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Dumnonni Chr d nFioaleano r d

Aiwell , 0 said Cathbad the druid, fitoday has this merit: h
wi || achieve fame and greatness. But his Iife wil!/ be sh
AThat a fair bargain, o C%Wchul ainn said. Al f achi eve

i s
on earth. o

C¥%Wchulainnbs Boyhood

AnCattle die, kinsfolk die, you yourself toey®aongmomwst ndin
if you have earned it. o

The H8vamal

Dumnonni Chronicl epl aywi mglgame rodte in the world of Celti
the heroes of an endl ess s avgea voefr swairmr ia rilsa mdc do fwymyt h, ma
They wil |l struggle to defend their l i ves or their kins:
amass power for themselves and their people but wultimate
can build through their honour, wisdom and courage.



Gui debook et hos

The game is in essence about interaction bet-werihdchlat aics$
about narrative, and action.

We want this action to be governed by three guiding prin

l1)Drama: it should | ook good.

2)Pat hos: It should effect you emotionally

3)Jeopardy: There must be real risk of failure.
The skildl of crew and players as actors is | argely respo
pathos are created through i mprovisation. The third, |eo
i mprovisatitowadonle:know whet her | wil/l succeed at this
they beaAndnes?2o0 on. Because of this we have a framewor k of
resolving such questions.
The Dumnonni game system has devel oped-lover coampamgdp &roi o
ot her systems. Our goal is simply to have just enough ru
their character is capable of, and to allow contests to
gameanechanics get in the way of the heroic story.
Skills
We want it to |l ook cool when a character does something
atmosphere and believability, for your character to be g
as a player, have to be good at it.
I f you want your character to be a great warrior, then vy
good at fighting, and yet you want your character to be
make that your quest, aim to become a great warrior Ain
great character concept). I f you want to be a great scou
able to do that. We don't expect Wyrd users (Magicdosers
need to be clever, wise, imaginative and a great actor.
user is all about creating a great show (which is why it
portray really well).
In | ot ss-actibnveol eplay this is known as a fAHard Skill so
do really well. Some people are put off by it. However,
the things that makes Dumnonni excellent. We want to cha
This attitude is applied to everything. | f you dondt fig
are | acklustre they wil!/ not work, if you break your hon
OQur rules take as their guiding principles the excellent

1)1 f you can do it then you can do it.

2)lIf you do something to someone, be it hitting them wi

you should expect them to react, but should not expe

3)I'f someone does something to you it is your responsi |
The areas where we feel it necessary to expand upon this
mechanisms to allow the judging of success or failure ar
covered in detail l at er .
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1. Wh at Il s the | and of DL

Dumnonni is a realm like the Ilrish AOtherl andsodo, an isl a
Some Sidhe (fde®) kgr claimythat it is they created Dumnonn
place of refuge that the 6l esser folk6 could live in.

Or maybe it was created by the gods themselves as a pl ac
from the o6civilising influencesd of the Abrahamic religi
Or is it a place heroes might dream of? I f so: is it jus

1.1 Dramatic geography.

umnonni is not geographically stabl mayblef piots siisbliempfoorrt asnc
to make the journey across Dumnonni and back again in on
Pl aces do have directions (Maeveds | ands are East of Cul
Just as stories are variable if never written down so th
Some | ocations, particualry wyrd or otherland ones do no
pl ace can be found in different direction and can somet.
this is not the same as the place moving, though this is
such places are; the Bl ack Mar sh, home of among others t
found in almost any direction from Cuhaven, and, The bro
been found in many pl ace, most recently under Conuaght a
Travel i s adventur e. A hero who goes on a journey can e
corner

Dumnonni is rooted in Ancient Ilreland. I't is roughly th
reflects I reland in many respects. In fact some parts o
intact, or instance Conaught, Ynys Mon, Al mu of the Whi
the Moonlit Cities of Donn. Indeed it is possible that t
surround Cul haven

However, the | and does mirror the worlds of the nkwwke ar
mount ains where the Picts |ive and its coast is cut by g
The far northen sea is dotted with islands si mielaanr t o th
shore is the flat and ever moving home of the Saxons. Th
Tribes of Al bion held sway.

Many of the Mystic places, the Otherl ands, tchaant ncoowu | odn | oy
be contacted from Dumnonni. The fae gates are the most ¢
but they can also be found by sailing West, or searching



1.2 Cul haven

Cul haven, originally called simply Haven, is the very ce
that it is where i mportant events take place. Heroes st
way to it with al most monotinous regularity. I't is the

meets, therefore it is a political centre as wel|l Final
power -ccrroissss it, stones of power throb near it and it is
claim it is a sanctury.

1.3 The Mists

The Mists infuse and encircle Dumnonni They are the bo
Dumnonni and The Otherlands. They are not stabl e. Thi s

become completely flexible. A child might be stolen from
grown man days | ater, as happened to Bull s son. Every

the nightmares | ive.

Al though they normally manifest as a thick swirling mist
darkness, or even completely unseen until you have falle
very different.

Only the Fae, Fir Bholg and great Wi stmen can safely tra
Nor mal folk often go mad there, and it is common for peo
must travel through the mists at all

Power is of the greatest i mportance, as while in the mis
worl d around them to some extent. Wyrd users, even thos
armour | ike effect which protects them. Conversely; norm
against the powers and weapons of the denizens of The Mi
Wyrd places away from settl ement s, but they do occasiona
Mi sts move of their own volition they can cause terrible
peopl e. What may cause The Mists to move can only be sp
have a seeming deli berate purpose to them, as if guided

know, but they are not telling.

---AfMeeting a power ful creature in the mists is |ike being
1.4 Maps

When a story becomes written down, it is fixed. Maps are
they are made with enough wyrd, they fix the geography f
power f ul as it defines and delineates direction and di st
having distracting adventures on the way.

Many of the fae are particularly upset by maps as they r
evi | that has been done in the world outside the mists.

M N
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2.4 Breaking one of the above rul es

I f you break one of these rules you W LL be punished by
Good-cihmracter reasons for breaking a rule include:
-Being forced into it, as when two geasa are in confl

-Breaking the rule for a greater purposedéeven though Yy
consequences.

The puni shment of the gods might include curses, corrupt
drui dst,i mds madness, or even deat h.

These outcomes are bad but are story driven. Such situat
of the potenti al for classic Celtic tragedy and pathos.

breaking as this -mpliawisngrempgormrtourei ti es.

NB. It is possible to force someone to break one of thes
mi ght, for exampl e, have a geas to attack an enemy on si
these cases forcing an enemy to break one of these | aws
A bad reason for breaking a rule is:

Just because you chose to ignore -chardetredbaesan.el ogr wi t
because you-otnlkei mk seo wi | | know.
In cases |like this the punishment of the gods will be de
We | i ke our players to be honest.

2.5 Corruption

Honour makes men great. This is simply true. Li kewi se,
forces that shape the world reflect physically upon you.
mor al degeneration. Someti mes a whole people wild.l be st
Corpse Goose Goblins were once the noble Parthelonians a
of the great wife of Mil. I f the | eaders of a people fai
then their whole tribe wildl suffer for their action.
Corruption can also affect individual s. Peopl e who have
they cannot avoid further degeneration. For individuals
behavioural degeneration but might also take the form of
transformati ons.
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the perpetrator tries to conceal their identity are seen

generally punished with mutilation or death.

Druids become involved in disputes when the parties cann
compensation. Kings and chiefs might also be involved in
druid would be followed; some | ords might del egate the w
their judgement was carried out. Where druids are partic
are not simply common di sputes but matters between tribe
ifor example, when the kingdom of Dumnonia was |l eft weak
the disappearance of its king the druid Slough Cul gave
newly come through the mists. On such occasions sever al
perhaps call upon other wise folk to join them (e.g.: ba
decision. To be invited into a druidsd circle is a great
that when druids make a pronouncement they arecameadkei ng
gainsayed. The words of a druid becioimee agaiulat dmrmcitnmhocath
accused, the truth or falsehood of a statement. Anyone w
a dangerous lunatic. This decision is retrospective, hav
necessary; for example, when the druid counci/l decl ared
fact a druid but a drune | ord (see below), it became the
and as such he was never head of the druid council: anyo
shunned or punished

With all the power at their disposal it makes it a very
druids may argue amongst themselves, but rarely publicly
heinous crime |likely to bring down the curse of the gods
(who may carry out punishment themselves rather than ris
i mpossi ble however, and is perhaps best done by turning
when the druid Droog cursed Cynan Moyle to only speak |
Droogbs positiskengaahbhltipseesent knew that Cynan must be
actually criticising Droog in a way that he could never
and |ifted the curse. However, generally attempting to r
some of the most power ful and pugnacious chieftains (kin
try to avoid druids rather than risk dealing with them
The el de races such as the Tuat ha, Fir Bholg and even t
own. Druids of different races wil!/l respect each other a
races as powerful wielders of wyrd and mout hpieces of th
The o6evil 8 equivalent of a druid is a drune Il ord I n mos
way as druids, using powerful wyrd to achieve their ends
using force against drunes and druids must beware their
couple of features that define drune | ords firstly, the
is flawed and can be used to defeat them; secondly, beca
aggrandi se themselves persdnalel efiftecdiseo fwitthreitrhemrd wi l
death. This differs from the druids whose power ultimate
actions wil/ |l ast as |l ong as the gods survive.



2.7 Celtic Ethos.

I f you are Celtic then you should follow a totally diffe
magi cal and wunpredictable and there is no point trying t
Your honour and your reputation are all the matters. The
Virtues: Generosity, Hospitality and Bravery. The mere s
could be called in to question is enough to cause rash a
worse than death and if the choice is one or the other a
Note that Personal hospitality is different from the Hos
it is the spirit of hospitality. No one who comes asking
your worst enemies must be allowed to come and go in saf
For the el der races the three virtues I|literally tie them
A Tuatha might die on the spot if found to be a coward.
sword in the gut. For the sons of Mil these are choices,
them. -Gl®inti ¢ tribes would do well to keep up the appeara
reputation for | ow dishonour.

Loyalty is another i mportant wvway utehifrog; Caelltesr.d Trhu st ilse a
vassals, provide for them and do right by them. Hi s fol
deed. Al though |l oyalty wusually means doing what your 1o
to oneds lord is thebmwemalkitng,oritt oifs Opuiht e possi bl e for a
is best for their | ord even if it is against their wishe
with the White Bear because he felt his Il ord had gone so
Anot her side of accepting the peoplebés loyalty is that vy
of your Vassals |lies then you are accounted a | iar and s
Mc Morna, c¢chief of Clan Morna made it very clear that his
against his wishes, and even though he and KIlaw, chief o
him accountable for the crimes of his vassals and war br
A final thread of Celtic honour is Vengeance. Forgivenes
someti mes be quick and bl oody but it can also be slow an
responsi ble for the death of Finn Mac Cool even though t
situation they can hinder them they wil!/ do so and if th
2. 8 Civilisation

For Celts it is important to realise that Civilisation i
right wing hates big government. Civilisation stifles f
Dumnonni it has further scihnasn.gi nTgh ea ny rtdo irse geivieernt it i s t
may have been done to the world beyond the mists. Civil
Dumnonni and is therefore an anathema to the Fae, who re
The Abrahamic religions, particularly Christianity in No
civilising force of the dark ages, so this might be the
Dumnonni It is protected from them.

The other great force for civilisation is the Romans, wh
anyhow.

The two common civilising influences in Dumnonni are wri
di scussed el sewhere in this book. | magi ne how Dumnonni
roads, or central government, | et alone the evil that is
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I f you wish to be a champion and a hero, take ris
the company of the great | ords and champions and ma
a tale.

of your deeds and be respectfAlwardfritdhre skrewdlsd ofiewed
his deeds, and should expect that other warriors a

be aware of this as well. One of my | owest moment
rs and announcing myself to them as Cynrain the Ba
the king of the Fir Dolm, Crunmar Mac Agnomar . Th
the whole, a bit shit. I f someone boasts of a mi
y deed, boast of it. This is how stories and | ege
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n youEv greyasmat able hero in Celtic myth was burden
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3. Character creat

3.1 What do you do?
3.11 Warrior or Wyrd Weaver?

Al | characters are based on either warriors or wyrd weav

warrior can take two wounds on each | ocation and can u
(the Gae Bol ga being -tsheee obneliyn ge xrceenpotw noend ) .

A wyrd weaver can summon and use the wyrd. They can tak
one on each | imb. They also cannot use metal weapons big
because it prevents wyrd use (see blood metal).

Foll owing the Celtic world view there is a third type of
trader s, craftsmen, et c. However, from a player point of
of these backgrounds, we stil/l think it makes sense that
wyrd userds (see bel ow).

3.12 And what el se are you?

By adding an archetypes characters define the sort of th

I't is perfectly possible to not choose a subtype as a wa
character.

Examples of archetypes (with actual characters exampl es)

Warrior only (Cascorach)

Warrior Bard (Cynan Moyal )Wyrd Bard (Mads the Anvil Skal
Warrior Smith (Fulfnir theWyAndviSmistnh t(hb)or kan)

Warrior Healer (Al sca) Wyrd healer (Fitch)

Warrior Berserker (Ul f)

There are a few archetypes which only go with wyrd weavi
avail able to weavers are Ovate (The Dead), Wi stman (The
art), etc. See Wyrd Weavers.

Here are the three most common archetypes in detail and
|l onger list would include; Trader, Forester, Far mer, Ste



3.2 Heal er

Heal ing comes in foiutwdi mMuedamt ,| anwdl $ wo wyrd.

3.21 StabilAlstatdwgh anyone can hold someoneds guts in, Yy
someonebs wounds.

3.281 ow healThhg:is the healing bandage equivalent, but ¢
her bal salving, etc. This is not strictly wyrd use altho

Once a healer has applied slow healing, the |l ocation wi/
However, the final arbiter of whether it has healed or n
is only healed after the time has el apsed and the healer
(Note: there might be rare situations when the original
whi ch case another healer can do the check, but this sho
someonebs wounds are particularly bad a healer might dec
to heal, e. g. 6You will have to keep that | eg elevated f

As a requirement for slow healing the healer must wor Kk
stripped off, etc. There is-pahayomgorndmpiphysfabe Hpododdr ols
etc). Wrapping a hanky around a wound over armour does n
There is no |imit except time available to how much sl ow

S|

o

w healing and stabilisation are the only types of hea

3.
ef
mo
ef
| i
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t h
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Cinemati cThHHiesalisangthe use of wyrd to allow the recip
cts of an injury or injuries. I f you think of John M
es then you have got the idea. However, the wound i s
cts of the wounds healed wild/l return soon after the
arMUaTichen be treated with Slow healing.

wyrd heal er can do only so much cinematic healing be
e single |l ocations (minor deeds) or all of one perso
ifice they can do more. See Wyrd Weavers.
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Ritual: hTehild nigs speci al one off wyrd healing which
r medical procedure short -obnsemungeahnhdoneedbi spesi &
ussion with a ref wild.l be necessary to decide what i
itual s.
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3.3 Smith.

3.31 Armour r.epairing

Repairing armour is one of the main things a smith wil!/
armour needs props (just | ike healing). Leather needl es
hammer and anvil for metal work. As we have an excell en
can work met arlefd orre paiiyrsi ng, this would be excell ent.
Armour repairs can be done in three different ways.
Bodgi ngThiits: i s a quick repair will take only a few minut ¢
protection. I't has the drawback that it wild./ only |l ast a
afterwards you want to repair it properly it will take t

bodged once.

H N



Ful |l repapirece of | eather armour can be repaired in half
an hour. These times are only guidelines. Bigger pieces
mi nor repairs shorter. Being proven also all ows a smith
armour has taken a particular battering he can decl are i
Wyrd repair/destAuwyidnsmith can summon power to mould a
As with all wyrd use, the smith can only do so much of t
weaving)

3.32 Making special stuff.

Both mundane and wyrd smiths can make speci al objects.
pi etehe piece they make that shows them to be proven.
Someti mes the plots wildl include an expectation that som
work on a project of your own choi ce. Di scuss with a re
you, you can decide whether it is possible, what materi a
how | ong it wildl take to manufacture. There are no set
the I onger it wildl take to make and the more difficult t
Note that there are no standard magic items at Dumnonni
items are uni gque;cornasruemianngd ttoi nper oduc e.

Wyrd smiths can also set temporary wyrd into their work
3.4 Bard.

The bard is one of the most important people in Dumnonni
everyone from kings downwards and reputation i s more i mp
3.41 Satire and praise

The bard is an arbiter of peopleds actions. They shoul d
comment about the behaviour of those around them. And pe
to accuse someone of cowardice is o mortally wound them
all egati on Li kewise the praise of a bard raises someone
his words so that they are irresistible, but even the no
morale, start fights or stop them, etc. However, a bard
truth but if they do not reflect it they wild/l |l ose their
warrior of cowardice is unlikely to be taken seriously a
3.42 Word Hoard

When a bard sings a new song or tells a new tale, which
token to add to his costume to indicate his increased wo
This might be a feather, a silver ring, a patch for his
marvell ous costume, a cloak of feathers for example. The
decides what the pieces are. They also judge for themsel
they should take care not to show false pride



The types of story and song we want bards to tell or sin
how much we want them.

L Singing basic songs |ike the | ongboat song, or short
hoar d.

L Good telling of what has happened on the event. Appr
-shields Song, etc)

L Newgiving (telling tales of happenings outside of pl
the Clan Morna).

L Recent events. Stories about happenings on previous

L Retelling actual myt hs. Norse | egends, bits of the M

L Tales or songs about the Dumnonni great and good.

L Telling tales of Dumnonni hi story. This is the thing
hi stories may entail a bard doing some out of characHt
to pigeonhole some of the old | ags.

A great bard should be working towards the bottom of
entertainer.

3.43 Giving Bardic names.

One of the i mportant responsibilities of a Bard is the g
significance such as Cynrain Battle Wi nner, Kai the Gian
The name can be |iteral, synmWeollker ododavahkegamdnul i Dr ka mP
preferred talking to fighting and Small Ox was | arge.
Giving a bardic name should not be a commonplace event.
enough. But if a bard sees something really special or d
name.

The bard must also be able to put their honour where the
Wit hout a good story the name wil/| not stick.

Whet her the name is insulting or glorious the recipient
Having to Iive with a name | ike Imlladd the Liar means h
3.44 Lawgiving and truth speaking.

