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History and Overview
B

ritain and Ireland form Mythic Britain. These lands are the
body of the Great Red Dragon who lives between the Mortal World and the World of the Gods. From its dreams is
born the Spirit World, and within the Spirit World, but distinct
from it, is the Other World, which is where mortals go upon death,
to remain forever blessed and forever young.
Mortals cannot see the Great Red Dragon, but they can feel its
presence in the wind, in the sun, and in the strength of the earth.
The spirits, born of its dreams, are invisible but all around us, and
can be seen by the druids, who are blessed by the Gods and the
Dragon with such keen sight.
The Gods, who made All Things, are remote from mortals,
but aware of them and needful of their belief. They live in their
own land, also made of the body of the Dragon, and tell their own
stories and do their own deeds, continually, living, dying, and
being reborn. These actions perpetuate the cycle of Creation.
Side by side with the Great Red Dragon stands the Great White
Dragon. It, too, forms the islands of Britain, but it is a baleful force

that favours enemies and invaders. Normally it sleeps and the
Great Red Dragon is all-powerful. But things have been changed
with the coming of the Romans and the massacre of the druids.
The Great White Dragon has awoken and the Great Red Dragon
sleeps. Invader gods and invader peoples assail Britain. First, the
Romans with their gods, then the Saxons with theirs, and now the
One God of the Eastern Lands and his worshippers who call themselves Christians.
The Old Ways are dying. The Red Dragon is besieged. The Old
Gods grow more distant; and the local spirits, overrun by spirits
created by the White Dragon, have become evil and scheming.
If Britons do not challenge, if Britons do not fight, then the Red
Dragon will die and all shall die with it, leaving a land welcoming of enemies and shadows, false gods, and evil ways. Celts shall
become corpses and slaves. Parents shall mourn their children’s
souls, and the Bridges of Swords and Sighs will be sundered.

Now is the time to fight. For Britain! For the Red Dragon!
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Britain and Magic

The druids were strong for uncounted years. Then the Romans
came, in the reign of the Emperor Claudius, and enslaved Britain. They brought with them their invader gods, stolen from
the Greeks, Egyptians, and others: Jupiter, Mars, Venus, Isis, and
Mithras. They betrayed the druids and slaughtered them, almost
completely, at the Holy Glade on Ynys Mon, above the very eye
of the Great Red Dragon. From then on, magic faded in Britain.
A few druids escaped the massacre, but they were forced to hide
themselves and their powers. The Treasures of Britain, an inheritance from the Time of Heroes, were plundered and lost. Magic
became weak, and it is only now that the Romans have gone, and
the druids can emerge from their hiding places, that magic can
regain its strength.

Britain was once a land rich in magic. In the Time of Heroes,
long before anywhere else existed, everyone could work magic
through co-operation with the spirits. When the Time of Heroes
came to an end, and the Great Red Dragon separated the Spirit
and Mortal Worlds, the druids were chosen as the sole custodians
of the knowledge of magic and became its only practitioners. A
druid is one who has etched on their bones the runes, carved there
by the Great Red Dragon. Only with the runes so etched can magic
be worked.

7

Mythic Britain

Caledfwlch or Excalibur?
Excalibur is a romantic name for Arthur's sword coined during the medieval French development of the Arthurian saga
by (most likely) Chrétien de Troyes during the 12th Century. In the 5th and 6th Centuries, Britons call it Caledfwlch and
the name Excalibur is unknown. Games Masters may, of course, call the sword Excalibur if they wish.
Caledfwlch is pronounced KAL-ud-FALK.

