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Chapter Two: 
Character Generation

A player character or player-knight is the imaginary persona 
used for play in King Arthur Pendragon game sessions. In this 
chapter you create your first character, an experienced squire 

from Salisbury who is ready to be knighted as a landed vassal knight. 
Characters used by the Gamemaster are called “Gamemaster 

characters” or, alternately, “non-player characters” (or NPCs). In 
the world of King Arthur Pendragon, the Gamemaster controls 
everyone, from High King Arthur Pendragon to the half-wit 
goose boy, aside from your player characters. 

the CharaCter Sheet
Players use the two-page (and ideally two-sided) character 
sheets provided at the end of this book to record all information 
pertinent to the play of their imaginary King Arthur Pendragon 
personae. This information includes such things as the char-
acters’ physical qualities, appearance, family data, personality, 
equipment, and personal history. Each character requires a sepa-
rate character sheet. After a player-knight is completed, the char-
acter sheet is the only piece of paper necessary for play. 

The character sheet should be filled out using a pencil. The 
information contained on it will change during play. 

If your character dies during the game, give his character sheet to 
the Gamemaster. He or she will keep these together in a “cemetery” 
for later reference (and as a handy tool to use as instant Gamemaster 
characters, simply changing their names and origins as needed). 

Creating a CharaCter

You can create your first King Arthur Pendragon charac-
ter even as you learn the basic game mechanics from the 
character sheet. When you are finished, and once you 

have read the first two chapters of this book, your character is on 
the verge of knighthood. Your Gamemaster can explain the basic 
rules to you in your first play session (though you will want to 
read the rules yourself to fully enjoy the game experience.) 

There are two kinds of characters you might start with: a 
designed character or a preconstructed character. You should create 
a designed character, if at all possible. The first half of this chap-
ter is your guide in doing so. 

Preconstructed characters are found later in this chapter 
and have all their numeric values given in full already.

The procedure for designing your own character creates 
knights that fit into the mainstream of British Pendragon society. 

With this method, you create your character the way you wish 
him to be, choosing all of his qualities and Attributes from the 
ground up. This ensures that you will not have to play a character 
you dislike, or with whom you feel no connection. 

All the characters generated through this procedure come 
from Salisbury, an important land loyal to King Uther and, later, 
to Arthur. They speak the same native language, live by the same 
culture, and have been raised in one of the dominant religions of 
the region (most likely Christianity, or perhaps paganism). They 
are experienced squires, just on the verge of becoming knights. 

Many Gamemaster characters you meet during play are not 
from this mainstream. They may be of a different gender, na-
tionality, social class, or religion, and might even belong to some 
esoteric organization such as the Templars. (Your character can 
later join these, too, if he wishes.) 

Follow these six steps to create your first character: 

1. Determine Personal Data

2. Allocate Personality Traits and Passions

3. Allocate Primary and Derived Attributes

4. Determine Starting Skills and Combat Skills

5. Determine Previous Experience (if any)

6. Determine Other Data

perSonal Data
This information includes such items as the character’s name, 
homeland, culture, character age, date of birth, and so forth. 

name

Write in your character’s name. Here are some sample male 
names, taken from obscure characters in Le Morte D’Arthur, 
which you can use if you wish: 

Adtherp, Alein, Aliduke, Annecians, Archade, Arnold, 
Arrouse, Bandelaine, Bellangere, Bellias, Berel, Bersules, Bliant, 
Breunis, Briant, Caulas, Chestelaine, Clegis, Cleremond, 
Dalan, Dinaunt, Driant, Ebel, Edward, Elias, Eliot, Emerause, 
Flannedrius, Florence, Floridas, Galardoun, Garnish, Gerin, 
Gauter, Gherard, Gilbert, Gilmere, Goneries, Gracian, Gumret, 
Guy, Gwinas, Harsouse, Harvis, Hebes, Hemison, Herawd, 
Heringdale, Herlews, Hermel, Hermind, Hervis, Hewgon, Idres, 
Jordans, Lardans, Leomie, Manasan, Maurel, Melion, Miles, 
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Morganor, Morians, Moris, Nanowne, Nerovens, Pedivere, 
Pellandres, Pellogres, Perin, Phelot, Pillounes, Plaine, Plenorias, 
Sauseise, Selises, Selivant, Semond.

Examine the name list or select a name that sounds right to you. 
If you have trouble pronouncing it, write it down the way you think it 
sounds. It is important that you be comfortable with the name. 

Furthermore, just about any good English or French name 
is usable. Just avoid silly names. A campaign takes on appropriate 
tone when the characters have appropriate names. It is impossi-
ble to stop some people from using ridiculous names like Exxon, 
Lancealittle, or Karim al’Wheat in a campaign, but it is possible 
to forestall most of this foolishness by using only names found in 
popular or historical literature. 

Characters should have one name only. Last names or fam-
ily names are not used. Instead, the name is modified by the ad-
dition of a title. 

Sounds can be arranged and rearranged to make new names. 
Feel free to make a name that you can live with — again, without 
ridiculing the campaign (i.e., no Xerox or Groucho). 

