lint's writing is notable for its frequent use of
musical themes, mirroring his side carcer as a professional musician. i

John Crowley (1942 — ) first entered the field of fantasy in 1981
with Little, Big, a complex and challenging work for which Crowley has
been called “one of the shaping' minds of the late-20th-century literature
of the fantastic.” A massive, meta-structured fantasy of multilayered self-
aware fiction and fantastic reality, the novel mixes facrie with millennial

apocalypse.
A significant urban fantasist is Robert P. Holdstock (1948- ). After

writing science fiction, occult horror, and sword and sorcery, he broke new
ground creatively with Mythago Waod (1984), the first of his “Ryhope
Wood” stories. These works portray a small forest in our world that serves
as a portal to a vast otherworldly forest, powerful with rich fantasy elements
and mythological significance. They have achieved significant critical
acclaim.

Megan Lindholm (1952- ) is the noteworthy author of Wizard of the
Pigeons (1986) and Gypsy (1992, written with Steven Brust). She has since
achieved greater success under the pseudonym Robin Hobb, producing
traditional (i.c., thick, multi-volume) fantasies better suited to today’s
fantasy market. She also contributed to the “Liavek” shared-world anthology

series page XXX).
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The first outright success of this genre was the “Dragonlance” series, written by
Margaret Weis (1948- ) and Tracy Hickman (1955- ). These novels, first appearing in
1984, were runaway successes for long-time RPG and ﬂedgling book publisher T.S.R., Inc.
They followed the initial trilogy with countless others and used it as the backbone for their
considerable publishing empire.

Hickman was a game designer, and among the first to successfully make the leap to
professional author. Others of significance who have done so are R.A. Salvatore (1959- ) and
Michael Stackpole (1957- ), both of whom have graced the New York Times’ Top 10 best-
seller list with fantasy RPG tie-in novels, James Lowder (editor of the best-selling Realms of
Valor and Realms of Infamy), and Robin D. Laws (author of The Rough and the Smooth, and

two published and one upcoming “Warhammer Fantasy” novels).

h'(g nter GRRM
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Born in Bayonne, New Jersey on September 20, 1948, Ceorge Raymond Richard

(RR.) Martin practically grew up as a writer. As a child he sold monster stories to other
neighbourhood children; as a comic-book collector in high school, he wrote fiction for comic
fanzines. His first professional sale came in 1970, when he sold  short story to Ga/axy.

Though he trained as a journalist, his ‘20s were spent in a variety of jobs including work ata _

legal assistance foundation, a chess tournament director, and a college journalism instructor.
Most of his early work was science fiction and horror rather than fantasy. He became a full-

time writer in 1979 and a writer-in-residence at Clarke College from 1978-79.
Martin'’s first professional novel-length work was Dying of the Light (1977), a

philosophical scientific romance of impossible love on a fading planet. This was followed by
Windhaven (co-written with Lisa Tuttle, 1981), an allegorical science fantasy. Fevre Dream
(l982), his next novel, was an American gothic of vampires and riverboats in 19th century
Mississippi. His next book, Armageddon Rag (1983) concerned a series of murders tied to

underground rock journalism and a supernatural plot focusing on the apocalyptic resurrection

of a 1960s-cra band called Nazgul.

Martin continued to write short stories in a variety of genres over the next decade,
though the latter half of the ‘8(0s saw him enter a new field of creative expression: the world of
broadcast television. He worked in Hollywood as story editor for the television series “The
New Twilight Zone” (1985-8) and exccutive story consultant for “Beauty and the Beast”
(1987-90). Additionally, he was executive producer for a television pilot called “Doorways,”
filmed in 1992-3 (never picked up). He wrote episodes and pilots for several other television
shows (produced and unproduced); including episodes for “The New Twilight Zone,” “Beauty
and the Beast,” “Max Headroom,” and “The Hitchhiker.” Additionally, Martin collaborated
with Melinda M. Snodgrass on screenplays adapting his “Wild Cards” series (see below), and
Edgar Rice Burroughs's A Princess of Mars to (unproduced) feature films.

In the late 1980s and carly 1990s, Martin edited and contributed to the “Wild Cards”

anthology series, comprised of more than a dozen volumes detailing a world where superheroes
and supervillains are real. This was the first of Martin’s works to be adapted to a RPG, in
the form of GURPS Wild Cards (1989) and Ares Abroad (1991), both from Steve Jackson
Games. Martin is himself a gamer, a GURPS player and Game Master.

Further work by Martin includes the short story collections 4 Song for Lya and Other
Stories (1976), Songs of Stars and Shadows (1977), Sandkings (1981), Songs the Dead
Men Sing (1983), Nightflyers (1985), Tuf Voyaging (1986), and Portraits of His Children
(1987). He has also edited several science fiction collections, award-winner collections, a
horror anthology, and new writer anthologies.
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Martin lives in Santa Fe, New Mexico and is a member of the Science Fiction
and Fantasy Writers of America, an august organisation for which he was once a regional
director and vice president. He is also a member of the Writers Guild of America, West.
Martin’s works have been internationally published and translated into a variety of languages,

including French, Spanish, Japanese, German, Polish, Swedish, Italian, Chinese, Czech,

Korean, and Russian.

Heis a multiple-award-winning author in the fields of science fiction, horror, and
fantasy, and he has been nominated countless times for almost every award in these fields.
Martin’s stories and novellas have been critically lauded and honoured, carning him several
Hugo Awards (for “A Song for Lya" [1974], "Sandkings" (19791, “The Way of Cross &
Dragon" [1979], and more recently, his “A Song of lce and Fire"related work, “Blood of the
Dragon” (1997]).

Additionally, Martin won the Daikon (the Japanese Hugo award) in 1982 for his short
story “Nightﬂyers.” He has won Nebula Awards for “Sandkings” (l979), “Portraits of His
Children” (1985), the Balrog Award in 1983 for %edrmageddon Rdg, the Cilgamesh Award
in 1987 for his short story collection Songs the Dead Men Sing, the Dacdalus Award in 1987
for Wild Cards, the Bram Stoker Award in 1987 for “The Pear-Shaped Man,” and the World
Fantasy Award in 1988 for the novella “The Skin Trade.” A Song for Lya” also earned the
1975 ]upiter Award, and Martin's works have garnered him 1l Locus Awards. This is not a
complete list by any means: his magnum opus, the novels that make up “A Song of Ice and
Fire,” continue to win him critical acclaim and success.

l Song of Ice and fire

The initial volume of this epic series, 4 Game of Thrones, was published in 1996. An
instant success, hest-selling and critically-favoured, it won the 1996 Locus Award for best
fantasy novel and introduced to readers the complex and volatile world of Westeros, replete
with power struggles between ancient families, usurpers and kings; secret and ancient evils
newly awakened; and the bcginning ofa devastating civil war spread across seven kingdoms.
Dense with detail, rich in background, and almost over-full of strongly realised characters
(villainous and heroic), the novel quickly became a must-read in fantasy fiction. Featuring
lengthy appendices laying out the complex family trees and genealogies of the rival great and
noble houses of Westeros, “A Song of lce and Fire” is clearly in the same field as Professor
Tolkien's classic trilogy.

Tihe Song Remains the Same

Following A Game of Thrones is A Clash of Kings (1999) and A Storm of Swords
(2000). Martin has indicated that his saga will fill seven volumes. Originally slated for fewer
books, the expansive nature of his planned plot required additional pages. The titles of the next
three volumes of “A Song of Ice and Fire” have been tentatively announced: A Feast for Crows
(due out in late 2003), A Dance With Dragons, and The Winds of Winter. The title of the

seventh (and presumably final) volume has not been announced.

)
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llﬁd Song Like No Other

Perhaps the reason for the rampant success of the novels in “A Song of Ice and Fire” is
that they are distinctive in the field of fantasy literature at a time when there is a general lack
of variety in the market. Their characters are not classic fantasy heroes, noble-hearted with
fairy-tale motives ... instead, they are real people, flawed, sclfish, sometimes rash and blind to
the inevitable. Martin’s craft in characterisation creates compelling reasons to want to follow
each of the main characters, even when we do not like them.

tbcr Verses of |
“H Song of Ice and fire”

Martin has ventured into this world with two prequel novellas entitled “The Hedge
Knight” and “The Sworn Swords,” both about a knight named Dunk and a boy named Egg,
set 80 years before the events in 4 Game of Thrones. Martin has indicated that he is interested
in returning to the time period with further stories of Ser Dunk and his squire Egg. Additionally,
“The Hedge Knight” has been adapted into a graphic novel l)y Dabel Brothers Production.

Another ficld that “A Song of lce and Fire” has appeared is in the form of a collectible
card game from Fantasy Flight Games. First released in 2002, this game puts players in
charge of the noble houses of Westeros, pitting them against one another in challenges for
power, survival, and glory. It has seen several expansions covering events in the novels, major
houses, and the realm itself. In 2003, Fantasy Flight Games published a strategy boardgame
set in Westeros, called 4 Game of Thrones; in 2004, the first expansion appeared, called 4
Clash of Kings.

Influences Both fantastic and Literary

“A Song of lce and Fire” has some precedents in fantasy literature
proceeding its publication. The epic sweep of rival houses of lords drawn
into conflict with one another is highly evocative of Eddison’s The Worm
Quroboros. lts internecine family rivalries in the face of a greater, growing
evil bring to mind Lelazny's “The Chronicles of Amber,” with its flawed
king and squabbling princes and princesses. The character of Khal Drogo
shows the influence of mighty barbarian heroes such as Conan. In the
coming battle between the forces personified by ice and by fire, there are
similarities in Michacl Moorcock’s many tales of the battle between Law

and Chaos.

Elements of classic literature, too, can be seen in Martin’s epic tale,
from the Shakespearcan characters such as Robb Stark (who, like Prince
Hal, must become a ruler far too carly in his grief for his lost father)
and Tyrion Lannister, a sardonic, ever-wise figure who recalls many of the
protagonists of Shakespeare’s plays. As in Shakespeare’s works, Martin’s
influences from history are sometimes obvious — sometimes less so. The
Stark/Lannister conflict parallels the York/Lancaster rivalry from the
War of the Roses in British history, and though she is not wearing white
armour or riding at the head of a peasant army, Dacnerys echoes Joan of
Arc, guided by forces beyond her control against an established monarchy

in a time of chaos.
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Role-Playing Games and fantasy Literature
Since its primary introduction in the 1970s, the world of RPGs has

been inextricably tied to the worlds of fantastic literature, particularly sword
and sorcery and traditional fantasy. Pioncer RPG designer Gary Gygax
(1938- ) was a fan of fantasy fiction such as Conan, “The Lord of the Rings,”
and Jack Vance's “Dying Earth,” as well as countless other stories. When he
wrote the “Fantasy Supplement” for Chainmail (1972), the first set of true
RPG rules, it was heavily influenced by those settings. (Some critics might
even say that it borrowed too liberally from those sources.)

The early growth of the fantasy RPG primarily concerned new worlds
developed by the games authors and designers, usually their own “house”
campaign settings. Among these was Empire of the Petal Throne, set
in Tekumel, a world created by Professor M.A.R. Barker (1929- ). Like
Tolkien, Barker, a philologist, had already designed the setting as a home
for his linguistic explorations. In 1974, Gary Gygax and Barker adapted
Tekumel into the first fantasy RPG complete with a world setting. Later
entries to this field included Dave Arneson’s Blackmaor (1974), Gygax's
own Greyhawk (1976), and Judges Guild's City-State of the Invincible
Owerlord (1976).

Early RPGs like Dungeons & Dragons (1974), Tunnels & Trolls
(1975), Chivalry & Sorcery (1977), Ardruin Grimiore (1978), Runequest
(1978), and others borrowed heavily from fantasy fiction. Particularly
influential writers were Tolkien, Howard, Lovecraft, Moorcock,
Anderson, Leiber, and Vance. Creatures and spells from their stories
appeared in these games unchanged in name or semblance, in an era
before intellectual property rights were as rigorously pursued as they are
now. The original Deities & Demigods (1980) supplement for Advanced
Dungeons & Dragons (1977) had statistics for gods, characters, monsters,
and artefacts from Lovecraft, Moorcock, and Leiber. Later supplements
removed the Lovecraft and Moorcock sections after Chaosium, Inc.
gained the RPG rights to those literary properties. Ironically, one
of Chaosium’s own early monster supplements contained creatures
“borrowed” from established settings.

Dmgon Magﬂzine (1976-current), the oldest and longest-running
RPC magazine, often featured fictional stories set in worlds developed for
D@D. In 1984, TSR, publisher of DE&D and Dragon, took this a step
farther and set a precedent in the RPG market when they introduced Krynn
(the setting of “Dragonlance”), a campaign background developed and
released simultancously with a series of novels set in that world. Gaming
fiction had arrived.

Highly successful, this was soon followed by other works of fiction
set in RPG settings, such as the “Warhammer” novels from Games

Workshop, the “Forgotten Realms” books (TSR), more "Dragonlance,”
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and countless others, such as TSR's Mystara, Athlas, and Greyhawk;
Chaosium’s Glorantha; and a few curiosities such as the “Darksword
Adventure” (developed as a series of novels and a stand-alone RPG by the
"Dragonlance" authors), and many more.

Somewhat rarer are novels whose RPG origins are hidden or not
explicit, from Stephen Brust's “Vlad Taltos™ novels; the “Liavek” shared-
world anthology series; and Raymond E. Feist’s Midkemia, a setting for the
“Riftwar” RPG sourcebooks and several series of novels.

Many fantasy RPGs have been based directly on fantasy literature,
such as Howard's Hyborian Age of Conan (which appeared as an expansion
to Advanced DGD, a stand-alone game from TSR with its own system,
a supplement for GURPS, and a new game by Mongoose Publishing);
Leiber’s Nehwon, home to Fafhrd & the Grey Mouser, appeared as a
setting and a stand-alone game for ADED; Chaosium’s literary linc-up has
included Moorcock’s Storm/)ringer, Elric! and Hawkmoon, Lovecraft’s
Call of Cthullu, comic-based forays such as the Prince Valiant Storytelling
Game and the Elfquest RPG, and their ambitious Thieves World adaptation
that presented rules for gaming in Sanctuary using almost a dozen different
RPGs; the vast number of GURPS sourcebooks featured settings such
as “Conan,” “Wild Cards,” Robert Adams'’s “Horseclans” novels, Andre
Norton's “Witch World,” Gene Wolfe’s “Book of the New Sun,” L.
Sprague de Camp’s “Planet Krishna,” and others; and Phage Press’s The
Amber Diceless Roleplaying Game, based on Roger Zelazny's epic series.

Blurring the line between RPGs and fantasy fiction are solo game
books (similar to the “Choose Your Own Adventure” line), which let a
single player/reader go through an adventure by making decisions and
turning to different sections of the book depending on their choice or
the outcome of some challenge. These books are either rule-less or use
rudimentary RPG rules (sometimes simplified versions of existing game
rules), and range in format from the carly “solo adventures” published for
Tunnels & Trolls, The Fantasy Tmp, or Runequest, to a series of pick-a-
plot adventure novels from publishers like TSR using an abbreviated version
of the DD system. The most popular of these were the “Fighting Fantasy”
and “Lone Wolf” books, though they were joined by solo game books set
in a variety of fantasy worlds, from Amber, Pern, Dragacra, Xanth, Narnia,
Middle-carth, and many others. Though these books were highly popular in
the 1980s and carly 1990s, they are fairly rare now.

Another unique genre that straddles fantasy literature and RPGs are
the number of “wish fulfilment” novels about gamers drawn into RPG
worlds, such as Andre Norton’s Quag Keep (1987) and Joel Rosenberg’s
“Guardians of the Flame™ The Sleeping Dragon, 1983, et. al.) series. Each
features an RPG group drawn magically into the world that they adventure
in, aware of the dichotomy of their existence as players in a game and the
roles they have assumed.
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esigning a
New Character

The design of a new character for 4 Game of Thrones d20
should involve a thoughtful collaboration between the player and the
GM. Your objective is to create a character who is fun to play, has
plenty of reason to interact with Westerosi and/or local events, and
who fits into the GM’s campaign. In 4 Game of Thrones 420, you can
choose to spend as little as ten minutes designing a character or upwards of
an hour. The difference lies in the amount of detail and individuality given to your
character. At no time during an RPG campaign do you have more control over the destiny

* of your character than during the creation process. If you have any questions about game

mechanics or specific character Abilities, talk to the GM before you begin character creation.

Example: When Dev outlines his Noble House style game (sce page 14) all the players
have to decide what types of characters they will make. Although there are some limitations
(such as no Eastern Backgrounds), there are still many possible combinations. Instead of
Ran Tyrell, Elio could have created Ran as a member of a minor house sworn to Tully, such
as Mallister. This would have made him Social Status Rank 3 instead of 4, and thus only
imposed a +2 ECL. Ran would then be a 4th Level Noble, and one step closer to knighthood

... but he would have lost status compared to Dylan's character, Brendal.
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Notations

Like other d20 fantasy games, 4 Game of Thrones d20 uses
polyhedral (multi-sided) dice at various points in the game. This
typically includes dice with the following number of sides: 4, 6, 8, 10,

12, and 20. When a random number needs to be generated through
a dice roll, the exact dice to be rolled will be indicated l)y the formula
XdY+Z, where:

* Xis the number of dice rolled
* d represents the word “dice”
* Y is the type of dic rolled (number of sides)
o 7 is a fixed value added to the roll (omitted for a zero)
* 420s are the most commonly used dice, used for most game checks
o d10s are primarily used for heavy weapon damage, such as scorpions and catapults
o 485 are primarily used for larger weapon damage, such as for battleaxes and longsworcls
* d6s are primarily used for medium weapon damage, such as shortspcars, and shortswords
o d4s are rarely used, normally reserved for light weapons, such as daggers or frog spears

For example, 1d8+2 indicates you should roll one eight-siclecl dice and add two to the
gerrcratecl value. Similarly, 2d6 indicates a roll of two six-sided dice, while 2d4-3 means roll
two four-sided dice and subtract three from the result.
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Step 1: Discussion

Talk to the GM about the nature of the upcoming game. Will you be
playing a Noble House Game, a Game of Thrones, or a Band of Heroes
Game (see page 40)? Will you all be novices, starting at Ist Level, or more

renowned characters ... or will you be playing children?

Issues that should be addressed include the duration of the game,
scheduled playtime, the setting and related time line, and the thematic
intensity level. Based on these choices, the GM will tell you what
Backgrounds, House Affiliations, and Classes are acceptable, and what
Level your character should be at the start of the campaign.

Step 2: Character Qutline

Use the game boundaries established through your talk with the GM
to develop a rough character outline. See page 42.

Step 3: Generate Hbility Scores

Ability Scores for starting characters range from 3 (infant) to 18
(extremely capable). The standard method for generating the character’s six

Ability Scores is called Point Buy (page 47).
Step 4: Select Background

* Select an appropriate region as your character’s Background, which
will provide specific advantages and disadvantages. See page M.

Step 5: Select Pouse Affiliation
The GM will let you know which types of House Affiliation — Great

House, Minor House, or No House — are allowed in your campaign.
House Affiliations help determine your character’s Feats and Social Status.

See page 7A.

Step 6: Select Class

A Game of Thrones d20 introduces eighi new core Classes, and eighi
new Prestige Classes for use with fantasy d20 games. See page 93.

P Background Points are an optional tool GMs can use to encourage players
to do additional work on their characters, which in turn enriches the campaign.
One of the most effective ways to better visualise your creation is to provide detail
through a background history, a character story, or a character drawing. Developing
your character through these player contributions will enhance your role-playing
greatly, and give the GM a window into your character’s motivations. The GM
might also hand out a character quiz, or request some other “homework.”
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Background points (Player Contributions - Optional)

As an incentive, the GM may award | to 3 Background Points for each H

Step 7 Select Skil

Following the guidelines in Cliapter7 determine your character’s Skill
Ranks. Each Class gives a character a different number of Skill Points per
Level. Note that human characters get bonus Skill Points (see Being Human,

page 96). If you chose the Skill Mastery Feat for your character (see Step 8),
or one or more Defects (see Step 10), you may have more Skill Points. Use
the Skill Points to acquire Skills and Specialisations (page 147) relevant to

your character OUlliﬂC.

If you have Bonus Points, cither from Defects (Step 10), or from

Background Points (see sidebar, below), they can be exchanged for Feats or
Skills. 1 Bonus Point equals 3 Skill Points.

Step 8: Select feats

Following the guidelines in Chapter 8, determine your character’s
Feats. Each character receives one Feat at Ist Level, plus the character also
receives one additional bonus Feat for being human (sce Bemg Human, page
96); this bonus Feat is most often selected from his or her House Affiliation
Feat list (see Step 3). See page 161.

If you have Bonus Points, cither from Defects (Step 10), or from
Background Points (sce sidebar, below), they can be exchanged for Feats or
Skills. 3 Bonus Points equals one Feat.

Step 9: Hssign Reputation and Influence

Following the guidelines in Chapter 9, determine your character’s
Reputation (or Reputations). A character receives Reputation Points
determined by his or her Class Level (plus bonuses from some Feats). A
Reputation is expressed as “Honourable +3.”

Influence Points are also determined by House Affiliation and by
Class Level (plus Cha mod). Some Classes and Feats provide additional
Influence Points. Assign your character’s Influence Points to indicate over
what organisations and people he or she has sway.

Step 10: Select Character Defects

You are encouraged to take Defects appropriate to your character
outline. These Defects will provide you with more role-playing opportunities
and give you Bonus Points that can be traded in for additional Skill Points or
additional Feats. See page 195.

contribution that you complete, which are then used as Bonus Points to assign

to Skills or Feats.

Player contributions don't have to be done only at the beginning of
the campaign, and the GM should talk to you about the possibility of doing

contributions for Background Points as the story progresses, perhaps to coincide

with character advancement or certain plateaus in the story arc.
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tep 1: Discussion

You and the other players should discuss the nature of the upcoming game with the
GM. Before any characters are created, the GM should outline such details as the location
and time setting of the game, campaign duration, story boundaries, and expected time
commitment. For example, a game could be set during Greyjoy's Rebellion (before the first
novel), immediately after the death of Eddard Stark (during the first novel), or following the
birth of Dacnarys’s dragons (after the first novel). Likewise, the characters could all be part
of House Tyrell, or a group of black brothers, or even lords and ladies of lesser houses, all
sworn to Sunspear. As a player, you should listen closely to the GM's descriptions since it
will directly impact the character you wish to create. It is not useful if you decide to create a

Dothraki Raider should the GM set the game in the wild lands beyond the Wall.

Ask for clarification of any rule modifications the GM plans to. use as well as any
background restrictions on your character. If you have any game preferences involving issues
such as combat intensity, maturity level, or drama versus comedy ratio, let the GM know

about them. Help the GM create the game that you all want to play.

—_—

DESIGNER’S NOTE:
D20 DIFFERENCES

A Game of Thrones d20 has many differences when compared

to standard d2o fantasy games. Wherever possible, significant
differences are called out in a Designer’s Note. Additionally, a
Chapter Summary box concludes each of the rules oriented chapters,
highlighting the key rules. Players and GMs should note that:

¢ Characters can start higher than 1st Level (page 41).

¢ Characters will have a Rank in Social Status (page 41).

¢ High Social Status increases a character’s ECL [page 41).

Unlike many traditional fantasy RPGs that suggest only a single, common starting
point, A Game of Thrones d20 presents three different play styles, depending on the preference
of the GM and players.

e Noble Pouse Game

The Noble House Game is perhaps the most obvious model to use for 4 Game of
Thrones 420, for it most closely resembles the novels, where the characters are all connected
to a noble house. The GM and players decide upon a particular noble house, and all the
characters fit somewhere within that structure, whether as the lord and lady, the noble children,
loyal knights, maesters, and septons, or even sworn bannermen.
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4th Level) may be the children of the lord, such as the
Stark children, or newly promoted retainers within the house (such as those who replaced the
men Eddard Stark took south to King's Landing). Mid Level characters (5th — 8th Level) are
grown men and women, learning how to be knights, ladies, and politicians, cllargcd to better
their house. Very high Level characters (9th — 12th Level, or higher) may run the house, be

expert councillors who had served the house for years, or be loyal heads of sworn houses.

Low Level characters (Ist —

diihe Game of Chrones Campaign
The Game of Thrones Campaign is the most challenging style of game to play,

and the most unlike traditional d20 fantasy role-playing games. This method lets players
make characters of different — and often opposed — factions, who wicld significant political
and military power. It can lead to intense, Machiavellian schcming, betrayal, and power
brokering, but can lead to the most engrossing role—playing scenarios. Characters may be
high ranking nobles, leaders of the faith, widely respected maesters, or lord commanders
of military factions.

It is suggested that Game of Thrones Campaign characters begin at Sth — 8th Level.
Characters who are well established should be 9th — 12th Level, and characters who are at the
pinnacle of their power should be 13th — 16th Level.

l lbe Band of Peroes Game

The Band of Heroes Game is most similar to traditional d20 fantasy, but there are

still differences. Rather than delve into dungeons, lusting for gold and slaying evil, these

Social Status, Reputation, and Influence

AGOT 420 introduces three new rules for social class and social
interaction:

* Social Status. Your character’s place in society is determined primarily
by his or her House Affiliation. There are essentially six positive Ranks
of Social Status (from Respected Smallfolk at Rank 0, to King at Rank
“6,” which is Rank 5 plus the Head of House Feat), and one negative
Rank (see the Outcast Defect, page 202). Social Status indicates the
resources and responsibilities associated with your character. See Social

Status, page 90.

Reputation. These monikers represent the qualities for which individuals
and g'roups are best known. Every character can have one or more
personal Reputation Bonuses (such as “Honourable +3”). Reputation
is gained at appropriate Class Levels. See Classes, page 93, and
Reputation, page 187.

Influence. These describe affiliations between characters (for example,
a lady’s trusted confidante, “Mya +2°) or between a character and an
organisation (for example, a lord’s control over his own house, “House
Lannister +257). Influences are a measure of control, manipulation,
or leverage over another person or group. A character’s Influence is
determined by his or her Class Level, and Social Status. See Classes,
page 93, and Influence, page 189.
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adventurers are often bound by bonds of duty and honour, such as those that help define the
brotherhood of the Night's Watch or the Kingsguard. They may travel the Seven Kingdoms
and beyond, hunting brigands, pcrforming duties in their lord’s name, or even playing the part
of marauding clansmen.

Low Level characters (Ist — 4th Level) may be green initiates to the Night’s Watch, or
squires to noble knights, or strect urchins in King's Landing. Mid Level characters (Sth — 8th
Level) may be newly anointed knights, seasoned hunters, or young maesters eager to see the
world. Very high Level characters (9th — 12th Level) may be experienced rangers of the Night's
Watch, brothers of the Kingsguard, or Dothraki bloodriders.

S

One of the most important things that the Game Master should discuss with his or her

playes is the starting Character Level. While characters traditionally start at Ist Level in most
d20 fantasy games, the GM and players may want to role-play with more experienced — and
thus more powerful and capable — characters. Table 2-1 shows the relationship between starting
Character Level and power level.

Characters who begin the game above Ist Level gain all benefits and Special Abilities
appropriate to both their current Level and all previous ones. They also start with the minimum
number of Experience Points appropriate for their current Level (see Experience, page 331).
This includes the additional Feats and Ability Score increases presented in Table 6-1: Level-
Dependent Benefits (page 98).

GMs should also note that characters of high Social Status (page 90) have tremendous

resources at their fingertips. As even a young lord wields significant power, this is represented
by Effective Character Levels, or ECLs (see ECL and Social Status, right column, and Social
Status, page 90).

Cable 2-1: Starting Character Level
Power LEvEL STARTING CHARACTER LEVEL

Ist, children
Ist to 4th
Sth to 8th
9th to 12th

13th to 16th

17th and above

Low-powered game
Average-powered game
High-powered game

Very high-powered game
Extremely high-powered game
Game of legends and myths

{7 aralleling the Novel

~ab

To play characters equivalent to the primary heroes of the first novel, use the guidelincs

in Table 2-2: Protagonist Levels.
Cable 2-2: Protagonist Levels

Below Ist Level
Ist Level - 2nd Level (with Child Modifiers)
4th Level — Sth Level (with Child Modifiers)
Sth Level — 10th Level
8th Level — 12th Level
14th Level

Rickon Stark

Bran, Arya, and Sansa Stark
Jon Snow and Robb Stark
Catelyn Stark and Ser Rodrik

Tyrion Lannister and Bronn

Eddard Stark

B,
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@,baracter Level vs, Class Level

Players and GMs should remember the difference between Character Level and Class
Level when using 4 Game of Thrones 420,

Class Level

Class Level is a reflection of the character’s experience. As a character successfully
overcomes challcnges and adventures, he or she gains experience and knowledgc. His or her
Class Level increases to represent that increased experience. A character may have several Class
Levels if he or she is advancing in multiple Classes. For example, 2 2nd Level Noble / 4th
Level Man-at-arms has a Class Level of 2 as a Noble and 4 as a Man-at-arms.

Character Level

Character Level measutes the character’s overall power and ability. It is the character’s
combined experience (the total of his or her Class Levels). For example, the 2nd Level Noble
/ 4th Level Man-at-arms has a total Character Level of 6.

&ocial Status and: €CL

Nobles are born to a life of fortune and responsibility. Great lords command far more

power than the smallfolk, though even a small lord is due respect and courtesy. Social Status
provides Influence Points over a character’s house or organisation, and Wealth (see page 182).
Because even a young lord has significant power, this is not purely a matter of Character Level
(compare Crown Prince Joffrey to Bronn). This discrepancy can be handled in one of three
ways.

Cable 2-3: Social Status and ECL Modifiers

ECL
Rank Mobirier

0 +)

*kk

DEScrIPTION

Respected Smallfolk / Hedgc Knighi / Scllsword /A

Novice Maester

+0* Sworn Sword / Houschold Servant / Lesser Merchant /
Acolyte Maester

+ House Retainer / Landed Knight / Merchant / Maester

+2 Member of a Minor House / Greater Landed Knight /

Greater Merchant

Member of a Great House

Member of the Royal Family

King (or ruling Queen

4 +3
h) +4
(6) 4

" To progress from Social Status rank 0 to rank I requires the character to have the
Feats Raised Status and Wealth.

** The king (or queen, if she rules) would be of Social Status rank 5, and then have the
Feats Heir and Head of House.

***Note: Child characters (page 50) should be considered -| ECL (minimum of ().
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Balancing Social Status

In the standard option for 4 Garme of Thrones 420, a character’s Social Status is treated
as an overall bonus. High ranks of Social Status are offset by an ECL Modifier. When the
players design their characters, cach character’s total Character Level may be effected by the
Social Status rank ECL Modifier. The ECL is added to the Character Level to determine a

true value used for character advancement (page 97).

In a balanced game, a Sth Level Noble of Lannister would be treated as an 8th Level
character (+3 ECL). His companion, a 4th Level Man-at-arms / 3rd Level Knight (Social
Status 2) would be treated as 8th Level (+ ECL). His mercenary 8th Level Man-at-arms
sellsword would also be treated as 8th Level (+0 ECL).

This ECL Modifier is only applied when the character is first created. If the character is
raised in Social Status, or has titles and rank stripped away over the course of the campaign,
the ECL Modifier does not change. Instead, the GM must decide how to handle in-game
avards and setbacks (sce Gaining Titles and Falling Far, page 192).

Hveraged Social Status

If the characters are all roughly the same Social Status (perhaps all members of great
houses in a Game of Thrones Campaign), and thus at the same ECL Modifier, the GM may
simply ignore the ECL rule. In this case, lower ranked characters should be allowed to take an
optional Defect, In Service, which acts exactly as Stigma (page 202) to lower Influence Points,
but without the negative connotations. The GM should monitor how many applications of
this Defect are allowed (see Defects for advice on limiting Bonus Points). Similarly, characters
of higher Social Status should take any of the feats: Heir, Head of House, Raised Status, or

Command, as appropriate, where a difference of Rank is important.

For example, a Game of Thrones Campaign features the heir to House Tyrell (Sth Level
Noble / Ist Level Knight; one Feat used for Heir), a daughter of Baratheon (6th Level Noble),
and a son of Stark (2nd Level Noble / 4th Level Man-at-arms). As members of great houses,
all have Social Status Rank 4, and are technically ECL +3; but if all characters are ECL +3,
it can casily be ignored. If the game included a 6th Level Macster (Social Status Rank 3),
the GM could allow him to take the In Service Defect (to indicate why he is Rank 3, not 4).
Similarly, if there was also a Princess of the Royal Family (Social Status Rank 5) the GM
could make her take the Raised Status Feat. Finally, if there was a House Retainer (Social
Status Rank 2) attached to the group, the GM could allow her to take In Service more than
once, but the character might not get the full allotment of Bonus Points (depending on how
many others Defects she has).

Unbalanced Social Status

The third option is for the GM to decide that characters from different strata of society
will be unbalanced, but as long as every character participates equally in the game and has his
or her moment in the limelight, the balance issue is irrelevant. Players may design characters
from any level of Westerosi culture, ‘as long as they fit the outline of the campaign. This may
lead to a campaign of Tyrion, Bronn, and Shagga, or one of Jon Snow, Sam Tatly, Grenn,

and Pypar.

In this type of set-up, the players acknowledge that some of them will have more
resources in the game, but these advantages will be tempered with a character’s responsibilities
within the story. Additionally, even when a group of player characters has a distinct leader
or superior ranking character, during game-play it is common for all player characters to
contribute to group decisions.

Character Qutline

A character outline is a broad concept that provides you with a frame on which to
build your character. It is not fully detailed; there is no need for you to concern yourself with
the character’s specific Skills, Abilities, or background details at this stage. Use the game
boundaries established in your discussion with the GM as the starting point for your character
and build your outline on that foundation. Discuss your character ideas with the GM to ensure
your character will work with those of the other players and with the overall themes and focus
of the campaign. Here are some issues to consider.

Is the character a noble or commoner?

[n Westeros, issues of blood, family, and legitimacy are very important. In many
games, the answer to this question will help determine the social hierarchy of the characters. In
others, especially games set in the borderlands and eastern countries, such distinctions are less
significant, and what a character does is more important than his or her name.

@hat are the character’s strengths?

[n some campaigns, the players may want to create complementary characters with unique
sets of abilities. For example, a group of Night's Watch brothers who venture far north of the
Wall might include several combat-savvy rangers, a team of stewards to assist with mapmaking
and the ravens, and a former maester with knowledge of medicine and forest lore. A degree of
specialisation helps players enjoy their characters by giving them a unique identity.

At the same time, it is equally important that the characters not be too specialised, or
the group will lack cohesion and other players will sit around bored while cach specialist has
his or her own little adventure within the game. Itisa good idea to identify a minimum set of
capabilities that everyone should have. If the game is going to involve a great deal of combat
or warfare, a singer or a lady's maid may feel useless. While not every noble has to be a master
of the blade — he or she may have an armed retinue for protection — all players should fecl
they are contributing to the game.

In some games, the group of characters will be much more independent and diverse.
This is common in Noble House Games, where different branches of the family have their
own aspirations (such as Arya's and Sansa’s individual pursuits in King’s Lancling), and
especially true in Game of Thrones style campaigns.

W@hat belps define the character?

You should decide on the character’s lineage, age, gender, and legitimacy; you should
also determine a broad archetype for his or her personality, and develop a rough outline of
the character’s regional and social background. Conversely, it is equally important that a
character have room to grow beyond your initial concept. A character that you have spent hours
perfecting and detailing may quickly become stagnant and uninteresting once play l)egins. A
good character outline usually focuses on one or two main personality traits and leaves plenty
of room for you to explore and develop the character into a fully rounded personality over time.
Although the starting archetype should be an integral part of the character, it should not rule
all of his or her actions. At some point during the game, your pacifistic septon may be driven to
an act of vengeance, or your angst-ridden exiled l(night may finally discover a cause in which to
believe. As long as these developments proceed naturally from events in the game, they should

be a welcome part of the role-playing experience.
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You have the freedom to name your character as you see fit, but the GM may have some

ideas for character names that fit a particular setting. Many traditional, or stereotypical, fantasy
names don'’t fit well with Westeros naming conventions.

Characters from the Seven Kingdoms, the Free Cities, and even the unknown East have
a wide variety of names. Common names. Evocative names. Strange names. Names that scem
archaic, and names that are only a letter or two off from being entircly familiar. Players should
strive to come up with names that evoke the medieval feeling of Westeros to enhance, rather
than break, the atmosphere.

The custom in the feudal society of the Seven Kingcloms is that commoners, peasants,
and smallfolk only have personal names, and it is the province of nobles and highborn to
keep family names. Bastards, however, may not take a noble house’s name, but take common
surnames based on the land of their origin, such as “Snow” in the North (see page 46 for a
list of bastard surnames by region). Characters from the Free Cities follow a varicty of name
conventions, with cither a single personal name, a name and surname, or even more. Dothraki
use a singlc name, often a derivative of their father’s name, and the naming customs of other
folk of the eastern lands varies lJy region, culture, and likely, l)y village.

T |
dlersonal Names

There are many types of personal (first) names in “A Song of Ice and Fire.” Some of

the names used (Jon, Brandon, Robert, Mya, Beth, ctc.) are common enough to most modern
readers. Others like Jaime, Desmond, Stannis, Garth, Nestor, etc. are uncommon, but still
familiar. Some first names are often thought of as surnames or place names, such as Preston
or Stafford. Others are historical in origin, or spelled uncommonly, such as Joffrey, Catelyn,

Lysa, Willem, Martyn, or Petyr; another option is to substitute, add, or drop a letter, such as
Rickard, Marq, Eddard, Walder, Robb, Robett, Raymun, Lancel, etc.

Others, such as the Dothraki names or the folk of the Free Cities, are quite forcign
(Xalabar Xho, Syrio Forel, Drogo, etc.). Men in the Nine Free Cities often have names
that end with “-o” while women there often have names that end with “a” (as is common in
Westeros), “ah,” “eh,” or “ei.” They do seem to follow certain grammatical constructions that
are somewhat familiar to us, however; for example, the “io” at the end of Syrio’s name seems
Latin in origin, while the names of the Dothraki seem alternately Mongol or Turkish. Names
are drawn from a variety of sources, mixing them and twisting them to create a realistic tapestry

of characters with suitably evocative and believable names.

Some good methods for finding character first names include searching name
dictionaries. Names coming from Anglo-Saxon, Celtic, English, French, German, Scottish,
or Teutonic sources are a good place to start. Another trick for coming up with new names that
seem familiar is to take pieces of two names and combine them in a new fashion: Redmond
and Corwin becomes Cormond or Redwin.

:ri- 4!/| ji%/

Llamily Names

There are four different ethnic lines of family names in Westeros. By now, the groups

are heavily intcrminglecl so there is some blurring, but the most common names are Andal
in origin. The older names of the First Men stand out because they are short and descriptive:
Stark, Flint, Tallhart, and Glover. Rhoynisll names, seen most often in Dorne, are more
longer and more complex, like Allyrion, Santagar, and Qorgyle. Finally, names like Baratheon,
Targaryen, and Velaryon derive from High Valyrian.

The choice of a family name for a highborn character can depend greatly on the style
of game the GM is running, For example, in a noble house game where all the characters are
from a single house, it would be appropriate for the character to all have the same surname.
If some of the characters are from a different house, they will probably carry the surname of
a banner house.

If the GM is running a Night's Watch campaign sct on the Wall, few of the black
brothers will have surnames, unless they were highborn who took the black. Most of the
baseborn in the Night's Watch have only a smgle name, and many take (or are given) a
nickname rather than use their real name.

Since family is of central importance to the folk of the Seven Kingdoms, 10 new
family names are presented here. Players wishing to have family names should consult with -
the GM to determine what their options are, and should work with them to cither find a
house mentioned in the setting, or to determine a new house and family name. Occasionally,
commoners in the larger cities and towns bear family names, an occurrence when tliey
are from cadet branches of noble houses (such as those founded by children without
inheritances). Instead of titles or land, the family keeps the name as a show of status, to
distinguish themselves from common folk.

Those who hail from the Free Cities, however, use surnames commonly, and are
encouraged to pick a family name (often originating from High Valyrian).

Lords and Sers

A knight's title, “ser,” attaches to his given name, not his house name.
Thus, “Ser llyn" would be proper. One could also say “Payne,” or “Ser llyn
Payne,” but not simply “Ser Payne.”

The rules for lords are different, as the title, “lord” can be paired
with cither a man’s given name or his house name. “Lord Stark” and “Lord

Eddard” are both correct.

