
Under the benevolent rule of King Arthur, the Knights of the Round Table ushered in 
the Golden Age of Camelot, a period of extraordinary achievement marked by honor, 
prosperity, and adventure.

Following years of illustrious success, Camelot was honored by the presence of the Holy Grail 
during the Feast of Pentecost. At the conclusion of the feast, the sacred vessel faded from view, 
and a feeling of loss descended upon the kingdom. Arthur’s lands were transformed into a 
doomed Wasteland, prompting his knights to set out at once to recover the lost relic. After the 
famous Quest of the Holy Grail was fulfilled, there was harmony in the realm for a time.

But mortal strife threatened to tear the realm asunder. The northern kingdom of Orkney made 
war on the southern kingdom of Benwick. Arthur’s illegitimate son, Sir Mordred, accused 
Queen Guinevere of treason and recruited Saxon invaders to help him conquer the land. These 
Final Wars of Britain marked the end of the greatest era of chivalry that the world has ever 
known. But its glorious tales survive to this day...

The Tales of the Arthurian Knights

OVERVIEW
In Tales of the Arthurian Knights, you represent one of the Knights of the Round 
Table through three great Ages. From the Golden Age of Camelot to the Quest of 
the Holy Grail and the Final Wars of Britain, you will guide your knight through 
strange and thrilling adventures in search of your destiny. You will pursue lovers, 
battle enemies, and navigate the sublime. Through your choices, as well as your 
successes and failures, you will improve your skills, achieve renown in divinity, 
romance, and villainy, acquire treasures, and obtain statuses (both benevolent  
and malign).  

OBJECT OF THE GAME
Moments of triumph earn Destiny Points for your knight. After the final passage 
is read from the Book of Tales, the knight who has achieved the most Destiny Points 
becomes the most celebrated hero (or villain) of all time and wins the game.

A Game of Experience and 
Adventure

Tales of the Arthurian Knights 
is a storytelling game in which you 
relive the adventures of the Knights of 
the Round Table. Although a winner 
is declared at the end of the game, 
the true goal of the game is to create 
stories you will remember for years  
to come!

A NOTE ON ROMANCE

The default rule of Tales of 
the Arthurian Knights is that 
anyone can love anyone. For 
those who wish to include or 
exclude romantic options in 
their story, we have an asterisk 
(*) symbol before any choice or 
reward that involves romantic 
love. Players may choose to 
ignore any text that follows 
an asterisk that they deem 
unsuitable for their character.



12 Large Cards

COMPONENTS
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1 Book of Tales

 
1 Rulebook

 
8 Plastic Stands

 
1 Six-Sided Die

 
1 Map (Game Board)

 
3 Age Cards

 
9 Grand Quest Cards

 
8 Player Boards

213 Standard Cards

8 Starting Quest Cards 24 Advanced Quest Cards 4 “Call to Arms” Cards 7 Solo/ Cooperative  
 Region Cards

 
108 Status Cards

 
33 Encounter Cards 

(9 Milieu, 12 Location, 12 Character)

 
11 Feature Cards 

 
18 Treasure Cards
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64 "1 Destiny Point"  
Tokens

24 "5 Destiny Points" 
Tokens

8 "10 Destiny Points" 
Tokens

4 "Golden Age" 
Grand Quest Markers

4 "Grail Quest" 
Grand Quest Markers

4 "Final Wars" 
Grand Quest Markers

 
1 First Player Token

 
1  Round Marker 

 
1 Solo Reference Token

 
8 Knight Standees

8 Divinity Track Tokens 
 (1 for each Knight)

8 Romance Track Tokens  
(1 for each Knight)

8 Villainy Track Tokens  
(1 for each Knight)

32 “1” Quest Markers  
(4 for each Knight)

32 “2” Quest Markers 
(4 for each Knight)

32 “+” Quest Markers 
(4 for each Knight)

6 full sets of 12 
(1 set per player + 2 sets for Accompanied status)

24 Status Markers 
(6 for each player)

 
30 Story Tokens

24 Renown Track Tokens

96 Quest Markers

72 Skill Markers



SET UP
Please refer to the full set up diagram on page 5. Additional set up 
rules for solo and cooperative play are included on page 16.

1.	 Map: Place the Map in the center of the play area. Place 
the Round Marker on the “1” space on the Map’s Round 
Track. 

2.	 First Player: Randomly determine the first player and 
give that player the First Player Token and the Book of 
Tales. 

3.	 Choosing Knights: Each player in turn order chooses a 
knight and receives that knight’s corresponding Knight 
Standee (and a plastic stand), Player Board, Renown 
Tokens (Romance, Divinity, and Villainy), and 12 Quest 
Markers. All components belonging to knights who are 
not in play are returned to the box.

4.	 Skills & Statuses: Each player receives a set of 27 
Status Cards (arranged in alphabetical order), 6 Status 
Markers, and a set of 12 Skill Markers. Keep your 
personal deck of Status Cards in a face up stack and do 
not shuffle them. Return the unused Status Cards and 
Status Markers to the box, but keep the unused Skill 
Markers nearby in case they are needed during the game.

5.	 Starting Skills: For your first game, assign Starting 
Skills as described in the sidebar on page 20. In later 
games, players can instead choose their Starting Skills 
as follows: First, shuffle your set of 12 Skill Markers 
face down. Next, flip 6 of your Skill Markers face up at 
random. Choose 3 of those skills as your Starting Skills, 
and place each chosen Skill Marker on a different Skill 
Slot in the “+1” column of your Player Board (the exact 
squares in which the markers are placed in this column 
does not matter). Place all 9 of your unchosen Skill 
Markers face up onto your Skill Bank, separated by type.

In the example above, Palomides flipped 6 Skill Markers 
face up at random and chose 3 of them as his Starting Skills: 
“Warfare,” “Piety,” and “Hunting.” He then placed his chosen 
Skill Markers in the +1 column of his Player Board, and placed 
all 9 of his unchosen Skill Markers face up in his Skill Bank, 
separated by type.

6.	 Renown: Place your knight’s Renown Tokens (Romance, 
Divinity, and Villainy) on their corresponding “0” spaces 
on the Map’s Renown Track (located at the lower left 
corner of the board). 