A Brehon is a bard given the title and made responsi bl e
judgements. Any bard can be asked to make a judgement, h
be very careful to only say things he knows to be true,
if it was given in good faith, wildl destroy a bardébés rep
vague and wise sounding. AThe answer you seek can be fou
do! o

3.45 Bardic duel s.

Bardic duels can be fought just for entertainment but ca
bardic duel is to the death.

It is a joint improvised story where the two contestants
about one or both bards, but it is also common for the p
i magi ned. One bard takes the side of the protagonist an
often relevagbinhg angament A Red Branch Bard might <chal
insult about cleanliness so the protagonist would be a g
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3.54 Cr
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t he smi

es are simple; you may not contradict your oppone
rough cunning words. Using phrases |like Ait only
ne of the participants will admit he has been bea
en beaten then the audience can be asked to arbit
d the |l oser in this way it is a great shame.

Ot her Archetypes.
her archetypes really only have one ability attac
y . Here a just a few suggestions.
rseA kwearr:ri or who can choose to work himself up int
ad :arTthiestwarri or woad artist can only do the simpl

g compl ex -womduoaed alhoaati on they can get an extra
erms are the same as for armour repair, i . e. ittt
Red Branch have this skildl

d woad artist can put all sorts of wyrd in the ar

)

rbwi sem®béiAmn al chemi st, who mi xes potions and sal
herbwi se can do mundane healing with his herbs.

to a thing or person.

af tAssmahm:ugh the smith/armourer is going to be the
rs, woodworkers and artisans of all kinds are pos
th section above.



3.6 Where do you come

Either

3.61 You were born in Dumnonni

You can be from one of the established tribes of Dumnonn
one of your own devising (with the approval of the refs)
ones to come through the mists and although they have br
they are used to the many peculiarities of the place. Th
made political alliances, enemies &etc.

Or

3.62 You are new through the mists

You have come from the mundane worl d. Coming through the
di fferent ways. Some of the common ones are sai-llacdhgnby b
barrows or passing through mysterious fae gates. Al thoug
"chosen' to find their way to Dumnonni is fated. They ar
purpose. There is also some balance of the peoples, in t
their way here to replenish the | and.

You can have come from the period rangi ngRdmam drhae (R0 &B
approxi mately 900AD) and from any part of northern Europ
Scandinavia. There is no relative time between here and
escaping Roman persecution, even though there have been
I't is even possible for a person who entered the mist af
means you might meet your descendants as ol d men.

There is no way back to the mundane world, though it is
Val hall a or Tir Na Nog. Likewise, there is hardly any wa
are a few ways that curses and calling can be sent. Howe
worl d have a way of finding them here, or even being alr
No one from any of the three modern Abrahamic religions
some form of bar to them, to the point that people trave
he has fallen out of the boat, or been separated in the
i s Dumnonni ?6)

Anyone travelling from the mundane world will find the p
some cases suddenly being able to do magic themselves) a
gods, wunsettling, but remember you are pagans who know t
have not experienced it first hand.

Note that coming through the mist is often a good choice
you to do some fun real hi story research and not have to
Dumnonni background.



3.7 Creating a Character wor
Remembering.

3.71 Being someone el se

The actions of your created character should often be qu
influenced as they are from your modern world view. This

a set of cohesive motives, so you have an idea of what vy
situation. I n particular, winning means something very
materi al |l oss are insignificant compared to retaining an
This bawak from the moedtrins mome of the main things we tr)
DC game world. There are plenty of pointers to help achi
advice can be had from Dumnonni veterans.

3.72 Where do | fit i1in?

What type of things are you planning to do at Dumnonni ?
niche to |l ay claim to and/or definite goal s/ ai ms.

Al so are pou nhiogohor aw What your parents did and what your
refl ect on who you want to be.

I f you are coming with friends then decide whether you w
group wi ||l have far more i mpact, and fun, than individua

3.73 Are you rich?

Unli ke many systems it is up to you if you have |l ots of
economy section to see how we our approach differs from
can start with any equipment that you hsawveryhshotli dsbeth

interesting, first and foremost. Being rich or poor is |
character. Either option -phaywilndgi opponrttumgiobides ol e
3.74 Theatrical speaking, accents a
modern | anguage

Trying to make it sound different to modern speech hel ps
encouraged, as long as it is not too comedy. I't is surp
your nmeientd. Li kewise, using more flowery, dramatic | anguac¢
modern swearwords, not out of prudishness, but because t
origin of the modern expletive is ancient). Donét call
the pissel of a Fomorian and their words are the yellow
Just for ease of play, English is the common | anguage of
if you want to smatter you speech wi-Bhi Gagsh)j co(Péxceéni $ca
(Norse) words or phrases this often sounds cool . The Us

|l anguage.
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So you want to be a Bard? By Mark

- o S

|l magi ne t hiea scelnke and rainy night, a sea of mud in the

is bright, and the mead is flowing. Around the fire sit
battles wrapped in their cloaks. A man begins to sing a
their friends fell that day, fighting against the Fomor
peopl es The song tells of how that warrior was strong

killed before he fell in a desperate defence. 't al so t
and sl eep with his feet in the fire hence earning himt
that the warriors an bell ow out and stamp their feet t
how 6Cinderfootd tried to seduce the blacksmithdés daugh
song ends they cheer and give the bard silver and gol d,
to the bard with a horn of ale. Then they sing it again
As it says, a Bard is an important part of Dumnonni It
people of the dark ages |lived short and violent |ives a
unr emembered, but for someone who wants to be a hero t
silver, nor fine armour and weapons, it is renown A wa
be remembered in story and song. As a Bard it is down t
So what do you need to be able to do to make a good Bar
singer or musician; it helps of course, but that is not
confidence The confidence to stand in front of an audi
hate in |life is to get wup in front of people, don@utp thi
comedy, in that it puts you and you alone on the spot.

Next, you need some kind of act. I f you can sing unacco
confidently. I f you play an instrument, thatés good too
Age setting. Bringing in a modern acoustic guitar wild/l

work though. A drum is good, a bodhran or a nice woode

Remember, the other players spend a | ot of money on th

to keep everything in keeping with the period So gett

all. However, you can just start with your voice and a

Finally, you wil!/| need some material. You donét need to
dar&kges songs. Start with four or five and make sure th
not get paid if he keeps forgetting the | yrics. Appropr
game, although some words may need changing to remove m
about war are good as | ong as they keep within in the |
|l eaving, travelling, | ove, money etc. As you go along i
of the characters from the game and even create songs a
give characters renown for their action, although they

just do something heroic, or mad or very dangerous

The same applies for storytelling. There are many histo
be an excellent thing for a bard to do. Something from

Norse sagas. They need to be told with passion and char
with di fferent voices and dynamic changes in pace, and

|l earn a few stories about the heroes of Cul haven, then

be a receptive audience

So it is not an easy task, to be a Bard, and rightly so
hoard, was a rare and honoured position in the society

in every |l orddéds hall, for the entertainment valwue, on <c
heroes ol d and new. To hold an audience around a fire,

to hear their appreciation at the end is a fabulous exp
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hear story and song. I't adds a great deal to any event a
not approach it Iightly

New to Dumnonni by Dave Mck
So youdbre contemplating a trip through the mists to your
you are al/|l prepared and ready to go when your housemat e
fiHave you chewed the | easttherchiendt carymowrr hemnud s-elofwh Ww® ayour
ready to be mixed with urine? You do knvaxbave Ol i ver on
Then the fear hits you. What if the t-ahasct meett-trhan ré&s
enact ment s?
Whil st the above is a slight exaggeration a | ot of peopl
fascism and hardcore roleplay at DC events. Hopefully wh
First and foremost everyone at DC is helpful and friendl
unsure of, from whether your character concept is any go
the roleplay, DC is a game of heroes in a dark and gritt
warrior who steps forward to offer the enemy champions a
Wyrd? Make a show of calling forth your power from whate
Above all make people sit up and take note. After the ba
shield brother was, about how terrifying the magicks wov
and | mean everyone | ikes people telling them how great
Pl ot is everywhere, I|literally everywhere, Fae creatures
rafters, Gods and Goddesses roaming the | and. Stick your
occasion when you wil/ be di sappointed.

Al | in all, DC is an exceedingly open and friendly game.
enhances the game. After my first event | realised that
foundati on Dave Oliver only communicates in Gaelic pros

HY
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4 Combat rul es
1 Ref cal |l s

rst and foremost, ALL players and crew must | earn and

i me FreAkk:players must freeze on the spot and cl ose th
i me OUhe game has been halted temporarily by a referee.

i me Phayers may continue the game and get back into cha

n DowSiameone has been hurt for real! Al pl aying stops
yone who is injured or sees someone el se injured shoul
rst Aider. Dondét wait for someone el se to calll out .

2 Fighting Safety.

in hits are BANNED.

e head in combat then
h

ro
anyone is accidentally hit on th
them to stagger back m

es no serious damage but causes

rappling and BodWechédeki od: t hese should ever be used in

ere i s some gener al pushing, barging, etc. inherent in
ghts, care must always be taken to avoid hurting each

I'ling yourThBlsowne:aans not hitting people with-empihrasfi slin
ur bl ows so they | ook hard but are in fact reasonably

toxi cawea oamr:re not puri-i adsl gencevéas in the past caused
der par. This has included drunken people who thought
ipd aying, people who were unsafe to fight and hangover ¢
rning. Be responsible about it please. Note also that
inking rul e.

her RoughAwoiud fbody contact, wrestling, offensive shie
perienced crew and players may do all of the above, bu
e expecting it.

ght holAdgmo®me holding a flaming torch or | antern must n

H ¢



4. 3 Fighting rules ethos

Combat should be grim and gritty. Players and crew shoul

falling down, etc. to create a realistic feel during com

We believe that fighting is most fun with great jeopardy

has relatively few hits and Iittle healing. I't is our h

your OAO6 game. Thus, in order you mhet fi ghd i yndlwrt oh ilatks d ig

your hits is the quickest way to undermine the feeling o

al so obviously damages the game for others. That sai d,

is all éwabwant you to be heroes, not accountants. So if

ignoring for a moment the hit that should have taken you

any further blows you might sustain i mmediately afterwar

up in AThe dying acto. (See O6Taking your hits. 06)

Pl ayers and crew have slightly different rules for comba

gener al the crew rules are designed to allow the players

crew are briefed to push the players hard and to puni sh

fights as a competition. The win for them is making the

crew combat rules should make this clear. For example, ¢

good grace to take their hits and fall/l to the ground. S

4. 4 Pl ayer Combat rul es

4. 41 Hits and ar mour

Wit hout armour, warriors can take two wounds to any | oca

bodies and one on each | imb. Armour adds to these totals

covers, not a whole I ocation.

Type Exampl es Protectifjon

Li ght aTfTmtoawk | eather, cloth padded armour (eg
or o6woadinghd

Medi um |[Rimpiud | eat her or ri ngma]3l

Heavy AChhmoiummai | |, | amel | a, met gl scales or | or|

Li ght hledat her or padded 1 extra to body

Heavy HEiImbol g mask or a metal |[2helemtra to body

Note 1: Armour can be stacked, so wearing chainmail over

person 7 points of armour on their body (1+4+2)

Note 2: Arrow damage goes straight through armour to the

damage armour .

Note 3: To encourage the use of helms even though head h

body instead.

Note 4: Other types of armour wil/l be given armour value

Note 5: Woading only works as armour if the | ocation is

on



4. 42 Damage and healing.

Being hit by any weapon causes one point of damage to ei

As wel | as counting the damage points it is important to
staggering, c¢crying out, etc.

Large two handed weapons, | arge creatures, dropped bould
the ground whether they are seriously hurt on not.

With the exception of arrows, blocking with a shield wi
If a | imb goes down to zero it stops working. I f the bod
Wounds need treating to stop them getting worse. A |l ocat
only a few minutes. Most forms of o6first aidodé will stop
heal ed. As al ways we want you to act out the drama of ke
tying a hanky around them and saying itdéds better.
Healing a wound is difficult and can only be done by a s
at four |l evels: stabilising (stopping the wound from get
attention | eads to slow but full r-ecbapcygl), h€ahemgtfrcome
exceptional and restorative healing (reforming severed |
These are discussed in greater depth el sewhere but they
that they return a |l ocation to full hits. Armour can al s
4. 43 Death and permanent injury.

This happens when ocation has negative hits, though i

to achieve.
her through being mass

I
of what we are tryi g
t
(a beheading for exampl e
e
h

a
i
I f it i s apparent e
e

y negatiyv
sensibly survivabl h

en you a

Y,
)

ated for more than a few minutes wi
u

I f you are |l eft untr

dead. As a rule of thumb you may survive about 10 minute
taken multiple hits.

A |limb in negative hits wil!/l become permanently crippled
battering it might be appropriate for it to be already m
I n general, if the healers reach you quickly enough most
4. 44 Berserking.

Occasionally, a character might be filled with a berserk
reckless abandonment When he fights in such a fury he
nor mal man . Unfortunately as soon as the warp spasm has
toll . This often kills him.

A character can only go berserpliayi ngereasowaeasveéeony dgoasad.r
this are O0Oberserkersd who can choose to work themselves
Be careful not to take the piss, however, as this phrase
be an excuse to totally ignore a battering, unless you a
4. 45 The dying act

I f players have taken enough hits to kill them they have
the rules for one | ast heroic action. This might be to g
staying alive | ong enough to make an i mpassioned speech
out quietly while the healers fail to resuscitate you 1is
that you are dead, nothing can save you. A good exampl e
respect; he was geased to fight the undead and went bers
He carried on for the whole fight, far more than the nor
heal ers were on him I|like ants at the end of the battle h
know this is what is going on they can ham it up more an



4. 46 Honour duel s.

Honour duels are an i mportant part of Celtic culture and
to resolve conflicts, demonstrate prowess, get revenge o0
di shonourable not to. They have |l asting impact on your a
seriously. Most challenges will be to first yield; this
allies, building stories with NPCs that can be ongoing.
reputations whether they win or | ose. As they are played
and crew to pulll out all the stops. A more often than no
and gives the players time to do I C training and practis
hard skills. Crew wil!/ make winning hard and players wi
be very careful to yield if they are |l osing and accept t
yields most honourable characters should |l et them | ive.

The rare occasion when an hono

r duel is challenged to t
chance the player character co

u
uld die and should be take

4. 5 Crew combat rul es

Crew are given the maxi mum number of times (total hits)
this is based on the type of c¢creature they are and how m
should react accordingly.

1-2 hWnhna&ar moured Human

Lightly Ar mioluhriesd iwsartrhieordef aul t |for most cr

6 Heavily ar mioeurged Rmwantarni dregi onaryl or Nor sema
Fomori an
10 Heavily armoured Fomorian champj on
However, it is not expected that you wil!/ normally reach
expect crew to die earlier when it seems appmprsemreilesdlment B
of dumnonni combat . It should be quite possible, though
excellent hit
Unl ess you are a rock hard monster, i.e. you have been t
1.if hit with a-hamaméiiow,t val l over.
2.if hit squarely on theaeikody with an arrow,
3.if hit in a particularly dramatic wagi.eor it would j i
4.if you receive a pummelling ofdbkows from multiple p:

5.if you have not died from any of the above daiea sNoenvser
exceed this totall!!ll

6.1 f a player falls down from their hits, | eave them b
7.At times the refs will tell crew members that they al

di fferent rules, but this is the exception not the r
8. Al ways react to being hit, by flinching, groaning, f:

during combat.

Il nexperienced people should follow the I ead from the



Taking your hits By Nat han G
I wrote the following for the other refs a few years bac
I had a most excellent weekend withioflycoed.flawhaatedh
on the Sunday when | was unhappy with how poor | was at
I did not count my hits as fairly as | should have done.
the crew and | dondét think it interfered with the fun of
cross with myself and broke my immersion in the game. I
not worth it, for me at | east. I f 1 ignore hits, even a
and without that the challenge has gone. I am not tryin
making the point in the hope | wildl do better next ti me
This is one of the most contentious things we have to de
carefully count their hits. Ot hers know roughly how many
interested idard It hred feewdr. And a few others think that as ¢t}
to count their hits at alll because they should win unles
above approaches is implicitly wrong, but they can be ir
Dumnonni the first option is the one we encourage and th
although it is wused very successfully in some other syst
So what do we want at Dumnonni ? Of all/l the criticisms ma
their hits is one of the most wvalid and is something tha
ut most to create a realistic system, so why fall short i
There are different guidelines for crew and pl @&WMehs. | Aglo
not want to have to fall d oywonu annede ds ttoop rheaaviiinsge ftuhma,td wi t h
jeopardy. Your injury, or even death, wild/l make the game
the I ong run. Be big about this, count your hits. Obviou
one is going to notice except you, but, and this is a bi
people notice it, particularly other players, it will af
i mmer sion is the Dumnonni 6big idead and, of all the cri
el sedbs i mmersion is the worst. Also remember that your r
may not be a killing blow or one that takes you down) , i
fight; react well to |l et them have that reward, and you
them as you feed off each otherés role playing.
Al so, in common with many other systems, we have the pro
weapons and trying to (actwually) hurt each other. I f you
with a |ightweight speedy weapon ylowoknakge ameé dnrgddl ingt iv
for both players and crew. I't may seem contradictory, bu
subjecting yourself to some obvious handicaps. You want
the fighting were real (and also thinking about | ooking
|l ook I'i ke on film and avoid the édrum rollingd hits and
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What i s Dumnonni Fighting about

Dumnonni, tactics and individual skill make a big dif
e warriors who prosper, and have their deeds turned in
uly fight wel!l or can fake it very well

ere is a very careful bal ance that Dumnnoni aims for,
ility. Quite which is most important is a mattiedsof re
al fast 4 easonabl ed side of the debate but choose to carr
ield and weapons to slow me down and keep the challeng
ill ed opponents and trying to win, but | also enjoy th
ve spent struggling to survive or even unconscious aft
apons. Quite what qualifies as winning in these battle
onic character wil!/ echo down the ages and be celebrat
n be just a matter of trying to not get hit or even ju
rriors in Cul haven have only survived battles by hidin
king a timely tactical retreat

ether you prefer the drama or the contest one aspect s
ttl e; if you get it wrong, you wil/ die. You cannot af
rmati on and assume that the healers wil!/l sort you out.
d |l eathers. Warriors should become very cagey about ex
r a very good reason Real courage starts to play a pa
killed and | ost i just a few moments on a chaotic ba
e key to battlefield success is to take the fighting s
at is commensurate with the way in which you have been
mic real weigh and power. |t seems counterproductive
u are trying hold a position but after a smal/l amou
be hit by anything. | f someone has managed to hit you
ve them the benefit of reacting to it. Avoiding battl e
nd ways to protect yourself

ese ideas are just as true for crewing as well as pl ay
mosphere on the battlefield

w do you successfully portray a competent and respecte
fighting can be so dangerous, the characters that you
sking their |ives and their reputations. Warriorsoé rep
ath and they should only be spilling their blood when
r real armour and a hel met, or become very good at av
rt each other but it needs to | ook and feel as i f we a
oner or | ate you wi ||l get clattered in the head and s
actice fighting with all/l your weapons. Practice droppi
ickly. Train in a marti al art Be prepared to |l earn fr
rriors around you and | earn thei names. -Rdlagmrldawnigs yw
nacing or honourable warrior can hold an entire flank
ur fitness: no warrior can ever avoid all the swords,
irling around a battlefield Even the most renowned of
d bloodied in a heap on the floor Those who can keep
d still keep blocking and dodging after two or three d
nd, or make, a good war | eader This person has to get
ght time. This is sometimes very easy when there is a
ows about, but it can be near i mpossible at times as C
ings and many have geases or sworn oaths that cause th
ch as anything, a war | eader needs to constantly prove
spiring the other warriors before the battle and contr
d di scussions and agreements and arguments are all req
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At Dumnonni, tactics and individual skill make a big di
The warriors who prosper, and have their deeds turned in
truly fight well or can fake it very wel/l

There is a very careful bal ance that Dumnnoni aims for,
ability. Quite which is most important is a mat-t-as of re
real iast 4 easonabl e side of the debate but choose to carry
shield and weapons to slow me down and keep the challeng
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the theatrics of t process. Someti mes it s just a mat
noticed. Sometimes it demands a rousing speech and a ch
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Archery: for kil li the enemy archers and keeping all t

ng
pl aced arrow wil/| bring down the greatest of warriors an
the wrong directions, opening up protective formations.

battle will contain all or some of the following:

i el dwal | : good for defence and providing the rock
od as -raamattd epusntg t hrough the enemy formation, br
and defeat them a few at a time. Get a shield if
nd yourself with warriors who wil!/l hel p you when i

up
0

- 0O nw o «Q
o

CcC e - o
o

-

mi shing: for holding back the I|Iightly armed and ar mo
nd the enemy shieldwall and causing it to crumble th
k and able to run for the whole of the battl e.