Dothraki Names

Dothraki do not use surnames. Instead, a warrior refers to himself as “son of” if his
father is noteworthy, but never refers to his mother in this fashion. Women in Dothraki society
are rarcly treated as more than slaves or servants, and thus do not carry the honour of their
fathers” names. Though the view of Vaes Dothrak in 4 Game of Thrones does not present
any women of fame or stature, there are undoubtedly female warriors who defy the Dothraki
custom and take up arms like men. These women are likely viewed equally as strange as their
counterparts are in the Seven Kingdoms.
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Bastard Names

It is customary in the Seven Kingdoms, by royal decrec, for bastard children to take a
name based upon the region in which they are born. These are as follows: Flowers (the Reach),
Hill (the Westerlands), Pyke (the Iron Islands), Rivers (the Riverlands), Sand (Dorne), Snow
(the North), Stone (the Vale), Storm (the Stormlands), and Waters (Dragonstone and King's
Landing). Bastardy and its effect on characters is discussed on page 198,

Legitimising Bastards
Bastards can be legitimised by royal decree, such as when Acgon
IV legitimised his bastards upon his deathbed. His bastard son Dacmon,

likely known as Daemon Waters previously, took the name Blackfyre after
receiving the Targaryen sword of the same name.

iNicknames and Epithets

Characters are often distinguished by colourful nicknames, such as Bronze Yohn Royce;
Jon Umber, called the Greatjon; Jon Umber, called the Smalljon; Tyrion Lannister, the Imp;
Petyr Baclish, known as Littlefinger; or Euron Creyioy, called Crow’s Eye. Sometimes these
epithets are testimony to an aspect of the character, as is the case with “the Mountain That
Rides,” Ser Cregor Clegane, Ser Jaime Lannister “the Kingslayer,” or Ser Barristan “the
Bold.” These nicknames can have more significance than their bearer’s real name, like Lady
Tyrell’s title as “the Queen of Thorns,” or Ser Doran Martell’s infamous moniker, “the Red
Viper.” A character can also append information about their home to their name, such s the

unfortunate Ser Hugh of the Vale.

Nicknames can even replace real names, such as the unofficial custom at the Wall, where
l)elligercnt trainers often dub raw recruits with unﬂattering nicknames like Toad, Pimple, and
Aurochs. Their fellow recruits may remember the nicknames better than the real names, and
the unfortunate souls have to live under cruel epithets until they can otherwise distinguish
themselves.

As in life, a nickname is something a character should carn in the course of play, not
choose for him or herself. It should reflect how he or she is viewed in the world. The GM
might award a character a nickname during the course of play, perhaps as a manifestation of

his or her Reputation (see page 187).

Quick Start Character Creation

Anxious to put a character together and geta feel for the system as soon

= “ 4 as possible? The fastest way is to take a few of the NPCs from Chapter 16, such

as Cregor or the Hound, and try to use them instead of the characters in the

example of combat (Chapter 12).

To make your own character, the quickest way is to take one of the
pregencrated character samples, or templates, in Chapter 16 (page 459). The
GM should let you choose a sample character of the appropriate Level to the
adventure.

A sample character is almost all set to go. Each has a Background, House
Affiliation, Class, Skills, Feats, and basic equipment, although they are fairly

bland and thus easy to customise.

by )y )y
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Don’t forget the Character

Generating a character forces players to think about numbers, making
choices about how to select Feats, assign Skills, and so on. These define
the character in relation to others, and provide quantified information
about a character’s capabilitics. George R. R. Martin didn't define his
characters by their character sheets, however, and neither should players.
A character should be more than a list of values and abilities. Players
should try to imbue their characters with a personality, and let the numbers

be secondary to the role—playing. Tyrion, for example, is all personality.
None of the numbers on his character sheet can evoke his combination of
resourcefulness, sly cunning, and boundless sarcasm ... yet he is one of the
story's most popular characters.

Consider three other main characters from the novels: Bran, Arya,
and Sansa Stark. All are children, and in terms of game mechanics they
aren't that different. In the story, though, are they the same? Each is defined
by his or her unique personality, a factor which isn't a part of the character
sheet. A reader would never mistake Arya for Sansa, nor should a player in
a game be confused by whom he or she is dealing with — even if their game
values were identical.

For another example, Eddard Stark is a courageous fighter (defeating
Ser Arthur Dayne in single combat), and an excellent tactician (helping
Robert Baratheon put down Balon Greyjoy’s rebellion). Yet these are lesser
components of the man. Eddard is known for: his coldness to outsiders,
his forthrightaess, his love of his family, his inflexible honour, and his rigid
code of fairness (which dooms him in the end). That is real role-playing,
making decisions because they're what the character would do, regardless of
whether they're right or wrong. Personality should guide the character, not
the numbers.

Ultimately, the “role-playing” is more important than the “game” in
a role-playing game, and paying greater attention to the personality than to
the game values can create evocative, enjoyable characters, as rich as those

from the novels.

To customise them consider:

* Changing the Background (will modify the bonuses under Other) or
House Affiliation (may modify Feats and Social Status).

* Spending the character’s Influence Points on allies and organisations

that are relevant to the character.

. Creating new Ability Scores (although this will change many of the

Skill bonuses, Save Modifiers, and many combat bonuses).

. Adding Defects. Most of the sample characters have no Defects, or
at most | or 2. Adding Defects will give you Bonus Points that you can use to
acquire new Feats and Skills.

* Personalising the equipment. Chapter 11 has a full assortment of
cquipment that you can use to arm, dress, and indulge your character.
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Hbility Scores

A character’s core, base abilities are determined by six values
known as Ability Scores. These values describe the character’s innate,
natural aptitude at interacting with the world. The six Ability Scores are:

* Strength (Str)

* Dexterity (Dex)

¢ Constitution (Con)
* Intelligence (Int)

¢ Wisdom (Wis)

¢ Charisma (Cha)

Example: Khal Drogo is a hu]king warrior, who engages in battle constantly; his
Strength is 18. Ser ]aime Lannister is an agile fighter; his Dexterity is 17. Sandor Clegane is
built like a bull; he has a Constitution of 16. Varys “the Spider” is one of the trickiest players
in the kingdom; his Intelligence is 17. Lord Tywin Lannister is a shrewd commander and
politician; his Wisdom is 17. Queen Cersei Baratheon can be extremely charming when she
wants to be; her Charisma is 17.
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blllty Score
Range

The values of these abilities range from 0 to infinity, with a

normal human range from 3 to 18. The normal human maximum is

23, but animals or supernatural creatures may have higher ratings. It

is possible for a creature to have a score of “none.” A score of “none”

is not the same as a score of “0” — it means that the creature does not

possess the ability at all. The Modifier for a score of “none” is +0. A
character's Ability Score can never drop below 0.

Llero Rating

Str 0 means that the character has no Strength at all. He or she lies helpless on the ground.
Dex 0 means that the character is paralysed. He or she is motionless and helpless.

Con 0 means that the character is dead.

Int 0 means that the character cannot think and is in a coma-like stupor, helpless.

Wis 0 means that the character is withdrawn in a deep sleep filled with nightmares, helpless.
Cha 0 means that the character is withdrawn into a catatonic, coma-like stupor, helpless.

ABILITY SCORES
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stablishing Hbility Scores

Ability Scores for starting characters range from 3 (infant) to 18 (extremely capable).

DEsIGNER’s NOTE:
CHANGES TO ABILITY SCORES

Strength and Dexterity are handled slightly differently in 4
Game of Thrones d20 when compared to standard d2o fantasy

The standard method for generating the character’s six Ability Scores is called Point Buy.
The character’s Ability Scores start at 8. You have 25 Points to customise your

Abilities. Abilities can be raised up to 14 at a Horl cost, 15 or 16 at 2-for-], and 17 or 18 at

3forl. A starting character can lower an Ability below 8 on a Ior-] basis, but cannot raise an

Ability Score above I8 (without using a Feat).

games, due to changes in the combat mechanics. Strength no longer
provides a bonus to hit in melee combat because armour provides
Damage Reduction [Armour Rating]. Dexterity no longer provides a

: bonus to hit with ranged weapons, in order to ensure Dexterity is not
l . cps overpowered compared to the other Abilities.
lﬁcll bility Modifiers

Each Ability has a Modifier that is the number you add to or subtract from the die roll
when your character tries to accomplish something related to that Ability. A positive Modifier

A number of Feats can be taken to enhance combat based on
various Ability Scores (see Feats, Chapter 8).

Intelligence does not give a character bonus languages.
Constitution is the basis for a calculated value called Shock Value,
but no longer effects Concentration checks [the Skill is removed
from AGOT dao). While Wisdom may initially seem underpowered

is called a bonus, and a negative Modifier is called a penalty.

Cable 3-1: Ability Score Costs

ABILITY SCORE Por Cost compared to the other Ability Scores, it most often influences
Less than 8 -1 per Point Legendary Feats.

8 0
9 1 5
10 2
1l 3 b
12 4 :ll‘é
13 5 PP __.._‘
; ; of Ability Scores &
15 8
I 10 Strength
17 13 Strength is a measure of the character’s physical power. Strength provides a Modifier to:
18 16

o Damage rolls in melee or unarmed combat, and with thrown weapons. See page 251
* Strength-based Skill checks.

Hiternate Hbility Score Generation * Strength checks.

Some GMs prefer to have their players randomly determine their
| Ability Scores. In this case, cach player should roll 446, remove the lowest

Any creature that can physically manipulate other objects has at least | Point of Strength.

A character with no Strcngth score can't exert force, usually because it has no Physical l)ody or

4 Points to spend on his or her Ability Scores, using the same costs as on §
. Table 31. Dexterity
® Low-Powerecl game (or children) 18 Poims Dcxtcrity is a measure of the character’s hand{ye co—orclination, agility, reﬂcxcs, and
(] Averagc.Powered game 25 Points balance. DCXtCl‘lt)’ PI'OVidCS MOCllfiCl‘S to:
- “ * High-powered game 28 Points * The character’s Armour Class (sce page 249).
G ¢ Very high-powered game 32 Points * Initiative rolls.
* Reflex Saving Throws.
* Dexterity-based Skill checks.
* Dexterity checks.
%
3 ABILITY SCORES
j PG e

result, and add the three highest dice. The player should do this six times,

and assign the values to the Ability Scores as he or she desires.

Alternatively, the GM might simply give the player more or fewer

because it doesn’t move. Such a creature automatically fails Strcngth checks.

Note: since armour is handled differently in A4 Game of Thrones 420 than in other
d20 fantasy games, Strength provides a +0 Modifier to melee attack rolls, regardless of the
character’s Stréngth rating (unless the character takes the Brute Feat, page 175).
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Cable 3-2: Hbility Score Value Descriptions

ABILITY
Score Mobirier DescriptioN (EFFECT ON CHARACTER AND GAME PrAY)

| - Incapacitated

23 4 Disabled (or infant). A character with this Ability Score is noticcably damaged, whether at birth or from injury. He or she may be the object of scorn
and derision, disinherited, or hidden away. Conversely, such a character’s achievements in other areas may be all the more wcll-regarcled. Still, hardly a day
will pass in which this very low Ability Score will not seriously inconvenience the character and hamper his or her progress.

Deficient (or child). Players should expect low Ability Scores at this level to affect their characters regularly in play, and other characters will definitely notice
the deficiency when interacting with them. There may be “talk” in social circles about the problem. However, this value may be appropriate for a young child.
Example — Constitution: Without horse or palanquin, Kardaines aging father had no hope of reaching the keep’s walls before curfew fell. Already he
Leaned heavily on his walking staff, and his pace had slowed to crawl since hed fallen behind the caravan the day before.

Notably weak (or youth). Abilities in this range will affect Skills based on them in an obvious way and may be noticed by other characters, especially in
contrast to more able peers. However, this value may be appropriate for an older child.

Example — Wisdom: Ser Ran felt sorry for his companion, Mirian, for she was unlikely to be promoted to a captaincy. Though she was of noble birth,
an able swordswoman, and a charismatic leader, her ill-considered comments had harmed the morale of her company on more than one occasion.

Below average (or young adult). Training in specific skills may overcome this slightly lower Ability Score. This value is not uncommon for a character
who is nearly a grown man or woman.

Example — Charisma: Ser Sebastian hoped Eileen would be impressed with his skill in the hunt, since he knew her other suitors would be more
handsome and better schooled in the social graces than he.

Adult human average. The character is not noted for this Ability, nor is he or she notal)ly deficient in it.

Example— Inte/ligence:/]s a child, Laurel had longed to sit at the table with the young apprentice maesters, but while their talk  filled her imagination
with pictures of far lands and strange philosophies, she could not fathom the discipline it would take to converse with them as equals.

Above average. The character’s Ability enhances his or her related Skills, but is not seen as unusual.
Example — Strength: The party knew that with Laurel’s help, the firewood could be quickly gathered and they could settle into camp before nightfall.
Notable. The Ability has a moderate character or game effect.

Example — Dexterity: Though in the end the tourney was taken by Lord Fossaways experience, Ser Ran Tyrells horsemanship and agility saved him
from any serious injury, and several admirers came away from the joust wondering at the background and training of the quick young knight.

Highly capable. Even a young character with an Ability score at this level will have been noticed by his or her peers and perhaps by wider society. Other
characters may expect that he or she has training in Skills guidcd by this Ability, and it may be difficult for the character to avoid bcing stercotyped. This
Ability will be apparent in almost any activity the character undertakes.

Example — Charisma: %ougb he would have ]Jr(y%rred to be complimented for his position and achievements, septon Kardaine was still remembered
in his home village as the beautiful and charming young novice, and, to bis embarrassment, whenever he visited the Sept the old women there couldn’t
help showing him off and remarking how theyd known what a handsome man hed become.

Oiitstanding (best among normal folk). The character cannot help but be known to excel in this regard.

Example — Intelligence: “Too clever by half, that Heldan,” growled old Griz. “How was I to know he had that paper decoded afore he ever talked to

»

me? Caught out the lie Morrod put me up to straight away, like. Guard your tongue around that one, I say. Safest not to give him nothin’

Extraordinary (best in the region). This fantastic Ability is practically impossible to hide. Muscled physique, quickness, stamina, msnght, serenity, or beauty

might give it away in a chance meeting, and a character with such a statistic will have a reputation for his or her potential in this arca, if not yet for any specific
Skill. A person such as this would come to the attention of the best tutors, the highest noble sponsors, and, perhaps, the most jealous rivals.

Example — Constitution: Though many years had passed, Jenna was still the talk around the Twins when other news got stale. It had been a mystery
how she survived the end of winter with her kinfolk dead around her, poor lass, but no one dared pity her now, or risk the wrath of her six-foot frame.

Best in the kingdom (maximum human potential).

Example — Strength: After his performance in the joust, the fame of the anonymous hedge knight and his emblem, a burning rook, spread quickly
through the lists. Several younger knights joked nervously about drinking hard enough tonight to have to withdraw on the morrow. “Hed withstand
the Mountain that Rides,” one said, exaggerating, but no one laughed.

24-25 +7 Beyond human achievement
26+  +8 (and up) Legendary ability
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Any creature that can move has at least | Point of Dexterity. A creature with no
Dexterity score can't move, but if it can act, it applies its Intelligence Modifier to Initiative
checks instead of a Dexterity Modifier. A creature with no Dexterity fails all Reflex Saves and
Dexterity checks.

Note: to balance the changes with Strength, Dexterity does not automatically add
a bonus to rangecl attack rolls as it does in other d20 fantasy games; Dexterity provides a
+( Modifier to ranged attack rolls, regardless of the character’s Dexterity rating (unless the
character takes the Finesse Feat, page 177).

Constitution

Constitution determines your character's health and stamina. Constitution provides

Modifiers to:

* Hit Points carned per Level (though the value can never be reduced below | - a character
always gains at least | Hit Point per Level).

* Shock Value — a character’s Shock Value is equal to one-half his or her Constitution
(round down, minimum of 1). See page 255.

* Fortitude Saving Throws.

o Constitution-based Skill checks.

o Constitution checks.

Any living creature has at least | Point of Constitution. A creature with no Constitution
has no body or no metabolism. It is immune to any effect that requires a Fortitude Save unless
the effect works on objects.

Intelligence

Intelligence is a measure of the character’s reason and ability to learn. Intelligence
provides Modifiers to:

* The number of Skill Points gained at each Level (though the value can never be reduced
below | — a character always gains at least | Skill Point per Level).
* Intelligence-based Skill checks.

¢ Intelligence checks.

Any creature that can think, learn, or remember has at least | Point of Intelligence. A
creature with no lntelligence score acts purely on instinct. It automatically fails lntelligence

checks.

Note: Unlike standard d20 fantasy games, lntelligence does not indicate how many
languages a character speaks. A character only speaks a single tongue (usually the Common
Tongue, High Valyrian, bastard Valyrian, Dothraki, etc.) unless he or she spends Skill Points
on the Speak Languages Skill (page 159).

{@isdom

Wisdom is a reflection of the character’s willpower, common sense, intuition,
perception, and life experience. Wisdom provides Modifiers to:

ol Will Saving Throws.

o Wisdom-based Skill checks.
¢ Wisdom checks.
Any creature that can perceive its environment in any fashion has at least | Point of

Wisdom. Anything without a Wisdom score is an object, not a creature. Additionally, anything
without 2 Wisdom score also has no Charisma score, and vice versa.

ABILITY SCORES
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Charisma

Charisma describes the characters strength of persuasion, personality, and the
character's appearance. Charisma provides Modifiers to:

* Influence Points carned per Level (though the value can never be reduced below | — a
character always gains at least one Influence Point per Level, see page 98).
¢ Charisma-based Skill checks.

¢ Charisma checks.

Any creature capable of telling the difference between itsclf and things that are not itself
has at least | Point of Charisma.

btldren in {esteros

Children in Westeros tend to grow up very quickly, maturing into their duties and
responsibilities at an carly age. Children of both sexes are considered to have reached
adulthood at 16 years, but girls can be betrothed as early as 11. Boys may become squires at
age 10 or 11, and some are even knighted by their 15th year. Students at the Citadel may begin
their studies as carly as age 9. When the story of the Starks l)cgins, their ages are: Robb 14,
Jon 14, Sansa 11, Arya 9, Bran 7, and Rickon 3. Child characters present new opportunities
and challenges to role-players. Physically and socially, they tend to be at a disadvantage — and

many freedoms are denied them until they reach “adulthood.”

See Table 3-3: Age Adjustments for a list of Modifiers based on your character’s age. As
he or she gets older, you should adjust these Modifiers accordingly (Table 34). Although children
have a few benefits due to youth and innocuousness, overall they are weaker than adults. The Skill
Adjustments are bonuses to Skill checks, not an actual increase in Skill Rank.

Example: Matt creates Sebastian created as 2 Man-at-arms with Str 16, Dex 12, Con
15, Int 12, Wis 10, and Cha 9. If he was playing Sebastian at age 8, Matt would look at Table
3-3: Age Adjustments, and use the Young Child 7-8 Age Category. Matt would apply the
Ability Adjustments: -4 Str, +2 Dex, -3 Con, and +2 Cha, for total values of Str 12, Dex 14,
Con 12, Int 12, Wis 10, and Cha I1. He would also give Sebastian the Skill Adjustments +6
Hide, +2 Climb, and +] Bluff.

When Sebastian turns 9, he is now considered a Child, and uses the next Age Category.
Matt now looks at Table 3-4: Adjustments from Aging, and applies the Ability Adjustment +
Str, and the Skill Adjustments -2 Hide, +1 Bluff. Sebastian now has Str 13, Dex 14, Con 12,
[nt 12, Wis 10, and Cha 11, and his Skill Modifiers are +4 Hide, +2 Climb, and +2 Bluff.

Sebastian turns 12 and is now considered an Early Teen. The Modifiers are +I Str, -]
Dex, +] Con, and -l Cha, and -2 Hide. His Ahility Scores are now Str l‘l, Dex l3, Con l3, Int
12, Wis 10, and Cha 10, and his Skill Modifiers are +2 Hide, +2 Climb, +2 Bluff.

Sebastian turns 14 and is considered a Young Adult. The Modifiers are +1 Str, dl Dex,
+] Con, and - Cha, and -1 Hide, -1 Climb, -1 Bluff. His Ahility Scores are now Str 15, Dex 12,
Con 14, Int 12, Wis 10, and Cha 9, and his Skill Modifiers are +1 Hide, +1 Climb, +1 Bluff.

Finally, when Sebastian turns 16 he is considered an Adult, and undergoes the following
Modifiers: +1 Str, +1 Con, -1 Hide, - Climb, -I Bluff. His Ability Scores are Str 16, Dex 12,
Con 19, Int 12, Wis 10, and Cha 9, and his Skill Modifiers are +0 Hide, +0 Climb, +0 Bluff

- he has grown and matured, and lost the detriments and benefits of youth.

Of course, when Ser Sebastian passes his 35th year and enters Middle Age, he'll feel

the slow effects of age, and again experience Ability Score Adjustments.

For advice on how to play child characters, see page 272. Note: if using the ECL rules
for Social Status (page 41), child characters have a -1 ECL Modifier (minimum of ().
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Cable 3-3: Hge Hdjustments
AGE CATEGORY ABILITY ADJUSTMENTS (NET) SKILL ADJUSTMENTS

Very young (below 7) Discuss with the GM Discuss with the GM
Young Child 7-8 4 Str, +2 Dex, -3 Con, +2 Cha +6 Hide, +2 Climb, +] Bluff*
Child 9-11 -3 Str,+2 Dex, -3 Con, +2 Cha +4 Hide, +2 Climb, +2 Bluff*
Early teen 1213 -2 Str, +] Dex, -2 Con, +] Cha +2 Hide, +2 Climb, +2 Bluff*
Young adult [4-15 -1 Str, -1 Con +| Hide, +1 Climb, +1 Bluff*
Adult 16-34 Normal Normal
Middle Age 3552 -1 Str, - Dex, -l Con, +1 Int, +] Wis, +] Cha None
(0L Age 33-69 -3 Str, -3 Dex, -3 Con, +2 Int, +2 Wis, +2 Cha None
Venerable 70+ -6 Str, -6 Dex, -6 Con, +3 [nt, +3 Wis, +3 Cha None
* Children can be very good at Jeceiving adults when the adults are distracted, inattentive, or cngrosscd in other matters. Like servants and pets, children are quite often treated
as if they arc invisible. If an adult has reason to suspect a child of mischief or has full attention upon the child, these Bluff bonuses should not be counted.
Note: Characters who are age Il or younger are not very physically mature. They move about two-thirds as fast as adults (base speed 20 fect per round), and cannot use large
shields, or two-handed weapons, though they may wicld one-handed weapons with both hands (GMs might allow exceptions to characters with a particularly high Strength).

Cable 3-4: Hdjustments from Hging
AcE CATEGORY ABILITY ADJUSTMENTS SKILL ADJUSTMENTS
Child 911 +] Str -2 Hide, +1 Bluff*
Early teen 1213 +] Str, -1 Dex, +] Con, -] Cha -2 Hide
Young adult 1413 +] Str, -1 Dex, +] Con, -] Cha -1 Hide, -1 Climb, -1 Bluff*
Adult 16-34 +] Str, +] Con -1 Hide, -1 Climb, -1 Bluff*
Middle Age 35-32 -1 Str, -1 Dex, -1 Con, +1 [nt, +] Wis, +] Cha None
Old Age 5369 -2 Str, -2 Dex, -2 Con, +1 Int, +] Wis, +] Cha None
Venerable 70+ -3 Str, -3 Dex, -3 Con, +1 Int, +1 Wis, +] Cha None

% Summary of Cbﬁptﬂ’ 3

Drs IGN ER’S N OTE: ¢ Strength does not provide a bonus to hit in melee combat.
AGE AND SIZE IN AGOT pao * Dexterity does not provide a bonus to hit in ranged combat.

Most characters use the Age Category Modifiers normally, * Constitution determines a character’s Shock Value (equal to half Con,
although they are a simplification of the real world. It’s not hard to round down). There is no Concentration Skill in AGOT d20.

find a boy who might be a bit tall and strong for his age, while girls * lntel]igence does not give a character bonus languages.

on average are shorter, yet develop faster. Similarly, an 8-year-old ¢ Charisma modifies a character’s Influence Points per Level. There is no

gitl with a Strength of 14 seems peculiar, even if she’ll grow into an 18 “Turning Abi]ity” in AGOT d20.
Strength at adulthood; GMs may further modify the charts to better

reflect “real life,” but they should be careful not to ruin a player’s

. Ability Scores are determined with the Point Buy system. Players have 25
Points, values start at 8, Abilities can be raised up to 14 (for-l cost), 15-
16 (2Hor-1), and up to 2 maximum of 1718 (3-for-1). A starting character

A dwarf (see page 200] tends to be small and feeble for his or her i e Ability below 8 (Ifor-] basis).

character concept.

age, and is normally no taller than an 11-year-old child. A character

* Age Categories include Modifiers for playing children. Ability Scores

with giant’s blood (page 168), however, tends to be abnormally large il

for his or her age. See the Size Chart (page 249) for more details.
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ckground

The Seven Kingdoms of Westeros are home to myriad

peoples, whether hailing from the harsh north, the bleak Iron Islands,

the bustle of King’s Landing, or even the lush riverlands. The lands
across the narrow sea are home to even more exotic cultures, such as
the Dothraki, the Tyroshi, and the Braavosi. [n 4 Game of Thrones d20,
your character’s Background determines where and how he or she was brought
up. Background encompasses both r'cgional and cultural differences; a character may
only select a single Background. If your character is of mixed hcritage — for example, the

2 daughtcr Of a Dornish 101‘(‘1 and a Northern lady — you must decide where thC character was

raised. It is, of course, possib]e to be influenced by both sides of a mixed heritage where the

blood is very strong (see House Affliation, Chapter 5, page ).

Your character’s Background provides certain regional benefits, learned as he or she
grew up. [t can also help determine your character’s personality, for similar people often have
common traits, attitudes, and beliefs. You should not feel your Background choice forces
you to play a stercotype; the Background descriptions are expressed in broad strokes, and
not intended to apply to every person in a region. For example, while Sansa was raised in the
North, she certainly acts more like a southron noble than any of her siblings do (a player

BACKGROUNDS

PAGE 54 —

could even play a character like Sansa with the Background King’s
Landing, and the House Affiliation Stark).

As you consider your character’s Background, you may also
wish to think about what House Affiliation and Class you want to
play. Certain Backgrounds lend themselves to particular House

Affiliations and Classes, such as a Northern Man-at-arms from
House Stark, or an Iron Islands Raider from House Greyjoy. More
exotic Backgrounds, such as the Dothraki and Free Cities presented
in this book, may not work as well in your group’s campaign. You
should remember to check with your GM to see if any Backgrounds
are restricted.

ackground Descriptions

Of the 12 Backgrounds PI’CSCIHCCI, 10 are based in WCStCl'OS and two are from the East.

w ¢steros

DorNE: The Dornish are a fierce people with skin burned dark by the sun, who live in
the cities and towns of the southron deserts. Rhoynish blood still flows strong in this region,

the most removcd Of the chen Kingdoms.




[ [t [

THE IRON ISLANDS: The [ronmen ply the ocean on swift longships, raiding and pillaging
in the name of their Drowned God. Their only true occupation is war.

KiNG's LANDING: The site of Acgon the Conqueror's landing and the royal throne of
the Seven Kingdoms, this is one of the world’s most bustling citics. The people of King's
Landing ate savvy, jaded, and ambitious — in other words, born rulers.

THE NorTH: The Northerners are a tough and hardy people who are used to the cruelty
of winter. The blood of the First Men runs strong in the North; its people maintain the ancient
ways, Worshipping the old gods and their weirwoods.

THE ReacH: The southron lords dwell in the brightest gardens of the Seven Kingdoms,
and maintain the purest heart of chivalry. Knights, tourneys, and romance overflow the cups

of the people of the Reach.

THE RivERLANDS: The peoplc of the Trident and Gods Eye bridge the Seven Kingdoms,
both with their waterways and their political alliances to both the North and the South.

THE STORMLANDS: This rugged coast is known not for wealth, but rather as a fertile
ground for kings. The Andal men and women who live here have long struggled against Dorne,
and in myth against the gods themselves.

THE VALE OF ARRYN: The Vale is home to a people of one of the purest lines of Andal
blood. They have developed a high respect for peace, hospitality, and courtesy, yet are also
famed for their honour and skill at arms.

THE WESTERLANDS: The Westermen are descended from Andal advennturers, who built
a kingdom upon the goldmines of Casterly Rock.

TrE WiLp: Both rough men from beyond the Wall and the cruel clansmen who make
their homes in the Mountains of the Moon are considered to hail from the Wild, outside of
the Seven Kingdoms. Civilised Westerosi call them hy the same name (“wildlings"), although
these are two different peoples, with distinct histories and cultures. While those who claim
the Wild as home are a brutal, uncivilised people, they believe strongly in personal freedom,

respecting strength in both mind and body equally.

[© 5e)
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THE DotHrAKI SEA: The horselords of the East are fierce, nomadic warriors with
copper skin and dark, almond eyes. Considered savages hy the people of Westeros, they have

deeply tooted traditions that give structure to their chaotic lives.

THE Free Cries: The Nine Free Cities are a wild crossroads between Westeros and
the kingdoms to the East. They include Pentos, Braavos, Lys, Qohor, Norvos, Myr, Tyrosh,
Volantis, and Lorath. All manner of men and women can be found in the Free Cities, including
mercenaries, water dancers, merchant lords, and followers of the Lord of Light.

® E‘l,
By ackground
Characteristics

Each Background has a description of the region, the people who dwell there, and

the specific geography it encompasses. While the average person may never leave his or her
home region, many people do travel far and frequently in the Seven Kingdoms — at least
where nobility and fortune-seckers are concerned. They in turn bring new ideas to distant
lands. The following are guidelines to help you define your character, but can be modified as
appropriate.

[a-]

— CHAPTER 4

BACKGROUNDS
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Tilouses

This section provides a listing of the great houses, and many of the prominent minor
houses, found within the region. See Chapter 5, House Affiliations, for more details (page

74).

NCegional Benefits

Backgrounds provide benefits based on the character’s home region and uphringing.

Regional benefits may be bonuses to Saving Throws, Favoured Skills, or other spccific
Abilities.

favoured Skill

Always treat this Skill as a Class Skill, unless the Class you select at st Level already
considers it such, in which case you gain a +2 bonus to all relevant Skill checks. Obviously
not everyone from the region necessarily knows the Skill, but the common familiarity of it
makes it easier to learn. :

Restrictions

A few Backgrounds have inherent restrictions to lcarning certain Skills, in addition to

the benefits provided.
Regional feats

This section provides a listing of Feats available to characters who hail from the region.
Any of these Feats may be chosen as a Background Feat (pagc 166), however the character
must mect all prerequisites.

Unknown Background (6M Option)

Sometimes all you know is where a character is not from. For
example, Bronn, Shae, or Yoren could be from any part of Westeros except
the Iron Islands or Dorne. Many characters don't flaunt their past openly,
preferring it to remain closed and hidden. In these cases, such as with certain
characters from the novels, simply assign them Unknown Background.

Characters with Unknown Background should be assigned one
Favoured Skill, and several small, but relevant bonuses. Examples include:
+2 to one Skill or +1 to two Skills; +] to one Save in specific circumstances;
act as a prerequisite to certain appropriate Background Feats.

Unknown Background should only be used by GMs for NPGs. As

further information about characters is revealed, their character sheets will

be modified to reflect this.
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“In Dorne of old before we married Daeron, it was said
that all flowers bow before the sun. Should the roses seek
to hinder me I'll gladly trample them underfoot.”

— Oberyn Martell, A Storm of Swords

The southernmost kingdom of Westeros, Dorne is a desert land of red mountains and
warm winds. lts princes rule from the mountains, the desert, and the sea, following 1,000 years
of Rhoynish tradition and rule. Until Princess Nymeria and the Rhoynar crossed the sea, it was
populated by the descendants of the Andals and First Men, who fought bloody wars
all across its lands. Nymeria married into the Dornish nobility, and their family
attained supremacy over the rest of Dorne.

The people of Dorne are fiercely independent, but loyal to their
rulers; it was the only land to escape the wrath of Aegon the Conqueror
and his dragons. Dacron I, the Young Dragon, eventually conquered
Dorne, but was unable to hold it as the treachery of its lords soon led to
rebellion and independence. Dorne ultimately won peace with the Targaryen
kings through marriage and treaty rather than war. It was the last of the Seven
Kingdoms to fall under Targaryen rule.

i8]

ands

The lands of Dorne are as diverse as its people: from the Red Mountains in the west and
north, to the inland desert and river vales, to the coasts of the Sea of Dorne and the Summer
Sea. Al regions of Dorne are almost universally harsh, giving birth to a hardy, determined
people who know how to survive. Lack of food and water, the threat of stinging scorpions and
vipers, and the natural dangers of the land itself conspire against those who live in Dorne, but
somehow they have always found a way to endure — and even thrive.

The vast majority of Dorne is a dusty land of small deserts and dry river valleys. This
region is the southernmost part of Westeros, reaching out into the ocean from the mountains
that separate it from the rest of the Seven Kingdoms. Water is scarce in this land, and most
of its inhabitants live near the low-running rivers and canyons that cut into the dry terrain. The
Brimstone runs south into the sea, while the Vaith and Scourgc meet in the eastern mountains
to form the Greenblood. This river runs to the sea in the east, just south of the stronghold of
Sunspear. The Sea of Dorne separates this dry land from the rainwood and Storm’s End, a
long-time enemy of the princes of Dorne. The last outposts of Dorne include Starfall, a castle
that guards the pass to the western arm of the Reach, and Yronwood, as a final defence against
invaders coming down the Boneway.

North of the strongholds of Starfall and Yronwood are the mountains that both protect
and isolate Dorne from their northern neighbours. These lands are populated by a tough and
hearty breed of Dornishman, warriors who have led the vanguard in almost every Dornish
assault on Storm’s End or the castles of the Reach. Since Dorne has become one of the
Seven Kingdoms, the large battles of the past have largely been left behind, but the Dornish
mountain folk have not been quict. They still occasionally raid the lands of the Reach, ensuring
that the old wounds between the two lands never heal.

North and east of these mountains stretch the vast Dornish Marches. The castles of
Blackhaven and Nightsong stand outside these lands, marking the last stops before a traveller
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must pass through the Boneway or the Prince’s Pass to reach the desert lands of Dorne.
Dornishmen heading north often take the Boneway up to the ruins of Summerhall, where they
turn east and intersect with the kingsroad in order to hypass the lands of the Reach.

i@eople

The people of Dorne are scattered all across its lands. King Dacron | once observed

that there were three types of Dornishmen, and those divisions are still present in the region

to this day.

The salty Dornishmen live along the coasts, mainly along the Broken Arm region where

the red mountains stretch out into the Sea of Dorne. These Dornishmen are lithe

and dark, with smooth olive skin and long black hair. They are fishermen and

sailors, hard men who sail the ships of the Dornish fleet. They wait cagerly
for the next opportunity to test their mettle against the steel and stone
of Storm’s End or the harrowing waves of Shipbreaker Bay. The salty
Dornishmen have the most Rhoynish blood — a fact that gives them a
sense of pride and a connection to their rulers in Sunspear.

Sandy Dornishmen live in the deserts and long river valleys of the
Dornish inland. Their skin is even darker than that of their salty brethren,

burned brown by the hot Dornish sun. Even in the heat of the desert, these
Dornishmen prefer to wear armour inlaid with copper. They often wear one or more copper
discs about their hody in tribute to the desert sun.

The stony Dornishmen live along the Boneway and in the Red Mountains that separate
the region from the rest of the Seven Kingdoms. They are the largest and fairest of the region’s
people, and have the least amount of Rhoynish blood. They keep the look and many of the
customs and traditions of the Andals and First Men from whom they are descended. Of all
the Dornishmen, the stony sort hold the least allegiance to the princes of Sunspear. They are
still loyal, however, and appreciate the protection given them by the Rhoynish princes against
their hated enemies to the north.

Great Pouse
Martell

Minor Douses

Allyrion, Blackmont, Dalt, Dayne, Fowler, Cargalen, Manwoody, Qorgyle, Santagar,
Toland, Uller, Wyl, Yronwood

i

RGegional Benefits

All characters from Dorne gain the following benefits:
Favoured Skill: Survival
+2 bonus on Ride checks.

+] bonus to attack rolls made from horseback. Dornish warriors are comfortable using
both spear and bow from the backs of their sand steeds.
+2 bonus on all Fortitude Saves to resist the effects of harsh climates. The Dornishmen

have grown accustomed to both the heat of the desert and the chill of the thin mountain air.

Characters from Dorne havc the option Of ChOOSiﬂg from the following Feats as one Of

their Background Feats: Able Body, Blood of the Rhoyne, Gold Breeder, or Stubborn.
Bl | Bl
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“You ought to see it when it blooms, all dark red flowers from horizon to
horizon, like a sea of blood. Come the dry season, and the world turns
the colour of old bronze. And this is only hranna, child. There are a
hundred kinds of grass out there, grasses as yellow as lemon and as dark
as indigo, blue grasses and orange grasses and grasses like rainbows.”

— Ser Jorah Mormont to Daenerys Targaryen, A Game of Thrones

P l_,

Sprawling through the heart of the Eastern continent is the Dothraki Sea, a vast plain
surrounding the peak known as the Mother of Mountains. Over two-dozen bands of Dothraki,
known as khalasars, call this dry sca their home. Each khalasar is ruled over by a king known as
a khal. The khal's chief wile, or queen, is known as a khaleesi; some khals also have other, lesser
wives.

This nomadic race of large copper-skinned warriors roams the plains on horseback, striking
out at neighbouring lands for food, wealth, and slaves. Larger cities have learned to either bribe or
fortify well in order to deal with the threat of these pillaging horsemen. Smaller communities have
little hope of defending themselves against these marauders, and regularly fall to the khalasars.

The Dothraki Sea is home to a hundred breeds of grasses and ﬂowering plants, painting

the land with myriad colours depending on the season. Hot during the day and cold at night, it
sprawls out far to the cast of the Free City of Pentos, starting at the Forest of Qohor and extending
eventually into the desert wasteland known as the red lands. No roads, hills, or cities touch most of
the Sea, leaving an ocean of unbroken, rippling grass. The Dothraki Sea is bounded to the south by
the lands of the Lhazareen, separated by the Skahazadhan River, flowing down into Slaver's Bay.

The purple Mother of Mountains rises up over the city of Vaes Dothrak, the only Dothraki
city. This city is considered holy by the Dothraki, and no blood may be shed here. Only the
dosh khaleen and their servants dwell permanently in this solitary gathering place, with Khalasars
undertaking pilgrimages to consult the dosh £haleen and seck their wisdom. The dosh khaleen are
the widows of fallen £hals. They are the spiritual guides for the Dothraki, and their wisdom is so
respected that even the mightiest of Dothraki will bow before their advice.

A eople

Tlre Dothraki are a large people with red-brown skin and almond-shaped eyes. The men

sport long, drooping moustaches bound in metal rings and adorn their long oiled braids with tiny
bells won through victory in combat. When a Dothraki is defeated in battle, he cuts off his braid;
the victor may wear the bells from the fallen Dothraki’s hair. Though they may don fine silks and
perfumes while visiting cities, they array themselves in simpler clothing when out in the plains.
Standard Dothraki attire for men and women consists of a painted leather vest over their bare
chests, and horsehair leggings held up with bronze medallion belts.

The horselords, as the Dothraki are also known, possess traditions that seem alien and
sometimes barbaric to non-Dothraki eyes. If nothing clse is available, a Dothraki may sate his or her
hunger on beef or pork, but their favoured repast is horsemeat washed down with fermented mare’s
milk — the most readily available food they have, and one that is intimately familiar to them.

B | (B8 | | Bk | | B %
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The harsh environment the Dothraki have mastered has driven nearly all sentimentality from
them; they have long since inured themselves to the realities of survival. They do not name their
horses, for horses are meant to be cither food or transport. Where one dies, another may be tamed
or raised to replace it. Deformed newborn children are left behind as the Zhalasar travels, for feral
dogs to feed upon, since such a babe would slow down the others and could render them vulnerable.
Conquered people are taken as slaves, as their weakness shows them fit for nothing more.

The horselords believe that all matters of import should be performed under the open sky,
including taking vows, offering sacrifices, weddings, funerals, and even mating (should they wish to
receive the blessing of the sky and bear children). This means that even their most private moments
are done in public, sometimes witnessed deliberately, other times studiously ignored by the rest
of the halasar. They do not trade, but will gladly take gifts and give gifts in return, though the
Dothraki choose the place and time such gifts will be returned. They are a superstitious and devout
people, secing their culture and beliefs as both infallible and inseparable. As highly as they prize
their own traditions, however, the disgust and condemnation they feel for the practices of other
cultures is equally strong.

Dothraki life revolves around the horse. Only eunuchs, pregnant women due to deliver, the
handicapped, and the very old or young will ever travel in a cart. Everyone else is expected to ride. A
man who cannot ride a horse is seen as having 10 honour. When a Dothraki man dies, he is burned
on a pyre along with his horse, so that even in the afterlife he may continue riding among the stars.
While Dothraki love to ride, however, they hate and fear the ocean. The very idea of that much
water, impossible to swim across or to drink, is fearful to them. They refuse to sail and distrust
the black salt sea, which they call “the poison water that horses cannot cross.” Because of this, few
Dothraki make the crossing to Westeros.

Gegional Benefits

All characters from the Dothraki Sea gain the following benefits:
Favoured Skill: Ride

+1 bonus on Handle Animal checks for horses. A Dothraki's horse is his own, and a part
of him in life and in death.

+] bonus to attack rolls made from horseback. Dothraki warriors are comfortable using
both arakh and bow while mounted.

+1 bonus on all Reflex Saves. The Dothraki are fast and able wartiors, and are constantly
on the move to avoid dangers.

For the Dothraki, the whip is considered a martial weapon and not an exotic weapon.

Characters from the Dothraki Sea have the option of choosing from the following Feats as
one of their Baekground Feats: Dothraki Born or Stubborn.