Aelle chose the autumn of 488 to once again press against
Uther’s borders. Saxon emissaries sailed to Kernow and brought
gifts to King Mark. Among them were several beautiful daughters of Saxon warlords; King Mark, ever lustful and fond of young,
blond wives, could take his pick. In return, Aelle wanted Mark’s
friendship and his warbands to cross the Tamar and attack Dumnonia from the west while Aelle attacked from the east.
Mark’s treachery reached Uther’s ears and so Uther massed
his own warbands with a view to meeting both Mark and Aelle
on two fronts, between the Tamar and Ex rivers. Arthur was part
of the force to ride against Mark. The warbands of Kernow were
known to be disorganised and easily broken, and Uther knew that
Arthur’s cavalry and spearmen would drive Mark’s warriors into
the river. He was not wrong. Arthur secured a decisive victory
against the Kernow traitors.
Uther met Aelle at the Battle of Blackdown. The fighting was
savage and both kings took to the field, driving their warbands
against each other in many waves and over two days. Merlin led
the druids of Britain and called upon mighty spirits to bring sickness to the Saxons. Saxon sorcerers countered with their own
spirits and it is said the air turned black with the spells and curses
hurled between the two.
Many died. Many fled. Uther fought like a demon of the Other
World and, it is said, so did Aelle. It is not known if Uther and
Aelle met in combat, but what is certain is that Uther was grievously wounded. The Pendragon fell, and the Britons had little
option but to retreat, leaving the field to Aelle.
The Bretwalda’s plan had failed, though. He had not managed
to join with Mark’s forces and seize Dumnonia. Together Uther
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and Arthur had inflicted two mighty blows against the Saxons, and
Aelle had to content himself with the territories he had gained.
It took two years for Uther to die. Although his wound was
treated, it suffered from continual infections. Nothing Merlin or
Morgana did could bring healing. Uther wasted away, bitter at
having lost Mordred, bitter at having been betrayed by Mark, and
bitter that Aelle did not die.

Merlin and Arthur
Now that Arthur had returned to Dumnonia, he and Merlin became very close. Perhaps Merlin sensed Uther’s imminent
death, or perhaps he had always planned this mentorship, but the
druid counselled Arthur in many things: the ways of the Old Gods,
the history of the tribes, and the ways of politics and law. Merlin
took Arthur to the most sacred places of Dumnonia and, so the
bards sing, convinced the Gods to gift Arthur with Caledfwlch, the
sword forged during the Time of Heroes, and one of the Treasures
of Britain, hidden in the Spirit World so that the Romans could
not seize it.
Although Arthur was not groomed for kingship, Merlin
groomed him to lead. He groomed him to win the loyalty of others
and give loyalty where it was needed.
With Uther’s death, and with no heir to take the title of Pendragon, the time of the great kings has passed. This is the time of
the Warlords. Arthur takes his place among them, and a new era,
soaked in old blood, begins.
.
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Key Events of 383 to 495
Note this timeline differs slightly to that of the Anglo Saxon Chronicle. In the Chronicle Vortigern’s invitation to the
Saxons takes place, and is accepted, in 449. It is likely to have been a much longer process, begun several years earlier.
383		
409		
419		
426		
441		
445		
446-44
448-451
450		
453
454		
454-465
		
465		
		
464-466
467		
468		
469-480
475		
477		
488		
489		
490		
490-500
		
		
495-onwards
		
		
		

Roman rule over the north of Britain comes to an end.
Roman exodus from Britain begins; most likely complete by 412
Vortigern born
Ambrosius and Uther (twins) born
Vortigern unites Celtic tribes, becomes de-facto king
First Saxons invited to settle in Britain
First wave of Saxon settlement
Vortigern's campaign against the Picts. He spends two years before returning south.
Ambrosius dies. Uther becomes king of Dumnonia.
Vortigern reneges on promises to Horsa and Hengest
Eastern tribes, led by Uther, cede from Vortigern's alliance. Uther declares himself Pendragon.
Saxons and Vortigern at war. Horsa slain in 455 at Aylesford. Hengest and his son, Esc, maintain the feud
with Vortigern claiming more and more land in the east and south.
Vortigern defeated in battle. Peace proposed, but Hengest and Esc lead a treacherous revolt resulting in
Vortigern’s capture. Vortigern is killed soon after.
Uther battles the Irish and Kernow.
Uther deceives King Mark and seduces Ygraine.
Arthur born.
Eastern tribes hold alliances. Uther battles Saxons and holds them east of Sulis.
Hengest dies.
Aelle lands on the south coast. Declares himself Bretwalda. Later that year, Guercha lands on the east coast.
Mordred (born 464) killed in battle.
Uther grievously wounded in battle.
Uther dies.
No male heir to succeed Uther. Dumnonia controlled by various warlords and a loose council. 		
Arthur becomes prominent and, in time, is accorded title of Pendragon, although he never occupies 		
Uther's standing of King of the Western tribes
The Present. Cerdic and Cynric land on the south coast of Britain and are engaged by several local
warlords, including Natanleod, a warlord who had served Uther following the split from Vortigern.
Saxons continue to press Celtic territories with more of their kinsmen arriving. Porta and his two sons, 		
Beda and Mela, relations of Cerdic, lead this latest influx.
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Kingdoms of
Mythic Britain
B