O = o - =

The babtrtelaeckers: warriors who wild/l individually, or as a ¢
pl ace at the right time to turn the battle, and someti me

Javelins: sometimes the sky i
pl aced javelins or poor posit
t h wn at them and instantly

Advances and charges: done at the right moment will win
everyone may di e.

oning. The very greatest o

s dark with thrown weapons
i
throw them back.

_;
o

Retreats: An organised retreat is always the hardest man

Oaths and Geasa: A mighty oath gives a warrior status. I
state in the mead hall that you wil/ be the first to sl a
every warrior and bard to |l ook for you if they attack. I
then your excuse will have be good or your words wil/
er

t o
wi || give you no choice in the matt



How to succeed:

Mai ntain individual skill and fitness no warrior can ev
and arrows that are whirling around a battlefield Even
been found winded and bl oodied in a heap on the floor. T
weapons and armour and stil!]l keep blocking and dodging a
some great advantages.

Find a good war | eader and to trust. This person has to
right time. This is sometimes very easy when there is a
knows about, but it can be impossible because Celtic war
and many have geasa or sworn oaths that cause them to be
anything, a war | eader needs to constantly prove that th
other warriors and controlling the battle once it has st
agreements and arguments are al/l required from a good wa
Learn to use your weapons

Keep | ooking around and keep moving. Watch your flanks a
around you and | earn their names

Rol eplay is wonder ful in t-pl asyedviangmnmenimeasaca ngelol hono
hold an entire flank with the right attitude or speech
The key to the success of these approaches is the willin
and to allow other people a chance to show what they can
battle slowly dying so that someone el se gets to be the
grunt on the Il eft just holding the flank and someti mes |
Rarely you may experience the joy of finding a sweet sp
one quite hits yo or sees you and you sing a song of de
Charging the enemy |line alone in full view of all the wa
capture. I't may cause a spontaneous charge as all your f
or it may just be ccompanied by a few witty comments as
spears Judge your moment well and when it comes, die a
Cel ti than weeping after a famous victory because one b
cheerfully when many warriors have died well

Al | of these things sometimes go wrong and it is the ti
despite everyoneds best efforts that | ead to the greates
the | ast stand of the seated men, the storming of Balord
warriors die to make the tales come alive. Warriors are
are better than those won with real cost on both sides.
Success is not about killing more than anyone el se or be
a warrior comes when tales are told about the deeds you
about you and other warri ors isamedak adfo vyeo ualwi twhh erne sypoeuc tar e
gods.

oy



5 Wyrd Weaving

Wyrd use in Dumnonni i s mucht mamemadpioatpbieatds! odgst of t
will be judged, not by rwules, but by how cool it | ooks.
how to go about it, and how much wyrd woo a person can ¢

5.1 Doing Wyrd Deeds

To do something wyrd you need to act out the deed. Exac
wyrd you choose, but it should be clear from your action
You mi ght -Qhslei KTmimoves to summoning the wyrd, followed b
effect, anything from a Darth Vader force choke, to mimi
is both I ong and obvious, and examples could include:

L Locking eyes with someone and forcing them to copy VY

L Stamping the ground to cause an earthquake.

L Punching or pointing to do damage.

L Miming a big backhander to knock someone over.

L Calling down the powers of a god with | oads of shout |

talking to the gods about what you want them to do t

-

Carefully making up potions and salves from ingredie
L Painting el abmartatwehibcchdyhol ds wyr d.

L Becoming possessed by mad spirits and having fits an

screaming your intent.

I't is also useful to make symbolic connections between p
a stick to break their bones, crushing an effigy to caus
someone fall over, cupping an egg gently in your hands t
save them, and so on.

The responsibility is on you to make it | ook good, to ma
are being affected and know what you expect. I't i s down
and make you |l ook good in return.

o @



5.2 Areas of I nfluence

We dondét want everyone to be using the same effects; we
of strength and weakness. Each wyrd weaver should deci de
influence are an artificial system to give you some star
Tree Calendar or the Norse Runes as your resource. Or cr
|l ook at Mark Langforddéds essay for additional i nspiration
guide to the sort of powers and restrictions you shoul d
titles to fit easily into the new system.

There are five roughly defined areas of wyrd.

The Dedatle spirits of the dead and the afterlife. Talking
resisting cauldron born (as an aside the undead are more
an ovadr consider his deeds as one | evel easier when wor
Maki ngendi ng and or making stuff, as well as heal ng and
the user choasesa,asseh as healing, blacksmithing, or sonm
mundane archetype to go with them.

Fae wyrTchie Fae, The Mists and The Otherl and. Al l t hings
understanding the dance, et c.

aturtehe physical world and the spirits of nature. Deeds
I'ts practitioners are generally the more shamanic pri mit
Persuashoearts and minds, a bardds area of power. By usi
believe whatever he says.

A wyrd weaver wild/l have a particular affinity for one of
|l east one other This effectively means they are best i
struggle in their weakest area.

To do a deed from outside your area of influence shoul d
a petty deed would be a minor deed, a minor deed woul d
deed from your area of weakness would be a step harder a
maj or deeds, and minor deeds the equivalent of heroic.
5.3 The Terrible Price

Those who use the wyrd must channel power f ul divine, nat
themselves. Such forces will take their toll on both min
throwing magic about a battlefield can come out of it ju
perhaps even bruised and battered. The effect wildl be pr
of wyrd you have been up to.

It doesndét stop there; doing wyrd deeds expends a weaver
you cannot do any more wyrd, which | eaves you vulnerabl e
powers you must take time to restore yourself in a manne

nn



5.4 Titles of Wyrd Weavers

The people who use the di fferent areas of influence have
common ones, but you should not feel l'imited to this Iis

The De®date, Drune Lord, Priest of the Morrigan or Hel (

Maki npeal er, crafter, smith, Priest of Gobni or Thor (No
FaeWi st man, and any number of Fae titles which make no s
Nat urhaman, various priests

PersuasBand, Skald (Norse), various Priest types, Trader
It is worth noting that the title of Druid is not on thi
although priests might call themselves priests of X, the
may ask different gods for different types of assistance
5.5 The Wheat and the Chaff

Wyrd and power are directly linked. To put it simply, i
si mple wyrd deed that would affect a whole handf ul of «cr
NPC or even not work at all

Li kewi se your average crew members are worth Iittle as s
ha!), but a power f ul enemy can really provide the juice.

5.6 Levels of Wyrd Deed

Wyrd weavers can do any number of petty wyrd things with
may only perform three minor deeds or one major deed bef
make extra sacrifice they can push it a | evel further an
instantanedbiukespélflects; other wyrd act-fwowirtmy appe ®aa& hmuch
Wyrd weaving is not an exact science. Although t hepaerxkamp
for effects, the simple rule is that you can expect some
what . To keep things workable wyrd deeds are divided in
shown in the examples provided.
Pet tSWdII things which 4fiawme aotsiual game
Exampl es:
L Sl ow healing of a healer (see Healing)
L Sensing wyrd: Any wyrd users can sense the presence
things and pl aces.
Cal ming fears and inspiring people (bards only).
The general jubbly of being i mportant.

Navigating the Otherl and.
Si mpl e woad paWmad nAYy t(isste

Tal king to spirits.



Mi N OWyrd user st lkrame diohese before needing to restore th

Exampl es:

L An instant physical effect on a handf ul of people: ti

L A short term effect on a target: causing them pain, |
you, confusing them, or trapping them in one place.
or until the caster stops concentrating, depending ol

L Forbidding anyone to go through a gate, or into a Ssm;

mi nutes only.
L Wounding someone or breaking something.

L Giving a small bonus to someone, along the lines of ¢
wards against wyrd.

L Resisting the wyrd.

L Fashteal i ng a wounded | ocation or instantly repairing

L Other random things |Iike talking to the recently dea:
Maj OWyrd users will be exhawsnteeadj oarf tdeere de xaenrdc icsainngd o n o
unt i |l they are restored.

Exampl es:

L Al the instant effects can be done to a | arge group
L AI'l the short term effects for minor deeds can done |
L You can wound a handf ul of people or kildl one.

L You can give a bonus to a handf ul of peopl e.

L You canhdalstal | of someone wounds or repair al/l of th
L Get <creative.

Her Ois€ch deeds can only be undertaken with great sacr

or of things of import. The bigger the effect needed th
happen. There can be no real | ist or comparison for the
provided one anyway), the point being that nothing is i m
where the Abe cool and not ningo rule is at its most del
wi || not only make success cheap, spoiling the fun for e
credibility.

Here are a few examples with appropriate costs.

L To heal everyone in a group, a wyrd wédaverg aonwlbd ebu rol
channel any wyrd for the rest of the day and be on nq

L To call someone back to Iife, wyrd healers can offer

L Sacrifici g oaugwytrdword, could make all the swords of
for one fight.

L To sweep a battlefield clean of their enemies, a Drui

L To stop a battle, a Bard can offer his voice.
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The time it takes for craftsman, to put wyrd into a thin
somet hing, wil!/ be roughly equivalent to the time it wou
themselves after instantly performing such a deed. But i
hi mself simultaneously. The act itself should be underta
environment with the right tools and ingredients, for th
be in the o6right placed the time needed will be |l onger,
is stress, (e.g. battle, or other interruptions) it shou
restoration and time taken. Obviously, nothing can be ma
This is more than just the mixing of ingredients or pain
finding special ingredients, or getting into the right s
certain days, or under speci al conditions.

For potion makers, we would encourage creative ingredien

The potion might need to bejmatdewheamar hoedewatrer camped
the bl ood of a pdréaken|l aefememyi s deat h. By so doing a p

players tricky tasks, and generally make the process mor
Though woad paint has few ingredients, in order to paint
must get properly worked up. This could either be a ti me
chanting.

I'n general, you must consider that you are doing sympath
needs symbolic ingredients as well as mundane ones.

Making things this way shouigd mee arcltyi valtway Nilpegiarg iorf f f c

camp while 6your charactes@é@eneg dsi ngnghe WwWoér koaof want to

your potions before the violence starts in the morning,

you wil|l earn credibility doing it.

As a good example of this, the White Bear c¢l an can draw
wyrd deeds a weaver could give one person strength with

using a major deed. But by doing a cool ghost dance and

in the morning (viprefevaby yedrlfywvyre breakfast), the triba
spirit in them for use | ater in the day as needed. Such
from start to finish.

5.9 Bl ood Met al

Wor ki ng iron is magic. It is a mysterious skill that on
magi cal too, and therefore iron has very speci al propert
I't is anathema to the Fae, causi ng tthh esm ipsaiwh yalstl hedyd ictalwe
metal For this reason, it cannot be taken into the Other!|l
Il ron also blocks the use of wyrd in anyone other than a
coupl e of -wbagderdsrai ns a wyrd weaverds power from them. T
whil st in contact with too much -heah @f warirn®tramaoe cth@yinn
only result in failure, but also causes the wyrd weaver

5.10 Wyrd Duel s

One of the most i mportant roles a wyrd weaver wil/l have
by the wyrd duel . This is not just a shout off, but a |
coll aborating to | ook cool as well as competing. This <ca
Langfordés essay, but it could also be a mime of great p
of more mundane props and wyrd actions toobhffeatclhose bp
sing along or indeed anything else that wild.l make you bo

The outcome of
crew member wil
The player(s) s

a duel then for the -mbasyipgrofréehieepaohict
I know if they overpower the player(s) or
houl d be able to interpret this and react
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rid and the common warrior. This difference engenders
opl e. But it is necessary to advertise you position.
n up to him, he starts hopping and spitting then he is

e Wissédnyou want to use the wyrd nbutto stthie If irgehatlilnyg ,h g eitt
ssible. You are disadvantaged by | ack of armour and me
t go for it. However, bear in mind that in this sort o
om their foes. This is not a casual di stinction. |If yo
ing you are giving away much of your power and this ca
ce a Wissen al ways as Wi ssen, though this rule is occa
fferent cultures treat wyrd weavers differently and as
at wor ks for whom:

nourable Celts and THéadeBlederegRadeswyrd weavers as sacre
owingly attack one unless they physically attacked fir
I be | owered to their | evel and is fair game. Celts n
avers is normally enough to keep you safe.

o]

rare exception t this are Fir Bholg Curse Eaters, who

own power .

tPsi:cts are very superstitious and will be afraid of di

need to be shown your power or they will stick you

that o6éshelterdé some warriors from the curses of wy
attack wyrd weavers and are really pawns in

- o —
o n
(]

=

QD

—

¢

<

l'ins BmadudNoraslel: respect wyrd weavers as dange
irst strike in and taking them down as tactic
your back on them and make sure they think yo
s e

-~ O
]
S »m

o O
—

.

o Q-
c

morian¥$hese peoples regard themselves as power ful enou
aver s. I f you are going up against them you have to p

man<®fKRomans are one of the few peoples to arrive on the
to the o6wyrd is everywhere6 concepts (see el sewhere fo
ey see wyrd weavers as tactical targets. They are not

t will work on practical ways around them. Quick strik
averd6s mouth, to avoid O6counter measuresd. They do, ho
ntact their own gods and so assume that a wyrd weaver

d

so should not be disturbed-bfaccrk.fear of a really bad

dead and AMmMmihmasles. do not know the different between type

rd weavers as indiscriminately as anyone el se.

te on HeWé etrisi:nk it better for the game if, for the mo
otection afforded by other more aloof wyrd weavers. Th
ry real sense, the same way the Wi ssen do. This has a
|l ow a healer to move unmolested (as |l ong as he made hi
uld see healers as a |l egitimate tactical target. Thi s
otecting, or need to |l earn cunning, perhaps even to fi



ReaWorl d Safetythose peopleamovrhiod adons, do
be possible to stand at the side of any b
But do make sure the refs know, so that t

not want to be
attle and be ve
he crew can be

5.14 What Wyrd is Not

On the whole, the magic in the system works, it works be
into making it | ook good and so that it seems right for
anything that feels |Iike modern stuff; l' i ke hypnotism, ¢
simply does not fi thi gLhi kfeasnptsabslysnofbreball , tedpamditsheser
are visually unrepresentable in any good way, and al so h
Do not take the piss and do not be ning. The system i s
but this means the onus must be on you moderate your exc
done well , and this means you have to keep your game up

a soft option.



Way back
was goin

called 6
still se
interest
game whe
it rath
he was r
ended up
every ot

Over the
|l east n

Thé&vay e fWyr d.