7.	 Knight Standee: Keep your Knight Standee by your 
Player Board. At the start of your first turn, you will 
place your standee in Camelot.

8.	 Encounter Deck: Separate 
the 12 Location Cards (see 
example at right) from the 
Encounter Deck and, without 
looking at them, randomly 
select a number of Location 
Cards equal to the number 
of players + 1. Shuffle these 
selected Location Cards back 
into the Encounter Deck, then 
place the Encounter Deck face 
down beside the Map. Place the unselected Location 
Cards off to the side (face down) without examining 
them; these Location Cards are considered to have been 
“removed during set up” for narrative text purposes.

9.	 Feature Deck: Shuffle the Feature Deck and place it 
face down beside the Encounter Deck, leaving space for 
a separate face-up discard pile for each deck.

10.	 Starting Quests: Shuffle the Starting Quest Cards 
(purple), deal 1 face up to each knight, then return 
the remaining Starting Quests to the box. Place your 
Starting Quest Card face up on the table in front of you. 
Read your Starting Quest out loud. Place one of your 
Quest 1 Markers on top of your Quest Card, and place 
additional Quest 1 Markers on the Map as specified 
on your Quest Card. Note: Quest Markers are always 
placed beside locations on the Map, not directly on top 
of them, with the token pointing towards the designated 
location.

In the example above, Galahad’s quest requires him to visit 
Benwick, so he places his Quest 1 Marker beside Benwick with 
its arrow pointed towards the location.

11.	 Age Cards: Place the first Age Card (Age 1) face up 
beside the Map. Place the other two Age Cards off to the 
side for now.
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12.	  Quests & Treasures: Shuffle the Advanced Quest 
Deck (red) and place it face down beside the Map. 
Shuffle the Treasure Deck and place it face down beside 
the Map as well.

13.	 Miscellaneous: Place the Destiny Tokens, Story 
Tokens, and “Call to Arms” Cards off to the side until 
they are needed.

14.	 Solo/Co-op Components: If you are playing a 
competitive game, return the Solo/Co-op Region Deck 
and the Solo Turn Reference Token to the box. If you 
are playing solo or cooperative, refer to page 16 to 
discover how to set up these components.

15.	 Grand Quests: If this is your first game, return the 
Grand Quest Cards and Grand Quest Markers to the 
box. Players may choose to add these components to 
subsequent games if they wish (see “Grand Quests” on 
page 15). 

16.	 Game Duration: If you are playing a competitive game, 
the players must now determine how many Ages they 
wish to play. A Quick Game finishes at the end of Age 1. 
An Intermediate Game finishes at the end of Age 2. 
A Full Game finishes at the end of Age 3. (Solo and 
cooperative games always use all 3 Ages.)

17.	 Book of Tales: The first player opens the Book of Tales 
and reads the passage specified at the top of the Age 1 
Card (passage 1000). If you are all experienced players, 
feel free to skip the opening passage and begin the game.
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PLAYER TURN
Tales of the Arthurian Knights takes place over the course 
of 1 to 3 Ages, each lasting 4 rounds. During each round, 
each knight takes a turn in clockwise order, starting with the 
first player. Each turn follows the phases listed below.

1.	 Book of Tales: Pass the Book of Tales to the player on 
your left. This player becomes your reader for the turn.

2.	 Status Phase: Move all Status Tokens on your active 
Status Cards down 1 space. If any Status Token moves 
off the last number on the card, return that Status Card 
to your Status Deck; you are no longer affected by that 
status.

3.	 Movement Phase: Move your Knight Standee any 
number of spaces on the Map up to your movement 
limit, as specified by your position on the Renown Track 
on the game board. Reminder: On your first turn, start 
your Knight Standee in Camelot.

4.	 Encounter Phase: When you finish moving, you will 
have either a standard encounter or a special encounter.

BOOK OF TALES
The Book of Tales is a tome that contains all the stories 
written for Tales of the Arthurian Knights. During the game, 
you will refer to the book’s passages (numbered 1000 - 3000) 
while pursuing your adventures. 

PLEASE DO NOT READ THROUGH IT!

If you do, you may reduce your enjoyment of the game.

At the start of each of your turns, pass the Book of Tales to 
the player on your left; that player becomes your reader and 
will narrate your adventures for the current turn. When you 
have an encounter, the reader is given a passage to read out 
loud. The reader also reads the results of your decisions so 
that every player can enjoy the story of your adventures!

YOUR RETINUE’S PRESENCE

As a knight, you possess a retinue of squires, yeomen, 
and other followers who assist you during your 
adventures. The Book of Tales will specify when your 
retainers are right beside you or when they are simply 
nearby. When your companions are not with you, you 
are considered to be scouting ahead while your followers 
perform mundane tasks such as setting up camp or 
gathering resources.

STATUS PHASE
During your adventures, you will receive Status Cards that 
reflect conditions affecting your knight, both positive and 
negative. The duration of each Status Card is tracked using 
Status Markers (see “Status Cards” on page 11). During 
your Status Phase, you must move the Status Marker on 
each of your active Status Cards down one space. When a 
Status Marker moves off the final number listed on the Status 
Card (that is, to a blank space or off the card), the status 
immediately expires; return that Status Card to its place 
alphabetically in your personal Status Deck.

MOVEMENT PHASE
During your Movement Phase, you may move your knight 
from location to location on the Map. You may move a 
number of spaces up to your movement limit, as indicated 
by your highest Rank of Renown on the Renown Track (see 
below). You may move across land lines (gold) or sea lines 
(blue), with no distinction between land and sea movement 
unless specified by game text. Multiple Knight Standees may 
occupy the same space. 

In the example below, Bradamante’s highest Rank of Renown is 3 
(Romance), which grants her a movement limit of 4.

If you don't move to a new location during your Movement 
Phase, you can't have a standard encounter, although you can 
have a special encounter (see "Encounter Phase" on page 7).

THE MAP OF THE WORLD

The Map is made up of 7 regions: Brittany, Cambria, 
Cornwall, Ireland, Logres, Normandy, and Scotland. 
Each region is further divided into locations connected 
by land lines and sea lines. 

