
Legends of Camelot

Version: 3



Table of contents

Legends of Camelot . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠1

Introduction . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠1

Setting Introduction . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠3

Characters . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠9

Rules . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠16

Exploring the World . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠25

Setting Information . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠27

Factions & Organizations . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠69

Adventure Tables . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠72

Creatures & Foes . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠159

Appendix: Inspirational Media . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠169

License . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠171

i



Legends of Camelot

Legends of Camelot is a solo tabletop RPG adventure set 

in the mythic realm of King Arthur’s Camelot, blending me­

dieval Britain with enchanting fantasy elements.

This minimalist Solo Role Playing Game is designed to im­

merse you in the legendary world of Arthurian tales, where 

magic, chivalry, and epic quests await.

Introduction
Legends of Camelot follows the following design principles:

1. Portable: To play you will need a few common (six-sided) 

dice and writing materials. Anything else is optional and 

not essential.

2. Rules-Light: The game relies on a few rules and only one 

solving mechanic, easy to learn and eventually to memo­

rize.

3. Tag-based: Characters and situations are defined only by 

qualitative descriptors and no quantitative characteristics.

With a focus on quick resolutions, Legends of Camelot 

throws you headfirst into the heart of the action. Your charac­

ter will be defined by thematic tags, such as “Brave Knight,” 

“Wise Sage,” or “Cunning Thief.”
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What is a Role Playing Game (RPG)?

A role-playing game (RPG) is a type of game in which players 

assume the roles of fictional characters and act out their 

actions and decisions within a narrative or imaginary setting. 

The outcome of these actions and decisions is often deter­

mined by a set of rules and game mechanics, such as dice 

rolls or statistical attributes of the characters. Players may 

also collaborate to create a shared story or narrative through 

their characters’ actions and interactions.

What is a Solo RPG?

In a solo RPG a single player takes on the roles of one or 

more characters, while also simultaneously managing some 

elements of the game world. These games typically involve 

the use of a rule system and game mechanics to determine 

the outcome of actions taken by the player-controlled char­

acters. Unlike a gamebook (such as the Fighting Fantasy, 

Lone Wolf, and Tunnels & Trolls series) a solo RPG is not a 

form of interactive, forked narrative in which outcomes are 

pre-determined and limited by the author’s choices.

Through the interaction of player, oracle, tools, and prompts, 

the character’s actions will build an emergent narrative 

within whose boundaries anything can be attempted, with­

out predetermined limits.

Safety Tools

You will play alone, but be sure to play in an environment that 

is comfortable for you, without overexerting yourself, and 

reserve the option to stop as soon as you feel uncomfortable 

for any reason, physical or emotional. Don’t be afraid to tackle 

new themes, but do so in full awareness of your boundaries.
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Minimum Requirements

To play Legends of Camelot you will need: - 4 six-sided dice 

(also known as d6s): two pairs of different colors - Paper and 

writing tools: at least a sheet of scrap paper and a pencil, 

but index cards or sticky notes are a fine addition - Character 

sheet: you may use the provided sheet at the back or a 

simple index card. - Notebook: Legends of Camelot is not a 

solo journaling game, you can easily play it in the “theater of 

mind”. But you can keep track of your game if you feel the 

need!

Setting Introduction
The setting of Legends of Camelot is steeped in the rich lore 

of King Arthur and Camelot, blending historical elements 

from the 6th century AD with fantastical features that bring 

the world to life.

• Theme: The central theme revolves around the legendary 

King Arthur and his fabled court of Camelot. This is a world 

where chivalry and honor are the highest virtues, and 

where the ideals of knighthood are embodied by Arthur 

and his noble knights. The tales of bravery, loyalty, and the 

pursuit of justice are interwoven with magic and mystery.

• Time Period: The game is set in the 6th century AD, a 

time of great upheaval and transformation in Britain. This 

period, often referred to as the Dark Ages, is characterized 

by the struggle between the native Britons and the invad­

ing Saxons. It’s a time of war and heroism, where legends 

are born and history is written by the brave and the bold.
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• Location: The primary setting is medieval England, specif­

ically the kingdom of Camelot, which serves as a beacon 

of hope and civilization in a time of chaos. The rugged 

landscapes, dense forests, and ancient castles create a 

backdrop of both beauty and danger. Beyond Camelot, 

the land is dotted with small villages, mystical ruins, and 

uncharted wilderness.

• Fantasy Elements: The world of Camelot is imbued with 

magic and mythical beings. Dragons soar through the 

skies, fairies and elves dwell in enchanted forests, and 

powerful sorcerers wield ancient spells. Magical objects 

like Excalibur, the legendary sword of King Arthur, and the 

Holy Grail, the ultimate symbol of divine grace, are central 

to the lore and quests.

• Central Hub: The court of Camelot, with its grand castle 

and the iconic Round Table, is the heart of the setting. It is 

here that King Arthur rules, dispensing justice and wisdom, 

and where the Knights of the Round Table gather to plan 

their quests and adventures. The castle is a place of both 

opulence and strategic importance, filled with intrigue, 

loyalty, and occasional treachery.

• Main Characters: The setting is populated by iconic figures 

from Arthurian legend. King Arthur, the wise and just 

ruler, embodies the ideals of kingship but is not without 

his human flaws. Merlin, the enigmatic wizard, serves as 

his advisor and protector. Morgana, a powerful sorceress, 

walks the fine line between friend and foe. Lancelot, the 

greatest of the knights, struggles with his forbidden love 

for Queen Guinevere, while other knights like Gawain, Per­

cival, and Galahad each bring their unique strengths and 

stories to the Round Table.
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• Druidic Influence: The ancient druidic traditions are a vital 

part of the setting. Sacred woods, where ancient rituals are 

performed and old Celtic beliefs are honored, offer a mysti­

cal and spiritual dimension to the world. Druids, with their 

deep connection to nature and the supernatural, often play 

crucial roles in the unfolding events.

• Enemies: The peace and prosperity of Camelot are con­

stantly threatened by external and internal enemies. The 

invading Saxons seek to conquer and dominate the land, 

bringing war to the very gates of Camelot. Within the court, 

Mordred, Arthur’s treacherous son, conspires to usurp the 

throne and plunge the kingdom into darkness.

• Epic Quests: Central to the game’s narrative are the epic 

quests undertaken by the characters. The quest for the 

Holy Grail, the defense of Camelot against invaders, and the 

search for lost relics are just a few of the adventures that 

drive the story forward. These quests are fraught with peril 

and promise, testing the characters’ courage, wisdom, and 

resolve.

• Court Intrigues: Life at the court of Camelot is rife with po­

litical maneuvering, secret alliances, and personal vendet­

tas. Betrayals and internal conflicts among the knights 

create a dynamic and ever-changing landscape of loyalty 

and deceit. The players must navigate this web of intrigue 

to achieve their goals and maintain the stability of the 

kingdom.

• Romantic and Tragic Elements: The legends of Camelot 

are rich with tales of love and tragedy. The forbidden love 

between Lancelot and Queen Guinevere, the doomed ro­

mance of Tristan and Isolde, and other such stories add 

a layer of emotional depth and complexity to the setting. 

These elements highlight the human side of the epic tales, 

where passion, honor, and duty often come into conflict.
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Playable Themes

Chivalry and Honor

In Legends of Camelot, chivalry and honor are the bedrock 

of society, especially within the noble court of King Arthur. 

Characters strive to uphold the chivalric code, which empha­

sizes bravery, courtesy, honor, and gallantry toward others. 

This theme explores the trials and tribulations of living by 

such high standards, often placing characters in situations 

where they must choose between what is right and what is 

easy.

• Knightly Duels: Prove your worth in honorable combat, 

defending your name and the name of your lord.

• Protecting the Innocent: Embark on missions to rescue 

villagers from bandits, protect the weak from oppressors, 

and ensure justice prevails.

• Sworn Oaths: Navigate the complex web of promises and 

oaths, understanding the weight and consequences of 

each pledge made.

Magic and Enchantment

Magic permeates the world of Camelot, infusing the mun­

dane with wonder and danger. Characters might be sor­

cerers wielding arcane power, knights bearing enchanted 

weapons, or healers using ancient remedies. This theme 

delves into the mystical aspects of the setting, where the line 

between the natural and supernatural is often blurred.

• Spellcasting: Harness powerful spells to alter the course of 

events, heal allies, or vanquish foes.

• Enchanted Items: Seek out or protect legendary artifacts 

like Excalibur, the Holy Grail, or the Philosopher’s Stone.
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• Mystical Beings: Encounter and negotiate with dragons, 

fairies, and other magical creatures, each with their own 

motives and secrets.

Epic Quests and Adventures

The heart of Legends of Camelot is the epic quest. These are 

grand, sweeping adventures that take characters across vast 

landscapes, into deep dungeons, and through perilous situ­

ations. Each quest is a journey of self-discovery and heroism, 

filled with challenges that test the limits of the characters’ 

skills and resolve.

• Grail Quest: Join the legendary quest for the Holy Grail, 

facing trials that test purity, bravery, and faith.

• Dragon Slaying: Track down and confront mighty dragons 

that threaten the realm.

• Lost Relics: Embark on expeditions to recover ancient arti­

facts imbued with immense power or significance.

Court Intrigue and Betrayal

Camelot’s court is a hive of political maneuvering, secret 

alliances, and covert plots. Navigating this treacherous envi­

ronment requires wit, diplomacy, and sometimes ruthless 

ambition. This theme focuses on the power struggles and 

the often hidden conflicts that shape the destiny of the 

kingdom.

• Political Alliances: Form and break alliances with powerful 

nobles, each with their own agendas and ambitions.

• Espionage: Gather intelligence on rivals, uncover plots 

against the throne, and protect your secrets from being 

exposed.

• Betrayal: Deal with treachery within your own ranks, 

whether it’s a trusted ally turning against you or an enemy 

infiltrating your inner circle.
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Love and Tragedy

The stories of Camelot are as much about the heart as they 

are about heroism. Love, both its joys and its sorrows, plays 

a crucial role in the lives of the characters. Tragic romances 

and unrequited love add emotional depth and complexity 

to the narrative, highlighting the human aspect of the 

Arthurian legends.

• Forbidden Love: Explore the tumultuous relationship be­

tween Lancelot and Guinevere, or create your own star-

crossed lovers.

• Romantic Quests: Undertake missions driven by love, such 

as rescuing a beloved from danger or proving worthiness 

through deeds of valor.

• Heartbreak and Sacrifice: Experience the bittersweet na­

ture of love, where duty often clashes with personal desires, 

leading to poignant and dramatic outcomes.

Timeline

• 500 AD: Birth of Arthur In a time of great turmoil and 

uncertainty, Arthur is born to Uther Pendragon and Igraine 

of Cornwall. His birth is shrouded in mystery and prophecy, 

heralding the arrival of a great king who will unite the frac­

tured land of Britain.

• 516 AD: Arthur Pulls Excalibur from the Stone At the 

tender age of 16, Arthur achieves the miraculous feat of 

pulling the sword Excalibur from the stone, an act that 

proves his rightful claim to the throne. This event marks the 

beginning of his legendary reign and the dawn of a new 

era for Camelot.
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• 520 AD: Formation of the Knights of the Round Table 

King Arthur establishes the Knights of the Round Table, 

gathering the bravest and noblest knights from across 

the realm. This elite order, symbolizing equality and unity, 

becomes the cornerstone of Arthur’s court, dedicated to 

upholding justice, chivalry, and the protection of Camelot.

• 530 AD: Quest for the Holy Grail Begins The quest for the 

Holy Grail, the most sacred of all relics, begins. This arduous 

journey, undertaken by the most valiant knights, tests their 

purity, faith, and determination. The Grail quest becomes a 

symbol of the knights’ commitment to spiritual perfection 

and the ultimate test of their knightly virtues.

• 537 AD: Battle of Camlann and the Fall of Camelot The 

Battle of Camlann marks the tragic climax of Arthur’s 

reign. Facing betrayal and internal strife, Arthur battles his 

illegitimate son, Mordred, who seeks to usurp the throne. 

The battle is fierce and devastating, leading to the fall 

of Camelot and the death of King Arthur. Despite the 

kingdom’s collapse, the legend of Camelot and its noble 

ideals endure, inspiring future generations.

Characters
In Legends of Camelot, characters, whether they are pro­

tagonists, NPCs, monsters, or even significant objects, are 

described using tags.

Everything is a Character!

Your Protagonist is described by some fixed traits:

• Name: The name should be iconic and consistent with the 

tone and setting of the story.

• Concept: A concise description of the character’s profes­

sion, background, and abilities. The best are adjective-

name pairings, like “Venturous Knight” or “Clever Druid”.
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• Skills (x2): Abilities not necessarily character-specific but 

not characteristics common to all. “Smart” is not a skill, 

“Beast Tamer” is.

• Frailty: Something that could potentially get in the way of 

the character, either physically, mentally, or socially.

• Gear (x2): Particular equipment supplied to the character 

in coherence with the setting. Everyday items are taken for 

granted and do not fall under this trait.

• Goal: The long-term objective.

• Motive: What drives the pursuit of the goal.

• Nemesis: A person or organization that hinders the protag­

onist. It can emerge during the first game sessions, it may 

or may or not be the direct antagonist of the story, ready to 

appear to make life even more difficult

• Luck: The measure of a character’s ability to avoid ill for­

tune or an inauspicious outcome. It applies only in Conflicts 

and automatically recharges when they end. Luck starts 

and caps at 6.

These traits are described by tags, descriptive words or 

phrases that can identify anything in the game world. Even 

the details of the environment in which the action moves 

and conditions (physical or mental) of the characters are 

tags.

They are qualitative representations. They are not quan

titative measures.

Character Traits

You can use these traits to create a character on the fly, mix 

them, or just use them as inspiration.
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Concepts

1 2 3 4 5 6

1 Gal­

lant 

Knight

Wise 

Sage

Daring 

Rogue

Bold 

Bard

Loyal 

Squire

Myste­

rious 

Druid

2 Noble 

Lord

Cun­

ning 

Thief

Pious 

Monk

Brave 

Warrior

Mer­

cenary

En­

chanted 

Healer

3 De­

vout 

Priest

Stal­

wart 

Guard

Witty 

Jester

Wan­

dering 

Min­

strel

Fierce HunterStealthy 

Scout

4 Skillful 

Smith

Fierce 

Viking

Agile 

Acrobat

Faith­

ful Ser­

vant

Tac­

tical 

Gen­

eral

Crafty 

Mer­

chant

5 Valiant 

Leader

Tragic 

Hero

Un­

yield­

ing De­

fender

Enig­

matic 

Sor­

cerer

An­

cient 

Her­

mit

Fearless 

Cham­

pion

6 Quick 

Mes­

senger

Loyal 

Body­

guard

Enlight­

ened 

Scholar

De­

voted 

Fol­

lower

Venge­

ful Avenger

Gener­

ous No­

ble

Skills

1 2 3 4 5 6

1 Sword 

Master

Potion 

Brewer

Archery 

Expert

Herbal­

ist

Beast 

Tamer

Spell­

caster
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1 2 3 4 5 6

2 Master 

Tacti­

cian

Stealthy 

Infiltra­

tor

Diplo­

matic 

Negotia­

tor

Quick 

Re­

flexes

Lock­

picker

Tracker

3 Chival­

rous

Skilled 

Rider

As­

trologer

Lore 

Keeper

Enchanter Artisan

4 Divine 

Healer

Skilled 

Gam­

bler

Athletic Fleet-

Footed

Silver TonguedAlchemist

5Berserker 

Rage

Holy 

Prayers

Strategy 

Genius

Illusion­

ist

SeerCharm Speaker

6 Forti­

tude

Coura­

geous 

Heart

Steady 

Hands

Ocean 

Naviga­

tor

Silent 

Move­

ment

Battle 

Com­

man­

der

Frailties

1 2 3 4 5 6

1 Pride­

ful

Over­

confi­

dent

Haunted 

Past

Eas­

ily Dis­

tracted

Naive Venge­

ful

2 Weak­

ness

Stub­

born

Trust Is­

sues

Guilt-

Ridden

Super­

stitious

Ambi­

tious

3Secret KeeperFear of 

Magic

Short 

Temper

Blunt 

Speaker

Com­

pulsive

Cow­

ardice

4 Frag­

ile 

Health

Greedy Cursed Hot-

Headed

Dis­

trustful

Reckless
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1 2 3 4 5 6

5 Haunted 

Dreams

Envi­

ous

Self-

Doubt­

ing

Poor Vi­

sion

So­

cially 

Awk­

ward

Mis­

trustful

6 Para­

noia

Doubt­

ful

Perfec­

tionist

Naive 

Heart

Manip­

ulative

Fatalis­

tic

Gear

1 2 3 4 5 6

1 Excal­

ibur

Magic AmuletSacred 

Scroll

En­

chanted 

Armor

Poi­

soned 

Dag­

ger

Dragon 

Scale

2 Heal­

ing 

Potion

Stealth 

Cloak

Silver 

Bow

Golden 

Chalice

An­

cient 

Tome

Crystal 

Ball

3 Holy 

Relic

Mys­

tical 

Ring

Battle 

Axe

War 

Horn

Spell­

book

Blessed 

Sword

4Enchanted 

Shield

Vial of 

Night­

shade

Phoenix 

Feather

Staff of 

Wisdom

Rune 

Stones

Elven 

Cloak

5Map of CamelotMagi­

cal Lantern

Hunter’s 

Trap

Eagle 

Eye 

Amulet

Druid’s 

Staff

Ring of 

Invisibil­

ity

6 Wizard’s 

Wand

Divine 

Armor

Flame 

Blade

Frost 

Dagger

Crystal 

Staff

King’s 

Signet
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Names

Female Names

1 2 3 4 5 6

1 Guine­

vere

Mor­

gana

Isolde Elaine Nimue Luned

2 Igraine Vi­

viane

Rhian­

non

Ygraine Enid Bran­

gaine

3 Ari­

adne

Lynette Ly­

onesse

Claris­

sant

Blanchefleur Din­

drane

4 Perci­

vale

Alianore Rowena Laudine Brangi­

enne

Bellan­

gere

5 Mar­

gawse

Melior Iseult Teleri Carad­

wen

Violette

6 Thelma Ang­

harad

Gweneth Margery Matilda Rhon­

wen

Male Names

1 2 3 4 5 6

1 Arthur Lancelot Gawain Gala­

had

Percival Mor­

dred

2 Tristan Merlin Bedi­

vere

Kay Gareth Agra­

vain

3 Bors Hector Lam­

orak

Lionel Geraint Palamedes

4 Caradoc Di­

nadan

Ywain Pelli­

nore

Ector Elyan

5 Lucan Tor Aglo­

vale

Leode­

grance

Balin Col­

gre­

vance
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1 2 3 4 5 6

6 Griflet Meliadus Marhaus Brunor Tristram Dagonet

Surnames

1 2 3 4 5 6

1 Pen­

dragon

Le Fay De Ga­

nis

Of 

Corn­

wall

The 

Pure

The 

Brave

2 The 

Green

Of 

Orkney

The 

Bold

The 

Swift

The 

Wise

The Just

3 The 

Strong

Of 

Wales

The 

Black

The 

White

The 

True

The 

Great

4 Of Brit­

tany

The 

Red

The 

Lion

The Knight The 

Hunter

The 

Wolf

5 The 

Fair

The 

Just

The 

Fierce

The 

Proud

The No­

ble

The 

Chaste

6 Of 

Avalon

The 

Mighty

The 

Kind

The 

Gal­

lant

The 

Merciful

The De­

fender

Nicknames

1 2 3 4 5 6

1 The 

Red

The 

Silent

The 

Brave

The 

Swift

The 

Bold

The 

Cun­

ning

2 The 

Pure

The 

Strong

The 

Wise

The 

Noble

The 

Valiant

The Just
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1 2 3 4 5 6

3 The 

Chaste

The 

Kind

The 

Loyal

The 

Faith­

ful

The 

True

The 

Fierce

4 The 

Mighty

The 

Great

The 

Honor­

able

The 

Gallant

The 

Proud

The 

Merciful

5 The 

Cun­

ning

The 

Bold

The 

De­

fender

The 

Swift

The Just The 

Gener­

ous

6The EnchanterThe 

Sor­

cerer

The 

Sage

The 

Protec­

tor

The 

Hunter

The 

Dragon

Rules
Legends of Camelot is a minimalist Solo Role Playing Game 

designed to be played with only one character (the Protag­

onist). You’ll guide them through the story that will unravel 

during the game, asking closed questions to an Oracle which 

will help you overturn your expectations.

Every now and then you will be surprised with an unex­

pected twist!

Keep The Action In Motion

A game in Legends of Camelot is a succession of scenes. A 

scene is a unit of time in which a certain action takes place 

in pursuit of a certain short-term goal.

In Legends of Camelot at each scene: 1. Identify what you 

expect from the scene. Compared to traits, goal, and moti­

vation determine the Protagonist’s action. What might be 

the reaction of the game world? 2. Test your expectations. 
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When you are uncertain (or overconfident) about the reac­

tion to your actions, ask the Oracle a closed question (answer 

is Yes or No), considering the tags involved to determine 

if there is an Advantage or Disadvantage. 3. Interpret the 

result. Is the Oracle’s answer in line with your expectations? 

If not, in the context in which the scene takes place, how 

should an answer that subverts them be considered?

This sequence will come to you naturally after some practice. 

Use it as a guideline the first few times.

Consulting the Oracle

When you need to test your expectations you’ll ask the 

Oracle a closed question.

You’ll need 2d6 in one color (Chance Dice), and 2d6 in an­

other (Risk Dice).

To resolve a closed question, roll one Chance Die and one 

Risk Die: - If the Chance Die is highest, the answer is Yes. - If 

the Risk Die is highest, the answer is No. - If both are low (3 or 

less), add a but…. - If both are high (4 or more), add an and…. 

- If both are equal, the answer is Yes, but…. Add a point to 

the Twist Counter.

Dice Value Chance Die > Risk 

Die

Risk Die > Chance 

Die

Both < 4 Yes, but… No, but…

Both > 3 Yes, and… No, and…

Mismatched Yes No

Equal Add 1 to the Twist 

Counter
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Advantage and Disadvantage

If circumstances or positive tags grant an advantage, add a 

Chance Die to the roll. Otherwise, when hindrances or neg­

ative tag cause a disadvantage, add a Risk Die. In both cases 

keep only the higher die of the added type when you check 

the roll.

Consider tags intuitively and not quantitatively, using the 

context of the situation at play. It is important to keep the 

flow of play fast and not accounting for advantages and 

disadvantages numerically!

Twist Counter

The Twist Counter is a measure of the rising tension in the 

narrative. At the beginning is set to 0. Every time a double 

throw (dice are equal) happens, add 1 to the Counter. If the 

Counter is below three, consider the answer as “Yes, but…”. 

Otherwise a Twist happens and resets the Counter.

Roll 2d6 and consult the following Twist Table to determine 

what kind of twist happens.

D6 Subject Action

1 A third party Appears

2 The hero Alters the location

3 An encounter Helps the hero

4 A physical event Hinders the hero

5 An emotional event Changes the goal

6 An object Ends the scene

Interpret the two-word sentence in the context of the cur­

rent scene. Twists will keep the plot and events going in 

unexpected ways.
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Magic

Magic is a fundamental aspect of the world of Camelot, influ­

encing events and characters alike. Characters with magical 

abilities can cast spells, perform enchantments, and interact 

with mystical forces. However, magic is unpredictable and 

can have unintended consequences.

• Casting Spells: When a character attempts to cast a spell 

(you can use the Spell table for inspiration or make your 

own), they must test their expectations using the Oracle 

system. Roll one Chance Die and one Risk Die. If circum­

stances grant an advantage (e.g., using a powerful artifact, 

favorable conditions), add a Chance Die. If there is a disad­

vantage (e.g., lack of preparation, distractions), add a Risk 

Die.