The Beginning

i n
g to

Trou
e ec
i ng
re p
er t
i

ght .

wi t
her

yea
tere

and it was t

read
and |
that f
your s

D

e
n

— o o <

D

=)
(0]
- < O

— 0o =

at, wh
pposed
nic an

ST »n o~ -
Y T O S

| mprovi s

me) .
"1 mpr

Acting s
I
o

ryth
ded
, bu

by

right bal anc

theatric
and your

one of 'y
demeanin
using it

Consi der
" Comp

At
your
| was

j ob

1989
set

(i sh) my

u

bl e at

hoes

(o]

p

a LARP

Mi Il 6,

f

happened
ersonal
han havi

The

pr

h a syst
LARE® byd

i f

i
n

g we
writi

c

you

a wizard

r
it to
t

many

ou ar e
master
to

sort
n ski

S ar e

ndy to

Keib gt

go
Cc

| s

h a
f
e

t hat
at t
skill
to
obl em
em th
t ® mme |

many
pect o
my mi n
oul d
ng my
have

od way
ommuni

of . Thi

a big
and s

ndy, p
al | b a
o sit bn

e between col
al partner.
is to

Her j o

make he

ou wi || c ome
e statement i s
the springboard for

g th
as

t hi

ared

ul vy
gl or
not

coll ege
system.

whi ch
ystem
Mi |1,
coul d
O6buy a

at wa s

Il i sts

r
t he

d, t hat

ay our

eping
ary f
eopl e
his h

~ T o 0

By

Mar k

frie
At

was
(and
and
s hi
s ki
back then
6dr e
wyrd

y tal

e

n

n

game

t

h

han
MA t hesi s
only read

to under

S
cating
i
pointy
tatus
ar
ck on

r | ook

out wi t h an

s exchange:

to me

wretched

y, bl
such

n d
a

you ar

wor m,
to th
l owl vy

an

S means

S

y
st

p

on

m

ticul arl
a
l'ts particularly useful fo
aborat.i
b is to

r

a

goo

ope
, agrees,

e naught

yes!

a

a

Langf c

nd Dave Oliver tol
the ti me we were b
a

fairly standard

Myt hl ore) in DC

Da
(S
[
wa
ss

ocC

an
k e

but

a

e treasur e

wor m. .

f
i f

ve wanted to take
so i f you were g
0 Personally | h
s we couldné6t see
ed upd with Celtic

points and cl ass

(0]
a

d peopl e have come
ut still wanted to
real adventure sta
on from Celtic my
possession states
ntasy f-cbahghngs vy

atus is the first
ut all that stuff
your power, or it
) you are stuffed

ne yourself is to
at you donb6t have
o1l 1 need to have a

when you are | ac
ess you know wor
r

d competition. Nev
you | ook good (ev
too (what?!?). The

ng statement, and
inforces the asser
ertion of their ow

a wor m.

| do burrow about

you have |l et fall t



Wh
no
s a

Th
yo

t h
e X
so

of

b a
ru

So
s p
I n
b a
h a
go
hi
cu
Th
ne
al
pa
t h
st

Th
re
be

ma
N o

By
Sc

of thi
your |
t hat

omes out
o temper
arlier on

[0}
t

y

S

an
y O
S
mu

exchange bet
guage, despi
ur entire pu

ng
nt e

C
t
e

t
t

t
t,

emptation is
hink about i

o] ay somet hi

ch | ess i

be to you
on somet hi
not by a

exaggerat

"How galling it must
mi ght, have chanced
you were humiliated,

n

re t hat

eak

can see

you by

er .

easi
You wi l
I f you
i -$ ehtah

t his
wi ||
your
sort of

u c
owi
n't
ess

an

ng
try
on.

practi se
how they
to edit
Thi s

gui te
end.

sel f .
stuff

'y

hammer i at

power or

S i
ons

st
s e

as
ti

mpl vy
of

ng away
status.

t hat need t

evated hi
the othe
more pote

al so mentioned you o]

wor m' el
ange then
one much

s adversary'
r is clearly
nt, rai sing

ch
me

ur se t her emoavrees caonudn tgearmbi t s t

ot her
t he

t he
t hen

what
game

(¢

accept
t he

perso

of ot her

o —
(7]

status r

Cc .

me of
eci fi

games are generic

mes the Celts coul
ors, ordinary folk and
years of coll ege educat
a |little more vague whe
werenod6t interested in h

pRoemani sed ti
ds, war ri
t wenty
S . It 6s
torians

S es.

- n oo -

Ro
whi

priesthood is pretty much
er really embraced I rel and,
hough not Timopos diitkled y i s the
ticular goddess, effectively
usual l'ine up: you are more
ndard Irish cl an.

a

t h
I i

QD" +*< 0

worl d described in the
druidry, folk magic, Ch
of the imported Saxon i

e pRaeman
member ed
ginnings
Wyrdd by Brian

ny of the best
rs pant heon.

Bat es, i
bits), wi

S
t

probab

h its r

nort
tr

Danel aw i
(priests)

of the
Godi

ti
avi
s) .

me
an

e
he n
din and
ter

n ¢

mi ghty

an

o

wi ||

noti

t
t
r

er, despite the asser
e the natural urge we
pose as a wyrd user i

IIS
S €

of
"t

the | ines
and doesn

al ong
esting

come here to
to bring you
warrior,

r

destro
down, b
but a w

t o
g9

the | owliness of t

i ng

, and get i to the ha
| have time to think o
come out wi th somet hi

ned efgiug hvtail negn.t aonfd ver bal
s hi d

n

adversaryods el w

enemies | ook

this doe
braggar
further

make your

status, and
bully and a
status far

S
a

hi s

this game, but they &

and go wit

n'

n is saying

soon ' wi

egardless of what type

d be

s |

di vided
aves. The
i on, and were the arhbi
n it comes to specific

ow orro bavendy wwdhned m  sshha uptsi |

up roughl
first <cas

ma n
c h

conc-€pl tibuwoal pgoyp
makes the idea of a
on that a woman i s ¢
e same rol e, but di ffe
kely to be a priest of

CornwelH books
sects (which a
magi c. The O6cu

Bernard
ristian
deas of

ntroduct.i
mi x of

l'y the best i
ough and ready

which is
spel |l in

Britain,
(check

hern
ol mader



We know so little about the fringe world of the Picts th

totemistic shamani sm and scratch that basic itch to play
The fae are magic, but in practice they donét really do
compl etely and utterly different way.

2: The duty that must be done

"Men wil |l never be free until the I ast king is strangl ed
ltds your job to make sure that the warriors and peasant
useful, or scary, or |l ovabl e, or ideally all three. Ever
for them to say, 6Hol d on a minute! We CAN cope without
It is also your job not to | umber others of your kind wi
judged by a council of wise men and women who know all y
Oh yes, and at | east pretend that the chieftains and kin
better duty than to help the humble peasant. Telling peo
being in charge. You may be a meddler and a storm crow,

3: Knowl edge

The I'imits of knowledge are a keen issue f o+ofdharsecttérat
game |l ogic is that it is only fair that one person doesn
rises through the ranks of Dumnonni society, more and mo
a path straight to your door. At that point, it is only
iit makes for a better event i f everyone is involved. I 6
Sl ough Cul, knew how set a bone or treat an infection as
beneath him and uninteresting when there were Picts to s
he had done it, it would have spoilt someone el sebds fun,
It is far more interesting to play your characterés weak
However, the idea that people could focus on abstract <co
an aspect of modern rpgs and will get in the way of burr
thinking |like a person from 1,500 years ago

The Saxon concegphtoaofdoda néevadrldy sums it up, and those whose
|l earn to gather it and spend it wisely. I f your <characte
l ucky and have a properly comprehensive education within
worl d view, but even so you would have had strengths and
didnét to to Ynis Mon your education must have been what
youscraps, in return for drudgei dmdotulre ya nwo sleknu'atl tf@aavrotur
woul d they?

Most wizardlings would know to a greater or | esser exten
selective about what you actually use:

b most of the myths, | aws and | egends of their own peo
written down now.

b some of the beliefs of their allies and enemies, but
b how to treat injuries, poi sons, curses and diseases
b how to inflict the same through trickery as well as
b how to divine through reading entrails, gazing into

pn
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5: The price that is paid

You KNOW t hat you are better than the rest of them, that
|l aces tying for them, and their dupthbedt &i agd dndi ds, fpo
want to get startedhummgrtyh dud fpowmesr who jeal ously keep the
on the high council!

And given time, that fact will curdle in you and you wi/l
and poison when you should heal or heal when you shoul d
for fear of becoming a monster, or worse (or better, dep

monster.

Some monsters do not have tentacles growing from their f

reflecting pool, what will you see | ooking back? What cr
and humility? And in a place |ike Dumnonni , how | ong wi l
tentacles actually do start growing?



6 The peoples of

Here are descriptions of the many peopl es
pl ayer characters. For this reason here is

t hat
a | ist

play, only allowable by rePlagprselhaandteosally

I f you want to find out more about the peo
your friend. Though it is sometimes short
Canon, it is an excellent starting point.

Note, that what follows is often an over s
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backgrounds.
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T

h e

Tuat ha

Literally Tuatha means o6the peopled. What
People, or children, of the Godess Danu),
the Mysterious Tuatha Ségath (The Peopl e

The Tuatha Straddle the boundary bet ween

ancestor s, Lugh and the Dagda to menti on
sky rather that retreating to the Holl ow
personify the Celtic paradigm and adhere

6.131 The Tuatha de Dannan.

Some might think these would be the easie
character should be approached with great
or just not pulling off the ageless cool,
game quite hard.

The Tuatha Warrior caste.

These are what most people mean when they
of all the Tuat ha They are the mighty wa
sky ships, after their four great cities,
were there when Sreng cut off Nuadads han
They have fought the Fomorians for years

skilled in mighty feats, the mere pre¥enano
turn the tide of battle by reputation al o
These Tuatha are easily recognised by the
The Artisaii Caddteel Craft Tuat ha.

These Tuatha are marvellous in their craf
Goi bnu, Creihne and Luchta stand among th
Dannan are; The Stone of Tara, The Spear

Dagda.

Though the works of those that walk stil!l
still to be marvelled at These Tuat ha h
schemes. They morn still the | oss of the

of those days. Many are driven mad by the
the grandeur of the past

Of all the Tuatha these are |likely to dre
clothes. They are easily recognised by t
Those called Wi.ld Tuat ha

These are Tuatha from either of the Caste
They live in small familiesgabhetenselnst
They of all the Tuatha are closest in the
fact that means they are treated with sus
however, due to their humble appearance.

itook the Greeno. They, I|like all Tuat ha,
to anger once roused they are as terrible
They wear a Green stripe in place of the
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.132 The Tuatha Sbégath

eir name means fithe people (or children) of the shado
gend and mystery. Few of them have ever been seen in

at they are something to do with the sea god Manannan
at should not be toldo6. They wear a rainbow eye strip
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Like all folk in Dumnonni they are bound by the Celtic

[ —

person as worthy they behave with good honour, though ma

slay them in an honour duel

To make a Fomor recognise your worth, wunless you already
have to work very hard at shouting, boasting and displ ay

not necessarily get respect unless they put on a really

6.141 Fomorian factions

There are many Fomorian factions but here is a sampl e t

Lost Monsters.

After the defeat of Balor, many Fomorians felt dishonou
l and in packs seeking to remedy this and take revenge
bl oody and destructive fashion they can.

(@]
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Cethlinn, the Queen in the shadows.

Bal ords widow sits at the centre of a web of spies, and
unknowabl e, except that it would include the subjugati on
rut hl ess and has | evers in unexpected places. As well as
the queen of Sythil, she has a force of the most vicious
that is saying at | ot. Assassins, bards, Drune | ords an
find their way into her employ, as spies and agents, man
The Cult of Balor.

Many of the Fomorians worship their | eaders as gods. Ev
and his priests do wyrd in his name This cult now focus
a terrible weapon. Massan used in the war of the pl ans,
cl ai d by Mani x. Whoever controls the head, control s t
devout Fomorian bodygewed f§odt heir one

Tory I sl and.

Once the Fomorians ruled al/l of Erin, but where driven b
retained a foot hold on Tory Island, however, where for
tower of Connand, stained with the blood of the Numedi an
Now that Balor has been defeated and the Fomorians have
is once again their bastion and refuge. The coast <cl oses
Fomorian raiding parties.

The Fomor of TGel darnggd Land.

Though al most all Fomor are hideously ugly, some few can
born with the blood of Bres the Beautiful in their veins
even Tuatha company and make excellent spies. One such
Peopl es. After the third battle of Moytura she took con
decl ared herself queen of all, of any race, who would fo
this bargain and now thrive under her rule. After the de
knee to the Queen of Tir lidathach, The Many Col oured La
The Army of the Drowned.

Massan of The Drowning Pools had al/|l his housecarl s drow
l'ife and these weighed down with great geas. Thus all/l hi
Army of the Drownedd.

Even after his defeat and death, when much of his army t
stil |l roam the | and | ooking for honour and plunder.

The Bosom of the Sea Hag.

Just as they came from the sea so some have returned the
Sea Hagere they wait with hungry hearts, i mpatient for a
to avenge themsel ves. Have a care near deep water for an
scaly cl aws.

cnhn



6.2 FiarCredtic Warbands
A Fianna was an Ilrish warband. For the sake of simplicit
of Finn MacCoul , as wel |l as the Red Branch, who were the
with plctagated groups |ike The White Bear. What makes the
can contain people of diverse backgrounds. Upon joining
rather than his people. For some Fianna, having been set
di stinction between them and a tribe is fairly negligibl
6. 21 The Fianna
I't says somet hi ngaavwmudndedeofset e this particular Fianna
themselves THE Fianna, though they are (arguably) the mo
MacCoul . I n I rish |l egend they have many adventures with
society. For a while The Fianna were | ed by Goll Mac mor n
position, but when Finn came of age, Gol stood down. Lat
Mor na) .
When Finn died, many of his Fianna collected in a magica
when they awoke, not only had he not yet come, but they
Taking to their old ways they quickly carved out a niche
had soon set up a base of power in the great fort, Al mu
mel |l owed a little, now making up a number of families an
proud and often militant. They pride themselves especi al
with much jewell ery and often spending hours polishing t
Though anyone has a right to try and join the Fianna, th
taken Once you have joined you are expected to follow v
wrath of your brothers.
I n the war with Balor, after many months of si ge, Al mu
Since that time the Clan Morna, stil!l under the hated | e
Dumnonni When Gol | was given half of the I and of the Du
Fianna sided with the folk of Dumnonni in resisting thei
returned, The Fianna find themselves inextricably entwin
ani mosity being the death of Goll, during his honour bat
6. 22 The Red Branch
The Red Branch were the warrior elite of the kings of Ul
anyone could join who was |l oyal, brave and o6feat strongd
Red Branch have formed again, this time to defeat the Fo
were bodyguards to kings, so they are close to the High
once of the Red Branch.
The Red Branch are wild, boastful and boisterous. They h
much on friendship and | aughter, as upon honour. They 1| o0
battle. They also enjoy a good game of shinty and are wo
serious fol k.
They normally spurn armour in a fight, relying instead o
Many Red Branch know the skild/l of battle woading (see 05
Though they are sometimes called The Wi ld Boys, children
their name.
6. 23 Clan Morna
Goll MacMorna was originally a | eader of The Fianna. His
(which meaeamysed)newhen he | ost an eye in his fight with Fi

CM
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6.25 The Cul Cascorach

These are the Ard Ri 6s own warriors. They can come from
Cul Cascorach they renounce al/l |l oyalties to any other.
actions are his |l aw. How they act reflects on the Ard Ri
standards of honour and any infraction would incur insta
word of one of the Cul Cascorach is the word of the Ard

6. 26 The Forsaken

A very different war band: one made up of common cri mina
of fended the Druids. A Druid has the right to condemn an
can be for a moon, a year and a day, or, for the worst c
band around a Druid, or Lave, who takes them upon esoter
control the Forsaken are themselves being punished by th
must obey any Druid without question. However, because t
are not responsible for their actions the Druid is.

The Forsaken do occasionally travel al one or in smal/l gr
acting for the Druids.

6. 27 The Bl ackshiel ds

I'n the mists of time the Bl ackshields were once called t
warfare in the | ands of Demesia in Eire. For reasons bes
King and cursed to wander nameless for seven generations
princes and were named, by those they met, for the tarre
other skills they hired themselves out as war rwoonr swetaol twhh
and force of arms, they carved out their own | ands in th
fought the other tribes of the Cymry and Prydain, the RO
other. When a boatload of Bl ackshields arrived through t
the High King, Cascorach, in return for |l ands.

The Blackshields proved to be strong in battle, as wel/l
around the campfires. They know their |ives may well be
opportunity to be seen and heard. With their emotions cl
rogues one minute and full of dark moods and violent dis
weapons, they battle with their word hoards, and many t a
sharp as knives they have earned numerous enemies who wo
Bl ackshields have died a herobés death in battle, a Bl ack
Bl ackshield and more have died at the hands of a kinsman
despite their brash and uncaring demeanour, the virtues
risen high in the councils of the free people. They are
their counsel is sought in matters of honour. Since the
have moved to new | ands and founded a new kingdom around
mountain Bryn Mawr. But their numbers have dwindled and,
the | ast of the Blackshields I f they are, they wil!]l not
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6.322 The | ceni

This is the Tribe of Boudica and it suffered greatly und
called her druids to her and they | ed her and her peopl e
Dumnonni, the I ceni were appalled to find Boudica was no
stil | believe she wildl come to their aid in a time of gr
qgueen and their |l eaders are considered only stewards.

During the war with Balor their | ands were devastated an
remnant. They are hard warriors that have seen their hom
have |l ittle | eft but honour and the desire for vengeance

6. 323 The Catuvell auni

They are a powerful tribe that resisted the Romans under
overrun, Caratacus and his warriors fled: fighting on am
Silures. These two tribes stildl have close all egiances w
overwhel med at the battl e

of Caer Caradoc, all three tribes were driven into the S
drowned, instead washed up in Dumnonn

Caratacus himself escaped either fate, but when he fl ed
Carti mandua, handed him over to the Romans This betraya
tribes.

For many generations the Catuvell auni have controll ed a
Il ceni . Like their neighbours, their | ands have been rava
Catuvell auni have been forced to retreat, fight and retr
guerilla warfare | earnt under Caratacus and honed by gen

6. 324 The Brigant.

AiMut her Knows Best. o0

These northern Celt snohnasveen sae haatrtdiyt undoe to the worl d, stild]
descendants in Yorkshire and Lancashire today. They -are

woman. Though there are some male Briganti | eaders, woe

ignores the d6dadviceb6 of their womenfolk. As a sign of th
do.

Unli ke many of the Tribes of Al bion, the Briganti remain
result of female practicality rather than male stubbornn
anyway a pushover, or that they | ack honour. It is said

common for them to walk out into the North Sea. 't is al
most stubborn and brave), instead of being drowned, have
Dumnonni

The Queen is stildl call ed Cartimandua, Il i ke their most f
known whether she is the actual Cartimandua, a descendan
the queen di sappears for many years and returns with her
away a King tried to rule and his murder by the more tra
civil war.

The war with Balor ravaged much of the | ands of the Brig
hill forts. Here, they protect many refugees from the ot



6. 33 Tribes of Gaul and | beri a

There are many Celtic tribes that have trickled into Dum
two examples: the Arveni, because they have had a | argi s
Dumnonni for many generations, and the Celtiberians, as

6. 331 The Arveni

iThe only thing which outshines our Brilliance is our mo

The Arveni, the Biting Fox of Guallica, held out against
After the tragic battle of Alesia and the fal/l of Vercin
instead to travel through the mists to the | ands of Dumn
the Eagle Empire to this day. Fiercely proud, the Arven
falling on their heads, a subject sure to be met with sc
telling people of their prowess, be it in brewing, hunti
excel The Arveni are without king, and | abour under a d
Druid The young king, Patera, was sacrificed as a resul
the demands of the Druids in all things until their debt
of them trust the words of the Druids, preferring to tru
6. 332 The Celtiberians

The Celtiberians are ancient cousins of the Gauls, from
di stinguishable from other -Lledged bguitrhas u naufs utal e idri sachi e f
swords, and their dislike of trews. The Celtiberians are
Bel I i, and the Lusones. Like the Gauls, they chiefly wor
Bel i sama, Candamius, the God of Mountai ns, and the many
who speak though their Priests and Priestesses. Similar
are, however, more inclined to show their emotions They
ago a number of Celtiberian tribes united under the rule
known as Mil. These Celtiberians called themselves Mil es
Uncl e, Ith, at the hands of the Tuatha De Dannan, it was
Amergin GI %4i ngel, who invaded Erin (and named the | and s
through the mists from Erin since are descended from the
of Erin use to describe themselves: fASons of Mil .o
Surprisingly few of these '"real' Mi |l esians have found th
Mi |l 6s actual sons has been to Cul haven. The few that hav
real events |ie behind the | egends of their invasion of
6. 34 Tribes from the Low Countries

These are the tribes from the parallel systemdéTir Nan Be
same rules and set in part of the Dumnonni world. Al thou
pl ayers to join one of these tribes, with discussion wit
be possibl e.