ritain consists of five major regions: Middle Britain, Northern Britain, Southern Britain, Western Britain, and Logres,
or the ‘Lost Lands’. Each of the major regions is home to
several tribes of varying sizes and dispositions, with each tribe controlling lands that can be considered a kingdom, even if the ruler
of the tribe does not accord him or herself with the title King or
Queen. In all, there are some 24 major tribes. There were many
more before the Romans came, and the current number is the
result of destruction, displacement, and absorption. Some small
tribes merged with larger ones; some left the island completely
and others, such as the Icenii, were destroyed by the Romans if
they proved to be too rebellious.
Tribal territories tend to be defined by obvious natural boundaries: rivers, hills, forests, and so forth, but this is not always the
case, leading to border disputes, shifting kingdom sizes, and the
inevitable feuds over land. Prime pasture, woodland, and cropland
are highly prized, because these are the main sources of food and
fuel for Celtic communities. Defensible positions, usually on hills,
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are also sought for tribal centres, where hillforts are built. Many
hillforts have been in use for hundreds of years and were originally
made by the pre-Celtic inhabitants of the island.
The south-eastern kingdoms are now home, largely, to the Saxons. The Celts who held these lands have been killed, enslaved, or
displaced.
The Pictish kingdoms, north of the Great Wall, are still Celtic
in culture, although the language spoken here, Goidelic, is different to the Brythonic of the southern Celts. The traditions and
behaviours of these tribes are ostensibly Celtic in nature, but
have developed along different lines shaped as much by the rugged landscape of northern Britain as by any cultural leanings. The
word ‘Pict’ derives from the meaning ‘painted one’ and it is the
distinct habit of the tribes north of the Great Wall to paint and tattoo their bodies with vegetable and mineral dyes, such as woad, or
blood (usually for war but sometimes as part of day-to-day decoration). However, the Picts are no less cultured than their cousins to
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Circind and the Druid Kings

youngest son, Gawain, was called by the spirits and went in search
of his sister, finding her unconscious body at the foot of the hill. He
took Teneu south, beyond the Great Wall, and into the lands of
the Brigantes where he knew she would be safe. He also renounced
his heritage, declaring Lot of the Votadini to be his enemy. Gawain
now serves as a mercenary, moving between Elmet, Dumnonia,
Powys, and Gwent, where he has gained a fearsome reputation as
a warrior and leader.
Lot’s fury has not abated. Gawain has committed the ultimate
treachery, and King Lot has offered a substantial payment of silver from the Curia Hoard for anyone who brings to him Gawain’s
head. He knows that Teneu survived, has taken to the Christian
religion, and now has a son, Kentigern.
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The tradition amongst the Votadini of Circind is to
be ruled by their druids. Although this has not been an
unbroken tradition, it is a common one, and over the
centuries there have been many Druid-Kings, ruling
the remote and wild lands of Circind through both
magic and battle. Most famous of the Druid-Kings, and
now one of the most potent ancestor spirits, was Beli
Mawr, a founder of the Votadini tribe and a demigod in
his own right. Beli Mawr called upon the spirits to drive
the Giants out of Britain before forming the Votadini.
After that, it became commonplace for a druid to rule
the Votadini, channelling the power and wisdom of
the ancestors for the greater good of the tribe. In time,
views on this practice changed, with Gododdin following the more typical Celtic path, and Circind retaining
the Druid-King pattern.
The druids of the many clans of Circind meet when
the old ruler dies, to assess the strength of their number
and identify likely Druid-King candidates. Competition is fierce with druids seeking the position for themselves or wanting to secure it for a protégé. Many rituals
are conducted, many ancestors questioned, and, if no
consensus is reached, then Beli Mawr himself is consulted. Whoever is identified becomes the next King,
be it druid or non-druid. This conclave is an elaborate,
secretive affair, closed to non-druids, and held, whenever possible, at either Imbolc or Samhain.