Don’t choose names that you already know from the King 
Arthur stories since those are most likely the most famous char-
acters in the story. It gets confusing during play to have to keep 
saying that you are not that Tristram or that Lancelot… 

homelanD, Culture, religion

All initial characters are from the Homeland of Salisbury, were 
raised in a Cymric culture, and are either Christian or pagan. 

Father'S name

Choose another name from the above list (or make another one 
up) to be your character’s father’s name. 

titleS
Characters often have descriptive titles or epithets as well as a 
given name. Often, these titles describe a physical distinction 
(e.g. “the Strong”); a place of origin (such as “de Ganis” or “of the 
Orkneys”), so you might be “of Salisbury”; or a family link, such 
as “son of Gauter.” Titles such as “the Bold” are also possible, and 
may be self-given or earned in play. 

Many names in Malory are given in French, so a French ti-
tle rings with authenticity even though the character is a Briton. 
However, you should decide whether the sobriquet sounds bet-
ter in English or French. Some are descriptive, such as le blanc 
(“the white”); le noir (“the black”); or le petit (“the little”). Some 
are more descriptive of actions: le Desirious (“the Desirer” [i.e., 
of battle]); le Chevalier au Leon (“the knight of the lion”); of the 
Seven Adventures; of the Golden Ring; of the Hat; and so on. 

However, note that it is often best to wait until your charac-
ter earns a title for his actions.

Father'S ClaSS
All characters created using this simple character generation are 
sons of a vassal knight.

Son number

You are the eldest son of your family: Write a “1” here. Eldest sons 
have a terrific advantage in King Arthur Pendragon. Primogeniture 
is the law of the land, meaning that the eldest son inherits every-
thing (or almost everything) from his father. The younger sons are 
generally left out of the inheritance, and must make their own way 
as poor knights in whatever service they can find. 

liege lorD
By default, your character’s only lord is Sir Roderick, Earl of 
Salisbury. Listing a lord’s title (as opposed to his proper name) in 
this space is sufficient. If a knight has multiple lords, one will be 
selected as liege, and should be duly noted here. 

Current ClaSS
Your first character is a squire on the verge of knighthood. He 
will soon become a vassal knight during the course of play, but 
write in “squire” for now. 

Current home

Your home is the manor that is your inheritance, as the eldest 
son of your father. A manor often provides a knight’s title, as 
discussed above (i.e., de [name of the manor]). Roll 1d20 to get 
the name of a Salisbury manor from the table below. 

1d20 Result Manor

1 Baverstock

2 Berwick St. James

3 Broughton

4 Burcombe

5 Cholderton

6 Dinton

7 Durnford

8 Idmiston

9 Laverstock

10 Newton

11 Newton Tony

12 Pitton

13 Shrewton

14 Stapleford

15 Steeple Langford

16 Tisbury

17 Winterbourne Gunnet

18 Winterbourne Stoke

19 Woodford

20 Wylye

Only one person may inherit each manor, so, if necessary, 
a player should roll again until the result indicates a manor not 
already taken. Knightly manors are described more fully in 
Chapter 3. 
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age anD Year born
This entry should remain blank until character generation is 
completed. At the end of character generation, your character 
is 21 to 26 years old (see “Previous Experience”). Once charac-
ter generation is complete, go back to this entry and ask your 
Gamemaster the starting year for his or her campaign. Subtract 
your age from the current game year to find the year your char-
acter was born, and record the answer here. 

As a default, a new campaign begins in 485 A.D., and char-
acters starting at age 21 were born in 464.

traitS anD paSSionS
Every story of King Arthur and his knights, whether taken from 
the romances, legends, or Hollywood movies, is full of characters 
with remarkable personality and passion. This game emphasizes 
those points. 

Traits and Passions are game mechanics for quantifying 
your character’s inner self, recording both repute and propensity. 
They help you run your character in a consistent manner and 
according to his actual play activity. 

A value of 16 or more in a particular Trait or Passion in-
dicates tremendous interest and activity in that quality, perhaps 
bordering on the fanatical. The behavior is very obvious to ev-
eryone, and is thus significant in roleplaying terms as well as in 
game terms. 

New characters start play with only one value of 16, in one 
Trait of your choice. (Note that it’s possible to have also Hate 
(Saxons) at 16+, since it’s 3d6; and that distributing 3 discre-
tionary points among existing Passions, which are already at 15, 
will also raise some to 16+.) 

traitS
The personality Traits used in King Arthur Pendragon consist of 
thirteen opposed pairs of virtues and vices. Note, though, that 
what is a virtue in one culture is sometimes a vice in another. 
Thus, Christian and pagan cultures, for instance, view the con-
trast between Modest and Proud in a very different light. 

All initial characters begin with a moral base derived from 
either British or Roman Christianity or from paganism. 

To determine your character’s starting Traits, follow these 
three steps: 

1. Note Your Religious Background: Initial Traits are mod-
ified by the religious background. On your character sheet, un-
derline those Traits that your character’s religion deems the most 
important, as follows: 

Roman Christian Virtues: Chaste, Forgiving, 
Merciful, Modest, Temperate.