6.341 Tir nan cRlesed | and

Tir nan Beo is a cursed part of the Black Marsh in the W
the Fae, others that the Black Shields drew the curse do
popul ation, or that the Picts themselves were cursed for
Recently these | ands have been gifted to the Oswald, ch
the defeat of Bal or. For the first time the normally nom

cy
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6. 436 The Selkie (NPC)

"Deep in the waters and dry upon the | and"

The Seal Fol ks hairfet esrhsa;pequi te | iterally skin changers. I n
sea, they are seal s: -tsd cetetked fpuradcat,orsh.arbut at ti mes t he:
their skins as they |l eave the watef egegbhbedomnnghaes| med, Be
their natural element, though, is not

comfortable for them; they suffer in thmerhedat ,Thleiights ka nnd
and splits and some experience difficulty breathing the
they are dry, and the further they are from water, or th
on dry | and, i s kekphngatkheyr hsddkn I f a Sel kie was to
from them, they would be unable to shapeshift back to th
able to return to their home and people beneath the wave
a dtwnd dwell er, though the stories tell that romance be
tragedy. It is also said that no man who has visited the
amongst the folk blessed by the god, Manannan Mac Lir
relations bet wRienantdhes oAmed Sel ki es, after he aided them ir
trapping of Selkies by -Noafsteene nhusck g DBEBis@Es tient @evdadndi on
Sel kies are stil]l mi strustf ul of the Norse. They are al s
seals, but friends to the Dalriada who do not.

6. 437 Fen Picts (NPC)

Oof all the peoples of Dumnonni the Fen Picts aremgdkaghaps
island villages called crannogs, thegywdti ded tfhemlsaen de.s Tl
even |l ess kindly to uninvited guests than their highland
warfare; their application of misdirection and ambush i s
aid the Free Races in the final battle with Balor, but t
warl|l eader, Massan, was sent to destroy them.

After the horrors of a birtetterrelayt ,c oantbersutteadl fliagshtt isntgand wa:
driven back I't is said that the Fen Pict were mainly an
giving to the smal/]l gods of places and things with tribu
coming of their new High Chief, Tyrnan, they have al so m
Bl oody Maggot and Lord of Endings. Their Shamans have be
corpses of those they had made sacrifice of in the water
of Eire (or so the bards relate); how he, and some few o
Pict, here in Dumnonni, has never fully been anopltadierde c.s
ever. Other Picts |l ook upon the Fen Pict with both pride
the mist and is known, but unknown. When war came, the P
pacts made to Tyrnan, but word has reached Cul haven of h
i ntteri bal strife seems inevitable. Fen Pict wear plain |
strangers. They seen to carry simple, if not primitive,
those few who have been to their | ands and returned, spe

shrouded mystery.



6.5 The Nor se

Some of the |l atest arrivals in Dumnonni are the Norse. T
generations, the majority are newly come through the mis
6. 51 Notes on Dumnonni ds I nterpretation
We borrow the mythological perspective of many of the |ITr
is coloured primarily by the real hi story of the Vikings
brought up on tales of barbaric warriors destroying mona
the Norse gods, that have a style which could easily sit
seems that generally our Norse are more O6pragmaticd and
that cel ebrates burning your enemyés hall in the night a
sl aughter everything that comes out of a door, has to be
have an honour code which they all strive to adhere to,

t o There is a Norse saying Alf no one saw it, it did no
Like all people in Dumnonni, the Norse are bound by the
get those new through the mists into trouble. What is 1in
|l ong time, are |l ed by the paradigm not to take on Celtic
ideal s. Dumnonni it seems, forces men to become heroes.
6. 52 Norse Values

Much | i ke the Celts, the Norse value honour, hospitality
manliness (being accused of womanly or ani mal attributes
seen as important attributes and will gain a man respect
Norsemen are very fatalistic, they believe in omens and
or a raven flying overhead might make a man abandon a co
superstitious, which suits them well in Dumnonni, where
omi nous copse, and the gods really do play fickle games

5.53 A Brief History of the Norse at Dun

L For many generations there have been Norsemen in the

when the threat of the Fomorians grew too great, the

free races and supported Atheads coronation as the f|

L Beorn | ater betrayed the free races and joined Balor
Three Shrines.

L Beornds son, Ol af, and his nephew, Hrafn, fought for

Jarl s set about taming the North wunti/l he is one of
Bad, a despot.

L Hrafn ruled well for many years, until he took a new
slumped into a torpid state doing practically nothin
enchant ment .

L Sigurd the Bad was eventwually defeated and replaced
not hi ng.

L The Jarls of the north had al ways been fickle men, b
l'i ke a di sease amongst them. Halls once full of song
became dark, cold places; full of drunken, sull en me
honour or | ands.



During this time the very gods of Asgard were tricke:i

as mortals. Many not only became mortals, but | ost |
Hel amongst them.

Despite the various problems King Magnus and Hrafnos
against the Picts at the Battle of Loch Bray.

Later a Fi mbulwinter engulfed the North, with chill 1
of some great dragon. The nights were haunted by mon:
bands from Ni f |l dwei m, cthheé dhaeinf of Fenris, the evil dve
mountains, and even great giants from J°tunheim. The
gods had abandoned the Norse, that Bifr°st (the Rainl
heroes could get into Valhalla, and that the sun was
heral ding Ragnar?°Kk.

At this time the Norse gods arrived at Cul haven i n di
with Bifr°st fallen there was nowhere for them, or N
Ni fl hei m.

Hrafndés wife, Sifa, tur niewhoouhtad ol chsatv eh ebre erme nirberli e s .
even unknowing, was what had brought Hrafn down. She
may not, have been siding with Balor.

Hrafndés mal ai se was healed by having his famous weap:
to hi m. He was reminded of his duties and returned
fight the various evils that beset the Norse | ands.
Whil e Bal or was fighting at Cul haven, Hrafn, Magnus .
protected the free races from attack from the North.
Odin was rescued and Bifr°st restored, though now it:
the Bard was doomed not to be welcome in either Hel
dead heroes to the rainbow bridge.

The gods Il earnt that, I|ike mortal men, they can only
Magnusds right hand man, Angatyr the Whisperer, worKi
to overthrow Hrafn and put his |l ord on the throne of
Jotun to slay Hrafn when he visited Cul haven for Bel:
before it was itself sl ain. Angatyr was uncovered al
could reveabdndspisr @tobor s. Magnus then knelt to Hrafn ac
Hrafn and Magnus mounted a pitiless war on the Picts.
Many new folk arrived in Dumnonni to replace those ki
these, Norsemen were very plentiful

A new cult appeared, |l ed by Freya. Al men who saw h:¢
her foll owers attacked Cul haven, -qulkenwasaldleai rSviay na ,|
through t h&®vamrit sthen gave her beauty to Hel i n exchas
Asgard rather than Nifl hei m.

Svanni the ship queen defeats the Attacotti and becol

The bl oody Stag Great Spirit, The Stag Samhlach mani:
power the Shaman and Drune | ords these most vicious ¢

very existence of the Seal Road. Hrafan take up ar m:¢
Magnus, uses the chaos to try and advance his own cal
factions against each other, Hr fan against Svanni an
However, he over played his hand when he tries to en:
Thormadsons. This fails and worse his hand is disco
deci sive and bloody, killing him and pissing on his
Pl unged into chaos with one of the two great Jarl s s
apparently unstoppabl e, Hr fan and all the folk of the



6.54 The Seal Road

This is the name the Norse give the coast al region in th
i slands North of the mainland. The main port is Hol msfio
of the North. I nl and from here are the wild uplands of t
mai nl and, being under threat from Attacotti raiders who
Vi ki ngs.

I n general, even those who have been born here, are desc
people on the other side of the mists. Thus as a charact
your family came fr om. Perhaps they were Geats of the sa
Har ol d-hRiimé&s wuni fication of the Northway, maybe Rus trad
Wessex, or settlers amongst the wild tribes of Ireland?
culture and attitude.

6. 55 Norse factions

Unli ke Celtic peoples, the Norse will swear |l oyalty to s
groupings. Thus any of the following factions could con
6. 551 Hrafnés Housecarl s

The King of the North, Hr af n, must balance the petty riwv
the Picts and the calls for support from Cul haven. Hi s
his eyes, ears and right hand when they venture Sout h.

|l oy al emi ssary and is more |ikely to visit Culhaven than
Nort h.

Hrafn has | oyal housecarls , some born in Dumnonni and s
What separates them from his | esser vassals is that they
These men would die for their king without a compl aint,
hand. There would be such men in Cul haven to further Hr

6. 552 Magnus the Goodds Housecarl s

iThere is no shame in dark deeds done for | oyalty. o
Magnus was the second most power f ul l ord in the North. H
skil ful nature, not his morality; and also to the fact t
very much worse. Though none can say for certain that he
that he would have | iked to see himself as King of the N
pragmatic man. His housecarls who come to Cul haven may w
a dubious | eader, but then they may be men who have a mo
Rumours of the dark doings his crew of svartimen (shadow
managed to stick to Magnus (though he seemed unconcerned
Whi sperer, was killed; perhaps he had overstepped his | o
successfully?).

And then al|l Magnusés schemes came to naught, with his b
of his vessels have sworn to Hrfan, some to Magnusds 10
Magnusés widow, but many more have not chooses who to fo
al toget her.

And, the new captain and crew of the Red Ship are once m
uncl ear



6. 553 The Queen of the Far 1sl es
AA Ship, A Queen, and a promise to get home: by Gold, by

The Norse have been fighting for control of the Far 1sle
Death of the Queen of the Far 1sl| es, the Attacotti have
However, with the aqueéeegenl Sednbhhe Bhiwould appear that th
the initiative. Any Norse players might swear fealty to

victory over the Attacotti

6.554 Unaligned Norse

Many Norse groups, both those that are native to Dumnonn
carefully keep their |l oyalties open, working with one fa
high | ord. Such folk are |l ess trusted than openly | oyal
culture and wil/l be negotiated with in good faith by mos
than pirates and brigands, but others have great honour
Svanni herself once fell into this category, but her fac
power , even as it deals with both Hrafn and Magnus.

6.56 The Anvi |

I't has become custom that Norse characters who fight wit
is known in battle as the 6Anvil 6. As they fight in armo
sense. It al so makes cultural sense, as the Cynan Moyal
upon which the enemies of Cul haven are smashed. 0
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66 Roman and-BRointainsoh events that af f ec

Julius Caesar conquers Gaul and defeats Vercingetori:
through the mists. Caesar sends Sub Noctem to finis|
generatiohsuthties the way of the mists.

Over many years Rome conquers Britain.

After the death of her sband, and provoked by Cat u:

-
[

rebellion which is at first successful, but is in th
Many of the 1 ceni fleeing the battle escape to Dumnol
Many years | ater, Catus and the Romans who were kill
through the mists (see above).

Rome abandons Britain causing an al most apocalyptic
Romani sed. First Uther and Artos become Kings of Br
for rule. Artos is defeated at the Battle of Caml an
Artos and many of his great warriors find their plac

Britain is finally a Saxon | and and the ways of Rome

Dumnonni

The Hin Huadh arrive through the mists. This smal/l u
addition the forces of the free races, but things go
Brukrandosn the stones.

The formCagt nd SCatuwvaal l ies with Balor and his | egio
the pl ains. Here they build forts, villas, roads an:t
Britain. Once deep -avanthri ;ml Itk IFombs, after the defeat
Pl ains, it |Iies now mainly under the protection of Qi
At the battle of Caer Balor, the | onaries of Camul

gi
he Horn of Pl ut o
battle al so the |
S .

e
the Scotia change sides and steal t
and given the Triple Death. At this
respect and honour of the free race

Massan cont

i u pl ains and the Romans un:
Legions of toh

s to hold the
the Teutoburg forest.

e
e Battle of
Though part of the army of Massan which was defeated
forces retreat in good order to Castra Stativa. Here

Sub Noctem arrive through the mists, doing terrible ¢
they have some how managed to bring there.



Th
of
Br
t h
7

partic

an

Th
tr
e X

(Frigg)

Vi
Pr

sacri fi

k n

-wear drwhos e

Saxons

Ho

Th
ki

Th
s e
s h

As
An
Ri

Br
ag
as

u

6 .

Th
co

N o
S 0
bu
So
he
po
s |

6

X on
red
n and

forces
vi dual s

v

peopl
t he

Sa
Al f
itai
eir
i ndi

e

d fight with

eir
i bes
amp |

gods
favour

s (with
, Ti waz

e

king
i ests, wh o
ces are
s the

own a

fer

can be

wever, their

e Saxon

ngdoms. Of

Saxon Wol
up home i
e.

e
t n
or

noted above,
gl es, Jutes,

of Cul haven
et wal da.

they do

71 North

relatively
apons and

72

settled
rrently

peop
| ed

73

ese
rpses,

bibe r n
me ti
t was
me years
now acts
wer and i
aked when

Al

Saxons
Al t hel

among
me

nfl
h e

Great
Gaul
ar e
ar e
ul arl yoattlyanbed wealt

superficially r
t he

counterparts
ar e

futhorec.

found

Shor e:
t he

ds:

However,
gressively-iotterefkts
from

numer ous
ar mour .

Hear di

by

t hel

ar e

became
defeated
after
wi t h
uence

ot her Teut on

red in the real ms of -fDiugnmtoer s
e savage barbarians of earlie
gions departed. Generally, th
of the retinue of O6companiions
ed enough to form a warband a
hi est | eaders have chainmail a
s and s ebrlaandaesde akxnei,v etsh.ei r f amed

Saxons and

es encounte
but th
as the 1e
composed

consider

S5 OO —

spears, axe

esembl those of the Nomasnrey but
wor ship of one god or goddess and rank
Nor-sVv®@degqui Walteamt ) Grim (Odin), Thunor, Don
(Tyr), Eostre (1l dun), Il ngwe (Frey), Frige
e. g. the god Saxneot and the goddes
en very animalistic in theiih|lopmpear a
or m, someti mes of humans. Many of th
Some groups al so ipbeakhd e tfse arnsdo mweo,l|
is such that they can be unpopul ar

e

oft
the n
ocity

war bands
found in

smal |
can be

Dumnonni i
entrations

de
t he

al |
area

over
conc

n
ma i
Thi s

t wo t

n

t he
mor e

stern
eavily

del i
e cl

area of
ol der ,

Wi
i s

e coas
pop
ber a
oser

ong a
i s h
made th
Wol ds

of Saxons
erally the

Some
the wol

oups

r e
S . Ge

[
h
g
d ar
refe
or s
ruggl e
ome Sax
el £ i s
i c sava

6Saxo
Frisia
but st
S

rs to many relativel
ome other sort of Te
amongst themselves t
on tribes ally thems
di fficult to general
ges to settled and o

y smal l
utonic t
o claim
el ves wi
i se rega
rdered f

n o
ns

nomad

Gyr was

when th
Eo

wh o
d

fight,
the goddesses

D

must ,
re and

group

They hol H

ngas

a small cor
hold Ti waz

eave their
headwoman Fri

who |
a

| e to

and

fighting
deswinth

helm 6The Dead?d

unusuall i n havi
helm has many |

revenant ki Thou

foll ower s.

ng a
i ving
infighting | ords
force of ar ms.
and killed by the warriors of
his death he returned from the
honour towards those who were
and those that knew him warn
dwelt in Cythraul

ng.
t he t he wes
was ever
Cul haven.
l ands of
previous|l
t hat hi

of
He

constantly
Bretwal da by

y ™M



Hi s deathly hall is a sad and drear place of weeping and
|l etter of the rule, a night there is I|Iikely to | ead to m
6. 74 Spal das

A small tribe, |little more thansha rwasr.b alnhde,s ewhwoa rfriigohrts awso r
for battle over days and even weeks of ritual and the co
shamanistic pursuvitkefstatani snamore i mportant than any g
popul ar neighbours, even amongst other Saxons.

7.75 The Sea Wol ves

These are the shiploads of Saxon pirates that can be f ou
a bloody reputation for extreme ferocity and | ack of com
boats in alliance, when they are brought together for so
considerable threat. Al though no | onger as numerous or t
Wol ves are far from a spent force.

7.76 The Sortzart

These are the folk of the Black Bear; most of their warr
i s airalktleld King for his every victory is either snatched
every gain a burden. However, he is also wel!/l known for
spirit; the Bards seem undecided as to whether this is t
of Wayl and which, when drawn gives him and his force gre
him and his own great woe. When he draws his sword the r
contagion that affects all of his people, not just the w
often turn on their own. At present it is thought that T
ally to the people of Cul haven, but who can tell what gr
mor e?

7. 77 Oddaodos Fyrd

Originally from Alfred the Greatds Wessex, Ealdorman 0Odd
beetmhhe | ands on the Dumnonni through the mists. He and h
Hi s greatest victory was at the battle of Cynwit, but, a
Al fred. Soon after this battle, he and his fyrd camped h
about them had changed.