The Map features 6 different terrain types: City, Forest, 
Mountain, Plains, Swamp, and Sea. The terrains are 
mostly referenced when encountering Milieu Cards. 
However, the Location Numbers inside the terrain icons 
can increase the difficulty (and rewards) associated with 
each location.
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Places of Power: You cannot traverse the dashed lines that 
separate the 9 Places of Power from the main Map unless you 
have received the corresponding Location Card that permits 
you to do so (see “Location Encounters” on page 8). 
Moving to or from a Place of Power is considered moving one 
space for the purposes of your movement limit.

Standee Placement: When you end your knight’s 
movement, position your Knight Standee towards the top of 
the space so its Location # is not covered. This allows your 
reader to consult the location number without moving your 
standee (see “Reading the Book of Tales” on page 9).

In the example below, Sir Tristan ends his movement in the city of 
Tintagel and positions his token so that Tintagel’s Location # of 5 is 
still visible. 

ADVENTURES BY LAND AND SEA

Whenever you travel across sea lines, you are considered 
to have used your status as a Knight of the Round Table 
to requisition a sturdy ship from a local captain, who 
will pilot your vessel. Sometimes your encounters will 
specify that you are at sea, and other times you will have 
encounters on land even though your Knight Standee 
is at sea. During such times, you are considered to have 
landed to explore in search of adventure.

ENCOUNTER PHASE
After moving, you will have either a standard encounter or 
a special encounter. 

STANDARD ENCOUNTERS
If you moved to a new location during your Movement Phase 
and you are not participating in a special encounter (see 
page 11), begin a standard encounter at your location by 
drawing and resolving the top card of the Encounter Deck. 
You cannot have a standard encounter at Camelot (see 
“Encounters at Camelot” on page 11) or at one of the 9 
Places of Power; only special encounters can occur at those 
locations.

To resolve a standard encounter, follow these steps:

1.	 Draw the top card of the Encounter Deck, which will 
create a 4-digit passage number (see “Encounter Cards” 
on page 8).

2.	 The reader turns to the corresponding passage number 
in the Book of Tales and helps you resolve your 
encounter (see “Reading the Book of Tales” on page 
9).

3.	 After your encounter, discard your Encounter Card (and 
Feature Card, if you drew one). If you encountered a 
Location Card, however, then you keep the card face up 
in front of you.

Replenishing the Encounter and Feature Decks: When 
you run out of cards in either the Encounter Deck or the 
Feature Deck, do not shuffle the corresponding discard pile. 
Instead, flip the discard pile over to form a new deck without 
changing the order of the cards. Flipping the deck in 
this way will guarantee that you do not see the same exact 
encounter during the same game.
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ENCOUNTER CARDS
There are three types of Encounter Cards. Character Cards 
represent interesting people you meet during your travels, 
such as hermits and queens. Milieu Cards feature unusual 
occurrences or phenomena, from clandestine meetings to 
raging storms. Location Cards are the rarest and most 
unusual, allowing your knight to have a special encounter at a 
particular location on the map.

If you draw a Character Card, then immediately draw 
a Feature Card and place the Character Card on top of it, 
aligning both pairs of numbers. This combination creates 
your 4-digit passage number. 

In the example above, you have drawn a Giant Character Card. You 
then draw the Amorous Feature Card and place the Giant on top of 
it, prompting the reader to turn to passage 1905 in the Book of Tales.

If you draw a Milieu Card, place it face up on top of the 
current Age Card and reference your current location’s 
terrain type to create your 4-digit passage number. 

In the example above, Dame Bradamante draws the “Strange Beast” 
Milieu Card during Age 2 while she is at a Mountain location. Her 
reader will therefore turn to passage 2329 in the Book of Tales.

If you draw a Location Card, it will show your 4-digit 
passage number at the top left of the card (see example below). 
After the reader resolves the passage, keep the Location Card 
face up beside your Player Board. The passage will specify 
that you also place 1 Destiny Token on top of the Location 
Card (see below). After you have done so, your turn is over.

There is no limit to the number of Location Cards you can 
have in front of you. However, if you already have a face-up 
Location Card when you draw a new one, you may choose to 
place the new Location Card on the bottom of the Encounter 
Deck and draw a new Encounter Card to replace it. You may 
continue to do this until you draw a non-Location Card.

Location Encounters: Location Cards allow you (and 
you alone) to visit the location on a later turn for a special 
encounter. If the Location Card permits you to enter a Place 
of Power, no other knight can enter that Place of Power. 
During your special encounter at the location, the reader 
consults the passage number at the bottom of the Location 
Card that corresponds to the current Age. After your special 
encounter at that location, regardless of your success or 
failure, you earn the Destiny Token on the Location Card. 
Afterwards, do not discard the Location Card but instead 
remove it from the game.
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READING THE BOOK OF TALES
Resolving a standard encounter in the Book of Tales usually 
takes two steps: response and resolution.

1.	 Response: The reader turns to the appropriate passage 
number in the Book of Tales, describes the encounter, 
and provides you with several initial responses. After 
you choose how to respond to the encounter, the reader 
turns to a second passage number based upon your 
choice.

2.	 Resolution: The reader describes the second part of the 
encounter, then asks you to choose one of several skills 
or types of renown to resolve the encounter.

•	You can choose any of the specified skills or types of 
renown needed for success, regardless of whether you 
have any ranks in that skill or in that type of renown. 
Your bonus for an untrained skill is “+0”.

•	For skills, roll the 6-sided die and add your Skill Rank 
(if any) to the roll to achieve a total result. The reader 
then reads the result paragraph that corresponds to  
a) the chosen skill and b) whether your total result 
equals or exceeds the resolution number specified in 
the passage.

•	For renown, you don’t roll a die. Your success is based 
entirely on the number of ranks that you have acquired 
in that type of renown.

NOTES TO THE READER

When reading a resolution passage in the Book of Tales, 
pause when you reach the line break symbol shown 
below. This symbol indicates that the knight has a choice 
to make. This is especially useful during Solo Play (see 
page 16).