Votadini Customs and Culture
The Votadini, both Gododdini and Circind, revel in tattoos,
piercings, and ritual scarifications. The designs are traditionally
Celtic in many cases, but further supplemented by bizarre totemic
designs, harsh patterns, and runes and sigils devised either by their
druids or the wearer. The first tattoos are gained at puberty, marking the passing into adulthood. From then on, every individual
adds at least one tattoo each year marking one or more special
events – be these killings, hunting trophies, children sired, or other
events the individual considers notable. Because such body art is a
source of great pride, the men keep themselves clean-shaven, and
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many shave their heads too, allowing for the whole body to accommodate tattoos.
The Votadini are expert hunters and trackers, intimately familiar with the terrain for many miles surrounding their settlements.
They are masters of moor and forest, ridge and dell, able to move
silently and blend with the shadows and natural cover effortlessly. The Romans understood the importance of such skills and
employed Votadini trackers to help their own legions. The Votadini were happy to help at first, until it became obvious that Rome
simply wanted to conquer the north: then the Votadini turned on
their former allies and slaughtered them in cunning and terrible
ways. The infamous Ninth Legion was one of the Votadini conquests: scattered, harassed, hunted, and then slaughtered to a man
in the labyrinthine forests and vales of Circind.
A further cultural trait of the Votadini is isolation and circumspection. Votadini are uncomfortable outside their own
lands – which they know and understand intimately – and in
the company of other tribes, even if these are considered allies. It
is almost as though the Votadini are ‘pure’ Picts: naturally aggressive, naturally isolationist, and culturally xenophobic. Although
the Votadini can and do travel beyond their borders, it is rare to
find a member of the tribe who comfortably socialises with others beyond cursory reciprocations of hospitality. Gawain (see page
XX) is an exception – a Votadini who has shunned his homeland
in order to protect his sister and himself.

Allies and Enemies
In the past, the Votadini, particularly the Gododdin clans,
have allied themselves with the Caledonii, but such alliances have
been generally short-lived, designed to achieve a specific goal or
purpose. Usually, they are enemies, and this is the current state of
affairs. The Druid-King Mawgaus accuses the Caledonii of becoming soft and weak and King Lot follows this lead, encouraging his
warbands to raid Caledonii settlements close to the Votadini borders. King Lot had intended to marry his youngest daughter to a
Caledonian chieftain, but her betrayal meant that could never
happen and so Lot has reverted to a state of antagonism towards
the neighbouring tribe.

The Votadini are aware of the encroaching Scotii but could
not care less about them: the Scotii are taking Caledonii lands,
not Votadini territory, and so further punish the arrogant Caledonians. Of course, the Brigantes will always be an enemy as will
any Southern tribe. The Saxons, though, are a curious people.
They turned on Vortigern after being his ally and have effectively
divided Britain into three. The Votadini do not, for now, consider
the Saxons a direct threat: neither do they believe that they will,
on their own, wipe out the enemy tribes south of the Great Wall,
and so the Votadini must maintain their hatred of the Southern
Celts, continue their raids, and make life as miserable as possible
for those who aided Rome for close to five centuries.