Living the closest to Cul haven of al/l the Saxons, they a
O0Thiingm® al most democratic council The eal dorman hi mself
from the Fomor and this, along with their old ties to th
alliance with the free races. However, they continue to
7.78 The Jutes

These people are relatively new to Dumnonni, having only
since the war with Balor; they originated from southern
Empire. They are both fierce and politically astute and
sword and word.
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6. 9 Degenerate folk
There are sever al peoples who have fallen from the path
Celtic Paradigm). They have degenerated physically, mor a
pl ayer characters because they are outside the norms of
It is possible for a person from one of these groups to
t hemsel ves, but it is rare and hard. Indeed the Bl ack Fo
this, but their naivety and general misunderstanding mea
way .
6. 91 The Scotia (Degenerate Celts)
iSo you want us to steal the Horn of -Blcotoa Ndwef hat we
The Scotia, once an honourable Celtic tribe and descenda
have been tainted by the foulness of blood wyrd. So deep
great ancestry and became vagabonds and thieves. I nterbr
of honour, the Scotia are brigands that steal what they
the pawns of the people who seek to destroy the free rac
soaked hagmot hers and are 6birthedé full grown as fierce
command. Until recently they were the servants to Balor
saw his death. Some now foll ow Queen Brae. Some have ret
number, wanting to better their place in the world, have
depended, seeking to reclaim their ancestry and bring on
6. 92 Smert. (Degenerate Pictii)
AiLi sten to the Beast withinbo
The Smert.i are more ani mal than men: brutal, direct and
Samhl ach they aref bouindedamnoe, a Dog is vicious and stub
mi ght revel in carrion and deat h, but not be wise. Each
Dog, a Stag and a Crow might run together. They <cling to
tolerate them. Whether they are from the other tribes or
secret only the Cruthn know.
They are generally quick to anger and in battle channel
even change shape to become the beasts they are on the
They foll ow Rosmehitrast v, bdamnld goddess, but are someti mes
prophecies of other Fiosaiche.
6. 93 The Corpse Goose Goblins (Degenerat
AiDig now. Dig. Dig!bo
These di minutive goblinoids are not all they seem Easi
goblins who ofttimes have aided the Free Races, the Corp
and secretive. They say they are no kin of the Bl ack Fox
cursed remnants of a magi cal and power f ul ancient race.
masters of the wyrd of rock, earth, death and the dragon
associated with stones of power, wyrd that can be wused t
mi ndl ess servitors, warriors and workers. They have no
races, including the Fae, and are often at war. They fig
betrayal, and their many expert archers frequently empl o
mi ghtiest of warriors. Their wyrd weavers often draw gre
into the field of combat.
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For years they were at war with the Free Races, but a st
Hi gh Druid of the Corpse Goose. In the final battl e agai
Since then their druid has been a frequent visitor to Cu
several occasions, though it would be hard to find anyon
and it is said that the price they ask for their help is
6. 94 The Bl ack Fox Goblins

il am Klaw and so is he. o0

These goblins have become infantilised as well as deform
though the fact that they are so angry at the suggestion
clue.

Nai ve, often scared, anxious to please, easily impressed
in many ways | ike young children They should not be wund
is set against them they strive to be honourable and res
They worship their ancestors and, in a very real sense,
worshipd is one of their most noteworthy behaviours. Onc
l' i kely to follow him around to find out how he behaves
and act |ike them and even claim to be them, so there ar
amongst them. This may appear disrespectful or funny, bu
Often overl ooked or underestimated, they are able to fin
However, not knowing what is important and what is not ¢
they have gathered.

6. 95 The DVi®dwgawves (Degenerate Norse)
iFor this wonder the price is small, just the song of a
It might be unfair to regard the dwarves as degenerate a
more than they now are. They are referred to quite often
they have been such | ong before entering Dumnonni . Short
certainly are, but unlike your O0Tol kien6é Dwarves, they a
They are master smiths and stone crafters Tales of them
items of power, |l i ke Thorés magic hammer and Friggbs gol
trade with them for their craft. Yet you should be very
l' i kely to cost far more that you first imagine. For exam
of fered will take as many as they can from those asl eep.
take them, either in bargain as slaves or, if they can
Their understanding of stone means they have great inter
Goose and the stone circles of the Sons of Mil Some, it
their avaricious ways to become O60stone herdsbé. I f someon
wi || react with terrible fury. For example, because of L
many stone herds fought with the Free Races against the
treated with caution, as those who do not follow this mo
to engender trust.

They |l ive underground where they keepfitlhleed vedrakvsehso pasn.d Thi
|l i ke to come to the surface too often, as the sun hurts
6. 96 Ar men Av Wyrden (Degenerate Saxons)
iYou have the stink of stolen power on you. o

Their name meaning arm of Fate, these wild, raggedy Saxo
torn, as the saying goes. They feel the gods are puni shi
desperately to regain their favour. To this end they hun
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EVENI NGS I N THE LONGHOUSE by Roy
The battle done, and the suns |l ast rays filtering throug
of f the heaviest of your armour, don a nice warm cloak,
join your c¢clan around a nice warm inviting hearth, or ta
attending one of the yeards mighty feasts. Dumnonni i s al
As such the four greatest Celtic feasts are observed. I m
on the first of February, but more wusually is observed o
Beltaine is always the festival in May and at Outl ore. L
observed in June or July, whichever event is nearer the
day. Lastly, Samhain is the Celtic feast celebrating the
as such nearly always a time of ghosts and spirits of | o]
time the day begins as soon as the sun sets, not at midn
feast, and possibly a | oaf, or bowl of nuts @oeasdonati o
Eventually the need of visiting the midden to empty your
wel | advised to always take a weapon with you. I't may be
your character are sdiinlll Un&my wmu @als staismé ns have been know
bushes or in ditches nearby.

Evening is absolutely the most i mportant time of any day
conversations around a crackling fire, that you | earn of
achieve while you were fighting. I't i s epaumedutkynowl edgegh
others. Tell them why you had to go dowhavongheventvegui N
guickly as a safely guarded secret, whatever the | .C. re.
during an event, the chances are it is the PLAYERS who aj
more plot and story |lines than you can shake a big stick
di sseminated after they have reached the players, you cal
Tempting as it may be to sit in your favourite chair or |
campfires. Join other <c¢l ans ancdhdreaacrtnert hferiire nsdosnhgisp s ,F orrinv a
enemi es! Share their drinks and maybe their food as wel/l
Characters wildl be getting up all the time and only the

Cul haven! While you are at it, ask folk if they have hea
how the I ocal wvillagers know of a weapon to slay this gr
cattle. Get involved in conversations. Do not fear ridic
this god, or that hero, just join in and enjoy it. We ar.
|l i ke evening feasts Whet her you are one of the Fae, hud
members of an el der race, plotting a secret ceremony, or
engaged in furtive whispers, or hushed di scussion about |
Now is the time when other characters must | earn of what
down to you and your qualities as a role player. Maybe vy
others outside your group can hear. Maybe you are a bl ab]|
clan has the horn of the Connacht, in fact they inténd t
oh maybe | shouldnét have told you this? Maybe you expl a
been ordered by your -ocnhei,efytoaun ato Iteedslt ntor ust them and wan
bl acksmith is fashioning a mighty torc to aid your c¢lan
drunk and slur out exactly how the Fae intend to humil i a;
Fae gate. However you do it, you then not only keep that
for someone el se. You al so cr eat ec hpaortaecntteira ld i csocnufsrsoinotnast ifoo
and the story |ives on. I n short, you become a strong co|l
cruci al l'ink in the story chain is now unfolding. Yes, m
the shadows, with his hood up and saying nothing. I f his
trying to |isten in, understand your ~character ~does no
has maybe gained some information at | east? Be generous
Unknown to you, the character you have just chatted with
you just filled in the gaps, and thereby made his event

spreading “secrets’ makes for maspy,aymamgy muomeat gl ¢ hiamu e vre
keeping schtum, mi nding their own business and involving
Now if you will excuse me, | can hear my best friends si.
guard tower on the main gate, and simply have to tell th
Shields just now!

Kl aiwChi eftan of t hieAdMhiiger Bteart he Hi gh King.

yy



A Fairy story by Paul Ar mst c

OddShe had always been a |little odd. Some thought she wa
or bullied her. Even her parents, though they |l ooked aft
night when she had been quite young her father had come
argued I budhgd ended with him shouting that he o6wanted h
Changeling. 6

When he had stormed off and while her mother wept softly
heart .

Now a grown womanh, she had gotten used to being differer
could understand the words of birds, or she would become
and stand stiShefalt sbouneser | ied, even when it would mea
father. It was not out of any conscious morality, she ju
an outsider, but had found a place at the edge of wvillag
si mpl e healei waps distrusted by most, yet they came to her
out . She had become used to her | ife, settled, unt il t he
He was tall, wildly handsome and brightly dressed, yet ¢
at the same time none of these things.

6Good morning child,d the fellow charmed. &é6Would you | ik
They had been walking for some time, although she coul d
even agreeing toAgoowdté&haid.of doubt, fuelled by the ta
throughHbBewas clearly wyrd and probably one of the Sidhe
her into marrying a goat, Aosr tthuer np ahneirc iweetlo ead tuopadi.n her,

run from him.
6Stop,d he cried sharply, then continued more gently. 06°¢

He reached out his hand and as it touched her arm, the w
and grotesque, his clothedigtihnlg midglgtayilsht MmMow itlhhlansf o
smal | Bartds became winged people, mice drew swords and i
intelligible voices. Every hollow filled with staring ey
mout hs and winked where knoArmd handi dstc oarlel etyleiss was the O
overgrown ancient archway which the villagers superstiti
stone pillars pulsated with gold, intricately inscribed

that Ogham ... the | anguage of the Druids ? A sense of ¢
a he&dike beat, and her tides stirred, darker yearnings
as wel |l as |ight an power .

—~  ® O O

o o

OMy name is Rhonnine,® said the creature. o61If you wish i
The choice now is yours, if you come with me you may fin
not promise that, nor Yeuemayhwal kt awaysahd.-¢ofieinyeuy oma

7

even find happiness, of a sort.o

Wi t hout hesitation she walked @abrowugh thlkee Hhahesty, it wa
had to do.

And the world changed and she was el sewhere.

O6Now child, Ilisten to me. Though your Ilife is not in dan
promises | can from the Ladies of Wi nter and Summer t hat
Beltain is not necessarily the year away that you think
words. You are to become a member of her household, to |
what is good for you, engage in any form of conversation
clear ?6

Wit hout waiting for her response Rhonnine continued. 0l
pl ace upon you from this moment on, wil!/l cease once you
know what it means to make a promise in these | ands.

61 wish you to promise me something, Il need you to under
wi || not breathe until I | et you. o

The moment she agreed, she could not breathe. Wi th plead
she been tricked? Did he mean her death? AlIl the time he

y &



herself slipping away, she cursed herself for making suc
Rhoninne turned his back on her as though to walk off, |
6l release you from your foolish promise. you may brea
And she could, gulping huge lungfuls. Her terror gradual
6You will NOT get out of such promises as easily. Do | m
Though it had been early spring the other side, here it

than just a winter, it was The Winter. Every snowfl ake,

able to kill, murderously beauti ful

By |l ooking closely she could catch gli mpses of creatures
bush.

Rhonnine turned to her and without smiling said, OWi nter
you without del ay. 6

Once more he took her hand and together they made a sing
and they were no | onger in the place they had been. The

away a moment earlier | oomed above t hem.

Hi gh abbea a great halllLicloaaladnédet seeehrd Ri might feast i
even | arger, more ornate and somehow part of Wihthsamotohe
step they were on its threshdotdss &owfal hawdsome meft &, Rh
her before entering.

O0Remember what | have said. Don't eat or drink anything

before any acceptance Remember, do not thank anyone for
clarify, but a thank you implies that you have been give
6You have no power in this place. With no power to prote
anyone. We may not be able to Iie, but truth and honest
by Winter, and are my guestiamiholmnaowi nwép at hygtouy @auw ear e not
ishould give you some i mmunity. But anyone who is offend
our guesting | aws, come after me rather than you. And |

about order and | aw, even when it does not | ook | ike it.
Do you understand what I have sai d?66

She nodded.

6Good, I want you to remember Child, there are |l ots of ¢
Mi | esiaamd you are close enough to a Milesian for them to
far out of bounds, they would have you dead first and | e
And with that he stepped through the door. Foll owing him
mo s covered holl ow of the old gate stoneBhendevwacscf tthlreg

morning dampened her dress, but she barely noticed. It w
The dream of the night before was still bright in her mi
terrible glorious queen. Had téinedy wbheaetn otfh et hsea nhea npdesrosnoen ?R |
where was he now?

His |l ast words hung, half remembered.

OWell done Sister, the Queen was impressed. Now it begin
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Bits what do not fi

/7.1

| mportant stuff

t anywhere el

S €e.

Experience and Fam

In preveosgsons of the rules we tried
experience: unproven, proven and reno
game mechanic was clunky so we have s
titles of import. Although being famo
more about how much respect you wil!/|
7.11 Becoming Proven

For Warriors

Proven warriors can be relied on and
acclaimed so, either by thléadehiief,h a
make someone proven should not be bas
events. The time it takes to become p
Boasting is definitely encouraged. Ho
no more than seven I f you think you
proven has no game mechanical advant a
when they are acclai med so

For Wyrd Weavers

A proven wyrd weaver has to have beco
mechanic bonus in the time it takes t
power . Becoming a proven -lweyd dd exceiasviean
pl ayer has been. I f you are part of a
appropriate. As an asi de, being decl a
This has no benefits in the game mech
is that of being allowed to wear the
section 2.6 Druids).

For Smiths and Craftsmen

To become a proven craftsman a person
craftsmanship). The task of making su
god, a priest, or another appropriate
time it takes to mend items (see 3.1
3.2 Making Special Stuff). Because cr
progress to proven separately in thei
l ed decision, but it wildl be the play
of f the apprentice piece.

For Bards

Fame for bards depends | argely on the
reputation as either a wyrd weaver or
bard need never want for food, drink,
the bards themselves have said it. As
decision, though they may al so b

many skills and i mj
wned. However, altt
tripped it right av
us does affect how
get from others.

their honour is Kknc
thet overad | bwaa bar
ed on one action,
roven depends on h
wever, decisions s
are being overl ook
o

k
C
r
€
ges, but is an excl

me better attuned t
o restore wyrd. Hov
issnd depgends | argel
group of wyrd wuser
red a Druid is anot
ani c, but has ot her
druiddéds white, whi c

must have producec
ch an item i s nor me
person. Being prov

Ar mour Repair) and
aftsmen are al so ei
r chosen disc-i pline
erds master who fir

size of the word F
a warrior is stil
or someone to shar
with cr alfed men, b €
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e proven separately as



7.12 Becoming Renowned

A few characters have performed such great deeds that th
the | and. Everyone but the dull est bumpkin has heard of
skills and wisdom. It is, however, very rare; there are
the game at present.

Becoming renowned is the same for anyone and it is a ref
There are small game advantages to being renowned:

A renowned warrior can use a G8e Bol ga. Note that it is
G8e Bolga without becoming renowned. Thus all renowned w
one are renowned.

A renowned wyrd weaver can recharge the wyrd twice as fa

A renowned craftsman can make truly marvell ous objects.
The real i mpact of being renowned is that your name itse
enemi es, a wyrd weaver wil/ cow his opponents on his rep

empl oyed by the great and good.



7.2 Downti me.

Dumnonni is a LIVE action system, which means that most
ti me. However, we do have aofgalnmex eacc tatvtiittyude Weo doutnot wi
organi si-nmfgamet events for your character, but of course vy
doing something between events, and these 6doingsdé wil.l
l1)Characters may just get on with doing whatever they |
events. Outside event time they have a default 1ifes:

does not have a big effect (except -gfaonre cphlaarya)c.t €lrh idse vs
the norm for most characters most of the ti me.

2)You may have to dealagwi {flbuayt odnfejamét uati on in a way
really change anything but gives some story backgrou
your behaviour, either during the event before, when
to help you, or at evteinme, aviltenr wdhwe raoywnbe abl e to te
your deeds. I n such cases you should inform the refs
probably we wil/ |l et you deci de hogvamd mwepe&krsc wugi.o M
happens sparks an idea in one of the plot writers. T
iit isndt an i mposed penaltyg ;pliay.i sAspaoane opl avyheer faufn o
6There isné6ét much point in being a Celtic hero, if t

3) You might want to do somet higmgnewlioanl eqaeindt elsavaendi n he

ref arbitration. I f you decide to go raiding, for i/
with extra bling and some new eqaemd)e.s (Ibfotyhow omdn & ce |
i mportant c¢hagtaxge,r st lodrf we wi | | suggest how you are
t o havgeanen consequences. Most of the ti me, however, i
and in the spirit of the game, we wil/ |l et you get o
of Meran the Pathelonian, who took to returning the
king. By so doing he won the respect of the Firbolg
In general our policy is that if -sbpamgéhiing woul d be ewveh
live, so if possible we wild.l engineer it to happen durin
especially so when your idea involves other player <chara
case, speak to us, and we can make magic happen. Pl ease

speak to us.

A word of T@addthioemh we are a small system with not that n
bespoke events for the personal pl ot of your character.

you have a cool idea which incorporates other player <cha
pl ot writer, They may run witH eidt .i dS;amse thiemeosnes emlj op |l gy eort



7.3 Written Languages, Ru

For the people of Dumnonni

t ever changing world is a
the tales told about its inh
Ll
r

itants, not itwha@gtoigsaphy.
g the world itself change
i

Dumnonni and, with each ,
ng it of power.

t
Il i ke chaining it down and

To explain this further, it is important to understand t
civilised and tries to control the world. The roads are
events are unpredictable, especially when wyrd or the go
live passive and ordered |lives (see 62. The Celtic Parad

s and
orrup

Dumn
g end

This means that written | anguage is a very dangero
this risk angering the Fae, stifling the wyrd and
reasons why the Romans, who are the only peopl es
records (in Latin), find themselves on the receiuvi
British), though there are many others

7.31 Latin

As expl ained above it is dangerous to use Latin or even
use anything written in English is assumed to be in Lati
suspicion and cauti on.



The Ogam (Tree) Al phabet and Cal end
The Celts do have a sacred written alphabet, which al so
we have simplified it to fit modern calendar mont hs, S 0
mont hs, (Col I represents the whole of the summer) and 5
also 7 other |l etters not associated with the calendar, a
rearranged the order of the Ogams slightly to make it ea
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The Norse (Saxon) Futhark
The Norse runes are very magical. Their power was won by Odin
from Yggdrasil, the World Tree. They can be used for fortune t
split into three groups or aettirs (eights) along with the one
altered Futhark here shown in Brackets where it differs from t
Saxon Set here erroneously described as Cynricbs Aettir.
CNBeQa|! SbNIYS [{A3ayAUOI yOS
V C CSKdz 6clepaasSaarzya obD22Raz OFgtSz |SGOdU
h : I NHza 0! NDGNBy3aK
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The Pictii Samhladh and Ysbryd Glyp
The Pictii can draw the magic of the spirits into a thing or prevdson by
into wood or stone, and can also be painted with woad, or evewn bl oo
a quite complex picture with more than one glyph in order to create th
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/7.4 Economy

I't is an honour to us to be hospitable, and the greater
and our fame, and our gl ory.