Do not indicate to the knight whether a static or variable 
resolution number is involved (see right); just wait for the 
knight’s total result and then consult the passage to see 
if the knight has succeeded. We recommend that you do 
not indicate success or failure before reading the passage. 
This helps build suspense during the narration.

The resolution number that you need to equal or exceed 
can be a static number, or it can be a variable number 
determined by the Location # of your current space. You can 
never be sure whether your choice will require you to meet a 
static or variable resolution number.

When a variable resolution number is required, then the 
higher the location number of your current space, the higher 
the difficulty to resolve the encounter, but also the higher the 
Destiny reward. The Location # only affects the resolution 
number, NOT your die roll.

In the sample passage above, if you choose Piety, the resolution 
number is 3 , which means the total result of your die roll + your 
Piety Skill Rank must equal or exceed 3. If you choose Endure 
Hardship, the resolution number is 2  + Location #. If you are on 
a space with a Location # of 3, then your resolution number is 5.  

Success or Failure: If your total result equals or exceeds 
the resolution number, then the reader will read the first 
paragraph associated with your chosen skill (i.e., the success 
paragraph). If your total result is lower than the resolution 
number, then the reader will read the second paragraph 
associated with that skill (i.e., the failure paragraph). 

Unusual Standard Encounters: Some standard 
encounters are less conventional and do not use the two-step 
response and resolution process described above. When this 
occurs, the Book of Tales will guide you through the peculiar 
circumstances.

LEARNING FROM FAILURE

In Tales of the Arthurian Knights, you will almost 
always gain some positive reward for failure, even if 
you also receive a negative Status Card or lose a rank 
of renown. This is in keeping with the classic Arthurian 
romances, in which knights grew as much from failure as 
from success.

Destiny Points, however, are usually only rewarded for a 
successful encounter.
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self-banished from the aff airs of mortals. I 
seek to reconcile myself with the brother 
whom I have vexed so oft en.

“For this reason, I have left  my stronghold 
to seek you out and request a boon,” she 
continues. “If you encounter my brother 
during these dark times, let him know 
that I will arrive at the hour of his need, 
aft er he has fulfi lled his destiny with my 
nephew Mordred.”

You may agree to pass this message of 
reconciliation to King Arthur (1234).

You may refuse Morgan’s request because you 
do not trust her (1453).

You may attack Morgan (1963).

13241324
You wandered the king’s lands as if in a 
trance, desperate to achieve the object of 
your desires. When at last you arrive at 
the place depicted in your vision, you are 
fi lled with a sense of purpose, and you 
know that reaching this location is an 
omen that you will realize your destiny in 
the fullness of time. [Roll 1d6, add your 
Obsessed Status Number, and divide 
the result by 2 (round down). Gain 
that many Destiny Points | 1 Rank of 
Renown | Lose Obsessed]

13251325
“Good fool, I am sad to hear of your 
master’s death,” you say. “Let me restore 
your spirit however I may.”

You may use Endure Hardship to listen 
to the whole story, or you may use Piety 
to console him with your faith.

Endure Hardship ( 2  + Location #): 
You listen patiently while the fool recounts 
his sad story in its entirety. It is diffi  cult to 
stomach, but you hold on throughout the 
protracted narrative and off er him support 
and advice. As he fi nishes, he looks up. 
“That is the fi rst time I have told the whole 
tragic tale, but now that I have, I can see a 
path forward to the young masters’ hearts!” 
He leaps up and gambols off  towards 
his masters’ castle, a spring in his step. 
The sight heartens you and strengthens 
your resolve. [Gain Destiny = Location 
# | 1 Rank of Divinity | Become 
Determined]

Endure Hardship (Failure): Though you 
endeavor to listen to the fool’s sad story 
in its entirety, you cannot bear the tedium 
and interrupt him with cries of your own, 
saying that you can hear no more. The 
fool laughs bitterly. “Oh, to hear this 
tale is such a chore? Imagine witnessing 

it fi rsthand!” He returns to his story, 
providing even more details of the twins’ 
tragic decline into cruelty and violence. By 
the time he fi nishes, you have completely 
lost your mind. [Gain Endure Hardship 
| Become Mad]

Piety ( 3 ): “May God keep you, dear 
man,” you say. “This is more grief than 
most endure, but all suff ering may serve 
as a path to heaven.” The fool nods as 
you counsel him on the best way to use 
this misfortune as an opportunity to grow 
in goodness. When you fi nish, the fool 
thanks you and says, “May I accompany 
you and off er you the services that my 
master’s sons would not accept?” You 
nod and depart with the fool at your side. 
[Gain 1 Destiny | 1 Rank of Divinity 
| Become Accompanied and place a 
Wisdom Skill Marker on top of the 
Accompanied Status Card]

Piety (Failure): “All things are within 
the divine plan,” you begin, but the fool 
interrupts with a biting quip that while 
his master’s death may have been part 
of God’s plan, his sons’ fall could not 
possibly have been so. Taken aback, you 
watch in dismay as the fool departs. [Gain 
Piety]

13261326
“Let us ensure that he does not fi nd her,” 
you say, leading Lucan briskly across the 
courtyard to intercept Gaheris.

You may use Cunning to mislead Sir 
Gaheris, or you may use Warfare to 
distract him with a tour of the keep.

Cunning ( 3 ): “Gaheris, where do you 
wander in such haste?” you ask. Gaheris 
frowns. “I cannot fi nd Mother,” he says, to 
which you respond, “Be not alarmed. She 
was walking with Sir Lucan and me. She 
excused herself a little while ago, saying 
her stomach was upset and she had to 
visit the gatehouse privy. If she has not 
emerged, I would advise you not to trouble 
her there.” Gaheris looks mortifi ed. “Of 
course. I thank you for informing me.” Sir 
Lucan smiles as Gaheris makes a hasty 
retreat. [Gain 1 Destiny | 1 Courtly Skill 
of your choice]

Cunning (Failure): “Gaheris, where 
do you wander in such haste?” you ask. 
Gaheris frowns. “I cannot fi nd Mother,” 
he says, to which you respond, “Be not 
alarmed. Sir Lucan and I saw her in the 
keep moments ago. If she is not in her 
chamber, perchance she chats with the 
ladies in the great hall, or else prays in 
the chapel.” Gaheris scowls. “No, she 

is not in the keep. Hence, I will search 
the courtyard.” With that, he pushes 
past you. A dreadful confrontation is 
now inevitable. You may either “follow 
Gaheris” (turn to 1514) or “retire to your 
own chamber” (turn to 1743).