‣ Yes: The spell is successful.

‣ No: The spell fails.

‣ Yes, but…: The spell is successful, but there is a minor 

negative consequence.

‣ Yes, and…: The spell is successful, and there is an addi­

tional positive effect.

‣ No, but…: The spell fails, but there is a minor positive 

outcome or no harm done.

‣ No, and…: The spell fails, and there is an additional neg­

ative consequence.

• Magical Consequences: Spells, whether successful or not, 

may have lingering effects. For example, a spell might drain 

the caster’s energy, attract unwanted attention, or alter the 

environment. These effects should be interpreted based on 

the context and the nature of the spell.
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D66 Spell

11 Light of Avalon: Create a bright light that illuminates 

dark areas.

12 Shield of Faith: Conjure a magical shield that deflects 

attacks.

13 Healing Touch: Restore health to a wounded ally.

14 Flames of the Dragon: Summon a burst of fire to scorch 

enemies.

15 Whispering Wind: Send a message carried by the wind 

to a distant ally.

16 Binding Roots: Entangle an enemy with magical roots 

from the ground.

21 Illusionary Guise: Create a convincing illusion to de­

ceive others.

22 Enchant Weapon: Imbue a weapon with magical 

power, enhancing its strength.

23 Mystic Armor: Summon an ethereal armor that protects 

the wearer.

24 Water Breathing: Allow the target to breathe underwa­

ter.

25 Speak with Animals: Communicate with creatures of 

the forest.

26 Levitation: Lift an object or person into the air effort­

lessly.

31 Summon Spirit: Call forth a spirit for guidance or assis­

tance.

32 Frostbite: Encase an enemy in ice, slowing or immobi­

lizing them.
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D66 Spell

33 Invisibility: Render the target invisible for a short dura­

tion.

34 Thunderstrike: Summon a bolt of lightning to strike a 

target.

35 Nature’s Blessing: Enhance the growth of plants and 

heal the land.

36 Arcane Lock: Seal a door or chest with a magical lock.

41 Teleportation: Instantly move to a previously visited lo­

cation.

42 Fear: Instill a sense of terror in enemies, causing them 

to flee.

43 Purify Food and Drink: Remove poisons and contam­

inants.

44 Ethereal Walk: Phase through solid objects temporarily.

45 Stone Shape: Mold stone into a desired shape or form.

46 Clairvoyance: Gain a vision of a distant or future event.

51 Fireball: Launch a ball of fire that explodes on impact.

52 Detect Magic: Sense the presence of magical auras.

53 Barrier of Light: Create a barrier that blocks physical 

and magical attacks.

54 Shadow Step: Teleport from one shadow to another.

55 Enrage: Infuse an ally with berserk strength, increasing 

their combat ability.

56 Call Lightning: Summon a storm and direct bolts of 

lightning.

61 Charm Person: Influence the thoughts and actions of 

another.

62 Silence: Create a zone where no sound can be heard.
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D66 Spell

63 Earthquake: Cause the ground to tremble and crack.

64 Scrying: Use a reflective surface to view a distant place 

or person.

65 Wind Wall: Create a barrier of strong wind that deflects 

projectiles.

66 Resurrection: Bring a deceased person back to life.

Chivalric Code

Knights and heroes in Camelot are bound by a strict code of 

honor, which governs their actions and decisions. Upholding 

this code is essential for maintaining one’s reputation and 

status within the court.

• Honor Test: When a character faces a situation that chal­

lenges their adherence to the chivalric code, they must test 

their expectations using the Oracle system. Advantage or 

disadvantage can be added based on the character’s repu­

tation, prior actions, and the specific situation.

‣ Yes: The character upholds the code successfully.

‣ No: The character fails to uphold the code.

‣ Yes, but…: The character upholds the code, but at a per­

sonal cost or with a complication.

‣ Yes, and…: The character upholds the code and gains 

additional honor or recognition.

‣ No, but…: The character fails to uphold the code, but 

mitigates some of the negative consequences.

‣ No, and…: The character fails to uphold the code, and 

there are additional repercussions.
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• Reputation: Actions against the chivalric code result in 

a loss of reputation, leading to disadvantages in social 

interactions, loss of support from allies, or even expulsion 

from the Round Table. Conversely, consistently upholding 

the code enhances the character’s reputation, leading to 

increased influence and respect.

Conflicts

A Conflict is any situation in which opponents clash, attack­

ing, defending, or wearing each other down in order to win. 

This applies both in a practical and metaphorical sense.

So, a Conflict is not only limited to combat (or fighting) in 

the strict sense but also to competitive situations (such as 

contests, duels, verbal confrontations, etc.) in which two or 

more characters (including vehicles, of course!) compete.

Conflicts can be resolved in different ways depending on 

preferences and context: 1. Ask a single closed question. The 

Oracle’s answer determines the outcome of the conflict. 2. 

Ask a series of closed questions to resolve current single 

actions. 3. Use the rules of Harm & Luck below.

Note that the Twist Counter does not apply to Harm & Luck. 

Instead, it is used regularly if the Conflict is handled with 

closed questions.

If the conflict is resolved by applying damage to the Luck 

trait, roll the dice to determine whether the protagonist 

causes damage to the opponent or suffers damage due to 

counterattack or failed defense. The rolls are player facing 

only.

The damage reduces the Luck of the target, whether protag­

onist or NPC. When the Luck runs out, the character has lost 

the conflict.
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The final outcome depends on the context. Do you get 

caught? Are you seriously injured? You may even die if that 

fits the narrative.

An­

swer

Do you get what you want? Harm

Yes, 

and…

You get what you want, and something else. Cause 

3

Yes… You get what you want. Cause 

2

Yes, 

but…

You get what you want, but at a cost. Cause 

1

No, 

but…

You don’t get what you want, but it’s not a 

total loss.

Take 

1

No… You don’t get what you were after. Take 

2

No, 

and…

You don’t get what you want, and things get 

worse.

Take 

3

Determine the mood of the next scene

At the end of the current scene sometimes you will be clear 

about the direction to take, other times you may need to 

determine the general mood of the next one. In this case roll 

1d6 and consult the following table:

D6 Next Scene

1-3 Dramatic scene

4-5 Quiet Scene

6 Meanwhile…
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• A dramatic scene does not break the tension of the previ­

ous scene but carries it further forward, introducing further 

obstacles or difficulties.

• During a quiet scene there is time to take a breath, to heal, 

to make plans for the next steps and to deepen relation­

ships.

• A meanwhile scene takes place somewhere else, other 

than where the hero is. It cuts to villains or other plot-

important characters.

Open-Ended Question or Get Inspired

To answer an Open-Ended question, roll 1d6 once on each of 

the Inspiration tables (roll at least a verb and a noun, adjec­

tives are optional).

When the story ends

At the end of the adventure you may add another trait to the 

character. It is better that this is related to how the story just 

ended and can be either a Skill, Gear, a new Frailty, or even a 

new Nemesis! You can also modify an existing trait to better 

represent an enhanced expertise.

Also update the list of NPCs, Locations, and Events that may 

show up again in future adventures.

Exploring the World
Legends of Camelot encourages exploration and adventure. 

Your character will traverse medieval Britain, encountering 

mystical creatures, ancient ruins, and legendary artifacts.
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Preparation

• Define Your Destination: Choose a specific location on 

your map (hand-drawn or provided) or have the Oracle 

(dice rolls) determine a general direction and a rumor 

about a point of interest.

• Choose Your Mode of Travel: Consider your character’s 

skills, resources, and the desired speed of travel.

• Stock Up: Gather supplies based on your chosen travel 

time and potential hazards.

The Journey

Land Exploration

• Navigation Check: Roll a d6 to navigate. On a 4+, navigate 

successfully. On a 3 or less, consult the “Land Encounters” 

table for a random encounter or complication.

• Weather Check: Every d6 hours roll a d6. On a 1 or 2, 

encounter rough weather (rain, storms) that may cause 

delays or difficulties.

• Scouting Check (optional): Attempt to scout the area. 

Before entering an unexplored area, roll a d6. On a 4+, gain 

a brief glimpse of the surrounding terrain and potential 

dangers. On a 3 or less, you miss crucial details.

Reaching Your Destination

Upon reaching your destination, consult your map or the Or­

acle for details about the location and potential encounters. 

This could be a bustling city, a forgotten ruin, a hidden valley 

inhabited by strange creatures, or anything your imagina­

tion conjures. Use your character’s skills and the exploration 

mechanics to overcome challenges, gather information, and 

uncover the secrets of Legends of Camelot.
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Setting Information

The Historical Context

Post-Roman Britain

After the withdrawal of the Roman Empire in the early 5th 

century, Britain found itself in a state of fragmentation and 

turmoil. The once-unified province, protected and governed 

by Roman authority, splintered into numerous smaller king­

doms and tribes, each vying for control and dominance. This 

period, often referred to as the Dark Ages, was marked by a 

lack of centralized power, frequent conflicts, and a struggle 

for survival among the various factions.

• Fragmentation and Kingdoms: Without the unifying force 

of Rome, Britain became a patchwork of petty kingdoms 

and tribal territories. Local warlords and chieftains, many 

of whom claimed noble or royal lineage, sought to estab­

lish their own domains. Prominent among these were 

the kingdoms of Dumnonia, Powys, Gwynedd, and others, 

each with its own culture, traditions, and ambitions.

• Power Struggles: These smaller kingdoms frequently en­

gaged in warfare against each other, forming and breaking 

alliances as they sought to expand their territories and 

secure their borders. The lack of a central authority led to 

a volatile political landscape, where loyalty was often fluid 

and short-lived.

Saxon Invasions

Amidst the internal strife, Britain faced an external threat 

from the Saxons, a confederation of Germanic tribes seeking 

new lands to settle. The Saxons launched repeated invasions, 

aiming to conquer and colonize Britain, further destabilizing 

the region.
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• Initial Raids: The Saxons began their incursions with 

coastal raids, targeting vulnerable villages and towns. 

These raids gradually escalated into larger, more organized 

invasions, with Saxon warbands penetrating deeper into 

the British heartland.

• Major Battles: Significant battles such as the Battle of 

Badon Hill, where Arthur is said to have led the Britons to 

victory, became crucial in the defense against the Saxons. 

Despite occasional victories, the threat remained persis­

tent, with the Saxons establishing footholds in various 

parts of the island.

• Cultural Impact: The Saxon presence introduced new cul­

tural elements, influencing local customs, language, and 

warfare. However, it also reinforced the Britons’ sense of 

identity and resistance, galvanizing efforts to preserve their 

way of life.

Celtic Influence

Despite the chaos, the remnants of Celtic culture continued 

to thrive, influencing the emerging Arthurian ideals and pro­

viding a rich tapestry of traditions, beliefs, and practices.

• Language and Art: The Celtic language, art, and crafts­

manship remained integral to British society. Intricate 

knotwork designs, metalwork, and oral storytelling tradi­

tions preserved the legacy of the Celts. Bards and poets 

played a crucial role in maintaining cultural continuity 

through their songs and tales.

• Religion and Beliefs: While Christianity was spreading, 

many Britons still adhered to Celtic paganism. Sacred 

groves, stone circles, and druidic rituals were part of every­

day life. Druids, as spiritual leaders, conducted ceremonies 

and provided guidance, ensuring that the ancient beliefs 

were not entirely eclipsed by the new religion.
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• Integration with Arthurian Ideals: The Arthurian legend 

itself is deeply rooted in Celtic mythology. Arthur’s connec­

tion to mystical elements, such as his supposed resting 

place in Avalon and his association with magical figures 

like Merlin, reflects the enduring influence of Celtic lore. 

The blending of Christian and pagan elements in the leg­

ends mirrors the cultural syncretism of the time.

Myths and Legends

Arthurian Legends

The Arthurian legends form the backbone of the setting 

in Legends of Camelot, bringing together a wealth of tales 

that have been told and retold through the centuries. These 

stories revolve around the iconic characters and epic quests 

that define the mythos of Camelot.

• The Sword in the Stone: One of the most famous stories, 

this legend tells how a young Arthur, guided by the wizard 

Merlin, pulls the magical sword Excalibur from a stone, 

proving his right to the throne of Britain. This act marks the 

beginning of Arthur’s legendary reign.

• The Holy Grail: The quest for the Holy Grail, a sacred vessel 

said to grant eternal life and divine favor, is one of the 

most important and challenging quests undertaken by the 

Knights of the Round Table. Sir Galahad, Sir Percival, and Sir 

Bors are among the knights who seek this holy relic, each 

facing trials that test their purity, faith, and valor.
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• The Knights of the Round Table: Arthur gathers the 

bravest and noblest knights in his court, creating the 

legendary Round Table, symbolizing equality and unity. 

Among these knights are Sir Lancelot, renowned for his 

martial prowess and tragic love affair with Queen Guine­

vere; Sir Gawain, known for his unwavering honor and 

courage; and Sir Tristan, famed for his ill-fated romance 

with Isolde.

• Merlin: The enigmatic wizard Merlin serves as Arthur’s ad­

visor and protector. His magical abilities and deep wisdom 

play a crucial role in shaping Arthur’s destiny and the fate 

of Camelot. Merlin’s influence is felt in many aspects of the 

legends, from the founding of Camelot to the guiding of 

the knights on their quests.

• Morgana le Fay: A powerful sorceress and Arthur’s half-

sister, Morgana le Fay is both an adversary and a complex 

character in the legends. Her actions, driven by a mix of 

ambition, jealousy, and sometimes genuine concern, often 

bring conflict and turmoil to Camelot.

Local Legends

Beyond the well-known Arthurian tales, the land is rich with 

regional myths and folklore that add depth and variety to the 

setting.

• The Green Knight: A mysterious and formidable figure, 

the Green Knight challenges Sir Gawain to a beheading 

game, testing the knight’s courage and integrity. This tale 

explores themes of honor, temptation, and the supernat­

ural.
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• The Curse of Lyonesse: Lyonesse, a sunken kingdom said 

to lie beneath the waves off the coast of Cornwall, is a place 

of tragedy and lost glory. Legends speak of its curse and 

the noble souls who perished with it, inspiring quests to 

uncover its secrets and treasures.

• The Prophecy of the Once and Future King: According 

to this prophecy, Arthur is destined to return in Britain’s 

greatest hour of need. This legend keeps the hope alive 

that Arthur will rise again to save his people, a recurring 

theme that influences the actions and beliefs of many 

characters.

Heroic Deeds

The world of Camelot is filled with tales of valor and heroism, 

inspiring new adventures and quests for those who seek to 

follow in the footsteps of legendary heroes.

• Sir Lancelot’s Rescue of Guinevere: When Queen Guine­

vere is captured by enemy forces or faces execution due 

to accusations of treason, Sir Lancelot’s daring rescue mis­

sions stand as a testament to his love and loyalty, despite 

the personal and political turmoil they cause.

• Sir Gawain and the Green Knight: Sir Gawain’s journey to 

honor his agreement with the Green Knight is filled with 

trials that test his character, culminating in a confrontation 

that reveals the true nature of chivalry and honor.

• The Quest for Excalibur’s Scabbard: Beyond the sword 

itself, the scabbard of Excalibur is said to possess magical 

properties that protect its bearer from harm. Knights and 

adventurers embark on quests to find and retrieve this 

powerful artifact, facing numerous challenges along the 

way.
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• The Siege of Castle Perilous: Sir Percival’s quest to rescue 

a maiden trapped in Castle Perilous involves overcoming 

magical defenses and battling formidable foes, showcas­

ing his bravery and purity.

• Tristan and Isolde’s Tragic Love: The love story of Sir Tris­

tan and Isolde, filled with passion, betrayal, and heartache, 

remains one of the most poignant and enduring tales. 

Their love, often thwarted by external forces and tragic 

circumstances, inspires songs and stories throughout the 

land.

Important Characters

Heroes and Villains

King Arthur - Background: The legendary King of Camelot, 

Arthur was born to Uther Pendragon and Igraine of Cornwall. 

Raised in secrecy and guided by Merlin, he proved his right 

to the throne by pulling Excalibur from the stone. - Motiva

tions: Arthur seeks to bring unity and peace to Britain, 

upholding the ideals of chivalry and justice. - Relationships: 

Arthur is married to Queen Guinevere and is a close ally of 

Merlin. He has a complicated relationship with Morgana le 

Fay and is the father of Mordred. - Player Interaction: Arthur 

can serve as a patron, sending players on quests to defend 

the realm or retrieve powerful artifacts. He can also be a 

source of wisdom and guidance.

Queen Guinevere - Background: The queen of Camelot and 

wife of King Arthur, Guinevere is renowned for her beauty 

and grace. However, her love affair with Sir Lancelot leads to 

great strife within the kingdom. - Motivations: Guinevere is 

driven by a sense of duty to her husband and kingdom, but 

her heart is conflicted by her love for Lancelot. - Relation

ships: Guinevere is Arthur’s wife and Lancelot’s lover. Her 
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affair with Lancelot causes tension with Arthur and other 

knights. - Player Interaction: Guinevere may ask players 

for help in matters of court intrigue or in securing peace be­

tween Lancelot and Arthur. She could also provide valuable 

information or support in quests.

Merlin - Background: The enigmatic wizard and advisor to 

King Arthur, Merlin is a powerful sorcerer with deep knowl­

edge of the mystical and arcane. - Motivations: Merlin is 

committed to guiding and protecting Arthur, ensuring the 

success of his reign and the fulfillment of prophecies. - Rela

tionships: Merlin is a mentor to Arthur and has a complex 

relationship with Morgana le Fay. He often clashes with those 

who misuse magic. - Player Interaction: Merlin can act as a 

mentor to players, teaching them spells or providing magical 

assistance. He may also send them on quests to counteract 

dark magic or retrieve lost relics.

Sir Lancelot - Background: The greatest of the Knights 

of the Round Table, Lancelot is known for his unparalleled 

combat skills and tragic love for Queen Guinevere. - Motiva

tions: Lancelot is driven by his sense of honor and his love 

for Guinevere, often finding himself torn between duty and 

passion. - Relationships: Lancelot is Arthur’s most trusted 

knight and Guinevere’s lover. His affair with Guinevere leads 

to a rift with Arthur and other knights. - Player Interaction: 

Lancelot can join players on quests, offer combat training, or 

seek their help in matters related to his love for Guinevere 

and loyalty to Arthur.

Morgana le Fay - Background: A powerful sorceress and 

half-sister to King Arthur, Morgana le Fay is a complex char­

acter often portrayed as both an adversary and a tragic 

figure. - Motivations: Morgana is driven by a desire for power, 

revenge against Arthur, and sometimes a genuine concern 
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for her family’s legacy. - Relationships: Morgana is Arthur’s 

half-sister, Merlin’s rival, and Mordred’s ally. Her relationships 

are often fraught with tension and betrayal. - Player Inter

action: Morgana can serve as an antagonist, opposing the 

players’ efforts. Alternatively, she may form uneasy alliances 

with players to achieve mutual goals.

Mordred - Background: The illegitimate son of King Arthur 

and Morgause, Mordred is a central figure in the downfall 

of Camelot. - Motivations: Mordred seeks to usurp Arthur’s 

throne, driven by resentment and a desire for power. - Rela

tionships: Mordred is Arthur’s son and enemy, allied with 

Morgana and other foes of Camelot. - Player Interaction: 

Mordred can be a primary antagonist, leading forces against 

Camelot. Players might confront him directly or work to 

undermine his schemes.

Legendary Figures

Sir Gawain - Background: Nephew to King Arthur and one 

of the most honorable knights, Gawain is known for his 

strength, loyalty, and the tale of his encounter with the Green 

Knight. - Motivations: Gawain is committed to upholding 

the chivalric code and protecting Camelot. - Player Interac

tion: Gawain can be a steadfast ally, providing support in 

battles and quests. He may also offer players guidance on 

matters of honor and courage.

Sir Galahad - Background: The purest and most virtuous 

knight, Galahad is the son of Sir Lancelot and Elaine of 

Corbenic. He is famed for his successful quest for the Holy 

Grail. - Motivations: Galahad seeks spiritual perfection and 

the fulfillment of divine quests. - Player Interaction: Galahad 

can inspire players to undertake noble quests and assist in 

matters requiring moral integrity and purity.
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The Lady of the Lake - Background: A mystical figure who 

gives Arthur the sword Excalibur and later plays a crucial role 

in the legends of Camelot. - Motivations: The Lady of the 

Lake seeks to maintain the balance of magic and support 

Arthur’s reign. - Player Interaction: She can offer magical ar­

tifacts, guidance, or quests that involve the mystical aspects 

of the setting.

Tristan and Isolde - Background: A tragic couple whose 

love story is one of the most poignant in Arthurian legend. 

Tristan, a knight, and Isolde, a princess, fall in love despite 

Isolde being promised to another. - Motivations: Their love 

for each other, despite the obstacles, drives their actions 

and ultimately leads to their tragic fate. - Player Interaction: 

Players might aid Tristan and Isolde in their struggles, seek 

to resolve their conflicts, or be inspired by their tale in their 

own quests for love and honor.

Player Interaction

The interaction with these characters can significantly im­

pact the player’s adventures:

• Quest Givers: Key characters like King Arthur, Merlin, and 

Guinevere can serve as quest givers, assigning tasks that 

range from diplomatic missions to dangerous battles and 

magical explorations.

• Allies and Mentors: Characters such as Sir Lancelot, Sir 

Gawain, and Sir Galahad can accompany players on their 

quests, providing guidance, combat support, and moral 

advice.

• Antagonists: Villains like Morgana le Fay and Mordred 

can create conflict and opposition, challenging players to 

thwart their schemes and protect Camelot.
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• Mystical Encounters: Interactions with characters like the 

Lady of the Lake or Merlin can introduce magical elements, 

offering enchanted items, cryptic prophecies, or tasks that 

delve into the supernatural.

• Romantic and Tragic Elements: Stories involving charac­

ters like Lancelot and Guinevere, or Tristan and Isolde, can 

add layers of romance and tragedy, influencing players’ 

decisions and adding emotional depth to their adventures.

Geography

The Mythical Britain

• Landscape: Britain is a land of striking natural beauty and 

diversity, featuring dense forests teeming with wildlife, 

rolling hills covered in lush greenery, and rugged coastlines 

where waves crash against steep cliffs. Mystical lakes and 

rivers, such as the Lady of the Lake’s domain, add an ele­

ment of enchantment to the landscape. The land is dotted 

with ancient stone circles, standing stones, and sacred 

groves, remnants of a time when the druids held sway.
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• Regions and Kingdoms:

‣ Dumnonia: Located in the southwest, this kingdom is 

known for its deep forests and coastal cliffs. It is a friendly 

territory, often allied with Camelot.

‣ Powys: In the heart of Wales, Powys is a mountainous 

region with strong Celtic traditions and independent 

chieftains. It is a mixed territory with both allies and rivals.

‣ Gwynedd: Another Welsh kingdom, Gwynedd is a place 

of rugged terrain and fierce warriors. Its leaders are wary 

of Arthur’s influence but respect his power.

‣ Lothian: To the north, this region is ruled by King Lot, 

an initially hostile territory that becomes a reluctant ally 

after Arthur marries Lot’s daughter.

‣ Mercia and Wessex: Eastern and southern regions 

where Saxon invaders have established strongholds, pos­

ing a constant threat to Camelot.

• Notable Locations:

‣ Forest of Broceliande: A legendary forest filled with an­

cient trees, magical creatures, and hidden secrets. It is 

said to be the home of the enchanter Merlin and contains 

many portals to other realms.

‣ Tintagel Castle: Perched on a dramatic cliffside, this cas­

tle is the birthplace of King Arthur. It is a place of powerful 

magic and historical significance.