Notable Votadini
King Lot
Lot ap Lein forged a reputation as a fearsome and fearless reiver,
raider, and war chief, leading daring missions across the Great
Wall to steal and harry the Brigantes and others. When Vortigern
came north with his Saxon allies, Lot was amongst those who lured
the invaders deeper and deeper into Pictish lands before pickingoff Vortigern’s warbands steadily and methodically, until Vortigern was forced to retreat. It was a tactic that served the Picts well
against the Romans, and it remains effective.
Later, Lot became the King of Gododdin, taking the rulership
at Dún Curia from King Culdh and swearing an oath to honour
the great traditions of Curia’s kings to safeguard its wealth and
extend it.
Lot already had several children who had grown into fine
adults. His favourites were Teneu and Gawain, his youngest
daughter and son, respectively. Lot had in mind marriage with
a powerful Caledonian chieftain for Teneu and so, when he discovered that his beloved daughter was pregnant with the child of
Owain ap Urien, a warrior who had defied Lot several times, he
was furious to the point of insanity. That Teneu cheated death,
and Gawain, also beloved, defected to the south, were two betrayals Lot could not bear. His mind, bent with grief and jealousy, is
broken, and he is now beyond hope. Crazed and vengeful, Lot is
prepared to squander every last coin of the Curian Hoard to have
Gawain punished – and only death will do. Lot has sent several
formidable warriors south to hunt for Gawain and bring back his
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Dumnonia’s borders for a time. Caer Cadbryg was Arthur’s reward:
it was earned with sweat, blood, and fury. It also sealed Arthur’s
reputation as a leader. Beforehand, he was known as an excellent
warrior, but in the campaigns against Aelle, he became a warlord.
Warbands came willingly to Arthur’s service, swearing oaths to
his standard of the Bear, and strengthening Caer Cadbryg and
its satellite communities. Merlin played no small part in this. By
associating himself with Arthur, Merlin knew he would be creating a potent figurehead: young, clever, brutal in war, and good
at it. Many see Uther, the flawed but brilliant leader of the west,
reflected in Arthur. When Merlin brought to him Caledfwlch, the
Sword of the Other World, and one of the Thirteen Treasures of
Britain, he started to create a legend. The warriors of Dumnonia
saw a leader trusted by the Old Gods, which strengthened their
faith in the spirits and gods of Britain, even as Christianity grew
stronger in Dumnonia. The Kings of the tribes saw that Dumnonia
might be kingless, but was far from leaderless. The Saxons saw resistance galvanised. If Aelle and his allies had thought Dumnonia
would be easily crushed with Uther dead, they had not reckoned
on this Arthur.
In Dumnonia then, and certainly in the lands under Caer Cadbryg’s control, Arthur is popular and loved. Elsewhere in Britain,
his popularity is viewed with suspicion and, in some parts, derision. Celts like strong leaders, but when a leader grows too popular
too quickly, those with life experience always approach the rising
star with a certain, weary cynicism. Such is the case with Arthur
outside Dumnonia. His triumphs are noted, certainly, but many
do not believe that Arthur has the maturity of, say, Natanleod or
King Lend of the Cornovii. He has had some luck – not least in
having Merlin at his right hand and some good advisers – but he
has yet to be truly tested.
Caer Cadbryg
The fortress of Caer Cadbryg is an ancient and isolated hill of
limestone and sandstone that has supported fortifications for
almost eight hundred years. From the summit and over the considerable ramparts, Celts have a wide view of central Dumnonia,
including the Tor at Ynys Wydryn 12 miles away, and, in clear
weather, Brynt Tor beyond. It has four lines of earthworks and is
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surrounded, at the base, by thick woodland. This is a deliberate
part of Caer Cadbryg’s defence and is host to several small garrisons
who provide protection before one even reaches the ditches and
ramparts of the earthworks. The main gateway is on the southwest side of the hill, overlooking the village of Montyd, where
another garrison is positioned.
Uther’s line has occupied Caer Cadbryg for as long as anyone
can recall. It is a town in its own right within the wood and stone
palisade; halls, houses, workshops, smithies, yards, and pens for
livestock. It is fed by several wells and springs with good, clear
water. The hill is named for the great spirit Cadbryg – the warrior of the Old People who built the rings of stones throughout
Dumnonia, carved the White Horse, and were the ancestors of
the Celts. The bards tell that Cadbryg fell to the poison of a shehag that was attempting to kill the Great Red Dragon. The Gods
took Cadbryg into the Other World but left behind his helmet,
and this became Cadbryg hill. The ancestors then built the fortress
to watch out for the hag’s return. Cadbryg’s spirit rests within the
hill and it is his skill and bravery that has blessed Uther’s line. This
is why the Kings of Uther’s line bear the name Pendragon, which
means ‘Head of the Dragon’: Cadbryg fell protecting the Great Red
Dragon, and his successors maintain that duty.
At the centre of the Cadbryg community is the Great Hall of
Emrys, great, great grandfather of Uther and a warlord who fought
against the Romans. Even the Romans recognised his bravery and
gave him the name Aurelianus, such was his renown as a warrior. The Great Hall of Emrys is actually three separate halls that
have been joined together and now form an ‘H’ shaped residence
unique in Britain. It has many rooms, and the building that connects the two outer halls is a huge feasting hall that can hold hundreds. The nobles of the region have rooms and servants in Emrys’
Hall, and it forms the administrative hub of this part of Dumnonia. In Uther’s time, it was the seat of administration for all the
kingdoms of the west.
Uther’s rooms are still occupied by Ladwys, Uther’s widow, and
Morgana, Uther’s daughter and Mordred’s surviving twin. Arthur
has a couple of modest rooms on the other side of the hall and he
deliberately does not presume to take over Uther’s old accommodation. He does not believe it is his right, and, besides, relations
between himself, Ladwys, and Morgana are strained. Both women
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blame Arthur for Mordred’s death – Morgana especially, who was
extremely close to her twin brother. They keep out of each other’s way, save when ceremony and ritual dictate they must come
together, when they are as civil as needed. Arthur has tried several
times for a reconciliation, but knows that nothing he does or says
will bring him into Ladwys and Morgana’s favour.