Warfare ( 2  + Location #): “Gaheris, 
come walk the castle grounds with us!” 
you exclaim with feigned excitement. “Sir 
Lucan and I are admiring the defenses. 
The stonework is fl awless. This castle is 
impregnable!” Gaheris looks baffl  ed, for 
the castle is, in fact, quite unremarkable. 
“Truly?” he asks. Lucan strives valiantly 
to sound earnest. “Indeed! The three 
of us could fend off  all of Rome from 
here.” Gaheris seems dubious, but your 
enthusiasm cannot be denied. “Very well,” 
he says. “Lead on!” [Gain Destiny = 
Location # | Warfare | Cunning]

Warfare (Failure): “Gaheris, come walk 
the castle grounds with us!” you exclaim 
with feigned excitement. “Sir Lucan and 
I are admiring the defenses. The turrets 
provide a spectacular view. And the… 
um… fi nials are marvelous!” Gaheris 
scowls. “I doubt the turrets provide any 
view sans daylight,” he says, “and I know 
not what a ‘fi nial’ is.” The knowledgeable 
Sir Lucan chimes in. “It is a decorative 
stone embellishment atop a merlon or 
tower,” he off ers cheerfully. “Be that as it 
may,” Gaheris says, glaring at him, “I am 
occupied. I cannot fi nd Mother. Hence, 
I must locate her.” With that, he pushes 
past you into the courtyard. A dreadful 
confrontation is now inevitable. You may 
either “follow Gaheris” (turn to 1514) 
or “retire to your own chamber” (turn to 
1743).

13271327
You run to the castle and dash up the 
central stairs. As you ascend the tower, 
you hear a man’s booming voice declare 
that he will slay the maiden and prevent 
her from aiding King Arthur’s hallowed 
knights. In his voice, you hear the tempest 
that rages about the castle, and you realize 
that he must be the source of the storm. 
As you reach the summit, you see the 
two mystics standing only a few paces 
apart. The dark warlock projects lightning 
bolts that are absorbed or defl ected by 
the maiden’s shining light. You must now 
choose an ally (Warlock or Maiden). 

You may use Magic to attempt to 
intervene directly in the mystic duel, 
or you may use Wisdom to look for an 
opening in which to assist your chosen 
ally.
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VARIABLE RESOLUTION NUMBER

self-banished from the aff airs of mortals. I 
seek to reconcile myself with the brother 
whom I have vexed so oft en.

“For this reason, I have left  my stronghold 
to seek you out and request a boon,” she 
continues. “If you encounter my brother 
during these dark times, let him know 
that I will arrive at the hour of his need, 
aft er he has fulfi lled his destiny with my 
nephew Mordred.”

You may agree to pass this message of 
reconciliation to King Arthur (1234).

You may refuse Morgan’s request because you 
do not trust her (1453).

You may attack Morgan (1963).

13241324
You wandered the king’s lands as if in a 
trance, desperate to achieve the object of 
your desires. When at last you arrive at 
the place depicted in your vision, you are 
fi lled with a sense of purpose, and you 
know that reaching this location is an 
omen that you will realize your destiny in 
the fullness of time. [Roll 1d6, add your 
Obsessed Status Number, and divide 
the result by 2 (round down). Gain 
that many Destiny Points | 1 Rank of 
Renown | Lose Obsessed]

13251325
“Good fool, I am sad to hear of your 
master’s death,” you say. “Let me restore 
your spirit however I may.”

You may use Endure Hardship to listen 
to the whole story, or you may use Piety 
to console him with your faith.

Endure Hardship ( 2  + Location #): 
You listen patiently while the fool recounts 
his sad story in its entirety. It is diffi  cult to 
stomach, but you hold on throughout the 
protracted narrative and off er him support 
and advice. As he fi nishes, he looks up. 
“That is the fi rst time I have told the whole 
tragic tale, but now that I have, I can see a 
path forward to the young masters’ hearts!” 
He leaps up and gambols off  towards 
his masters’ castle, a spring in his step. 
The sight heartens you and strengthens 
your resolve. [Gain Destiny = Location 
# | 1 Rank of Divinity | Become 
Determined]

Endure Hardship (Failure): Though you 
endeavor to listen to the fool’s sad story 
in its entirety, you cannot bear the tedium 
and interrupt him with cries of your own, 
saying that you can hear no more. The 
fool laughs bitterly. “Oh, to hear this 
tale is such a chore? Imagine witnessing 

it fi rsthand!” He returns to his story, 
providing even more details of the twins’ 
tragic decline into cruelty and violence. By 
the time he fi nishes, you have completely 
lost your mind. [Gain Endure Hardship 
| Become Mad]

Piety ( 3 ): “May God keep you, dear 
man,” you say. “This is more grief than 
most endure, but all suff ering may serve 
as a path to heaven.” The fool nods as 
you counsel him on the best way to use 
this misfortune as an opportunity to grow 
in goodness. When you fi nish, the fool 
thanks you and says, “May I accompany 
you and off er you the services that my 
master’s sons would not accept?” You 
nod and depart with the fool at your side. 
[Gain 1 Destiny | 1 Rank of Divinity 
| Become Accompanied and place a 
Wisdom Skill Marker on top of the 
Accompanied Status Card]

Piety (Failure): “All things are within 
the divine plan,” you begin, but the fool 
interrupts with a biting quip that while 
his master’s death may have been part 
of God’s plan, his sons’ fall could not 
possibly have been so. Taken aback, you 
watch in dismay as the fool departs. [Gain 
Piety]

13261326
“Let us ensure that he does not fi nd her,” 
you say, leading Lucan briskly across the 
courtyard to intercept Gaheris.

You may use Cunning to mislead Sir 
Gaheris, or you may use Warfare to 
distract him with a tour of the keep.