‣ Glastonbury Tor: A hill with a mystical aura, believed to 

be a gateway to Avalon. The Tor is often shrouded in mist 

and holds ancient secrets beneath its surface.
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Camelot

• The Castle: Camelot Castle is an architectural marvel, with 

tall, sturdy walls and towering spires that can be seen 

from miles away. The grand halls are adorned with tapes­

tries depicting legendary battles and heroic deeds. The 

Round Table chamber, a symbol of equality and unity, is a 

majestic room where the knights gather to discuss their 

quests and the kingdom’s affairs. The castle’s fortifications 

are designed to withstand sieges, with strategically placed 

towers and gates.

• The City: Surrounding the castle is a bustling town, filled 

with the sounds of merchants plying their trades, children 

playing in the streets, and town criers announcing the 

latest news. The markets are vibrant with vendors selling 

everything from fresh produce to magical trinkets. The 

homes range from humble cottages to the more elaborate 

residences of nobles. Temples dedicated to various gods 

and saints provide spiritual solace to the inhabitants.

• Significant Buildings:

‣ Merlin’s Tower: A mysterious and ancient structure 

where the wizard Merlin resides. It is filled with arcane 

artifacts, alchemical ingredients, and countless books of 

magic and prophecy.

‣ The Knight’s Quarters: A series of barracks and private 

rooms where the Knights of the Round Table live when 

they are not on quests. It is a place of camaraderie and 

training.

‣ The Royal Chapel: A serene and sacred space within the 

castle where the royal family and knights go to pray and 

seek guidance. It is also the site of many important cere­

monies and rituals.

38



Avalon

• The Mystical Isle: Avalon is a hidden island of unparalleled 

beauty, shrouded in perpetual mist that keeps it concealed 

from the outside world. It can only be reached by those 

who are guided by magic or possess true knowledge of its 

location. The island is a haven of tranquility and enchant­

ment, where time seems to flow differently.

• Key Features:

‣ Enchanted Apple Orchards: These orchards produce 

fruit with magical properties, offering healing and pro­

longed life to those who partake.

‣ Healing Springs: Natural springs that bubble with crys­

tal-clear water, known to cure ailments and restore vigor. 

Many come to Avalon seeking these miraculous waters.

‣ The Great Hall: The majestic residence of the Lady of 

the Lake, the hall is a place of both regal splendor and 

profound mystery. It serves as a meeting place for those 

seeking her counsel and aid.

• Role in the Setting:

‣ Avalon serves as a place of refuge and healing for 

Arthur and his knights, especially after grievous battles or 

quests. It is also a source of powerful magic and ancient 

wisdom, often providing the heroes with the knowledge 

or artifacts they need to succeed in their endeavors. The 

island’s mystical nature makes it a sanctuary from the 

troubles of the mortal world.

39



Exotic Locations

• Mystical Places:

‣ Enchanted Forests: These forests are filled with magical 

creatures, ancient spirits, and hidden dangers. They are 

places where the veil between worlds is thin, and adven­

turers can find themselves in realms of faerie or other 

mystical dimensions.

‣ Hidden Valleys: Secluded and often enchanted, these 

valleys are home to hermits, mystical beings, or lost civi­

lizations. They hold secrets and treasures waiting to be 

discovered.

• Foreign Lands:

‣ Rome: The heart of the former Roman Empire, still a 

place of grandeur and political intrigue. Diplomats and 

traders from Camelot might travel here seeking alliances 

or knowledge.

‣ Byzantium: The rich and powerful Eastern Roman Em­

pire, known for its opulence and advanced knowledge. 

It is a center of trade and culture, offering exotic goods 

and ideas.

‣ Eastern Kingdoms: Distant lands such as Persia, India, or 

China, known for their exotic cultures, magical traditions, 

and rare treasures. These lands are often the destination 

of far-reaching quests.
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• Underwater Realms:

‣ Atlantean Ruins: Sunken cities and remnants of a lost 

civilization beneath the sea, filled with ancient technol­

ogy and magic. They are often guarded by sea creatures 

and hold untold treasures.

‣ Merfolk Kingdoms: Underwater realms ruled by merfolk, 

with intricate coral castles and vibrant marine life. These 

kingdoms can be allies or adversaries, depending on the 

players’ actions.

Political Landscape

Governance

The governance of Camelot and the surrounding kingdoms 

is a complex tapestry of feudal hierarchy, noble obligations, 

and ancient traditions. At the heart of this structure is the 

king, supported by a network of nobles, advisors, and coun­

cils.

• King: King Arthur, as the ruler of Camelot, is the ultimate 

authority, embodying the ideals of justice, chivalry, and 

leadership. His decisions shape the kingdom’s policies and 

direction.

• Nobles: Below the king are the nobles, including dukes, 

earls, and barons, who govern their respective territories. 

These nobles swear fealty to the king and are responsible 

for managing their lands, collecting taxes, and providing 

military support.

• Councils: Key decisions are often made in consultation 

with councils. The most important of these is the Round 

Table, composed of the kingdom’s most trusted knights 

and advisors. The council deliberates on matters of state, 

strategy, and justice.
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• Advisors: Figures such as Merlin, the king’s wizard and 

chief advisor, play crucial roles in guiding the king and the 

court on matters of magic, prophecy, and strategy.

• Local Governance: In towns and villages, governance is 

typically managed by local lords or reeves, who oversee 

day-to-day affairs and report to the regional nobles.

Alliances and Rivalries

The political landscape of Britain during King Arthur’s reign 

is marked by a web of alliances and rivalries, both within and 

outside the kingdom.

• Allies of Camelot:

‣ Dumnonia: A steadfast ally to Camelot, providing military 

support and resources.

‣ Powys: Though its allegiance can be fickle, Powys often 

stands with Camelot against common threats.

‣ Lothian: Initially a rival, but through Arthur’s marriage to 

Guinevere, a tenuous alliance is formed.

• Rivals and Enemies:

‣ Saxons: Persistent invaders seeking to conquer Britain, 

posing a constant threat to Camelot’s stability.

‣ Mordred and His Followers: A significant internal threat, 

Mordred’s ambition to overthrow Arthur creates deep 

divisions and strife within Camelot.

‣ Morgana le Fay: An enigmatic adversary whose shifting 

loyalties and powerful magic make her both a formidable 

foe and occasional ally.
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• Foreign Relations:

‣ Rome: Relations with the remnants of the Roman Empire 

are marked by diplomacy and trade, with occasional mil­

itary alliances against common foes.

‣ Byzantium: Known for its wealth and knowledge, 

Camelot maintains a cautious but beneficial relationship, 

exchanging scholars and traders.

Laws and Justice

The legal system in Camelot is a blend of chivalric code, cus­

tomary law, and the king’s edicts, all aimed at maintaining 

order and justice throughout the kingdom.

• Chivalric Code: The Knights of the Round Table uphold the 

chivalric code, which emphasizes virtues such as bravery, 

courtesy, honor, and loyalty. This code influences both per­

sonal conduct and the administration of justice.

• Royal Edicts: King Arthur’s decrees form the backbone of 

Camelot’s legal system, addressing everything from land 

rights to criminal offenses. These edicts are enforced by the 

nobles and local lords.

• Common Law: Local customs and traditions play a signif­

icant role in everyday legal matters, particularly in rural 

areas. Disputes are often settled by community elders or 

local courts.

• Trials by Combat: For matters of honor or significant dis­

putes, trials by combat are a common practice. Champions 

represent the parties involved, and the outcome is believed 

to be determined by divine will.

• The Knights of the Round Table: As enforcers of the king’s 

law and protectors of the realm, the knights play a cru­

cial role in maintaining peace and order. They undertake 

quests to right wrongs, protect the innocent, and dispense 

justice.
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Culture

Chivalric Code

The chivalric code is the moral and social framework that 

guides the actions of knights and nobles in Camelot. It 

encompasses virtues that are central to the Arthurian ideal, 

setting a standard for behavior that all strive to uphold.

• Bravery: Courage in the face of danger is paramount. 

Knights are expected to confront their fears and face 

threats head-on, protecting the realm and its people with 

valor.

• Courtesy: Politeness and respect towards others, espe­

cially those of lower status, are crucial. Courtesy extends 

to all interactions, ensuring that even enemies are treated 

with a degree of respect.

• Honor: A knight’s word is his bond. Integrity and honesty 

are non-negotiable, and breaking one’s oath can lead to 

disgrace and exile.

• Gallantry: Protecting the weak and defending the honor of 

women are central tenets. Knights are expected to act with 

kindness, generosity, and compassion, especially towards 

those in need.

• Justice: Upholding the law and delivering fair judgment 

is a knight’s duty. They must ensure that wrongdoings are 

punished and that righteousness prevails.

• Loyalty: Devotion to the king, the kingdom, and fellow 

knights is essential. Betrayal is one of the gravest sins a 

knight can commit.

• Piety: While the chivalric code is largely secular, a sense 

of divine mission and respect for the Church’s teachings 

underpin a knight’s actions, blending Christian virtues with 

the knightly ethos.
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Daily Life

Daily life in Camelot varies greatly depending on one’s social 

class, but it is united by a shared culture and common goals.

• Peasants: The backbone of society, peasants work the 

land, growing crops and tending livestock. Their days are 

long and filled with hard labor, but village life also offers 

moments of communal gathering and celebration.

‣ Routine: From sunrise to sunset, peasants tend to fields, 

repair tools, and care for animals. Evenings might involve 

simple meals, storytelling, and rest.

‣ Community: Villages are tight-knit, with everyone pitch­

ing in to help with seasonal tasks such as planting 

and harvesting. Festivals and fairs provide much-needed 

breaks from labor.

• Craftsmen: Skilled workers such as blacksmiths, weavers, 

and carpenters, craftsmen create goods essential for every­

day life and the economy.

‣ Routine: Crafting goods, trading in markets, and fulfilling 

commissions from nobles and knights. Apprenticeships 

are common, with young people learning trades from 

masters.

‣ Workshops: Crafting takes place in workshops that are 

often part of the home. These spaces are filled with tools, 

raw materials, and finished products.
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• Nobility: Nobles oversee land and ensure the king’s laws 

are upheld. They live more comfortably, with access to 

better food, clothing, and education.

‣ Routine: Administrative duties, managing estates, at­

tending court, and engaging in leisure activities such as 

hunting and falconry. Socializing and political maneuver­

ing are part of their daily life.

‣ Education: Nobles receive education in various fields, 

including literature, martial skills, and the arts. Tutors and 

bards play significant roles in their upbringing.

• Clergy: The clergy, including priests, monks, and nuns, play 

a crucial role in the spiritual life of Camelot. They conduct 

religious services, care for the sick, and educate the young.

‣ Routine: Prayers, sermons, teaching, and performing 

sacraments. Monks and nuns also engage in manual 

labor, such as gardening or copying manuscripts.

‣ Religious Duties: The clergy is responsible for maintain­

ing churches, conducting rituals, and providing spiritual 

guidance to the populace.

Festivals and Traditions

Cultural events and traditions play a vital role in the social 

fabric of Camelot, offering moments of joy, reflection, and 

communal bonding.
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• Tournaments: Grand events where knights showcase their 

martial skills in jousting, melee combat, and archery con­

tests. These tournaments attract spectators from all walks 

of life and serve as opportunities for nobles to display their 

prowess and win favor.

‣ Jousting: The highlight of any tournament, where 

knights on horseback charge at each other with lances, 

aiming to unseat their opponent.

‣ Feasts: Accompanying the tournaments are lavish feasts 

where attendees enjoy food, drink, music, and dance.

• Feasts and Banquets: Celebrations held to mark victories, 

alliances, and other significant events. These gatherings 

feature abundant food, drink, entertainment, and socializ­

ing.

‣ Seasonal Feasts: Celebrations like harvest festivals and 

midwinter feasts mark the changing seasons and ensure 

communal unity.

‣ Noble Banquets: Held in castles, these banquets are op­

portunities for political maneuvering, alliance-building, 

and showcasing wealth.

• Religious Ceremonies: Regular church services, holy days, 

and pilgrimages form the backbone of spiritual life. Major 

Christian holidays such as Easter and Christmas are cele­

brated with special masses and communal gatherings.

‣ Holy Days: Specific days dedicated to saints or events in 

the Christian calendar, marked by church services, pro­

cessions, and communal prayers.

‣ Pilgrimages: Journeys to holy sites, such as Glastonbury, 

undertaken for spiritual renewal and penance.
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• Local Traditions: Each region has its own customs, often 

rooted in ancient Celtic practices. These might include May 

Day celebrations, solstice rituals, and local fairs.

‣ May Day: A celebration of spring with dancing around 

the maypole, flower crowns, and communal feasting.

‣ Solstice Rituals: Observed by those with lingering pagan 

beliefs, these rituals mark the longest and shortest days 

of the year with bonfires and offerings.

Daily Life and Society

Social Hierarchy

The social hierarchy in Camelot is a well-defined system that 

determines the roles, responsibilities, and privileges of each 

class. This structure helps maintain order and supports the 

kingdom’s functioning.

• Peasants and Serfs: At the base of the social pyramid, 

peasants and serfs work the land and provide essential 

goods and services. Serfs are bound to the land they work 

on and owe their labor to the local lord. Peasants, while still 

poor, have more freedom and can own small plots of land.

‣ Responsibilities: Tending crops, raising livestock, paying 

taxes, and providing labor for the lord’s projects.

‣ Privileges: Limited, but they have the right to protection 

by their lord and access to communal resources like mills 

and ovens.
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• Craftsmen and Merchants: Skilled workers and traders 

who create goods and conduct commerce within and be­

yond the kingdom. They occupy a middle status and often 

live in towns.

‣ Responsibilities: Producing quality goods, participating 

in trade, and paying taxes or guild dues.

‣ Privileges: Greater economic mobility, the ability to join 

guilds, and the opportunity to accumulate wealth.

• Knights: Warrior nobles who have sworn fealty to a lord 

or the king. They are trained in combat and uphold the 

chivalric code. Knights often oversee lands granted to them 

in exchange for their service.

‣ Responsibilities: Defending the realm, maintaining or­

der, and protecting the weak. They also manage their 

estates and ensure their serfs’ welfare.

‣ Privileges: Land ownership, social respect, and the right 

to participate in tournaments and court affairs.

• Nobility: High-ranking individuals, including dukes, earls, 

and barons, who own vast estates and wield significant 

political power. They are key advisors to the king and often 

serve in his council.

‣ Responsibilities: Governing their territories, administer­

ing justice, collecting taxes, and providing military sup­

port to the king.

‣ Privileges: Significant wealth, influence in court, and the 

right to pass on titles and lands to their heirs.
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• Royalty: The king and his immediate family, who sit at 

the pinnacle of society. They are the ultimate authority in 

the kingdom, responsible for its overall governance and 

defense.

‣ Responsibilities: Making laws, leading the military, and 

maintaining diplomatic relations.

‣ Privileges: Supreme power, extensive land holdings, and 

the ability to bestow titles and favors.

Family and Marriage

Family life and marriage are fundamental aspects of society, 

deeply rooted in tradition and social obligations.

• Family Structure: Families are typically patriarchal, with 

the male head of the household holding primary authority. 

Extended families often live together or near each other, 

supporting communal life.

‣ Roles: Men are usually responsible for external affairs like 

work and defense, while women manage the household, 

care for children, and participate in local trade or crafts.

• Marriage Customs: Marriages are often arranged to 

strengthen alliances and secure property. Love matches 

are less common, especially among the nobility.

‣ Betrothal: Engagements are often formalized in child­

hood, with negotiations involving dowries and land.

‣ Ceremonies: Weddings are significant social events, cel­

ebrated with feasts, music, and dancing. Religious rites 

conducted by clergy bless the union.
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• Inheritance: Property and titles are typically passed down 

through male heirs. Primogeniture (the right of the first­

born son) is common, though provisions are often made for 

younger children.

‣ Dowries: Women bring dowries into marriage, consist­

ing of money, goods, or land, which can enhance their 

husband’s wealth and status.

‣ Wills and Estates: Detailed wills are drawn up to ensure 

proper distribution of an individual’s estate upon their 

death, often leading to legal disputes if contested.

Education and Knowledge

Education in Camelot varies by social class but plays a vital 

role in preserving and imparting knowledge across genera­

tions.

• Monasteries: Centers of learning and scholarship, where 

monks and nuns transcribe texts, study scriptures, and 

teach literacy and religious doctrine.

‣ Scriptoria: Dedicated rooms where manuscripts are 

copied and illuminated, preserving religious and classical 

texts.

‣ Libraries: Collections of books and scrolls that serve as 

repositories of knowledge, accessible primarily to clergy 

and scholars.
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• Nobility and Knights: Young nobles and knights receive 

education in various disciplines, including martial training, 

etiquette, languages, and arts.

‣ Tutors: Private tutors, often scholars or clergy, are em­

ployed to educate noble children in their homes or 

castles.

‣ Pages and Squires: Boys serving as pages and squires 

receive practical training in chivalry, combat, and courtly 

manners, preparing them for knighthood.

• Guilds and Apprenticeships: Craft guilds provide voca­

tional training for young craftsmen through apprentice­

ships, ensuring skills are passed down and maintained.

‣ Apprentices: Young people work under a master crafts­

man, learning the trade through hands-on experience 

and formal instruction.

‣ Journeymen: After completing their apprenticeship, in­

dividuals travel to different towns to hone their skills 

before becoming master craftsmen.

• Common Education: For peasants and commoners, edu­

cation is rudimentary, often limited to basic skills needed 

for farming, trade, or household management.

‣ Village Elders: Elders and experienced members of the 

community pass down practical knowledge and tradi­

tions orally.

‣ Church Schools: Some villages have church-sponsored 

schools where children learn basic reading, writing, and 

religious teachings.
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Conflicts and Warfare

Military Structure

The military structure in Camelot is organized hierarchically, 

reflecting the feudal system and emphasizing the roles and 

responsibilities of various combatants.

• King and Commanders: At the top of the military hierar­

chy is King Arthur, who acts as the supreme commander 

of Camelot’s forces. He is supported by high-ranking 

nobles and experienced knights who serve as generals 

and commanders, leading troops into battle and devising 

strategies.

• Knights: The backbone of Camelot’s military, knights are 

heavily armored cavalry who are skilled in combat and 

bound by the chivalric code. Each knight typically com­

mands a contingent of soldiers and serves as a vassal to a 

higher noble or directly to the king.

‣ Roles: Leading charges, engaging enemy knights in 

combat, and acting as the elite force in battle. Knights 

also perform reconnaissance and serve as tactical advi­

sors.

‣ Training: Extensive training from a young age in horse­

manship, swordsmanship, jousting, and tactics. Pages 

and squires support knights and learn the trade.

• Archers: Vital to the success of any military campaign, 

archers provide ranged support, weakening enemy lines 

before the main assault.

‣ Roles: Skirmishing, harassing enemy troops, defending 

fortifications, and providing cover for advancing soldiers.

‣ Equipment: Longbows or crossbows, light armor, and 

often secondary weapons for close combat.
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• Foot Soldiers: The bulk of the army, composed of com­

moners and conscripts who serve as infantry.

‣ Roles: Forming the main battle line, engaging in hand-

to-hand combat, holding positions, and participating in 

sieges.

‣ Equipment: Spears, swords, shields, and basic armor. 

Training varies, with some being professional soldiers 

and others hastily conscripted peasants.

• Engineers and Siege Specialists: Essential for construct­

ing siege engines, fortifications, and managing logistics.

‣ Roles: Building and operating siege equipment like tre­

buchets, battering rams, and siege towers. Engineers also 

fortify defensive positions and repair structures.

‣ Equipment: Tools for construction, materials for building 

siege engines, and protective gear.

• Support Units: Including medics, supply officers, and 

camp followers who ensure the army’s operational effec­

tiveness.

‣ Roles: Providing medical care, transporting supplies, 

cooking, and maintaining morale.

‣ Equipment: Medical supplies, transport vehicles, and ba­

sic defensive weapons.

Common Tactics and Strategies

The tactics and strategies employed in Camelot’s battles re­

flect the era’s military practices, combining brute force with 

strategic ingenuity.

• Shield Wall Formation: Infantry form a dense, interlocking 

line of shields to create a defensive barrier, protecting 

against enemy charges and arrows.

‣ Purpose: To absorb initial enemy attacks and hold the 

line while archers and cavalry prepare to counter-attack.
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• Cavalry Charges: Knights mounted on horseback charge 

at high speed, using their lances to break enemy lines and 

cause chaos.

‣ Purpose: To disrupt and scatter enemy formations, mak­

ing it easier for infantry to engage and defeat them.

• Archery Barrages: Massed archers release volleys of ar­

rows to weaken and demoralize enemy troops before the 

main engagement.

‣ Purpose: To reduce the effectiveness of the enemy 

forces, target key personnel, and create openings for 

assaults.

• Flanking Maneuvers: Units attempt to move around the 

enemy’s sides to attack from unexpected directions, dis­

rupting command and control.

‣ Purpose: To encircle the enemy, cutting off retreat and 

supply lines, and forcing a surrender or rout.

• Siege Warfare: During sieges, attackers employ a variety of 

methods to breach fortified positions, including tunneling, 

battering rams, and siege towers.

‣ Purpose: To overcome castle defenses, gain entry, and 

force the defenders to surrender or face annihilation.

• Defensive Strategies: Defenders use fortifications, traps, 

and strategic positioning to withstand sieges and enemy 

attacks.

‣ Purpose: To protect key locations, delay attackers, and 

wait for reinforcements or force the enemy to retreat.

Famous Battles

The history of Camelot and its surrounding regions is marked 

by several key battles that have shaped the political land­

scape and defined the era.
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• Battle of Badon Hill: A pivotal battle where Arthur, wield­

ing Excalibur, leads his forces to a decisive victory against 

the Saxon invaders. This battle solidifies Arthur’s reputation 

as a legendary king and protector of Britain.

‣ Significance: Demonstrates Arthur’s tactical brilliance 

and unites the Britons against a common enemy, tem­

porarily halting the Saxon advance.

• Siege of Camelot: A prolonged and intense siege where 

Mordred’s forces, aided by dark magic, attempt to over­

throw Arthur. The siege tests the fortifications of Camelot 

and the resolve of its defenders.

‣ Significance: Highlights the internal strife within 

Camelot and the personal betrayal by Mordred, leading 

to dramatic and tragic consequences.

• Battle of Camlann: The final, fateful confrontation be­

tween Arthur and Mordred. Both leaders are mortally 

wounded, leading to the fall of Camelot and the end of 

Arthur’s reign.

‣ Significance: Marks the end of the Arthurian era and the 

fragmentation of the once-unified kingdom, cementing 

the legend of the Once and Future King.

• Skirmishes with the Picts: Numerous smaller battles and 

raids against the Pictish tribes in the north, who frequently 

challenge Camelot’s borders.

‣ Significance: These skirmishes demonstrate the ongo­

ing threats from multiple fronts and the need for con­

stant vigilance and military readiness.

56



• Battle of Mount Badon: Often conflated with the Battle of 

Badon Hill, this engagement is another significant victory 

for Arthur against the Saxons, further securing his legend.

‣ Significance: Reinforces the unity of the Britons under 

Arthur’s leadership and deters further Saxon invasions for 

a time.

Technology

Medieval Innovations

The technology of the 6th century in Camelot reflects the 

ingenuity and resourcefulness of its people, blending prac­

tical advancements with mystical elements.

• Blacksmithing: Blacksmiths are highly valued for their skill 

in forging weapons, tools, and armor. Techniques include:

‣ Iron and Steel Work: Crafting swords, axes, and other 

weapons with a blend of iron and steel to increase dura­

bility and sharpness.