British Christian Virtues: Chaste, Energetic, 
Generous, Modest, Temperate.

Pagan Virtues: Generous, Energetic, Honest, Lustful, 
Proud. 

2. Assign Values to the Traits: The Valorous Trait always be-
gins at a value of 15, reflecting your character’s martial training. 
The Religious Traits listed above begin at a value of 13. All of the 
remaining Traits begin at 10. 

Next, note that every “virtue” has its opposing “vice,” located 
on the opposite side of the slash. For example, Forgiving is bal-
anced by Vengeful, and Prudent by Reckless. The total on the two 
sides of the slash must equal 20. Complete your Trait statistics 
by subtracting the values you have already assigned from 20, and 
filling in the resulting number opposite the chosen Trait. Thus, 
if your character has a score of 13 in Forgiving, he also has a 7 in 
Vengeful; if he has a 10 in Prudent, he also has a 10 in Reckless. 

As your character develops, these initial values will change, 
and various rewards may become available. For more informa-
tion, see “Traits” in Chapter 4. 

3. Assign Your “Famous Trait”: You may assign a value of 16 
to any one Trait, including those on the right side of each binary, 
such as Worldly or Reckless, if you desire. Assigning this value of 
16 is optional. If you do assign a 16, put it in a Trait that denotes 
the behavior for which you wish your character to be renowned. 
Be sure to adjust the corresponding Trait (the opposite side of 
the binary pair) to a value of 4. 

Important: For your first character, be sure to choose a “fa-
mous Trait” you can live with. Since this value shows how your 
character has acted in his youth, be sure the Trait is in line with 
your intended actions and attitudes for the character. 

Further, note that having a Trait over 15 decidedly affects 
the player’s actual control over a character! Your character’s ac-
tions may be determined by the Trait and contrary to your wish-
es as a player. For example, a character with an Honest Trait of 
16 tells the truth in almost all situations, even those where de-
ception might be advisable! The game system assures this. 

See Chapter 4 for more information on Traits.

DireCteD traitS
Leave these blank for now. They are discovered during game play. 

paSSionS
Passions are strong emotional and psychological propensi-
ties within any individual. These include Love, Hate, Loyalty, 
Envy, and Honor, among others. Beginning characters all be-
gin with five Passions: Loyalty (to their lord), Love (of family), 
Hospitality, Honor, and Hate (of Saxons). 

• Loyalty is the prime virtue and Passion of the medieval 
world — without it the feudal system could not exist. 
Most knights believe in the axiom “King before God.” 
Showing obedience to one’s immediate overlord is always 
correct behavior, and disobedience to a lord is shocking 
to all true knights. 

• Love of family is a natural emotion common to human-
kind in any age or culture. To most people, family equates 
to society in microcosm, which in turn represents their 

Creating a CharaCter: traitS anD paSSionS
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world. Further, the travel restrictions of the Arthurian era 
emphasize family closeness. 

• Everyone learns Hospitality at his or her mother’s knee, 
and it is so ingrained that it is almost subconscious. 

• Honor is the knight’s special Passion. All knights must re-
tain a value of 4 or higher in Honor, or they risk losing their 
knighthood. (See Honor in Chapter 4 for more information.) 

• Hatred of the Saxons is an inherited Passion of all 
Salisbury residents. 
The Gamemaster might allow other Passions for a character 

at the start, and characters acquire Passions as the result of game 
play. Enter the values below onto your character sheet. (They are 
already entered onto the beginning character sheet.)

Passion Starting Value

Loyalty (Lord) 15

Love (Family) 15

Hospitality 15

Honor 15

Hate (Saxons) Roll 3d6*
* If the optional “Salisbury Family History” is used (see Chapter 3), this 
number is instead determined therein.

Once these values are assigned, a player may (but need not) 
raise one or more of her character’s Passions by distributing up 
to 3 points among them. 

See Chapter 4 for more information on Passions. 

attributeS
The physical qualities of any King Arthur Pendragon character 
are quantified by five basic Attributes, from which various other 
statistics are then derived. These five primary Attributes are Size, 
Dexterity, Strength, Constitution, and Appearance. In each case, 
the larger the value of an Attribute, the more advantageous it is for 
your character. 

Size (SIZ) reflects the bulk and relative height of your charac-
ter. The smallest that an adult Cymric male can be is SIZ 8 (rough-
ly 80 pounds), and the largest SIZ 18 (around 215 pounds). (See 
Table B.1 in Appendix 2 for a full breakdown of the SIZ rating.) 
Bigger characters are superior in combat because they can deal out 
and take more damage and because SIZ is also used to calculate 
Knockdown, as explained below and, more fully, in Chapter 6. 

Dexterity (DEX) reflects your character’s quickness, agility, 
manual coordination, and sense of balance. 

Strength (STR) reflects your character’s ability to lift and 
carry weight. STR influences combat and movement rate.