Destrictions
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Swim. The Dothraki hate and fear the poison water and consequently few learn to swim
even in lakes and streams. No Dothraki may purchase Ranks in the Swim Skill at Ist Level. See
Culturally Appropriate Characters, page 98.

Armour Proficiency. No Dothraki can learn any Light, Medium, or Heavy Atmour, or
Shield Proficiency Feat at Ist Level, for Dothraki believe armour to be a coward’s tool. See

Culturally Appropriate Characters, page 98.
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be free Cities

Dany was thirteen, old enough to know that such gifts seldom
come without their price, here in the free city of Pentos.

— A Game of Thrones

The Nine Free Cities are a heterogencous collection of city-states lying in the western portion
of the Eastern continent, placing them relatively close to the Seven Kingdoms, or the Sunset
Kingdoms as they are known. The Free Cities are the primary contact Westerosi have with the
lands beyond the narrow sea. It is not uncommon to sce visiting dignitaries, merchants, entertainers,
rogues, and mercenaries in the larger port towns of the Sunset Lands. Similarly, circumstances often
place Westerosi in the ancient streets and alleys of these nine cities. Each of the Free Cities is unique,
possessing its own dialects and style of dress. Their cosmopolitan and independent natures, however,
lend them a degree of similarity that cannot be ignored.

The Nine Free Cities are Braavos, Lorath, Lys, Myr, Norvos, Pentos, Qohor, Tyrosh, and
Volantis.

The Nine Free Cities were founded as colonies of the Freehold of Valyria, long before the
Doom. Some are thousands of years old, and have diverged over time, each developing its own
culture, government, and language. This process was accelerated when Valyria was destroyed 400
years ago. Braavos is the youngest of the Free Cities, and Volantis the oldest.

ands

The Nine Free Cities are east of the lower half of Westeros, across the waters of the narrow
sea. Most lie on the coast of that distant continent. Braavos, Lorath, and Lys each occupy a group
of islands, while Qohor and Norvos rest upon the hills and ridges that extend out into the Dothraki
Sea between Pentos and Vaes Dothrak. The name of “Free Cities” is misleading, as these city-states
claim large areas of land holding farms, forests and villages. The Free Cities will often war with each
other to gain control over particularly ideal holdings, especially the Stepstones and the Disputed
Lands. The rest of the continent spills out east of the Free Cities; the two closest areas of note are
the Dothraki Sea and the Ghiscari port cities surrounding Slaver's Bay. Those Free Cities lying
on the mainland — My, Norvos, Pentos, and Qohor — typically occupy hilly, forested lands, filled
with such exotic animals as spotted tigers and silver-furred lemurs. These areas lie very close to the
Dothraki Sea, however, and risk conflict with the Dothraki horselords.

1 eople

Thos hailing from the Free Cities vary greatly in terms of appearance and speech. Some, such

as the Pentoshi, Norvoshi, and Tyroshi, will dye their beards and moustaches with exotic colours and
use oil to sculpt them into daring points and elaborate upward sweeps. In Volantis, it is common for
slaves and servants to be tattooed, while servants in Pentos are identified by their copper collars.

Throughout the Free Cities, the red priests of R'hllor can be found lighting fires dedicated
to the Lord of Light at sunset, beseeching their god to bring the dawn. One of the notably great
temples of the Heart of Fire can be found in Lys, where frequent burnt offerings are made to beg
the assistance of R'hllor. Though the red priests insist that the Lord of Light will protect the Free
Cities from invaders like the Dothraki, many of the principalities instead choose to place their faith
in cither competent sellsword companies or the Unsullied. Others give generous gifts of treasure
to the Dothraki £hals. The latter is a popular method, since Dothraki are happy to-give gifts in

return, especially slaves.
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Though slavery does not legally exist in some of the Free Cities, it does not stop men of
power from possessing slaves. They obtain them from both the Dothraki, who capture many slaves
in their raids of lesser holdings, and from slavers, who operate out of the aptly named Slaver's Bay.
Some slaves become so accustomed to the life that they are unwilling to accept freedom even if it
is available to them. This is especially true of soft-spoken gentle-born slaves, who find themselves
highly valued for work as tutors, scribes, healers, or even priests. Such slaves can enjoy a much
better life as a prized slave than they could fending for themselves.

Mercenaries, known more commonly as sellswords, form a large portion of the military
might of the Free Cities. The hardened eunuch warriors known as the Unsullied are seen
throughout the Free Cities, though uncommonly. Smugglers operate widely between the Free
Cities and Westeros. Many find lucrative trade north of the Wall trading swords for ivory and fur
from the wildlings.

The rulers of the Free Cities bear different titles, but magisters, archons, and merchant
princes are most common. A notable exception to this is Braavos, which falls under the dominion
of a man known as the Sealord.

Braavos
“The ships of Braavos sail as far as the winds blow, to lands strange and
wonderful, and when they return their captains fetch queer animals to the
Sealord’s menagerie. Such animals as you have never seen, striped horses,
great spotted things with necks as long as stilts, hairy mouse-pigs as big as
cows, stinging manticores, tigers that carry their cubs in a pouch, terrible
walking lizards with scythes for claws. Syrio Forel has seen these things.”

— Syrio Forel to Arya Stark, A Game of Thrones

Braavos is arguably the most powerful of the Free Cities. It spans a hundred islands and is
ruled by the Sealord. Braavosi speak a dialect evolved from a corrupted form of Valyrian, which was
primarily used for trade. Braavos is noted for the bravos, sellswords and street thungs; and Water
Dancers, who practice a graceful style of fencing. Water dancers use a narrower blade that focuses
on agility and light, darting strikes, rather than the cleaving sword-and-shield technique of the Seven
Kingdoms. Braavos is also infamous for its Guild of Faceless Men, renowned and feared assassins.

Lorath

The Free City of Lorath is actuallya group of islands in the sca. Their buildings and temples
cling to the rocks, lashed by the stormy scas.

Lys

Lys is a city of comforts, where the people enjoy rich food, sweet perfumes, and pleasure
houses. The city spreads over several islands, and is one of the most populous of the Free Cities.
Among the Lyseni, blue eyes and blonde hair are quite common. In addition to the great temple
dedicated to the Lord of Light, Lys is also home to a native love goddess. [n contrast, the
alchemists of Lys are known for extremely lethal poisons, such s the so-called “tears of Lys.”

Religion in the free Cities

All generalisations about the Free Cities are unwise, since the Cities
can be quite diverse. For example, Braavos has never allowed slavery, while
Volantis depends on its slaves to keep the city running. Similarly, the diverse
beliefs ihroughout the region make religion far more complicated than this
summary can suggest. Valyria of old was a city of a thousand temples where
many gods were worshipped — many of whom still receive prayers in the
Free Cities today. Additionally, the red priests of the Lord of Light have a

presence in all of the Free Cities.
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Mpyr

Myrmen are noted throughout the world as fine craftsmen. In addition to their glass lenses
used in far-cyes, and crossbows that fire multiple bolts, the Myrish are known for creating ornate
finished goods, including carved screens and elaborate lace that is greatly desired even in the Seven
Kingdoms. Myr is located on the mainland, and ruled by magisters. [t has its own language. The
people tend to have dark hair and dark eyes.

Norvos
They crossed the rolling hills of Norvos, past terraced farms and small villages
where the townsfolk watched anxiously from atop white stucco walls.

— Daenerys and Khal Drogo's khalasar, A Game of Thrones

Lying to the cast of Pentos, this continental city is ruled by a theocracy. The rulers arc a
hereditary sect of bearded priests, who do not discuss their gods with outsiders. Norvos is a land of
gentle hills and sprawling farms with small villages behind stucco walls. The Norvoshi are known as
masters at creating intricate textiles, including fine tapestries that are renowned the world over. The
Norvoshi men tend to grow their moustaches long, dye them, and sweep them up into points.

Pentos

The square brick towers of Pentos were black silhouettes outlined
against the setting sun. Dany could hear the singing of the red
priests as they lit their night-fires, and the shouts of ragged
children playing games beyond the walls of the estate.

— A Game of Thrones

Pentos is a port city with many square brick towers, ruled over by a prince with a council
of magisters. It is situated on the continent proper. Pentoshi acrobats and tumblers are celebrated
for their techniques, and are sometimes hired by the wealthy of Westeros. The Pentoshi men dye
their beards, which they oil and wear forked. Slavery is outlawed in Pentos, although the rich and
powerful flout such laws; servants are identified by their collars of bronze.
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and wear them forked; a few style their moustaches into points, which they then dye. Blue eyes are
common in Tyrosh. The Tyroshi (ke all Free Cities) speak a dialect evolved from a corrupted form
of Valyrian, which was primarily used for trade. Tyrosh is ruled over by the Archon.

Volantis

The closest of the Free Cities to Slaver's Bay, Volantis is a major location for the slave
market. Tattoos are common among the people both as a way of recording and advertising their
exploits, and as a means of permanently identifying themselves and their human chattel — thereby
lessening the chance that their slaves might be stolen and resold. Servants and slaves will be
tattooed by their masters, often upon the face, while Volantene sellswords are known to cover
themselves in unusual designs indicating their prowess in battle.

egional Benefits

All characters from the Free Cities gain the following benefits:
Favoured Skill: Bluff
+2 on Diplomacy and Knowledge: Foreign Cultute checks. The people of the Free Cities

are some of the most cosmopolitan in the world, easily mouing between cultures and dealing with
foreigners. ‘

+1 bonus on all Will Saves. Citizens of the Free Cities see many strange and wonderful
things, and are thus less impressed by tricks or chicanery.

Characters from the Free Cities have the option of choosing from the following Feats as one

of their Background Feats: Gold Breeder or Keen Mind.
NOTE: Most if not all of the peoples of the Free Cities speak a corrupted form of

Valyrian, modified by cultural dialect and regional accent. For simplicity, it is assumed that
all such characters speak Free Cities Valyrian (sce Speak Languages, page 159), but certain

characters will be easier or harder to understand.

Qobor

There were great elk in that wood, and spotted tigers, and lemurs

Destrictions

with silver fur and huge purple eyes, but all fled before the
approach of the khalasar and Dany got no glimpse of them.

— A Game of Thrones

Qohor lies near a forest of the same name that is filled with golden leafed trees, the trunks
of which are the size of city gates. The wood of those trees is highly prized by craftsmen throughout
the Free Cities. Additionally, the blacksmiths of Qohor are quite renowned. Not only do they
cultivate the art of working dyes directly into the metals they forge, but some of their smiths
are even capable of reforging Valyrian steel. Many people of Qohor worship a god known as the
Black Goat.

Cyrosh
Moreo smiled. “As you say.” He spoke the Common Tongue fluently,
with only the slightest hint of a Tyroshi accent. He been plying the
narrow sea for thirty years, he’d told her, as oarman, quartermaster,
and finally captain of his own trading galleys. The Storm Dancer was
his fourth ship, and his fastest, a two-masted galley of sixty oars.

— Captain Moreo Tumitis to Catelyn Stark, A Game of Thrones

Though known for their avarice, the Tyroshi are also famed for their wonderful and terrible
creations. For example, their blacksmiths are known to craft ornate helmets shaped like birds or
animals, while crueller inventors design devices for torture. The Tyroshi men dye their beards brightly
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Although characters from the Free Cities have no inherent restrictions, GMs may decide
that certain Knowledgc Skills are culturally specific, such as History, Legends, or Nobility.
Starting characters cannot therefore specialise in information about Westeros, should the GM
decide this is appropriate.

Organisations of the free Cities

The following organisations are found in and among the Free Cities.
This list is hardly comprehensive, but provides an example of the variety of
organisations that exist outside Westeros.

Mercenary Companies

Stormerows; Gallant Men; Second Sons; Brave Companions; the
Golden Company; Braavosi; Unsullied (eunuch slave-soldiers).

Other Organisations, Guilds, and Sects

The Iron Bank of Braavos; the Red Priests of R'hllor; the Guild of
Faceless Men of Braavos; Alchemists of Lys.
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4ihe Iron Islands
“Men fish the sea, dig in the earth, and die. Women birth children
in blood and pain, and die. Night follows day. The wind and

tides remain. The islands are as our god made them.”
— Aeron Damphair Greyjoy, A Clash of Kings

The Iron Island_s rise from the stormy seas in the midst of Ironman’s Bay, west of the Neck.
This desolate archipelago consists of the isles of Pyke, Old Wyk, Great Wyk, Harlaw, Orkmont,
Saltcliffe, Blacktyde, and dozens of smaller crags and islets, some 5o tiny that they can barely host a
single village. Life is hard on the Iron Islands, and the brutal conditions have given risc to a
grim fatalism among the fierce, hardy folk who have dwelt on the isles for millennia.
The Ironmen are as hard and cold as their homeland, and their wrath is as deep

The rest of Westeros dismisses the Iron Islands as an insignificant backwater
of the Seven Kingdoms. The islands ate all rocky and barren, the soil is thin, and the
weather is harsh to extremes rarely found elsewhere in Westeros. Damp, cold, and wind are ever
present; only the interior of Great Wyk, largest of the islands, has places out of sound or sight of
the sea. The thralls and common folk of the Iron Islands spend their lives in dismal toil, scraping a
living from the poor soil, wrestling with the sea and the creatures in it, or tunnclling under the earth
as they pull their fortune from its depths.

Aside from the sea’s bounty, which is little enough, the rocky crags of the Iron Islands
are blessed with one other meagre source of wealth. Many of the isles, particularly Harlaw, boast
deposits of metals, including lead, tin, and the iron that gives the isles their name. These ores are
the only resource of note that the Iron Islands export to Westeros and the rest of the world. Trade,
however, has never been a great concern to the Ironmen. They take to the scas, living as raiders and
reavers. For thousands of years, the people of the Iron Islands have taken what they need to survive,
letting the rest of the world thrive as best it may.

£
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The origins of the Ironmen are lost to the mists of time. They claim descent from the
Grey King, the mighty mariner of the Age of Heroes. The Grey King’s people have always been
people of the sea, revering the Drowned God and plying the oceans on swift longships. They
have no patience for farming, fishing,'or mining (as the Greyjoy words say, “We Do Not Sow”)
— such lesser work is left to the thralls taken in raids. For the folk of the Iron Islands, the only

“ true occupation is war.

For countless centurics, all the coastlands of Westeros have lived in fear of the raiding
longships of the Ironmen. At various times, bold High Kings of the Isles have conquered large
sections of Westeros, while intrepid captains have sailed to Asshai and beyond. With the coming of
Aegon Targaryen, the Iron Islands were brought under the sway of the Iron Throne. Septs, maesters,
and other trappings of the green lands came to the isles, but the [ronmen still remembered the Old
Way, and their hearts yearned for its return. Only nine years ago, Balon Greyjoy declared himself
King of the Iron Islands, openly revived the Old Way, and led a rebellion against King Robert
Baratheon. The rebellion was put down and the Greyjoys were defeated, but Balon still lives and his
memory is long, For now, the Ironmen bide their time, waiting for vengeance.
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Cleverness, skill at arms, and persistence are all treasured traits to the Ironmen. They live
in contempt of the weaklings of the “green lands” (their name for the mainland of Westeros), their
gods, and their laws. Ship captains and warriors are revered among them; it is said that every captain
is a king on his or her deck, and every king must be a captain. Captains are expected to raid, gaining
wealth for their crews through plunder and pillage. Indeed, true Ironmen only value things “bought
with iron” (won by force of arms in combat), and have only scorn for those who clothe themselves
in finery bought with gold. Among the lronmen, women are usually relegated to secondary roles in
society. There are, however, some women who have proven themselves in combat and become ship
captains. Some say the salt and sea temper them, giving them the appetites and strength of men.

Life is short on the Iron Islands, and the harsh clime has bred a harsh outlook in the
Ironmen. Even their sports are brutal: most feasts sce at least one “finger dance,” a game where
one or more drunken warriors hurl short-hafted axes at each other. Players must cither catch the
axes or leap over them. The game draws its name from the fact that most dances end
when one player loses some of his or her fingers. Death and pain are the expected
results of a life spent reaving, and dying well in battle is seen as far better than

and fierce as the sea they love. . oo Es]aan_q et
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Minor Pouses (By isle)

Blacktyde: Blacktyde

Great Wyk: Farwynd, Goodbrother”, Merlyn,
Harlaw: Harlaw, Myre, Stonetree, Volmark
0O1d Wyk: Goodbrother®
Orkmont: Goodbrother*, Orkwood
Pyke: Botley, Wynch
Saltcliffe: Saltcliffe
* NOTE: There are Goodbrothers on the isles of Great Wyk, Old Wyk, and Otkmont.

Other houses may also have splinter branches spread across the isles.

g
RGegional Benefits
All characters from the Iron Islands gain the following benefits:

Favoured Skill: Swim.

+2 bonus on Intimidate checks and Profession: Sailor checks. The fierce tempers of these

born mariners Ironmen are not casily ignored.

[ronmen ignore all Reputation bonuses to Charisma-based Skills used by non-lIronmen. The
folk of the Iron Isles are proud and wilful, and will only defer to those who earn their respect.

Characte.rs from the Iron Islands have the option of choosing from the following Feats as

one of their Background Feats: Able Body, Blood of the Ironborn, Stubborn, or Tradesman.

DCestrictions

Ride. The folk of the Iron Isles breed no horses. Regardless of Social Status or Class
choice, no [ronborn may purchase Ranks in the Ride Skill at Ist Level. See Culturally Appropriate

Characters, page 98.
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Now the city covered the shore as far as Catelyn could see; manses and
arbours and granaries, brick storehouses and timbered inns and merchant’s
stalls, taverns and graveyards and brothels, all piled one on another. She
could hear the clamour of the fishmarket even at this distance. Between
the buildings were broad roads lined with trees, wandering crookback
streets, and alleys so narrow that two men could not walk abreast.

— A Game of Thrones

Established originally as a fortress of carth and wood at the point where Acgon
the Conqueror first landed in Westeros, King's Landing has since evolved into a
thriving and bustling city, home to the seat of power of the Seven Kingdoms.
Though there are other cities in the Seven Kingdoms, none are so large or
so steeped in treachery and deception as that which houses the Iron Throne.
From the nobles and their game of thrones to the street urchins who prey on
lone, unsuspecting victims, perfidy is the touchstone of this municipality.

ands

King's Landing tests on the north shore of the mouth of the Blackwater Rush, as it empties
out into Blackwater Bay. It is built upon three hills named after Aegon and his two sisters, Rhaenys
and Visenya. Aegon's High Hill, which rises up beside the waters of the Blackwater, is home to the
seven drum-towers of the Red Keep, within which resides the king on the Iron Throne. Bencath this
tower are webs of sccret tunnls that extend out into the city.

In the southwestern corner of the city stands Visenya's Hill, the top of which features the
Great Sept of Baclor. From afar, one can clearly make out its seven crystal bell towers. Rhaenys’s
Hill lies in the northeastern portion of the city, and is topped by the ruins of the Dragonpit. At
the base of Rhaenys's Hill sprawls the section of twisting alleys and cross strects known as Flea
Bottom. Flea Bottom is one of the poorer, if not poorest, ncighbourhoods in King's Landing. Its
streets are unpaved and the buildings lean so close to one another over the alleys that they nearly
touch. The entire area stinks of pigsties, stables, tanneries, and winesinks.

Seven gates lead into the city. To the south, between the castle walls and the river, is a
collection of ramshackle buildings that make up the fish market, as well as the hundred quays that
line the river for merchants to unload their wares. In the southwest, just beyond the King’s Gate, lie
the tourney grounds. In the middle of the north wall is the Old Gate, near which are the wealthier
ncighbourhoods of King's Landing. Strangely, the upper crust of King’s Landing live on the other
side of Rhaenys's Hill, opposite from the poverty of Flea Bottom.

Across the river to the south lies the kingswood. Though nominally the private hunting
reserve of the king, there are many hiding places for outlaws to conceal themselves within its verdant
reaches. Some smallfolk also dwell within those woods. West of the city is the beginning of the
goldroad, which aptly connects King’s Landing to Casterly Rock. The kingsroad extends both
north and south of the city. To the south, a side fork leads to Highgarden by way of the roseroad,
while the kingsroad proper continues on through the Stormlands to Storm’s End. The northern
road extends past Winterfell, reaching up to the Wall.

To the east, however, Blackwater Bay opens out into the narrow sea, where the island
fortress of Dragonstone can be found. Dragonstonc rises from the narrow sea near Sharp Point,
crowned by a mighty castle of the same name. The refuge of the Targaryens, Dragonstone’s walls
and buildings are shaped from black basalt, and carved into the shapes of dragons, gargoyles, and

countless beasts of legend.
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As the largest city in Westeros and the seat of power within the Seven Kingdoms, influences
from all parts of the kingdom find their way here. Most highborn Westerosi come to King’s
Landing at some point in their lives. Many establish a regular presence in the city in order to stay in
touch with happenings in court. With the High Septon presiding over the faith from the Great Sept
of Baclor, many septons also make their way to King's Landing eventually to pay their respects.
Visitors and merchants from across the narrow sea pass through, often taking up residence in the
largest port in Westeros. Some possess a useful skill to ply in their new home, but others find
themselves resorting to less savoury acts to survive. With all social classes present and confined

within the walls of the city, it is not inconceivable to imagine the lowest-born thief rubbing
shoulders with the wealthiest of nobles — or at least passing by on the same street.

While they are predominantly of Westerosi stock, the native-born
residents of the city are more cosmopolitan than most folk of the Seven
Kingdoms due to contact with more exotic cultures. Prostitutes from the
Summer [sles, fencing instructors from Braavos, and merchant princes from

o 1 Qurth may all be found managing their respective businesses in the city, and
Yy conceivably extending their bloodline into the local population.

For those not well born, life in the city can be hard. Merchants must
always be wary of the ubiquitous thieves that populate the poorer portions of town;
these thieves, meanwhile, must be on guard against one another, as well as against the grim

gold cloaks of the City Watch.

3
‘g‘? reat Pouse

Baratheon. formerly Targaryen

Minor Pouses

Blount, Brune, Chelsted, Farring, Hayford, Kellteblack, Rosby, Rykker, Slynt*, Staunton,
Stokeworth

* NOTE: House Slynt is raised shortly after King Joffrey takes the throne.

Pouses Sworn to Dragonstone
Bar Emmon, Celtigar, Massey, Sunglass, Velaryon

R

All characters from King’s Landing gain the following benefits:
Favoured Skill: Knowledge: Underworld
+2 bonus on Sense Motive checks and Gather Information checks. The people of King’s

Landing are wary and world-wise, often far more sophisticated than their country cousins.

+2 Fortitude bonus to Save vs. disease. With so many people crammed into a tiny space,
discase can run rampant through the city; those born there tend to be hardier and more resistant
to such plagues.

Characters from King’s Landing have the option of choosing from the following Feats as
one of their Background Feats: Gold Breeder or Silver Tongue.
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“They say it grows so cold up here in winter that a man’s
laughter freezes in his throat and chokes him to death.”

— Lord Eddard Stark, A Game of Thrones

Stretching from Moat Cailin in the south to the Wall and beyond, the North is nearly as
large as the other six lringdoms of Westeros combined. It is a harsh land filled with bogs, forests,
and large stretches of open plain dotted by the various castles and holdfasts of the people who
inhabit the frozen region. The Starks of Winterfell Castle are the most prominent of these people,
although many houses hold claim to territory within the North. Also found within the
region’s icy grasp is the Night's Watch, outcasts from the Seven Kingdoms and
cternal guardians against terrors beyond the North.

ands

The lands of the North are mostly cold and empty, with civilisation rare,
scattered far and wide about the freezing land. The various houses that hold sway
here are almost all descended from the blood of the First Men, for few others have the
strength to live in such a place, much less grow fond of it. Settlements can be found in even the
remotest of places, from the heart of the wolfswood to the broad, flat plains that stretch between
the Dreadfort and White Harbor. As one moves north toward the Wall, though, the settlements
become fewer and farther between. These lands are harsh, even during summer, and the woods along
the Last River are cold and grey.

Perhaps because it is so sparsely settled, the North holds some of the greatest fortresses
and castles in the Seven Kingdoms. Moat Cailin guards the southern boundary, nigh-impregnable
even after enduring years of neglect and the ravages of the humid swamp on which it sits. Winterfell
stands north of Moat Cailin along the kingsroad. This fortress stands like an impregnable granite
monument to the hardiness of the First Men, whose blood flows through the veins of the Starks
who inhabit it. The Mormonts sit on Bear Island in the Bay of lce, while House Umber rules

from the Last Hearth, cast of the kingsroad on the edge of a small, cold forest by the border of
the Gift.

The Gift is an area of land ceded to the Night's Watch by the North's rulers. It stands as
an unmarked barrier between the lands of the North and the Wall, sparsely populated by a hearty
people who cke out an existence despite mounting raids from wildlings and the harsh, wintry
environment. Beyond the Gift lies the Wall, and the remaining fortresses of the Night’s Watch.
The men along the Wall have given up their old lives to guard the Seven Kingdoms against the
horrors of the frozen wastelands.

The southernmost portions of the region are known as the Barrowlands. This is a wide,

hilly region in which many of the barrows of the First Men can be found. lts plains stretch from

. the Stony Shore on the Sunset Sea in the west to the Bite and the fortress of Widow's Watch to

the east. Where the kingsroad cuts this region down the middle, it is a featureless grassland that
stretches for days and days in every direction.

iil%_eople

The people of the North are a tough and hardy lot, working hard during the summer to

plan for leaner times. One will not find any dreams of the Great Summer among these people,
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and already the maesters and stargazers are accounting for the shorter days that lead them to the
inevitable realisation that winter is coming, Those who come from the settlements of the North
are practical and direct, not favouring the political games and guarded communication of the cities
of the south. Transactions are made above the table, and those who would do otherwise are looked
upon with a suspicion reserved for scoundrels. This attitude toward dealing with one’s fellows
translates into a relatively safe region — at least from the depredations of one’s fellow man. It is
said of the North that “a maiden girl could walk the kingsroad in her name-day gown and still go
unmolested, and travellers could find fire, bread, and salt at many an inn and holdfast.”

The people of the North are practical in their dress, their attitudes, and their outlook. They
tend toward simple clothing that will keep them warm, rather than the impractical fashions one
might find in King's Landing or Highgarden. Even the nobility prefers simple dress, although they

wear their house colours proudly and travel with bannermen on many occasions.

The majority of the North's population.lives on farms owned by the family
or families that live within them. During the long summers these farms prosper.
As winter approaches, the farmers move in toward the towns and castles of the

North. These “winter towns” lic abandoned during the summers, but become
bustling trade centres when the people of the North huddle together to endure
the long, wintry nights.

The farther north one goes, the more grim the people, like the fand,
become. They have resigned themselves to the bitter cold of their homes and
the dangers of the wildling attacks that they endure. At one time the Wall made
these people feel secure from the dangers of the Haunted Forest and the Frostfangs,
but in recent years more and more threats have been spotted south of the great bulwark. The Wall's
defences have grown weak and scattered over time, and the First Ranger’s calls for more men have
fallen on deaf cars. No one is certain what the ultimate consequence of such neglect will be, but the
people of the North are determined to be as prepared as possible for the day when winter comes.

Great Pouse
Stark

Minor Pouses

Bolton, Cerwyn, Flint, Glover, Hornwood, Karstark, Manderly, Mormont, Reed, Tallhart,
Umber

Mountain Clans
Knott, Liddle, Norrey, Wull

Gegional Benefits

All characters from the North gain the following benefits:
Favoured Skill: Survival

+2 bonus on Handle Animal and Intimidate checks. Northmen get straight to the point and
have no time for banter and nonsense in their dealings with others. Additionally, the wild is in the
northmen, and they have a better ability to master beasts.

+2 bonus on all Fortitude Saves to resist damage from the cold. In the North it is rarely
anything but cold, and its people have adapted to resist the ill effects of freezing temperatutes.

Characters from the North have the option of choosing from the following Feats as one
of their Background Feats: Blood of the First Men, Drcams, Giant's Blood, Noble Spirit, or

Tradesman.
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1 he Reach

“The Tyrells were no more than stewards until Aegon the Dragon came
along and cooked the rightful King of the Reach on the Field of Fire.”

— Lady Olenna Tyrell, A Storm of Swords

The Reach is a beautiful region of lush fields and vibrant flower gardens. Its boundaries
stretch from the Blackwater Rush in the north to Oldtown in the south, and from the Dornish
marches in the east to the shores of the Sunset Sea. These lands are the heart of chivalric tradition
in the Seven Kingdoms, and many of the greatest knights come from the House of Tyrell, or their
bannerhouses. The fields of golden roses near Highgarden and their laborate traditions
hide a proud and vain people, however, and the ruling house of Tyrell is one of the
most ruthless and conniving of all that play the game of thrones.

It was not always this way. The Tyrells were once only stewards of the
royal house of the Reach, the Gardeners. When the Gardeners were destroyed
on the Field of Fire, Aegon raised the Tyrells to supremacy ... but some say the
Florents or the Hightowers would have had a better claim.

ands

The Reach is home to the most beautiful landscapes in all the Seven Kingdoms. Wide fields
of flowers and lush grasses cover the plains of the north, while the roseroad travels southwest toward
the wineries and fields near Honeyholt and Brightwater Keep. The Roseroad meanders through the
land, at several points crossing the Mander River, which forks and winds across the entire region.

In the west, the Honeywine River creates a temperate lowland environment, much different
from that of the mountains and deserts east of Starfall. The area is the agricultural capital of the
Reach, growing everything from fireplums to honey to grapes. The Arbor, an island off the cape
of Whispering Sound, produces some of the finest wines in the Seven Kingdoms. The city of
Oldtown sits at the southern end of the roseroad, acting as the Reach’s primary port as well as the
home of the Citadel, whercin young men are trained in the maesters’ arts.

Although the upper waters of the Mander are muddy and difficult, it becomes clear and calm
as it nears Highgarden. Great green willows and plants grow along the shore, making any trip down
the river pleasing to the eyes. The lords of Highgarden have pleasure barges that routinely travel up
and down the river s their highborn passengers feast on melons and sweet wines from the Arbor. It
is not uncommon for the ladies of Highgarden to have marriage ceremonies on the largest of these
barges, with the river filled with rose petals and scented with mint and lemon.

The plains to the north and west bound the goldroad and the scaroad. They are not nearly as
fertile or beautiful as those to the cast and south. These plains begin to show characteristics of the
rocky flatlands of the Westerlands. One area in the region is particularly notable, the Field of Fire;
it is here that Aegon Targaryen ended the final major threat to his rulership over Westeros.

eople

The Tyrells of Highgarden are a proud house that demands respect from all who owe

them their allegiance. They believe themselves to be the very definition of chivalry. Their sworn
houses take their cue from Highgarden, acting in only the most gallant and courtly manner and

i

maintaining a strict relationship with the smallfolk and fellow nobles of the region. Most every boy
in the Reach dreams of one day serving as a squire to one of the great Tyrell or Florent knights, and
perhaps even becoming knights in their own right. Girls grow up dreaming of marrying a handsome
knight who will sweep them off their fect and carry them off on a grand destrier bearing the noble
colours of a great house.

Even though the chivalric code followed by the lords of the Reach ensures that the smallfolk
know their place in society and know it well, many still fecl a sense of pride at being ruled by such
beautiful and brave lords — or so their lords would like to believe. The smallfolk of the Reach are
much like those everywhere between the North and Dorne, giving traditional tributes and paying
taxes as their station demands. Celebrations and festivals are common, and knights on their way
to a tournament often make many stops along the way to parade their sharply dressed horses and
attendants and to receive the favours due them from the smallfolk. Many a bastard has been sired

as a direct result of these pageant trains, though for the most part the mothers of such
children fecl blessed rather than forgotten.

The people of Horn Hill and other locations near the Dornish Marches
are less interested in the honour of their lords and more concerned with how
many swords they can send against the raids from the stony Dornishmen of
the nearby mountains. They tend to be a harder people than the farmers and
merchants in other arcas of the Reach, although not nearly so much as the

Dornishmen they fight or the hardy Northmen.
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The people of the Reach have greater access to dyes than most because

of the preponderance of flowers. Because of this, they dress much more richly and
extravagantly than smallfolk elsewhere, and more so than even some nobility. The greens and golds
of Highgarden are popular colours, as are the reds and purples made in the southwest from grapes
that cannot be used for wine. The Reach has become a place of almost dream-like beauty in the time
since Aegon Dragonlord immolated its lords on the Ficld of Fire.

Great Pouse
Tyrcll

Minor Pouses

Ashford, Beesbury, Caswell, Costayne, Crane, Florent, Fossoway”, Hewett, Hightower,
Inchield, Mullendore, Oakheart, Peake, Redwyne, Rowan, Serry, Tarly, Wythers

* NOTE: There are two branches of Fossoway, the red apple and green aople.

egional Benefits

All characters from the Reach gain the following benefits:
Favoured Skill: Ride

+2 bonus to Knowledge: Nobility and Knowledge: Warfare. Those in the Reach grow up
surrounded by nobility and chivalric tradition. Boys grow up wanting to be knights and girls grow
up wanting to marry them.

+2 bonus on all Reflex Saves made while mounted. Most men and woman are familiar with
horses, and keep their heads even when a mount is spooked or startled.

Characters from the Reach have the option of choosing from the following Feats as one
of their Background Feats: Able Body, Blood of the Andals, Gold Breeder, Keen Mind, Pious,

or Silver Tonguc.
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he Riverlands

“We're all just songs in the end. If we are lucky.”
— Catelyn Stark, A Storm of Swords

The riverlands are the heart of the Seven Kingdoms. Within its bordess are some of the most
storied and significant castles in Westeros. House Tully flies its red and blue banners above the castle
at Riverrun, while thcir bannermen, the Freys, guard the river crossing where the Green Fork flows
from the swamps of the Neck. New alliances and old rivalries keep the riverlands in a state of flux,
and the winner of the game of thrones may very well be determined on its green fields.

il

ands

The riverlands are a vibrant region, full of bustling riverside towns
and farmers transporting goods to market. Settlements are common and it
is hard to travel for a day by road or river without encountering other travellers
or passing through a village. Some farmers and merchants have shops upon the
great rivers of the region, floating from town to town and selling to travellers whom
they happen upon. Even mummers use the rivers to their advantage, floating downstream
on brightly coloured barges from which they can give performances.

The Trident is the heart of the region, being the confluence of the Blue Fork, the Red Fork,
and the Green Fork rivers. It was at the ruby ford of the Trident that Robert Baratheon slew Rhacgar
Targaryen. The lands that surround this great river are green and fertile, home to several towns and
farms as far as the eye can see. Most of the lords of the region have built their castles and holdfasts

along the banks of the Trident, including Riverrun, the seat of House Tully.

Riverrun stands where the Tumblestone falls into the Red Fork before continuing towards
the Trident. Its walls rise sheer from the water of the two rivers, and in times of war a moat can be
formed to prevent an army from attacking from the west. It is here at Riverrun that Robb Stark
wins a great victory against the Lannisters, and inspires his sworn lords to proclaim him King in
the North.

Harrenhal is the greatest castle of the region, however, dwarfing Riverrun and boasting the
highest castle walls in the Seven Kingdoms. It is held by Lady Whent until Lord Tywin drives her
and her lords bannermen from it. The castle is rumoured to be cursed, however, since the time
Aegon Targaryen unleashed his dragons upon it and turned it into a pyre, burning everyone inside.

The Gods Eye, a lake that stands south of Harrenhal, feeds a river into the Blackwater Rush,
where it then travels on to King's Landing and spills out into Blackwater Bay. This area is also
fertile farmland where wheat and other grains are grown in abundance. The kingsroad runs through
this region, to the east of the Gods Eyefrom the north after it crosses the Trident.

') deople

The people of the riverlands are happy and well fed. For the most part they lead quiet lives,

although the spectre of war always looms large over the green ficlds and hills. The people know
when war comes they will be at the heart of it, but they do not despair at this. Instead they strive to
find joy in their everyday lives. Fairs and celebrations are common in the region, especially around
harvest time when the crops come in. The river people dress in bright colours and enjoy playing
music gathered from all the settlements and communities along the great rivers. Their lords — the
Tullys, Freys, Blackwoods, Brackens, and Mallisters — treat them well.

1
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The people are not strangers to historical rivalries, however. The neighbouring Houses of
Blackwood and Bracken have long been ancient enemies, and are always at each other’s throats.
Their feud dates back to the Age of Heroes, when both houses ruled the riverlands at various
times, and also splintered on religious lines — the Brackens went over to the new gods, while the
Blackwoods remain steadfast with the old. Their liege lords spend a good deal of time and cffort
making peace between them, but it seldom lasts.

After King Robert's death, however, the land erupts in chaos. The Mountain That Rides,
Ser Cregor Clegane, leads a force of brigands through the riverlands, pillaging the communities
and putting evcryihing of value to the torch. Although Lannister involvement is never proven, these
actions provoke responses that give the Lannisters the pretence they need to wage war on houses
that will not support them. The people of the riverlands turn from prosperous farmers into beggars
and scavengers, trying desperately to wring a living from their burned and ravaged lands.

Of the great river lords, only the Freys .initially refuse to answer the call for
banners put out by Edmure Tully from Riverrun, preferring instead to remain
neutral in the face of the Lannister hosts. It is only late that they declare for

House Tully and support the Starks’ claim. Many of the smallfolk are trapped

between several armies, none of which recognise them as loyal men.

The folks of the riverlands have adopted the worship of the Seven,
although there are a few lords who still follow the old gods. The blood of the
Andals runs deep within their veins, and worship of the old gods has almost been
completely eradicated from the region. Rcligion plays a large part in everything the
folks from the riverlands do, and even smaller villages have septs dedicated to the Seven
(like much of the south). To grow up to take the vows of the godsworn is almost as glorious a
dream as becoming a knight for children of the riverlands.

Great Pouse
Tully

Minor Pouses

Blackwood™, Bracken, Darry, Frey, Haigh, Mallister, Paege, Pipcr, Ryger, Smallwood,
Vance, Whent

* NOTE: the Blood of the First Men flows in the veins of the Blackwoods, and they still
remember the old gods. Members of this house may take the Blood of the Fiest Men Feat at the
GM's discretion.

egional Benefits

All characters from the riverlands gain the following benefits:
Favoured Skill: Swim
+2 bonus to any single Craft Skill and Profession: Sailor. The people of this region spend

much of their time learning trades, and even those not born on one of the rcgion's great rivers lcarn
the ways of the water.

+2 bonus on all Fortitude Saves to resist damage from cold water and to avoid
drowning. Swimming is second nature to most of this region, and to dic by water would be an

embarrassment.

Characters from the Riverlands have the option of choosing from the following Feats as
one of their Background Feats: Blood of the Andals, Keen Mind, Silver Tonguc, Pious, Stubborn,

or Tradesman.
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T Stormlands

Gods do not forget, and still the gales came raging up the narrow sea.
— A Clash of Kings

chends say the Stormlands were born in struggle against the gods themselves.
Thousands of years of conquest, conflict with the elements, and war with the people of
Dorne have given rise to a folk as stern and strong as the tempests that give these lands their
name. The coastlands of the narrow sea are not renowned for their wealth or prosperity, but
asa breeding ground of kings. Three lines of great kings have called the Stormlands home:
the Storm Kings who arose in the Age of Heroes, the Targaryens who invaded
Westeros from Dragonstone Isle, and the Baratheons who currently hold the
Iron Throne.

The Stormlands stretch from the waters of Blackwater Bay in the
north to the Sea of Dorne in the south. They include the lands surrounding
Shipbreaker Bay, and the far southern region of the Dornish marches, which forms a
troubled border with Dorne. Most of the inland regions of the Stormlands are covered in two
great forests, the kingswood and the rainwood, while the coastlines consist of raggcd snarls
of rocks or sheer cliffs. Ships sailing to King's Landing from Storm’s End travel through
Massey’s Hook, which shields them from gales coming out of the narrow sea. From the end of
Massey’s Hook, known as Sharp Point (and controlled l)y the Bar Emmons of Dragonstone),
ships travel through the Gullet and into Blackwater Bay.

A few villages and holdfasts are nestled in the depths of the woods, while castles and
fortresses cling to the coastal cliffs. The larger islands like Tarth host ficfs as well. None of
these settlements has grown to the size of a full-fledged city, and in many ways the Stormlands
stand in the shadow of King's Landing. The lands along Cape Wrath and in the kingswood
and the rainwood are fertile, but low populations and historic strife have kept the Stormlands
fairly rural. The Stormlands have little to offer in trade with the surrounding regions — the
coastal fiefs cannot hope to compete with the bounty of the Reach and riverlands, or the
mineral wealth of the Westerlands.

Though it lacks any major cities, the Stormlands are home to one of the most famous
castles in Westeros. Storm’s End, ancient home of the Storm Kings, crouches atop the chalky
cliffs of Shipl)rcal(er Bay facing the angry sea. According to legend, Storm’s End was the
seventh castle built by Durran, the first Storm King. Legends say Durran raised seven castles
during his feud with the gods of sea and sky, and only this last held strong. Some say Durran
was aided l)y the children of the forest, or by Brandon the Builder in his youth. Potent spells
are said to have been woven into the stout l(eep’s walls, magics that make the castle impervious
to storm or siege. Since Aegon Targaryen awarded Orys Baratheon the titles of Argilac the
Storm King, Storm’s End has been held by House Baratheon.