King Arthur, in the tale of Cul hwch and OI wen

The economy of Dumnonni Chronicles is not based on monet
goods and services that is the basis of modern society (
occur) . Items of wvalue are presentd iathdi sarteh ec ornesatsaonntsl yf oerx
are i mportant. Generosity is one of the chief virtues of
di splay of wealth and the giving of gifts is an importan
I nherent to this attitude is the idway tbaterampleachwagei
are healed would be expected to give something in return
their personal weal th and generosity. Li kewi se, a smith
repairing a warriords armour . Even a minborhégbfidgfingmohb
or building of a dsheulfdobeexempid; it would be dishonou
debt to a commoner. It is particularly wise to be genero
speak highly of you and your deeds. This is regarded as
di shonour in 6buyingdéd a bardés praises (although it helop
Al so expected would be an exchange of gifts to acoompany
chieftains and | ords encountering each other wild/l of t en
both to oneés friend and onedbd6s enemies, demonstrates a
be generous to his followers, rewarding them for their g
fortunate enough to come into wealth it is only fit and
his | ord

The handing over of valwuable gifts is also seen as a per
however serious the subject of the feud might be. The pa
of someone believed to have -dteeemdimug deuletduri sl at rl eochigt i on
by the Saxons and Norse) People might choose to pay tha
do not feel they were in the wrong. Indeed, they might b
end the conflict. (Note that the family and people of th
making of the payment.) In these cases the size of the p
victi m. For example, Aelsca of the Brigante was required
of treasure to the relatives of a man he kill ed, even th
throne of théetBeigaeére preferred to have the matter fini
over | and, cattl e, personal slights or injuries, can all
with weregild, a lord might instruct his followers to ta
l ord might even put up the payment himself.)

The | evel of reparation appropriate in any particul ar ca
particular demand, the supposedly guilty party could cho
his followers to offer or accept a specific payment. |If
honour by making a generou of fer, and if the offended p
be seen as a dishonourable act. In the case of disputes
arbiters, although for a case to reach the | evel of hagg
Those who cannot afford to give gifdta pansofryekenheiarrse
mi ght swear to aid a healer or smith who had hel ped hi m.
hedging around the promise with conditions, for instance
dangerous and doesndédt upset my mumo, is a form of meanne
heroes would be best advised to find themselves a wealth
debts for them.

What is important about this economy, i n-ptlhaeyicnogn toepxptorafur
it encourages along with further i mmeyshohogncthesetukting
astute reader wil |l have realised, it is Obrokend as a fu
accumul ate in the hands of those characters who have cl e

el
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ar gave Beowulf an embroidered banner of gold, a h
Many ssatw didheed jsewwerld of honour presented to the |
accepting them he need feel no shameé Few men ha
banqueting table with so much goodwill é In additd.i
bridles to be |l edé inside the hall. Upon one was
gsbasd dwaer, whi ch Hrothgar wused when he went out to
ed the horses and weapons into the keeping of Beo
owned princeé repaid Beowulf for his combat with
ity of which every honest man must approve.
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n the healer woman took a pair of pincers and tr
ck and would not budge. Also it showed but | itt]
u cut in, to reach the arrowhead, so that

n Thormoth took a gold ring off his arm an

I
d
she pleased: #fAlt came from a noble hand, 0 h
reupon he took the pincers and pulled out t



his heart in it, some red and some whit e, and when he sa

am still fat about the roots of my hearto. Thereupon he
Snorri Sturlusonés account of the Battle of Stiklastathi
Mat hol wech of Irelandé was told of the maiming of his hor
thereupon he |l eft for his shipsé Bran said fimake known t
each one of those spoiled. And along with that, as an at
silver, that shall be as thick as his I|little finger, and
his face. And make known to himé that it was against my
The messengers went after Mat holwch, and they reported t
counsel they thought of was: I f they should reject that,
than get a greater reparation. And he resolved to accept
The tale of Branwen, daughter of Llyr

MM
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Bri gthe exalted one (also Briganti a)

Goddess of fertility, agriculture, healing, poetry, fire
bel ow) and celebrates the beginning of Spring. As Brigan
power ful tribe who follow female rulers

Manannan mac Llyr (also Manawydan fab LI yr)

A god of the sea and rivers; he is also ashirfwviehgeandtil
wyrd. Often aids mortals, generally asskian tbeaagc, h ecro natnadi nai dnve
treasures, is famed and much sought after.

Bel endsight shining one (al so Bel and Beli Mawr )

A god of the sun and healing springs. Hi s holy day is Be
danced around sunwi se. As Bel i Mawr he is beltirRroeeBl] aok be
i

Shields for exampl e.

Danu

An ancient goddess generally seen as the mother of all g
Danube, Don, Dnei per etc). Much neglected by Milesians,
De Danann who see her as the mother of their whole peopl

Ar awn

|l ord of the underworl d, owner of a magical caul dron an
to be respected as a guide and keeper of the spirits of
with mortals for a ti me.

Tarantbe thunderer

god of storms and thunder also associated with wheel s

Di anceachwi ft power, sage of | eechcraft

Heal ing and herbs are thbuteadahimsotiloehi sottleat ways make hi
benevol ent. When his son proved to be a better healer he
daughter started to arrange al/l healing herbs according
Eponiaa he divine horse (also Macha and Rhiannon)

A horse goddess associated with the power and speed of t
contribution to agriculture. As Macha she was forded to
she subsequently miscarried and cursed his people as a r

Ogmd honey tongued (al so Ogmi os)

A god of poetry and eloquence; the inventor of the ogham
for great physical strengt h.



Crei

Br ot
espe

dhne anidartuichhdam and wright

hers of Goibniu (see above) they work in precious me
cially in making and decorating jewellery, weapons a

Fi aniatihe deer

A go
and

ddess of the forests anidmdrhe dbdetasdlsedvi ftrhom mdaretmal s t
unwilling to accept their incursions into her real m.

Ma b oint he divine son (al so Maponos)

Asso
brin

7.51
hes
t hei
i ol

ciated with youthful ness, poetry, song and hunting.
ging down curses on those who reject him and their |

3 Enemi es

e deities are worshipped by the enemies of Culihaven
r foll owers clearly would not agree. Little is known
ence and destruction.

Crom Crutabéd bl-orodgoked one, the | ord of the mound.

Known to demand hdawvye dSdanrsitfdlciel dr en Tannd reeniumanl sf or good

a st
sacr

range combination of death and fertility. Although f
ed festival is Samhain (see below).

NetThe war god of the Fomorians.

Asso
to t

ciated with violence and ruin. He is a grandfather o
he Morrigan.

Domnu

The mother goddess of all the Fomorians. Despite her evi
wor ship her, notably the Tuatha de Domnu.

Bal brhe bal eful eye

The foremost | eader of the Fomorians, the gaze of his dr
Al so twitéisbalg by Lugh at Moytura and | ately by tihe hi
his cult remains ssheadgd pededbysfi Bhs severed head and o
rumoured to be power ful relics.

The Calitdehsea hag, the noble crone

As this goddessdéd names indicate, what she represents var
her enemies she is associated with tempestuous seas, Vio
her foll owers she is their protector from the il/ ef fect
Bal or .

Man
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7.514 Festival s

The four main festivals of theuGQeltteirt simeyasre df alnl
sol stices and equinoxes. They are associated wit
cal endar, whi ch may stall i f the correct ritual s
feasting and contests are carried out at al l t he
Note that these festivals generally take place o
purposes of Dumnonni Chronicles may be shifted t
| mbol-mo(kFebruary)

This festival mar ks the first stirrings of war me
pregnant with spring | ambs. I n her role as a fer
She is said to often be present on the night bef
The Callach (see above) also ventures out on thi
to collect plenty of firewood for oor weather i
watching for omens are advisabl e a this time. A
and the promise of better times to come.

Bel taine (May)

The most i mportant festival of the calendar, mar
and the beginning of the | ight hal f . 7ilal liisa nac egso,0
campaigns et c. The sun god Bel i s emembered at
Great fires areitheyashohisdg bemdanced around in
for lTuck and fortune. Great games nd contests a
expected to bring competitions and offer prizes.
preside over the occasion.

Lughnasadmag@lAogust)

A festival marking the ripening of crops, appar e
mot her who died after clearing all/l of Il rel and fo
often marked by sacred combats between champions
Sacrifices of food are also made to ensure the s
Samhain -i(sNow ember )

The end of the old year and the beginning of the
hal ves of the year. At this time t e veil bet wee
thinnest, having many consequences for Samhain n
dead, being able to call even unwi l'ing spirits
wander on this night, some are benevol ent but ot
the I'iving. Al so, many otherworl dly bei ngsi smadyh ev
mounds as wel | as monstrous ani mal and beast s.
dare to venture out Tobnet3aemh apienr hnaipgsh tt o -Isittayh awiltshiam dwelglin o
worl d outside.



7.52 The Norse Pant heon

The Norse gods are somewhat more orgiamdo stedoft htamemhloswe orh

cl earer roles and they are more hierarchical with Odin s
al so bound by fate and forever prepare for the final bat
giants and their monstrous allies.

Wor ship amongst the Nor set hiese)l ewdh ob ymaay ghoedia (wjioel der of t |
l i kely to-rbaenka nhgi gshar ri or. Tales of the gods and their ey
as scops amongst the Saxons). The various Teutonic group
tribe tends to elevate one or two deities above all othe

Apart from carrying out the correct rituals and sacrific

foll owers |ive wel/l according to their standards of brav
debate whether displaying cunning and trickery to achiev
val uiepsarti cul arly when dealing with foreigners or dishon
The gods do on occasion involve themselves in the affair
often to trick or use them in some way. I n recent years
mort al form and spending some time in Dumnonni, even inv
Cul haven and Bal or.

7.521 Greater gods

Note that most of them have many namebkleamnithge them 0$§ ©

skal dbés art (Saxon equivalents are in brackets)

OdiinAl | Father (Woden, Wotan)

The undi sputed | eaideesrs oocfi atheed gwidtsh battl e, victory, | ord:
poetry and magi c. He gathers the souls of the heroic dea
battle. He sacrificed one eye in return for knowl edge an
spear, in order to gain the magical runes. Noble warrior

Frigbhe Beloved (Nerthus)

The | eading goddess, her realms are, fertility, plenty,
nine handmai dens she is a healer; also, she has great kn
is by no means pasiswhveen imerhehlrustmdnrd Odin is absent his b
his rule unless they consort with Frigg. Like the goddes

within the home.

FreyijTahe Lady (Freja)

As i mportant a goddess as Frigg to many, she is associ at
and | ust. Furthermore, shehiidtd nmgi satnrde srsa gd fc , s tkenpevn as s e
a feminine practise by the Norse. She collects half the
and, when angry, her rage shakes the whole realm of the

ThoirThe Thunderer (Thunor, Donar)

Amongst many Norse peoples Thor is the most popul ar dei't
his |l ove of fighting and unrivalled strength. He can be
perhaps explains why he isimoeetfokekebetwbgnchlbabves and n
Such is his bluff honesty that he i 9 trhegaraded odd etnh s wovw e
object associated with Thor, and his temples often hol d
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Ff The Mai med God (Tiwaz)

god for warriors, famed for his sword skills, shrewdne

ght hand in order to imprison the monstrous wolf Fenri

re keenly with his | eft.

. 522 Lesser gods

eiyThe Lord (Frao, |l ngwe)

is god was defeated by Odin and now remains faithful t

osperity, fair weather and fertility. He rules over th

casionally been seen in Dumnonni

i mdiaTHe 111 uminator

e watchman of the gods, a role to which his preternatu
does travel he is not above supplying mortals with ad

e different classes in society.

| diuTThe Shining One (Bal dag)

inés most beloved son, he is known for his beauty, goo
virtuous deity could not |l ast and it is fated that Lok
timately the twilight of the gods.

oif dhe Powerful (Njorth)

old god, father to both Frey and Freyja, he presides
rchants and fishermen who turn to him. Hi s wife chose
s been said he fathered his children with his own sist
uinThe Ever Young (l deona, Eostre)

e goddess of spring, youth and fruitfulness. Her appl e

| undhe Brave (Weyl and)

t quite a god but a hero to whom the Norse turn where
tchless was his work a jealous king had him hamstrung
se but Volund took a terrible revenge and made his esc
aim to carry a sword forged by Volund himself.

.523 Enemies

KkiThe Ender

i ckstershisfhtaepre, f at her ofoummdredt drisa,r famwdl schemer ; Loki

cepted by the other gods, even t dkvéhm &= sa mwolreod nb rcmtmme
m than the AIlI Fatherds followers would |Iike to admit.
r he gave them fire and the cunning and wits tioansdurvi v
es he not use his skills to save the gods from the pro
ted to betriabyr ihnigsi nag labeosut the death of Baldur, insul ti
cious terms, and siding against them in the final batt
thered monstrous offspring with a mortal woman in Cul h

ople and thosebyfd®dumgosn.

MAOT
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Dumnonni Ki t-aEtghuasde t o smugagl
yourself into the | and of th

( Mar k Mat hews)

Someone once told me that the key to creating and assemb
costume and props for a character was to treat it as a d
How can | best disguise myself as the person | am trying
Think of yourself as a spy who needs to submerge into fo
as possible and carrying all the tools and equi pment tha
This set of clothes and equipment is often collectively
As stated in the |l ook and feel section in the foreword,
a clear vision of how people should | ook A quick read o
gall ery will set you on the right track (See also our R
Forethought and attention to detail wi || go a |l ong way h
it does not necessarily have to cost a fortune.

Starting out

Crew need not worry about kit to begin with as we can ou
of events they should start outfitting themselves with t
kit standard themselves, The more kit crew bring for the
|l ook cool in and be warm when its col d.

Pl ayers should meet the minimum kit standard before play
by arrangement.

Dumnonni Refs wil.l al ways be happy to guide you in costu
Think first of materials. We want materials that are or
wool cloth, leather, fur andupl ailreawdweretftaebrainds ;pofl yrest er
read about and (even better) | ook at illustrations or re
buy, choose with care what most closely resembles the cu
then allow a |little art to the outcome, adding things th
pericodrrect, do |l ook in keeping and add to the kit as a
One i mportant consideration is that of colour. I n produc
where a tone needs to be set the visuadpsoa@duetsniom tthadudh
out some of the colour and heightens others to obtain a
i mages of that time to help us in our i mmersion. 't wor k
At Dumnonni Chronicles we try to keep to a palette of mu
can then be accented by the odd flash of colour or patte
too shiny but instead find a matt or textured alternatiyv
al ways | ook wrong and shiny black | eather just |l ooks too
these standards aids greatly incmaifhedi hieeg, aevamnci énnpt
hi storically accurate. We are-arfacectri md | mytnhdlheeg y,u si mte stsi
I'n aiming for a historic |l ook while accentuating the sty

our modern age we create a sort of parody but hope that,
acknowl edgement of appreciation of that which we emul at e

I f the I ook and feel seems right then it is.

Mi ni mum requirement.

The minimum we require from a player, and the standard c
Trousers (woolcloth, | oose)

Tunic (woolcloth, sleeved, hem just above the knee for b

Belt (Plain | eathemoweth hopkiahg boaokl e)
Boots (plain | eather boots without modern markings)

M



For f{tiirnset crew, the only thing you really need kitwise i s
rest, but regular crew tend to build up a small wardrobe
kit to put on that doesn't smell of someone el sebs ar mpi
club kit there is to go around.

I f you play then we do expect you to make an effort with
be manufactured at home with a I|little effort and in fact
together' from a mixture of things both bought and made.
Pl ayers will of course need their own | atex weapons but
The next bits of kit to consider getting are:

Wool cloth c¢cloak with a penannul ar brooch (rectangul ar, k
Cloth undershirt (because woolcloth can be itchy)
Replica boots. Viking boots are getting cheaper, l ook th
Neverndi ng Story.

Coll ecting your kit is almost a hobby in itself-li Bedn yo
hood on a | eather yoke that you need to make, or another
your belt, or you really need those pendants and horn be
had someone make for you.

Wel come to costume dependency!
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8. Crewing

e of the things Dumnonni prides itself on is the numbe
ese wonder ful people it would not matter how good the
I'l the events were written.

regularly get 40 or more crew for an event and have a
n do the truly epic 6cast of thousandsd stuff. I n com
r belief that it is cooler, more cinematic and way mor
ows, than to face a few tough nuts who have to be poun
i rmish. The crew combat rules are designed to provide
me mber :

Dumnonni is not a sport

e fights are not intended to be fair; the joy of crewi
ayers (who pay real money for the privibhbgedled, Ybut may
her wi se be possible to misunderstand the point of the
ing an extra innl aokepgcfmevce and dying dramatically i
e interactions in the game, you are there to challenge
em and their part in the epic |l ook good.
ople who crew Dumnhonni |, indeed all |l arp, get pleasure
ke doing at | east one of the following you are going t
ght iTrhgeer e i s an awf ul l ot of this at most events and me
ink of yourself as a stuntman out to die dramatically.
ayers |l ook good, the more kudos you wil/| earn from cre
ti Me: wel | as the acting that goes into being a fearson
e of the numerous talking roles (almost never involvin
th the players. I f you I|Iike doing improvisational dr anm
ckstagne:order to make it work well there are a | ot of |
ayers. These include such things asup, glelipimg koddifer
d gener al organi sational stuff. This is the most over
ch fun. It is also the crew role that is |ikely to kee
dos (which is far more -efalhwedbll e ktuldeoors )y our r un

1 How We Like to Do Things
ile we dondét want to work you ragged, please do give a
ew are involved the more fun everyone has.
roughout the day there wildl be time to kick back and e
ed you, there wild.l be a crew call and you shoul d come
tend to have a crew brief at 10am and 6pm each day, th

def aul t .



Because it is important to control the pacing for the pl
have been put in by one of ref team. Donét wait to be as
roles to be played that involve a trip to the fort.

8.2 Things Not to Do

Two things in particular have caused contention in the p
they are mentioned here for your edification.

Il ntoxicatiwae are not puriinduwlsgerbaug hoavse,r in the past, caus
under par. This has included drunken people who thought
roipd ayi ng, people who were unsafe to fight, as wel |l as |
foll owing morning. Be respbNaséebbhkesabbbati wephaeaseto enfo

underage drinking rule.