Constitution (CON) reflects the health of your charac-
ter. A CON value less than 5 indicates a sickly character, while 
a value greater than 15 indicates robust health. In combat, the 
“Major Wound” Attribute (equal to CON) indicates a wound 
that knocks the character unconscious immediately. 

Appearance (APP) reflects the physical attractiveness of 
a character. APP over 15 indicates a handsome or beautiful 

person, while APP below 5 indicates one who is extremely re-
pulsive. Do not neglect this stat! It is tempting to reduce this in 
favor of combat-oriented statistics, but handsome knights have a 
distinct advantage in some situations. See “Distinctive Features,” 
below, to help define the exact appearance of your character.

alloCate attributeS
Distribute a total of 60 points among the five Attributes, keep-
ing in mind the restrictions below. 

Note that every Cymric character’s CON automatically 
increases by +3 during the next step (“Cultural Modifiers”), re-
gardless of allocation, and that the maximum for such a charac-
ter’s CON is 21, so if you allocate more than 18 to CON, the 
extra points are wasted. 

Restrictions: In standard character generation, all knights 
come from the Cymric culture, and are thus limited to the fol-
lowing values. 

Table 2.1: CymriC aTTribuTes

Attribute Min. Score Max. Score

SIZ 8 18

DEX 5 18

STR 5 18

CON 5 21

APP 5 18

Your first character should be designed so that STR and 
SIZ have a combined total of at least 21. This gives him a re-
spectable Damage statistic of 4d6 (see “Derived Attributes”). His 
CON also ought to be at least 11 (i.e., 8, plus the Cymric cul-
tural modifier of +3). Characters with less than these values are 
essentially handicapped in combat. 

You have plenty of points to work with. For example, as-
signing values of SIZ 11, STR 10, and CON 8 (recommended 
minimums) yields 31 more points to be allocated to DEX and 
APP (for example, DEX 13 and APP 18). 

Effects of Low Attributes: As shown on the Cymric Attributes 
table, no stat for your starting character can have an initial value 
of less than 5, and SIZ must be at least 8. However, be careful 
about assigning these minimums to Attributes. Statistics are 
often reduced during the game, and when any Attribute is at 3 
the character is considered bedridden, unable to leave his room. 
Worse, any Attribute reduced to 0 indicates death. Thus, even a 
low APP can be hazardous due to aging (see “Winter Phase” in 
Chapter 5) and wounds (see “Injury and Health” in Chapter 6).

Cultural moDiFierS

Your character’s original culture modifies his Attributes. This 
modification is applied after the primary Attributes have been 
allotted. Your first character is Cymric, and thus gains a +3 bo-
nus to CON. 
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DeriveD attributeS
Some of a character’s statistics are derived from those already de-
termined above.

Damage: A character’s Damage value reflects his potential 
to do harm to his foe. The value acquired from the equation be-
low indicates the number of six-sided dice that the player rolls 
when his character successfully hits something or someone with 
a sword or other heavy weapon. 

Damage = (SIZ + STR)/6 [the result is the number of d6 
rolled for damage]

Healing Rate: The Healing Rate of a character indicates 
the number of hit points which can be regained during a week 
of game time by the character, as long as that character is quietly 
resting. See the “Injury and Health” section of Chapter 6. 

Healing Rate = (CON + STR)/10
Movement Rate: This value indicates the number of yards 

per melee round that your character can walk while in armor. 
The Movement Rate number also affects daily overland rates 
and forced march. See Chapter 5 for more information on 
movement. 

Movement Rate = (STR + DEX)/10
Total Hit Points: Total Hit Points are used in combat to 

determine how much damage a character may sustain before go-
ing unconscious or being killed.

Total Hit Points = CON + SIZ
Unconscious: This value is a threshold below which a char-

acter falls unconscious. Every time any character’s current hit 
points fall below this value, that character drops to the ground, 
senseless and out of play. In many cases, this might save his life. 

Unconscious = Total Hit Points/4

DiStinCtive FeatureS
A character’s APP measures his or her relative appearance, de-
termining whether a character is handsome, beautiful, or ugly. 
Higher APP Attributes indicate a more attractive character, 
while numbers below 5 indicate unattractiveness and possibly 
physical deformity. 

Distinctive Features allow for objective differences between 
characters with the same numerical value. A Distinctive Feature 

is not always a negative quality, even for a character with low 
APP, though you may wish to make it so. The following sugges-
tions include ideas for both positive and negative features. 

The number of features your character receives is deter-
mined by his APP, cross-indexed on the table below. 

APP Value No. of Features

5–6  3

7–9 2

10–12 1

13–16 2

17+ 3

Once the number of Distinctive Features is derived, players 
are free to choose the specific details that best fit their character 
(the table below offers some ideas and suggestions). However, 
the player might wish to simply roll on the Feature Detail table. 

1d6 Result Feature Detail

1 Hair (very long, curly, red, crew cut, blond, excessively 
hairy, huge beard, prematurely gray, glossy, balding, a 
particular cut, etc.) 

2 Body (slouched, barrel-chested, hunchback, fine-
haired, tall, thin, broad-shouldered, high-shouldered, 
very muscular, burly, squat, smooth skin, etc.) 