The Stormlands contain several other notable holdings, such as the castle of
Bronzegate; Harvest Hall, home of the Selmys; and Evenfall Hall on the island of Tarth,
which is also known as the Sapphire Isle. Furthermore, the ruinds of Summerhall are found in
the Stormlands, at the place where they meet Dorne and the Reach. Summerhall was a lightly
fortified castle built by Dacron II on the edge of the Dornish Marches to serve as a royal
residence for the Targaryens. During Robert’s rebellion, Robert Baratheon won three battles at
Summerhall defeating Lords Grandison, Cafferen, and Fell each in turn.

eople

The people of the Stormlands are primarily of Andal extraction, although some ancient

houses trace their origins to Durran the Storm King in the Age of Heroes. At one time, the Storm
Kings ruled all of the surrounding lands up to the Neck. They then lost their empire to the lron Men.
The last Storm King, Argilae the Arrogant, died during the Wars of Conquest at the hand of Orys

Baratheon. Favoured by the Targaryens, the Baratheons have ruled the Stormlands ever since.

As in the rest of the Seven Kingdoms, most of the people of the Stormlands live in
small villages clustered around keeps, crossroads, or holdfasts. Most lowborn folk till the soil
or fish in the sea, pledging their labours to the nobles of lesser houses, who in turn serve House

Baratheon. Fishing is a common profession among the island and coastal fiefs, and
many of the lesser houses have turned to shipping (and even smuggling) as a
means of making their fortune. Though the fiefs of the Stormlands produce
few trade goods, their position between the markets of King's Landing and
the prosperous Free Cities draws many foreign merchants to the towns and

islands of the Stormlands.

Pethaps the old enmity of the sea and storm gods has infused itself

into the people of this ancient l_and. Kings and houses may come and go, but

the fury of sea and storm always remains, and the people of the Stormlands have .

long since learned to trust to their strength and swords for survival. The kingswood

and rainwood are notorious for the bandits and brigands who hide in them from the King's
Law, and the Marcher Lords have fought with the Dornishmen to the south for more than
a thousand years. Some of the greatest warriors in Westeros, including Ser Barristan Selmy
(Lord Commander of the Kingsguardl, the Marcher Lord Beric Dondarrion, and King Robert

Baratheon were all nurtured in the lands of the Storm Kings.

Great Douse

Baratheon

Minor Pouses (Sworn to Storm’s €nd)

Buckler, Cafferen, Caron, Connington, Dondarrion, Errol, Estermont, Grandison,
Hasty, Horpe, Lonmouth, Morrigen, Penrose, Seaworth, Selmy, Swann, Tarth, Trant,
Wensington, Wylde

N

, gional Benefits

All characters from the Stormlands gain the following benefits:
Favoured Skill: Knowledge: Warfare

+2 bonus to Sense Motive checks. The Marchers and Stormland folk have spent
centuries mastering the arts of war, and are quick to see through bluffs.

+] circumstance bonus to all Spot or Listen checks specifically made to detect
ambushes. Centuries of war against the Dornishmen have left the Marcher lords and their
kin wary of trouble.

+] to all Fortitude Saves, with an additional +] circumstance bonus to Fortitude Saves
concerned specifically with performing some extended activity (running, swimming, etc.).

Characters from the Stormlands have the option of choosing from the following Feats
as one of their Background Feats: Blood of the Andals, Giant’s Blood, Noble Spirit, Pious,
or Stubborn.
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“to stones and sheep and little else. Most of the Vale's commerce with the rest of Westeros comes
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be Vale of Arryn Pieopte

The people of the Vale are mostly of Andal extraction and live as the rest of the peoples of

The Vale was narrow here, no more than a half day’s ride across, and the
northern mountains seemed so close that Catelyn could almost reach out and
touch them. Looming over them all was the jagged peak called the Giant's
Lance, a mountain that even mountains looked up to, its head lost in icy mists
three and a half miles above the valley floor. Over its massive western shoulder
flowed the ghost torrent of Alyssa’s Tears. Even from this distance, Catelyn
could make out the shining silver thread, bright against the dark stone.

— A Game of Thrones

Westeros do. The lowborn, mostly farmers or fishermen, dwell in small villages gathered around
the holdfasts or mansions of the highborn. Every highborn family swears its allegiance to the
Acryns. The Arryns have ruled the Vale from time out of mind and have served the Iron Throne as
Wardens of the East since the Targaryen conquest. Peace and prosperity have lingered in the Vale
for centuries, and with them have flowered generosity, hospitality, and courtesy. The people of the
Vale are friendly and generous even to outsiders, save at the western end near the Bloody Gate,
where the continual raiding of the mountain clans has’given rise to constant wariness.

The Vale was one of the first places that the Andals invaded during the Age of
Heroes, landing at the Fingers and wresting the Vale from the First Men. The Kings

A hidden paradise nestled among the sheer peaks of the Mountains of the . i o
A oP} ek ol ogl e Riac ng o W of Mountain and Vale, Iegcnds say, were one of the purest lines of Andal nobility.
one of the most remote. Accessible only by long, treacherous mountain roads B Arryn,. fheaypdss] descendanta .Of 3 Mountam Ry .Of OId'_ =
e D ol oo and ntigues of Westeros famed for their honour and love of tradition. The ancient, formulaic greetings

since the Kings of Mountain and Vale took the lands from the First Men.
The Vale's isolation — and the depredations of the mountain clansmen — have

are still intoned before any may pass the Bloody Gate, and Lord Jon Arryn

rose in rebellion against the Iron Throne rather than forsake his two former

wards, Eddard Stark and Robert Baratheon. The people of the Vale have little
tolerance for injustice, though their geographic isolation makes it all too easy for
them to keep out of the intrigues of the rest of the Seven Kingdoms.

given risc to both pragmatism and caution among the folk who live there.
The long neutrality of the Vale may soon be put to the test. Jon Arryn, lord of the
ands Vale and former foster of King Robert Baratheon, had served as Hand of the King for many years.

1ol

= His sudden death was deemed a great tragedy for the Vale and the realm. Arryn’s wife, Lysa, fled
The Vale of Arryn encompasses all the lands encircled by the Mountains of the Moon, from  back to the Vale, taking her sickly son Robert with her and establishing herself as ruler of the Vale

the twin watchtowers known as the Bloody Gate in the west, to Gulltown and the barren lands  and sealing its borders. What is Lady Arryn afraid of? Dark rumours whisper that Jon Arryn’s death

of the Fingers in the cast. Near the Bloody Gate, the Vale is only a few leagues across, while the  may not have been natural...

Great Pouse

and snowy summits. The wide valleys between sheer peaks of the Mountains of the Moon are Arryn
blessed with slow rivers and black soil, dotted with hundreds of small lakes. The air is clear and M in or B oUses

chill in the Vale, and ice and snow are common sights in the mountain trails, even in summer. The

broken coasts to the cast are a scemingly endless labyrinth of bays and cliffs.

The heartland of the Vale is a beautiful land, with stunning vistas of green fields, blue skies,

heartlands are blessed with prosperity to match their breathtaking beauty. The rich soil is admirably Baclish, Belmore, Borrell, Corbray, Egen, Grafton, Hardyng, Hunter, Moores, Redfort”,
suited for wheat, corn, and barley, and it is said that the pumpkins and other produce of the Vale Royce (of Runestone), Royce (of the Games of the Moon), Templeton, Waynwood
are as large and fine as any in the orchards of Highgarden. * NOTE: the Blood of the First Men flows in the veins of the Redforts, although they may

The Giant’s Lance, tallest of the Mountains of the Moon, dominates the skyline of the Vale. be abandoning the old gods in favour of the Seven. Members of this house may take the Blood of
The Eyric, one of the strongest castles in Westeros and ancient home of the Arryns, is perched the First Men Feat at the GM’s discretion.
atop the mountain. Though the Eyric is far smaller than Winterfell and the other great castles,

its granaries are ample, allowing it to withstand a long siege if nced be. The difficult approach is
guarded by a castle called the Gates of the Moon, along with three watchforts named Stone, Snow,

and Sky. In places, the path up the sheer mountainside is only wide enough fora single man to pass.

AR ;
NOegional Benefits

All characters from the Vale gain the following benefits:
Favoured Skill: Climb

through the bustling port city of Gaulltown, for even the uncertain seas are safer than the mountain +2 bonus to all Balance and Diplomacy checks. Dwellers in the Vale of Arryn are masters

The watchforts are ideally positioned to rain arrows and stones upon it.

The outlands of the Vale are far less pleasant. The Fingers are bleak, empty lands, home

roads, plagued by clansmen and shadowcats. of climbing mountain faces and edging along narrow ledges. They are also masters of etiquette and
ceremony, and deeply reverent of tradition.

+2 circumstance bonus to Reflex Saves, Climb checks, Balance checks and Survival checks
when in Mountains terrain. On the high passes of the Vale, quick reflexes and knowledge of the
terrain can be the difference between life and death.

Characters from the Vale of Arryn have the option of choosing from the following Feats
as one of their Background Feats: Able Body, Blood of the Andals, Giant's Blood, Gold Breeder,
Noble Spirit, Pious, or Silver Tongue,
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dibe Westerlands

The Lion and the Imp; there was no mistaking which was which. Ser Jaime
Lannister was twin to Queen Cersei; tall and golden, with flashing green eyes
and a smile that cut like a knife. He wore crimson silk, high black boots,

a black satin cloak. On the breast of his tunic, the lion of his house was
embroidered in gold thread, roaring its defiance. They called him the Lion
of Lannister to his face, and whispered “Kingslayer” behind his back.

— A Game of Thrones

West of the Trident and north of the Reach is a region known as the
Westerlands, a rocky land of miners and fishermen. The Westerlands are rich
in coin, thanks to the many gold mines that dot the surrounding hills and
mountains. Additionally, the coastal fisheries and large tracts of grazing
land keep the region well fed. The Lannisters of Casterly Rock are the
unrivalled rulers of this precious hill country. Through their ruthless
actions and the devotion of their enforcers, such as House Clegane, House
Lannister has seen every family in the region bend the knee to their lord,
Tywin Lannister. The region has been spared the worst ravages of war despite
its richness, and the key to winning the Seven Kingdoms may yet lie in who
controls these wealthy lands.

ands

The Westerlands stretch from Lannisport in the south to Ironman’s Bay in the north,
with the goldroad and the Red Fork marking convenient southern and eastern boundaries. The
lands here are rocky and mountainous, a far cry from the rolling wheat fields and pig farms of
the ncarby riverlands. The region’s farmers concentrate on blooming crops such as nuts and
berries as well as root crops, such as turnips, which are staples of the Westerlands’ agriculture.
Fishermen from Faircastle and Lannisport supply much of the coastal region’s food, while
those farther inland rely on the aforementioned fruits, herds of sheep and cattle, as well as deer
and goats from the mountains.

The region has few inland towns that are not directly tied to the many gold mines or
the handful of silver mines found in"the mountains. Some of the mines have dried up, leaving
ghost towns whose inhabitants try to scrape by as best they can while newer generations move
to other cities to find work and life. The mines at the Golden Tooth are some of Casterly
Rock’s most prolific, and the area around it has become hotly contested for this reason, as well
as its strategic importance as a pass between Riverrun and Casterly Rock. Other gold mines
dot the mountainous regions of the Westerlands, and people flock from the fields and cities
to participate in the mining of the precious ore. These towns often present a sharp dichotomy
for those who live there. The mines themselves are tightly regulated to discourage attempts
to smuggle out any gold. The towns that spring up around them, however, are often lawless
affairs, ruled by itinerant landlords and their personal guard. Some of these towns are run by
sellswords in the pay of nobles who live in Lannisport and elsewhere. Living conditions in these
towns are harsh, and violence can break out at any time without cause or justice.

The towns along the western coast of Westeros are rich from the plentiful gold. Nobles
live good lives and are spared much of the fighting that has taken place. Fisheries and imports
from across the sea keep trade bustling in Lannisport, and the city’s population reflects the
diversity one often finds in port cities with access to the riches of the world. There are fewer
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castles and holdfasts in the region than in the fertile regions to the east or in the North. The
mountains provide a strong defensive position for local lords, and Casterly Rock is a near-
impenetrable stronghold whose presence protects those around it.

@eople

The best thing the people of the Westerlands have to say about their lot in life is that
they are well defended. House Lannister holds more political power than any of the other

houses, and this alone grants their lands some measure of security. Unfortunately, they give
little else for their smallfolk to cheer about. The riches of the area’s gold mines have done
little or nothing to help the region’s poor, who struggle daily to sell fish in the cities
and bring gold out of the mines in the mountains. This gold goes to enrich the
coffers of Lannister nobles and their bannermen, while life remains ruggcd

and short for those without access to the wealth.

Lannisport and Casterly Rock are the two greatest hubs in the
region; the worlds eyes are on the Lannisters upon their perch at the Rock,
while the local population centres upon the prosperous city of Lannisport.

Merchants and middlemen are somewhat scarcer in the cities of the west than
in other regions, as the majority of the local wealth is controlled by the region's -
nobles. Control over the money is given to lords and sworn men, leaving very little
room for advancement in Westerland society. Yet undoubtedly those who prove outstanding
ability can find powerful local patrons and great rewards. Most labourers and beggars have little
time for the intrigues and games played by nobles throughout the realm, of course.

The smallfolk of the Westerlands are mostly loyal to House Lannister and its banner
houses. Aside from the mining towns, law and order is kept througltout the region. Casterly
Rock does not tolerate outlaw bands that seck to steal from the mines and coffers of its noble
houses. Taxation remains relatively low, and there is always work to be had. Life is harsh but
peaceful under the rule of Tywin Lannister.

Great Douse

Lannister

Minor Pouses

Brax, Broom, Clegane, Crakehall, Lefford, Lorch, Lydden, Marbrand, Payne, Prester,
Serrett, Swyft, Westerling

¢gional Benefits

All characters from the Westerlands gain the following benefits:

Favoured Skill: Profession (any single profession)

+2 bonus to Appraise and Diplomacy checks. The mere mention that one hails from
the rich Westerlands grants the appearance of wealth.

+4 bonus to Bluff or Sense Motive checks when dealing with issues of money. The
people of the Westerlands are somewhat more familiar with money transactions than those in
the rest of the kingdoms.

Characters from the Westerlands have the option of choosing from the following Feats

as one of their Background Feats: Blood of the Andals, Giant's Blood, Gold Breeder, Pious,

or Silver Tongue.
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Hihe Wild
Yet the mountain road was perilous. Shadowcats prowled those passes,
rockslides were common, and the mountain clans were lawless brigands,
descending from the heights to rob and kill and melting away like
snow whenever the knights rode out from the Vale in search of them.
Even Jon Arryn, as great a lord as any the Eyrie had ever known, had
always travelled in strength when he crossed the mountains.
— On the Mountain Clans, A Game of Thrones

Even in the most civilised of times, there are portions of Westeros that lie outside the
influence of the Iron Throne. Both the frigid land north of the Wall and the rocky foothills
of the Mountains of the Moon house tribes of men and women who would live free in the

“wilderness rather than under the reign of any monarch, huming and raiclin'g as they please. In
the Wild, tradition, might, and survival outweigh peerage and chivalry. Woe to he who dares
enter these lands unprepared.

F.ulnul.
Bythe-Ben
|

Jorth of the Wall

North of the Wall is a region of deep forests, jagged mountains, and frozen wastes.
North and west lies the mountain range known as the Frostfangs. These fierce mountains are
a wasteland of stone and ice, notoriously cold even in those northern regions. Coming down
from these peaks is the Milkwater, fed by a deep mountain lake. This lake is one of many
that can be found tucked away in the upper valleys of the Frostfangs. The Milkwater flows
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initially to the east, but curves slowly south until it empties into the Bay of Ice to the west.
The river cuts through the Haunted Forest, a vast expanse of trees populated by pines, oak,
ash, and weirwoods. In fact, there still stand great groves of weirwoods within the confines of
the Haunted Forest, carved by the children of the forest in ancient times. East of the forest
and the mountains is the Shivering Sea. It is there that smugglers from the Free Cities and
other locales bring steel weapons and armour to trade for furs, amber, obsidian, and ivory.
Hardhome sits on the tip of Storrold’s Point, the closet thing the wildlings have to a city. Far
to the north, beyond the lands occupied and explored by man, is the Land of Always Winter.

b

W .
Nlountains of the Moon

The Mountains of the Moon are still wild and untamed, equally inhospitable as their
northern counterpart. Between the kingsroad and the Vale of Arryn is a rough and treacherous
stretch of rocky foothills, steep passes, thick forests, and deep chasms. All along the way,
travellers face continuous threat from shadowcats, rockslides, and marauding clansmen. Those
secking safe passage are advised to take a small military contingent as escort.

— Bobdbdsdbs
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Iree folk

The wildlings were cruel men, she said, slavers and slayers and thieves.

They consorted with giants and ghouls, stole girl-children in the dead of

night, and drank blood from polished horns. And their women lay with
the Others in the Long Night to sire terrible half-human children.

— On wildlings, A Game of Thrones

Considered cruel raiders and slavers by the “civilised” of Westeros, the wildlings are
a fierce people who pride themselves on their freedom. They refer to themselves as the “Free
Folk.” Though there have been some men who have claimed the title “King-Beyond-the-WalI,”
it is not the position of absolute authority to which nobles to the south are accustomed. The
King-Beyond-the-Wall receives 1o great honorific; the Free Folk usually refer-to the king by
his given name. For most circumstances, the king has little power outside of his immediate
subordinates; he must fight and struggle to enlist the Free Folk to his cause.

The women of the wildlings are as independent as their male counterparts. There are no
marriages among the Free Folk. Men are expected to steal their women, particularly from other
tribes. In return, the women are expected to put up a fight. It is said that a wildling can own a
knife or a woman, but not both. Warrior women among the wildlings are known as spearwives.

Wildlings do not mine or forge metal. Most metal goods they possess are cither stolen
from dead rangers or bought in barter from smugglers. The Free Folk instead craft weapons
and armour from wood, bone, and leather.

Despite heing sworn enemies with the Night’s Watch, the wildlings north of the Wall
do a surprising amount of commerce with the black brothers. Rangers sometimes turn to
wildlings for aid when scouting beyond the Wall, and wildlings, especially orphans raised by
the Night's Watch, have been known to take the black.

ildling Tribes

Hornfoots, Nightrunners, Thenns, Walrus Men of the Frozen Shore, Cannibal Clans

of the Frozen Rivers

(T lansmen

Far to the south, the clansmen in the Mountains of the Moon are similarly

untrammelled. The clansmen trace their lincage back from the Fitst Men who refused to accept
Andal rule. They believe that every person, even a woman, should have a voice in councils.
The traditions of the clans can be both disgusting and frightening to those more inclined
towards a chivalrous lifestyle. The Black Ears, for instance, cut the cars off their enemies and
wear them openly. They do not kill these enemies, but instead leave them alive so that they
may try to reclaim the pilfered ear. In comparison, Burned Men mortify their flesh with fire
to prove their courage. Most will burn off a nipple or a finger, but the truly fierce will bura
off an ar or an eye.

Clans of the Mountains of the Moon
Milk Snakes, Moon Brothers, Stone Crows, Black Ears, Burned Men, Painted Dogs,

Sons of the Mist
- =
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, gional Benefits

All characters from the Wild gain the following benefits:
Favoured Skill: Survival

+2 bonus on Survival checks and Climb checks. Both the Mountains of the Moon and
the regions beyond the Wall are desolate, cold, rocky areas. Wildlings must learn the basics of
survival at an carly age, or they will have no future.

+2 Fortitude bonus to Save vs. cold. Familiarity with harsh weather brings tolerance,
and wildlings stand the cold far better than soft, southron folk.

Characters from the Wild have the option of choosing from the following Feats as one
of their Background Feats: Dreams or Giant’'s Blood.

"

Sestrictions

Although Wildling characters have no inherent festrictions, GMs may decide that
certain Knowledge Skills, such as History, Nobility, are culturally specific. Under those
circumstances, starting characters cannot specialise in information about civilised Westeros. -

See Culturally Appropriate Characters, page 98.
Summary of Chapter 4

* Choose a Background for your character.

¢ Fach Background provides regional benefits — normally a bonus to
Saving Throws, or other specific Abilities.

¢ Each Background has a Favoured Skill — this is always treated as
a Class Skill. If the character already gets this as a Class Skill at Ist Level,

instead he or she gains a +2 bonus.

o Check if the Background has any restrictions.

¢ Each Background also acts a prerequisite for certain Feats.
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Scelect Pouse
Hffilation

House Affiliation indicates whether a character was born into

nobility or to the commons. It encompasses Social Status, old blood
lines, and family traditions.

While Westeros is ruled by the machinations of the great houses, the bold
and sly small houses are also able to shift their fortunes when opportunity strikes. As houses
rise and fall, nobles from different ticrs may find themselves not so far apart as they once
believed. A young lord or lady born into a great house will be witness to tremendous wealth
and power — but he or she will also have far more enemies, including rival houses, aspiring
minor nobles, and perhaps even ambitious siblings or cousins. Of course, not all great houses
are equal — House Lannister is famously wcaltlly, while House Baratheon seems to make kings
— but all command tremendous respect, after their fashion.

Conversely, being born into a small house gives some the protection of anonymity.
Such nobles must still be wary, however; they must respect their oaths of fealty or else face
the fury of angry lords. Still, a shrewd minor noble can curry favour with his or her liege and

House AFFILIATIONS
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carn incredible opportunity, or even work with skilful and deadly
preparation to replace a weak ruler with someone he or she favours
more.

Those born without names or stations have a harder time in
the world, but when they prove themselves worthy, the songs and
stories are so much sweeter. Nobles are expected to be handsome
and brave. When a hcclge knight tilts and wins against the crown

prince, or a dasliing rogue steals a noble lacly, the smallfolk roar
with joy and admiration as tliey see themselves in the outsider who
conquers all.

In 4 Game (JfT}Jrones d20, a character’s House Affiliation
determines whether he or she was born to a great house, a small house, or no
house at all. Although a character’s Background (see Chapter 4) indicates where

he or she was raised, House Affiliation reveals the gifts the character was born with or
carned by nature of his or her name.

The noble houses play a critical part in the stories of Westeros, giving the realm so
much of its flavour and character. One’s House Affiliation needs to be a role-playing choice,
however, as well as a campaign concept decision. Therefore, to ensure you don't create a
bastard of Greyjoy when the GM wants everyone to be knights of House Baratheon, make
sute you talk to the GM about the scope and focus of the campaign. Likewise, while the
characters of great houses do command more power than a lesser noble and dominate the
lives of commoners, consciously choosing a weaker character can make a more powerful story.
Those who do not wish to Play a Tyrion Lannister miglit enjoy crcating aBronn instead, whose
story arc is no less intercsting.
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Players and GMs are encouraged to remember that characters from great houses
command significant authority and resources in Westeros. Tyrion Lannister regularly displays
the benefits of being a Lannister, while Robb Stark becomes the ruling Stark in Winterfell as
soon as his father leaves for the South. Nobles also carry the baggage of their name, though
— the concerns and cares of the house, and its enemies, are also your character’s, whether he
or she wants them or not.

Your choice of House Affiliation provides a framework that surrounds your character.
Knowing the house history and reputation gives you an idea of whether to make a favoured
child (Robb Stark, for example, who makes his parents proud), or a character whose
personality or actions run against the grain of the family (such as Arya Stark, who vexes her
parents to no end).

House Affiliations complement the Backgrounds. Starks are often from the North,
but this does not have to be the case; with careful thought, you can design a character like
Theon Greyjoy (a Greyjoy raised in the North). As you think about your character's House
Affiliation, you may also wish to ponder his or her character class (Chapter 6), since some
classes match more closely with certain House Affiliations.

ouse Hifilation
Descriptions

There are three types of House Affiliations: Great Houses, Minor Houses, and No

House. Each type of House Affiliation also provides one or more options for the character’s

starting Social Status (see page 90).

7N
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reat Pouses

There are nine grcat houses in Westeros.

ArrYN: As High As Honour. One of the oldest and purest lines of Andal blood in
Westeros, they rule the Vale of Arryn.

BaratHEON: Qurs Is The Fury. The youngcst of the grcat houscs, who took the Iron
Throne by breaking the Targaryen dynasty.

GReYjoY: We Do Not Sow. Lords of the Iron Islands, they still remember the old ways
of raiding and plunder. '

LANNISTER: Hear Me Roar. The masters of Castcrly Rock are a line of Andals: all
blonde, beautiful, and wealthy beyond even a king’s dreams.

MarteLL: Unbowed, Unbent, Unbroken. The blood of the warrior queen of the Rhoyne
still flows strong in these princes of Dorne.

Stark: Winter Is Coming. Once the Kings in the North, they still remember the old
gods and the ways of the First Men.

TARGARYEN: Fire and Blood. A broken house, the blood of the Dragon were once the
conguerors of all Seven Kingdoms of Westeros.

TuLLy: Family, Duty, Honour. These riverlords joined the Targaryens against Harren
the Black, and were givcn dominion over the Trident in return.

TYRELL: Growing Sz‘rong. Commanders of the golden roses, the Iargest army in
Westeros, they often fought the Dornish before Aegon’s Conquest.
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INlinor Pouses

There are also dozens of small houses throughout Westeros, each sworn to support a
great house in time of need. chond the small lords, there are also houses of landed knights
(see the Smallest of Small Lords, page 90). There are too many to provide a full listing,
therefore two examples are detailed as a model for other minor houses: House Umber and

House Frey.

DesIGNER’s NOTE:
BuilDING A MINOR
House TEMPLATE

Although more minor houses will be presented in future
supplements, GMs may wish to flesh out additional lines of minor
nobility for their campaigns. The following guidelines should help
GM s sketch out a template for such houses.

House HisTORy: known and legendary history.
House PERSONALITY: a description of its members.
House HOLDINGS: a listing of its major holdings.

House FeATs: Each house has a list of five Feats that are
common to its members (including one unique Feat, derived from the
house words, if known|. This list is built from the most appropriate
choices based on region, history, and influence, and such Feats can be
selected by any member whenever he or she gains a new Feat (subject
to any restrictions on the Feat).

House SocIAL STATUS: Each house has an average Rank of
Social Status bestowed to any members; the heir of a house has the
Heir Feat [which provides greater Influence), and the ruler of a house

has both the Heir Feat and the Head of House Feat (which also

provides greater Wealth and a further bonus in social situations).

N0 Pouse
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Not everyone in the world is born to a noble family. Commoners and smallfolk should
take the No House Affiliation. Lowborn characters who are connected to a noble house (a
sworn sword, appointed maester, godsworn, etc.), should take the No House Affiliation,
although their Social Status may start anywhere from Rank 0 — 3 (GM's discretion) or be
raised in the course of play (see the Feats Raised Status, page 180, and Command, page 175,
and Gaining Titles, page 192).
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DreSIGNER’s NOTE:
Erer CiTiEs AND DOTHRAKI

The focus of this book is primarily on Westeros, and thus there
are fewer options for characters who hail from the Free Cities or who
are from the Dothraki 2balasars. There are key differences between
the Westerosi noble houses and the societies to the east, such as a
stronger merchant class and large slave populations. These types of
characters should be designed with the No House Affiliation (their
Social Status may start anywhere from Rank o — 2 at the GM’s
discretion), although future supplements will develop additional

character Optl ons.
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ilg louse Hffiliation
Characteristics

Each House Affiliation has a description of: the house, including its known and

legendary history; the nature of those who bear its name; and its major holdings.

House History describes the lcgcnds of the founding of the noble houses, and recounts
what is known about their place in the history of Westeros.

House Position describes the house’s situation in the kingdom of Westeros at the time
when Eddard Stark takes up the mantle of Hand of the King in 4 Game of Thrones. This is
roughly when Eddard Stark arrives at the Red Keep, and Jon Snow has reached the Wall. It
details relations with the Iron Throne and any prominent positions held by members of the
house. [t also lists the goals of the house, and the means the house will use to achieve them.

House Destiny suggests what the future holds for the house and its prominent members
at the end of the first novel — after the death of King Robert Baratheon, the declaration of
Robb Stark as King in the North, and the rebirth of dragons. It raises questions and hooks

for GMs who would like to explore alternate destinies of Westeros.

House Affiliation provides a list of Feats that are commonly learned by its members.
House Affiliation acts as a prerequisite for these Feats (see Chapter 8: Feats for more
information). It also indicates the Rank of Social Status bestowed to any members (see page
90), although individual members of a house may have less Influence (see Stigma Defect, page
202), be the heir apparent (see Heir Feat, page 177), or even be the lord of the house (see

. Head of House Feat, page 177).
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A member of a noble house who turns away from his family to enter the Citadel,
become a member of the Night's Watch, or join the Kingsguard essentially loses his House
Affiliation. Once the vows have been said, the character traditionally loses his place with the
family. In the case of maesters, he will even lose his family name. The character loses all
Influence Points over his house gained through Social Status, and his Social Status changes
to reflect his new brotherhood (sce Social Status, page 90). He retains his House Affiliation
for the sake of House Feats, though, and may still select them late in life assuming he meets

all the prerequisites and gets GM’s approval.

The character will, however, retain any Class Influence Points (those gained per Level)
assigned to the house or organisation, even if the character loses his or her name and House
Affiliation. This reflects enhanced connections to the house, and acknowledges that blood can
sometimes be stronger than vows.

This rule should be applied to any brotherhood, guild, sisterhood, or tradition wherein
the character loses connection with his or her house or organisation. See In Service, page 201.

For example, Paul’s character Heldan was born to House Frey. As a fourth son to a
lesser cousin, he had no chance of inheritance, but instead was sent to the Citadel.

Paul creates Heldan as a Ist Level Noble, with House Affiliation Frey (Social Status
Rank 3, ECL +2). His Social Status gives him Base Influence Frey +15. As a Ist Level Noble,
he also gains 8 Influence Points (+0 Cha Modifier). He spends 4 Influence on his house,
bringing it to Frcy +19, and 4 on a childhood friend, Alice Tully.

A year later, Heldan Frey is sent to the Citadel, where he studies to become a maester.
When he gains Maester Level 1, he has still not said his vows, and thus keeps his House
Affiliation and Base Influence Points. He also gains § Influence Points for the new Class Level
(he spends them on new friends). When he reaches Maester Level 2, he has forged his first
link. He gains 3 Influence Points for the new Level, and gains free [nfluence Points that must
be spent on the organisation (Citadel +5; if he had been a baseborn character, his Maester
Social Status would now be Rank |, granting the same Influence Points and Wealth Rank 1.
Since his Social Status is still based on his Frey relations, he just gets the Influence Points).

When Heldan Frey reaches Maester Level 3, he gets 5 Influence from his Class (he
spends them on new friends). When Heldan reaches 4th Level, he says his vows. He no longer
calls himself Frey, and loses his House Affiliation (except that the GM may still allow him to
learn House Frey Background Feats). He is no longer considered a member of a minor noble
family, and loses the Social Status Rank 3, the Wealth Rank 3, and the 15 Base Influence
Points over House Frey. He does, however, still have the 4 Influence Points he invested from
his personal, Class Influence Points, and thus has Frey +4, and still has Alice Tully +4 (plus
all the new [nfluences he’s assigned as he has risen in Level). Finally, as a sworn Maester, his
Maester Social Status rises to Rank 2; this is now important for Heldan, and he gains +5
Base Influence Points, and now has access to resources through the Citadel, equivalent to

Wealth Rank 2.
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As High As Honour

House Arryn rules the Vale that shares its
name, a fertile land nestled within the great range of
the Mountains of the Moon. In their idyllic domain,
the Arryns have often found themselves isolated from
the greater events of the realm. This ended nearly fifteen
years ago, though, as Lord Jon Arryn’s devotion to his
former wards, Eddard Stark and Robert Baratheon, drew House
Arryn dircctly into the events that ended the Mad King’s rcign. With ]on Arryn’s recent and
sudden death, rule over the Vale falls to his widow and their sickly son, Robert, the last of the
Asryn line. Lady Lysa has fled to the seclusion of the Eyrie and threatens to shut the Bloody
Gate to the rest of the Seven Kingcloms at a time when the knights of the Vale may make all
the difference.

House History
The Acryn name goes back some 6,000 years to the Kings of Mountain and Vale,

one of the oldest and purest lines of Andal nobility. Wars were common in those ancient
days, but like the Kingdom of the North, the Vale was sheltered from external threats by its
geography.

Following the Targaryen conquest, the Kings of Mountain and Vale bent their knees
and kings became the Lords of the Vale, Defenders of the Eyric, and Wardens of the East.
Aerys I then repaid centuries of loyal service with the murder of Lord Jon's nephew and heir,
Elbert Arryn, for accompanying Brandon Stark as he sought to challcngc Prince Rhaegar.
When King Acrys then demanded the heads of Lord Arryn’s former wards, Jon raised the
banners of rebellion. Lord Jon became Eddard’s good-brother by taking Lysa Tully to wife,
securing Lord Tully’s aid. At the war's conclusion, Robert Baratheon rewarded Lord Jon for

his support by making him his Hand.
House Personality

The Arryns have often been men and women of true worth, both wise and honest. The
house has given birth to gallant knights _and beautiful women, all of whom could be relied
upon to take their responsibilities to the Vale very seriously. Duty and loyalty are among the
watchwords for the children of this-house. Unlike many other nobles south of the Neck, the
Arryns carry themselves with little ostentation. They prefer good, plain armour to silvered,
bejewelled plate, and the Eyrie's sparse beauty is an exemplar of their preferred aesthetics.

Pouse Poldings

The Eyric is a small, beautiful castle, widely considered one of the most formidable
strongholds in the Seven Kingdoms. The approach is by a difficult path up the face of the
Giant's Lance, guarded by a series of defences: a stout castle named the Gates of the Moon,

commanded by the High Steward of the Vale, along with three waycastles called Stone, Snow,
and Sky.

Beyond these castles, the Arxyns name a Knight of the Gate to act as castellan of the
twin watchtowers that guard the Bloody Gate, the door to the Vale itself, against which a
dozen armies smashed themselves in the Age of Heroes. The armies of the Vale are a match
in size for those of the North or Dorne. They are an untapped source of military strength in
the chaos following King Robert's death, which will unfortunately remain unused if Lady Lysa

O S

has her way.
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House Position

As Hand to the King, Lord Jon spoke with King Robert’s voice. This authority gave
House Arryn more influence than it had ever had. Unfortunately, Lord Jon's sudden death
following his investigations into the parentage of Robert's children reverses the house’s
fortunes significantly and leaves the Vale without a strong ruler.

One cause of this turmoil is the loss of the Warden of the East position. King Robert
is loath to bestow the title on a child, and so he takes the position away from House Arryn
— the traditional holders of the title — and bestows it on Ser Jaime Lannister. This act angers
Lady Lysa so greatly that she insists that her subjects call her son, Robert, the True Warden
of the East.

Since Jon Acryn's death, his wife Lysa rules in her son’s name as Lady of the Eyrie.
She withdraws from the outside world in an attempt to protect her son and stays apart from
the conflict that troubles the realm. She undermines this ffort, however, by accusing the
Lannisters of mur&ering her husband, then dcnying aid to her father against them. Lady Lysa's
chief concern is the safety of herself and her son, and she is willing to sacrifice the honour of
the Vale and the lives of everyone else to that end.

Avviep Houses: Stark, Tully
ENemy HOUSES: Lannister

House Destiny

Ruling in name if not in fact, Lord Robert is a sickly child, given to tantrums, weeping,
and shaking fits when overexcited. His mother is no help, protective to the point of hysteria.
Though Lacly Lysa was once full of hope, her unhappy marriage has left her a shadow of her
former self. She guarcls her son jealously, suspicious of anyone who might try to take young
Robert from her. Lysa spends most of her time doting on her son, enjoying the attentions
of the suitors who seek her hand, and ignoring the pleas of Tullys and Staks to join the war
against the Lannisters.

The lords of the Vale — at least those not pursuing Lady Lysa’s hand — are restive
under her rule. Bronze Yohn Royce, the greatest of the Arryn bannermen, is outspoken in his
desire to join the war against the Lannisters. Other great lords echo him, shamed by continued
inaction. One source of clismay is Lady Lysa’s refusal to lend her uncle, Ser Bryndcn Tully,
even a single sword to l)ring to Riverrun’s aid. Consequently, the Blackfish giycs up his office
as the Knight of the Gate and departs the Vale with his niece, Lady Catelyn Stark, to join
Robb Stark’s host.

Prominent Members
Lord Jon Arryn, Hand of the King, ruled the Vale until his death. Lady Lysa, his wife,

now rules in his place as regent for her son. Lord Robert Arryn, a boy of six, is the last of
his line.

Pouse Craits

Feats: AsLe Bopy; As High As Honour; Blood of the Andals; Gold Breeder; Noble
Spirit

SociAL Status: Rank 4 (Membser of a Great House)

HOUSE AFFILIATIONS
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B aratheon

The death of Robert Baratheon has thrown
the house of the king into disarray. Although the
daring and bold warrior he once was had vanished
in a haze of wine and women, he alone held the other

ambitious lords of House Baratheon in check and
solidified the house’s place among kings. Now there are
three kings of House Baratheon claiming the Iron Throne: loffrey,

a child born of Lannister incest but raised as Robert’s own; Stannis, Robert’s cold, hard
brother who chafes at the bonds of his castle at Dragonstone; and finally Renly, the carelessly
charming younger brother who pooled the strength of Storm’s End and Highgarden, and
cultivated the allegiances of the lords of the south. Each of these lays claim to the throne,
fracturing the house into competing allegiances - loffrey to the Lannister bird whispering
in his ear, Stannis to his pride and the priestess of a new god, and Renly to himself and the

roses of Highgarden.
House History

House Baratheon is the youngest of the great houses of Westeros. It was founded
during the Wars of Conquest, when Aegon the Conqueror granted the keep at Storm’s End
and the lands and daughter of Argilac the Arrogant to Orys Baratheon. The house’s founder,
Orys, was rumoured to be Aegon’s bastard brother; true or not, he became the new king’s
most loyal commander. The Baratheons remained loyal to the Targaryens for nearly 300 years,
and the two houses intermarried with regularity. This helped establish Robert Baratheon's
successful claim to the throne after overthrowing the Targaryen line during the War of the
Usurper, or Robert’s Rebellion, though his true claim was his hammer.

Pouse Personality

Baratheon lords are a diverse lot, all using different tactics to achieve their goals.
They understand the value of pageantry and direct action, but they do not eschew politics or
intrigue when these are the right tools for the job. A Baratheon lord must be aware of all of
the different factions competing for dominance and must be willing to stand his ground even
when compromise seems the best option; any sign of weakness and the others may pounce.
In times of great success, however, Baratheons can be prone to excess, forgetting their earlier
acuity. Those who do forget rarely live long to regret it.

House Doldings

The scat of Baratheon power is in King’s Landing, where Robert sits on the Iron Throne
and rules the Seven Kingdoms. Lord Stannis rules from the island stronghold of Dragonstone
and is the master of ships for the king. The youngest brother, Renly, sits at the king’s council

“ as master of laws, ruling from afar the traditional Baratheon home, the castle of Storm’s

End. By virtue of the Iron Throne, House Baratheon reigns over all the lands of the Seven
Kingdoms; only the Stormlands and the Marches belong to the house proper, however, gifted
to Orys Baratheon long ago. Many of the houses sworn to King’s Landing pay direct service
to Baratheon now ... but others sccretly remain Targaryen loyalists.

House AFFILIATIONS
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House Position

Robert took the Iron Throne after leading the successful rebellion against Aerys I1.
This conflict, called Robert's Rebellion by his allies and the War of the Usurper by his
enemies, reaffirmed the power and fury of House Baratheon — a house with a tendency
towards ending reigns and making kings. The might and claim of the Baratheons is bolstered
by Robert's marriage to Cersei Lannister, daughter of the richest house of the Seven
Kingdoms. Still, Robert is a warrior who cares little for politics. This wilful blindness has
turned King’s Landing into a viper's nest of those who would take advantage of the king's
carclessness. House Baratheon may be the most influential of Westeros’s great houses, but the
individualistic nature and selfish motivations of its lords may yet be its downfall.

With Jon Arryn’s death, Robert had a moment of clarity. He appointed Eddard Stark
the new Hand in order to give himself an advisor who would tell him what he needed to hear,
without reservation. He seemed to settle on Stark in an effort to set things right, bringing a
cool voice of truth and honour to the heart of the realm. Yet the levels of intrigue in King’s
Landing run so deep and Robert’s leadership has been blunted for so long, it is unlikely that

change will come without blood.
ALiED HousES: Lannister, Stark
Enemy Housks: Targaryen

Pouse Destiny

Robert's death creates a vacuum on the Iron Throne that not even Lannister intrigues
can fill. When one sits the Iron Throne, it is hard to distinguish between friends and enemies.
This is equally true for the lords who stand in line for the throne, causing fractious and
uncertain behaviour as the various parties attempt to align their resources and sworn swords.
Those bannermen that do not defect to Stannis or Renly’s cause abandon King's Landing to
join with Lord Tywin and Ser Jaime Lannister on the Trident, leaving Joffrey Baratheon poorly
defended. The boy king telies on his mother’s intrigues, the loyalty of his Kingsguard, and the
newly appointed Lord Janos Slynt for protection.