Cunning ( 3 ): “Gaheris, where do you 
wander in such haste?” you ask. Gaheris 
frowns. “I cannot fi nd Mother,” he says, to 
which you respond, “Be not alarmed. She 
was walking with Sir Lucan and me. She 
excused herself a little while ago, saying 
her stomach was upset and she had to 
visit the gatehouse privy. If she has not 
emerged, I would advise you not to trouble 
her there.” Gaheris looks mortifi ed. “Of 
course. I thank you for informing me.” Sir 
Lucan smiles as Gaheris makes a hasty 
retreat. [Gain 1 Destiny | 1 Courtly Skill 
of your choice]

Cunning (Failure): “Gaheris, where 
do you wander in such haste?” you ask. 
Gaheris frowns. “I cannot fi nd Mother,” 
he says, to which you respond, “Be not 
alarmed. Sir Lucan and I saw her in the 
keep moments ago. If she is not in her 
chamber, perchance she chats with the 
ladies in the great hall, or else prays in 
the chapel.” Gaheris scowls. “No, she 

is not in the keep. Hence, I will search 
the courtyard.” With that, he pushes 
past you. A dreadful confrontation is 
now inevitable. You may either “follow 
Gaheris” (turn to 1514) or “retire to your 
own chamber” (turn to 1743).

Warfare ( 2  + Location #): “Gaheris, 
come walk the castle grounds with us!” 
you exclaim with feigned excitement. “Sir 
Lucan and I are admiring the defenses. 
The stonework is fl awless. This castle is 
impregnable!” Gaheris looks baffl  ed, for 
the castle is, in fact, quite unremarkable. 
“Truly?” he asks. Lucan strives valiantly 
to sound earnest. “Indeed! The three 
of us could fend off  all of Rome from 
here.” Gaheris seems dubious, but your 
enthusiasm cannot be denied. “Very well,” 
he says. “Lead on!” [Gain Destiny = 
Location # | Warfare | Cunning]

Warfare (Failure): “Gaheris, come walk 
the castle grounds with us!” you exclaim 
with feigned excitement. “Sir Lucan and 
I are admiring the defenses. The turrets 
provide a spectacular view. And the… 
um… fi nials are marvelous!” Gaheris 
scowls. “I doubt the turrets provide any 
view sans daylight,” he says, “and I know 
not what a ‘fi nial’ is.” The knowledgeable 
Sir Lucan chimes in. “It is a decorative 
stone embellishment atop a merlon or 
tower,” he off ers cheerfully. “Be that as it 
may,” Gaheris says, glaring at him, “I am 
occupied. I cannot fi nd Mother. Hence, 
I must locate her.” With that, he pushes 
past you into the courtyard. A dreadful 
confrontation is now inevitable. You may 
either “follow Gaheris” (turn to 1514) 
or “retire to your own chamber” (turn to 
1743).

13271327
You run to the castle and dash up the 
central stairs. As you ascend the tower, 
you hear a man’s booming voice declare 
that he will slay the maiden and prevent 
her from aiding King Arthur’s hallowed 
knights. In his voice, you hear the tempest 
that rages about the castle, and you realize 
that he must be the source of the storm. 
As you reach the summit, you see the 
two mystics standing only a few paces 
apart. The dark warlock projects lightning 
bolts that are absorbed or defl ected by 
the maiden’s shining light. You must now 
choose an ally (Warlock or Maiden). 

You may use Magic to attempt to 
intervene directly in the mystic duel, 
or you may use Wisdom to look for an 
opening in which to assist your chosen 
ally.
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STATIC RESOLUTION NUMBER

You may use Hunting to fi nd the man’s 
trail, or you may use Wisdom to infer 
where he has gone.

Hunting ( 2  + Location #): The 
huntress leads you back to the last sign of 
the man’s passing. From there, you scout 
around until you discover the elusive 
huntsman’s trail. Twilight has not quite 
ended when you come upon a tall man 
wielding a club against an even larger bear. 
Though obviously a strong fi ghter, the 
man bleeds from several large gashes. He 
stumbles, and the bear rears up to fi nish 
him. Springing into action, the huntress 
draws her bow and fi res a single, perfectly 
aimed shot that catches the bear in the 
throat. It dies without laying another 
claw on the injured man. The woman 
then runs to the wounded huntsman and 
helps him to his feet. From this distance, 
you cannot hear their conversation, but 
at its conclusion they fervently embrace, 
which warms your heart. [Gain Destiny = 
Location # | 1 Wilderness Skill of your 
choice | 1 Rank of Romance]

Hunting (Failure): The huntress leads 
you back to the last sign of the man’s 
passing. From there, you scout around 
until you discover the elusive huntsman’s 
trail. You wander together for several 
hours, vainly searching for more signs 
until at last you come upon the corpse of 
a tall man who has been mauled to death 
by a bear. The woman collapses next to 
him and sobs in grief. You can only stand 
by helplessly, but you resolve to be better 
prepared for such pursuits in the future. 
[Gain Hunting]

Wisdom ( 3 ): “What game is this man 
hunting and where might it be found?” you 
ask. The huntress considers for a moment. 
“He was hunting bears,” she says. Her face 
then lights up. “I know just the place,” she 
says, taking you by the hand and pulling 
you off  the trail at a brisk pace, her hounds 
following at your heels. Twilight has not 
quite ended when you come upon a tall 
man wielding a club against an even larger 
bear. Though obviously a strong fi ghter, 
the man bleeds from several large gashes. 
He stumbles, and the bear rears up to 
fi nish him. Springing into action, the 
huntress draws her bow and fi res a single, 
perfectly aimed shot that catches the bear 
in the throat. It dies without laying another 
claw on the injured man. The woman 
then runs to the wounded huntsman and 
helps him to his feet. From this distance, 
you cannot hear their conversation, but 
at its conclusion they fervently embrace, 

which warms your heart. [Gain 1 Destiny 
| 1 Spiritual Skill of your choice | 
1 Rank of Romance]

Wisdom (Failure): Aft er a brief 
refl ection, you determine that the man 
must have come to hunt the deer that are 
plentiful in these parts. “Come with me,” 
you tell the huntress. “I believe I know 
where we will fi nd your elusive huntsman.” 
While you do meet some deer over the 
next few hours, the man you seek is 
nowhere to be found. Twilight has long 
since ended when you stumble upon the 
corpse of a tall man who has been mauled 
to death by a bear. The woman collapses 
next to him and sobs in grief. “Curse 
you, knight!” she snarls, and you feel her 
oath pervade your bones. “Whatever you 
were thinking, your mistake has cost me 
everything!” You can only stand by, at a 
loss for what to say. [Gain Hunting | 
Become Accursed]

10281028
You are moved by the giant’s tale and 
decide to teach him how to improve his 
odds with the lady that he adores.