Notables of Central Dumnonia
Merlin, Arthur, and Morgana are discussed in greater detail in
the Mythic Britons chapter.
Ladwys
Uther’s widow, mother to Mordred and Morgana, Ladwys is
bitter about the death of her husband and son, even though she
hated Uther for his betrayal with Ygraine of Kernow. Arthur is a
constant reminder of that betrayal and so she hates him too. Small,
ageing, and seemingly frail, she has turned to Christianity and frequently visits Custennin at Caer Sulis where they pray together
and, most likely, scheme against Arthur. Ladwys is saddened that
Morgana, once an obedient girl, has not turned to Christ as she
should, and instead pursues the pagan ways and even continue to
court Merlin’s attentions – the sorcerer who brought Ygraine and
Uther together and is an abomination in the sight of god. Given
so much bile and hatred, Ladwys rarely makes herself seen around
Caer Cadbryg and, when she does so, is always accompanied by
her favourite priest, the unctuous Father Samsun, a Gwent missionary priest sent by Bishop Dyfrig to spread the word of Christ
in Dumnonia.
As the widow of a High King, Ladwys is accorded special privilege in Caer Cadbryg. She has no real authority since that has passed
the Council which is headed by Arthur, but the Council recognises her special role and therefore indulges her in most things. To
her credit, Ladwys could exploit this indulgence far more than she
does (Morgana and Samsun take full advantage) but prefers simply
to remain aloof, hating Arthur with every look and glare, and confiding in Custennin and Samsun more and more.
Father Samsun
Originally of Gwent, Bishop Dyfrig sent Samsun into Dumnonia to spread the gospels far and wide. Samsun is a small, timid,
pock-faced man who is as pious and devout as he is ugly and snide.

Samsun likes comfort, hates pagans, and has a knack for attaching
himself to powerful and influential people whom he can milk for
sympathy and comforts as his needs arise. His latest host is Lady
Ladwys, an enthusiastic but sorrowing convert to Christ who
clearly suffered much at the hands of her pagan husband, his pagan
mistress, the pagan sorcerer who brought them together, and the
pagan bastard whelped to the world that now commands Caer
Cadbryg. Samsun sees himself as the personal saviour of Uther’s
surviving family. Already a confidant of Custennin, Uther’s
brother, Samsun is managing to inveigle his ways into Dumnonian affairs, exerting a subtle (but noticeable) influence designed
to advance his own position (and then that of the church). He has
already persuaded the council to build two chapels within Caer
Cadbryg’s confines and, so that they can properly tended, a decent
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privacy. Doors are made from more woven reeds, or, sometimes,
planks of wood, and attached to a wooden frame with leather
hinges.
The entire family lives in one room. A central, circular hearth
maintains a fire that burns constantly, for both heat and cooking.
Fumes find their way out through a hole in the roof directly above
the hearth. The living area can be sectioned by stringing drapes
(cloth or hide, sometimes reed and thatch) between the supporting
posts, thereby creating a remarkable number of interior configurations according to family needs. A well-built roundhouse is sturdy,
warm, and weather-proof. The chief danger comes from fire, and
so every Celt is disciplined about how fire is used and treated inside
the roundhouse. Care is taken to extinguish errant sparks and
materials likely to spit or flare are cooked outside in dedicated fire
pits, well away from the flammable thatch and reeds.
If a family keeps livestock, it is not uncommon for the animals to be brought into the roundhouse, especially in the colder
months. This guards against predators and the cold, but also creates additional warmth.
Water is drawn from nearby streams and rivers using wooden
buckets. The daily ritual is to stoke the fire, fetch fresh water, and
prepare food for the day ahead.