Consequently, House Baratheon is in more danger now than it has been in quite some
time, torn apart by the machinations of a Lannister siren and the jcalousy of a king’s brothers.
Without a decisive victory soon, the eventual Baratheon lord who claims the Iron Throne may
see his kingdom split without his consent. Even if he is able to keep the Seven Kingdoms from
fracturing beyond repair, he will soon find himself confronted by even greater threats — both an
unknown enemy from beyond the Wall and the daughter of a dragon gaze upon the continent
of Westeros with hungry eyes and burning hearts.

Prominent Members

King Robert Baratheon is the first of his name. He has three golden children: ]offrey,
Myreella, and Tommen. Joffrey is heir to the Iron Throne. Robert’s younger brother, Stannis,
is Lord of Dragonstone, while the youngest brother, Renly, is Lord of Storm’s End.

Pouse Craits

FEATS: Blood of the Andals; Giant’s Blood; Noble Spirit; Ours Is The Fury;
Stubborn

SociaL Sratus: Rank § (Member of the Royal Family)
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We Do Not Sow

House Greyjoy resides on the Iron Islands,
west of the Neck and the Westerlands. It stands
apart from the rest of the Seven Kingdoms not only
geographically, but also religiously — the ironborn
worship the Drowned God — and culturally, for they
choose to follow a custom of piracy and make enemies of all

the lords of Westeros by doing so.

Though traditionally a land of maritime raiders, the ironborn have found their freedoms
curtailed recently with their defeat in Creyioy's Rebellion. With the stability of the Seven

Kingdoms tectering, however, the Creyioys of Pyke may have a chance to reclaim their former
glory.
House Distory

The lincage of the Greyjoys is said to extend from the Age of Heroes — the mythical
Grey King was the progenitor of the line. This primeval King of Salt and Rock ruled not only

the Iron Islands, but also the very sea, and was said to have taken a mermaid as a bride.

The raiders from the Iron Islands, who call themselves “ironborn” (while other
Westerosi call them “ironmen”) spent thousands of years terrorising the surrounding
coastlines in their quest for plunder and glory. For much of their history, cach island had its
own two kings — a rock king (who ruled the land) and a salt king (who commanded at sea).
A l‘ligh King was chosen hy a council of these petty kings. This changed 5,000 years prior
to Creyjoy’s Rebellion, when King Utron slaughtered the assembled kings and established
a hereditary throne. His dynasty lasted a thousand years, until raiding Andals killed his

descendants and intermarried with the island lords.

King Harren the Black, the last of the Iron Kings, extended his rule from the Neck to
the Blackwater Rush. He had finally completed his grand castle of Harrenhal when Acgon the
Conqueror landed in the Seven Kingdoms. Haren was such a tyrant, however, that many of

his lords deserted him to support the Targaryen invader. The last Iron King was killed when
Harrenhal burned.

After the fall of Harrenhal, the riverlands were given to House Tully. The remaining
lords of the Iron Islands were allowed to decide who would become chief among them. Lord
Vickon Greyjoy of Pyke was chosen, thus estahlishing the Creyioys as the ruling bloodline.

The Lords Creyjoy title themselves Kings of Salt and Rock, Sons of the Sea Wind, and Lord
Reapers of Pyke.

When Robert Baratheon overthrew Aerys Targaryen, Lord Balon Greyjoy took
advantage of the weakened state of the monarchy to declare himself King of the Iron Islands
and return his people to the Old Way — the ancient tradition of the ironborn, a life of raiding
and pillaging along the mainland coast, or the "green lands” as they called it. King Robert
crushed the Greyjoy uprising with the assistance of Lord Eddard Stark. In the end, Lord Balon
lost his two eldest sons in the fighting. His youngest, Theon, was taken hostage by Lord Stark
as part of the terms of surrender.
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House Personality

Greyjoys are, if possible, even more blunt and direct than the Starks. Existence on the

islands is a meagre one; raiding the mainland is the only true hopc for prosperity. Ironborn
only own what they earn, even in the case of lords. The people of the Iron Islands are not the
type to gladly bend their knees for sake of a title, but they pay proper respect to those who
warrant it. Lord Balon and his brothers are all steeped deeply in the Old Way and disdain the
“womanly” behaviour common to those of the green lands. They prize that which is bought
with iron (taken by force) rather than that which is bought with gold (moncy), and have no
use for those not willing or able to take what they desire. Greyjoys who grow up away from
the islands, like Theon, may forget the Old Way and become comfortable in the customs of
Westeros, though.

Pouse Poldings

The island of Pyke and its eponymous keep is the seat of Greyjoy's power. The fortress
is stretched between jagged stacks of stone that, over the last thousand years, formed a rocky
spur into the sca before breaking apart. The castle and its associated lands share the island with

House Wynch and House Botley. Other islands under Creyioy control include Old Wyk,
Great Wyk, Harlaw, Saltcliffe, and Orkmont. '

The primary martial force of the Iron Islands 1s the lron Flect, Though it does not
have extensive military holdings, the Iron Fleet has long mastered the techniques of raiding -

and piracy.
House Position

Greyjoy is an insignificant house compared to the other great houses of Westeros. It has
few resources at its disposal and is well removed, both socially and geographically, from the
politics of King's Landing. Furthermore, the whole area has been under probation since Lord
Balon’s attempted rebellion, and is in no position to curry favour with the royal court. To the
Creyjoys, however, this matters little. What Creyioy desires most is a return to the Old Way.
[ts last attempt proved fruitless, but it waits patiently for another opportunity to arise.

Attiep Houses: None

Enemy Houses: All Great Houses of Westeros

House Destiny

With the death of Robert Barathcon and no less than three mainland lords declaring
themselves king in some fashion, Balon Greyjoy bides his time, testing to see which way the
wind will blow. Although a minor power in the machinations of the great houses, Greyjoy
knows that the Iron Fleet can play a significant role in the days to come, especially along the
coasts of the Neck and the Westerlands.

Conversely, Theon fights beside Robb Stark in his battles against the Lannisters. Raised
by the Starks, he hopes to advance his own position while helping Robb’s cause.

Prominent Members
Balon Greyjoy is the Lord of Pyke during the reign of King Robert Baratheon. His wife

is Alannys of Harlaw. Balon’s two surviving children are his son, Theon (currcntly in fosterage
with House Stark), and his daughter, Asha. His three brothers are Victarion, Lord Captain of

the Iron Fleet; Euron, an outlaw and pirate; and Aeron, a priest of the Drowned God.

House Traits
FEATs: Able Body; Blood of the Iron Born; Stubborn; Tradesman; We Do Not Sow
SociAL STatus: Rank 4 (Member of a Great House)

House AFFILIATIONS
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Hear Me Roar

Home to the wealthiest of the great houses,
the keep at Casterly Rock sits literally on top of
a gold mine, built into the very rock. From that

lofty yet uncomfortable position, House Lannister
rules over the Westerlands (and influences all of
Westeros, by virtue of the kingdom’s puse strings). With
the ascension of Lord Tywin to the house seat, the Lords of the

Rock developed a reputation for ruthlessness as well as riches. This was due in part to Tywin's
remorseless efforts to keep his bannerhouses in line, but also because Aerys Il was murdered
by one of his own Kingsguard: Ser Jaime Lannister.

House History

The Lannisters claim descent from the legendary trickster, Lann the Clever, along the
women’s line. Legends say that Lann conned the Casterlys out of Casterly Rock using only
his wits, then plucked gold from the sun to brighten his hair. Even without such a claim, their
connection to the Age of Heroes is clearly marked by their fair hair and tall, handsome build
— hallmark traits of Andal blood.

When Aegon the Conqueror swept through the land, King Loren of the Rock sided
with King Mern of the Reach against the Targaryens. They were defeated upon the Ficld of
Fire, but King Loren survived and later swore fealty to Aegon. Following his surrender, he sired
an heir who continued the Lannister line.

Lord Tywin’s father, Tytos, was an amiable but weak man who was mocked and swindled
not only by his bannermen, but even his mistress. Even before Tytos's death, Tywin proved
himself repeatedly to be made of sterner stuff than his father, eradicating two of Lannister's
disloyal bannerhouses.

At the age of 20, Tywin became the King's Hand. During his two decades as Hand to
Aerys, Tywin rose to such power that some considered him to be the true ruler of the Seven
Kingdoms. He gave up his position, however, after his eldest son, Jaime, was accepted into
the Kingsguard at the age of 15. Tywin resigned under a thin pretext, for he believed Aerys
was playing games with him by taking away his heir. Tywin returned to Casterly Rock with
his daughter, Cersei.

During Robert Baratheon'’s rebellion, Aerys summoned Lord Tywin's swords. Tywin
did not respond at once, instead waiting until after Prince Rhacgar’s defeat at the Trident to
march toward King's Landing. When l2,000 Lannister men finally arrived at King’s Landing,
the Mad King was desperate for help. He opened the gates to Lannister’s soldiers believing
Tywin to be his saviour. It instead proved to be his undoing, as the Lannisters sacked the city
while Ser Jaime slit the king’s throat.

Eddard Stark arrived in King's Landing to find the lion banner of the Lannisters flying
above the castle and Jaime seated on the Iron Throne. While Jaime readily yiclded the throne
to Lord Stark and House Lannister swore fealty to King Robert, Jaime’s betrayal of Aerys has
continued to live on in infamy.

House Personality

To be a Lannister is to know one deserves nobility. Whatever the Lannisters may have
been before Lord Tywin is irrelevant, for he has forcefully shaped his family into his vision
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of near perfection. The famous golden Lannister mask has many cracks beneath it, however,
as his children and grandchildren seck to be more than his puppets. Those who can hide
their deficiencies and maintain the illusion of Lannister greatness are welcomed, while those
with more obvious shortcomings, such as Tyrion, are cursed to be neither fully included nor
excluded from the house’s agenda.

Pouse Poldings

Casterly Rock is a fortress carved from a stone on the shores of the Sunset Sea, next
to the city of Lannisport. Extensive gold mines run beneath the castle. The Lannisters also
control gold mines at Castamere, Nunn's Deep, the Pendric Hills, and the Golden Tooth.
The last is also the site of a small but formidable-castle that protects the Westerlands from
invaders from the east.

House Position

House Lannister is the second most powerful house in the Seven Kingdoms, answering
only to House Baratheon. As Lord of the Westerlands, Tywin also receives the title of Warden
of the West; he is additionally styled as the Shield of Lannisport. Tywin's eldest son is among
the Kingsguard and his daughter is Queen of the Seven Kingdoms. His third son, Tyrion, is
untitled, but well-placed in the king’s court.

Tywin'’s original goals had been the promotion of his house, ensured by forming
beneficial marriages for his children. While Jaime thwarted him by becoming a member of
the Kingsguard, he was able to arrange the wedding between his daughter, Cersei, and Robert
Baratheon. With the Lannister holdings secure, Tywin's primary goal is to maintain the status
quo. Should a threat to his security manifest, Tywin will once again be moved into action.

ArLiep HousEs: Baratheon (of King’s Landing)
Enemy Housks: Stark, Tully

Pouse Destiny

Robert's death is a mixed blessing for the Lannisters. With Joffrey too young to
properly rule the Seven Kingdoms, Cersci assumes the mantle of Queen Regent in order to
provide a guiding hand for the young monarch. Combined with Tyrion’s orders from his father
to provide guidance in court, Casterly Rock has a firm control over the Iron Throne.

They inherit a kingdom in tatters, however. Robb Stark proclaims himself King in
the North, gaining support from the North and the Riverlands. His forces inflict significant
defeats on the Lannisters and even take Jaime captive. Renly Baratheon concurrently announces
his claim to the Iron Throne and gathers forces in the Reach and the Stormlands, while his
brother Stannis sits and ponders. Surrounded by enemies and potential threats, the Lannisters
will be hard pressed to hold the trophy that they claim as their own.

Prominent Members
Tywin Lannister is Lord of Casterly Rock. His wife, Lady Joanna, died in childbirth.

Their children are: Ser Jaime Lannister, a member of the Kingsguard; Cersci Baratheon,
Queen of the Seven Kingdoms; and Tyrion Lannister, “The Imp.” Ser Kevan Lannister
is Tywin’s eldest and only surviving brother. Cenna, Tywin’s only sister, is married to Ser
Emmon Frey.

PHouse Traits
FEATs: Able Body; Blood of the Andals; Gold Breeder; Hear Me Roar; Silver Tongue
SociAL STatus: Rank 4 (Member of a Great House)
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Unbowed, Unbent, Unbroken

Separated from the rest of the realm by
history, culture, and geography, Dorne is unique
among the regions on the mainland. The Martells
style themselves princes rather than lords or kings,
and foreign Rhoynar blood runs in their veins. A
millennia ago, the Rhoynar followed the warrior-queen
Nymeria across the narrow sea. Much of the distinct appearances,
tastes, and attitudes of the Dornish can be attributed to their Rhoynish descent. Despite their
reputation for quick tempers, however, Dorne has been silent while the rest of the realm has
been thrown into turmoil. The spears of Dorne are a fearful thing to face. In this time of
trouble, no one can know at whose heart they might be aimed.

House History

More than a thousand years ago, Dorne was a patchwork of petty squabbling lords. The
Red Mountains kept the Dornishmen safe from invaders until Nymeria and her people came
in their 10,000 ships. Nymeria married one of the petty lords, Mors Martell, and together
they brought Dorne to heel. The Rhoynar brought their own traditions and customs. As the
peoples mingled over generations, however, the ancient beliefs faded.

In the centuries that followed the unification of Dorne, the Princes fought many wars
against their neighbouring sovereigns in the Reach and the Siormlands, leading toa rivalry
that is long in dying. There were border wars beyond measure, and raids over the mountains
even during the periods of peace.

When the Targaryens later landed on Westeros and made their bid to rule all Seven
Kingdoms, the Martells were as defiant as their neighbours in resisting the dragons. Unlike
the other old kings, however, Dorne remained independent despite Aegon’s vast armies. The
Dornishmen kept their troops scattered to escape the dragon’s fire; they never massed in the field
nor in castles, but fled whenever the dragons appeared, only to regroup to strike at the Targaryens’
flanks. Though Daeron [ briefly conquered Dorne, but he lost 20,000 men in the inevitable
rebellion. It was his namesake, Dacron I, who l)rought Dorne into the realm by wedding a
Dornish princess, Myriah, and giving his sister’s hand to the ruling Prince of Dorne.

For the next 150 years, the M_artells cleaved to the Targaryens, in time wedding Princess
Elia to Prince Rhacgar Targaryen. When Rhacgar absconded with Lyanna Stark, however, the
Martells grew furious and withdrew all but nominal support from the Targaryens until the very
end of the War of the Usurper. Prince Lewyn Martell of the Kingsguard, Doran’s uncle, led

Dornish spears at the Trident, but that battle was lost almost as soon as it was l)cgun; Lewyn

died as Rhaegar did.

Shortly thereafter, Tywin Lannister’s forces sacked King’s Landing, brutally murdering
Princess Elia and her children. Dorne cried for vengeance, and Prince Oberyn tried to raise
Dorne’s spears for Prince Viserys Targaryen. Jon Arryn, Robert's Hand, was sent to Sunspear
to prevent a rebellion. Arryn returned Prince Lewyn's bones and quicted the drums of war
through talks with Prince Doran. Since that time, Dorne has kept primarily to itself, and
Robert has been content to leave them so, never visiting the egion.

— CHAPTER §
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House Personality

The Martells are “salty” Dornishmen, a label applied by the Young Dragon,
distinguishing them from “sandy” and “stony” kin. The blood of the Rhoynar runs thick in
their veins, which may explain why the men are known for their hot tempers and the women
are said to be wild and wanton. In the Reach, though, it is said that the hot spices of Dornish
food are more to blame.

The truth is more varied than that, but Prince Oberyn, the Red Viper, is a prime example
of the qualities for which Dornishmen are infamous: quick to anger, slow to forgive, and cruel
for the sake of cruelty itself. His brother, on the other hand, is quite a different kind of creature.
Prince Doran is the head of the family and Lord of Suaspear. He is cautious to the point of being
sedate, and lacks the martial reputation of his younger, and far less tractable, brother.

Pouse Poldings

The Martells rule all of Dorne, from the Red Mountains to the Summer Sea. Their seat
is the citadel of Sunspear and the city in its shadow. Near Sunspear lies the Water Gardens, 2
pleasure palace raised by Prince Maron Martell for his Targaryen bride, to which the Martells
sometimes retreat when the heat of summer is at its most unbearable. The Martells can call
30,000 spears to their banners — lightly equipped compared to the levies of the other realms,
but making up for it with fierce swiftness and cunning. The fabulous horsemen of Dorne,
mounted on their tireless sand steeds, are as proficient with the use of the bow and javelin as
they are with lance and sword.

House Position

Having ncither great wealth nor great influence, House Martell and Dorne are largely
uninvolved in the current events of the realm. This is in part by choice, following the murders
of Princess Elia and her children during the Sack of King’s Landing. These great tragedies
nearly led Dorne to rebel against the newly crowned Robert. Prince Doran is known for his
vast caution, however, and scems to lack any great ambitions. Consequently, the land remains
neutral and attached to the Seven Kingdoms ... for now.

AtLiep Houses: None
ENemY HOUSES: Lannister, Tyrell

House Destiny

House Martell plays no part in the war over the Iron Throne following Robert's death.
With Renly gathering a great army, Stannis preparing his fleet, and the Lannisters scramhling
to win the war in the Riverlands, however, there are many reasons why Dorne’s strength may be
crucial in this time of crisis. With the mountain passes allowing them access to the Marches,
the Reach, and Stormlands beyond, they may support or threaten the armies gathering there.

Prominent Members
Prince Doran Martell is past fifty and suffering from gout. His wife, Mellario, hails

from the Free City of Norvos. Their children include: Princess Arianne, heir to Sunspear;
Prince Quentyn; and Prince Trystane. Doran’s sister was Princess Elia, murdered wife of

Rhaegar. His brother is Prince Oheryn, the Red Viper.

Bouse Craits

FEATs: Able Body; Blood of the Rhoyne; Gold Breeder; Stubborn; Unbowed, Unbent,
Unbroken

SociAL Status: Rank 4 (Membser of a Great House)
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Winter Is Coming

House Stark is the most influential and
notable power in the North. From their stronghold
at Winterfell, the Starks guard the old ways against

the dishonourable and fractious houses of the Seven

Kingdoms. Their devotion to honour and the old gods
wins them few friends in the court of King’s Landing and
beyond, but this very same dedication to tradition commands
tespect from the lords of the North. Those Northmen who bend the knee to Eddard Stark
have been hard won with respect, devotion, and justice. His sons show signs that they too
will be well-respected and beloved leaders in the North upon ascending to the lordship of this
enduring and storied house.

hHouse Pistory

The history of House Stark goes back through 8,000 years of unbroken noble lincage.
The Starks trace their roots to Brandon the Builder, the King in the North who built the Wall
and ceded the lands south of it to its protectors, the Night's Watch. For several thousand years,
the Kings in the North defended the Seven Kingdoms from wildling attacks from beyond the
Wall, and at the same time consolidated their kingdom by forcing the other lords of the North
to bend the knee to the lord of Winterfell.

The Starks remained isolated in the North, though, having little or no sea power
after their ships were burned by Brandon the Burner. Eddard Stark's friendship with Robert
Baratheon, formed when both served s wards to Jon Arryn, would, however, hring the house
into the heart of Westeros. When Lord Rickard Stark and Eddard’s elder brother, Brandon,
were killed by Aerys II, Eddard inherited both Winterfell and Brandon's betrothed, Catelyn
Tully. Eddard, the new Warden of the North, then rode with Robert to fight the Mad King
and save Lyanna Stark. Tragically, the sister who was to marry Robert and unite the two men
as good-brothers died. Although the war made the men more than brothers, the peace saw
them drift apart.

Eddard came again to Robert's call several years later, leading his bannermen against the
Greyjoy Rebellion. Afterwards, he took the vanquished upstart’s young son, Theon Greyjoy,
as a ward. In recent years, House Stark has kept to itself in the North, following their motto

| and preparing for the winter to come.

house Personality

Starks rarely turn to intrigue when confronted with a problem, preferring instead to
face the problem head on — no matter the consequences. This trait is exemplified by Eddard
Stark’s refusal to play politics with the lives of Cersei and Joffrey Baratheon, a mistake that

. will cost him both his honour and his life. His son Robb carries on this tradition, and has
shown himself to be a decisive and shrewd military commander even at the age of 15. Honour
is very important to House Stark, and their actions are govcrned by it — sometimes even past
the point of wisdom. Their history of defending the Seven Kingdoms from the threats in the
North has made them hard and practical. Starks tend to speak plainly and truthfully, although

they know and use the courtesies of the court as needed.

House AFF[L[ATIONS
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Despite the house’s many hardships, its spiritual devotion seems to have blessed the
Starks with more than their fair share of strange abilities. From the uncanny bond that the Stark
children formed with the direwolf pups they found to the visions expcricnccd hy Bran and Rickon,
the great house in the North seems to have a force on its side that cannot be explained.

Pouse Poldings

Winterfell Castle is the heart and strength of House Stark. Located in the central plains
of the North on the Kingsroad, this great castle stands in homage to the ancient line of kings
who have called it home. House Stark is the undisputed ruler of the North and the second
line of defence against the horrors beyond the Wall. The house’s holdings stretch south to the
Neck, where the ruins of Moat Cailin still guard against invading armies.

House Position

House Stark is the third most powcrful House in the Seven Kingdoms, behind the
Baratheons upon the Iron Throne and the wcalthy Lannisters who married into King's Landing.
Lord Eddard Stark is named Hand of the King, and moves from his castle at Winterfell to sit
at his friend Robert’s side in King’s Landing. The Starks value honour and truthfulness, and
do not play the game of thrones as skilfully as the Lannisters of Casterly Rock.

AwLiEp HousEs: Baratheon, Tully
Enemy Houses: Crcyjoy, Lannister, Targaryen

House Destiny

With the death of Lord Stark, the great House Stark is now in disarray. lts members
are separated and its power diminishing, even as it wins victories against the forces of House
Lannister. Arya Stark is on the run, disguised as a boy bound for the Wall. Sansa Stark,
betrothed to the boy who ordered her father’s death, is trapped behind the walls of the Red
Keep as a pawn in this most dangerous game. Catelyn and Robb Stark command a host of
troops at Riverrun, Catelyn’s childhood home. Although they defeat one Lannister army
and capture the Queen Regent's brother, the Kingslayer, their march stalls as Lord Tywin
Lannister's host takes refuge behind the unassailable walls of Harrenhal.

As it stands, House Stark is at a crossroads. On one hand, Robb Stark’s military
victories in the south increase its position, momentarily throwing it into the centre stage as
his allied lords declare for him alone, swearing oaths to the King in the North. On the other
hand, its wisest leader has been branded a traitor and executed, and its hopes may yet rest on
a crippled boy and his dreams of  three-eyed crow. The fate of House Stark is in the balance,
and the actions of every loyal bannerman and traitorous lord may determine whether this great
house survives the long winter ahead.

Prominent Members

Lord Eddard Stark leads House Stark, with his wife Lady Catelyn Tully. They have five
children: Robb Stark, heir to Winterfell; Sansa; Arya; Brandon, called Bran; and Rickon. Jon Snow
is Eddard’s bastard child, and second in ageto Robb. Eddard’s siblings are Brandon (deceased),
Lyanna (deceased), and his younger brother Benjen, First Ranger of the Night’s Watch.

Pouse Craits
FEATS: Animal Companion; Blood of the First Men; Dreams; Noble Spirit; Winter

is Coming

SociAL STatus: Rank 4 (Membser of a Great House)
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For nearly 300 years, House Targaryen ruled
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argaryen

Fire And Blood

the realm that Acgon Targaryen had forged with

dragonfire. Even after the death of the last dragon,

the Targaryens maintained dominion over Westeros,

for better and for worse. Rebellions and even civil wars

came and went until the reign of Aerys 11, the Mad King.

With the aid of the Starks, Tullys, Arryns, and even Lannisters,

Robert Baratheon seized the throne from the Mad King and killed his heir, Rhaegar. Most of
the family died brutally; the only Targaryens remaining are Aerys's youngest children, Viserys
and Daenerys. They are the last of their line, cast adrift among the exotic and dangerous
peoples of the castern continent. For IS years, House Targaryen has been silent in their exile,
but now the time for that to change has come. .

house History

Descended from the dragonlords of the ancient Frechold of Valyria, the Targaryens
escaped its apocalyptic Doom and settled on the isle of Dragonstone. Many decades later,
Aegon Targaryen and his sisters, Rhaenys and Visenya, invaded the mainland, raising their
first fort at the site that would become King’s Landing. The kings of the Seven Kingdoms
surrendered or died, one after another, for the Targaryens rode dragons: Balerion, Vhagar, and
Meraxes, named after old gods of Valyria. At the end of the conquest, Aegon was king of all
the lands from the Wall to the Dornish Marches, and from the narrow sea west to the Iron
Islands. The only people to escape Aegon'’s reach were the Dornishmen. He fashioned his scat
of power, the Iron Throne, from the swords of his defeated foes.

Two hundred years after Aegon, Dorne became the last of the Seven Kingdoms to fall
under the domain of the Iron Throne. Dorne was joined by marriage and treaty, however, rather
than war. King Dacron Il wed the Dornish Princess Myriah, while a Targaryen sister in turn
married the Prince of Dorne.

For three centuries, House Targaryen birthed kings both great and weak; the last
Targaryen king was likely the poorest. Aerys II, the Mad King, murdered many once-loyal
lords following Rhacgar’s kidnapping of Lyanna Stark. This led to the War of the Usurper
(or Robert’s Rebellion) wherein Prince Rhaegar died fighting Robert Baratheon at the Trident
and Aerys was murdered l)y one of his own Kingsguard, Ser ]aime Lannister. Rhacgar’s wife
and two young children were brutally murdered, leaving only Aerys's pregnant queen and his
remaining son, Viserys, to carry on the name. Queen Rhaella died on Dragonstone, giving
birth to Aerys’s last child, Daenerys. The last two Targaryen children were then spirited away
to the Free Cities, where they have remained in exile.

House Personality

In their pride, the Targaryens placed themselves above the laws of the gods. They styled
themselves the l(ings of the Andals and the Rhoynar and the First Men, Lords of the Seven
Kingdoms, and Protectors of the Realm. They wed brother to sister following the Valyrian
tradition, which led to their unnatural beauty, moments of genius, and bouts of madness.

— CHAPTER §
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There are those who say the gods toss a coin every time a Targaryen is born — one side
of the coin is greatness, and the other madness. History seems to have borne this out. Prince
Aemon the Dragonknight is accounted as the most noble of all knights, while Baclor the
Blessed brought the realm to its knees with his mad, pious mistule. They are given to extremes,
both of nobility and depravity; only time can tell to which side a Targaryen has been born.

Pouse Poldings

Though they once ruled all of the Seven Kingdoms, with King's Landing as the royal
seat and Dragonstone as the holding of the crown prince, the exiled Targaryens hold no lands
to speak of. Viserys and Dacnerys live on the sufferance of others, such as Magister Illyrio
Mopatis of Pentos. Viserys has arranged to trade the last of his property — his sister — for an
army of Dothraki screamers. It is said, however, that there are still lords loyal to the Targaryens
in Westeros, simply waiting for the return of the dragonlords.

House Position

Exiled from the Seven Kingdoms, House Targaryen is under threat of death should it
ever seck to regain the Iron Throne or even return to Westeros. Only the counsel of Jon Arryn,
King Robert’s Hand, kept assassins from bcing sent after the children following their ﬂight
from Dragonstone. No house in Westeros is likely to give them shelter or support, despite
rumours to the contrary; their only hope to regain their former realm is to win support from
the powerful masters of the Free Cities or the exotic people of the lands beyond, such as the
Dothraki. To accomplish this, Viserys would give anything — including his sister's hand in
marriage to Khal Drogo. Dacnerys is frightened to grow up, for while her past was little more
than a long ﬂight from death, her childhood contained moments of simple joy. Although she
feels compelled to help her brother, her future as a horselords wife seems a lurid mystery.

AwLiep Houses: None
Enemy Houses: All Great Houses of Westeros

House Destiny

With Viserys's death at the hands of Khal Drogo due to his arrogance and transgression,
Daenerys becomes the last living Targaryen. For a time, Dany is happy to simply be khaleess,

but when Drogo falls to a festering wound, her attempts to save him shatter the tribe.

The once-mighty khalasar of which Daenerys Stormborn was Ehaleesi withers away
with the death of her husband. She has only an exiled knight, three young bloodriders, and a
few dozen women, old men, and children to rule over ... but in Drogo’s funeral pyre, she finds
new resolve. Although now childless and possibly barren, the fire gives her new children — three
hatchling dragons. Despite Viscrys's death and the loss of her new life, Daenerys turns her gaze
again towards Westeros, willing to make sacrifices in pursuit of the Iron Throne.

Prominent Members

Prince Viserys Targaryen, the Third of His Name, Lord of the Seven Kingdoms (called
the Beggar l(ingl, and Princess Daenerys, Stormborn, are the last Targaryens.

Bouse Craits

FEATS: Animal Companion; Blood of the Dragon; Dreams; Fire And Blood;
Stubborn

SociAL Status: Rank - (Outcast)

Note: Targaryen characters should take the Outcast Defect (page 202), giving them
Social Status Rank -1 and Wealth Rank -1.

House AFFILIATIONS
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Family, Duty, Honour

The Riverlands represent the lands touched
by the Trident and its tributary rivers. The keep of
Riverrun stands where the Tumblestone River meets

the Red Fork of the Trident, and from there House

Tully watches over its lands. Though never a house of

kings, Tully gained prominence under the Targaryens during
the Wars of Conquest. Today, with Lord Tully old and ill, and his

only male child yet unmarried and without children, this house is on the verge of disappearing
in the conflicts ahead.

hHouse Pistory

Before the Tullys were the River Kings — the Mudds, Fishers, Blackwoods, Brackens,
and many others of the First Men besides. The Andal invasion killed the last of the Mudds. In

time, Harren the Black, last of the Iron Kings, would come to inherit the riverlands.

Tully was one of many bannerhouses sworn to Harren the Black, but they had held
the castle of Riverrun for 1,000 years while their lords changed and changed again. Harren’s
grandfather, Harwyn Hardhand, had taken the lands from Arrec the Storm King, whose
ancestors had in turn won the lands 300 years prior by killing the last of the River Kings. King
Harren had brought his subjects in both the Iron Isles and the Riverlands to econimic ruin in
order to finance the building of his castle, Harrenhal. This monumental edifice was completed
as Acgon the Conqueror arrived in Westeros.

Harren’s tyrannical rule over the Riverlands arned him little love from his bannermen.
When Aegon swept through the region, most of Harren's followers abandoned him to join the
Congqueror’s host. First of the riverlords to desert Harren was Lord Edmyn Tully. After the
conflict, Prince Aegon raised Lord Edmyn to overlordship of the Riverlands, requiring all other
local lords to swear fealty to House Tully.

More recently, during Robert’s Rebellion, House Tully reluctantly joined forces with
Baratheon. The price for Lord Hoster's assistance was a pair of weddings for his two daughters:
Catelyn to Eddard Stark and Lysa to Jon Arryn. In doing so, Tully reinforces its position
by the double marriage into greatness; Eddard Stark is Warden of the North and a staunch
supporter of King Robert, and Jon Arryn is the King's Hand, the second most powerful
person in the realm. Although Lord Hoster's son, Edmure, remains single, Tully has braced
itself with strong allics.

House Personality

The house has developed a reputation for not surrendering casily. Their words are
“Family, Duty, Honour,” yet stubbornness could also be added to that list. The members of

< the house each present their own variation on that pride and tenacity. Each does what he or

she thinks is best for the family, but not all agree on the best way to fulfil the obligations of
honour; this threatens to tear the house apart. It can be seen in Lord Hoster and his brother
Brynden’s long and bitter estrangement, caused after Brynden refused to marry on Hoster’s
orders. This stubbornness is also evident in Hoster’s daughters, such as Lysa’s complete
withdrawal to the Eyrie and Catelyn’s rugged determination for her family. Conversely,
Edmure, Hoster's son, secks to demonstrate his ability as the future lord of Riverrun, no
matter what good advice others lend him.
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There s a fierceness to the Tullys, too, once strong in Hoster. For example, after Lord
Hoster declared for Robert Baratheon, one of his bannermen refused to follow his lead and
remained a loyalist to King Aerys. Lord Hoster came down on Lord Goodbrook with fire
and sword. Catelyn and Lysa both show this anger in protection of their children, although it
manifests in wildly different ways.

Pouse Poldings

The castle at Riverrun is one of the most defensible keeps to be found in the Seven
Kingdoms. Flanked by the waters of Tumblestone and the Red Fork, the defenders of the castle
can open sluice gates to flood the moat, surrounding Riverrun with water on all three sides. The
waterways of the Riverlands are the key resources of House Tully. Many fast-moving rivers cut
across the Tully holdings, limiting access through the heartland of Westeros. The most ideal
crossings are well watched, forcing armics to risk precarious fords, ferry small groups across,
or travel far out of their way to reach the other side.

House Position

Tully is a house of middling rank — not as powerful as the other great houses, but
still tremendously positioned across the fertile riverlands, and it commands many influential
bannermen. The house’s main strength is its control of the heart of the Seven Kingdoms. The
paths across the mighty forks and tributaries of the Trident all lay within the purview of the

Lord of Riverrun. Though the Tullys have no direct ties to the crown, they have familial bonds
with both the North and the Vale of Acryn.

Unfortunately, Lord Hoster’s debilitating illness leaves the house with no clear leader.
Edmure is too brash and unseasoned to face the coming storm. Lord Hoster’s brother
Brynden, though a seasoned veteran, is ordered to stay at the Eyric at Lysa's command, since
she refuses his request to send a thousand swords or even one to assist Riverrun against the
massing Lannister horde.

AtLiep Housts: Stark, Arryn
Enemy HoUsES: Lannister

Pouse Destiny

Owing heavily to Catelyn's ties to House Stark and a distrust of Lannisters, House
Tully throws its lot in with the King in the North. Lord Hoster is so delirious with illness that
Edmure must manage the affairs of the house. The Tully armies combine with the armies of the
North, and win some victories against the Lannisters, including the capture of ]aimc Lannister.
The Kingslayer now rests in a cell deep below Riverrun, but the Tully position remains delicate
with enemies all around.

Prominent Members

Lord Hoster Tully, elderly and ill, leads House Tully. His wife Lady Minisa died in
childbed. Their children: Ser Edmure, heir to the house; Lady Catelyn, married to' Lord
Eddard Stark; and Lady Lysa, widow to Lord Jon Arryn. Hoster's brother, Ser Brynden,
known as the Blackfish, serves House Arryn as Knight of the Gate.

Pouse Craits
Feats: Blood of the Andals; Family, Duty, Honour; Keen Mind; Stubborn;

Tradesman

SociAL Status: Rank 4 (Membser of a Great House)
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Growing Strong

Amid the llowering plains of the Reach
stands the castle of Highgarden. From there,
House Tyrell rules the most populous region of
the Seven Kingdoms, presiding over the feasts and
tourneys that give the Reach its reputation as the heart
of chivalry in Westeros. These lands are steeped in the
customs of knighthood and the faith of the Seven, and the Tyrells
are paragons of these traditions. Lord Mace leads his formidable family in this time of crisis,
plunging the Reach into the conflict over the Iron Throne following King Robert’s death.
The armies of the lords of the Reach are second to none and their ambition is hardly less
formidable, making House Tyrell a dangerous adversary.

House History

The Tyrells claim descent from Garth Greenhand, the gardener king of the First Men,
through the female line. Harlen Tyrell, steward to the last King of the Reach, surrendered
Highgarden to Aegon the Conqueror after the death of King Mern on the field of fire. In
return, Tyrell was named Lord of Highgarden. Over the course of the next three centuries, the
Tyrells served the Targaryens by ruling the Reach. One Lord Tyrell, left to govern conquered
Dorne in the Young Dragon’s name, was assassinated at the beginning of the rebellion that
culminated with King Dacron I's death. These events further inflamed the centuries-long
enmity between Dorne and the Reach.

The latest in the long line is Lord Mace Tyrell, son of Lord Luthor and Lady Olenna
of House Redwyne. During the War of the Usurper, Lord Mace fought for King Aerys but
failed to distinguish himself in any battle of the rebellion. Lord Mace later dispatched most
of his bannermen to fight under Rhaegar's hanner, while he and his good-hrother, Lord Paxter
Redwyne, laid siege to Stannis Baratheon'’s forces at Storm’s End for nearly a year without

result. When Lord Eddard Stark arrived, Lord Mace surrendered with alacrity.
House Personality

The Tyrells place much stock in courteous speech and manners, but it does not
necessarily extend to their actions. Many of them are ambitious, filled with pride and a desire
to win ever-lasting fame. This thirst for glory can make members of the house appear to be
arrogant, beholden to empty chivalry rather than true courtesy. A few Tyrells, such as Ser
Garlan the Gallant and his elder brother Willas, eschew that arrogance entirely, pursuing their
goals in ways that are beyond reproach.

The intrigues of the house have varying complexity, depending on the instigators.
Some, like Lord Mace, believe that the best solution to any prol)lem is to throw men at it.
Others, such as Lord Mace’s mother — known as the Queen of Thorns for her sharp tongue
— are as skilled as any schemers in the Seven Kingdoms. Olenna’s craftiness appears to have
passed by her children, but her grandchildren share something of it. Most Tyrells, however,

prefer to act in the open.
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House Poldings

Highgarden is an old and great castle, famed more for its beauty than its strength.
From that flowery scat next to the banks of the mighty Mander River, the Tyrells rule over
military might unmatched in all of Westeros. While Mace Tyrell may be an undistinguished
commander, there is a reason he is Warden of the South. The Tyrells can call more than
80,000 swords to their banner, and their strength is not on land alone. The lords of the Shicld
Islands and the wealthy Redwynes of the Arbor together command a flet that rivals the crown’s
— and even the Iron Fleet of the Greyjoys.

House Position

Long since forgiven by King Robert for taking Aerys's part during Robert’s Rebellion,
Lord Mace has served the Iron Throne loyally. He has no greater desire, however, than to be
grandfather to a king. To achieve this end, his youngest son, Ser Loras, plots with Lord Renly
Baratheon to unseat Queen Cersei and put Mace’s daughter, Margaery, beside King Robert.

The Tyrells cannot overcome their longstanding animosity with the Dornishmen,
however. Their last clash with the Martells occurred some years ago, before Robert’s

Rebellion, in which Lord Mace’s heir, Willas, was crippled in a tourney joust with Prince
Oberyn Martell.

Avwiep Houses: Baratheon (of Storm's End)
Enemy Housks: Lannister, Baratheon (of King’s Landing), Martell

House Destiny

Mace Tyrell throws his house into the deadly game that follows Robert's death by
wedding his daughter, Margaery, to Lord Renly Baratheon. When the lords of the Reach
and Stormlands crown Renly, they put their faith in Highgarden: Lord Mace is his Hand,
Margaery his queen, and Ser Loras his confidant and Lord Commander of his Rainbow
Guard. Lord Mace now opens the way for an army of unrivalled size and might to be gathered
to march on King's Landing. There are those who wonder, however, if Lord Mace has not gone
too far to satisfy his drcam.

With the realm at large — including Renly and the Tyrells — unaware of King Joffrey’s
true parentage, King Renly is a usurper in the eyes of many, putting House Tyrell's support in
a poor light. Even if Queen Cersei’s children were proven illegitimate, Renly’s elder brother
Lord Stannis would still have a better claim to the Iron Throne. Stannis bears the Tyrells no
love, however. It remains to be seen whether the actions Lord Mace has taken on behalf of his
ambitions will be worth the risk that comes with them.

Prominent Members

Lord Mace, Lord of Highgarden, Warden of the South, Defender of the Marshes,
and High Marshal of the Reach, is a handsome man gone to fat, lacking political subtlety
and military skill. His wife is Lady Alerie Hightower. Their children are: Willas, heir to
Highgarden, a scholarly man crippled in a tourney; Ser Garlan the Gallant; Ser Loras, the
Knight of Flowers; and lovely Margaery, a maid at 14 and queen to Renly by 15. Mace’s
mother is Lady Olenna of Redwyne, known as the Queen of Thorns, perhaps the most savvy
of the lot.

Bouse Craits

FEATS: Blood of the Andals; Crowing Strong; Gold Breeder; Keen Mind; Silver
Tongue

SociAL STaTUS: Rank 4 (Membser of a Great House)
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Straddling the banks of the Trident's Green Fork, the
bridgefortress known as the Twins is the scat of House Frey. The
two matching keeps of the Twins sccure the only crossing of the

Green Fork north of the ruby ford.
House Distory

It took House Frey three generations to build just the hridge across the Trident; then work hegan

on the keeps on cither side of the hridgc. By charging for the use of that crossing for 600 years, the Freys

have become wealthy at the cost of their peers” respect.

Historically, the Freys have tried to conquer Greywater Watch, but only succeeded in making the
Reeds an enemy. The people of the Twins have nought but contempt for their ncighbours to the north,
considering them frog caters with green tecth and mossy armpits.