3 Facial Expression (bright-eyed, proud, sneering, 
haughty, nice smile, hidden by beard, straight teeth, 
dour, cheerful, squint, piercing glance, etc.)

4 Speech (lisp, stutter, charming accent, basso, sharp, 
nasal, shrill, squeaky, musical, loud, soft, strong, thick 
accent, etc.)

5 Facial Feature (patrician nose, scarred, darkly tanned, 
black eyes, bushy eyebrows, deep-set eyes, high cheek-
bones, red and weather-beaten skin, braided beard, big 
ears, long mustache, small nose, facial blemishes, birth-
mark, etc.)

6 Limbs (short legs, bulging biceps, one arm longer than 
the other, rough hands, long nails, hairy arms and 
hands, bow-legged, flabby, big feet, long fingers, etc.)

SkillS
Skills in King Arthur Pendragon define those activities which 
characters commonly perform during game play. The numeri-
cal value of both standard Skills and Combat Skills reflects the 
chance of successfully completing any action related to that Skill 
during the game; higher numbers mean better chances of suc-
cess. As a result of different personal experience, though, not all 
characters have equal ability in these Skills. Nonetheless, char-
acters who have matured within the same culture show certain 
similarities in their abilities. 

The values for each character’s Skills are derived from three 
sources: his culture, his social class, and the individual choices of 
the player. Once these determinations are complete, your char-
acter has the Skills of a 21-year-old (or slightly older) squire who 
is ready to be knighted. 

No Intelligence Rating?
Note that no Attributes are given for intelligence or any form 
of wisdom, astuteness, or wit. This is because it is a knight’s 
duty to act, not to think…. 

All kidding aside, though, since a player controls ev-
ery character, it is that player’s intelligence that dictates the 
character’s goals and actions, not an arbitrary number on a 
character sheet. Thus, in a sense, the player is the character’s 
“intelligence score”!

Creating a CharaCter: SkillS
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beginning valueS

A character’s beginning Skill and Combat Skill values are shaped 
by his environment, especially his culture and his father’s social 
class. In standard character generation, all characters are of the 
Cymric culture and are the sons of an established knight. 

The character sheet has the names of all of the Skills entered, 
so you need merely introduce the numerical values for each abili-
ty. (Use a pencil!) The beginning Skill values for Cymric sons of 
knights are as follows: 

Awareness 5, Boating 1, Compose 1, Courtesy 3, Dancing 
2, Faerie Lore 1, Falconry 3, First Aid 10, Flirting 3, Folk Lore 
2, Gaming 3, Heraldry 3, Hunting 2, Intrigue 3, Orate 3, Play 
(Harp) 3, Read (Latin) 0, Recognize 3, Religion (choose one) 2, 
Romance 2, Singing 2, Stewardship 2, Swimming 2, Tourney 2. 

The beginning Combat Skills for Cymric sons of knights 
are as follows: 

Battle 10, Horsemanship 10, Sword 10, Lance 10, Spear 6, 
Dagger 5. 

inDiviDual Skill ChoiCeS
During his youth, each squire discovers those things that interest 
him most, and he spends as much time as possible in doing those 
things. The following process lets the player pick the things that 
interested his character most as a youth. 

There are a few limitations, as follows: 

• No Skill or Combat Skill may ever be raised above 15 by 
this process. 

• No stat may ever be raised above your character’s stan-
dard racial limits. A character’s SIZ may not be increased 
after he reaches age 21.

• No Trait may be raised above 19 and no Passion may be 
raised above 20. 

• No non-knightly Skill may be augmented (see Chapter 
4). Hence, for example, no player-knight can have the 
Chirurgery Skill before starting play.

• Individual Skills can be augmented by any of the several 
steps shown below. For instance, Hunting normally starts 
at 2, but at Step 3 it can be raised to 7, and then at Step 4 
can receive 8 more points, to raise it to 15.

The process for personalizing a starting character’s Skills is 
as follows: 

1. Choose any one Knightly Skill at which you excel. Make 
it 15. The Sword Skill is a popular and useful choice. 

2. Choose any 3 non-combat Skills other than First Aid. 
Make each of them 10. 

3. Heighten any four unique statistics chosen from among 
the following: Attribute scores, Traits, Passions, or Skills. 
Heightening a Skill (or Combat Skill) increases it by 
up to 5 points, while heightening an Attribute, Trait, 
or Passion increases it by 1 point. Thus, for example, a 

character could increase (i) his SIZ, STR, and DEX by 1 
point each and his Axe Skill by up to 5 points; or (ii) his 
Energetic Trait and his Love (Family) Passion by 1 point 
each and his Horsemanship and Hunting Skills by up to 
5 each. Any combination of four increases is allowed, 
within the restrictions given above. 

4. Add 10 more points (again keeping in mind the limita-
tions given above) divided among any number of combat 
or non-combat Skills of your choice. 