The Great Hall
The Great Hall is rectangular structure of stone, wooden posts,
beams, reed, wattle and daub walls, and thatched roofs. The hall is
a multi-purpose building with the following functions:
҉҉ The abode for the chieftain, his family and immediate retinue (usually his warband)
҉҉ The council hall for clan/tribe business
҉҉ The feasting hall for honoured guests and Holy Days
҉҉ A meeting place for news, announcements, and local judicial matters.
The Great Hall may even be a large (10 metre or more) roundhouse, but the rectangular design reinforces status, station, and
practicality for large gatherings. A typical chieftain’s Great Hall
is between 10 and 15 metres long, and between 5 and 8 metres
wide. The Great Hall for a king, such as the hall at Caer Cadbryg ,
might be up to 20 metres long.
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The roof has a steep pitch and is made of thatch and, sometimes, turf. The walls are a mixture of stone, wooden beams, woven
reeds, and the ubiquitous wattle and daub. The doorways are of
stout timbers, usually with an oak or ash lintel, and with heavy
doors made from wooden planks and secured on metal and leather
hinges.
The Great Hall is built to impress, but also built for practicality. In times of dire need, a large hall can accommodate well over
two hundred people, and its purpose as a meeting and feasting area
means that it is designed for regularly housing large numbers in
relative comfort. As with the roundhouse, the posts used to support the roof and define the shape allow for different configurations, using wicker screens, drapes, and so on to provide private
subdivisions according to need.
For normal daily use, the chieftain and his family occupies two
or three rooms at the rear of the hall. A further area might be set
aside for private meetings and councils. The main area is left open
and plays host to the chieftain’s warband or important retinue,
offering them a place to sleep at night and to convene during the
day. It is a great honour to be offered floorspace in the Great Hall,
and the closer to the hearth, and closer to the chieftain’s quarters,
the greater the honour and status.
Although the Great Hall usually has several hearths, food is
rarely prepared here. Smaller, satellite roundhouses are used for
that purpose, along with outdoor fire pits for the huge carcasses
roasted for feasts. Food, when ready, is brought into the Great Hall
on large platters with serving staff or slaves ensuring that everyone
receives a share according to rank and honour (the chieftain, then
guests, followed by family and then retinue, in order of rank or
service).

Feasts
Feasts are large – sometimes huge – communal banquets
designed to celebrate a sacred event (such as harvest, a great victory, marriage, and so forth) or simply to celebrate life and raise
morale. Celts love feasts: they are a vibrant, boisterous affair that
mixes as much food as can be spared (typically bread, barley, oats,
roots vegetables, and roast or boiled meat) with ale, mead, and, if
available, wine. Bards play music, sing, and recite poems and stories while people eat, and then afterwards there is more drinking,
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dancing, drinking, and carousing until no one can continue, falling asleep or lapsing into reverie.
Food is served on long wooden tables with the feasters seated
on hay or straw bales to either side. Several rows of tables are positioned to run at right angles to the chieftain or lord’s table, which is
on a raised platform at the closed end of the Great Hall.
Fights are common during feasts. Although weapons such as
swords and spears are forbidden in the feasting hall, knives and
daggers are used for cutting food and these rapidly become weapons when drunken men take offence at some slight and decide to
retaliate. Most fights are over quickly with one combatant being
knocked unconscious or surrendering following a wound, but
sometimes they can escalate into full-on, to-the-death duels. These
fights are, surprisingly, tolerated in most feasting halls. They help
release aggression, settle long-simmering feuds, and also help weed
the sober and level-headed warriors from the drunken, impetuous,
rash fools that cause trouble rather than deal with it.