‣ Horseshoes: Essential for cavalry, ensuring horses are 

well-shod for battle and travel.

‣ Tools and Implements: Creating farming tools like plows, 

hoes, and sickles to improve agricultural efficiency.

• Construction: Building techniques reflect both Roman in­

fluence and local innovations.

‣ Stone Masonry: Used for constructing castles, churches, 

and bridges, utilizing techniques like mortar mixing and 

stone cutting.

‣ Timber Framing: Common in village homes and smaller 

fortifications, using wooden beams for structural sup­

port.

‣ Roman Roads: Many roads built during Roman times are 

still in use, facilitating trade and movement of armies.
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• Agricultural Techniques: Farming is the backbone of 

Camelot’s economy, employing several key innovations.

‣ Three-Field System: Rotating crops among three fields 

to maintain soil fertility and increase yields.

‣ Irrigation: Basic irrigation techniques to ensure crops 

receive adequate water, especially during dry seasons.

‣ Animal Husbandry: Breeding livestock such as cattle, 

sheep, and pigs for meat, wool, and labor.

Weapons and Armor

The weapons and armor of Camelot are crafted with preci­

sion and often imbued with magical properties, reflecting 

the high standards of the chivalric culture.

• Weapons:

‣ Swords: The primary weapon of knights, ranging from 

arming swords to the legendary Excalibur, known for its 

exceptional sharpness and magical power.

‣ Lances: Used in jousting and cavalry charges, designed 

for breaking enemy lines.

‣ Bows and Crossbows: Longbows for range and power, 

crossbows for their piercing capability and ease of use.

‣ Axes and Maces: Favored by some knights for their abil­

ity to crush armor, often enhanced with runic inscriptions 

for added effect.

‣ Daggers: Secondary weapons for close combat and as a 

tool of last resort.
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• Armor:

‣ Chainmail: The standard for knights, providing a balance 

of protection and flexibility. Often worn with a surcoat 

displaying the knight’s heraldry.

‣ Plate Armor: More advanced and expensive, covering 

vital areas with shaped plates of steel, providing superior 

protection.

‣ Helmets: Various designs, including the great helm for 

full protection and the bascinet for better visibility and 

ventilation.

‣ Shields: Kite shields and heater shields are common, 

often emblazoned with personal or family crests and 

sometimes enchanted for added resilience.

• Magical Enhancements: Many weapons and armor pieces 

are imbued with enchantments, providing benefits such 

as:

‣ Increased Durability: Ensuring weapons and armor 

withstand greater punishment.

‣ Enhanced Sharpness: Blades that can cut through mag­

ical barriers or tougher materials.

‣ Protective Auras: Armor that deflects spells or reduces 

damage from certain attacks.

Infrastructure

The infrastructure of Camelot and its surrounding regions 

plays a crucial role in maintaining connectivity and defense, 

supporting both economic growth and military readiness.
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• Roads:

‣ Roman Roads: Many roads constructed during the Ro­

man occupation remain in use, facilitating efficient travel 

and trade across the kingdom. These roads are well-built, 

straight, and often paved with stones.

‣ Local Paths: Smaller, less formal paths and trails connect 

villages and farmlands, often maintained by local com­

munities.

• Bridges:

‣ Stone Bridges: Built to span rivers and valleys, providing 

critical connections for trade routes and military cam­

paigns. These bridges are sturdy and designed to support 

heavy loads.

‣ Wooden Bridges: More common in rural areas, these 

bridges are quicker to construct and easier to repair, 

though less durable than stone.

• Fortifications:

‣ Castles: The primary defensive structures, built with 

thick stone walls, towers, and gatehouses. Camelot Castle 

is the pinnacle of such fortifications, combining formida­

ble defenses with royal splendor.

‣ Watchtowers: Scattered across the landscape, these 

towers serve as lookout points and early warning systems 

against invasions and raids.

‣ City Walls: Major towns and cities are often surrounded 

by walls to protect against sieges and attacks. These 

walls are equipped with battlements, arrow slits, and re­

inforced gates.

60



• Water Systems:

‣ Aqueducts and Wells: Essential for supplying fresh wa­

ter to towns and castles, often based on Roman designs.

‣ Moats: Surrounding castles and important fortifications, 

moats provide an additional layer of defense, deterring 

attackers and preventing tunneling.

Magic

Nature of Magic

Magic in Camelot is a profound and pervasive force that 

shapes the world and influences many aspects of life. Practi­

tioners of magic are often highly respected, but also feared 

due to their extraordinary powers. Magic is divided into 

several schools, each with its own unique practices and prin­

ciples.

• Elemental Magic: This school harnesses the natural forces 

of the elements—earth, air, fire, and water. Practitioners, 

known as elementalists, can summon and control these 

forces to perform feats such as creating fireballs, summon­

ing storms, or manipulating the ground.

‣ Practices: Elemental magic often involves complex ges­

tures, incantations, and the use of natural objects like 

stones, feathers, or water. Elementalists typically un­

dergo rigorous training to master the balance and control 

required for their art.
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• Divine Magic: Also known as holy or sacred magic, this 

school draws power from divine beings and spiritual 

sources. Practiced by clerics, priests, and paladins, divine 

magic includes healing, blessings, and exorcisms.

‣ Practices: Divine magic requires deep faith and devotion. 

Rituals often involve prayers, hymns, and the use of holy 

symbols such as crosses or relics. Divine magic is seen 

as a gift from the gods, and its practitioners are often 

involved in the church.

• Druidic Magic: Rooted in ancient Celtic traditions, druidic 

magic is deeply connected to nature and the spiritual 

world. Druids use this magic to communicate with animals, 

heal the land, and invoke natural phenomena.

‣ Practices: Druidic magic involves rituals performed in 

sacred groves, often at night or during specific phases 

of the moon. Herbs, animal bones, and sacred plants are 

commonly used. Druids maintain a strong bond with the 

earth and its creatures.

• Arcane Magic: The most scholarly form of magic, arcane 

magic is based on the study of ancient texts and the 

manipulation of mystical energies. Wizards and sorcerers 

use arcane magic for a wide range of effects, from casting 

illusions to teleportation.

‣ Practices: Arcane magic requires years of study and 

the mastery of complex formulas and incantations. Spell­

books, wands, and staffs are typical tools of the trade. 

Arcane magic is often considered the most versatile but 

also the most dangerous.

Magical Beings

The land of Camelot is inhabited by a variety of magical 

creatures, each with their own origins, abilities, and roles in 
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society. These beings are often entwined with the myths and 

legends of the land.

• Dragons: Ancient and powerful, dragons are majestic be­

ings capable of flight and breathing fire. They are often 

hoarders of treasure and symbols of immense strength and 

wisdom.

‣ Abilities: Fire breath, flight, immense strength, and 

sometimes the ability to speak or cast spells.

‣ Roles: Dragons can be both adversaries and allies, often 

guarding important relics or serving as wise mentors to 

those who earn their trust.

• Fairies: Small, winged beings with a close connection to 

nature and magic. Fairies are known for their playful and 

mischievous behavior but can also be fiercely protective of 

their homes.

‣ Abilities: Flight, invisibility, minor spellcasting, and the 

ability to manipulate nature.

‣ Roles: Fairies often serve as guardians of forests and 

natural places, helping or hindering travelers depending 

on their disposition.

• Elves: Graceful and long-lived, elves possess advanced 

magical abilities and a deep connection to the natural 

world. They are known for their beauty, wisdom, and skill in 

both magic and combat.

‣ Abilities: Enhanced senses, agility, longevity, and profi­

ciency in both magic and archery.

‣ Roles: Elves often act as protectors of ancient knowledge 

and keepers of the forest. They may ally with humans in 

times of great need.
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• Goblins: Small, cunning creatures known for their trickery 

and affinity for dark, subterranean places. Goblins are often 

seen as pests but can be dangerous in large numbers.

‣ Abilities: Stealth, trap-making, and minor dark magic.

‣ Roles: Goblins typically inhabit caves and ruins, scaveng­

ing for treasure and causing trouble for unwary adven­

turers.

• Unicorns: Majestic and rare, unicorns are symbols of purity 

and grace. They possess healing abilities and are often 

sought after for their magical properties.

‣ Abilities: Healing, purifying water, and extraordinary 

speed and agility.

‣ Roles: Unicorns are protectors of the innocent and are 

often found in enchanted forests. They are revered and 

protected by those who respect their sanctity.

Spells and Rituals

Magic in Camelot is governed by a set of rules and rituals that 

ensure its proper and safe use. Spells vary in complexity and 

power, and their casting often requires specific components 

and conditions.

64



• Common Spells:

‣ Healing Touch: A basic divine spell that heals minor 

wounds and ailments. Requires the caster to lay hands 

on the injured person and recite a prayer.

‣ Fireball: An elemental spell that conjures a ball of fire 

to hurl at enemies. Requires a clear line of sight and a 

gesture of throwing.

‣ Illusionary Guise: An arcane spell that creates a visual 

illusion to deceive others. Requires concentration and the 

casting of specific runes.

‣ Speak with Animals: A druidic spell that allows the 

caster to communicate with animals. Requires a ritual 

involving animal bones and herbs.

• Significance and Rules:

‣ Preparation: Most spells require preparation, including 

gathering components like herbs, stones, or magical 

symbols. Higher-level spells often need rarer compo­

nents.

‣ Focus and Concentration: Casting a spell requires focus 

and concentration. Distractions can cause the spell to fail 

or have unintended effects.

‣ Limitations: Magic is not limitless. Casters have a finite 

amount of magical energy, which can be exhausted 

through overuse. Rest and meditation are needed to 

recover this energy.

‣ Ethical Use: There are ethical guidelines for the use of 

magic. Dark magic, which involves harm or manipulation 

against others’ will, is generally forbidden and punishable 

by law.
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• Rituals:

‣ Binding Ritual: Used to bind spirits or magical entities 

to an object or location. Requires a circle of protection, 

specific incantations, and offerings.

‣ Harvest Blessing: A druidic ritual performed to ensure 

a bountiful harvest. Involves dancing, chanting, and the 

offering of the first fruits.

‣ Warding Ceremony: A protective ritual that places mag­

ical wards around a home or area. Requires the inscribing 

of runes and the use of protective herbs and stones.

Religion and Spirituality

Major Religions

Religion and spirituality play a crucial role in the cultural and 

social fabric of Camelot, with a dynamic interplay between 

Christianity and ancient pagan traditions.

• Christianity: Christianity is rapidly spreading across Britain, 

heavily influenced by the Roman Church. Churches and 

monasteries are established, becoming centers of learning 

and community life. Christian beliefs focus on the teach­

ings of Jesus Christ, emphasizing compassion, charity, and 

faith in one God.

‣ Influence: Christianity’s influence is growing among the 

nobility and common folk alike, supported by the estab­

lishment of churches and the conversion of influential 

leaders.

‣ Practices: Regular church attendance, prayer, sacra­

ments such as baptism and communion, and the cele­

bration of holy days like Easter and Christmas.
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• Pagan Traditions: Despite the rise of Christianity, many 

Britons still adhere to ancient pagan beliefs, rooted in Celtic 

traditions. These practices emphasize a deep connection to 

nature, the worship of multiple deities, and the celebration 

of natural cycles.

‣ Deities: Worship of gods and goddesses associated with 

natural elements, such as the sun god Belenus, the earth 

goddess Danu, and the water god Manannán mac Lir.

‣ Practices: Rituals conducted in natural settings, offer­

ings to deities, seasonal festivals such as Beltane and 

Samhain, and the veneration of sacred trees and stones.

Religious Figures

Important religious figures in Camelot serve as spiritual 

leaders, healers, and guides, bridging the gap between the 

divine and the mortal world.

• Priests: Christian priests are central to the spiritual life of 

their communities, leading services, administering sacra­

ments, and providing pastoral care.

‣ Roles: Conducting Mass, hearing confessions, perform­

ing baptisms, weddings, and funerals, and offering moral 

and spiritual guidance.

‣ Influence: Priests often hold significant sway in local 

communities, acting as advisors to both nobles and com­

mon folk.
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• Druids: Druids are the keepers of ancient Celtic wisdom, 

serving as priests, judges, and scholars. They are deeply 

respected for their knowledge of the natural world and 

their spiritual authority.

‣ Roles: Conducting rituals, divining the future, mediating 

disputes, and preserving oral traditions and lore.

‣ Influence: Druids maintain a strong presence in areas 

where pagan traditions persist, often acting as the spiri­

tual leaders of their communities.

• Prophets: Prophets, both Christian and pagan, are individ­

uals believed to have the gift of foresight, receiving visions 

and messages from the divine.

‣ Roles: Delivering prophecies, offering guidance based on 

their visions, and often playing pivotal roles in times of 

crisis or change.

‣ Influence: Prophets are revered and sometimes feared, 

their words carrying significant weight among those who 

believe in their powers.

Sacred Sites

Sacred sites across Camelot serve as focal points for religious 

activity, pilgrimage, and spiritual reflection, blending the 

sacred traditions of both Christianity and paganism.

• Monasteries: Monasteries are centers of Christian worship, 

learning, and charity, often situated in remote and peaceful 

locations.

‣ Examples: Glastonbury Abbey, a renowned center of 

Christian worship and pilgrimage, believed to be con­

nected to the legend of the Holy Grail.

‣ Functions: Monasteries house monks who dedicate their 

lives to prayer, study, and manual labor. They also serve 

as places of refuge and aid for travelers and the poor.
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• Holy Wells: Sacred wells and springs are revered in both 

Christian and pagan traditions for their healing properties 

and spiritual significance.

‣ Examples: The Chalice Well at Glastonbury, believed to 

have healing waters and connected to the Holy Grail 

legend.

‣ Practices: Pilgrimages to holy wells for healing, leaving 

offerings, and participating in rituals to invoke blessings.

• Ancient Stone Circles: Stone circles and standing stones 

are remnants of pre-Christian religious practices, still ven­

erated as powerful spiritual sites.

‣ Examples: Stonehenge, a massive stone circle used for 

ceremonial purposes and astronomical observations.

‣ Practices: Seasonal festivals, rituals to honor the gods, 

and gatherings to celebrate events such as solstices and 

equinoxes.

Factions & Organizations

Knights of the Round Table

• Concept: Chivalrous Order

• Skills: Martial Prowess, Unwavering Honor

• Frailty: Code-bound

• Gear: Holy Sword, Shield of Valor

• Goal: Defend Camelot

• Motive: Duty to the King

• Nemesis: Mordred’s Followers

The Knights of the Round Table are the embodiment of 

chivalry and honor, each knight striving to uphold the values 

of bravery, loyalty, and justice.
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Druidic Circle

• Concept: Mystical Keepers

• Skills: Nature Magic, Ancient Wisdom

• Frailty: Isolationist

• Gear: Sacred Staff, Herbal Remedies

• Goal: Protect the Sacred Groves

• Motive: Preserve Ancient Ways

• Nemesis: Saxon Invaders

The Druidic Circle safeguards the sacred woods and ancient 

rituals, ensuring the balance of nature and magic in the 

realm.

Saxon Invaders

• Concept: Ruthless Conquerors

• Skills: Brutal Combat, Strategic Warfare

• Frailty: Divisive Leadership

• Gear: War Axe, Siege Equipment

• Goal: Conquer Britain

• Motive: Expand Territory

• Nemesis: Knights of the Round Table

The Saxon Invaders seek to conquer Camelot and estab­

lish their dominance over Britain, clashing frequently with 

Arthur’s forces.

Followers of Mordred

• Concept: Treacherous Usurpers

• Skills: Deception, Dark Magic

• Frailty: Distrust

• Gear: Cursed Blade, Poison Vial

• Goal: Overthrow Arthur

• Motive: Vengeance
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• Nemesis: King Arthur

Followers of Mordred are dedicated to overthrowing King 

Arthur, using treachery and dark magic to achieve their aims.

Order of Merlin

• Concept: Arcane Protectors

• Skills: Spellcasting, Lorekeeping

• Frailty: Arcane Focus

• Gear: Spellbook, Crystal Orb

• Goal: Preserve Magical Knowledge

• Motive

: Enlightenment - Nemesis: Dark Sorcerers

The Order of Merlin consists of powerful wizards and sorcer­

ers dedicated to the protection and advancement of magical 

knowledge.

Avalon Guardians

• Concept: Ethereal Watchers

• Skills: Healing, Prophecy

• Frailty: Otherworldly Bound

• Gear: Chalice of Avalon, Enchanted Cloak

• Goal: Guard the Mystical Isle

• Motive: Maintain Balance

• Nemesis: Corrupt Mortals

Guardians of Avalon are tasked with protecting the mystical 

isle and its secrets, using their ethereal powers to maintain 

the balance between realms.
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Adventure Tables

Adventure Seeds

D66 Adventure Seed

11 Retrieve Excalibur’s Scabbard: The scabbard of Excalibur 

has been stolen, and you must retrieve it before its 

power falls into the wrong hands.

12 Rescue the Captive Knight: A noble knight has been 

captured by Saxon invaders. Free them before they are 

executed.

13 Investigate the Haunted Castle: Strange occurrences 

have been reported at an abandoned castle. Discover 

the source of the haunting.
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D66 Adventure Seed

14 Escort the Healer: A renowned healer needs protection 

as they travel to a distant village afflicted by a mysterious 

plague.

15 Quest for the Holy Grail: Join a group of knights on the 

sacred quest to find the Holy Grail, facing trials that test 

your faith and purity.

16 Defend the Village: A small village is under attack by 

marauding goblins. Rally the villagers and defend their 

homes.

21 Uncover the Spy: There is a spy within Camelot’s court 

leaking information to the Saxons. Unmask the traitor 

before more secrets are revealed.

22 Find the Lost Relic: A powerful relic from Arthurian leg­

end has resurfaced. Locate and secure it before it falls 

into enemy hands.

23 Protect the Sacred Grove: Druids report that a sacred 

grove is being desecrated. Protect it from those who 

wish to exploit its power.

24 Negotiate the Alliance: Travel to a neighboring kingdom 

to negotiate a crucial alliance that could turn the tide 

against the Saxons.

25 Rescue the Merchant’s Daughter: A merchant’s daugh­

ter has been kidnapped by bandits. Track them down 

and bring her back safely.

26 Defend the Border: The Saxons are preparing to invade 

across the northern border. Lead a defensive force to 

repel their advance.
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D66 Adventure Seed

31 Retrieve the Dragon Egg: A dragon’s egg has been 

stolen from its nest. Return it before the enraged mother 

wreaks havoc.

32 Discover the Secret Passage: There are rumors of a 

hidden passage in Camelot leading to ancient treasures. 

Find and explore it.

33 Protect the Pilgrims: A group of pilgrims on their way 

to a holy site needs protection from bandits and wild 

beasts.

34 Investigate the Druid’s Disappearance: A respected 

druid has gone missing under mysterious circum­

stances. Discover what happened to them.

35 Stop the Dark Ritual: A group of dark sorcerers plans to 

perform a ritual that could unleash chaos. Interrupt their 

ceremony and defeat them.

36 Escort the Royal Envoy: A royal envoy carrying important 

messages needs protection on their journey through 

hostile territory.

41 Cure the Cursed Knight: A knight has been cursed with a 

terrible affliction. Find the cure and restore their honor.

42 Find the Hidden Treasure: Legends speak of a hidden 

treasure buried deep within an ancient forest. Seek out 

this treasure and claim it.

43 Rescue the Queen: Queen Guinevere has been kid­

napped. Rescue her from her captors and bring her back 

to Camelot safely.

44 Investigate the Disappearance: Villagers are disappear­

ing in a remote hamlet. Uncover the mystery behind 

these vanishings.
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D66 Adventure Seed

45 Seek the Prophecy: An old prophet holds the key to a 

future event that could save Camelot. Find them and 

learn their secrets.

46 Protect the Magical Artifact: An artifact with immense 

power has been discovered. Guard it against those who 

would misuse it.

51 Save the Enchanted Forest: The enchanted forest is 

dying due to a dark curse. Find the source and lift the 

curse to save the forest.

52 Investigate the Cult: A secretive cult is gaining power 

and influence. Infiltrate the cult and uncover their plans.

53 Defend the Holy Site: A sacred site is under threat from 

marauders. Defend it and ensure its sanctity remains 

intact.

54 Aid the Rebellion: A group of oppressed villagers is 

planning a rebellion against a tyrannical lord. Decide 

whether to aid them in their fight for freedom.

55 Rescue the Captured Druid: A druid has been captured 

by Saxons for their knowledge. Rescue them and pre­

vent the Saxons from gaining this wisdom.

56 Investigate the Strange Phenomenon: Unusual lights 

and sounds have been reported near an ancient ruin. 

Discover the cause of this phenomenon.

61 Recover the Stolen Tomes: Important magical tomes 

have been stolen from Merlin’s tower. Recover them 

before their secrets are exploited.

62 Escort the Princess: A foreign princess visiting Camelot 

needs protection as political tensions rise. Ensure her 

safety.
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D66 Adventure Seed

63 Stop the Bandit King: A notorious bandit king is terror­

izing the countryside. Bring him to justice and restore 

peace to the land.

64 Discover the Ancient Library: An ancient library hidden 

in the depths of a forest holds forgotten knowledge. 

Find and preserve its secrets.

65 Investigate the Cursed Village: A village has been cursed 

with eternal night. Discover the source of the curse and 

bring back the light.

66 Reclaim the Haunted Fortress: A once-great fortress is 

now haunted by restless spirits. Clear the fortress and 

reclaim it for Camelot.

Land Encounters

D66 Land Encounter

11 A mysterious druid performing a ritual at a sacred grove, 

seeking aid to complete it.

12 A band of wandering minstrels offering news, gossip, 

and a chance to hear a new song.

13 A merchant caravan under attack by bandits, in desper­

ate need of rescue.

14 An ancient stone circle where ghostly figures appear at 

dusk, reenacting an old battle.

15 A lone knight on a quest, who challenges you to a duel 

to test his skill.

16 A small village celebrating a harvest festival, inviting 

travelers to join their feast.

21 A wandering sage who offers cryptic advice and a small 

magical trinket for the road.
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D66 Land Encounter

22 A hidden cave revealed by a recent landslide, rumored 

to contain treasure or danger.

23 A group of refugees fleeing a Saxon raid, seeking protec­

tion and guidance to safety.

24 A dense fog that disorients travelers, leading them to an 

unexpected and magical place.

25 A band of merry outlaws who claim to rob the rich and 

aid the poor, offering a dubious alliance.

26 An abandoned monastery now overrun with wildlife and 

potentially haunted.

31 A herd of wild horses led by a majestic, seemingly intel­

ligent stallion.

32 A fairy ring where time seems to move differently, with 

enchanted creatures nearby.

33 A travelling potion-seller with a cart full of strange brews 

and concoctions.

34 A field of wildflowers with magical properties, attracting 

both beneficial and dangerous creatures.

35 A wounded dragon, surprisingly willing to bargain for 

aid rather than attack.

36 An old hermit living in the forest, possessing rare knowl­

edge and perhaps a hidden quest.

41 A patrol of Camelot knights seeking recruits or informa­

tion on recent threats.

42 An ancient ruin with inscriptions that glow under moon­

light, leading to hidden chambers.

43 A playful pixie who offers help but delights in harmless 

mischief.
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D66 Land Encounter

44 A warband of Saxon scouts, preparing for a larger inva­

sion force.

45 A mystical spring with waters that heal injuries and cure 

diseases, guarded by a spirit.

46 A village struck by a mysterious illness, the source of 

which must be found and cured.

51 A traveling circus with exotic animals and performers, 

seeking patrons and protection.

52 A field of standing stones that hum with ancient magic, 

shifting and changing at night.

53 A knight from a rival kingdom, injured and in need of 

assistance, revealing a larger plot.