Walder Frey, the Lord of the Crossing, rules the house. A combination of long life and multiple
wives has resulted in an abundance of progeny. It is said that Lord Walder could field an army out of his
breeches. Walder Frey arrived with reinforcements for Robert Baratheon’s battle against Rhacgar, but only
after the fighting was completed. This questionable pragmatism inspired Lord Hoster Tully to refer to
Lord Walder as “The Late Lord Frey.”

Pouse Personality

Viewed as an upstart by other houses, the Freys have developed a persecution complex. The house
is quite cognisant of the strategic importance of the Twins, and delights in lording their power over greater
houses that come to heg the use of the bridge. Lord Walder possesses the caution of an old man, but the
ambition of a young one.

Pouse Holdings

The Twins are a pair of squat and ugly fortresses resting on cither side of the Frey's bridge
across the Green Fork. Each keep is identical, possessing high curtain walls, moats, oak-and-iron gates,
barbicans, and porteullises.

Pouse Position
Though wealthy and populous, the Freys have long been scorned by their peers. House Frey's

meagre lineage combined with their greedy habits has led many great houses to look down upon them.
Auwiep Housks: Tully; Anyone with something to offer.
Enemy HousEs: Reed; Anyone who offends their honour; See Tully

Pouse Destiny

Lord Walder is secure within the Twins, but circumstances require him to forge an uneasy alliance
with the Starks in their conflict with the Lannisters. In the end, Lord Frey and Lady Catelyn settle terms.
In exchangc for the Freys' support and passage across the river, Robb agrees to marry a Frey daughter once
the fighting is done. Furthermore, Frey's son Olyvar becomes Robb’s squire, two of Frey's grandsons will
be fostered at Winterfell, and Arya, if ever found, will marry the youngest Frey, a lad named Elmar.

- Prominent Members

Walder Frey, 90 years old, is Lord of the Crossing. His current wife is Lady Joyeuse of Erenford,
age 16. Walder's sons include Ser Stevron, the eldest and heir to the Twins; Ser Emmon, married to
Genna of Lannister; and Septon Luceon. Lord Walder also has sons with his other wives, and many of
these are old enough to have children and grandchildren of their own. Many of these children are named
Walder or Walda, in honour of their progenitor.

Pouse Craits
FeAts: Blood of the Andals; Gold Breeder; Keen Mind; Silver Tongue; Twins
SociAL Status: Rank 3 (Member of a Minor House)
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Beyond the Last River, the Umbers of Last Hearth rule a
vast and wild domain. The Umbers have a history of both ferocity in

battle and loyalty to the Starks.
house Distory

An ancient line of the First Men, the roaring giant of the Umbers has
long flown beside the Stark direwolf. The Umbers stood with the host that defeated Gendel and Gorne,
the brother Kings-beyond-the-Wall, some 3,000 years ago.

More recently, Jon Umber — called the Greatjon ~ 'fought for House Stark and gained a
reputation as one of strongest and most fearless men in the realm.

House Personality

Largc, loud, fiery, and unsophisticated, the Umbers are the kind of men who love battle, mead,
and a warm woman on  cold night. They are as fierce in their feuds as they are in their loyalties. Their
wildness and huge appetites can cause trouble; many have carned unsavoury reputations. Hother Umber,
the Greatjon's uncle, is known as Whoresbane. Hother's brother, Mors Crowfood, bit the head off the
crow that took his eye.

Pouse Poldings

True to its name, Last Hearth is the last noble seat before one reaches the Gift and the Wall
beyond. The castle rules a great forested domain, from the kingsroad to the Bay of Seals. The Umbers
can raise a levy of some 2,000 men, or more if they are willing to risk their harvests.

Pouse Position

As sworn bannermen to Winterfell, their duty is to support Lord Stark in war and in peace. Lord
Unmber's uncles, Mors and Hother, rule the Last Hearth in his stead as joint castellans.

Besides winning renown in battle, the Umbers are concerned with the threat the Wildlings beyond
the Wall can pose. Wildlings sometimes use boats to slip past the Wall, causing trouble for the Umbers
and other lords of the far North. Their zeal to go to war must be balanced with concern for their own

lands and smallfolk.
Auwiep Houss: Stark
ENeMy Houss: See Stark

House Destiny

The Greatjon brings his swords to Winterfell at Robb Stark’s call, only to threaten to take them
home if he is placed behind the Cerwyns or Hornwoods in the order of march. Drawing his greatsword
in anger at Robb’s threatening response, the Greatjon breaks all the laws of hospitality and pays for it
by losing two fingers to the direwolf, Grey Wind. Unlike most men, however, Lord Umber laughs at
his wounds and becomes the staunchest and loudest of Robb’s supporters. After secing Robb’s mettle in
battle, the Greatjon is the first man to shout for Robb to claim the title of King in the North

Prominent Members

Lord Jon Umber, known as the Greatjon for his massive size and strength; his heir, Jon
Umber, called the Smalljon for he stands an inch or two shorter than his father, is one of Robb's battle
companions; Lord Jon’s uncles are Hother Whoresbane and Mors Crowfood.

House Craits
FEATS: Blood of the First Men; Giant's Blood; Stubborn; Tradesman; Unchained Giant
SociaL Status: Rank 3 (Member of a Minor House)
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No Douse

The politics of the noble lords are played on the backs of the smallfolk whom they rule.

This is true not only in Westeros, but extends to the lands beyond the narrow sea. Wherever
men rule by tradition and name, the whole of their power is rooted in the control of the lives
of others. Without smallfolk or commoners, the feuds of lords in Westeros, £hals on the
Dothraki sca, or magisters and merchant princes in the Free Cities and beyond would be
personal matters alone. Instead, they flare up into conflagrations that can bring down entire
realms. In wartime, the smallfolk are fodder for the battles of the great; in peacctime, they are
the backs that toil to place food on the tables of their betters. A very few may climb higher
than their lot, but it is a treacherous and difficult course.

bistory

For most smallfolk and commoners, life rarely changes except to be punctuated by the
occasional war, plague, or famine. Smallfolk are the subjects who are ruled; they both make up
the levies of great armies, and in turn work hard to feed such legions for their lords. The bruat
of suffering from all great events falls on them, however, and there are few lords or powerful
leaders who believe that it should be any different.

Personality

Most smallfolk in Westeros pray that their lives will be uneventful, wanting nothing
better than to quietly bear a few children and die peacefully after a good life. They wish for
endless, fertile summers and short, merciful winters. They are used to toiling through long
days, raising crops, or thanl(lessly serving in some noble household. Those who desire more
out of life, whether adventure or fame or advancement, might pursue the vagabond life of
mummers, Singers, o even sellswords.

Among the Free Cities, there is a stronger merchant class, leading to an enterprising
society of wealthy freemen. The people of the Free Cities are viewed with suspicion in other lands,
however, for they are believed to be capable of selling their own mothers if it will hring them
sufficient coin or advantage. The citizens of the Free Cities know that even the poorest among
them can rise to great heights by luck and skill, giving them ambition unmatched by any Westerosi
smallfolk. Conversely, while slavery is forbidden in Westeros, it is not unknown in some of the
Free Cities and the lands to the cast — illustrating a fate crueller than many Westerosi serfdoms.

On the Dothraki sea, life is a harsh contest between rival £halasars. Dothraki men
expect to die in battle. They are known for their ferocity and cruelty, to foes and even to
their own women. Superstition plays a great part in daily life, as does suspicion of outsiders.
A Dothraki’s life may seem simple to “civilised peoplcs,” but it can also be rich with myth,
personal history, and oaths stronger than blood. They are fearless and unconcerned with
overcomplicating life, and approach their days with a fierce joy.

Occupations

[n Westeros, smallfolk provide all manual labour, whether on farms, ships, or in cities.
Some smallfolk make their way as merchants and may do very well, but the nobility carefully
restricts their influence. Other commoners become soldiers or guardsmen, sometimes wearing
livery but other times selling their swords. The Faith is filled with poor brothers and septons
who have come from meaner existences.

Similarly, the red priests of the Lord of Fire largely come from the commoners
throughout the Free Cities, as do priests of other faiths in the civilised lands on the castern
continent. Those who desire wealth, however, turn towards the life of trade. Even bravos and
sellswords dream of great wealth and a place among the councils of the merchant princes.
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The Dothraki are simpler. Dothraki men are expected to be warriors. If they are crippled
or t0o old to fight, they are given only the barest sustenance to live. In battle, they can win great
honours, though only a few can rise to the top of a £halasar. Women keep the tent fire burning,
bear children, and little else. After battles, children are taught the ways of the battlefield, such
as scavenging and retrieving usable arrows from corpses.

Destiny

Most smallfolk or commoners lead uneventful lives. They toil unceasingly, living or
dying as fate dictates. Fortune, however, can lead a very few to rise to grander heights.

In Westeros, a chance deed in battle may win knighthood, or at least a permanent place
in a lord’s houschold. Wealth can be won by luck or skill, until a man is wealthy cnough that
even nobles must listen when he speaks. The same can be said in the Free Cities or the lands
beyond, where powerful merchants are almost lords themselves, commanding tremendous
wealth, swords, ships, and their own people.

Among more watlike societies, such as the Dothraki, combat is the chief arbiter of
Social Status. An honoured warrior may become a bloodrider to a £a/, considered blood of
his blood. Others may be named 4ss, aiding in the rule of the £halasar. From ko to khalis not
a large step among the Dothraki, where death in battle or by treachery is far from unknown.

Bouse Craits

FEATS: Able Body; Dothraki Born; Dreams; Giant’s Blood; Keen Mind; Noble Spirit; 5

Silver Tongue; Stubborn; Tradesman; Unknown Heritage
SociL StaTus: Rank 0 (Respected Smallfolk). GMs may grant experienced or special

characters (such as godsworn or macsters) with No House Affiliation a higher level of Social
Status, up to Rank 3 (although this may effect ECL, page 41). Characters may instead be
outlaws and have pariah status (see Ranks -] and the Outcast Defect, page 202), or gain status
through game play (see Raised Status Feat, page 180).

€xamples of No Pouse Affiliation

* Morgan Snow, Linda's character, has No House Affiliation. As she has sworn
service to Ser Kent, however, the GM assigns her Social Status Rank .

o Sebastian, Matt’s character, also has No House Affiliation, Social Status
Rank 1. After he is knighted, and proves himself worthy of the title “ser,” his
Social Status will increase to Rank 2 during play.

. Septon Kardaine, Troy’s character, also has No House Affiliation, Social Status
Rank 1. As a member of the smallfolk who heard the calling from a begging
brother, his Social Status would have l)egun at Rank 0, and increased through
his devotion and service to his lord. Although his Social Status has not risen
much, simply l)y serving the Faith for so long, he has increased his Influence (a
Godsworn's Influence over the Faith rises as they gain Class Levels).

o Khal Drogo has No House Affiliation, but as £halakka he would have Social
Status Rank 3, plus the Heir Feat. When he replaced his father as £hal, he
would have gained the Head of House Feat.

¢ Mirri Maz Duur has No House Affiliation. As godswife of her people she
would have Social Status Rank 3, but when she becomes a slave of the

Dothraki, her Social Status becomes Rank -.

¢ Syrio Forel has No House Affliation. As First Sword of Braavos his Social
Status would be Rank 3 (estimated). Now that he is In Service (Defect) to

House Stark, his Social Status is Rank 2.
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ocial Status

In Westeros, Social Status is not a thing to be taken lightly, for everyone is born to

their particular roles, and few rise beyond their station. It is not unheard of, however, for
exemplary duty to be rewarded with a knighthood or lands, or to lose status in exile. There
are five Ranks of Social Status above Rank () (or six if one counts the king and queen), and
one negative Rank (Outcast). A character’s starting Status is determined by his or her House
Affiliation. A character from: a minor house is Rank 3; 2 major house is Rank 4; and the royal
house is Rank 5. The lord of the house is technically the same Rank, although he will have
greater Influence (gained from the Heir Feat) and greater Wealth and Maximum Influence
(both gained by the Head of House Feat). Macsters and Godsworn have special rules, as
mentioned in their Class descriptions (page 113 and 103). Under the No House Affiliation,
several options are presented for the GM to assign. High Ranks of Social Status make
characters “effectively” more powerful. This is represented as an increased ECL, or Effective

Character Level (sce page 41).

Che Smallest of Small LCords

There’s a very large difference indeed between Littlefinger (the
“smallest of small lords”) and Walder Frey or Bronze Yohn Royce,
both minor lords. Similarly, a greater landed knight might conceivably

yet be beneath him in Social Status. The difference is the title. A lord holds
sway over his domain, and is entitled to the right of pit and gallows (giving
them the authority to jail or execute peoplel. A landed knight, in contrast,
has less prestige and fewer rights; a lord outranks a knight at feasts and
tourneys. A knight is a fighting man, with specific religious connotations
and martial obligations.

A lesser lord could perhaps gather up a force of a few score, or
hundreds of men, or maybe even up to a couple of thousand, whereas the
Freys or Royces could call three or four thousand — perhaps even more
swords to their cause. A greater lord who calls all his banners could raise
tens of thousands of troops.

powerful figures of ancient lines may control vast lands with strong castles.

Their unique status is often signalled by a title that incorporates the name of
their castle or lands. Knights such as the Knight of Ninestars may be more
powerful than many smaller lordlings, and a wise man or woman would give

;aesters and Social Status

Novice students at the Citadel normally have no more than Rank 0 Social Status
(unless they hail from a noble house, in which case they keep their house’s name until they
say their vows). An acolyte (a student who has his first link) normally has Social Status Rank
1. When a maester has completed his chain and takes his vows, he normally achieves Social

Status Rank 2.
Lord’s Service (Optional)

As an optional rule, GMs may allow maesters who have been assigned to their lord
a Social Status Rank equal to two lower than their lord’s. Thus a maester assigned to Lord
Stark (Social Status Rank 5) would have Social Status Rank 3. This may be raised with the
Raised Status Feat, but the maester’s Social Status should always be at least one lower than

his lord’s.

otbrakt and Social Status

P4

command more significant holdings and more swords than a minor lord, '

him all the courtesy he deserves.

' ocial Status Ranks

These rules, like all the rules in Westeros, are not carved in stone. Exceptions arise,

and are resolved through careful application of politics and armies, but the Ranks in table 5-1
provide an example from which to work.

In the chaotic lifestyle of the Dothraki, it is a short distance from wartior to 40 to £hal,
and similarly a simple fall from a horse will wipe out all respect. It is suggested that most
khals have a Social Status of Rank 3 (plus the Heir Feat, and the Head of House Featl, their
khaleesi Rank 3, their bloodriders Rank 2 (plus the Raised Status Feat), their 2o Rank 2, and

the veteran warriors, who have braided their hair and won at least one victory, Rank 1.

Effective Character Level (ECL)

Social Status provides access to resources that exceed a commoner’s
reach. Because noble characters (and bascborn characters who have managed
to build a powerful name for themselves) can effectively do more in a
campaign, they are treated as having “effective character Levels.” Thus a Ist
Level Noble who is a member of a minor house (Social Status Rank 3;
ECL +2) is treated as 3rd Level for purposes of determining how powerful
the character is and for Level advancement, and a Sth Level Noble / 2nd
Level Knave who is head of a great house (Social Status Rank 4; ECL +3)
is treated as 10th Level. While a Sth Level Maester (Social Status Rank
2; ECL +1) will almost certainly lose to a th Level Man-at-arms (Social
Status Rank 0; ECL +0) in combat, the Maester can call on his or her
Influences in ways the Man-at-arms never could, requesting equipment,
asking for favours, etc.

Social Status and ECL are more important for Noble House and
Game of Thrones campaigns, to help distinguish the hierarchies of power.
If playing a Band of Heroes campaign, or one in which the characters will
not reasonably be able to call on a house or guild for support, the GM may
wish to ignore the Social Status rules (see Balancing Social Status, page 12,
and Caining Titles page 192).
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Cable 5-1: Social Status ]
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RANK DESCRIPTION ‘ f
____ -l Ourcast (see Outcast Defect, page 202) ]
: The character is an outcast from society. He or she may be a criminal, exile, wihﬂing, outlaw, or slave, and has no social standing. The character has no Influence Points, no il
¥ Wealth (Rank -1, sce the Poor Defect, page 202), and no asscts except what he or she has scavenged or been given.

0 SwmaLrork / Apprentict / Novice / Setisworp / Sauire / HEDGE KNIGHT '
The character has no particular standing, and is essentially a member of the smallfolk. This may be due to age or lack of experience. The character must work hard, and some \‘
days are still a struggle, but the character also experiences small joys. The character has access to the minimum equipment needed for his or her profession. The character has
no Base Influence Points nor Wealth.

NOTE: A hedge knight or respected member of the smallfolk (like a skilled blacksmith) tends to be of this Rank, but cither has the Raised Status Feat (Influence over the
local village, etc.), the Command Feat, or the Wealth Feat.

1 Sworn Sworp / HOUSEHOLD SERVANT / LESSER MERCHANT / ACOLYTE MAESTER
The character is connected to a house or organisation, and can rely on it for minor support and favours, and is expected to serve or be called on in return. The character has

access to at least the minimum equipment needed for his or her profession, and likely room and board. He or she may be able to acquire more valuable goods for pressing

business. The character has +5 Base Influence Points over a house or organisation (possibly gained by the Raised Status Feat), and Wealth Rank I. |
2 HousE ReTAINER / LANDED KNIGHT / MERCHANT / MAESTER
The character has achieved powerful connections to a house or organisation, and in return acquires greater status and wealth. The character’s family may have been loyal for more

than a generation. The character can call upon his or her organisation to provide whatever equipment is nceded within reason, and can even request the service of houschold I
servants (characters with Rank I in the same organisation or less, such as septas, hunters, or men-at-arms) on occasion. In return, the character is expected to support the A

organisation and may be called on as needed. The character has +10 Base Influence Points over a house or organisation, and Wealth Rank 2. The character is ECL +1.
= 3 Memser OF A MiNoR HOUSE / GREATER LANDED KNIGHT / GREATER MERCHANT
The smallest of lords commands respect due to his blood, but this may be matched or even surpassed by the greatest landed knights and merchants. Whether baseborn

or lowest of the highborn, these individuals have lands and wealth attached to their name, and this passes through the generations. The character likely commands small

2 properties and has significant wealth. A greater landed knight may have more sworn swords, and a greater merchant more ships, but a noble will technically be ranked above
i them. The character can call for significant aid from the organisation regularly, but is expected to defend and support it at all times. The character has +15 Base Influence
- Points over a house or organisation, and Wealth Rank 3. The character is ECL +2.

& 4 MemgEr OF A GREAT HOUSE / ARCHMAESTER / BROTHER OF THE KINGSGUARD

- The character has major status in Westeros. The character automatically outstrips anyone who was not born or raised into nobility, no matter their wealth or armies. The character
1 likely commands moderate properties and has substantial wealth. The character can call for significant aid from his or her bannermen, but has many obligations to the house, and
occasionally to his or her bannermen, as well. The character has +20 Base Influence Points over a house or organisation, and Wealth Rank 4. The character is ECL +3.
S MemBER OF THE RoyAL FamiLy
The character is one of the most powerful nobles in Westeros, an immediate member of the royal family (prince, princess, etc.). The character has tremendous resources, in the

form of property, men, wealth, etc., and can likely borrow even more from allies for a short time. The character can call for substantial aid from his or her bannermen, but the
obligation to the hous is nearly total. The character has +25 Base Influence Points over the royal house (the kingdom), and Wealth Rank 5. The character is ECL +4.

(6) KNG (or RULING QUEEN)”
The character is the most powerful noble in Westeros, the king (or ruling queen) of the Seven Kingdoms. The king or queen has vast powers and resources, and can

theoretically command any and every noble across the lands. In reality, the king or queen has as many duties and obligations as powers, and may have to court the great lords
and ladies in order to get what he or she wants. The character is Social Status Rank 5, with the Heir Feat and the Head of House Feat, for a Base Influence over the Kingdom
of +30, and Wealth Rank 6. y

7 “ for many knights and peasants, and merchants in his or her territory, and these people in turn I
““tg are vassals of the lord. A greater lord, then, has the oaths of many lesser lords, and hundreds -
L@S Influence and thousands of men and women across his or her lands, and is also sworn to the king. In this | '
d m l b manner of vassalage and suhvassalage are the ancient lines of loyalty established. [
an ea t Each Social Status Rank provides 5 Points of Influence (page 189) over the appropriate |

Social Status is comprised of two key components: Influence, and Wealth. The first is a house or organisation and one Rank of the Wealth Feat (page 182). It is possible for 2
character to have higher or lower values than his or her Social Status indicates, though.

This could represent a Lord Tywin Lannister (Wealth Rank 6), the richest of all lords, or

an impoverished noble. These changes are made by assigning Feats such as Wealth, Raised

measure of how much loyalty, power, and respect a character commands, primarily based upon
his or her standing in society. An ordinary member of the smallfolk or a simple hedge knight

(Sociai Status Rank 0} commands no significant lnﬂucnce, since neither is in charge of anyone

Status, Heir, Head of House, or Commander, or Defects such as Poor, In Service, Stigma,
or Outcast.
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with the possible exception of immediate kin or friends. A minor lord, however, is responsible
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Influence Points by Rank

[nfluence over a house or organisation is a measure of a character’s standing in society,

D)
=l )

and is broad indication of how many, and what kinds, of people pay fealty to him or her. A
character with Social Status Rank 0, such as a heclge knight, has no one sworn to him and
has few allies in the world. While a heclge knight may have a steadfast squire, this connotes no
political sway in a larger sense. This is the heart of house Influence — and it may be secured
through oaths built on love, respect, honour, or even fear.

While it is impossihle to note every application of Influence, a few suggested guiclelines
include:

* ability to ask for and receive shelter/haven in your territory
® access to news, rumours, and gossip

* ability to call for service from those of lower Rank

* ability to call for swords for your cause

DEsIGNER'S NOTE:
DAENERYS TARGARYEN, KHALEES],
MOTHER OF DRAGONS

At the beginning of 4 Game of Thrones, Daenerys’s House
Affiliation is Targaryen, which implies she has the Outcast Defect,
(Social Status Rank -1 and Wealth -1). When she marries Khal
Drogo, however, and becomes Zhaleesi, her Social Status rises to
Rank 3, and the Outcast Defect is negated (although she still has no
Influence in Westeros). After Khal Drogo’s cremation, she becomes
the commander of the £halasar, and gains the Feats Raised Status

and Command.

* commanding those of lower Social Status

* requesting favours of your pecrs (those of the same Social Status Rank)
¢ being responsible for those beneath you

* fulfiling your obligation of duty to those above you

Hbove Your Station

A character can raise his or her Influence above that provided l)y his Social Status Rank
hy taking cither the Heir or Raised Status Feai, or l)y investing [nfluence Points gained from

Class LCVCl. The character can also increase the Maximum lnﬂuence l'lC or SllC can have over a
llOUSC or organisaiion tlll‘OUgll tllC Heacl Of HOUSS ancl Commancl Feats.

v Tealtb Ranks

Wealth represents the tangihle benefits of Social Status, and includes assets, holclings,

and incomes. Wealth is more than the coins in a character’s pocket, and it is a replenishing
resource. In the cases of nobility and greater merchants, expenditures are paid against the
house’s (or merchant’s) credit. In this manner, simple purchases are irrelevant. It is only major
purchases — warships, equipment for an army, etc. — that lords and ladies must consider

carefully. For rules on how to use Wealth in play, see page 203.

dlincreasing Social Status

Each character has Influence Points and a Wealth Rank, tied initially to his or her Social
Status Rank. A character can raise his or her Social Status Rank by taking the Raised Status
and Wealth Feats, to a maximum of Rank 2. (See pages 180 and 182).

A character may also be promoted in-game as a teward. See Caining Titles, page 192.

[ o] S
40/ iminished Lords

A character may also find him or herself impoverished, abandoned, or denounced by a

highcr power. In this cases, a character should take the Poor or Stigma Defects, as appropriate
(see page 202). With Defects, a character can lower his or her Base Influence Points and
Wealth Rank to 0. A character can alternatively assign the Qutcast Defect reducing Social
Status and Wealth Ranks to 1. See page 91.

Gl .
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House AFFILIATIONS

Summary of Chapter 5
¢ Choose a House Affiliation, which indicates whether you were born into
a great or small house of nobility, or into the commons.
o Characters who are smallfolk, from the Free Cities, or Dothraki should
take the No House Affiliation.

* House Affiliation gives your character a short list of House Feats — these
can be assigned whenever your characters gains a bonus Feat, as long as

he or she meets any other prerequisites.

* House Affiliation determines your character’s Social Status Rank, from

0tod.

High Ranks of Social Status normally impose an Effective Character
Level Modifier. A member of a minor house is ECL +2, a member of a

major house is ECL +3, and a member of the royal house is ECL +4.

¢ ECL Modifiers should only be used when characters are first created, and
should not change during the course of the campaign.

Social Status Rank denotes Base Influence Points (over a house or
organisation) and a Wealth Rank.

The heir of a house can be denoted with the Heir Feat, and the lord or
lady of a house can be denoted with the Head of House Feat.

A character’s Base Influence Points and Wealth Rank can be changed by
assigning the Feats Raised Status or Wealth, or the Defects In Service,
Stigma, Poor, or Outcast.

A noble who turns away from his family (such as to enter the Citadel,
go to the Night's Watch, or join the Kingsguard) loses the House
Affiliation. The character loses all Influence Points over his house gained
through Social Status, and his Social Status changes to reflect his new
brotherhood. He retains his House Affiliation for the sake of House
Feats, however, and may still select them late in life assuming he meets all

the prerequisites and gets GM's approval. See also In Service, page 201.
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tep 6: Select
Class

Characters in 4 Game of Thrones d20 may be Nobles
or Knaves, Men-at-arms or Maesters, Godsworn or Hunters,
Artisans or Raiders. A character Class is an archetype, and the Class
(or Classes) help describe what a character knows and represents.
Characters of a given Class often share strcngths and weaknesses, but
may be tailored by adding their own unique abilities.

Each Class is associated with its own progression of Skills, Specia] Abilities,
and bonuses that describe the capabilities of characters of that Class. These Classes and their
qualities are described herein. Characters may also be members of more than one Class,
combining the abilities of multiple Classes to create a more personalised whole.

Example: Bran Stark is a Ist Level Noble, born to a great house, but without much
experience in the world. His older sister, Sansa, is much more worldly at 11 years. She is well
on her way to bccoming a proper 1ady, and is considered a 2nd Level Noble. Their sister,
Arya, is not as old as Sansa, but her adventures in the south make her at least as expcrienced.
She begins as a Ist Level Noble, but as she trains under Syrio Forel, and then must struggle
to survive the dangcrs of King’s Landing, she acquires a Level of the Knave Class - she is

therefore a Ist Level Noble / Ist Level Knave.

Lhe Core Classes

The cight core Classes are:

ARTISAN: Craftsmen, performers, diplomats, heralds, and
stewards are all Artisans. They each use their specialised skills to make
their way in the world.
GODSWORN: Priests and followers of the Faith, the Godsworn are
the loyal servants of the Seven.
HUNTER: Men and women of the wilderness, Hunters learn to bring
down their prey through stealth and lore.
KNAVE: Some use stealth and guile; others rely on brute force and fear. All
Knaves seck to take whatever they desire, whether bread for their suppers or gold for their
pockets.
Magster: These “knights of the mind” are masters of as many types of lore as are known
in the world.
MaN-AT-ARMS: Men-at-arms may be loyal bannermen or sellswords from foreign lands, but
at heart, all are soldiers and warriors who survive and thrive by their strength and prowess.
NosLE: Nobles are the children of high birth from the great and small houses of nobility.
They have wealth, education, and influence — every conceivable advantage over the smallfolk
bencath them — as well as their own share of responsibilities and enemies.
RAIDER: Barbarians and wild folk from the fringes of settled lands, Raiders are unruly and

loyal only to their own. They may call themselves lords, tribesmen, or simply “free.”

CHARACTER CLASS
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Multiclass Character

As your character acquires experience and advances in Level (or if your character starts
above Ist Level), he or she may choose to gain Levels in one or more new Classes instead
of only advancing in a single Class. Adding secondary or tertiary Classes gives the character
different advantages, but progression in the new Classes occur at the expense of advancement
in the character’s other Classes. Unlike some other fantasy d20 games, characters in 4 Game
af Thrones d20 do not suffer Experience Point (XP) penalties for multiclassing.

DrsIGNER’Ss NOTE:
SCHOLARS

While there are a number of studious characters throughout
Westeros, there is no Scholar Class. This decision was made for
several reasons — primarily, to create such a Class over 20 Levels
would cause too much overlap with Artisans, Godsworn, Nobles,

and most of all, Maesters.

To represent a “scholar”-type character, players are
encouraged to take 1-2 Levels of Artisan or Godsworn (for those
inclined towards the Faith), or if the GM permits, a few Levels of
Maester (see page 113). There are many who train at the Citadel
who do not take their vows. While in most cases women are denied
this last option in Westeros, undoubtedly rare exceptions do arise
(see Gender and Profession in Westeros, page 99). If a player does
not want to multiclass, he or she can also assign the Skill Mastery

Feat for the character.

Common Multiclasses

In 4 Game of Thrones 420, it is common for characters to multiclass.
Any character from a highborn upbringing should have at least one Level of
Noble. Militant sons may take several Levels of Man-at-arms before taking
a Prestige Class, such as Knight or Commander, while Noble ladies may
be more inclined towards Artisan, or even the Godsworn or Knave Classes.
Having two, three, or even four Classes is not uncommon in Westeros.

Example: Jon Snow is raised with his half-brothers and sisters under
Eddard Stark’s roof, thus it makes sense for him to have I Level in the
Noble Class. To represent the martial training he receives under the tutelage
of Winterfell's master-of-arms, Jon is assigned a Level of Man-at-arms.
When Jon reaches the Wall, he continues to train and improve his fighting
prowess, and gains a second Level of Man-at-arms. Finally, when he is
chosen to join the order of the stewards, he gains a Level of the Steward

Prestige Class. At the end of A Garme of Thrones, Jon can be described as

>
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4th Level: Man-at-arms 2 / Noble | / Night’s Watch Steward 1.
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Illuman Characteristics

Humans are by far the most populous intelligent creatures in the world. Their history

is Iong and storied; thcy have accomp]ishcd much throughout the ages, although their greatest
magics and mysteries have been lost to this generation. While other bcings, like giants and the
children of the forest, do exist — at least in myth — it is assumed that all player characters will

be human. (See Dcsigner’s Note: Being Human.)

Size and Speed

Humans are Medium size (unless affected by dwarfism, page 200). A human’s base
speed is 30 feet per round. A dwarf’s base speed is 20 feet per round, as is the speed of young
children (gencrally to age 11).

Bonus Skill Points

Human characters gain +4 additional Skill Points at Ist Level, and +1 additional Skill

Point per Level thereafter, rcgardlcss of Class. Thus, a Ist Level Artisan would receive (7 + [nt
Modifier) x 4 Skill Points +4 bonus Skill Points, and gain (7 + Int Modifier + | bonus) at
cach additional Level.

Bonus feat

Human characters gain one bonus Feat at Ist Level. This Feat is normally chosen from
the appropriate House Affiliation Feat list, although the player can select any Feat as long
as the character meets all prerequisites. Certain Feats from this list can only be selected at
Ist Level.

DEesIGNER’s NOTE:
BrinGg HUMAN

All the player characters described in this book are intended to

be human, as are the main characters in “A Song of lce and Fire .”
Consequently, all characters share the same human racial bonuses: a
bonus Feat at 1st Level (normally chosen from House Affiliation Feat
lists| and 4 bonus Skill Points at 1st Level, plus 1 bonus Skill Point
per Level after that.

These racial benefits of humans were included for two reasons.
First, keeping the standard advantages of the human race maintains
a degree of compatibility with other d2o games that should allow the
game to feel more familiar to players. Second, characters of other
races might be allowed in a game, and non-humans should not gain

the bonuses for being human.

Should the GM decide to include non-human characters, those
characters should gain only one Feat at 1st Level, as normal, and the
Skill Points as listed in the Class descriptions. Non-humans should
have their own distinct advantages in place of these bonuses.




evel Bonuses

All Classes gain various character bonuses at each Level, the exact type per Level

depends on the specific Class. The bonuses granted to each Class are presented in a chart in
their respective sections.

Base Save Bonus

The two numbers listed under Base Save Bonus in Table 6-2 apply to Saving Throws
— Fortitude (Fort) Save, Reflex (Ref) Save, and Willpower (Will) Save. To determine whether
the lower or higher bonus applies to cach specific Saving Throw, see the appropriate Class
progression chart for your character. These bonuses are cumulative for Multiclass characters.

Base Attack Bonus

When attacking in combat (sec Combat, page 234), your character adds his or her Base
Attack Bonus to the attack check. The bonus associated with each Class is listed in Table 6-2,
and with the appropriate Class descriptions. The first number reflects the bonus applied to the
character’s first attack. Numbers after the slash indicate additional attacks at reduced bonuses.
For example, “+15/+10/+5” means the character has three attacks each round: the first at a
+15 bonus, the second at a +10 bonus, and the third at a +5 bonus.

The first Base Attack Bonus is cumulative for Multiclass characters, which will
determine how many additional attacks the character can make and their bonuses. Additional
attacks are gained once the character’s highest Base Attack Bonus reaches +6, +1, or +16;
an additional attack is then gained at a +]. For example, a 8th Level Man-at-arms/6th Level
Raider has individual Base Attack Bonuses of +8/+3 and +6/+]. The character’s combined
first bonus equals +4(8+6=14). Consequently, the character’s combined Base Attack
Bonus is +14/+9/+4.

Defence Bonus

The Defence Bonus adds to a character’s base Armour Class (along with Dex Modifier)
during a defence check. The bonus associated with each Class is listed in Table 6-2, and with
the appropriate Class descriptions. The number reflects the bonus applied to the character’s
first defence. Subsequent defences in the same round are made at a cumulative -2 penalty.
These bonuses are cumulative for Multiclass characters.

=
vl Benefits

As characters gain Expericnce Points, they advance in Levels. A Ist Level character

begins the game with 0 XP, but when he or she gains cnough Experiencc, the character
increases his or her Class Level (or acquires a Level in a new Class, if multiclassing). See Table
6-1: Levcl—Depcndent Benefits for information rcgarding Level advancement.

Substituting Benefits

P If a character gains a new benefit upon progressing a Level, but he or
she already possess that benefit (acquired during an carlier Level), the GM
may allow the character to select an alternate ability with a similar benefit.
For example, the Maester gains the Literacy Feat upon acquiring Ist Level.
If a 4th Level Noble — who already gained the Literacy Feat at st Level
— advances by gaining the Macster Class at Ist Level, the GM may let the

—~ CHAPTER 6 —
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character select an alternate replacement Feat.
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Maximum Skill Ranks

The maximum number of Skill Ranks your character can have in a Class Skill is
equal to his or her Character Level + 3. For Cross-Class Skills, the maximum is one-half the
maximum for a Class Skill. Class and Cross-Class Skills are listed with the descriptions for
cach Class.

Multiclass characters treat all Skills gained from any of their Classes as Class Skills.
The Character Level determines a Skill's maximum Rank.

feats

Characters gain one Feat at Ist Level (sce appropriate Class tables), and an additional
Feat at 3rd, 6th, 9th, 12th, 15th, and 18th character (not Class) Level, as listed in Table 6-1.

These Feats are in addition to the bonus Feat that human characters have (see Being Human,

page 96), and to any bonus Feats gained as specific Class Special Abilitics.

Hbility Score Increases

At 4th, 8th, 12th, 16th, and 20th Character (not Class) Level, your character increases
one of his or her Ability Scores (player's choice) by one Poiat.

XP and Starting: at Pigher Level

If a campaign begins at a higher Level than Ist, such as for a high-
powered game (9th to 8th Level), characters should start with the minimum
Experience Points needed to achieve that Level.

XP and €CL

When a character has an ECL Modifier, the player adds the character’s
total Character Level plus the ECL Modifier. This is the character’s Effective

Level, and used for determining XP and Level advancement.

Example: Dev's campaign is set for 6 total character Levels. Linda’s
character, Morgan Snow is a 6th Level Man-at-arms with no ECL Modifier.
When the game begins, she has 19,000 XP. When she reaches 21,000 XP,
she will gain a Level. At that point, she will have 7 total Character Levels.

Elio’s character, Ran Tyrell, is a 3rd Level Noble, with a +3 ECL
Modifier. When the game begins, he has 15,000 XP, and will not gain
another Level until he reaches 21,000 XP. At that point, he may take another
Level in Noble, or a Level in Man-at-arms. He will have 4 Class Levels, but
with his +3 ECL he is considered to have 7 Character Levels.

Matt’s character, Ser Sebastian, is a 4th Level Man-at-arms / 2nd Level
Knight with no ECL Modifier. At the first session, he also has 15,000 XP.
When he reaches 21,000 XP he will gain a Level, and can take cither a Level
in Man-at-arms or Knight, depending on which makes most sense to his
personal story (or makes most sense based on what advantages he will gain
from that particular Class Level). He will likely progress as a Knight, and
become a 4th Level Man-at-arms / 3rd Level Kanight.

Even if Ser Sebastian continues to prove himself in his lord’s service,
and is raised in Social Status to Rank 2 (House Retainer) his ECL Modifier
never changes. Should he perform a duty for the king, marry into a noble
house, or enter the Kingsguard, his Social Status will fluctuate, but not his
ECL Modifier. A character’s ECL Modifier should be set when he or she

is first created, and not change no matter if his or her Social Status Rank

improvcs or worsens.
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A Game of Thrones 420 presents cight new core Classes. These descriptions provide an
overview of these kinds of archetypes, professions, or lifestyles, but any individual may differ in his
or her attitudes, outlooks, or beliefs.

Many characters in Westeros develop further specialised fields of study, as defined by the Prestigc
Classes (see page 128), while others stay in their original core Class for the entirety of their [ives.

¥ame Rule Information

Each Class description details several specific game rules, as indicated herein.
Hblities

This lists the Ability Scores that are most integral for this Class. It is recommended you put

one of your highcst Ability Scores here. More advanced players may wish to play more challenging
and atypical concepts, though.

bit Points
This indicates how many Hit Points a character has at Ist Level (plus Con Modifier), and

how many they receive at each additional Level. Most characters gain between 1 and 3 Hit Points
per Level (plus Con Modifier).

Cable 6-1: Level-Dependent Benefits

Maxivum
Maximum Cross-
Crass  Crass ABILITY
CHARACTER EXPERIENCE  SkiL  SkiL Score
LEVEL (XP) Rank  Rank  FEATS INCREASES
| 0 4 2 +] Feat
2 1,000 ) 2 s
3 3,000 6 3 +] Feat
4 6,000 7 3 +
D 10,000 8 4 2
6 15,000 9 4 +] Feat
7 21,000 10 )
8 28,000 1l ) 4 +
9 36000 - 12 6 +] Feat
10 45000 ¢ 13 6
1l 55,000 4 7 . -
12 66,000 15 7 +] Feat +
13 78,000 16 8
14 91,000 17 8 -
15 105,000 18 9 +] Feat
16 120,000 19 9 +
17 136,000 20 10 -
18 153,000 2l 10 +] Feat
19 171,000 22 1l
20 190,000 23 1l +
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Multiclass characters do not receive full Hit Points on taking a new Class Level. Instead,

they receive the normal Class Hit Point/Level (plus Con Modifier).

Class Shills

This lists the number of Skill Points the character has at st Level, and how many Skill
Points are gaincd at subsequent Levels (additionally, all characters gaina bonus, see Being Human,

page 96). It also lists which Skills are considered “Class Skills.”
Reputation

Every character can have a personal Reputation, chosen by the player when the character
gains his or her first Reputation Point.

Influence
This entry lists how many Influence Points the character gains at cach Level, including Ist.
Special Hbilities

Any Level-dependent Class Special Abilities or features are described under the appropriate
Class.

“«— 9

DESIGNER’s NOTE:
CULTURALLY APPROPRIATE

CHARACTERS

To maintain the flavour of 4 Game of Thrones d20, players
need to consider how their characters will advance and change over

time. For example, the Dothraki consider armour to be a craven’s tool;
similarly, they distrust water and normally do not know how to swim.
If a player wants to keep his Dothraki character true to the spirit of
the world, he will never put Ranks in the Swim Skill unless there is
some compelling reason to do so during the campaign. Similarly, the
character should not learn Armour Proficiency Feats. If the character
takes a Class at 1st Level that provides such a benefit automatically
[such as from the Man-at-arms Class], or multiclasses to that
Class later, the player is encouraged to take the Defect Beyond
Your Station (page 198). This allows the character to keep his or her
regional flavour, but gains Bonus Points in return for losing out on a
Class Special Ability. The three Backgrounds that require the most
careful consideration to keep them culturally appropriate are:

* Dothraki — should not learn how to Swim; should not use any
armour or shield; should stay with traditional weapons (arakh,
bow, whip).

* Jronborn — characters from the Iron Islands tend to be unfamiliar with
horses, and often cannot Ride. As soon as they leave their ships for
the mainland, however, they may pick up the Skill if they so choose.