Il nactiDhmiis is often related t o ntdhud gaebnocvee oirn jtuhsat |oavcekr o f
your bed of a morning. Bad weat her al secaslelems Itfo yhoauv ea rae
struggling to emerge from your tent, pl ease make an extr
battle in the morning gets the circulation going and cl e



Crewing I s fun too By EviI
Right, so being crew is the best of everything.uilltdiingv aalr
generally having a good time. 1t is fantastic fun as you
LARPing, and Dumnonni Chronicles (DC) has such an amazin
want to | eave.
At DC we aim to make everything as realistic as we can w
couple of things to ear in mind.
There are sever al ts to DC as mentioned before, one o
actually hurt the er people, crew or players, but to
6pull your bl owsbd, d by this | mean make it | ook |ike
means that it stil eolgstgobddl pubhuno. I f you do find t
el se is hitting you oo hard and itdéds a problem, then ma
sometimes if players get too scared by us they may forge
crew too. However, remember to avoid head hits or pod
the bl ow.
As crew members we e expected to make sure everything
in battl e, i f a player does a -shwdothngwhviidhth yonu atxkei mk you aa
epi c, do just that how them an epic death. ltdéds actual
Act and react. I n we dondédt count our hits out | oud, t
mostly through 1| ogi As mentioned above, make things | o
going to kill you, t that doesndét mean you ignore it.
said arm to swing r sword etc. If it is something you
your chance to show ff your epic reactions and deat hs.
However, when youb6re dead, youbre dead. The dead donodt t
things I|ike that. to keep stildl and qui et. I f you ar
one (e.g. in the mi |l e of a crowded battle bit), then b
there. Otherwise, t for the call of 6Thank you, Dead
youbre currently not in plagrr amgedovespdwnt meethiengrpel ac
maintain the amazi at mosphere DC has and keeps it runn
Keep in character en youdre in-chheer dcotrer, aCrud ah/asvietny a toir
stay in character is means following your plot and ro
character, both the hings you say and how you say them.
not wearing modern cessories, i.e. watches, or coloure
kit, again helping keep its realistic | ook.
React to the(PCeadsal tsefer to the DC calls section). This
it also helps keep e event running smoothly, maki ng it
The evenings are often a chance for people to childl out
campé or in character in the fort (e.g. as a peasant or
so much that you cannot function the next day or so that
(crew, refs or players).
There isndt a set time at all, but do think about how
going all weekend you wil|l miss out on things i f you
at around 9am and ings start from then on. The refs an
crew as they can get to make the plot as fantastic as it
make things happen 06 them. If all the crew members s
night before, then eredd be no LARPing for hours.
One of the most i mportant things to remember is to have
experience, so get stuck in and do some fantastic LARPIinN



Being an NPC (Heather M CI:

Pl aying an NPC (Non Pl ayer Character) at Dumnonni i s bri
chall enge -pbay s&i &l whil st working with the ref team to

Like the incidental characters who turn up in movies as
all manner of people; from someone who can guide the pl
and answers to the big bad guys they need to rally again

Live -plody characters have al/l the complexities that peopl
the plot hooks and colour to demonstrate this. The vill a

ppen to be there for that event but is filled with mea
bl e the community to survive.

S Qo

r not just a person with a spear and a backpack
i sm. I f you are NPCing a character from a pl aye
y once were. This is often a big revelation to
The NPC all ows the pl aye character the oppo
r kil l

r
depth and that there is more to them than ski
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sive fun. I't provides the opportumlidy drd genalyl
nd time with the players seeing -tdeinrNB@mes dme
with the players for a while, or you may be an
l'y, but in all cases you create a connection w
ALL about them. As an NPC you ar there to en
evel than a combat encounter can ovide and g
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es a plot line a purpose, a chara
game is just a series of combats for n
sthenics. Great for the cardio but the
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number one device in creatin
exercise in psychology as yo
heirs but always you wor k wi
o plot and following their i
amazing time doing it.
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an NPC you are the refs
ent. Sometimes this is a
apt yopil aryolse yl e to meet
formation they wild.l need
tense but you wild/l have a
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A Brief History of Dum
is can only be seen as the briefest overview of events
on the throne as the first Ard Ri of the Free Peopl es
ents happened in the early 906s in real time, which me
ch in stories for them all/l to be written down.

e following chronicle of events should in no way be ta

ongly remembered and could be interpreted differently.
mnonni have changed somewhat in the | ast 20 years, we

aracters which would detract from a consistent theme.

ason, a prime example being that Antonio is now Antoni

ich is only spoken about in hushed tones, is that we u

hea's Reign

hea's reign as the first Ard Ri revolved around the ce

ainst the Fomor.

L The Free Races met to elect an Ard Ri to counter the
l' i king either of the proposed candidates, put for war |

L Athea was crowned the first Ard Ri of the Free Races.

L Cynrain took the stolen sword of Nuada (Cliamh Sol ui
Agnomar , in single combat. He carried it without dr a:

L Athea called the free people to name a new Queen's c|
handfasting of her old champion, Antonius, to her <co
chil d.

L Beorn betrayed the Free Races, putting on one of the
an army against the Free Races.

L Beorn was eventwually sl ain.

L Maeve refused to join the Free Races, beuvte nclaasi nsehde csoe
her Connacht to attack t hem.

L Hrafan arrives, unified the Norse and joined the fre

L Nuada ap Nuada, son of Erwyn, appeared as a younhg bo:
returned and travelled among the Free Races, performi
Cynrain retu

L Cernunnos gathere
them tasks. They

<8}

the Red Branch warriors, i ncludi ni

o}
e

rned his sword to him and fostered him f
d
compl eted the@Ghahdrleea wmadmedthet Bemt e

L Athea was mortall wounded but Antonius gave his [|if.

L At hea abandoned t
[

y

he Free Races for her | ove, now i n
d find his own path ba
e

there. He was to that he must
|l ost for some tim
A year with no King
L Rhyme, an evil and twisted Bard, boastsed that his p
tales of a hero from the memories of the peopl e. He

forget the tales of Cynrain.

MM p



L Cynrain returned from the | ands of the dead. Now r ag:¢
of Fearadach. Finally tracking down Rhyme, Cynrain cl
decl ared that if Cynrain wished his stories to be ref
him. Cynrain tore out Rhyme's tongue and his stories

L Indech, son of Domnu, | ed the Fomor armies against t|
the Free Races when he asked for hospitality, and thi
some of the warriors of the Free Races (Blue Jaw, Cyi
was to grow and | ater cause many old warriors to | ea

L Indech defeated several champions of the Free Races |

Cynrain.

The Short Reign of Conal

Conal of the Tuatha became Ard Ri for two days, but stepg
the el der races and the Sons of Mil

L Brom and Cul haven arrived and became | eaders among t |
The Reign of Danul.i The Peacef ul

Danuli's reign revolved around the growing tensions betyv

she tried to negotiate and resolve things, the accusatio
destroyed unity.

L Danul i became Ard Ri and struggled to cope with the
L Conal of the Bloody Hand sl ew Indeg Blue Jaw and or d:¢
Picti to protect a Tuatha secret. They died at the h;:
Cul haven. The drum being forged to unite the Free Rat
L Brom and Cul haven |l ed the popul ation of Dumnonni i n
protection of the assembling army of the Free Races
L The first battle between the EIlder Races and the son:
Cynrain and Cascorach, along with several other warr,]
of Mil, declares that they would take no part in the
woul d sl aughter any who broke the bonds of honour. TI
El der Races were pushed back. Before the battle, dis:
El der Races, Cynrain washed the Tuatha woad from his
wear it again. Cascorach, Cynrain and others, sadden:
some of her court, | eft the | ands and became the Dubl
L Maeve brought a host of Connacht to capture Haven, Dbl
Siege of Haven and its name was changed to honour hi |
L The second Battle between the EIl der Races and the Sol
his fatherdés spear, |l ed the El der Races in a host to
Danul i sacrificed herself to quench the spearsd thir:
to fight with kin against blood brothers Most bel i e
this battle broke oaths sworn after their defeat two
bring doom. This time the free races submitted to Nu:
The Reign of Nuada Ap Nuada

His rule was harsh as he committed all the resources of

naught for those crushed by his ambition.

serve him an:

L Most of the remaining heroes refused to
the deaths of al

few as the two great battle had seen
champions and kings.

L Nuada ap Nuada was slain in battle and the Spear of |

M MC
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Anarchy

With no High King and the Fomor showing no sign of sl owi
preserving cl ans.

L At its | owest point may of the great heroes and | ead:¢
forces of Ucha of the Scaly Hide, the | atest great gt
it was only to flee and |ick their wounds.

L Tigernmas, a powerful priest of Wir okmeaGr daidh, osfe th ufmarn
sacrifices. In so doing he hoped to call power f ul a

The
reign of Cascorach
The seven years of His rule wepeofl aBaledry' sabmiug httyh eh dowuti | a
attempts to meet it.

L Cascorach returned and he was persuaded by Jill Dr eai
rally the Free People.

L The Fen Picts moved from their watery fastness to at!

L Stars fell from the sky and where they | anded stones
Domnu herself ¢l ai med all menf ol k who had seen these:
warrior women of the Free Races drove her off with pi
Sigvald the smith.

L The Bl ackshields arrived, swore fealty to the Ard Ri
O nean to Ucha of e Scaley Hide. Hywell Pendoweran

L Camulac, the Brehon, called a moot at Dun Cul haven t
to be appointed for Nuadads chil dren; Druids of both
have the great wyrd of the endless knot woven into t|

L Added to there were tales of great unrest in the Sea
Bretwalda who had kept peace with the Free Races had

L Uthcha was slain by Cynan Moyal

L I'n a rage Hywel/l sl ew two drui dFsorasnack esmnas f orced to b

L Cascorach married Daria, the Sidhe Princess, and an
Throne and the Free Races.

L With many unsure of the motives for attacking in the
they had what they wished and that their war was ovVvel

L Two great Saxon warlords, Aethel helm and Dior, start
it was felt that Deanne wil/ not return.

L Aethel helm tried to find the spear head of Gungnir, |
L Dior sought support from the Ard Ri. Aethel helm did |
resorted instead to force. He was eventwually sl ain.

L Queen Maeve asked for the aid of the Blackshields in
earned their enmity when she stole it from them rath:
L Tigernmas sought shelter with the Free Races, feari ni

hel ped to summon would come hunting him.

L Cethlin, Balordés bride, pretended a need for protect.i
and niece, the twin children of Ethni and Nuada, and

L By trickery and sheer force, Cethlinbs son, Lorkan B
Cascorach, |l eading a force of just seventeen, drove

MMT



Mu c k|
Gwi di
reput
Child
har me

Princ

Hy we |
mur de
ki
Cet hl

Cul
v al

Bot
to

Cet

O w
SR
n —
o -
Of—“

o (0]
= ‘=
o - o = -
O+ x - O X S5 x o
- O® o (>

@)
®

- o w Q@
® o
o

=z -
o =T
nw o o
o wmn — w <

Q

r
it i s

ry Gy

rew u
n for
! And

o = 9 O
- —
o

e Ki, too

nt ma
and r

I we

ent t
was o
et t h

= <
]
>

ides fou
unt i |

Q n
>
—

fury
me n,

he Ova
h and

=y
(7]

= T
QD
o ~

t he
ma
t h

Ha
ne

i ng
n was
yer,

- 0 o
o

n Bree
ing sto

ar med
d to be s
not want i

s |
es,

n was
ston

c h, mad
ces and
ed him
Ki n

ummer

e Mary's
orced to

ummer Ki n
rol e.

s di scov

mot her o

way, Bal o

|, Maeve

rach | ed
oy fled.

s |

l ed
i ng

w o

(@}

ew Ail

fort
Al mu
stil

s reveal e

6s host

ai

P S

o
QD

< =
D D
—

wi t
| ai
ng

un

Wi
at

Il
h h

of
I r

d t

t

n

h

ol

t he
rturi
cause

e

e

n

Bul

Ot her |
ng the
Gwi di

I "' s s

a

on

ame of Bu

on,

n d

Gwi d

to

wor e

Bd ofodisime dl iee r i

e

d ’

Tuat
run

e
t
i

S
h
b
t

g
v
u

~ > T O

(o
< >

ma

h a
S

ad

- c -
owm v —o

® O

awa

t
t

e
h

L =
o

o o

=)
(2]

i n
s

t h
co

at

arrived

Casc

g9
e

Vv

but were

h a
and

de Do
many

i nt

mnu

he

nder l i ve.

their de

been r

eat
wat c

he b
orach

=5

e t

o

hat al
abl e.
swor d.

of
t he |

o o
—

Bal o
ey |
Spear o

y by
ower of

5

e Henhug
of the

® > T — O

>

e r
ed t
rn.

age
he

o

ost and h

t he
Cul

ed

Fae r

Muckl e

t the t wi
nephew an

rt, ran

on to rec

a rage at

reat est h
Whi t e Wa
ering.

The Lady
Cul

at hav

MM Y

ad
es

at
t h

to

k e

S S

bl e

ent

t o

roes

i o

n

become

creatures

t h

on

mi

o]

[0)
e

mi
n

f

her

a
t he

st ol

Gwi

cry

t

destr
wer e

f Lor kan

mor

ad

eal

haven.

i an

t o

ms

Mar y

n chil

d ni

away

| ai

hi

Br ea

en

ec

Wi

m

be

re

r

ac

e

h

i nat nod

dr
e

t h

t he

en
t o

he

oy
S

bl

scued fr

ed

di

ood, |
Cyn

great

vindi ct i
Ot her |

en torc

and

of the B
subjugat|

on,

Cul
ai n,

haven.
but

r os s t o |

t he Tal
ht ered.

but
bag

i fe,

S
0 Ki

om

a tipping

btehcuosmi bnogu nt dh

of

Bal

t he

t wi

s betrayal

, takin
after

and

wa s

a

ai

g9
a

d

and

t

ns

Nuada, w
or hi mse|

wins feal

and br ol

despoil

| dregr esni ege.

descendant (

S

ege to i



L As a result of the sacrifice of Raif, Thorval d, and
could not break the defences of Cul haven and the si e

Ard Ri's call, arrived and lifted it.
L I'n addition to his Fomorians, Baloro6s army was swol |
L Roman engineers built a huge fort for Balor's army, ;
L The battle that foll owed was | ong and desperate, but
of Lugh, coated in the blood of Balords kin, into th:
L As it was also the end-yoefarCarsecogrna c hhées wsaesvesmacr i fi ced

A Year with No King
This year was the aftermath of Balorés Great War.

L Massan, Bal or's | ast great general, rallied the Fomol
won i n the war.

L Bree carved out her Kingdom of many peopl es.
L Balor's head was taken by Fomorian Priests.

L The Corpse Goose Goblins, with their near dead serval
stones.

L SIough Cul ceded half of the | ands of the Dumnonni t
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Appendi x b.
50 Dumnonni tales
1. How Cul haven got its name.
2. How Cascorach |l ived his final days.
3. How Cyrain gained the name of Battl ewinner, and why h
4. The tale of Empty Jarls and Grim Hall s.
5. Hel 6s stolen beauty.
6. How Muckl e Mary Gyp became summer queen.
7. The Death of Indeg Blue Jaw at the hands of his frien
8. Briganti <cheese.
9. The tale that can never be told.
10. What happened to the king of Dumnonni before the thi
11. The sacrifices of Candu, Torvald and Raif
12. The battle of Caer Bal or
13. The bronze doors to the moonlit city and the horn of
14. The forming of the Culcascorach
15. How the Romans redeemed themsel ves
16. How Bul | became Ard Ri
17. The tale of Ol af the Smelly
18. How the Blackshields became forsaken
19. Why the el der races scorned the sons of Mil and what
20. The rising of Tory Island, and the curse of pink cry
21. The White Fomori an
22. The f alll of Loken Ol afsen at the Bronze gates
2 3. How the gods of Asgard were tricked into human for m.
24. Bjorn and his bow.
25. The nine Generals of Balor and their nine hel ms.
26. How Casorach got the name Tribesl ayer.
2 7. How I ndeg Bl uejaw got his name
28. When all in the haven was destroyed by the kin of Fe
29. Why Leif the skald can never go to Asgard or Nifl hei
30. The betrayal of Beorn and the battle of three shrine
31. Rhyme and the stolen word horde.
32. The weight of the Loom Stones
33. The doom of Cynan Moyal
34. Bull's son and Muckl e Mary Gyp.
33 Lorkan Bruehandés calling the Teeth of the world and
34. The tale of the wmwwsnedeki.ng and Cat
35 The despair of Conn of a hundred Battl es.
36 Hoewnd Cap became the Ard Ri 6s champi on.

MH O



How At hena became queen and stayed with her | over in
The prophesy of nine queens.

Ailill'"s |l ove and deat h.

How Deluli the peaceful gave her | ife to quench the
The battle of four feathers

Last stand of the seated warriors

The journey to the Cythral to save the summer King.
The sword in the stone and the tongue of a Bard.
The first sounding ofmavwae ate attthe chhatnttl efbyadtiraw | ig
The Man in a sack

The Killing of Kin

The Hounds of Cul haven.

The Claws of the Morrigan in the battle against Domn



Appendi x c.

A |list of the renown
You may not know much about the following people, but wun
mi sts or atrer moyou will have heard the following names.
Hi gh Kings.
At hea: Al so Queen of the Dumnonni
Del uni the peaceful (Dead)
Conal of the Tuatha: (Gone under the Hill)
Nauda Ap Nuada (dead)
Cacorach, Balorbds Bane (Dead)
Pengar (more normally know as Bull) (Laid | ow by the Cur
Tural ach Ap Net: present high King
Ot her Kings and Queens and chiefs.
Maeve: Queen of the Conaght
Ai L il | Consort to Maeve (Dead)
Hrafan Lord of the North: King of al|l the Norse | ands
Magnus the Good: Hrafan most power ful Vassal (Dead)
Kl aw of the white Bear
Gwi di on of the Bl ackshields
Conn of a hundred battl es A King of the Fir Bolg (Dead)
Donn under the hildl A King of the Fir Bolg
Finavar: A queen of the Fir Bolg and Donnds daughter
Bree: Descendent of Bres the beauti ful (Dead)
Fomori ans
Bal or of the baleful Eye: High King of the formorians (D
Uf chair: General to Balor (Dead)
Lorkan Brue Hands: Mad son of Balor (Dead)
Massan of the Drowning pool s: Leader of Fomorian host af
I ndech: Leader of the Fomorian host before Balor woke fr
Et hni Mot her of Balor and scheming master mind
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