54 A pack of wolves behaving unusually, possibly under the 

control of a magical entity.

55 A hidden valley where time has stood still, filled with 

creatures and plants from a bygone era.

56 A merchant offering rare and exotic goods, but with a 

mysterious and possibly dangerous past.

61 A swarm of enchanted butterflies that lead the way to a 

secret location.

62 A giant, friendly and lonely, who offers protection in 

exchange for companionship.

63 A bridge guarded by a troll demanding a toll or a chal­

lenge of wit.

64 A farmer whose crops are mysteriously flourishing, pos­

sibly due to magical intervention.

65 A cursed battlefield where the spirits of the dead seek 

resolution and peace.
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D66 Land Encounter

66 A royal messenger bearing urgent news, requiring im­

mediate escort and protection.

Camelot Encounters

D66 Camelot Encounters

11 A jousting tournament

12 A mysterious traveler with a cryptic message

13 A public execution being interrupted

14 A knight being accused of treason

15 An urgent call to defend a nearby village

16 A festival celebrating a recent victory

21 A dispute between two knights

22 A lost child looking for their parents

23 A trader selling rare and magical goods

24 An old friend with a dire warning

25 A sudden storm disrupting daily life

26 An assassination attempt on a noble

31 A hunt for a mythical beast

32 A witch trial in the village square

33 A secret meeting of conspirators

34 A knight returning from a failed quest

35 A scholar seeking help with an ancient text

36 A wandering minstrel with news from afar

41 A magical phenomenon causing chaos

42 A knight seeking revenge for a fallen comrade

43 A dragon sighting near the borders
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D66 Camelot Encounters

44 A duel to settle a matter of honor

45 A plea for aid from a distant ally

46 A sacred relic discovered in an unlikely place

51 A healer offering their services

52 A squire looking to prove their worth

53 A strange illness spreading through the land

54 A knight with a cursed item

55 A hidden passage in the castle

56 A vision of a future calamity

61 A royal decree causing unrest

62 A council meeting with a surprising agenda

63 A ghostly apparition warning of danger

64 A rebellion brewing in the lower ranks

65 A knight being haunted by past actions

66 A hidden treasure map found

Village and Town Events

D66 Village and Town Events

11 A traveling circus arrives, bringing exotic animals and 

performers.

12 The local blacksmith unveils a new, enchanted weapon 

for sale.

13 A fire breaks out in the village, requiring immediate 

assistance.

14 A bard arrives, singing tales of ancient heroes and lost 

treasures.
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D66 Village and Town Events

15 A mysterious illness spreads through the town, seeking 

a healer.

16 The mayor organizes a festival to celebrate the harvest 

season.

21 A group of refugees arrives, seeking shelter and food.

22 A local noble holds a feast, inviting prominent villagers 

to attend.

23 Strange lights are seen at night, causing fear among the 

townsfolk.

24 A merchant caravan sets up, offering rare goods and 

curiosities.

25 The village well runs dry, sparking a desperate search for 

water.

26 A wandering knight challenges the town’s best fighters 

to a duel.

31 An important relic is stolen from the village church.

32 The town’s children go missing, last seen near the forest 

edge.

33 A fierce storm damages homes and the town’s central 

marketplace.

34 A traveling fortune teller sets up shop, drawing curious 

villagers.

35 A rare celestial event is visible, said to be an omen of 

change.

36 The local healer discovers a new herbal remedy for com­

mon ailments.

41 A famous chef opens a temporary stall, offering exotic 

dishes.
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D66 Village and Town Events

42 The village elder shares ancient stories around the com­

munal fire.

43 A feud between two prominent families threatens to 

turn violent.

44 The village council debates whether to fortify the town’s 

defenses.

45 A lost child is found, claiming to have been in a fairy’s 

realm.

46 A visiting monk preaches about an impending doom 

and salvation.

51 A secret tunnel is discovered beneath the town, leading 

to old ruins.

52 The local inn hosts a contest of strength and wit for 

prizes.

53 A wealthy patron commissions a new statue for the 

village square.

54 A troupe of actors performs a play about Camelot’s leg­

endary past.

55 The market is disrupted by a thief who steals valuable 

items.

56 A rare animal is sighted near the village, attracting 

hunters.

61 An ancient tree in the village center is struck by light­

ning.

62 The village miller accuses a rival of sabotaging his grain 

supply.

63 A local herbalist discovers a new potion with strange 

effects.
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D66 Village and Town Events

64 An enigmatic traveler shares tales of distant lands and 

adventures.

65 The town crier announces a royal decree, affecting the 

villagers.

66 A hidden cache of old coins is found during construction 

work.

Court Intrigues

D66 Court Intrigues

11 A noble accuses another of treason, demanding a trial 

by combat.

12 A mysterious letter is intercepted, hinting at a plot 

against the king.

13 A visiting ambassador offers a dubious alliance with a 

foreign power.

14 The queen’s favorite maid is caught spying on private 

conversations.

15 A high-ranking knight is suspected of having an affair 

with a court lady.

16 A popular minstrel’s song causes unrest among the 

court’s factions.

21 The king receives a gift with an unknown and possibly 

dangerous magic.

22 The royal treasury reports a significant amount of gold 

missing.

23 A secret meeting in the garden is overheard by a curious 

page.
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D66 Court Intrigues

24 The king’s advisor is accused of using dark magic for 

personal gain.

25 A courtier claims to have proof of a noble’s illegal activ­

ities.

26 The court’s healer is questioned about a sudden illness 

in the palace.

31 A foreign prince visits, stirring envy and intrigue among 

the nobles.

32 The princess is seen sneaking out of the palace at night.

33 A disgraced knight seeks reinstatement by revealing 

hidden secrets.

34 A banquet is disrupted by an uninvited guest with a 

grudge.

35 The king’s advisor proposes a controversial new law.

36 A series of thefts in the palace leads to suspicion among 

the servants.

41 A duel is arranged to settle a long-standing feud be­

tween nobles.

42 A rare artifact is brought to court, causing envy and 

disputes.

43 The court jester overhears a plot and must decide whom 

to trust.

44 A sudden change in the king’s behavior leads to rumors 

of enchantment.

45 The royal cook is accused of poisoning a nobleman’s 

meal.

46 A powerful noble seeks to marry into the royal family by 

any means.
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D66 Court Intrigues

51 An ancient prophecy is revealed, concerning the fate of 

the kingdom.

52 The king’s scribe uncovers forged documents in the 

royal archives.

53 A secret passage in the palace is discovered, leading to 

old secrets.

54 A foreign dignitary’s gift is rumored to be cursed.

55 The court’s alchemist claims to have found the elixir of 

life.

56 A noblewoman’s diary is stolen, revealing court secrets.

61 The royal huntsman discovers a plot during a hunt.

62 The king’s champion is challenged by a mysterious 

knight.

63 A beloved pet of the queen goes missing, causing a stir 

in the court.

64 The king’s advisor is blackmailed by an unknown figure.

65 The royal seamstress finds a hidden message in the 

king’s robes.

66 A visiting noble’s retinue causes trouble, escalating ten­

sions.

Mystical and Supernatural Events

D66 Mystical and Supernatural Events

11 A comet streaks across the sky, seen as an omen by all.

12 A ghostly figure appears in the village, delivering cryptic 

messages.

13 A sacred tree begins to bleed sap, drawing attention and 

fear.
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D66 Mystical and Supernatural Events

14 The spirits of the forest demand a tribute from those 

who enter.

15 A sudden eclipse causes panic and strange behavior in 

animals.

16 A mysterious fog envelops the town, with whispers 

heard within.

21 A fairy offers to grant a single wish, but with hidden 

consequences.

22 An enchanted mirror reveals visions of the past and 

future.

23 A rain of frogs falls from the sky, baffling villagers.

24 A dragon is seen flying over the mountains, stirring old 

fears.

25 A mystical portal appears, leading to an unknown and 

magical realm.

26 The dead rise from their graves, seeking peace or re­

venge.

31 A rare flower blooms under the moonlight, said to have 

magical powers.

32 The waters of a local river turn to blood, sparking fear of 

a curse.

33 An ancient artifact begins to glow and hum, awakening 

its powers.

34 A mysterious light is seen moving through the forest at 

night.

35 A thunderstorm of unnatural intensity threatens the 

region.

36 A legendary beast is sighted, prompting a hunt.
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D66 Mystical and Supernatural Events

41 A cursed item is found in the market, bringing misfor­

tune to its buyer.

42 The local healer is revealed to be a witch with dark 

secrets.

43 A mysterious illness spreads, resistant to all known 

cures.

44 A prophecy foretells a great disaster unless a hero inter­

venes.

45 Strange runes appear on the walls of buildings 

overnight.

46 A child is born with a mysterious mark, believed to be 

a sign.

51 The moon turns red, causing widespread panic and su­

perstition.

52 A magical creature, such as a unicorn, is found injured 

and needs help.

53 A storm uncovers an ancient burial ground with restless 

spirits.

54 A powerful sorcerer arrives, seeking to test the locals’ 

bravery.

55 An invisible force begins to haunt a local household.

56 A well-known local disappears, only to return with no 

memory and strange powers.

61 A celestial alignment is said to open a portal to another 

world.

62 A sacred animal, like a white stag, is seen wandering 

near the town.
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D66 Mystical and Supernatural Events

63 A mysterious book is found, filled with unknown sym­

bols and spells.

64 A sudden and unseasonable snowfall blankets the re­

gion.

65 A famous landmark begins to crumble, revealing hidden 

passages.

66 A powerful relic is found, causing strife among those 

who seek its power.

Relics and Artifacts

D66 Relics and Artifacts

11 The Sword of Light: A weapon said to banish darkness 

and evil.

12 The Chalice of Healing: A cup that can heal any wound 

or illness.

13 The Amulet of Truth: A pendant that reveals lies and 

deceit.

14 The Crown of Wisdom: A circlet that grants the wearer 

immense knowledge.

15 The Boots of Swiftness: Footwear that allows the wearer 

to move at incredible speed.

16 The Shield of Valor: A shield that can withstand any 

attack.

21 The Cloak of Invisibility: A garment that renders the 

wearer unseen.

22 The Ring of Protection: A ring that shields the wearer 

from harm.
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23 The Staff of Power: A staff that can channel powerful 

magical energies.

24 The Book of Spells: A tome containing rare and powerful 

spells.

25 The Necklace of Serenity: A necklace that calms the 

mind and spirit.

26 The Lantern of Guidance: A lantern that lights the way 

through any darkness.

31 The Gauntlets of Strength: Gloves that bestow immense 

physical power.

32 The Mirror of Seeing: A mirror that shows distant places 

and people.

33 The Belt of Fortitude: A belt that enhances the wearer’s 

endurance.

34 The Gem of Foresight: A gem that grants visions of the 

future.

35 The Pendant of Silence: A pendant that silences all noise 

around the wearer.

36 The Helm of Courage: A helmet that fills the wearer with 

unshakeable bravery.

41 The Stone of Binding: A stone that can trap spirits or 

magical entities.

42 The Scroll of Summoning: A scroll that can summon 

powerful beings to aid the user.

43 The Flute of Enchantment: An instrument that can 

charm creatures and people.

44 The Armor of Invincibility: A suit of armor that renders 

the wearer invulnerable.
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45 The Horn of Calling: A horn that can call for help from 

any ally, no matter how distant.

46 The Map of Secrets: A map that reveals hidden places 

and treasures.

51 The Rod of Command: A rod that grants the user author­

ity over others.

52 The Bracers of Defense: Bracers that enhance the 

wearer’s defensive abilities.

53 The Orb of Knowledge: An orb that contains all the 

wisdom of the ages.

54 The Ring of Invisibility: A ring that makes the wearer 

invisible.

55 The Torch of Eternal Flame: A torch that never goes out 

and can burn anything.

56 The Boots of Levitation: Boots that allow the wearer to 

float above the ground.

61 The Crystal of Memory: A crystal that stores and reveals 

memories.

62 The Spear of Destiny: A spear that always finds its mark.

63 The Bracelet of Binding: A bracelet that binds the wearer 

to a powerful entity.

64 The Helm of Shadows: A helmet that allows the wearer 

to blend into shadows.

65 The Wand of Transformation: A wand that can transform 

objects and beings.

66 The Crown of Kings: A crown that grants the wearer the 

right to rule.
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D66 NPCs and Allies

11 Sir Gareth, a loyal knight seeking to prove his valor.

12 Lady Elenora, a noblewoman with a mysterious past.

13 Merlin, the enigmatic wizard with vast knowledge and 

power.

14 Gwen, a skilled healer and herbalist with a kind heart.

15 Lord Cedric, a powerful noble with ambitions for the 

throne.

16 Bryn, a mischievous bard with a talent for getting into 

trouble.

21 Father Thomas, a wise and pious priest with a hidden 

strength.

22 The Blacksmith, a rugged craftsman with a heart of gold.

23 Lady Isolde, a beautiful noblewoman with a tragic love 

story.

24 The Huntsman, a skilled tracker and archer familiar with 

the wilds.

25 Sir Lancelot, the greatest knight of the Round Table.

26 Morgana le Fay, a sorceress with shifting loyalties.

31 The Merchant, a shrewd trader with access to rare goods.

32 The Beggar, an apparently lowly figure with valuable 

information.

33 Lady Guinevere, the queen with a complicated love life.

34 The Druid, a keeper of ancient knowledge and nature’s 

secrets.

35 Sir Galahad, a knight of pure heart on a sacred quest.

36 The Fisherman, a humble man who knows the secrets 

of the seas.
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41 The Witch, an outcast with powerful and dangerous 

magic.

42 The Squire, a young and eager assistant to a knight.

43 The Minstrel, a traveling musician with tales of distant 

lands.

44 The Scholar, an educated advisor with a wealth of knowl­

edge.

45 The Hermit, a reclusive figure with unexpected wisdom.

46 The Stablemaster, skilled in handling horses and other 

animals.

51 The Spy, a shadowy figure gathering intelligence for an 

unknown master.

52 The Seamstress, a master of clothing and disguise.

53 The Alchemist, experimenting with potions and strange 

materials.

54 The Ship Captain, knowledgeable of maritime routes 

and dangers.

55 The Fortune Teller, a mysterious figure with predictions 

for the future.

56 The Woodsman, a rugged individual with deep knowl­

edge of the forests.

61 The Thief, a nimble and resourceful character with a 

checkered past.

62 The Farmer, a sturdy and reliable source of local news 

and resources.

63 The Apothecary, mixing remedies and poisons with 

equal skill.
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64 The Cook, creating meals that inspire and sustain weary 

travelers.

65 The Diplomat, skilled in negotiation and intrigue.

66 The Artist, capturing the beauty and sorrow of the world 

in their work.

Holy and Sacred Sites

D66 Holy and Sacred Sites

11 The Abbey of Glastonbury, a center of Christian pilgrim­

age.

12 The Chalice Well, believed to hold healing waters.

13 The Holy Tree, an ancient oak revered by druids and 

villagers alike.

14 The Shrine of St. Alban, a site of miracles and prayers.

15 The Sacred Grove, a hidden place where druids perform 

their rituals.

16 The Chapel of the Sword, where knights receive bless­

ings for battle.

21 The Stone Circle, used for celestial observations and rit­

uals.

22 The Well of Prophecy, where seekers come for visions of 

the future.

23 The Church of the Holy Grail, housing a relic of the sacred 

quest.

24 The Monastery of the Silent Order, a place of deep con­

templation.

25 The Pilgrim’s Path, a long and arduous journey to a holy 

site.
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D66 Holy and Sacred Sites

26 The Altar of the Moon, where ceremonies are held under 

the full moon.

31 The Tower of Light, a beacon of hope and sanctuary.

32 The Cave of Saints, where holy men and women sought 

refuge.

33 The Field of Martyrs, a place of reverence for those who 

died for their faith.

34 The Fountain of Youth, said to restore youth to those 

who drink from it.

35 The Temple of the Sun, dedicated to the worship of solar 

deities.

36 The Hermit’s Retreat, a solitary place of worship and 

isolation.

41 The Isle of Avalon, a mystical place of healing and magic.

42 The Chapel of the Stars, where celestial events are cele­

brated.

43 The Mount of Ascension, where it is said saints ascended 

to heaven.

44 The Tomb of the Unknown King, a place of mystery and 

reverence.

45 The Crossroads Shrine, a place of offerings for safe trav­

els.

46 The Grove of the Ancients, where the oldest trees in the 

land stand.

51 The Blessed River, where pilgrims bathe for purification.

52 The Mountain Monastery, perched high and isolated, a 

place of trials.
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53 The Deserted Abbey, once holy, now a place of pilgrim­

age and mystery.

54 The Enchanted Meadow, where faeries are said to dance.

55 The Holy Spring, said to be blessed by a saint.

56 The Wishing Well, where prayers and hopes are cast.

61 The Hidden Chapel, a secret place of worship during 

times of persecution.

62 The Stone Altar, ancient and mysterious, used in old 

rituals.

63 The Tree of Life, an ancient symbol of eternity and 

rebirth.

64 The Lighthouse of the Saints, guiding pilgrims to holy 

sites.

65 The Relic House, where sacred artifacts are kept and 

venerated.

66 The Cave of Miracles, where many have witnessed divine 

events.

Trials and Challenges

D66 Trials and Challenges

11 Survive a night in a haunted forest without any light.

12 Defeat a formidable champion in a single combat duel.

13 Navigate through a labyrinth to retrieve a sacred relic.

14 Solve the riddles posed by an ancient, talking statue.

15 Climb the highest mountain to seek wisdom from a 

hermit.

16 Rescue a noble’s child from a bandit camp.
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21 Endure a series of grueling physical tests to prove your 

worth.

22 Debate a wise sage on matters of philosophy and ethics.

23 Recover an artifact from a dragon’s lair without waking 

it.

24 Escort a fragile but crucial cargo through bandit-in­

fested lands.

25 Prove your loyalty by resisting a tempting bribe or offer.

26 Restore peace between two feuding families through 

negotiation.

31 Complete a pilgrimage to a distant holy site and return 

safely.

32 Protect a village from an oncoming invasion of wild 

beasts.

33 Retrieve a stolen artifact from a heavily guarded fortress.

34 Decipher an ancient text to unlock a hidden treasure.

35 Endure a trial by fire, walking over hot coals to prove 

your faith.

36 Face a trial of faith, resisting the temptations of an evil 

sorcerer.

41 Survive a week in the wilderness with only minimal 

supplies.

42 Convince a reclusive sage to share their hidden knowl­

edge.

43 Win a grand tournament, defeating all challengers.

44 Break a powerful curse placed on a beloved figure in 

your life.

45 Discover the true identity of a masked vigilante.

96



D66 Trials and Challenges

46 Escort a group of pilgrims through dangerous territory.

51 Uncover and foil a plot to assassinate a prominent noble.

52 Prove your worth to join an elite order of knights.

53 Survive a shipwreck and find your way back to civiliza­

tion.

54 Win the trust of a suspicious and powerful ally.

55 Capture a notorious criminal alive and bring them to 

justice.

56 Solve a series of complex puzzles to open an ancient 

vault.

61 Endure the elements to deliver a crucial message to a 

distant lord.

62 Overcome a powerful enchantment placed upon you.

63 Guide a lost soul to its final resting place.

64 Defend a fort from a siege until reinforcements arrive.

65 Retrieve a magical item from the bottom of a treacher­

ous lake.

66 Escape from a dungeon using only your wits and the 

tools at hand.

Market and Trade Encounters

D66 Market and Trade Encounters

11 A traveling merchant offers rare spices from distant 

lands.

12 A mysterious peddler sells magical trinkets with dubious 

origins.

13 A heated argument between two traders over the price 

of a rare item.
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14 A pickpocket is caught stealing, sparking a chase 

through the market.

15 A trader offers a map to a hidden treasure for a steep 

price.

16 A blacksmith demonstrates a newly forged, enchanted 

weapon.

21 A foreign dignitary arrives, seeking to establish trade 

relations.

22 A craftsman reveals a masterpiece, drawing crowds to 

his stall.

23 A beggar claims to know the secret location of a lost 

artifact.

24 A herbalist sells potions said to cure any ailment.

25 A suspicious figure offers to buy rare goods under the 

table.

26 A street performer attracts attention with astonishing 

feats.

31 A trader claims to sell relics from Camelot’s legendary 

past.

32 A bard sings tales of adventure, inspiring new quests.

33 A rare animal is for sale, but its origins are questionable.

34 A local lord inspects the market, causing a stir among 

the vendors.

35 A competition is held for the best-crafted item in the 

market.

36 A cart breaks down, blocking a busy thoroughfare.

41 A mysterious stranger offers to trade knowledge for 

goods.
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42 An alchemist sells a powerful but dangerous potion.

43 A group of pilgrims buy supplies for their journey to a 

holy site.

44 A sudden downpour disrupts the market, causing chaos.

45 A merchant sells exotic fabrics and jewels from far-off 

lands.

46 A rumor spreads of a hidden gem within the market, 

sparking a frenzy.

51 A noblewoman commissions a unique piece of jewelry.

52 An old friend or rival appears, offering a new opportunity 

or challenge.

53 A rare book dealer showcases a tome of ancient spells.

54 A guard patrols the market, looking for smugglers and 

thieves.

55 A baker offers a special treat that grants temporary 

strength.

56 A pet shop displays magical creatures for sale.

61 A traveling circus sets up a small show, attracting many.

62 An auction is held for a mysterious and powerful artifact.

63 A child is lost in the market, seeking help to find their 

parents.

64 A nobleman loses a precious item, offering a reward for 

its return.

65 A wandering monk offers blessings and wisdom in ex­

change for alms.

66 A scandal breaks out over a fake relic being sold as 

genuine.
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D66 Battles and Skirmishes

11 A sudden ambush by bandits while traveling through a 

dense forest.

12 A clash between rival noble houses over disputed land.

13 Defend a village from a marauding group of orcs or other 

monsters.

14 A skirmish breaks out at a border fort with an invading 

force.

15 A jousting tournament turns deadly due to sabotage.

16 Protect a caravan from an attacking warband during a 

journey.

21 Repel an attack on a castle during a siege by an enemy 

army.

22 Engage in a night raid to rescue prisoners from a heavily 

guarded camp.

23 A naval skirmish against pirates threatening the coast­

line.

24 A battle in the ruins of an ancient temple, fighting for 

a relic.

25 An arena fight against a series of increasingly challeng­

ing foes.

26 A large-scale battle against an undead horde raised by 

dark magic.

31 A fight to defend a sacred site from desecration by 

invaders.

32 A street brawl in a town market that escalates into a 

larger conflict.
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33 An escort mission turns into a battle against an ambush­

ing force.

34 A duel to the death to settle a long-standing blood feud.

35 An unexpected battle against mythical creatures in a 

forest glade.

36 A skirmish during a hunt for a dangerous beast threat­

ening the region.

41 Defend a fort from a surprise attack by mercenaries.

42 Engage in a battle on a bridge, critical for strategic ad­

vantage.

43 A fight against rebels in a besieged city.

44 A defensive stand in a narrow pass against overwhelm­

ing odds.

45 A skirmish in the mountains against bandits hiding in 

the crags.

46 An assault on a fortified manor held by traitors.

51 A battle in a desert against raiders, where heat becomes 

a factor.

52 A fight to protect a wizard conducting a crucial ritual.

53 A clash in the marshes against creatures rising from the 

bogs.

54 Defend a ferry crossing against an attacking force.

55 A battle in the snow against invaders from the north.

56 A skirmish in the ruins of a once-great city, haunted by 

its past.

61 A fight on a cliffside, where footing is as dangerous as 

the enemy.
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62 Engage in a battle in the heart of a dense forest, using 

the terrain.

63 A siege of a rebel stronghold, requiring tactical genius 

to win.