* Wildlings — characters from the Wild are unlikely to know
Knowledge: History, Knowledge: Nobility, or Knowledge:

Stewardship, at the very least.
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Cable 6-2: Base Save and Base Attack and Defence Bonuses

ARTISAN
KNAVE
NosLE

Hunter
MAN-AT-ARMS
RaDER
Base
Crass SAVE
LeviL Bonus

BaSE AtTACK
Bonus

BaSE AtTACK
Bonus

BASE AtTack

ARTISAN
(GoDSWORN
HunTer
MAESTER
DEFENCE
Bonus

MAN-AT-ARMS
NosLE
RaIDER

GODSWORN Knave

MAESTER

DEFENCE
Bonus

DEFENCE

Bonus Bonus

+]
+2
3
+
50

1 +0/+2
+0/+3
+1/+3
+1/+4
1/

+)
+]
+2
3
3

+
+2
3
+
50

+0

+

+0
+]
+2
3
3

+0
+]
+
+2
+2

+]
+2
)

+2/+5
+2/+5
+2/+6
+3/+6
+3/+1

+6/+1
+7/+2
+8/+3
+9/+4
+10/+5

i
+3
+6/+]
+6/+]
+7/+2

3
3
+
+
50

+6
+7
+8
+9
+10

+4
+5
+6
+6
+7

+3
+3
+4
+4
+5

+3/+1
+4/+8
+4/+8
+4/+9
+5/49

+11/+6/+41
+12/+7/+2
+13/48/+3
+14/+9/+4
+15/+10/+3

+8/+3
+9/+4
+9/+4
+10/+5
+11/+6/+41

i)
+6/+1
+6/+1
+7/+2
+7/+2

+1l
+12
+13
+14
+15

8
9
9
+10
+l

+
+6
+6
+7
+7

+5/+10
+5/+10
+6/+1
+6/+1
+6/+12

+16/+11/+6/+1

+17/+12/+7/+2

+18/+13/+8/+3
+19/+14/+9/+4
+20/+15/+10/+5

+12/+7/+2
+12/+7/+2
+13/+8/+3
+14/+9/+4
+18/+10/+5

+8/+3
+8/+3
+9/+4
+9/+4
+10/+5

+16
+7
+18
+19
+20

+12
+2
13
14
+15

+8
8
9
9
+10

Birth and Class

Characters born and raised into the nobility (see House Affiliation, page
74) should take Noble for their first Character Class, although they may switch
to any other appropriate Class af?er Ist Level. Of course, a highborn character
who does not know who his or her parents are shouldn't take the Noble Class.
Similarly, lowborn characters should not take the Noble Class unless they are
elevated during the course of their adventures.

Gender and Profession in Westeros
“Girls get the arms but not the swords. Bastards get the swords
but not the arms. I did not make the rules, little sister.”

— Jon Snow to Arya Stark, A Game of Thrones

Westerosi women do not have the same freedom for learning and
adventuring as do the men. Noble women learn the domestic arts and how to
run a houschold, while their brothers learn how to rule and go to war. Most
Westerosi actively discourage women from taking up arms, but women who are
willing to break convention and risk mockery and disrespect sometimes learn the
arts of war anyway. Certain houses, such as Martell, Mormont, or Greyjoy, are
more accepting of a woman’s choices.

Common women may be forced to learn to hunt or take up a spear to defend
themselves, but such behaviour is uncommon in cities and civilised lands. Women
can become Artisans as well, although it is uncommon for a woman to apprentice
or work outside the home in a craft or trade. Wildlings do as they please.

The Maesters of the Citadel do not allow women of any sort to train in
their service.

Female characters may readily take the following core Classes: Artisan,
Godsworn, or Noble. If they are willing to endure distrust and ostracism, they
may also take Hunter, Knave, Man-at-arms, or Raider, although they may have
difficulty finding teachers. Female characters may also take the following Prestige
Classes: Commander, Spy, Water Dancer.

Women characters may not take Macster, or the Prestige Classes Bloodrider,
Brother of the Kingsguard, Knight, Night’s Watch Ranger, or Night’s Watch
Steward. Sometimes, exceptional circumstances arise, however, such as Mirri Maaz
Duur studying with a Maester of the Citadel. It is suggested that GMs bend the
restrictions if it makes sense within the story; as a guideline, limit such characters
to no more than -2 Levels of the “forbidden Class,” and the GM may require them
to use a Feat like Favoured. GMs can reduce these restrictions if the group prefers,
however, in order to make the game more enjoyable for all players.

CHARACTER CLASS
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Artisans of all types can be found throughout the
Seven Kingdoms, as well as across the sea in the Free
Cities and beyond. These specialised craftsmen create all
manner of beautiful thmgs — pottery, paintings, toys, and
other wonderful objects. Performers also fall under the
Artisan's banner, from storytellers and singers to jugglers and
mummers. Some Artisans establish shops or permanent
stages in cities and towns, especially near the keeps
of powerful lords. Others are paid by noblemen to

entertain with jests and song. Mummers travel

across the Seven Kingdoms bringing

their shows, handiwork, and often a
bit of thievery wherever they stop.

Blacksmiths, carpenters, and

other utilitarian craftsmen are also
considered Artisans. Even though
the work they do is more vital than
that of an artist or mummer, these
lay craftsmen often have less contact
with noble lords than do their more
frivolous counterparts. Still, smiths
are very important during times of war, and
may be called upon to produce mass quantities
of horseshaes, or simple weapons to equip
the armies of their lord and his bannermen.
Armourers are considered a cut above the

common smiths, and highly prized by lords.

Finally, diplomats, stewards, and
merchants can also be considered Artisans.
They may have been raised to a position of
prominence from the smallfolk, or be from
a cadet branch of a noble house, long fallen
low in the world. Whatever their position,

Artisans are often the bridge between noble and
common blood.

HAdventures

Craftsmen rarely go looking for adventure,
although sometimes it finds them. Most are content
to stay at home with their forges or lathes, making as
good a living as can be had from their trade. Singers,
storytellers, and mummers, however, are often found
toaming the Seven Kingdoms in search of adventure.
These fanciful folk seek inspiration for their tales and
will brave a certain amount of danger in
order to find it.

Still, performers and craftsmen

rarely put their noses into noble

AT
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affairs if they can help it; it is considered best to stay out of sight until their skills are called
upon. This holds less true for diplomats and merchants who court nobles as thei livelihood;
they are often drawn into greater machinations than they ever expected, though.

Characteristics

Artisans live by the skills they have learned throughout their lives, whether it be the art
of crafting a suit of armour, learning to run a household, or amusing the ladies at court with
jests, dancing, and foolery. Their combat ability is limited, but the best know how to defend
themselves with words rather than steel. They can talk their way out of many disagreements,
calling upon noble defenders in more dire situations. Over the course of a long career, an
Artisan ideally becomes an established master of his craft, and may even attract a noble patron
for whom the Artisan can work the rest of his or her days.

Origin

Many craftsmen and Artisans follow in a family tradition, trained by their fathers
or uncles in the family’s line of work. Women can become Artisans as well, although it is
uncommon for a woman in the Seven Kingdoms to apprentice or work outside the home in a
craft or trade. Still, some rise to prominence within the great houses.

Artisans who do not learn the trade from their fathers are usually apprenticed to
masters: their parents hope to give their children a better life than they could provide.
Mummers are also very family-orientcd in their own way, although thcy are far more likely
to adopt stray scoundrels and lost souls in their journeys than they are to have children of
their own to teach. These youths are trained to be performers or to work the crowds that such
performances always draw.

Background

All of the major and minor houses of the Seven Kingdoms have uses for Artisans of
every type. Jesters and singers entertain the crowds during feasts and tournaments, smiths
and fletchers work day in and day out to providc weapons and armour for their liegc's armies,
heralds and stewards keep the houscholds running, and merchants buy and sell on the lord’s
behalf. Independent Actisans are often called upon during times of war to provide additional
services for the troops of a house at war, and some may even be pressed to fight if their
services are not considered essential. Fools and mummers are scarce in war-torn lands, fearful
that marauding lords may force them into service, confiscate their goods, or make their lives
forfeit.

Examples of Artisans: Marillion, the singer; Tobho Mott, master blacksmith of l(ing's
Landing.

J¥ame Rule Information

Artisans have the following game statistics.

Hbilities

Artisans live by their wits and their craft. lntelligence is therefore a key Ability for
gaining Skill Points and excelling at a character’s chosen craft or profession. Wisdom is useful
for professional expertise, and for ensuring thcy are not being taken advantage of. Charisma
is also important for negotiating good terms with buyers, attracting noble patrons, and
entcrtaining crowds to more casily part them from their money.

bit Points
Artisans gain 6 Hit Points at Ist Level, and 1 Hit Point per Level thereafter. The

character’s Constitution Modifier applies.
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Class Shills

The Artisan’s Class Skills (and the key Ability for each Skill) are: Appraise (Int), Bluff
(Cha), Crat: Any (Varies), Decipher Script (Int), Diplomacy (Cha), Disable Device (Int), Forgery
(lnt), Gather Information (Cha), Knowledge: Architecture (lnt), Knowleclge: Foreign Culture llnt),
Knowledge: History (lat), Knowleclge: Legends (Int), Knowledge: Local Area (Int), Knowleclge:
Nobility (Int), Knowledge: Stewardship (Iat), Perform (Cha), Profession (Wis), Search (lat),
Sense Motive (Wis), Speak Language (None), Swim (Str).

Skill Points
At Ist Level, Artisans gain (7 + Int Modifier) x 4; humans gain +4 bonus
At each additional Level, Artisans gain 7+ Int Moclificr; humans gain +] bonus

Influence Points
At cach Level, Artisans gain 6 + Cha Modifier.

@ lass features

Al of the following are Class features of the Artisan.
Weapon and Hrmour Proficiency

Attisans are proficient with all simple weapons. Artisans are proficient with light armour.
focus

At Ist and 16th Level, the Artisan gains a +4 bonus to one Skill, chosen from the
following list: Appraise, Craft (any), Forgery, Knowleclge (any), and Perform. The Artisan

may select the same Skill twice.
Bonus feat

At 2nd, 7th, 12th, 17th, and 20th Level, the Artisan may choose a bonus Feat from the
following list: Able Body; Fame; Favoured; Fortune’s Favour; Granted Status; Keen Mind;
Gold Breeder; Literacy; Political Connections; Skill Emphasis; Silver Tongue; and Weapon
Proficiency (Martial).

Skill Empbasis

At 3ed and 10th Level, the Artisan gains the bonus Feat, Skill Mastery. This Feat may
be applied to any Skills from the following list: Appraise, Craft (any), Forgery, Knowledge
(any), and Perform. 1

fame and Infamy

Artisans know that one lives and dies by one’s reputation. Similarly, they know that a
well-placed word in a noble’s ear, or a song of glorious misdeeds can make life better or worse
for a friend or enemy. At 3rd Level, an Artisan can modify a target's Reputation by +2/2
given sufficient time to lay the groundwork for rumours, whispers, and gossip to take effect. A
target's Reputation can be reduced to 0.

In the Artisan’s native territory, the Artisan needs 5 days — Cha Modifier (minimum of
| elay) to affect a target. In a new land or unfamiliar territory, the Artisan needs 20 clays - Cha
Modifier x2 (minimum of § days) to effect a target. The effect is temporary, but continues for
as long as the Artisan works at it.

At 7th, llth, and 15th Level the Artisan can affect 2, 3, or 4 targets’ Reputations
simultancously, keeping various rumours spinning the way a mummer juggles plates.

At Sth Level the Artisan can affect a Reputation l)y +3/-3, at 9th l)y +4/4, at 13th l)y
+5/-5, and at I7th l)y +6/-6.

oy
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ExampLE:

Mychel is a 7th Level Artisan, with a Charisma of 14 (Cha Modifier +2 ). He wishes
to positively influence the Reputation of his Lord Bracken at Riverrun (bis native territory),
and so spends three days (5 — Cha Modifier) carousing and talking up his lords recent
accomplishments. After those three days, Lord Bracken’s Reputation (Valiant) is enhanced by
+2 (because Mychel is 7th Level), for as long as Mychel keeps up his work.

Simultaneously, Mychel begins spreading salacious gossip about a young lady of
Blackwood who also happens to be in Riverrun. It still takes three days for the rumours to
take effect, but once they do, the poor girl's Reputation (Honourable) is reduced by -2 for as
long as Mychel continues to work at ruining her Reputation.

Established

At 4th Level, the Artisan has become established as a master of his or her art. The
character now gains a +2 bonus to Bluff, Diplomacy, and Knowledge checks related to his
specialty. For example, Aeron has just become an established painter and wishes to sell one
of his wares. He receives a +2 bonus to the Diplomacy check made to haggle over the price
with the interested noble.

Patronage

Established Artisans are able to attract patrons — nobles, merchants, and other wealthy
men and women who gladly support them in their work. Nobles often use such patronage in their
social manoeuvring, as do merchants looking to become well known in higher social circles. It
rarely matters to craftsmen, however, who are just happy to have a steady source of income.

At Sth Level, the Artisan acquires a patron, and gains 6 Influence Points over him or
her. The player and GM should work together to decide upon a patron appropriate to the
campaign. The Artisan can ask for l)oons, such as money, favours, hirelings, invitations to
social events, etc., exactly as an [nfluence check (page 264). The GM may add penalties to the
check if the character recently received a boon, or bonuses if the character has recently done
a favour for the patron.

At 9th Level the Artisan acquires a second patron, who may also grant boons. The
Artisan gains 6 Influence Points over him or her.

At 14th Level the Artisan’s patrons value him or her greatly. The Artisan gains +3
Influence Points for his or her patrons (or a total of 9 Influence Points over each patron). If the
Artisan has already spent personal Influence Points on these patrons, with the GM'’s approval
the Artisan can exceed the limit of 20 Influence Points on a person (page 191).

Little Birds

An established Artisan can be a powerful political figure. He or she travels in the best
circles, and may be sought after by various brotherhoods or institutions. With a well-chosen
word, a target's Influence with a group may be enhanced or diminished. At 6th Level, an
Artisan can modify a target’s Influence towards one group by +2/-2, given sufficient time to
lay the groundwork for rumours, whispers, and gossip to take cffect. A target's Influence may

be reduced to 0.

In the Artisan’s native territory, the Artisan needs 10 days — Cha Modifier (minimum
of | day) to effect a target. In a new land or unfamiliar territory, the Artisan needs 30 days
— Cha Modifier x2 (minimum of 5 days) to effect target. The effect is temporary, but
continues for as long as the Artisan works at it.

At 12th and 18th Level the Artisan can affect 2 or 3 targets’ Influences simultancously.
At 9th Level the Artisan can affect an Influence by +4/4, and at 15th by +6/-6. This

Special Ability stacks with others of a similar nature, to a maximum range of +6/-6.
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Cable 6-3: Che Artisan

Base Attack Forr  Rer WL
LeveL Bonus Save  Save  Save DereNce  RepuaTiON  SPECIAL
1 +) +0 +0 +2 +0 Focus
2 +] +0 +0 +3 +] + Bonus Feat
3 +2 +] +] +3 +] Fame and Infamy +2/-2, Skill Emphasis
9 +3 + + +4 +2 - Established
S +3 + + +4 +2 + Fame and Infamy +3/-3, Patronage
6 +4 +2 +2 +5 +3 Little Birds, Masterwork +
7 +5 +2 +2 +5 +3 + Fame and Infamy (2 targctsl, Bonus Feat
8 +6/+] +2 +2 +6 + Little Birds y
9 +6/+] +3 +3 +6 +4 = Fame and Infamy +4/4, Patronagc (second patron)
10 +7/+2 +3 +3 +] +5 + Skill Emphasis
11 +8/+3 +3 +3 +7 +5 - Fame and Infamy (3 targets)
12 +9/+4 +4 +4 +8 - +6 +] Bonus Feat, Masterwork +2
13 +9/+4 +4 +4 +8 +6 Fame and Infamy +5/-5
14 +0/+5 + +4 +9 +7 - Patronage
15 +1/+6/+1 +5 i) +9 +] + Fame and Infamy (4 targets), Little Birds
16 +2/+7/+2 +5 +5 +0 +8 - Focus, Patron’s Gift
17 +2/+7/+2 +5 +5 +]0 +8 +] Bonus Feat, Fame and Infamy +6/-6
18 +3/+8/+3 +6 +6 +] +9 Little Birds
19 +14/+9/+4 +6 +6 +] +9 Masterwork +3 bonus
20 +5/+10/+5 +6 +6 +2 +0 + Bonus Feat
Mas’[erwork If the check barely succeeds, the item is of the desired quality. If the Artisan succeeds

At 6th Level, a skilled Artisan can put togcthcr a masterpiece. For a craftsman, this
may mean a beautiful sword or striking armour. Similarly, a singer migln write an epic song,
while a steward might organise impressive arrangements for a visiting noble. The Artisan gains
a +2'to his or her check to create the object, art, or performance. A masterpicce will often be
"stampcd" with a maker's mark, which may be a literal mark upon the item or a particular style
that identifies the creator.

To create a masterwork item (meaning object, art, or performance) takes time, skill,
and often money. The DC for this check (lepenrls on the complexity of the item crcated, and
is normally a Craft or Profession check. For example, a plain sword might be only DC 12,
cost one-third a sword’s market value in resources, and take-a fortnight. Similarly, a steward
creating a reception for a visiting liege lord would need at least a month to properly prepare ...
but, a minstrel might come up with a bawdy song in an afternoon.

Sample DCs for various items are listed on Table 6-4. A standard item may cost up to
33% its market value in resources. A masterwork item will normally cost +100% to +200%
for each +I bonus it conveys. In certain cases, such as a bard writing a song, there may be
no cost at all, of course. Additionally, if a blacksmith is crafting as sword for a knight, ora

_ diplomat is constructing a delicate serics of mectings for his or her lord, the cost will be paid

by a patron, and not the Artisan.

An approximatc time is givcn for each item on the tal)lc, but again these are cxamplcs.
Many items will take far less, or far greater times to create. The base times listed represent a
full day of work, without interruption, and with appropriate tools, etc. (Note: these times do
not include things like letting wood for a bow cure for several ycars). Should an Artisan have
apprentices, time may be reduced accordingly.

the check l)y ‘l-7, the item is producecl in threc-quarters the time; if the check is succeeded l)y
8 or more the item is produced in half the time. If the check is failed by 4 or less, the item
is passable but mediocre (granting 10 bonuses, and possibly a penalty of 1. Failing by more
than 4 means the work is wasted, and the resources are spoilt or spent.

A masterwork weapon gives its wielder a +1 bonus to attack or damage. A masterwork
armour is lighter or more comfortable to wear (reduces armour check penalties by 1). A
masterwork tool or instrument provides its user with a +] bonus to appropriate checks. A
masterwork arrangement or performance provides the steward and/or his or her lord with a
+| bonus to appropriate checks (such as Diplomacy, Perform, or Profession checks). Usually
a simple melee or thrown weapon can gain a maximum bonus of +1 (they simply don't allow
complex artistry).

9

DreSIGNER’s NOTE:
LIMITING MASTERWORK WEAPONS
AND ARMOUR

Masterwork weapons and armour should be rare and expensive.

Since Westeros has minimal magic, this flavour can be lost if every
Raider captain or Knight is carrying a masterwork sword or wearing
masterwork armour. A masterwork weapon can normally have its
bonus applied to attack or damage, but not both (although 19th
Level Artisans have the Ability to exceed this). Valyrian steel is an
exception to this, but should be extremely rare [see page 218).
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At 12th Level a masterwork tool, instrument, or arrangement provides a +2 bonus, but
the time taken to make it is four times longer than indicated in the table. A masterwork weapon
can be forged to provide +2 to attack or +2 to damage. Such weapons tend to cost anywhere
from x10 to x100 as much as a normal weapon, and are usually martial or exotic weapons.
Masterwork armour reduces armour check penalties by 1, and increases the maximum Dex

bonus by I.

At 19th Level a masterwork tool, instrument, or arrangement provides a +3 bonus,
but the time taken to make it is nine times longer than indicated in the table. A masterwork
weapon can be forged to provide a bonus of #1 to attack and +2 to damage (or +2 to attack
and +l 1o damage). Masterwork armour reduces armour check penalties by 2, and increases
the maximum Dex bonus by 2.

Patron’s Gift:

At 16th Level, a patron of the Artisan has given the character a powerful gift. The
Artisan gains a bonus Feat from the following list: Authority; Fame; Favoured; Noble Spirit;
Political Connections; or Wealth. The Artisan can take this Feat whether or not he or she has
meets the Feat's prerequisites, although the playcr and GM should work together to ensure the
choice is appropriate to the campaign.

Cable 6-4: Sample Creation Cimes
CreaTiON TIME DC

1 day (or less) b)
14 days 10
14 days 10
14 days 10
118 months* 10 + Armour Rating
1-8 days 10 + Armour Rating
1-2 fortnights 12
1 fortnight 12
14 days 12
1-8 days 12
112 months 12
1-8 days 12
1-8 days 15
13 fortnights 15
1-6 months 15
1-6 months 15
112 months 15
| fortnight 15
| month*™* 15 + Str Modifier
14 years 18
Exotic melee or thrown weapon 1-2 months 18
Mecting with the king 1-2 fortnights 18
Epic 1-8 years 20
Statue, Heroic-sized 3t years 20
* Metal armour can be assumed to take between 3-6 + Armour rating in months without

Works
Very simple item (wooden bowl)

Typical item (iron pot)
Bawdy song

Mecting with a bannerman
Metal Armour

Metal Shicld

Simple melee or thrown weapon
Portrait

Longhow or shortbow

Poem/Song
Comedic/Tragic Play
Meeting with a rival lord
High-quality item (bell)

Martial melee or thrown weapon

Long Story
Statue, Life-sized
Large Painting/Mural

Meeting with a liege lord

Double-curved bow
Reference Book

apprentices.
** Double-curved bows that allow Str Modifiers to damage take an additional fortnight
per +1 Str Modifier.
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septas, brothers, and sisters bear witness to the births, deaths, and marriages of all who
follow their teachings. Known collectively as the Godsworn, these dedicated men and women
are the mortal representatives of the Seven, oversccing

ceremonics that praise the gods and blessing their \

followers with their good graces. The Godsworn can

be found all across the Seven Kingdoms ~ even in f )

the North, where most still pray to the old gods in

ancient godswoods rather than how in the septs of

the Seven. The Godsworn are teachers, priests,

and midwives, often caring for the children of

faithful lords and noblemen.

Hdventures:

Adventuring Godsworn seck to
spread the word of the Seven wherever
they go, preaching to the poor and
trying to win converts from among the
downtrodden classes. They also try to
aid others where they can, believing
that their noble acts will improve
the reputation of the Seven and
further spread their belief.
Sometimes a septa will be f
commanded to set out on /

a task by those higher in

her order, even by the |

High Septon himself. |

Characteristics:

The Godsworn let their faith
guidc them in all things, and the Seven
reward them with good luck in their
actions. They cultivate relationships
with faithful nobles, merchants, and
smallfolk, allowing them to call upon
considerable resources in times of dire
need. The Godsworn are also known
for the aid and comfort they can givc
their allies in even the most dire of
circumstances.

Origin

The ranks of the Godsworn
are filled from all walks of life. This
may be the only path available for
smallfolk who wish to walk the halls
of great castles and mingle with nobles
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and lords alike. Although all septons and septas are taught to read, they need not be educated ﬁit points

in order to join the ranks.

Godsworn gain 6 Hit Points at Ist Level, and I Hit Point per Level thereafter. The

BQCth’OUﬁd character's Constitution Modifier applies.
v The Godsworn are commonly found in the castles of noble houses that worship the .
- Seven. Most of the houses of the North still worship the old gods, yet sometimes a septon or CIQSS Sklus
septa can be found in their castles due to conversion or mariage of the lord or lady. The Godsworn’s Class Skills (and the key Ability for each Skill) are: Bluff (Cha),
Examples of Godsworn: Septa Mordane, teacher to the children of House Stark; Craft: Alchemy (Int), Craft: Domestic Arts (Int), Decipher Script (Int), Diplomacy (Cha),

Septon Celladar, Godsworn of the Night’s Watch. Gather Information (Cha), Heal (Wis), Knowledge: Arcana (Int), Knowledge: Foreign

Culture (Int), Knowledge: History (Int), Knowledge: Legends (Int), Knowledge: Local Area
E M (Int), Knowledge; Nobility, Knowledge: Religion (Int), Knowledge; Stewardship (Int), Listen
(Wis), Profession (Wis), Sense Motive (Wis), Speak Language (None).
= DeSIGNER'S NOTE: , i L
Skill Points

OTHER GODSWORN
— At Ist Level, Godsworn gain (8 + Int Modifier) x ‘l; humans gain +4 bonus

The septons and septas are the most formally educated of those

o’ £l T o
who devote themselves to the Seven. There are many other orders of At each additional Level, Godsworn gain 8 + lnt Modifier; humans gain 1 bonus

brothers and sisters, such as the begging brothers, who roam the [and Inﬂuence points
and preach but who lack formal education. They may know some Nt Gl ot 8 ClMadiE:
things by rote, but are not literate. There are orders of brothers and B

sisters specifically devoted to a particular aspect of the Seven, such Godsworn and Social Status

as the Silent Sisters who represent the Stranger, but the septons and The Faith may be an attractive option for 3o LA T

septas are devoted to all aspects of the Seven, equally. daughters of nobility, as well as a way up for the smallfolk. Characters with

The Godsworn Class represents septons and septas. There no Social Status (Rank 0) who enter the Faith and say their vows as septons

is a formalised system of vows, and various institutions where they or septas should be raised to Social Status Rank 1 (3 Influence Points over

| receive training. Septons are like real world priests, while septas are the Faith, Wealth Rank I). Conversely, characters such as begging brothers
more like female priests than simply sisters; they have more influence would retain Social Status Rank 0.

than nuns, i t because their theol ises th | . ! I
AT NS, M part because their theology recognises three mate As the septon or septa rises through the ranks, his or her Social

aspects, three female aspects, and the sexless aspect in the Stranger.

Status should increase, usually as a reward for service or an acknowledgment -

of duties. The l‘ligh Septon has Social Status Rank 3.

Godsworn characters who hail from a noble house do not sever their

Godsworn Duties House Affiliation when they enter the Faith (unlike maesters, brothers of the
The Godsworn are trained septons and septas who have religious Nighi’s Watch, etc.). They do tend to lose some of their Influence Points
duties. They officiate ceremonies, oversee oaths, perform marriages, and over their house, however, as their religious duties take up more and more
those invested with enough authority can even release people from their oaths of their time. As a Godsworn character rises up the ranks, his or her house
| in special circumstances. Additionally, they often tutor and guide young Influence Points should convert to Influence over the Faith.
nobles, pray over the sick, and officiate at trials (or at least add the Seven's
l)lessings to the king’s iustice). Few of these are game effects, however, and Cable 6-5: Godsworn Social Status
1 these rites and services should be role-played rather than decided with dice. GobswosN LEVEL PoSITION INFLUENCE POINTS
‘.i-! I 12 Initiate of the Faith S (Faith)*
_-‘ N 3- Junior Member of the Faith 10 (Faith)**
= ' R am e Rul e Inf orm ati on 6-10 Senior Member of the Faith 15 (Faith)
|l 11+ High gfﬁ;cé of the Faith ; 52((] FlFa}i]t)lll*
- ol L =t > i epton ait
£ ‘Gods‘worn b e s * A highborn character loses 5 lnﬂﬁenceppoints from his or her house upon joining
Hbilities the Faith,

Charisma helps 2 Godsworn win over followers and comport him or herself in a manner A highborn character loses another 3 Influence Points (10 total) from his or her

that befits a representative of the Seven. Wisdom aids in his or her knowledge of healing, as house upon becoming a Junior member.

***The High Septon gives up his name (so that commoners and nobles become equal).
well as interactions with others. igh Septon gives up ( qual)

He loses any remaining Influence Points over his house, gained from Social Status.

g | [« ]-: |2 l% CHARACTER ClAsS }1 |ZR[ZN TN




Cilass features

Al of the following are Class features of the Godsworn.
W@eapon and Hrmour Proficiency

Godsworn characters are proficient with all simple weapons.
faith

A Godsworn’s Faith in the Seven grants confidence in his or her actions and aids in
times of stress. As a result, once per day the Godsworn character can draw upon Faith to gain
a circumstance bonus based on the belief that the gods will guide his or her hands. The bonus
ranges from + at Ist Level to +5 at 19th Level (see the Class progression chart for more
information). The bonus can be applied to any Skill check, Ability check, Saving Throw, or
attack or defence roll. The player may decide to use this Special Ability immediately after a

die roll is made. This Special Ability may be used twice per day at 7th Level and three times
per day at 16th Level.

Literacy

The Godsworn act as teachers and priests to the sons and daughters of noble lords and
smallfolk alike. They learn to read and write so that they may better learn and pass on the
knowledge that their order has taught them. Consequently, all Godsworn characters gain the
Literacy Feat at Ist Level.

Bonus Class Shill

The Godsworn travel all over the Seven Kingdoms and beyond, and they never know
what Skills they may need to survive and prosper once they accept a position. At 2nd and 12th
Levels, the Godsworn character can designate any Cross-Class Skill as a Class Skill. Once

~ CHAPTER 6

CHARACTER CLASS

designated, the Skill is always considered a Class Skill. For example, a Godsworn character
living in the harsh lands of Dorne might dcsignate Survival, but one who spends most of his
time navigating the castles and intrigues of King's Landing might choose Appraise.

Prayer to the Seven
At 2nd, 4th, 6th, 8th, 10th, and 12th Levels, the Godsworn has perfected one of the

Prayers to the seven faces of the gods. There is no Prayer to the Stranger, for it is the face of
death. The Godsworn may learn any one of the following Prayers, but cach may only be chosen
once. The Godsworn can use a total number of Prayers per day equal to his or her Godsworn
Level. Each Prayer takes one round to initiate, although the effects take place that round. If
the Godsworn invokes the same Prayer multiple times to inspire several allies, the Prayer is
considered unbroken for duration purposes. Note that a character may not be affected by more
than one Prayer at a time.

ExampLE: Septon Kardaine is a 4th Level Godsworn. To prepare for an attack by
raiders, Kardaine prays to the Father to inspire courage. On the first round, Kardaine
inspires Ser Ran. On the second round Kardaine inspires Brendal, and Morgan Snow on
the third round. He continues to pray on the fourth round, but on the fifth round he prays to
the Warrior to inspire a heroic effort in Ser Ran. Since this is a new prayer for Ran, the first
benefits end immediately. Brendal and Morgan, however, remain influenced by the prayer to
the Father for 5 rounds thereafter.

Prayer to the Father: A Godsworn can pray to inspire courage in an ally (including him -
or herself), bolstering him or her against fear and improving the character's combat abilities.
To be affected, an ally must be able to hear the Prayer and must believe in the Seven. The
effect lasts for the duration of the Prayer and for 3 rounds thereafter. An affected ally receives
a +2 bonus on Will Saves and a +2 bonus on defence checks and weapon damage rolls. These
bonuses increase to +3 at 8th Level, and to +4 at 16th Level.

Cable 6-6: Che Godsworn

Bast ATtAck Forr Rer  WiLL
LEVEL Bonus SAvE  SAVE  Save

DEFENCE

RepuTaTION SpECIAL

1 +0 +2 +2 +0
+ +3 +3 +
+ +3 +3 +
P T +4 +4 +2
+2 +4 +4 +2

+ Faith +1, Literacy
Bonus Class Skill, Prayer to the Seven
+] Co-ordinate +2
> Faith +2, Prayer to the Seven
+ Blessings 1/day

+3 +5 +5 +3
+3 +5 +5 +3
+4 +6 +6 +4
+4 +6 +6 +4
+5 +7 +7 +5

5 Bonus Feat, Prayer to the Seven
+] Faith 2/day

5 Contact, Co-ordinate +4, Prayer to the Seven
+ Faith +3

Devotion’s Reward, Prayer to the Seven

+5 +7 +7 +5
+6/+1 +8 +8 +6
+6/+1 +8 +8 +6
+7/+2 +9 +9 +7
+7/+2 +9 +9 +7

+] Blessings 2/day

Bonus Class Skill, Prayer to the Seven
+] Bonus Feat

Faith +4

+ Co-ordinate +6

+8/+3 +10 +10 +8
+8/+3 +10 +10 +8
+9/+4 ll 41l +9
+9/+4 4l 41l +9
+10/+5 +12 +12 +10

Faith 3/day

+] Contact

- Bonus Feat

+] Faith +5
Blessings 3/day

"'{
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Pmyer to the Mother: A Godsworn can pray to aid an ally’s recovery; the Godsworn can
only improve his or her own recovery when also aiding an ally, as the relief is reflected positively
upon the Godsworn. To be affected, the Godsworn must pray over the person, who must also
believe in the Seven and be aware of the Godsworn’s Prayer. An affected ally recovers at twice the
normal rate as long as he or she remains in the Godsworn’s care. The Godsworn can watch over 2

people at Sth Level, 3 people at 10th Level, and 4 people at 15th Level.

Prayer to the Warrior: A Godsworn can pray to inspire heroic feats in an ally (or in him
or herself). The target must be able to hear the Prayer and must believe in the Seven. The effect
lasts for the duration of the Prayer, and for 5 rounds thereafter. An affected ally receives +2 on
attack rolls, and a +2 bonus on Fortitude Saves. These bonuses increase to +3 at 7th Level, and

to +4 at [4th Level.

Prayer to the Smith: A Godsworn can pray to help an ally succeed at a task. The ally must
be able to hear the Prayer and must belicve in the Seven. The ally gets a +4 bonus on Craft Skill
checks, or +2 with any other Skill for the duration of the Prayer, and for 10 minutes or until the first
check (whichever comes first) thereafter. Certain applications of this Prayer may not make sense or

be allowed, at the GM’s discretion.

Prayer to the Maid: A Godsworn can pray to gain confidence or to be more compelling.
This Prayer often takes the form of a song, which can inspire an ally (or him or herself). To be
affected, the ally must be able to hear the song and must believe in the Seven. The effect lasts for
the duration of the song and for | hour thereafter. An affected ally reccives a +2 bonus on all Bluff,
Diplomacy, and Gather Information checks, and a +3 bonus on all Perform checks.

Prayer to the Crone: A Godsworn can pray to gain wisdom and direction when all scems
dark and lost. This Prayer only affects the Godsworn. He or she gains a +2 bonus to Wisdom-
based checks; this effect lasts for the duration of the Prayer and for | hour thereafter. Additionally,
if the character makes a Wisdom check (DC 15) the Crone may drive the Godsworn in the “right”

direction. The "right" direction is not always the desired direction, however.
Blessings

A certain number of times per day, the Godsworn character can bolster others with the
strength of his or her Faith. The character may grant a bonus equal to half his or her Faith bonus
(round down) to one ally who can hear and see the Godsworn and is of the Faith. This bonus
applies only to a specific action chosen by the Godsworn during either the same round or the round
following. The Godsworn character must name the action to receive the Blessing at the time this
Special Ability is used. The bonus can be applied to any Skill check, Ability check, Saving Throw,
or attack roll, but a Blessing is n0 help to someone who does not believe in the Seven. If the action
is not taken within one round, the bonuses are lost.

Co-ordinate

The Godsworn character is a born helper, lending aid to those who need it. As a result, the
Godsworn can aid a character by granting the assisted ally an additional bonus to the normal +2
bonus for aiding an ally. See the Level progression chart for the specific bonuses to be applied at a
given Level. This Special Ability may orily be used to aid with such non-aggressive actions as Skill
checks, Ability checks, Saving Throws, and so forth.

Bonus feat

At 6th, 13th, and 18th Level, the Godsworn character may choose a bonus Feat from
the following list: Authority; Favoured; Fortune’s Favour; Leecheraft; Noble Spirit; Political
Connections; and Skill Mastery.

Contact

The Godsworn character learns to call upon whatever resoutces he or she can during his or
her career. Over time, the Godsworn gains valuable contacts throughout the sphere of his or her
activities. At 8th and I7th Levels, the character gains a Contact, which the GM should develop as
a supporting character. The player can suggest the type of Contact the character wants to gain, but
the GM has final say over who is allowed.

CHARACTER CLASS
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A Contact will not usually accompany a Godsworn on a mission or put him or herself at
great risk to aid the character, but he will provide information or expert skills. The more powerful
the Contact, the less time he or she has to spend aiding the character. Whatever the case, the
Godsworn should not normally be allowed to call upon the same Contact more than once per
adventure.

Devotion’s Reward

At 10th Level, the Godsworn is rewarded for his or her goocl service by the Faith. The
Godsworn gains a bonus Feat from the following list: Authority; Fame; Favoured; Noble Spirit;
Political Connections; or Wealth. The Godsworn can take this Feat whether or not he or she has
meets the Feat's prerequisites, although the player and GM should work together to ensure the
choice is appropriate to the campaign.
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unter

Hunters range the forests and plains of the Seven Kingdoms, whether lawful men plying their
trade or poachers intent on stealing a deer o boar from a noble’s private forest. These men — and
sometimes women — are stealthy in the wilderness, swift with arrow and blade. They can sense their
prey with a keen awareness. Some Hunters enlist with noble lords and ladies, accompanying them
on planned hunting excursions and keeping their storchouses filled with game. Others prefer an
independent life, living off the wild and using their sharp instincts to survive.

Hdventures

Hunters are often out in the wilderness for long periods of time, which can lead them into
many unexpected adventures. Not much can surprise them, however, thanks to their finely honed
senses and ability to move stealthily in their native environment. Hunters are quite patient and are
used to hiding in place for hours; they make excellent scouts and spies in wilderness territories. An
experienced Hunter is often a better outrider than a lifelong soldicr, thanks to his or her keen cars
and eyes and patience to wait out an enemy patrol. Hunters may also be used as a sly strike force in
wilderness areas, sent in groups to waylay enemy units, then attacking hard and fast before retreating
to the safety of the wilderness, where no soldier can hope to find them.

Characteristics

Hunters are swift and silent in their favoured terrain. They can live off the land for as long
as necessary, whether forced to do so by pursuit or in search of game to take back to the home
fire. They can track beast or man over the hardest ground and through the wettest swamp. A good
Hunter knows how to use the terrain to the best advantage ina fight, and can hold his or her own
against any soldier when fighting in familiar surroundings.

Origin

Sport Hunters are often born of noble blood, since only the rich have time to make hunting
a leisure activity. Many smallfolk learn the art of hunting as a means of survival. They specialise
in bringing in food for supper and trading hides or preserved meat for other goods and services.
Most children, especially in Dorne and the North, are taught at least the basics of hunting given
the harshness of their surroundings.

Background

Al of the houses of Westeros, both great and small, employ Hunters to train their children
and keep their stocks full of fresh meat. Great Hunters often enjoy friendships with lords and
their children, not only because of their prowess but because they possess freedom a noble can
rarely know.

Examples of Hunters: Will, former poacher, brother of the Night’s Watch; Lord Randyll
Tarly.
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Hunters have the following game statistics.
Hbilities

Dexterity is important to Hunters for stealth. Strength is
also important, especially for sport Hunters who confront
boars with longspears; they must ensure a savage
first strike, so that the boars do not gore them to
death. Strong Hunters can often run, jump, and
climb nearly as well as their prey. Wisdom is also

important for a Hunter, who relies on his or her
razor sharp senses to detect and track prey.

bit Points
Hunters gain 8 Hit Points at Ist Level, and 2 Hit Points per Level
thereafter. The character’s Constitution Modifier applies.

Class Shills

The Hunter's Class Skills (and the key Ability
for each Skill) are: Balance (Dex), Climb (Str), Craft:
Carpentry (Dex), Craft: Fletcher (Int), Disable Device
(Int), Escape Artist (Dex), Handle Animal (Cha), Hide
(Dex), Jump (Str), Knowledge:

Local Area (Int) Knowledge: Nature

(Int), Knowledge: Navigation (Int),

Listen (Wis), Move Silently (Dex),
Profession (Wis), Ride (Dex), Speak Language
(None), Spot (Wis), Survival (Wis), Swim (Str),
Use Rope (Dex).

Skill Points
At Ist Level, Hunters gain (7 +[nt Modifier) X ‘l;

humans gain +4 bonus

At each additional Level, Hunters gain 7+ Int

Modifier; humans gain + bonus

Influence Points
At each Level, Hunts gainZ + Cha Modifier.

@flass

features

All of the following are Class features of the Hunter.
Weapon and Hrmour Proficiency

Hunters are proficient with all simple weapons, as well as the following martial and

exotic weapons: handaxe, longbow (including double-curved bows), net, and shortbow
(including double-curved bows), and trident. Hunters are proficient with light armour.
2 M A E: 1
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Native Cerrain

At Ist Level, the Hunter may select a region in which he or she has exceptional
experience. The most common region types are: aquatic, cold forest, cold plains, desert,
temperate forest, hills, marshland, mountains, and plains. The character’s first choice should
reasonably coincide with his or her Background — where did the character grow up and learn
to hunt?

When a Hunter is in a chosen region, he or she gains a +2 dodge bonus
to Defence. If the Dexterity bonus to Defence is lost for any reason, this bonus
is lost as well. Furthermore, the character gains a +2 bonus to any Knowledge:
Nature, Scarch, Spot, or Survival checks made within a chosen region.
Additionally, when hunting an animal native to the chosen region, the Hunter
acts as if he or she had the Critical (Improved) Feat. These bonuses only

apply out of doors.