5. All other Skills start at the value listed above under 
Beginning Values. 

previouS experienCe
Thus far, your character is 21 years old and has already gained the 
reputation, connections, and minimum Skills needed for knight-
hood. You may wish to add some years to your character’s age be-
fore play, allowing him to gain some further pre-play experience. 

Each additional year of age provides a character with any 
two of the following benefits; you may not choose the same 
benefit twice for the same year. (Note: These benefits are similar 
to, but not the same as those gained in the Winter Phase of the 
game — see Chapter 5.) 

• Distribute 1d6 points among the character’s Skills. No 
non-Combat Skills with a starting value of 0 may be aug-
mented, and no Skill may be raised above 15.

• Add 1 point to any Trait (to a maximum of 19) or Passion 
(maximum 20).

• Add 1 point to STR, DEX, CON, or APP. No stat can 
be raised to a value greater than the maximum possible 
for a character of that culture. 
Note: You may not age your character more than 5 addi-

tional years. Remember to note on your character sheet that 
your character is one year older each time you take the Previous 
Experience option!

other inFormation
You do not have to write down everything that affects or happens 
to your character, but you should. You lose much of the long-term 
impact of playing this game if you don’t. King Arthur Pendragon is 
a long-term game, with knights staking their lives for glory. Their 
game lives are worth the minor effort of a simple word or two or 
even a one-line synopsis for each of their adventures. 

glorY

This space is provided to display your character’s accumulated 
Glory. Characters gain Glory through family ties: Every son re-
ceives Glory equal to 1/10th of his father’s Glory (whether the fa-
ther still lives or not), determined when the character begins play. 

Assuming you do not plan to use the “Salisbury Family 
History” (see Chapter 3), determine this amount now for your 
starting character, as shown below. 
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Base Starting Glory: 6d6+150
If you use the “Salisbury Family History,” then your starting 

Glory is instead determined by that history. 
When your character is knighted, he will gain 1,000 Glory 

points. (If your Gamemaster practices the custom of the Leap 
— see “The Knighting Ceremony” elsewhere in this chapter 
— then your character might have jumped successfully onto 
his horse after being knighted, and his Glory would then be in-
creased by 10 more.) 

Glory This Game: The “Glory This Game” notation on 
your character sheet, just beneath the actual Glory banner, is 
provided to keep track of new Glory gained during game play, 
but which has not yet been applied to your Glory score because 
the Winter Phase has not yet arrived in game time. See Chapter 
5 for more information on gaining Glory. 

Coat oF armS

A coat of arms is the design worn by a knight on the outer sur-
face of his shield. This design serves to identify the knight (and 
often his lineage) when he wears full armor and is not otherwise 
recognizable. The Skill that allows the identification of a coat of 
arms is called Heraldry. A group of people, called heralds, spends 
all their lives mastering this skill. 

A knight is entitled to bear his own unique coat of arms. If 
your character does not have a ready-made coat of arms and you 
cannot make one up on the spot, he may apply for provision-
al arms and ride for a year with a blank shield. Additionally, a 
squire may reserve his design ahead of time by checking with the 
Royal Herald (i.e., the Gamemaster). 

Draw the coat of arms you want or trace a design from the 
nearby pages of charges (pictorial elements) and ordinaries (geo-
metrical background designs). You can combine charges and or-
dinaries within the same coat of arms. The background part of a 
coat of arms upon which a charge is set is called a field. 

Normally a coat of arms includes a chromatic color and a 
metallic color. Colors available are red, green, blue, purple, and 
black. Metals include silver (white) and gold (yellow). “Furs” are 
also possible. For the sake of readability, do not use a metal on 
metal, or a color on color; if the field includes a two-tincture pat-
tern (and they should be a metal and a color), the charge can be 
either. For example, if you chose a Lorraine cross as your charge 
and Barry as your field, the Barry stripes could be silver and blue, 
with a black cross, but not black and blue with a silver cross, or 
silver and gold, with a blue cross. 

Label each section with the desired color, or, if you wish, fill 
it in with colored pencils. Be sure you do not use the same color 
scheme and arms as recorded for someone else who is listed in 
this book. Each coat of arms must be unique, or it is not fulfill-
ing its purpose of identifying an individual. The Royal Herald 
will inform you if you have inadvertently chosen a design already 
taken by someone else.

Feel free to invent, alter, and otherwise be creative in your 
heraldic devices. Remember that the Gamemaster has the final 

say about your design. Simplicity is the key of heraldic design. 
The symbol should be easily recognizable from a distance or it 
has not achieved its purpose. 

JouSt SCore
This space is provided to record the results of every joust resolved 
during game play. You start with a 0 in each category. Add 1 point 
to the Wins column every time that your character wins a joust, and 
add 1 point to the Losses column every time he loses a joust. These 
tallies are mainly for the amusement of the players, and do not di-
rectly affect the game unless the Gamemaster wishes them to. 

horSeS

In this space you keep track of your most important horses. Your 
character starts with four horses, and luck may give you another. 
Eventually you may accumulate an entire stable. You begin play 
with the following horses:

• #1. One charger (your warhorse).