64 A fight on the open plains against mounted raiders.

65 Defend a sacred grove from being burnt by dark forces.

66 A final stand against overwhelming odds to protect in­

nocents.

Siege and Defense Scenarios

D66 Siege and Defense Scenarios

11 Defend a castle against a prolonged siege by enemy 

forces.

12 Hold the walls of a city under assault until reinforce­

ments arrive.

13 Defend a mountain pass that is the key to a kingdom’s 

defense.

14 Protect a fortified village from a night-time raid.

15 Hold the line at a river crossing against an advancing 

army.

16 A surprise siege on a town during a festival, with civilians 

to protect.

21 Defend a monastery containing sacred artifacts from 

pillagers.

22 A last stand in a crumbling fortress with limited supplies.

23 Protect a vital supply route from being cut off by enemy 

forces.
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24 Defend a wizard’s tower that holds ancient and powerful 

knowledge.

25 Hold a narrow bridge that is the only crossing for miles.

26 Defend against a siege where the attackers use siege 

engines and towers.

31 Protect a hidden sanctuary from discovery and assault.

32 Hold a fortified manor house against a surprise attack.

33 Defend a watchtower crucial for signaling allies.

34 Protect the gates of a city during a sudden invasion.

35 Defend a small fort in the wilderness from a larger 

enemy force.

36 Hold a sacred site from desecration by dark forces.

41 Protect a town’s food stores during a siege to prevent 

starvation.

42 Defend a beacon hill, crucial for communication with 

allied forces.

43 Hold a defensive line in a marshland where terrain plays 

a critical role.

44 Defend a castle keep during the final assault after the 

walls are breached.

45 Protect a series of tunnels under a city from being infil­

trated.

46 Hold the fortifications of a port city against a naval siege.

51 Defend an island fortress surrounded by treacherous 

waters.

52 Protect a mountain monastery from an overwhelming 

force.
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53 Hold the walls of a newly built fort under its first test by 

enemies.

54 Defend a trade post crucial for supplies and communi­

cation.

55 Protect a sacred tree believed to hold the spirit of the 

land.

56 Hold the ruins of an ancient fort, using its traps and 

secret passages.

61 Defend a border fort under attack from a rival kingdom.

62 Hold a river fortification crucial for controlling water 

supplies.

63 Protect a series of barricades in a besieged town.

64 Defend a magical nexus point from dark sorcerers.

65 Hold the defenses of a high cliff-side fortress.

66 Protect a key defensive tower that oversees a vast 

region.

Wizard and Sorcerer Encounters

D66 Wizard and Sorcerer Encounters

11 A reclusive wizard offers powerful but risky enchant­

ments.

12 A sorcerer seeks rare components for a grand ritual.

13 A young apprentice accidentally unleashes a dangerous 

spell.

14 An ancient wizard offers wisdom in exchange for a rare 

artifact.

15 A sorceress requests aid in completing a protection 

spell.
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D66 Wizard and Sorcerer Encounters

16 A wizard’s tower appears overnight, surrounded by mys­

tery.

21 A rogue magician causes chaos in a village with uncon­

trolled magic.

22 A sorcerer offers to teach powerful spells for a price.

23 An old wizard is found trapped in a magical prison.

24 A young mage seeks help to control burgeoning powers.

25 A wizard’s familiar asks for help to rescue its master.

26 A group of sorcerers conducts a forbidden ritual in 

secret.

31 A wandering mage offers protective charms against 

dark magic.

32 A sorcerer challenges you to a magical duel to prove 

supremacy.

33 A wizard seeks adventurers to retrieve a lost spellbook.

34 An enchanted item from a sorcerer causes unforeseen 

complications.

35 A powerful magician requests assistance in a delicate 

experiment.

36 A sorceress reveals a prophecy involving the players.

41 A wizard’s curse affects a nearby town, seeking a solu­

tion.

42 An alchemist creates a potion that grants temporary 

magical abilities.

43 A mage constructs a magical barrier around a sacred 

site.

44 A powerful artifact falls into the hands of an inexperi­

enced wizard.
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45 A sorcerer offers to enhance weapons with elemental 

powers.

46 A magician needs protection while performing a dan­

gerous spell.

51 A wizard’s tower is under siege by dark forces.

52 A sorcerer seeks revenge on a rival and asks for help.

53 A powerful wizard disguises themselves as a beggar to 

test others.

54 A young sorcerer is possessed by a malevolent spirit.

55 A mage’s experiment goes wrong, causing magical 

anomalies.

56 A wizard offers to teleport you to a distant land for a 

quest.

61 An enchanted forest is protected by a powerful sorcer­

ess.

62 A wizard’s tower is found abandoned, filled with traps 

and secrets.

63 A sorcerer offers to break a powerful curse affecting the 

players.

64 A mysterious mage warns of a coming magical catastro­

phe.

65 A sorceress asks for help in finding a lost magical artifact.

66 A powerful wizard summons you for an urgent and se­

cretive mission.
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D66 Druidic Rituals and Ceremonies

11 A solstice ceremony to honor the sun and ask for boun­

tiful harvests.

12 A healing ritual in a sacred grove to cure the sick and 

wounded.

13 A ceremony to bless a new chieftain or leader in the 

community.

14 A moonlit ritual to communicate with the spirits of the 

forest.

15 A ritual to invoke rain during a prolonged drought.

16 A fertility ceremony to bless the land and ensure abun­

dant crops.

21 A cleansing ritual to remove dark magic from a sacred 

site.

22 A divination ceremony to foresee future events and 

guide decisions.

23 A ritual to honor the ancestors and seek their wisdom.

24 A protective ceremony to ward off evil spirits and crea­

tures.

25 A ceremony to mark the turning of the seasons and 

celebrate nature.

26 A ritual to consecrate a new sacred grove or holy site.

31 A ceremony to call upon the animal spirits for guidance.

32 A ritual to banish a malevolent entity haunting the land.

33 A ceremony to bless a warrior before a great battle.

34 A ritual to heal the land after it has been ravaged by war 

or disaster.

35 A ceremony to honor the gods and goddesses of nature.
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36 A ritual to seek the favor of the spirits for a new endeavor.

41 A harvest festival celebrating the abundance of the 

earth.

42 A ritual to protect a village from an impending threat.

43 A ceremony to communicate with a sacred tree or stone.

44 A ritual to calm a raging storm and bring peace.

45 A ceremony to mark the passing of a respected elder or 

druid.

46 A ritual to awaken the guardian spirits of the forest.

51 A ceremony to cleanse a cursed artifact and restore its 

purity.

52 A ritual to seek the blessing of the moon for magical 

endeavors.

53 A ceremony to celebrate the birth of a child and wel­

come them to the community.

54 A ritual to ensure safe passage for travelers through 

dangerous lands.

55 A ceremony to bind two souls together in marriage.

56 A ritual to call forth a sacred animal as a guide and 

protector.

61 A ceremony to honor the spirits of the waters and ask for 

their blessings.

62 A ritual to seek forgiveness from the land for past 

wrongs.

63 A ceremony to mark the end of a long and harsh winter.

64 A ritual to celebrate the full moon and its magical prop­

erties.
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65 A ceremony to honor the fire spirits and ask for their 

strength.

66 A ritual to communicate with the ancient druids and 

seek their wisdom.

Magical Phenomena

D66 Magical Phenomena

11 A sudden and unexplained aurora lights up the night 

sky.

12 A mysterious fog rolls in, causing disorientation and 

strange visions.

13 A rain of small, glowing crystals falls from the sky.

14 A river temporarily flows backwards, defying natural 

laws.

15 A field of flowers blooms overnight, each petal shimmer­

ing with magic.

16 A strange, ethereal music is heard, with no apparent 

source.

21 A tree begins to speak, offering wisdom and prophecy.

22 A sudden burst of light reveals hidden runes on an an­

cient stone.

23 A series of strange symbols appear in crops, arranged in 

a perfect circle.

24 A patch of land becomes weightless, causing objects to 

float.

25 A mystical light guides travelers through a dark forest.

26 A mirror reflects not the present, but scenes from the 

past.
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31 A sudden snowfall in midsummer covers the land in ice.

32 A rainbow appears at night, its ends glowing with a 

strange energy.

33 A whirlpool forms in the sky, drawing in clouds and birds.

34 A waterfall flows upwards, defying gravity.

35 Shadows behave independently, mimicking actions or 

showing futures.

36 A full moon stays in the sky for an entire day.

41 A forest grove glows with an inner light, revealing hid­

den pathways.

42 A sudden eclipse brings darkness and whispers of for­

gotten lore.

43 A lake turns to crystal, trapping fish and boats in its solid 

form.

44 A mountain briefly lifts into the sky, revealing hidden 

caverns.

45 A burst of magical energy changes the color of the sky 

and the land.

46 A series of footprints glow with a faint light, leading to a 

hidden place.

51 An entire village becomes invisible for a day, only to 

reappear unchanged.

52 A river sings, its waters forming words and melodies.

53 A storm of pure magic sweeps across the land, changing 

everything it touches.

54 A circle of standing stones glows under the light of the 

full moon.

55 A bird speaks in riddles, offering cryptic advice.
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56 A mist rises from the ground, revealing hidden objects 

and creatures.

61 A sudden bloom of flowers changes the landscape 

overnight.

62 An echoing roar from the mountains, heard but never 

seen.

63 A flash of light from the horizon, visible from miles away.

64 A sudden silence falls, muting all sound in the area.

65 A ghostly figure appears, repeating the same actions 

endlessly.

66 A storm of fireflies illuminates the night, forming shapes 

and patterns.

Royal Decrees and Orders

D66 Royal Decrees and Orders

11 A decree to raise taxes to fund a new castle.

12 An order to fortify the town’s defenses against potential 

invasions.

13 A proclamation to celebrate a week-long festival in the 

kingdom.

14 A decree to establish a new knightly order for the pro­

tection of the realm.

15 An order to collect all enchanted artifacts for safekeep­

ing.

16 A proclamation to build a grand library to preserve 

knowledge.

21 A decree to create new trade routes with distant lands.

111



D66 Royal Decrees and Orders

22 An order to search for and destroy all dark magic arti­

facts.

23 A proclamation to host a grand tournament for knights 

from all over.

24 A decree to expand the kingdom’s borders through ex­

ploration.

25 An order to build a series of new roads connecting major 

towns.

26 A proclamation to pardon certain criminals and grant 

them a second chance.

31 A decree to increase the kingdom’s military forces.

32 An order to search for the missing heir to the throne.

33 A proclamation to honor a fallen hero with a statue in 

the capital.

34 A decree to establish a new monastery in a remote area.

35 An order to investigate rumors of rebellion in the south­

ern regions.

36 A proclamation to fund a series of public works, includ­

ing new wells and granaries.

41 A decree to outlaw certain dangerous magical practices.

42 An order to host a summit of neighboring kingdoms to 

discuss peace.

43 A proclamation to reward anyone who brings news of 

the Grail’s location.

44 A decree to increase the kingdom’s fleet for naval de­

fense.

45 An order to relocate a village threatened by natural dis­

asters.
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46 A proclamation to celebrate the king’s jubilee with 

games and feasts.

51 A decree to construct a series of watchtowers along the 

border.

52 An order to recover a stolen relic of great importance.

53 A proclamation to offer a reward for the capture of a 

notorious bandit.

54 A decree to commission a new royal ship for exploration.

55 An order to conscript able-bodied men into the army.

56 A proclamation to establish a new law protecting magi­

cal creatures.

61 A decree to hold a council to discuss the kingdom’s 

future.

62 | An order to repair and restore ancient ruins of historical 

significance.|

63 | A proclamation to lower taxes on farmers to increase 

food production. |

64 | A decree to send envoys to distant lands for new 

alliances. |

65 | An order to establish a network of spies for intelligence 

gathering. |

66 | A proclamation to find and support local inventors and 

scholars. |

Travel and Journey Events

D66 Travel and Journey Events

11 Encounter a broken bridge, requiring a detour or repair.
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12 Discover an ancient stone marker with mysterious in­

scriptions.

13 A sudden storm forces travelers to seek shelter in a cave.

14 Meet a group of pilgrims heading to a distant holy site.

15 Come across a wounded animal needing aid.

16 Find an abandoned campsite with signs of a struggle.

21 Encounter a merchant caravan offering exotic goods.

22 Cross paths with a patrol of knights on a mission.

23 Spot a distant fire, possibly a village in trouble.

24 Travel through a dense forest where the path is hard to 

follow.

25 Find a hidden grove with a magical aura.

26 Encounter a bridge troll demanding a toll for passage.

31 Meet a wandering bard who shares news and songs.

32 A river crossing proves more difficult than expected.

33 A beautiful vista offers a moment of peace and reflec­

tion.

34 Find a lost child searching for their family.

35 A fork in the road with no clear sign which way to go.

36 Encounter a group of refugees fleeing from conflict.

41 Discover an ancient ruin off the beaten path.

42 Travel through a haunted forest where spirits appear.

43 A sudden landslide blocks the road ahead.

44 Meet a mysterious traveler with a cryptic message.

45 Find a hidden cache of supplies left by a previous trav­

eler.

46 Encounter a group of soldiers looking for deserters.
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51 A clear night reveals a sky full of stars, perfect for navi­

gation.

52 Come across a festival in a small village along the way.

53 A merchant offers to trade rare items for local goods.

54 A lost and confused animal joins your journey.

55 Find an old map with a route to a hidden treasure.

56 Encounter a group of bandits planning an ambush.

61 A guide offers to show a shortcut through dangerous 

territory.

62 A mystical fog descends, making navigation nearly im­

possible.

63 Cross a desolate wasteland where nothing grows.

64 A riddle carved into a rock that hints at nearby secrets.

65 Encounter a group of pilgrims on a sacred journey.

66 Find a magical spring said to grant visions of the future.

Legends and Myths

D66 Legends and Myths

11 The tale of the Green Knight who challenges brave 

knights to a duel.

12 The story of Tristan and Isolde, lovers doomed by a tragic 

fate.

13 The legend of the Sword in the Stone, waiting for the 

true king.

14 The myth of the Lady of the Lake, guardian of Excalibur.

15 The story of the cursed kingdom of Lyonesse, lost be­

neath the waves.
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16 The tale of the Holy Grail, a quest for the pure of heart.

21 The myth of the dragon slayer who saved a kingdom.

22 The legend of a knight who can never be defeated in 

battle.

23 The tale of the enchanted forest where time stands still.

24 The story of Merlin’s imprisonment by a powerful sorcer­

ess.

25 The legend of a golden city hidden deep in the moun­

tains.

26 The tale of a heroic sacrifice that saved a kingdom.

31 The myth of the phoenix that rises from its ashes.

32 The legend of a magical harp that can calm any storm.

33 The tale of a hero who tamed a wild unicorn.

34 The myth of the sunken city of Ys, swallowed by the sea.

35 The story of a giant who guarded a mountain pass.

36 The legend of a powerful artifact lost to time.

41 The tale of a ghostly knight who appears during full 

moons.

42 The myth of a mystical tree that grants eternal youth.

43 The story of a cursed prince seeking redemption.

44 The legend of a sacred grove protected by ancient spir­

its.

45 The tale of an immortal witch living in a hidden forest.

46 The myth of a hero who can talk to animals.

51 The story of a legendary beast that terrorizes villages.

52 The legend of a bridge that appears only in moonlight.
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53 The tale of a cursed treasure guarded by a spectral 

knight.

54 The myth of a mountain where the gods once walked.

55 The story of a magical sword that can cut through any­

thing.

56 The legend of a hidden valley where time moves differ­

ently.

61 The tale of a knight who fought his way out of the 

underworld.

62 The myth of a talking bird that knows the secrets of the 

world.

63 The story of a wise king who ruled with a magical staff.

64 The legend of an enchanted mirror that shows the 

future.

65 The tale of a lost princess who could control the weather.

66 The myth of a dragon that guards a hoard of ancient 

knowledge.

Political Maneuvers

D66 Political Maneuvers

11 A noble proposes a marriage alliance to strengthen ties.

12 A secret treaty is negotiated between rival kingdoms.

13 A council meeting turns heated over a land dispute.

14 A spy is discovered within the king’s court.

15 A noble family plots to overthrow the ruling dynasty.

16 A rival kingdom sends a diplomatic envoy with hidden 

agendas.
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D66 Political Maneuvers

21 A powerful noble seeks to consolidate power by any 

means.

22 A rebellion is quietly brewing in the eastern provinces.

23 A noble requests assistance to quash an uprising in their 

lands.

24 A trusted advisor is accused of treason.

25 An alliance is formed against a common enemy.

26 A royal decree is issued to redistribute lands to loyal 

subjects.

31 A political marriage is arranged to secure peace.

32 A diplomat arrives with news of a distant war.

33 A noble seeks to gain favor by sponsoring a grand tour­

nament.

34 A council is called to address the kingdom’s financial 

crisis.

35 A powerful noble offers military support in exchange for 

titles.

36 A secret society influences political decisions behind the 

scenes.

41 A noble’s betrayal is uncovered, leading to a swift re­

sponse.

42 A council meeting is disrupted by an assassination at­

tempt.

43 A peace treaty is proposed with significant concessions.

44 A charismatic leader rises, gaining the support of the 

people.

45 A noble family is accused of conspiring with enemy 

forces.
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46 A plot to kidnap a key political figure is foiled.

51 A scandal involving the royal family shakes the court.

52 A call to arms is issued to defend against an imminent 

invasion.

53 A dispute over succession causes unrest among the 

nobles.

54 A noble seeks to manipulate the king through flattery 

and gifts.

55 A faction within the court pushes for expansionist poli­

cies.

56 A secret meeting is held to discuss a coup.

61 A foreign emissary brings gifts and proposals for al­

liance.

62 A noble’s ambition leads to reckless decisions.

63 A trusted advisor provides counsel on navigating polit­

ical threats.

64 A noble house seeks to regain lost honor and influence.

65 A proposal for new laws to strengthen the kingdom is 

debated.

66 A political maneuver backfires, causing unintended con­

sequences.

Mercenary and Bandit Conflicts

D66 Mercenary and Bandit Conflicts

11 A bandit leader demands tribute from a nearby village.

12 Mercenaries hired by a rival noble clash with local forces.

13 A notorious bandit camp is discovered in a dense forest.
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14 A mercenary company offers their services to the high­

est bidder.

15 Bandits block a major trade route, disrupting com­

merce.

16 A skirmish breaks out between rival mercenary groups.

21 Bandits raid a wealthy estate, stealing valuable goods.

22 A captured bandit reveals plans for a major heist.

23 Mercenaries are hired to protect a caravan through dan­

gerous territory.

24 A village forms a militia to defend against frequent ban­

dit attacks.

25 A mercenary captain seeks to settle a personal vendetta.

26 Bandits take hostages and demand a ransom for their 

release.

31 A hidden bandit hideout is uncovered, leading to a 

standoff.

32 Mercenaries hired to protect a noble turn against their 

employer.

33 A bandit chief offers information in exchange for a par­

don.

34 A wealthy merchant hires mercenaries to guard a valu­

able shipment.

35 A band of outlaws takes over an abandoned castle.

36 Mercenaries are accused of looting and pillaging under 

the guise of protection.

41 A bandit raid on a festival disrupts the celebrations.

42 A mercenary company is hired to track down a notorious 

outlaw.
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43 Bandits ambush travelers on a remote road.

44 A former bandit seeks redemption by aiding the local 

militia.

45 Mercenaries negotiate a ceasefire with bandits for mu­

tual benefit.

46 A hidden treasure map sparks conflict between bandits 

and mercenaries.

51 A famous mercenary leader offers their services for a 

high price.

52 Bandits disguise themselves as traders to infiltrate a 

town.

53 A mercenary company defects to the enemy for a better 

offer.

54 A bandit attack on a noble’s convoy is thwarted by quick 

thinking.

55 Mercenaries and bandits vie for control of a strategic 

location.

56 A notorious bandit is captured, but their gang seeks 

revenge.

61 A mercenary’s loyalty is tested when offered a large 

bribe.

62 Bandits sabotage a bridge to delay pursuit.

63 A bandit lord declares himself king of the wildlands.

64 A mercenary unit is hired to train the local militia.

65 Bandits lure travelers into a trap with false promises of 

help.

66 A mercenary leader turns against their own for greater 

power.
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D66 Hidden Treasures and Secret Locations

11 A hidden cave behind a waterfall, rumored to contain 

lost riches.

12 An ancient crypt filled with the treasures of a forgotten 

king.

13 A buried chest found at the base of a lightning-struck 

tree.

14 A hidden library in the ruins of an old castle, containing 

rare tomes.

15 A forgotten mine with veins of precious metals.

16 A secret chamber beneath a church, holding sacred 

relics.

21 A sunken ship off the coast, filled with pirate treasure.

22 A hollow tree that serves as the entrance to an under­

ground vault.

23 An enchanted forest glade where treasures appear un­

der the full moon.

24 A concealed attic in a noble’s mansion, hiding valuable 

heirlooms.

25 A cave guarded by magical creatures, filled with rare 

gems.

26 An abandoned wizard’s tower, still protected by magical 

wards.

31 A lost temple in the jungle, dedicated to an ancient deity.

32 A hidden valley accessible only through a secret pass.

33 A derelict fortress with hidden passages leading to trea­

sure rooms.
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34 A mysterious island that appears only once every few 

years.

35 A treasure map leading to a forgotten hoard in the 

desert.

36 A ruined city with underground catacombs full of hid­

den riches.

41 A secret garden with statues that come to life under 

moonlight.

42 A submerged ruin in a lake, accessible only by diving.

43 A cloistered monastery with a hidden reliquary.

44 A cave system behind a waterfall, rumored to house a 

dragon’s hoard.

45 An old battlefield where legendary warriors’ artifacts are 

buried.

46 A ruined abbey with a hidden crypt below the altar.

51 A buried treasure in the dunes of a desert, marked by an 

old tale.

52 A secret room in a library, accessed by a hidden lever.

53 A haunted mansion with a hidden cellar filled with gold.

54 A forgotten sanctuary in the mountains, containing sa­

cred artifacts.

55 A cave of wonders, where each chamber holds a differ­

ent treasure.

56 An enchanted spring where each drink reveals a hidden 

location.

61 A sunken city beneath a lake, full of ancient treasures.

62 A hidden alcove in a cliffside, accessible only by a narrow 

path.
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63 A forgotten royal treasury, buried beneath a collapsed 

castle.

64 A secret merchant’s vault hidden behind a marketplace.

65 A hidden chamber in a castle wall, accessible by a spe­

cific key.

66 A lost treasure trove in the depths of an enchanted 

forest.

Feasts and Festivals

D66 Feasts and Festivals

11 The Harvest Festival, celebrating the season’s bounty 

with feasting and games.

12 The Winter Solstice Feast, a time of merriment and 

warmth during the longest night.

13 The Spring Blossom Festival, marking the beginning of 

spring with flowers and dances.

14 The Festival of Lights, where lanterns are released into 

the sky.

15 The King’s Birthday Celebration, a grand event with 

jousting and feasting.

16 The Summer Solstice Festival, a time of music and danc­

ing under the sun.

21 The Festival of the Moon, celebrating the full moon with 

night-time revelry.

22 The New Year’s Feast, welcoming the new year with fire­

works and feasts.

23 The Festival of Heroes, honoring past heroes with tales 

and reenactments.
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D66 Feasts and Festivals

24 The Festival of the Hunt, celebrating successful hunts 

with feasts and competitions.

25 The Festival of the Sea, honoring the ocean with boat 

races and seafood feasts.

26 The Festival of Fire, a night of bonfires and fire-dancing.

31 The Festival of the Harvest Moon, celebrating the full 

moon with dances and feasts.