As the Hunter’s experience grows, he or she may select
other regions with which he or she has acquired experience
during the course of life’s adventures. The Hunter chooses a
new Native Terrain region at both 8th and 16th Levels. Each
time he or she does so, the Skill and Defence bonuses for
any previous regions are increased by +1. The sclection
should be appropriate to the character’s experiences and
the campaign. Note that these bonuses do not stack with
the Raider’s or Night's Watch Ranger's Native Terrain
Special Abilities; the Hunter must always choose a new
region.
For example, Arden chooses cold forest as his
region at 8th Level, since he’s been adventuring north of
the Wall for several years. He was already exceptionally
experienced in temperate forests from his childhood
hunting in his father’s lands. His bonuses in temperate
~ forests increase to +3, while he now
\ has +2 bonuses in cold
i forests as well.

Quick To Hrms

Hunters train their senses to a keen level of
acuity, which allows them to react to danger with
surprising speed. At 2nd Level, a Hunter gains a +4
bonus to Initiative as long as he or she is wearing light

of 10 armout.

Crack

At 20d Level, the Hunter gains a +2 bonus on all
Survival checks made when tracking. At Sth Level, the
Hunter gains an additional +2 bonus.

Wilderness Stealth

The Hunter can become like a ghost when moving
through the wilderness. At 3rd Level, any time the Hunter is
moving through his or her Native Terrain, he or she gains the listed bonus to

all Hide and Move Silently checks.

In addition, at llth Level, the Hunter can move his or her full
speed while making Hide and Move Silently checks in any chosen

region.
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Bonus feat

At 4th, 9th, [4th, and 19th Level, the Hunter may choose a bonus Feat from the following
list: Accuracy; Accuracy (Improved); Combat Agility; Far Shot; Granted Status; Initiative
(lmproved); Mounted Archery; Point Blank Shot; Political Connections; and Precise Shot.

Weapon Specialisation

At 6th Level, the Hunter gains the Weapon Specialisation Feat (ignoring prerequisites).
He or she may apply it to any weapon with which he or she is proficient.

Endurance
At 7th Level, the Hunter gains the Endurance Feat.
Stalking Strike

At 7th Levcl, a Hunter learns to ambush his or her foes in Native Terrain. Anytimc the
Hunter’s target is caught flat-footed, the Hunter's attack deals extra damage. The extra damage

is +1d6 at 7th Level, +2d6 at 13th Level, and +3d6 at 20th Level. Should the Hunter score a
critical hit with a Stalking Strike, this extra damage is not multiplied.

Ranged attacks can only count as Stalking Strikes if the target is within Short Range.
The Hunter can't strike with deadly accuracy from beyond that range.

A Hunter can only Stalking Strike a living creature with a discernible anatomy, and
only within the Hunter's Native Terrain. Any creature that is immune to critical hits is also
invulnerable to Stalking Strikes. The Hunter must be able to see the target well enough to
pick out a vital spot and must then be able to reach it. The extra damage stacks with similar

Special Abilities, such as a Knave's Sneak Attack.
@@ild €mpathy

At 10th Level, 2 Hunter can improve the attitude of an animal. This Special Ability
functions just like a Diplomacy check to improve the attitude of a person. The Hunter rolls
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1420 and adds his or her Hunter Level plus Charisma bonus to determine the check result. To
use Wild Empathy, the Hunter and animal must be able to study cach other clearly; influencing
an animal in this manner takes an average of | minute, but it may take more or less time as
reasonable.

Camouflage

At 12th Level, the Hunter can use the Hide Skill in any sort of natural terrain, even if
the terrain doesn't grant cover or concealment.

Pide in Plain Sight

At 17th Level, the Hunter can use the Hide Skill even while being observed in any
Native Terrain.
Crackless Step

At 18th Level, a Hunter learns how to leave no trail in natural surroundings. The Hunter
cannot be tracked in his or her Native Terrain, except by another Hunter of equal or higher

Level. The Hunter can choose to leave a trail if desired.

Knaves live in the shadows, whether in the back alleys of King’s Landing or deeply
hidden within a lord’s retinue. They steal what they can to survive, be it gold, horses, or
information. Some use stealth to their advantage, while others use strength and intimidation to
take what they want from the weak and cowardly. Knaves are resourceful and adaptable, always
seeming to have the skills necessary to get them out of any situation.

Cable 6-7 Che Punter

Base Attack Forr  Rer WL
LEVEL Bonus SAVE  Save  Save DEFENCE ~ REPUTATION  SPECIAL

1 +] +2 +2 +0 +0 Native Terrain

2 +2 +3 +3 +0 +] Quick to Arms, Track
3 +3 +3 +4 +] +] + Wilderness Stealth +2
9 +4 +4 +4 +] +2 Bonus Feat

8 +5 +4 + + +2 Track

6 +6/+] +5 +5 +2 +3 + Weapon Specialisation
7l +7/+2 +5 +5 +2 +3 Endurance, Stalking Strike +1d6
8 +8/+3 +6 +6 +2 + Native Terrain

9 +9/+4 +6 +6 +3 + + Bonus Feat

10 +0/+5 +7 +7 +3 +5 Wild Empathy

11 +1/+6/+] +7 +7 +3 +5 Wilderness Stealth (full movement)
12 +2/47/+2 +8 +8 + +6 + Camouﬂage

13 +3/48/+3 +8 +8 + +6 Stalking Strike +2d6
14 +4/+9/+4 +9 +9 + +7 Bonus Feat

15 +5/+10/45 +9 +9 +5 +7 + Wilderness Stealth +4
16 +6/+11/+6/+1 +0 +0 +5 +8 Native Terrain

17 +H7/+12/47/+2 +H0 0 +5 +8 Hide in Plain Sight

18 +8/+13/+8/+3 +] +] +6 +9 + Trackless Step

19 +19/+14/+9/+4 +] +] +6 +9 Bonus Feat
20 +20/+15/+10/+5 ] D [ +6 +0 Stalking Strike +3d6
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Hdventures

Knaves most often take up the life of adventure in order to better scrounge a living.
Sometimes angry victims or a clever patrol of the watch will drive a Knave from an arca. Some
goin search of larger and larger rewards for their larceny, while others simply grow bored with
their surroundings and seck a change.

Characteristics

Knaves are highly skilled, and may follow many different tracks in their life. Some
develop their stealth skills to the point where they can slip into and out of almost any
building completely undetected. Others focus on social skills, using their network of contacts,
intimidation, and charm to trade up for better things. Some rogues infiltrate the lives of others,
acting the friend while all the while undermining and stealing from their marks.

Origin

Knaves come from all walks of life, but are most prevalent among the smallfolk, many
of whom have nothing to lose by turning away from the law. They may have grown up in the
dirtiest slums of cities and towns, scratching out a living by thieving and catching rats or
pigeons for their suppers. Some Knaves are born into high families, however, and simply ply
their trade out of boredom or spite. They may seduce the children of nobles or steal from their
own family to vex their lords.

Background

As mentioned, sometimes the sons and daughters of nobles will turn to lawlessness as a
way to rebel against their parents. No house, great or small, is immune to such treacheries, and
often a noble finds the skills he or she can learn outside a maester's study are far more valuable
than those learned from the house tutors.

Examples of Knaves: Lord Petyr Baclish; Varys, the king's master of whisperers.

Fame Rule Information

Knaves have the following game statistics.
Hbilities

Dexterity is important for many of a Knave’s Skills as well as for kceping him or her safe
from harm. A talented Knave can dodge a sword thrust, jump onto a clothesline, and tumble to
safety in the strects below. Intelligence is also important to a Knave, whose keen mind must be

able to master many Skills in order to survive on the streets. A good Charisma helps a Knave
deal with others and create successful disguises when he or she needs to disappear.

bit Points
Knaves gain 6 Hit Points at Ist Level, and | Hit Point per Level thereafter. The
character’s Constitution Modifier applies.

Class Shills

The Knave’s Class Skills (and the key Ability for each Skill) are: Appraisc (Int),
Balance (Dex), Bluff (Cha), Climb (Str), Craft: Artisan (Dex), Decipher Seript (Int),
Diplomacy (Cha), Disable Device (Int), Disguise (Cha), Escape Artist (Dex), Forgery (Int),
Gather Information (Cha), Hide (Dex), Intimidate (Cha), Jump (Str), Knowledge: Local
Area (Int), Knowledgc: Stewardship (It), Knowledge: Underworld (Int), Listen (Wis),
Move Silently (Dex), Open Lock (Dex), Perform (Cha), Profession (Wis), Search (Int),
Sense Motive (Wis), Sleight of Hand (Dex), Speak Language (None), Spot (Wis), Swim
(Str), Tumble (Dex), Use Rope (Dex).
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Skill Points

At st Level, Knaves gain (9 + Int Modifier) x 4; humans gain +4 bonus
At each additional Level, Knaves gain 9 + Int Modifier; humans gain +] bonus

Influence Points
At cach Level, Knaves gain 3 + Cha Modifier.

lass features

All of the following are Class features
of the Knave.

Weapon and Hrmour
Proficiency

Knaves are proficient with all simple
weapons, short swords, and shortbows. Knaves
are proficient with light armour.

Illicit Barter
Beginning at Ist Level, the Knave

gains a +5 bonus to all Diplomacy
checks made to find, buy, or sell illicit
or illegal goods.

fortune’s favour

When a Knave cannot
finesse or bluff a way out of
a situation, sometimes he or
she must rely on sheer
luck instead. Once per
day starting at 20d Level,
the Knave can reroll any
failed Ability check, Skill
check, attack or defence roll,
or Saving Throw. The character
can choose which roll to use. This
Special Ability can only be used
once in any given encounter. See
the Fortune's Favour Feat for more
details. At 9th Level this Special
Ability can be used twice per clay,
and at 16th Level it can be used
three times per day.

Skill Mastery
At Sth and 10th Level,

the Knave gains the bonus
Feat, Skill Mastery. Skills
cannot be raised above the
maximum based

on the Knave's

current Level.
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Sneak Attack

Anytime the Knave's target is caught flat-footed, the Knave's attack deals extra damage.
The extra damage is +1d6 at 3rd Level, with an additional 1d6 every four Levels thereafter.
Should the Knave score a critical hit with a Sneak Attack, this extra damage is not multiplicd.

Ranged attacks can only count as Sneak Attacks if the target is within Short Range. The
Knave can't strike with deadly accuracy from beyond that range.

With a sap (blackjack) or an unarmed strike, the Knave can make a Sneak Attack that
deals non-lethal damage instead of normal damage. The Knave cannot use a weapon that deals
normal damage to deal non-lethal damage in a Sneak Attack.

A Knave can only Sneak Attack a living creature with a discernible anatomy. Any
creature that is immune to critical hits is also invulnerable to Sneak Attacks. The Knave must
be able to see the target well enough to pick out a vital spot and must then be able to reach it.
The extra damage stacks with similar Spccial Abilities, such as a Hunter's Stalking Strike.

Bonus feat

At 4th, 8th, 14th, and 18th Levels, the Knave character may choose a bonus Feat from
the following list: Brawler; Fortunc’s Favour; Great Fortitude; Iron Will; Lightning Reflexes;
Noble Spirit; Political Connections; Savage Fighter; Skill Mastery; and Stern Visage.

Special Ability
At 6th, 12th, 17th, and 20th Level, the Knave can choose a Special Ability from the

following options: Crippling Strike, Defensive Roll, Skill Expertise, or may alternatively select
a bonus Feat.

Cri])])ﬁng Strike: When the Knave damages an opponent with a Sneak Attack, the
target also takes | point Strength damage (this Ability damage recovers at a rate of | point
per day).

I{GAME OF IHRONE} _""‘

Defensive Roll: Once per day, when a Knave would be reduced to 0 Hit Points or
fewer by damage in combat, the Knave can attempt to roll with the damage. He or she makes
a Reflex Saving Throw (DC = damage dealt); if successful, the Knave takes only half damage
from the blow. The Knave must be aware of the attack and able to react to it in order to execute
the defensive roll — if the Dexterity bonus to AC is denied, the Knave can't roll

Skill Expertise: The Knave selects a number of Skills equal to 2 + Intelligence
Modifier (minimum 1). When making a Skill check with one of these Skills, the Knave may
Take 10 even if stress and distractions would normally prevent the Knave from doing so. The
Knave may gain this Special Ability multiple times, selecting additional Skills for it to apply

to each time.

Bird Watching

AKnave learns to watch people, and realises that his or her life may depend on knowing
who is loyal to whom. At Level 13, a Knave may discover another character’s Influences by
spcnding time and resources.

Wis or Cha Modifier
(minimum of | day) to study a target. In a new land or unfamiliar territory, the Knave needs
30 days — Wis or Cha Modifier x2 (minimum of § days) to effect a target. The Knave is also
assumed to be spending freely on bribes and gifts, and the Knave'’s Wealth Level is reduced
temporarily by | during this period. The Knave then makes a Sense Motive check (DC 25),

with a success revealing the identify of one Influence (person or organisation). The GM should

In the Knave's native territory, the Knave needs 10 days —

also provide a rough idea of how much Influence the target character has invested, such as
Low Influence (1-5 Influence Points), Moderate Influence (6-10 Influence Points), Significant

[nfluence (1115 Influence Points), or Tremendous Influence (16+).

The Knave cannot Take 10 or 20 on this roll, and Secret Influences cannot normally
be determined.

Cable 6-8: Che Knave

BASE ATTACK Forr Rer Wi
LEvEL Bonus SAVE  Save  Save DEFENCE  REPUTATION  SPECIAL
1 +0 +0 +2 +0 + llicit Barter
2 + +0 +3 +0 +2 +] Fortune’s Favour 1/day
8 +2 + +3 + +3 Sneak Attack +1d6
4 +3 + + + +4 - Bonus Feat
5 +3 + + + i +] Skill Mastery
6 +4 +2 +5 +2 +6 - Special Ability
7 +5 +2 +5 +2 +7 +] Sneak Attack +2d6
8 +6/+] +2 +6 +2 +8 Bonus Feat
9 +6/+] +3 +6 +3 +9 - Fortune’s Favour 2/day
10 +7/%2 +3 +7 +3 +0 +] Skill Mastery
1l +8/+3 +3 +7 +3 +] - Sneak Attack +3d6
12 +9/+4 +4 +8 +4 +2 +] Special Ability
13 +9/+4 +4 +8 +4 +3 - Bird Watching
14 +0/+5 +4 +9 +4 +4 - Bonus Feat
15 +1/+6/+ +5 +9 +5 +5 +] Sneak Attack +4d6
16 +2/+7/+2 +5 +0 +5 +l6 - Fortune’s Favour 3/day
17 +2/+7/+2 +5 +0 +5 +7 +] Special Ability
18 +3/+8/+3 +6 +] +6 +8 - Bonus Feat
19 +4/+9/+4 +6 +] +6 +19 - Sneak Attack +5d6
20 +5/+10/+5 +6 +2 +6 +20 +] Special Ability
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Maesters are often referred to as “knights of the mind,” and their broad learning and
experience is useful to nobles and lords across the Seven Kingdoms. Maesters are trained in a
grand fortress, the Citadel of Oldtown, in a number of different arts. They wear a chain, each
link made of a different metal to signify mastery over a different art. Once a Maester dons his
chain, he takes a vow of chastity and service for the rest of his life. The Maesters are the secular
advisors to kings and lords just as the Godsworn are their spiritual advisors. They believe that
magic and monsters are extinct in the Seven Kingdoms, and are sceptics who seck material
and measurable explanations for the world’s wonders.

Hdventures

A Maester adventures when there is knowledge to be gained or a mystery to be solved.
They prepare extensively for any adventure they miglrt undertake, because without forethought
they are at the mercy of stronger and faster men. Adventuring Maesters seck to expand their
understanding of the world or to procure exotic substances and secrets that they can take back
to their towers for further study.

Characteristics

Maesters have a breadth of knowledge unrivalled in the Seven Kingdoms. As a Maester
grows older his insight and knowledge become even more vast, and individual Maesters are
often known for their specialities, whether poison, the stars, or the history of the realm. Even
if a Maester does not have knowledge of a certain area, he can often find information in his
personal library o at the Citadel. They spend their lives mastering several arts, adding links
to the chains they wear around their neck. [n addition, Maesters are skilled raven trainers, and
they oversee the rookeries in most of the castles of the Seven Kingdoms.

Origin

Maesters are chosen for training based on talent rather than upbringing; the children of
nobles are far more lil(ely to be noticed l)y an existing Maester, but social class is not a factor.
A new student at the Citadel is considered a novice. When a novice believes he has mastered
a subject, he goes before an archmaester — the supreme authority on a topic. If the student
successful answers the archmaester’s questions and tests, he acquires a link. Upon receiving
his first link, the novice becomes an acolyte (normally 20d or 3rd Level). Once an acolyte has
acquired enough links to form a collar (yes, this does disadvantage acolytes with larger necks!),
he may choose to become a Maester (normally 3¢d to Sth Level).

Once a Maester takes his vows and dons his collar, he forever forsakes any house name

he may have had. Maesters are dedicated to their knowledge and their arts, not bound by
familial loyalties or political ties.

H Macster’s Chain

A Maester’s collar is worn througlrout his life, and never removed.
Each link signifies a different sort of learning, including:

* Gold for the study of money and accounts
o Silver for healing

* [ron for warcraft

* Black iron for ravenry

¢ Valyrian steel for the higher mysteries

Background

Most of the houses of the Seven
Kingdoms have a Macster to keep their tookery
and advise their lords on all matters. Maesters
are first and foremost bound to the Citadel,
and may be called upon to act on
the Citadel’s behalf. The Grand
Maester is the Maester sent to
serve the king.

Examples of

Maesters: Maester Luwin,
Maester of Winterfell;
Grand Maester Pycelle,
Grand Maester and

councillor at Krngs
Landing. J ‘

CHARACTER CLASS

PAGE 113




Maesters and Scholars

The Maester Class represents the academics and scholars of Westeros.
Because there is no dedicated “Scholar Class,” and because the Citadel does
allow non-maesters to study there, the following guidelines are suggested.

* Any character can take up to Level 2 Macster. Although the Citadel does
not allow women to study there, it is obviously not impossible to find
a teacher.

* A character can take Macster Level 3 or 4 without saying the vows, but

only if he studies at the Citadel.

o A character cannot take Maester Level § or higher unless he says his vows.

Social Status and Vows

A character who studies at the Citadel may initially retain his-name and
House Affiliation, with the GM's permission. A baseborn character, or one
with No House Affiliation, normally has Social Status Rank 0. When a student
acquires his first link (normally 2nd Level), he is known as an acolyte, and gains
Social Status Rank I (Citadel +5). If he already has a higher Social Status
(a highborn character), he retains his House Affiliation and any associated
Influence Points, and simply gains the Influence Points (Citadel +5).

When a Maester says his vows (normally somewhere around Level 3
to 3), he forsakes his family name and any noble House Affiliation he may
have had; he loses any Influence Points associated with the house based on
his Social Status. As an initiated Maester, however, he achieves Social Status
Rank 2. He receives a further S Influence Points (beyond Citadel +5), which
are normally assigned to whatever house or organisation to which he is posted.
Maesters who are assigned to serve a lord may rise in Social Status, but will
normally be two Ranks lower than their lords. In exceptional circumstances
they may wield tremendous power in a particular domain (see Lord’s Service,
page 90). Maesters can never rise above Social Status Rank 3, however.

Limiting Students (Optional)

Although some students may study at the Citadel well into their
advanced years, GMs may wish to limit characters who do not say their
vows to Level  Maester. Alternatively, if GMs accept the notion of lifelong
students, they may let characters take any number of Levels of Maester
without saying their vows. It is suggested that the following Masteries be
denied, however: Arch-loremaster, Arch-counsellor, Poisoner; and that their
Influence Points be reduced to 3 per Level due to their cloistered lifestyles.

Breaking Vows

Once a Maester has said his vows, he can no longer multiclass. If a
Maester character decides to learn a Level in another Class, he has broken
his vows in some fashion. GMs may waive this prohibition as appropriate.
A Maester who has broken his vows may never learn any more Levels of
Maester, and will be outcast from the Citadel.

h i i AT T

Maesters have the following game statistics.

Requirements

The Citadel, where all Maesters are trained, traditionally bars women from studying

there. All Maester characters must be male.
Hblities

Intelligence is important to a Maester, for it grants him the ability to learn more Skills
and thus excel at more of the Macster's arts. Many of his Skills are Intelligence-based as well.
Wisdom is also important for a Maester, who must act as counsellor to kings and nobles.
A Maester's perceptions and ability to read people’s emotions and thoughts is a vital tool in

his arsenal. Charisma is a necessary Ability as well, for any Maester who hopes to have an
influence on his lord.

bit Points
Maesters gain 6 Hit Points at Ist Level, and | Hit Point per Level thereafter. The

character’s Constitution Modifier applies.

Class Shills

The Maester's Class Skills (and the key Ability for each Skill) are: Appraise (Int),
Bluff (Cha), Craft: Alchemy (Int), Craft: Artisan (Dex), Craft: Blacksmithing (Str), Craft:
Carpentry (Dex), Craft: Domestic Arts (Int), Craft: Fletcher (Int), Decipher Script (Int),
Diplomacy (Cha), Disable Device (Int), Disguise (Cha), Forgery (Int), Gather Information
(Cha), Handle Animal (Cha), Heal (Wis), Knowledge: Arcana (Int), Knowledge:
Architecture (Int), Knowledge: Foreign Culture (Int), Knowledge: History (Int), Knowledge;
Legends (Int), Knowledge: Local Area (Int), Knowledge: Nature (Int), Knowledge: Navigation -
(Int), Knowledge: Nobility (Int), Knowledge: Religion (Int), Knowledge: Stewardship (Int),
Knowledge: Warfare (Int), Listen (Wis), Open Lock (Dex), Perform (Cha), Profession (Wis),
Search (Int), Sense Motive (Wis), Speak Language (None), Survival (Wis).

Skill Points

At Ist Level, Maesters gain (9 + Int Modifier) x ‘l; humans gain +4 bonus

At each additional Level, Maesters gain 9 + Int Modifier; humans gain +] bonus

Influence Points
At each Level, Maesters gain 5 + Cha Modifier.

D

ilass features

All of the following are Class features of the Macster.
W@eapon and Hrmour Proficiency

Maesters are proficient with all simple weapons.
Literacy

Maesters learn to read and write at the Citadel in order to fulfil their duties as masters
of the rookery in their lord’s abode, gaining the Literacy Feat at Ist Level.
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A Maester may send messages by raven, allowing him to control the fastest form of
communication in the Seven Kingdoms. He must make a Handle Animal check (DC19) to
successfully send a raven.

Bonus feat

At Ist, Sth, 9th, 13th and 17th Level, the Maester may choose a bonus Feat from
the following list: Authority; Fame; Favoured; Leecheraft; Political Connections; and Skill
Mastery.

Star-Gazing

A Maester learns how to study the stars, moon, and sun in order to chart the passage
of clays, and more importantly the changing of seasons. A Maester gains a +4 bonus to any
Skill checks that can be influenced l)y studying the skies, such as Knowledge: Nature (based

on seasons or weather), or Knowledgez Navigation (based on the stars).
Research

At 3rd Level, iven time and access to a library or other source of information, a Maester
can answer questions even if they go beyond his areas of expertise. The Maester can make a
familiar Knowledge check on any subject as long as he is able to research it for at least one
hour. In addition, the Maester gains a +2 bonus on his roll for every hour of Rescarch, up to
a maximum bonus equal to double his Intelligence Modifier. The first hour of Research does
not grant a bonus if the Maester has no Ranks in a related Knowledge Skill.

Mastery

At 2nd Level, and every two Levels thereafter, the Maester has perfected one of his arts.
He may choose any onc of the following arts to master, but each may only be chosen once
(unless otherwise noted).

Su])eriar Leec/acmft: AMaester with the Leechcraft Feat may improve his knowlcdge of
healing. Treating a wounded character with Superior Leecheraft takes an entire day, but if the
Maester’s Heal Skill check is successful, the character recovers an additional +4 Hit Points.
The Macster must have the Leecheraft Feat before sclecting Superior Leecheraft.

Loremaster: A Macster may make a special Loremaster knowledge check with a
bonus equal to his Maester Level + Intelligence Modifier to see whether he knows relevant
information about local notable people, famous items, or noteworthy places. (If the Maester
has 3 or more Ranks in an appropriate Knowledge, he gains a +2 bonus on this check).

A Maester may not Take 10 or 20 on this check; this sort of l(nowledgc is essentially
random.

Arch-loremaster: A Maester with the Loremaster Special Ability may draw an inference
from history and apply it to a current situation, perhaps noting a similar tactical or political
situation and being inspired by the resolution that occurred thousands of years back. If the
Maester makes a successful Loremaster knowledge check; he gains a circumstantial bonus on
a relevant Skill, such as Bluff, Diplomacy, l(nowledge, or Sense Motive. This bonus is equal
to one-half the Maester’s Level + Intelligence Modifier. The Macster must have Loremaster -
before selecting Arch-loremaster.

Cable 6-9: Che Macester

BaSE ATTACK Forr Rer Wi
LEVEL Bonus SAVE  SAVE  SAVE

DEFENCE

RepuTATION SPECIAL

1 +) +2 +2 +0
+] +3 +3 +]
+l +3 +3 +l
+) +4 +4 +)
+) +4 +4 +)

+] Literacy, Rookery, Bonus Feat

- Mastery, Star—Cazing *

+] Link in the Chain, Research **

- Mastery

+ Logic and Reason +1/+0, Bonus Feat

3 + + +3
+3 + + +3
+ +6 +6 +
9 + +6 +6 +
10 + +7 +7 +9

- Logic and Reason +2/+1, Mastery

+] Link in the Chain, Logic and Reason +3/+]

- Logic and Reason +4/+2, Mastery

+ Bonus Feat, Logic and Reason +5/+2
Logic and Reason +6/+3, Mastery

1l + +7 +7 +
12 +6/+] +8 +8 +6
13 +6/+] +8 +8 +6
4 +7/+2 9 9 +7
15 +7/+2 9 9 +7

+ Link in the Chain, Logic and Reason +7/+3
2 Logic and Reason +8/+4, Mastery

+ Bonus Feat, Logic and Reason +9/+4

- Logic and Reason +10/+5, Mastery

+] Link in the Chain, Logic and Reason +1I/+5

16 +8/+3 Al sl +8
17 +8/+3 1R SR +8
18 +9/+4 all sl Al +9
19 +9/+4 all S Al +9
20 +10/+5 | A O R 1 +10

- Logic and Reason +12/+6, Mastery

+ Bonus Feat, Logic and Reason +13/+6

- Logic and Reason +14/+7, Mastery

+] Link in the Chain, Logic and Reason +15/+7
Logic and Reason +16/+8, Mastery

Note: * A Maester normally acquires his first link at 2nd Level. When this occurs, he becomes known as an acolyte, with Social Status Rank 1 and has § Influence Points for the Citadel.
** A Maester normally says his vows somewhere between 3rd and Sth Level. When he does this, he forsakes his name. As an initiate, however, he has Social Status Rank 2, and gains S more

Influence Points (normally spent on the house to which he is assigned).
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Cable 6-10: LCoremaster Checks
DC Type oF KNOWLEDGE

Cable 6-11: Pigher Mysteries Checks
DC Type oF KNOWLEDGE

15 Common, known by at least a substantial minority of the local population;
common stories of heroism and infamy.

20 Uncommon, known by only a few people; a noble’s minor misdeeds and
extravagances.

25 Obscure, known by few, hard to come by; a knight's family history.

30 Extremely obscure, known by very few today; the origins of a generational

blood feud.

Linguist: The Maester gains 3 Skill Points, all of which must be spent on Speak
Language Skills, although they can be used to become literate in another language. This art
may be chosen more than once.

Herald: The Maester gains a +4 bonus on all Knowledge: Nobility checks.

Counsellor: The Macster gains a +2 bonus on all Diplomacy and Sense Motive
checks.

Arch-counsellor: Once a Maester has acquired the Counsellor Special Ability, he
may learn superior ways in which to advise his lord. If the Maester counsels someone for an
hour, the character gains a +2 bonus to one of the following Skills (chosen as the time of
counselling): Bluff, Diplomacy, Knowledge (Any appropriate), or Sense Motive. The bonus

lasts for | hour. The Maester must have Counsellor before selecting Arch-counsellor.

These bonuses increase to +4 at 10th Level (requiring 2 hours of counsellingl, and to

+6 at 16th Level (requiring 3 hours of counselling).

The Maester can counsel 2 people at 8th Level, 3 people at 12th Level, and 4 people
at 18th Level.

Poisoner: The Maester has access to a wide variety of poisons, cither in his personal
collection, or simply knows where to obtain obscure and rare varieties. There is no social
stigma for a Maester possessing poisons. [n addition, the Maester never risks poisoning
himself when using poison.

The Macster gains access to a greater and more exotic “library” of poisons as he gains
experience. The value of the poisons in the library equals the Maester's Class Level multiplied
by 200 silver stags. When poisons must be acquired from distant regions, it takes 1d4
fortnights for them to arrive.

Raven Taming: The Maester gains a +8 bonus on Handle Animal checks made to
train (DC 20) and send a raven, and can teach the birds simple and even unusual tasks without
requiring a check.

Higher Mysteries: The Maester has studied the history and philosophy of magic, o
“the higher mysteries” as it is know in the Citadel. A Macster may make a special knowledge
check with a bonus equal to his Maester Level + lntclligcnce Modifier to see whether he knows
relevant information about legencls, mysteries, artefacts, or strange creatures. If the Maester
has § or more Ranks in an Knowledgc: Arcane, he gains a +2 bonus on this check.

A Maester may not Take 10 or 20 on this check; this sort of knowledge is essentially
random. See Table 6-11: Higher Mysteries Checks.

Link in the Chain

At 3ed, 7th, 11th, 15th, and 19th Levels, the character adds a link to his Maester’s chain.
He selects one Skill from the following list: Appraise, Craft: Any, Decipher Script, Heal,
Knowledge: Any, Profession: Any. He gains a +4 bonus to any relevant Skill checks.
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15 Common, known by a small minority of most populations; folk tales and wet
nurses stories.

20 Uncommon, known by only a few people; knowledge of dragons and Valyrian

steel.

25 Obscure, known by few, hard to come by; history of the children of the forest
and giants.

30 Extremely obscure, known by very few today; knowledgc of Valyria and the
Others.

Logic and Reason
Starting at Sth Level, the Maester gains a bonus on Int Skills equal to the Skills’

Ranks, up to the maximum bonus indicated on the Table. The Macster also gains a bonus to
Wis and Cha Skills equal to half the Skills’ Ranks (round down), up to the maximum bonus
indicated on the Table.

Example, Maester Heldan has reached Sth Level. The Table indicated Logic and Reason
+1/40. For any Int Skill that Heldan has at least | Rank in, he gains a bonus equal to the Skill, up
to the maximum (or a +1). At this Level, he does not gain any bonuses to Cha or Wis Skills.

If Maester Heldan reaches Level 14, his Logic and Reason bonuses go up to +0/+5.
For this example, Heldan has Appraise § Ranks, Craft: Alchemy 10 Ranks, Heal 17 Ranks, and
Intimidate 3 Ranks. For Int Skills, he gains a bonus equal to the Skills' Ranks up to a maximum
of +10 — thus he would gain +5 to Appraise checks, and +10 to Craft: Alchemy checks. For Wis
and Cha Skills, he gains a bonus equal to half the Skills’ Ranks, up to a maximum of +3. Thus
he gains +5 to Heal checks, and +1 (half of 3 Ranks) to Intimidate checks.

lan-at-arms

Bannermen in service to their lord; wanclering sellswords looking to trade their martial
prowess for a bit of coin; feral wilcllings tearing into their enemies with tooth and clagger
— these are but a few of the types of Men-at-arms to be found across the Seven Kingdoms.
They form the core of any lord’s army, and find work across the continent in city watches and

castle guarcls.

There is a marked difference between a trained warrior and a peasant forced to pick up
a sword to defend his or her home. One fights because he or she has no choice, while to the
Man-at-arms it is a profession. Men-at-arms may be known by many names across the Seven
Kingdoms — sellswords, freeriders, adventurers, marauders, or soldiers. They can be found in
every town and castle, using their strength and skill to advance themselves through life.

Hdventures

Wars, insurrections, hunting criminals, and playing at tournaments are the common
professions of the Man-at-arms. Many Men-at-arms use their skills to help maintain order in
the land, whether they are members of a city watch or just concerned citizens in small frontier
towns. Even Men-at-arms turned brigands are still welcomed on the Wall, where the Night’s
Watch can make use of every available sword arm it can obtain.

Characteristics

Men-at-arms are the most common soldiers in the Seven Kingdoms. They master many

different weapons, and most are as comfortable fighting in armour as without it. As Men-at-
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arms gain experience, they are better able to command others in battle and to keep track of
everything that happens in the fog of war. Prowess at arms can get a Soldier far in life, but the
ability to command others can help a Man-at-arms transcend his or her birth and achieve
new heights of success.
Origin

Men-at-arms come from all walks of life, from the lowliest of smallfolk to the
noble bannerman. Both men and women can be trained at swordplay by a varicty of
teachers, cach imparting a unique style of fighting that can then be passed on. Some are
trained from birth to become knights, learning to joust and fight i grand melees. Others
learn the back-alley arts of streetfighting in order to survive in the harsh underworld of
the city.
Background

All of the houses of the Seven Kingdoms have many uses for Men-at-arms, from
the sellswords that accompany their armies and caravans to the loyal house watch that

guard their castle walls. Men-at-arms can become trusted advisors and loyal friends to the
noblemen that they protect.

Examples of Men-at-arms: Bronn, the sellsword Robb Stark, King in the North.

Men-at-arms have the following game statistics.
Hbilities

Strength is what puts food on the Man-at-arms” table. It is important in all
aspects of melee combat but especially for inflicting damage. Dexterity is important

in allowing Men-at-arms to avoid hits in combat, while lmelligence allows them to
more effectively learn the arts of warfare and maintenance of armour and weapons.

bit Points
Men-at-arms gain 10 Hit Points at Ist Level, and 3 Hit Points per Level thereafter.
The character’s Constitution Modifier applies.

Class Shills

The Man-at-arms’ Class Skills (and the key Ability for each Skill) are:
Climb (Str), Craft: Blacksmithing (Str), Craft: Fletcher (Int), Escape Artist (Dex),
Gather Information (Cha), Hide (Dex), Intimidate (Cha), Jump (Str), Knowledge:
Architecture (Int), Knowledge: Local Area (lntl,l(nowledge: Underworld (Int},
Knowledge: Warfare (Int), Profession (Wis), Ride (Dex), Speak Language (None),
Spot (Wis), Swim (Str).

Skill Points

At Ist Level, Men-at-arms gain (3 + It Modifier) X ‘l; humans gain +4 bonus

At each additional Level, Men-at-arms gain 3 + Int Modifier; humans gain +]
bonus

Influence Points
At each Level, Men-at-arms gain 4 + Cha Modifier.

Sk e

lass features

Al of the following are Class features of the Man-at-arms.
@eapon and Hrmour Proficiency

Men-at-arms are proficient with all simple and martial weapons. Men-at-arms are
proficient with all light and medium armour and with shields.

Bonus feat

A Man-at-arms gains a bonus Feat at Ist Level.

He or she also gains an additional Feat from at 2nd

Level and every three Levels thereafter. A Man-

at-arms must still meet all prerequisites for any
bonus Feat.

Hrmour Compatibility
The Man-at-arms is skilled

at using his armour to deflect

blows and lessen their impact.

As a result, at 3rd Level the

character gains a +] bonus ~

to the Armour Rating of any

armour he or she is wearing

and proficient with. This

bonus increases to +2 at 10th

Level and +3 at 16th Level

{these bonuses stack with any

other Armour Compatibility to a

maximum of +3). Note that this bonus

does not penalise an enemy's called shot

to bypass the Man-at-arms’ armour (see

page 244). If the character has reached

his maximum bonus, he gains a Bonus
Feat instead.

Hrmour Mastery
Whenever the 7th or higher

Level Man-at-arms is wearing any
armour, the maximum Dex bonus
and armour check penalty are both
improved by one point. Thus, a 7th
Level Man-at-arms in full plate
mail would have a maximum Dex
bonus of +2 and an armour check
penalty of -5. Armour Mastery
from other Class Special
Abilities stacks.
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Cable 6-12: Che Man-at-arms

Bast Attack Forr Rer Wi
LEvEL Bonus SavE  SavE  SavE DEFENCE  REPUTATION  SPECIAL
| +] +2 +0 +( +0 Bonus Feat
2 +2 +3 +0 +0 +] +] Bonus Feat
3 +3 +3 +] +] +2 Armour Compatibility +1
4 +4 +4 +] + +3
3 +5 +4 +] + +3 +] Bonus Feat
6 +6/+1 +5 +2 +2 +4
7 +7/+2 +5 +2 +2 +5 +] Armour Mastery
8 +8/+3 +6 +2 +2 +6 Bonus Feat
9 +9/+4 +6 +3 +3 +6
10 +0/+5 +7 +3 +3 +7 +] Armour Compatibility +2
11 +]1/+6/+1 +] +3 +3 +8 Bonus Feat
12 +2/+7/+2 +8 +4 +4 - +9 +
13 +3/+8/+3 +8 +4 +4 +9
14 +14/+9/+4 +9 +4 +4 +10 Bonus Feat
15 +5/+10/+5 +9 +5 +5 +] +
16 +6/+11/+6/+] +]0 +5 +5 +12 Armour Compatibility +3
17 +7/+12/+7/+2 +0 +5 +5 +2 + Bonus Feat
18 +18/+13/+8/+3 +] +6 +6 +3
19 +19/+14/+9/+4 +] +6 +6 +4
20 +20/+15/+10/+5 +2 +6 +6 +§ + Bonus Feat

The Noble lords of the great houses of Westeros control the fate of the Seven
Kingdoms, affecting all those beneath them with every decision and action made. Nobles may
be fat merchants sitting behind the thick walls of a granted keep or men born of noble blood,
whose lincage spans thousands of years. Nobles rule over the smallfolk within their territory
through a system of fealty and sworn oaths that further divides their kingdoms. Not all Nobles
rule over great kingdoms, though; there are minor lords scattered in keeps and holdfasts in
every region of the Seven Kingdoms. Also, being highbom does not give one a noble heart,

| as Nobles are responsible for some of the most heinous acts in the history of the realm,

corrupted by the power intrinsic to their station.
Hdventures

Nobles are always in danger from the intrigues of other nobility as well as the unrest of the

smallfolk that fall under their banners. The former is far more dangerous, as influential enemies

~ know and have access to more devious ways to harm a noble than do the smallfolk — methods

that even an army of loyal knights cannot stop. This leads them to either isolate themselves as

best they can from the politics of the Seven Kingdoms, or to throw themselves fully into the
game of thrones. [n either case, the life of a Noble is never far from adventure and danger.

Characteristics

Nobles can call upon the vast resources of their houses to see them through dangerous
situations, and the support of other noble houses can almost always be counted upon in lean

|

Becoming a Noble

If a player wants his or her lowborn character to enter the nobility, a
significant deed or service should be required during the story, whereby the
character earns a granted title and possibly lands. Normally, only the king
may raise someone’s status so high, but if a major lord is championing the
character’s cause this may be only a formality.

In game terms, the character nceds a Social Status of least Rank 3
before he or she can take a Level in the Noble Class. A character’s Social
Status Rank can be increased through the Raised Status and Wealth Feats,
which may be acquired normally, or may be given by the GM either for free,

or in return for a Defect (or Defects) of equivalent value.

Ifa character s rewarded with lands and titles during the course of the
campaign, the character should take at least one Level in the Noble Class
when he or she gains the next Level; alternatively, the character may become
a Noble “in name only,” (i.c., he or she does not gain a Class Level and is

likely seen as upjumped rabble). Sec Gaining Titles, page 192.

A character whose Wealth is lower than the rest of his or her family
may be regarded as an impoverished cousin. Similarly, it is rare for a
character to be welcomed into a noble family whose status is higher than
the character’s, but if this were to happen due to special circumstances, the
character would likely be seen as a distant cousin or from a cadet branch

times. Nobles have many loyal followers that will do as they ask, wilIing even to give their lives of the house.
in defence of their lord.
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The Noble’s Class Skills (and the key Ability for each
80"3 VS, Daugbtel’s Skill) are: Appraise (Int), Bluff (Cha), Craft: Domestic
Most Noble sons will be given martial training. This means that after 4 Atts (Int), Decipher Seript (Int), Diplomacy (Cha),

Ist Level, many will multiclass into Man-at-arms. Those who follow the path Forgery (Int), Gather Information (Cha), Intimidate
{Cha), Knowledge: Foreign Culture (Int), Knowlcdge:

History (Int), Knowledge: Legends (Int), Knowledge:
Local Area (Int), Knowledge: Nobility (Int), Knowledge:

y Religion (Int), Knowledge: Stewardship (Int),
Noble daughters will often use Feats for Political Connections and : Knowledge: Warfare (Int), Perform (Chal, Ride

other social Feats. They rarcly learn how to use martial weapons or heavier o~ ‘ {Dex), Search (Int), Sense Motive (Wis),
armours, unless they are wilful and overly adventurous. Noble daughters - S W Speak Language (None), Swim (Str).

will often multiclass to Artisan