You may use Wisdom to convince the 
giant that the best way to win his lady is 
to be a good person, or you may use your 
ranks in Romance to draw upon your own 
experiences to teach him how to court his 
lady.

Wisdom ( 4 ): “Are your lands close to 
this lady’s castle?” you ask, and the giant 
nods. “Then,” you continue, “the best way 
to win her heart is to return home, be kind 
to your tenants, and ensure that they live 
safely and eat well. All your neighbors 
will know you to be benevolent and think 
of that instead of your size. Later, when 
you send a servant to off er your suit to 
the lady, you will be regarded as well as 
any knight.” The giant nods, wipes his 
tears, and strides back towards his castle, 
graciously leaving you the gargantuan 
purse that he carried. [Gain 2 Destiny | 
2 Ranks of Romance]

Wisdom (Failure): “Such a one as you 
must be careful,” you warn. “Others of 
your kind have wreaked great devastation, 
and so you must expect to be blamed.” 
Before you can continue, the giant stands 
indignantly and shouts, “I will not be 
responsible for my cousins’ poor behavior. 
And fi e on you for suggesting such!” He 
storms off , and you hope that he will apply 
that benign conviction to his quest for his 
lady’s love. [Gain Wisdom]

Romance (3 Ranks or higher): You 
regale the giant with tales of your romantic 
exploits, emphasizing chivalrous behavior 
and responsiveness to the needs of your 
beloved. As you narrate, you notice the 
giant straighten his back and hold his head 
higher. When you fi nish, he thanks you 
profusely for providing him with such an 
excellent model of chivalry. Aft erwards, 
he strides off , looking the very paragon of 
courtly love. [Gain 3 Destiny | 1 Courtly 
Skill of your choice | 1 Rank of 
Romance | Become Esteemed]

Romance (2 Ranks): You have had some 
success in the art of love, and you tell the 
giant about your experiences. He seems 
perplexed, but as you continue, he begins 
to nod. “I see,” he says. “I must be kind 
and gentle and honorable if I hope to 
sway my beloved. I shall begin by off ering 
her some of the produce of my lands.” He 
rises and walks off  with a greater sense of 
confi dence. [Gain 2 Destiny | Honor | 
1 Rank of Romance]

Romance (0 - 1 Ranks): As you attempt 
to share your courtly exploits, you fail to 
think of anything worth relating. Instead, 
you tell him of the virtues of a moral life. 
The giant looks at you askance, but he 
does acknowledge that it is important to 
be virtuous during the pursuit of love. 
He departs, and you wish him well as 
he attempts once more to court his lady. 
[Gain 1 Rank of Romance]

10291029
“Cease your wandering, lady,” you declare 
to the giant. “I will fi nd your herd.”

You may use Hunting to track down the 
missing animals, or you may use Magic to 
summon them to you.

Hunting ( 3 ): Though the giant’s 
own massive footprints create a slight 
complication, you pick out the recent 
trail of several large animals. You stop 
in shock when you catch sight of your 
quarry: four of the largest bulls you’ve 
ever seen. You guide the giantess to where 
they are grazing. She bounds over and, 
with a grin, seizes the horns of the largest 
beast and yanks until the creature kneels 
in submission. She then leads the bulls 
far away from the road, back to whatever 
place she calls home. [Gain 1 Destiny | 
1 Wilderness Skill of your choice]

Hunting (Failure): You set out to track 
the missing herd but fi nd that the giantess 
has stomped the area so thoroughly that 
only the barest traces of a trail remain. 
Engrossed by your investigation, you are 
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ENCOUNTER REWARDS
At the end of each encounter resolution paragraph, a reward 
section appears in brackets. This section specifies your gains 
(or losses) based upon the result of your encounter. Even 
failures typically earn your knight some type of reward. 
Each reward is separated by a “|” symbol that represents the 
word “and.” In other words, you must receive all the rewards. 
Assign the rewards one at a time in the order presented in the 
reward section.

In the example above, you gain 1 Rank of Villainy on the Renown 
Track, lose 2 Ranks of Divinity on the Renown Track, and receive the 
“Plague-ridden” Status Card

Gaining Destiny: When you earn Destiny Tokens, place 
them face up beside your Player Board. Each player’s Destiny 
total is considered public information.

Gaining Skills: Your knight has access to 12 Skill Markers, 
each of which belongs to one of four categories: Martial (red), 
Spiritual (blue), Courtly (gold), or Wilderness (green). When 
you gain a particular skill for the first time, place the Skill 
Marker in the first column (+1) of your Player Board, if there 
is room. You now have Rank 1 in that skill. The location of a 
Skill Marker within a particular column is of no consequence 
and can be changed at will. If there isn’t room for a new skill 
in the +1 column, then you must either replace one of your 
other Rank 1 skills (returning its marker to your Skill Bank) 
or ignore the new skill; in either case, you gain 1 Destiny as 
compensation for not increasing your total number of skills.

If you gain a skill that you already possess, increase that 
skill’s rank by moving its Skill Marker to the next column on 
your Player Board, if there is room. If there is no room in the 
next column (or if the skill is already at the maximum rank 
of 6), then you do not move the Skill Marker forward but 
receive 1 Destiny as compensation.

In the example at right, Dame Enid 
receives a reward of 1 Wilderness 
Skill of her choice and 1 Martial 
Skill of her choice. Enid doesn’t have 
any Wilderness Skills yet, so she 
chooses “Nature Lore” and adds it 
to her +1 column. Since Enid already 
has 2 Martial Skills (“Mounted” 
and “Sword & Shield”), she decides 
to increase one of her existing skills 
rather than learn a new one. She 
moves her Mounted Skill Marker 
from the +1 column on her Player 
Board to the +2 column.