32 The Festival of the Ancestors, honoring the dead with 

feasts and stories.

33 The Festival of the Stars, where stargazing and astron­

omy are celebrated.

34 The Feast of the Forest, a celebration of nature with 

forest games and feasts.

35 The Festival of the River, marking the river’s importance 

with boat parades and feasting.

36 The Festival of the Sun, celebrating the sun’s warmth 

with outdoor games and feasts.

41 The Festival of the Harvest Goddess, honoring the god­

dess with offerings and feasts.

42 The Festival of Love, celebrating love and romance with 

dances and feasts.

43 The Festival of the Warriors, honoring warriors with 

competitions and feasts.

44 The Festival of the Arts, celebrating music, painting, and 

theater.

45 The Festival of the Sowing, marking the planting season 

with feasts and prayers.
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D66 Feasts and Festivals

46 The Festival of the Sky, celebrating the sky’s wonders 

with kite flying and feasts.

51 The Festival of the Harvest Queen, crowning a queen 

and celebrating with feasts.

52 The Festival of the Night, a night of mystery and celebra­

tion under the stars.

53 The Festival of the Flame, celebrating fire’s warmth and 

light with feasts.

54 The Festival of the Earth, honoring the earth with offer­

ings and feasts.

55 The Festival of the Wind, celebrating the wind’s power 

with games and feasts.

56 The Festival of the Ancients, honoring ancient traditions 

with reenactments and feasts.

61 The Festival of the Harvest King, crowning a king and 

celebrating with feasts.

62 The Festival of the Harvest Spirits, honoring spirits with 

offerings and feasts.

63 The Festival of the Harvest Maiden, celebrating with 

dances and feasts.

64 The Festival of the Harvest Lord, honoring the lord with 

feasts and games.

65 The Festival of the Harvest Dance, a night of dancing and 

feasting.

66 The Festival of the Harvest Fire, celebrating with bonfires 

and feasts.
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D66 Weather and Natural Events

11 A sudden and violent thunderstorm, with lightning 

strikes nearby.

12 A thick fog rolls in, reducing visibility and causing disori­

entation.

13 A prolonged drought, causing water shortages and crop 

failures.

14 An unexpected snowfall, blanketing the area in white.

15 A powerful windstorm, uprooting trees and damaging 

structures.

16 A heatwave, making travel and labor difficult and dan­

gerous.

21 A torrential downpour, flooding rivers and low-lying ar­

eas.

22 A beautiful rainbow appears after a brief rain shower.

23 An earthquake shakes the ground, causing buildings to 

collapse.

24 A rare and dazzling meteor shower lights up the night 

sky.

25 A hailstorm, with large and damaging hailstones.

26 A sudden and dense snowfall, creating drifts and im­

passable roads.

31 A sunny and clear day, perfect for travel and outdoor 

activities.

32 A cold snap, causing frost and freezing temperatures.

33 A heatwave, with oppressive and dangerous heat levels.

34 A rare fog that glows with an eerie light at night.

35 A flash flood, caused by sudden and heavy rains.
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D66 Weather and Natural Events

36 A thunderstorm, with intense lightning and booming 

thunder.

41 A clear night with a full moon, providing good visibility.

42 A dust storm, reducing visibility and making breathing 

difficult.

43 A rare and beautiful aurora borealis lights up the night 

sky.

44 A fog that doesn’t lift, causing delays and confusion.

45 A powerful and sudden windstorm, causing damage 

and chaos.

46 A period of unseasonably warm weather, causing early 

blooms.

51 A persistent drizzle, causing muddy and slippery condi­

tions.

52 A sudden and intense snowstorm, making travel nearly 

impossible.

53 A sunny and warm day, perfect for a festival or celebra­

tion.

54 A cold front moves in, bringing frost and chilly winds.

55 A rare blood moon rises, casting an eerie red light.

56 A clear night with a new moon, making it very dark.

61 A period of mild and pleasant weather, with clear skies.

62 A thunderstorm that lasts for hours, with heavy rain and 

lightning.

63 A gentle and refreshing rain, revitalizing plants and 

crops.

64 A powerful storm at sea, making travel by boat danger­

ous.
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65 A beautiful sunrise, signaling a day of good weather.

66 A heatwave breaks, bringing cooler and more comfort­

able weather.

Dreams and Visions

D66 Dreams and Visions

11 A vision of a hidden path that leads to a secret location.

12 A dream of a loved one warning of an imminent danger.

13 A vision of a long-lost artifact, revealing its current loca­

tion.

14 A dream of a past life, revealing forgotten knowledge.

15 A vision of a powerful storm approaching, with dire con­

sequences.

16 A dream of an ancient battle, showing hidden truths.

21 A vision of a mystical creature offering guidance.

22 A dream of a dark figure, symbolizing an unknown 

threat.

23 A vision of a sacred site, urging a pilgrimage.

24 A dream of a lost friend or ally in desperate need of help.

25 A vision of a great celebration, hinting at future events.

26 A dream of flying over the land, seeing all from above.

31 A vision of a tragic event, offering a chance to prevent it.

32 A dream of an enchanted forest, calling for exploration.

33 A vision of a council of wise beings, offering cryptic 

advice.

34 A dream of a mysterious door, leading to unknown 

realms.
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D66 Dreams and Visions

35 A vision of a loved one in danger, urging immediate 

action.

36 A dream of a majestic castle, hinting at future glory.

41 A vision of a sacred ritual, needing to be performed.

42 A dream of a long-forgotten prophecy, revealing its im­

portance.

43 A vision of a hidden enemy plotting in the shadows.

44 A dream of a journey through a dangerous land, reveal­

ing shortcuts.

45 A vision of a powerful artifact falling into the wrong 

hands.

46 A dream of a peaceful meadow, symbolizing hope and 

tranquility.

51 A vision of a great battle, revealing key strategies.

52 A dream of a mystical being offering a cryptic warning.

53 A vision of a distant land, calling for exploration.

54 A dream of an ancient tree, revealing hidden secrets.

55 A vision of a powerful spell, needing to be cast.

56 A dream of a loved one, offering guidance and comfort.

61 A vision of a secret meeting, revealing hidden plans.

62 A dream of a magical artifact, showing its true power.

63 A vision of a dark future, urging a change in course.

64 A dream of a wise sage, offering profound advice.

65 A vision of a beautiful and serene landscape, symboliz­

ing peace.

66 A dream of an ancient relic, revealing its true purpose.
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Inspiration Tables

Verbs

Verbs 1 2 3 4 5 6

1 Attack De­

fend

Ex­

plore

Heal Search Hide

2 Craft Cast Sing Nego­

tiate

De­

ceive

Follow

3 Steal Res­

cue

Pro­

tect

Inves­

tigate

Chal­

lenge

Unite

4 Build De­

stroy

En­

chant

Sum­

mon

Travel Es­

cape

5 Reveal Con­

ceal

In­

spire

Betray Assist Spy

6 Lead Aban­

don

Train Guard Re­

trieve

Sabo­

tage

Adjectives

Adjec­

tives

1 2 3 4 5 6

1 Brave Cow­

ardly

Noble Cun­

ning

Wise Fool­

ish

2 Strong Weak Kind Cruel Loyal Treach­

erous

3 Swift Slow Bold Timid Fair De­

cep­

tive

4 Fierce Gentle Hon­

est

Secre­

tive

Proud Hum­

ble

5 Rich Poor Mighty Meek Clever Dull
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Adjec­

tives

1 2 3 4 5 6

6 Magi­

cal

Mun­

dane

Beau­

tiful

Ugly EnchantedCursed

Nouns

Nouns 1 2 3 4 5 6

1 Sword Shield Castle Forest Dragon Knight

2 Spell Potion Crown Village Druid Beast

3 Relic Scroll Chal­

ice

Tower Healer War­

lord

4 Amulet Armor Ring Dun­

geon

Sor­

cerer

Bard

5 Staff Book Herb Battle Vision Ghost

6 Flame Jewel Map Island War­

rior

Spirit

Knightly Duels and Tournaments

D66 Knightly Duels and Tournaments

11 A grand tournament hosted by a noble house, with great 

rewards.

12 A duel of honor between two rival knights.

13 A jousting tournament to celebrate the king’s birthday.

14 A melee competition with teams of knights battling for 

supremacy.

15 A duel to settle a dispute over land and title.

16 An archery contest open to all, showcasing the best 

marksmen.

21 A grand melee with knights from different realms.
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D66 Knightly Duels and Tournaments

22 A duel to the death over a matter of grave insult.

23 A joust to win the favor of a noble lady.

24 A contest of skill in various knightly arts, including 

swordplay and lance.

25 A challenge issued by an unknown knight in black 

armor.

26 A tournament with magical enchantments on the par­

ticipants’ weapons.

31 A duel involving magical creatures as allies.

32 A tournament where the prize is a rare and enchanted 

artifact.

33 A secret duel held at midnight, known only to a few.

34 A grand feast preceding a tournament, where alliances 

are formed.

35 A series of challenges including jousting, archery, and 

melee.

36 A tournament held to determine the next captain of the 

guard.

41 A duel with enchanted weapons that change shape 

during the fight.

42 A tournament held in honor of a visiting dignitary.

43 A knight challenges another to a duel for the hand of 

a maiden.

44 A contest of strategy, involving both physical and mental 

challenges.

45 A duel that involves riding through a gauntlet of obsta­

cles.

46 A melee in a magically shifting arena.
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D66 Knightly Duels and Tournaments

51 A duel to settle a long-standing feud between families.

52 A tournament where the winner gains a place at the 

Round Table.

53 A contest judged by a mysterious and powerful sorcerer.

54 A joust where the horses are enchanted to fly.

55 A melee involving teams of knights and their squires.

56 A duel with special rules where magic is allowed.

61 A tournament held on the eve of a great battle, to boost 

morale.

62 A knightly duel in front of a magical mirror that shows 

the true nature of the combatants.

63 A contest where the prize is a magical steed.

64 A tournament with trials of both physical prowess and 

chivalric virtue.

65 A duel with weapons that have a will of their own.

66 A joust held in a secret, enchanted glade, known only to 

the chosen few.

Religious and Spiritual Events

D66 Religious and Spiritual Events

11 A pilgrimage to a holy site, attracting many followers.

12 A grand feast day celebrating a saint, with prayers and 

processions.

13 A night of vigil in honor of a fallen hero.

14 A miracle is reported at a local shrine, drawing crowds.

15 A debate between priests over the true meaning of a 

prophecy.
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D66 Religious and Spiritual Events

16 A procession of monks carrying a sacred relic through 

the town.

21 A holy festival where blessings are bestowed upon the 

faithful.

22 A mysterious vision appears to a local priest, causing a 

stir.

23 A grand ceremony to bless a newly built church.

24 A ritual to exorcise a possessed individual.

25 A fast and prayer event to seek divine guidance.

26 A sacred relic is stolen, and the priests call for its return.

31 A spiritual retreat in the wilderness, seeking enlighten­

ment.

32 A holy war is declared against heretics.

33 A prophecy is revealed, foretelling a great event.

34 A religious festival celebrating the harvest.

35 A pilgrimage to a sacred spring believed to have healing 

properties.

36 A festival of lights, where the faithful light candles for 

blessings.

41 A saint’s day with reenactments of their miracles.

42 A sacred animal is seen, causing religious fervor.

43 A debate between druids and priests over religious prac­

tices.

44 A ritual dance performed to ensure a good harvest.

45 A sacred tree is struck by lightning, interpreted as a sign.

46 A vision of an angel appears to a devout follower.
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D66 Religious and Spiritual Events

51 A grand festival celebrating the sun and its life-giving 

power.

52 A mass baptism in a holy river.

53 A relic believed to be lost is found, causing great cele­

bration.

54 A holy warrior is blessed before going on a great quest.

55 A fasting period followed by a great feast.

56 A spiritual leader goes on a journey of enlightenment.

61 A sacred ritual performed to ward off evil spirits.

62 A holy war is declared against dark forces.

63 A pilgrimage to a mountain where gods are believed to 

dwell.

64 A spiritual cleansing of a haunted place.

65 A grand temple is built in honor of the gods.

66 A relic is brought to the town, drawing pilgrims and 

visitors.

Animal and Beast Encounters

D66 Animal and Beast Encounters

11 A majestic stag leads you to a hidden grove.

12 A pack of wolves eyes you warily from the edge of the 

forest.

13 A wounded bear blocks your path, aggressive and in 

pain.

14 A nest of giant eagles in the cliffs above your trail.

15 A herd of wild horses runs across the plains, free and 

untamed.
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D66 Animal and Beast Encounters

16 A sly fox offers to guide you through the woods for a 

price.

21 A massive boar charges out of the underbrush, tusks 

gleaming.

22 A serpent whispers secrets of the forest, but can it be 

trusted?

23 A swarm of bees blocks your path, their hive nearby.

24 A wildcat stalks you from the shadows, testing your 

defenses.

25 A pair of playful otters in a nearby stream.

26 A great elk stands watchful on a hill, a guardian of the 

forest.

31 A raven caws ominously, watching your every move.

32 A bear cub wanders into your camp, with its mother not 

far behind.

33 A lone wolf approaches, neither aggressive nor fearful.

34 A snake slithers across your path, hissing a warning.

35 A family of deer grazes peacefully, unaware of your pres­

ence.

36 A mountain lion prowls nearby, eyes glowing in the 

darkness.

41 A great owl swoops down, silently observing you.

42 A herd of sheep, lost and in need of guidance.

43 A giant spider weaves its web across your path.

44 A falcon circles above, perhaps trained by someone.

45 A pair of hares dart through the underbrush.

46 A wild boar snorts aggressively, protecting its territory.
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D66 Animal and Beast Encounters

51 A deer with an arrow wound limps through the forest.

52 A majestic eagle perches on a high branch, surveying 

the land.

53 A badger scurries into its burrow as you pass by.

54 A beaver builds a dam in a nearby stream.

55 A fox hunts for food, occasionally glancing your way.

56 A wolf pack howls in the distance, a haunting sound.

61 A squirrel chatters from a tree, alerting others to your 

presence.

62 A lynx watches you from a rocky outcrop.

63 A porcupine waddles through the underbrush.

64 A moose stands tall in a clearing, majestic and imposing.

65 A raven follows you, cawing intermittently.

66 A bear swipes at a tree, marking its territory.

Environmental Hazards

D66 Environmental Hazards

11 A sudden landslide blocks your path, creating a treach­

erous climb.

12 A sinkhole opens up, swallowing part of the trail.

13 A dense fog rolls in, reducing visibility to nearly nothing.

14 A forest fire rages, spreading quickly and unpredictably.

15 A flash flood rushes down a valley, sweeping everything 

in its path.

16 An avalanche crashes down a mountainside, burying 

the trail.

21 A sudden storm with high winds and lightning.
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22 An earthquake shakes the ground, causing cracks and 

collapses.

23 A swarm of biting insects descends, making travel mis­

erable.

24 A patch of quicksand hidden beneath leaves and debris.

25 A snowstorm strikes, reducing visibility and causing hy­

pothermia.

26 A dense, thorny thicket blocks your path, difficult to 

navigate.

31 A fallen tree blocks the road, requiring effort to move.

32 A river overflows, turning the path into a muddy swamp.

33 A rockslide tumbles down, threatening to crush anyone 

below.

34 A wildfire spreads, cutting off escape routes.

35 A cliff face crumbles, creating a dangerous crossing.

36 A thick mist disorients travelers, making it easy to get 

lost.

41 A sandstorm blows in, reducing visibility and scouring 

exposed skin.

42 A plague of locusts devours all vegetation, leaving the 

land barren.

43 A sudden drop in temperature, causing frostbite and 

freezing rivers.

44 A drought dries up water sources, making survival diffi­

cult.

45 A volcanic eruption spews ash and lava, threatening 

everything nearby.
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46 A swarm of bats flies out of a cave, startling and disori­

enting.

51 A hidden crevasse opens underfoot, creating a danger­

ous fall.

52 A tidal wave sweeps in, flooding coastal areas.

53 A lightning strike ignites a tree, starting a forest fire.

54 A tornado touches down, causing widespread destruc­

tion.

55 A blizzard strikes, making travel nearly impossible.

56 A dust storm reduces visibility and fills the air with chok­

ing particles.

61 A mudslide flows down a hillside, burying everything in 

its path.

62 A river freezes over, creating a slippery and dangerous 

crossing.

63 A dense cloud of smoke from a distant fire covers the 

area.

64 A heatwave makes travel exhausting and potentially 

deadly.

65 A thick canopy overhead blocks out the sun, creating a 

perpetual twilight.

66 A swarm of bees attacks, stinging anyone in their path.

Enchanted Forest Encounters

D66 Enchanted Forest Encounters

11 A group of dancing lights leads you deeper into the 

forest.

12 A talking tree offers wisdom and guidance.
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13 A glade where time seems to stand still.

14 A fairy ring that transports those who enter to another 

realm.

15 A gentle stream with waters that heal wounds.

16 A mischievous sprite plays tricks, leading you in circles.

21 A grove where animals seem unusually intelligent and 

friendly.

22 A sudden silence falls, as if the forest itself is holding its 

breath.

23 A giant mushroom circle, exuding a faint magical glow.

24 A tree with a door leading to a hidden chamber.

25 A whispering breeze carries messages and secrets.

26 A pool that shows visions of the past or future.

31 A guardian spirit warns you of impending danger.

32 A magical fruit tree, the fruits of which grant temporary 

powers.

33 A hidden fairy market, bustling with activity.

34 A pathway that appears only under moonlight.

35 A strange, enchanted fog that confuses and disorients.

36 A friendly forest creature offers to guide you.

41 A grove where the trees move and shift when not ob­

served.

42 A mystical barrier that only opens with a specific key or 

spell.

43 A sudden, eerie quiet, as if the forest is watching you.

44 A tree that sings softly in the wind.

45 A hidden glen where fairies dance under the stars.
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46 A circle of ancient stones, humming with magical en­

ergy.

51 A talking animal offers cryptic advice.

52 A hidden spring that grants visions to those who drink 

from it.

53 A fairy queen offers a quest in exchange for a boon.

54 A bridge guarded by a troll demanding a toll.

55 A sudden, magical storm that alters the landscape.

56 A cave filled with glowing crystals and ancient runes.

61 A path that shifts and changes, leading you in new 

directions.

62 A wise old hermit living in harmony with the forest.

63 A hidden glade where unicorns graze.

64 A treehouse village inhabited by friendly sprites.

65 A field of flowers that change colors with the seasons.

66 A secret entrance to the realm of the fae.

Ruins and Ancient Sites

D66 Ruins and Ancient Sites

11 The ruins of an ancient castle, now overgrown with 

vines.

12 An old battlefield, haunted by the spirits of the fallen.

13 A crumbling temple dedicated to forgotten gods.

14 An ancient library with books and scrolls on forgotten 

lore.

15 The remains of a once-great city, now buried under sand 

or earth.
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D66 Ruins and Ancient Sites

16 A stone circle used for ancient rituals and ceremonies.

21 A hidden tomb of a legendary hero or king.

22 An abandoned village with a mysterious history.

23 A sunken city, partially submerged in a lake or sea.

24 A forgotten monastery, now home to wild animals.

25 The ruins of a grand palace, with hidden passages and 

chambers.

26 An ancient bridge, still standing despite its age.

31 The remnants of a fortress, destroyed in a great battle.

32 A cave system filled with ancient drawings and carvings.

33 The ruins of a once-mighty tower, now home to strange 

creatures.

34 An old mill, its wheel still turning despite the passage 

of time.

35 A mysterious labyrinth, said to hide great treasures and 

dangers.

36 An ancient well, believed to have magical properties.

41 The ruins of a grand amphitheater, echoing with the 

ghosts of performances past.

42 A crumbling lighthouse on a cliff, still guiding ships.

43 The remains of a grand cathedral, now a sanctuary for 

wildlife.

44 An abandoned mine, filled with rich veins of ore and 

danger.

45 A ruined watchtower, offering a strategic view of the 

surrounding area.

46 The remnants of an ancient road, leading to unknown 

destinations.
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D66 Ruins and Ancient Sites

51 A forgotten garden, with strange and rare plants.

52 The ruins of a bathhouse, its waters still warm.

53 A buried crypt, filled with the treasures of a bygone era.

54 An ancient theater, now silent and eerie.

55 The ruins of a wizard’s tower, with magical traps and 

relics.

56 An old forge, with tools and weapons of remarkable 

craftsmanship.

61 The remnants of a great hall, where ancient lords once 

feasted.

62 A derelict shipwreck on the coast, filled with treasure.

63 The ruins of a sacred grove, still holding traces of ancient 

magic.

64 An old graveyard, with gravestones telling the stories of 

the past.

65 A ruined fort, its walls still standing strong.

66 An ancient library hidden in a remote cave, filled with 

old tomes.

Intriguing Discoveries

D66 Intriguing Discoveries

11 A hidden cache of ancient coins buried in the forest.

12 An old journal detailing a long-forgotten adventure.

13 A map leading to a secret location filled with treasures.

14 A mysterious key that unlocks an unknown door.

15 A strange artifact with unknown powers.

16 A hidden message carved into the walls of a cave.
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21 A sealed letter with important but long-forgotten infor­

mation.

22 An old relic from a bygone era, with magical properties.

23 A secret passage leading to an unknown chamber.

24 A lost heirloom of a noble family, with a rich history.

25 A hidden trapdoor in an ancient ruin.

26 A mysterious book filled with spells and incantations.

31 A broken but powerful magical weapon.

32 A hidden diary revealing secrets of the past.

33 A cryptic prophecy written in an ancient language.

34 A rare and valuable gemstone hidden in the mountains.

35 A secret hideout used by thieves and bandits.

36 A forgotten shrine with a sacred relic.

41 A set of old blueprints detailing the construction of a 

grand building.

42 A strange, enchanted mirror showing glimpses of other 

places.

43 A hidden chamber in a castle, filled with treasures.

44 An ancient scroll with powerful but dangerous spells.

45 A forgotten garden with rare and magical plants.

46 A hidden vault with the riches of a long-dead king.

51 A set of armor belonging to a legendary knight.

52 A map of a long-lost city, buried under the sands.

53 A secret meeting place for a long-forgotten society.

54 A mysterious stone circle with ancient carvings.

55 A hidden library filled with books of ancient knowledge.
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56 A set of enchanted tools that make work easier and 

faster.

61 A lost song or poem with powerful magical effects.

62 A collection of rare herbs with potent healing properties.

63 A set of blueprints for an ancient and powerful machine.

64 A hidden tomb filled with the riches of a long-dead king.

65 A secret entrance to a network of underground tunnels.

66 A mysterious crystal with strange and powerful proper­

ties.

Fae and Fairy Encounters

D66 Fae and Fairy Encounters

11 A fairy ring that transports you to a mystical realm.

12 A mischievous sprite steals an important item.

13 A fairy queen offers a quest in exchange for a boon.

14 A pixie offers guidance but expects a favor in return.

15 A group of fairies play tricks on travelers, leading them 

astray.

16 A brownie offers help in exchange for a small gift.

21 A changeling child is discovered, requiring delicate han­

dling.

22 A fairy offers a deal with unforeseen consequences.

23 A fae creature challenges you to a contest of wit.

24 A magical glade where time flows differently.

25 A fae market where rare and enchanted items can be 

traded.

26 A leprechaun offers a deal for a pot of gold.
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31 A selkie needs help to retrieve their stolen pelt.

32 A fae creature offers to fulfill a wish with a hidden cost.

33 A meeting with the fae court to negotiate a delicate 

matter.

34 A fae knight challenges you to a duel for honor.

35 A banshee’s wail warns of impending danger.

36 A fae trickster leads you in circles, making progress dif­

ficult.