• #2 and #3. Two rouncys (a rouncy is a small horse for 
riding; also carries some equipment), one for the knight 
and one for the squire.

• #4. One sumpter (a pack horse for carrying equipment 
and provisions).
List each horse’s type and selected statistics under the ap-

propriate number. Characters usually ride a rouncy, in order to 
keep their warhorse fresh to use in a fight. 

See Appendix 2 for standard statistics for each type of horse. 

Squire
After being knighted, characters are assigned a squire by their 
lord. For more information, see the “Squire” section later in this 
chapter. 

equipment CarrieD
New characters start with standardized possessions. Write the 
items and values listed here in the spaces provided on the char-
acter sheet. 

• Chainmail and shield

• 2 spears, sword, dagger

• Fine clothing (worth £1)

• Personal gear, travel gear, war gear (see “Starting 
Equipment” in Chapter 8)

• 4 horses (as noted above)
This list assumes that your knight begins with typical eco-

nomic resources; if you and your Gamemaster decide, for what-
ever reason, that you are more or less wealthy than the typical 
vassal knight, then see Chapter 8. No player-knight should start 
play in the Impoverished or Superlative categories of wealth. 

Creating a CharaCter: other inFormation
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Ordinaries
Trace the Charge of your choice onto your knight’s coat of arms and use an Ordinary to vary the background colors.

Per Fesse Per Pale

Per Bend Per Chevron Per SaltireA Saltire

Quarterly Gyronny BarryA Fesse

Paly A Bend

A Chevron

A Pale

A Chief

Bendy
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Charges
Trace the Charge of your choice onto your knight’s coat of arms and use an Ordinary to vary the background colors.

Lion Sejant Crescent Lion Rampant Reguardant

Lorraine Cross Lion Couchant Maltese CrossQuatrefoil

Dolphin Naiant Boar’s Head Couped MartletLatin Cross

Stag Trippant Eagle Rising Tau CrossRose

Mullet
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Chapter two: CharaCter Creation

AdditionAl Belongings
Your first character may roll once on Table 2.2 to find the fam-
ily heirloom, a unique possession. Make up the where and why 
of this, if necessary. A number of the entries are simply mon-
ey, which can be used to purchase additional equipment (see 
Chapter 8) if the player wishes. 

Table 2.2: addiTional belongings

1d20 Result Possession

01 Money (3d20d.)

02–03 Money (3d20+100d.)

04–06 Money (£1) 

07 Money (£1d6)

08 Heirloom — sacred Christian relic (Roll 1d6: 1 fin-
ger, 2 tears, 3–4 hair, 5 bone fragment, 6 blood); if 
you are pagan, re-roll

09 Heirloom — ancient bronze sword, worth £2 (+1 
modifier to Sword Skill when used; breaks in combat 
as if it was not a sword)

10 Heirloom — blessed lance, worth 25d. (+1 modifier 
to Lance Skill for mounted charges until it breaks)

11 Heirloom — decorated saddle, worth £1

12 Heirloom — engraved ring, roll 1d6 for value: 1–4 
silver, worth 120d.; 5–6 gold, worth £2

13 Heirloom — arm band, roll 1d6 for value: 1–5 silver, 
worth £1; 6 gold, worth £8

14 Heirloom — valuable cloak, worth £1 (roll 1d6 for or-
igin: 1–2 Byzantium, 3 Germany, 4–5 Spain, 6 Rome)

15 A magic healing potion, priceless (cures 1d6 damage, 
once)

16–17 An extra rouncy

18 A second charger

19 A courser (a fast horse; see Appendix 2)

20 Roll twice more, re-rolling further results of 20

Heirlooms: For heirlooms, you can make up a story of how 
such an object came into your family’s possession. Note that it 
might be from your mother’s side of the family, a gift from a 
grateful lord, a war trophy, and so on. 

FAmily History And events
Use this box on the back of your character sheet to record the 
dates upon which these seven critical events of a character’s life 
occur: 

Born: Your character’s birth date. 
Squired: Birth date plus 15 years, and to whom squired, if 

part of the campaign.

Knighted: The year in which your character is knighted, 
and by whom. Starting characters are about to be knighted. 

Member of the Round Table: The year in which your 
knight is accepted at the Round Table — a rare honor!

Landed: The year in which a household knight becomes a 
vassal knight. Your character, being the eldest son of a deceased 
vassal knight, will be landed at the same time he is knighted. 

Titled: The year in which your character receives a lord’s 
title (if ever). 

Wed: The year in which your character marries, if ever.
Died: The year in which your character died. Useful if you 

created a family for your character. 
Father’s Name: The name of your father.
Class: Your father’s class.
Glory to Sons: The amount of Glory you pass on to your 

sons.
Family Characteristic: See below.
Wife: The name of your character’s wife. No knights start 

the game married. However, marriage is an important part of the 
King Arthur Pendragon story, and most player-knights should 
wish to be married.  

Lover: The name of your lover, if any.
Children: The date of birth and name of any children your 

character may have. Mortality rates in children are fairly high, 
so one or more of your children might well not survive to age 
of majority. 