Fortified Settlements
and Hillforts
People gather into communities for safety, protection, and
common advancement. A typical Celtic settlement comprises of
about 10-30 roundhouses, with each roundhouse representing
a single family of between two and eight people. Larger communities cluster around the Great Hall of the chieftain or king, and
every community has communal out-buildings for storing food,
tools, and other shared commodities.
Fortification is common. At its most basic, a wooden stockade
surrounds the immediate cluster of roundhouses with two gates,
positioned opposite each other, made of stout timber. The palisade
is usually sharpened at the top of each post to deter climbers and
may even be equipped with a platform (or several small platforms)
to provide further defensive capabilities.
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Weapon Descriptions
Seax
This is the short, single-edged stabbing weapon favoured by
Saxons in a shield wall. It is not a common weapon
amongst the Britons and is only likely to be used by
Saxons.

focuses on the head and torso allowing the mobility of the limbs.
Legs (and, more precisely, ankles) are likely to be protected by
rigid strips of metal sewn into boots or worn above sandals, but
full leg and arm protection is rare.

Short Sword
Remarkably similar to the Roman gladius, the
Short Sword has quite a wide blade for its short
length and is a stabbing weapon used in the shield
wall. It generally has a heavy pommel that can be
used as a blunt weapon to stun an opponent.
Long Sword
This is not the equivalent of the Long Sword
described in the RuneQuest rules. It is shorter in
length, thinner and lighter, but longer than either
a Short Sword or Seax. Like the Short Sword a thick,
heavy pommel allows for it to be used as blunt, stunning weapon.
Celtic Shield
Not dissimilar to the Roman sputum, the Celtic
Shield is long and lozenge shaped with a heavy
central boss and a nailed iron rim. The Shield is
made with a slight curve across its face to help deflect
blows.
Saxon Round
Almost identical to the Viking Round Shield, the
Saxon Shield is reinforced with leather and iron and
has a central iron boss.

Armour
Use the Armour Table opposite for armouring
options. Note that the Suit ENC/Cost/Armour
Penalty column (found on the RuneQuest Armour
Table on page 86 of the core rules) has been removed:
this is because full suits of armour, covering all seven
Hit Locations are simply not available. Most armour
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Weapons
Melee

Damage

Size

Reach

Special Effects

ENC

AP/HP

Traits

Cost

1d6

M

M

Bleed, Sunder

1

4/8

-

100 SP

Dagger

1d4+1

S

S

Bleed, Impale

1

4/8

Thrown

60 SP

Hatchet

1d6

S

S

Bleed

1

3/6

Thrown

Dagger

1d4+1

S

S

Bleed, Impale

1

4/8

Thrown

60 SP

Seax

1d4+2

M

S

Bleed, Impale

1

6/8

-

100 SP

Short Sword

1d6

M

S

Bleed, Impale, Stun Location

1

6/8

-

200 SP

Long Sword

1d6+2

M

M

Bleed, Impale, Stun Location

1

6/10

-

600 SP

Shortspear

1d8+1

M

L

Impale

2

4/5

Set, Thrown

25 SP

Weapon
Axe

Shields
Celtic
Saxon Round

1d3+1

H

S

Bash, Stun Location

3

4/15

1d4

L

S

Bash, Stun Location

3

4/12

Ranged Parry; Passive
Blocks 4 locations
Ranged Parry; Passive
Blocks 4 locations

150 SP
150 SP

Armour
Construction

Example

AP

ENC

Cost per Location

Locations Available

Natural/Cured

Furs, Hides

1

2

20

All

Padded/Quilted

Leather Tunic

2

1

80

Chest, Abdomen

3

2

160

Head, Legs

4

3

1200

Chest, Abdomen

5

4

2000

Chest, Abdomen

5

4

600

Head

Reinforced Leather
Scale*
Mail*
Plate

Helmet, Reinforced boots/
sandals
Bronze or iron scales over a
leather coat
Close-knit links of iron
over a leather coat
Open Helmet with nose
and cheek guards

* Scale and Mail come as a single coat covering both chest and abdomen
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