41 A fae creature grants temporary magical abilities.

42 A fairy godmother offers aid in a dire situation.

43 A fae hunt, where you must avoid being caught.

44 A pact with a fae creature that binds you to a task.

45 A fae spirit offers knowledge of the future.

46 A fae festival where mortals can participate.

51 A fae creature demands a toll for crossing their territory.

52 A fae curse that needs to be broken.

53 A fae creature offers a guide through the enchanted 

forest.

54 A fae king offers a reward for solving a riddle.

55 A fae creature bestows a blessing or a curse based on 

your actions.

56 A fae envoy seeks your aid in a conflict with another fae 

court.

61 A fae creature leaves a cryptic message.

62 A fae bargain for a valuable but dangerous gift.

63 A fae portal that leads to an unknown realm.
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64 A fae creature offers a challenge that tests your skills and 

resolve.

65 A fae festival where you can gain boons or suffer conse­

quences.

66 A fae creature offers to teach you a powerful spell or skill.

Haunted and Cursed Locations

D66 Haunted and Cursed Locations

11 An abandoned castle haunted by the ghosts of its for­

mer inhabitants.

12 A cursed battlefield where the spirits of the fallen still 

fight.

13 A haunted forest where eerie lights lead travelers astray.

14 A cursed village where time stands still.

15 A haunted house with ghostly apparitions and strange 

noises.

16 A cursed lake where the waters whisper secrets and lies.

21 A haunted graveyard where the dead rise at night.

22 A cursed temple where shadows come to life.

23 A haunted bridge where travelers disappear without a 

trace.

24 A cursed forest glade where nothing grows.

25 A haunted lighthouse where the keeper’s ghost still 

watches.

26 A cursed mansion filled with spectral servants.

31 A haunted shipwreck with the ghosts of drowned sailors.

32 A cursed monastery where the monks have all vanished.
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D66 Haunted and Cursed Locations

33 A haunted tower where a spectral knight stands guard.

34 A cursed cave where the walls seem to whisper.

35 A haunted marketplace where ghostly vendors sell 

cursed items.

36 A cursed forest where the trees bleed sap.

41 A haunted inn where guests never leave.

42 A cursed well that brings bad luck to those who drink 

from it.

43 A haunted battlefield where the sounds of war still echo.

44 A cursed village where everyone has turned to stone.

45 A haunted theater where ghostly actors perform.

46 A cursed island that appears and disappears with the 

tides.

51 A haunted forest path that leads in circles.

52 A cursed treasure buried in a haunted tomb.

53 A haunted library with books that read themselves.

54 A cursed altar where dark rituals were performed.

55 A haunted garden where the statues come to life.

56 A cursed forge where the blacksmith’s ghost still works.

61 A haunted mill where the wheel turns on its own.

62 A cursed grove where nothing can grow.

63 A haunted river that sings mournful songs.

64 A cursed mountain pass where travelers vanish.

65 A haunted marketplace where ghostly figures appear at 

night.

66 A cursed castle where the shadows have a life of their 

own.
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D66 Diplomatic Missions

11 Negotiate a peace treaty between warring factions.

12 Deliver a royal message to a neighboring kingdom.

13 Escort an ambassador to a distant land.

14 Mediate a dispute over a contested border.

15 Arrange a marriage alliance between two noble houses.

16 Secure a trade agreement with a foreign power.

21 Attend a royal banquet as a representative of your lord.

22 Negotiate the release of prisoners of war.

23 Deliver an ultimatum to a rebellious vassal.

24 Escort a foreign dignitary through hostile territory.

25 Arrange a meeting between two rival factions.

26 Secure an alliance with a powerful sorcerer.

31 Negotiate the terms of a ceasefire.

32 Deliver a gift to a foreign king as a sign of goodwill.

33 Attend a diplomatic summit to discuss regional security.

34 Negotiate the terms of a marriage contract.

35 Escort a prince or princess to their betrothed.

36 Secure the services of a mercenary company for your 

liege.

41 Arrange a trade mission to a distant land.

42 Deliver a letter of condolence to a mourning noble 

house.

43 Negotiate a fishing rights agreement with a coastal 

kingdom.

44 Escort a delegation of priests to a holy site.
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D66 Diplomatic Missions

45 Mediate a dispute over the ownership of a valuable arti­

fact.

46 Negotiate a truce between two feuding families.

51 Secure a loan from a wealthy merchant for your lord.

52 Deliver a declaration of war to an enemy kingdom.

53 Attend a coronation as an official envoy.

54 Negotiate the terms of a land exchange.

55 Escort a group of scholars to a foreign university.

56 Arrange a diplomatic mission to a newly discovered 

land.

61 Secure a promise of aid in times of war.

62 Deliver a peace offering to a rival kingdom.

63 Negotiate a non-aggression pact with a powerful neigh­

bor.

64 Attend a cultural exchange as a representative.

65 Arrange a meeting between your lord and a powerful 

wizard.

66 Negotiate the terms of a joint military venture.

Betrayals and Deceptions

D66 Betrayals and Deceptions

11 A trusted advisor plots against their lord.

12 A knight is found to be secretly working for the enemy.

13 A close friend is revealed to be a spy.

14 A noble is caught conspiring with bandits.

15 A servant is bribed to poison their master.

16 A merchant secretly works for a rival kingdom.
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D66 Betrayals and Deceptions

21 A squire sabotages their knight’s equipment.

22 A guard is bribed to allow an enemy into the castle.

23 A priest is discovered to be working for a dark cult.

24 A noble family plans to overthrow the king.

25 A general secretly negotiates with the enemy.

26 A healer provides false information to gain favor.

31 A knight is found to be a traitor during a critical battle.

32 A diplomat spreads false rumors to sow discord.

33 A servant steals important documents.

34 A courtier plots to usurp their lord’s title.

35 A spy is caught planting evidence against an innocent.

36 A noble is revealed to have forged an important letter.

41 A trusted ally is found to be a double agent.

42 A general betrays their lord for a promise of power.

43 A merchant spreads false information to ruin a competi­

tor.

44 A knight falsely accuses a rival to gain favor.

45 A noble bribes a judge to alter a verdict.

46 A servant reveals sensitive information to an enemy.

51 A squire is caught spying for a rival house.

52 A guard is blackmailed into betraying their post.

53 A healer is bribed to administer a harmful potion.

54 A knight fakes their allegiance to uncover a plot.

55 A noble switches sides during a crucial negotiation.

56 A spy plants false evidence to frame an innocent.

61 A diplomat betrays their kingdom for personal gain.
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D66 Betrayals and Deceptions

62 A general misleads their troops to cover their own 

agenda.

63 A priest is found to be in league with dark forces.

64 A merchant betrays their guild to gain favor with the 

crown.

65 A noble hires assassins to remove a rival.

66 A servant is revealed to be a long-term spy.

Prophecies and Omens

D66 Prophecies and Omens

11 A prophecy foretells the rise of a new king.

12 An omen of a blood-red moon signals impending disas­

ter.

13 A seer predicts the return of a long-lost hero.

14 A vision of a great war that will change the land.

15 A prophecy speaks of a chosen one who will defeat the 

darkness.

16 An omen of a comet signifies a time of great change.

21 A seer predicts a betrayal within the court.

22 A vision of a great famine unless certain actions are 

taken.

23 A prophecy that a hidden treasure will be found.

24 An omen of an eclipse warns of a coming invasion.

25 A seer predicts the fall of a powerful noble house.

26 A vision of a great beast rising from the sea.

31 A prophecy of a child born under a specific sign will 

bring peace.
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D66 Prophecies and Omens

32 An omen of a sudden storm warns of a great loss.

33 A seer predicts the discovery of a powerful artifact.

34 A prophecy that only a true knight can retrieve a sacred 

relic.

35 An omen of a flock of blackbirds signals a dark event.

36 A vision of a kingdom in flames unless a hero intervenes.

41 A prophecy that the waters will rise and reclaim the land.

42 An omen of a double rainbow predicts a time of pros­

perity.

43 A seer predicts a great alliance that will change the 

world.

44 A prophecy that a dragon will return and bring destruc­

tion.

45 An omen of a lion and a lamb seen together, signaling 

peace.

46 A vision of a dark sorcerer rising to power.

51 A prophecy that a hero must complete three trials to 

save the land.

52 An omen of a sudden earthquake as a warning of dan­

ger.

53 A seer predicts the fall of a great city.

54 A prophecy that a sacred tree will bloom only for the 

true ruler.

55 An omen of a white stag leading the way to a hidden 

realm.

56 A vision of a celestial alignment bringing great magic.

61 A prophecy that a hero will rise from humble begin­

nings.
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D66 Prophecies and Omens

62 An omen of a sudden snowfall in summer predicts an 

unnatural event.

63 A seer predicts the breaking of a long-standing curse.

64 A prophecy that the stars will guide the chosen one.

65 An omen of a great fire as a sign of cleansing.

66 A vision of a new dawn bringing hope to the land.

Underwater Adventures

D66 Underwater Adventures

11 Discover an underwater cave filled with glowing crystals.

12 Encounter a school of magical fish with strange abilities.

13 Find a sunken shipwreck filled with treasure and dan­

gers.

14 Meet a merfolk community with secrets to share.

15 A giant sea creature blocks your path, demanding trib­

ute.

16 An underwater current pulls you towards a hidden 

grotto.

21 Discover a lost city beneath the waves, filled with ancient 

relics.

22 Encounter a kraken that guards an underwater treasure.

23 Find a magical artifact that allows breathing underwa­

ter.

24 A whirlpool transports you to an underwater realm.

25 Rescue a trapped diver from a perilous situation.

26 Explore a coral reef teeming with vibrant sea life.
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D66 Underwater Adventures

31 An underwater volcano threatens to erupt, causing 

chaos.

32 Find an underwater temple dedicated to a sea god.

33 Encounter a group of sea witches with their own 

agenda.

34 A sunken treasure chest is guarded by a giant eel.

35 Discover an underwater ruin filled with traps and puz­

zles.

36 Meet a friendly dolphin that guides you to safety.

41 Find a hidden grotto with air pockets and strange plants.

42 Encounter a group of hostile merfolk protecting their 

territory.

43 Discover an underwater garden with magical proper­

ties.

44 A giant sea serpent threatens your journey.

45 Explore a submerged cavern with glowing runes on the 

walls.

46 Find a lost sailor who has been living underwater for 

years.

51 Discover an ancient shipwreck filled with gold and jew­

els.

52 Encounter a mysterious underwater fog that obscures 

vision.

53 Find a hidden passage leading to an underground lake.

54 Rescue a sea creature trapped in a net.

55 Discover a magical underwater spring with healing 

properties.
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D66 Underwater Adventures

56 Encounter a group of underwater explorers searching 

for treasure.

61 Find an ancient underwater library with scrolls of forgot­

ten lore.

62 Discover a hidden underwater fortress guarded by sea 

monsters.

63 Encounter a friendly sea turtle that offers guidance.

64 Explore an underwater maze filled with traps and trea­

sure.

65 Find a sunken temple with a powerful relic inside.

66 Encounter a group of underwater spirits seeking peace.

Forest Adventures

D66 Forest Adventures

11 Discover a hidden glade with magical properties.

12 Encounter a tribe of forest dwellers with unique cus­

toms.

13 A pack of wolves surrounds your camp, watching 

silently.

14 Find a hidden cave filled with ancient drawings and 

artifacts.

15 A mysterious fog envelops the forest, making navigation 

difficult.

16 Discover a grove of talking trees that offer wisdom.

21 A sudden storm forces you to seek shelter in an aban­

doned cabin.

22 Encounter a band of brigands hiding in the forest.
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D66 Forest Adventures

23 Find a sacred tree that grants visions to those who sleep 

beneath it.

24 A forest fire breaks out, threatening to engulf the area.

25 Discover a hidden spring with healing waters.

26 Encounter a lost child searching for their family.

31 A deer with a golden antler leads you deeper into the 

forest.

32 Discover an ancient ruin overgrown with vines and trees.

33 A group of druids perform a ritual in a clearing.

34 A wild boar charges through your campsite.

35 Find a hidden entrance to a network of underground 

tunnels.

36 A flock of birds warns you of an approaching danger.

41 Discover a forest spirit who offers a quest in exchange 

for help.

42 A bear guards a cave filled with treasures.

43 Find a circle of stones with ancient runes carved into 

them.

44 Encounter a group of hunters tracking a dangerous 

beast.

45 A tree falls, revealing a hidden passage underneath.

46 Discover a patch of rare and valuable herbs.

51 A mysterious song lures you deeper into the forest.

52 Encounter a band of rebels hiding from the authorities.

53 Find an ancient altar used for druidic ceremonies.

54 A fox leads you to a hidden den filled with secrets.

55 Discover a network of tunnels beneath the forest floor.
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D66 Forest Adventures

56 Encounter a hermit living in seclusion.

61 A bear cub approaches your camp, followed by its pro­

tective mother.

62 Discover a grove where time seems to stand still.

63 A raven brings a message from a distant land.

64 Find a hidden waterfall with a cave behind it.

65 Encounter a group of forest bandits planning a raid.

66 Discover a tree with a door leading to an underground 

chamber.

Creatures & Foes

11. Banshee

• Concept: Wailing Spirit

• Skills: Piercing Scream, Ethereal Movement

• Frailty: Bound to a specific location

• Gear: None

• Goal: Foretell death

• Motive: Vengeance

• Nemesis: Exorcist

12. Basilisk

• Concept: Deadly Gaze Serpent

• Skills: Petrification, Venomous Bite

• Frailty: Slow Movement

• Gear: None

• Goal: Guard treasure

• Motive: Instinct

• Nemesis: Basilisk Slayer

159



13. Baobhan Sith

• Concept: Vampiric Fae

• Skills: Seduction, Blood Drain

• Frailty: Sunlight Weakness

• Gear: Enchanted Dress

• Goal: Lure and feed on victims

• Motive: Hunger

• Nemesis: Vampire Hunter

14. Black Knight

• Concept: Dark Champion

• Skills: Swordsmanship, Dark Magic

• Frailty: Cursed Armor

• Gear: Black Sword, Dark Armor

• Goal: Spread fear

• Motive: Power

• Nemesis: Noble Knight

15. Black Unicorn

• Concept: Cursed Creature

• Skills: Dark Magic, Healing

• Frailty: Distrust of humans

• Gear: Magical Horn

• Goal: Break the curse

• Motive: Freedom

• Nemesis: Witch

16. Brutal Knight

• Concept: Merciless Warrior

• Skills: Brutal Combat, Intimidation

• Frailty: Overconfidence
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• Gear: Heavy Mace, Spiked Armor

• Goal: Crush opposition

• Motive: Glory

• Nemesis: Gentle Knight

21. Cave Troll

• Concept: Underground Brute

• Skills: Regeneration, Crushing Strength

• Frailty: Light Sensitivity

• Gear: Club

• Goal: Guard cave

• Motive: Instinct

• Nemesis: Cave Explorer

22. Dark Sorcerer

• Concept: Master of Dark Magic

• Skills: Necromancy, Illusions

• Frailty: Fragile Physique

• Gear: Dark Grimoire, Staff

• Goal: Gain ultimate power

• Motive: Obsession

• Nemesis: Paladin

23. Fire Demon

• Concept: Infernal Entity

• Skills: Fire Control, Immolation

• Frailty: Water

• Gear: Flame Sword

• Goal: Spread chaos

• Motive: Destruction

• Nemesis: Water Mage
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24. Forest Spirits

• Concept: Nature Guardians

• Skills: Plant Manipulation, Healing

• Frailty: Bound to forest

• Gear: None

• Goal: Protect the forest

• Motive: Duty

• Nemesis: Loggers

25. Ghost of an Ancient King

• Concept: Restless Monarch

• Skills: Intangibility, Command Presence

• Frailty: Bound to ancient ruins

• Gear: Spectral Crown

• Goal: Find peace

• Motive: Unfinished business

• Nemesis: Treasure Hunters

26. Ghoul of the Underworld

• Concept: Flesh-Eating Fiend

• Skills: Burrowing, Ambush

• Frailty: Sunlight

• Gear: None

• Goal: Feast on flesh

• Motive: Hunger

• Nemesis: Gravekeeper

31. Giant

• Concept: Massive Brute

• Skills: Colossal Strength, Throwing Boulders

• Frailty: Slow
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• Gear: Giant Club

• Goal: Protect territory

• Motive: Instinct

• Nemesis: Giant Slayer

32. Glatisant (Questing Beast)

• Concept: Elusive Creature

• Skills: Swift Movement, Elusiveness

• Frailty: Constantly hunted

• Gear: None

• Goal: Avoid capture

• Motive: Survival

• Nemesis: Questing Knights

33. Gnomes

• Concept: Underground Dwellers

• Skills: Craftsmanship, Stealth

• Frailty: Fragile

• Gear: Crafting Tools

• Goal: Protect underground home

• Motive: Preservation

• Nemesis: Tunnel Raiders

34. Goblin of the Swamps

• Concept: Swamp Dweller

• Skills: Stealth, Ambush

• Frailty: Weakness to fire

• Gear: Poisoned Dagger

• Goal: Steal and hoard

• Motive: Greed

• Nemesis: Swamp Ranger
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35. Green Knight

• Concept: Immortal Challenger

• Skills: Invincibility, Combat Prowess

• Frailty: Bound by honor

• Gear: Green Armor, Enchanted Axe

• Goal: Test the honor of knights

• Motive: Challenge

• Nemesis: Dishonorable Knights

36. Griffin

• Concept: Majestic Guardian

• Skills: Flight, Keen Vision

• Frailty: Pride

• Gear: Sharp Talons

• Goal: Protect treasure

• Motive: Instinct

• Nemesis: Treasure Hunter

41. Headless Horseman

• Concept: Haunted Rider

• Skills: Swordsmanship, Intimidation

• Frailty: Headless

• Gear: Ghostly Horse, Axe

• Goal: Find lost head

• Motive: Vengeance

• Nemesis: Village Hero

42. Kelpie (Water Demon)

• Concept: Shape-shifting Water Spirit

• Skills: Water Manipulation, Hypnosis

• Frailty: Bound to water
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• Gear: None

• Goal: Drown victims

• Motive: Malice

• Nemesis: Water Priest

43. Lake Elf

• Concept: Enigmatic Water-Dweller

• Skills: Water Magic, Healing

• Frailty: Distrustful of humans

• Gear: Enchanted Bow

• Goal: Protect the lake

• Motive: Duty

• Nemesis: Fishermen

44. Mountain Troll

• Concept: Rocky Menace

• Skills: Regeneration, Boulder Throwing

• Frailty: Sunlight

• Gear: Stone Club

• Goal: Guard mountain

• Motive: Instinct

• Nemesis: Mountain Climber

45. Ogre

• Concept: Hulking Brute

• Skills: Super Strength, Intimidation

• Frailty: Slow

• Gear: Club

• Goal: Raid villages

• Motive: Hunger

• Nemesis: Village Militia
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46. Pixies

• Concept: Mischievous Fae

• Skills: Invisibility, Flight

• Frailty: Tiny Size

• Gear: Fairy Dust

• Goal: Cause mischief

• Motive: Fun

• Nemesis: Cats

51. Red Welsh Dragon

• Concept: Fire-Breathing Beast

• Skills: Fire Breath, Flight

• Frailty: Greed for gold

• Gear: None

• Goal: Guard treasure

• Motive: Instinct

• Nemesis: Dragon Slayer

52. Saxon Warrior

• Concept: Fierce Fighter

• Skills: Combat, Survival

• Frailty: Uncivilized Tactics

• Gear: Axe, Shield

• Goal: Conquer lands

• Motive: Glory

• Nemesis: Arthurian Knight

53. Saxon Warlord

• Concept: Invader Leader

• Skills: Battle Strategy, Command

• Frailty: Arrogance
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• Gear: Long Sword, Chainmail

• Goal: Conquer Britain

• Motive: Power

• Nemesis: King Arthur

54. Spirits of the Forest

• Concept: Nature Protectors

• Skills: Plant Manipulation, Healing

• Frailty: Bound to forest

• Gear: None

• Goal: Protect the forest

• Motive: Duty

• Nemesis: Loggers

55. Swamp Hag

• Concept: Malevolent Witch

• Skills: Curses, Potion Making

• Frailty: Weak to iron

• Gear: Cauldron, Spell Ingredients

• Goal: Spread misfortune

• Motive: Malice

• Nemesis: Village Healer

56. Swamp Specter

• Concept: Ghostly Apparition

• Skills: Intangibility, Fear Induction

• Frailty: Bound to swamp

• Gear: None

• Goal: Haunt the living

• Motive: Vengeance

• Nemesis: Exorcist
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61. Swamp Witch

• Concept: Dark Enchantress

• Skills: Dark Magic, Shapeshifting

• Frailty: Water-bound

• Gear: Spell Book, Magic Amulet

• Goal: Control the swamp

• Motive: Power

• Nemesis: Witch Hunter

62. Traitor Knight

• Concept: Fallen Noble

• Skills: Deception, Swordsmanship

• Frailty: Distrust

• Gear: Enchanted Sword, Shield

• Goal: Betray the realm

• Motive: Greed

• Nemesis: Loyal Knight

63. Troll King

• Concept: Ruler of Trolls

• Skills: Leadership, Super Strength

• Frailty: Arrogance

• Gear: Crown, Giant Hammer

• Goal: Unite troll tribes

• Motive: Power

• Nemesis: Giant Slayer

64. Witch

• Concept: Dark Spellcaster

• Skills: Hexes, Potions

• Frailty: Vulnerable to fire
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• Gear: Cauldron, Spell Book

• Goal: Gain power

• Motive: Curiosity

• Nemesis: Witch Hunter

65. Witch of the Mists

• Concept: Enigmatic Sorceress

• Skills: Mist Control, Divination

• Frailty: Dependent on mist

• Gear: Crystal Ball, Enchanted Staff

• Goal: Protect secrets

• Motive: Knowledge

• Nemesis: Truth Seeker

66. Woodland Fairy

• Concept: Gentle Fae

• Skills: Healing, Nature Magic

• Frailty: Frail Physique

• Gear: Fairy Dust, Enchanted Flower

• Goal: Protect the forest

• Motive: Duty

• Nemesis: Despoilers

Appendix: Inspirational Media

Books

• “Le Morte d’Arthur” by Sir Thomas Malory

• “The Once and Future King” by T.H. White

• “The Mists of Avalon” by Marion Zimmer Bradley

• “The Crystal Cave” by Mary Stewart

• “The Warlord Chronicles” by Bernard Cornwell
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• “The Archenfield Novels” by Nancy McKenzie

Films

• “Excalibur” (1981)

• “King Arthur: Legend of the Sword” (2017)

• “The Sword in the Stone” (1963)

• “Monty Python and the Holy Grail” (1975)

• “First Knight” (1995)

• “King Arthur” (2004)

TV Series

• “Merlin” (2008-2012)

• “Camelot” (2011)

• “The Adventures of Sir Lancelot” (1956-1957)

• “The Legend of Prince Valiant” (1991-1994)

• “Guinevere Jones” (1994)

Video Games

• “King Arthur: The Role-Playing Wargame”

• “Pendragon”

• “Kingdom Come: Deliverance”

• “Lancelot’s Hangover” (Visual Novel)

• “Blade of Darkness”

Stage Plays

• “Camelot” by Alan Jay Lerner and Frederick Loewe

• “Spamalot” by Eric Idle and John Du Prez

Operas/Musicals

• “Parsifal” by Richard Wagner

• “Lancelot” by Vittorio Giannini

• “Guenevere” by Mel Ulrich
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(CC) 2024 Roberto Bisceglie

This work is licensed under the Creative Commons Attribu­

tion-ShareAlike 4.0 International License. To view a copy of 

this license, visit http://creativecommons.org/licenses/by-sa/
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