Will: Write here the name or relationship of the person 
whom your character has designated as heir to his property. 
(Writing “Family” here is usually sufficient.) Note that only 
granted property is transferred — gifts from one’s lord return to 
him upon the recipient’s death. If nothing is written here, then 
everything goes to the lord. 

FAmily CHArACteristiC
A Family Characteristic is some unusual feature gained by ev-
eryone in your father’s family. Roll on the table below (this is 
decided randomly, even though other components of your 
character were yours to choose), then turn the character sheet 
over and add the value to the appropriate Skill. This bonus can 
violate the rules previously established for limitations; thus 
it might raise a Skill above 15, or perhaps even above 20. The 
Family Characteristic is transferred through the male line, and is 
given to all male children of this bloodline. Thus your brothers 
and sons also have this characteristic. (Your sisters and daugh-
ters have their own women’s gifts from their mothers’ side of the 
family, as shown later in this chapter.) 
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Table 2.3: Family CharaCTerisTiCs

1d20 Result Characteristic

1–2 Good with horses (+5 Horsemanship)

3 Excellent voice (+10 Singing)

4–7 Keen senses (+5 Awareness)

8 Naturecraft (+5 Hunting)

9 Light-footed (+10 Dancing)

10 Natural healer (+5 First Aid)

11 Naturally lovable (+10 Flirting)

12 Never forgets a face (+10 Recognize)

13 Remarkably deductive (+5 Intrigue)

14 Like an otter (+10 Swimming)

15 Natural speaker (+10 Orate)

16 Natural musician (+15 Play [choose instrument])

17 Good with words (+15 Compose)

18 Love for arms (+10 Heraldry)

19 Good with birds (+15 Falconry)

20 Clever (+10 Gaming)

holDingS

Your character begins as the eldest son of a deceased landhold-
ing knight. List the name of his future holding here — it is the 
same as his Current Home. If he acquires more land as the game 
progresses, list each manor or larger holding by name. List the 
number of manors in any larger holding. 

equipment at home

Knights often accumulate denarii, libra, extra weapons, addi-
tional mounts, sumptuous goods, and so forth. If your character 
does not carry these things everywhere he goes, list them here. 

armY
One of the most important factors in the game is how many 
knights you can potentially call to your aid in a crisis. 

Family Knights: Your relatives who are knights, whether 
uncles, brothers, or other relations. These are noted as being ei-
ther old (over age 55), middle-aged (35–55), or young (20–35 
or so). Only the numbers of each type are needed now, not their 
individual names or other information. 

Determine your family knights by rolling as follows, and 
then enter the numbers on the character sheet back. 

Old Knights: 1d6–5
Middle-Aged Knights: 1d6–2
Young Knights: 1d6
Add all three numbers together, plus 1 more young knight 

(your character), to find the total number of family knights. 

Vassal Knights: Starting characters are never lords holding 
other knights as vassals; leave this space blank for now. If your 
character acquires vassals during the campaign, list them here; 
these knights are obliged to come to battle if summoned, and are 
probably close associates of yours as well. 

Other Lineage Men: Other men of your family, not them-
selves knights, can still be useful in a fight. They are never well 
armed, and are generally unskilled at fighting, but at least they 
won’t run away immediately upon being attacked. As family 
members, they have much to gain in any family victory. 

Total Number = 2d6+5
Levy: The levy calls forth every able-bodied man of your 

holding(s). Though the total population of your starting manor 
is around 420 people, this includes only 100 or fewer able-bod-
ied men other than knights and squires. Not all of these peasants 
can be called upon to fight. 

For ease’s sake, this is the number of levies anticipated per 
manor. If your character gains more manors, roll again for each 
new manor and write the combined total down here. A knight 
with many manors can call upon a large levy! 

Your Gamemaster decides how effective the men of 
your levy are in combat, but in general they are poor soldiers. 
(Appendix 2 gives sample game stats for an adult male peasant.) 

Total Number = 5d20

annual glorY rewarDS

Each Winter Phase, your knight receives Glory for being suitably chiv-
alrous and/or religious, for having notable Traits and Passions, and for 
holding land. This area helps you keep track of that annual Glory re-
ward. See Chapter 5 for more on Glory and the Winter Phase. 

hiStorY

Use this area to record various events of import in your charac-
ter’s life. Begin each entry with the date. (The year designation is 
usually enough, as opposed to day and month, since most char-
acters engage in only one adventure per year.) At the end of each 
line is a column for listing any new Glory gained in the adven-
ture for each event, plus a column to list the total Glory earned 
by your character at that point in the game.

After experiencing several adventures with a number of charac-
ters, you will begin to sense the history and movement that pervades 
the Arthurian saga, and your characters will grow into the story. 

ConCluSion
If you have followed instructions so far in this chapter, you now 
have a character ready to play. The character is a squire, 21 or 
more years old, possessing the connections, skills, and reputation 
necessary to become a knight immediately once play begins. The 
actual events leading to knighthood, and especially the ceremo-
ny, are best played out during the game. 

Creating a CharaCter: ConCluSion