Gaining Status Cards: Whenever you gain a Status Card, 
remove it from your Status Deck and place it face up on 
the table in front of you. You then place one of your Status 
Markers on the “0” space on the Status Card. That status is 
now active. See “Status Cards” on page 11 for more details.

Gaining Ranks of Renown: When you gain a Rank 
of Renown (Divinity, Romance, or Villainy), move your 
corresponding Renown Token one space down on the 
Renown Track (to the next higher number). If you have 
already achieved Rank 6 in that type of renown, then receive 1 
Destiny instead.

WHAT IS ROMANCE?

Romance in Tales of the Arthurian Knights reflects 
a variety of qualities, including romantic love. But the 
notion of romance also extends to knightly comradery 
and devotion to the ideals of the Round Table. You may 
therefore receive (or lose) Ranks of Romance for any or 
all of these reasons.

BECOMING A VILLAIN

Tales of the Arthurian Knights encourages you to 
develop the character of your choice. Feel free to walk the 
dark path of villainy, but be aware that some of the folks 
you encounter will treat you differently, especially if they 
catch you in the midst of committing a nefarious deed! 

Gaining Treasures: Whenever you gain a treasure, draw 
the top card of the Treasure Deck and place it face up on 
the table in front of you. If you are instructed to receive a 
specific treasure, search the Treasure Deck and its discard 
pile for that treasure, then shuffle the deck afterwards. If 
another player already possesses that treasure, draw a random 
Treasure Card instead.

Gaining Story Tokens: Story Tokens represent events that 
may impact your knight later in the game. They are awarded 
under a variety of circumstances, so follow the narrative 
instructions carefully when you receive one. In the extremely 
rare circumstance that two knights receive the same Story 
Token, each knight is considered to possess that token.

Gaining Movement: Many encounters reward a knight 
with extra movement on the Map. This bonus movement 
is always optional. Unless this movement is restricted to 
Land (using the gold land lines) or Sea (using the blue sea 
lines), the knight can move freely. When you finish this 
extra movement, your turn ends immediately; do not have 
an encounter in your new space unless the text specifies 
otherwise.
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discomfort, and neither brother is the 
wiser for your deception. [Gain Destiny 
= 1 + Location # | 2 Ranks of Villainy | 
Lose 1 Rank of Divinity]

Cunning (Failure): You and your 
opponents ante up, then each of you 
rolls fi ve dice into a personal cup. The 
contents of each cup can be seen only by 
the roller, so you each bet and bluff  about 
your scores. When Mordred correctly 
challenges one of your bluff s, you attempt 
some sleight-of-hand to substitute a 
diff erent dice cup that you had preset and 
concealed for just such an eventuality. 
Unfortunately, you bungle the maneuver, 
and your two dice cups tumble onto the 
table at the same time. “Cheater!” Mordred 
bellows, whereupon Agravain deals you 
a hard-handed blow across the face that 
knocks you out of your chair. You rise 
unsteadily to your feet and slink away 
from the feast in abject humiliation. [Gain 
Cunning | Become Scorned]

18251825
You turn aside from the portal. [Gain 
Wisdom]

18261826
You follow the stream away from the city 
to where it passes a forbidding crevice. 
Nearby are local signs warning of a “Troll 
Cave.” As you study the cave, you are 
startled by a spurt of green liquid that 
gushes from the crevice and into the 
stream. The stench is odious, but soon the 
strange torrent ceases. A few minutes later, 
another gush of hideous green fl uid rushes 
out to befoul the stream.

You may use Nature Lore to purify the 
stream, or you may use Wisdom to fi nd a 
divine solution.

Nature Lore ( 4  + Location #): You 
fi nd a nearby tree with long branches 
whose leaves are used by apothecaries 
to treat unnatural diseases. You tie down 
several branches so that they dip deeply 
into the stream as it fl ows to the city. The 
next time the brackish fl uid enters the 
stream, the ooze dissipates when it passes 
the bent branches. The stream will now 
be pure when it reaches the city, and you 
will be hailed by the townspeople as their 
savior! [Gain Destiny = 2 + Location # 
| 1 Wilderness Skill of your choice | 
2 Ranks of Divinity]

Nature Lore (Failure): You place several 
rocks near the stream in the hope of 
diverting the oozing liquid away from the 
fl owing brook, but the green bursts spill 

forth too erratically for you to predict. 
Before you can try something new, you 
begin feeling ill from the stench of the foul 
liquid, forcing you to retreat from the area. 
[Gain Endure Hardship]

Wisdom ( 5 ): You realize that the troll’s 
foul emissions are a sign of the evil that 
besets the land in the absence of the Holy 
Grail. You take your sword and scratch 
a symbol of the Grail into the largest 
stone near the entrance of the cavern. The 
image of the Grail glows faintly, and you 
hear a terrible hissing noise from within 
the cave, followed by silence. From this 
point forward, you sense that the green 
liquid will no longer spill from the unholy 
crevice. [Gain 3 Destiny | 1 Spiritual 
Skill of your choice | 2 Ranks of 
Divinity]

Wisdom (Failure): You say some prayers 
before the cave entrance. You feel a divine 
presence nearby, but then it fades. You 
are unable to fi nd the right words to end 
the curse besetting the town, but you feel 
closer to fi nding the Holy Grail for having 
tried. [Gain 1 Rank of Divinity]

18271827
“My friend,” you say, “no forgiveness is 
necessary, for I have met few knights 
during my adventures who bring me such 
joy. I wish you would stay longer and 
ride beside me, for I would return your 
entertainment with such diversions as 
I can off er.”

“I am not easily won over,” admits Sir 
Dinadan, “for I never dally as such, 
content as I am with my own company. 
But perhaps you may win me over if your 
charm is equal to your desire.” [Gain 
1 Rank of Romance | Become Smitten]

18281828
“By the Great Abyss, you’re a feisty one!” 
the hag laughs. “But what sort of work are 
you suited for, I wonder?”

You must use your ranks in Villainy to 
determine the task assigned to you by the 
hag.

Villainy (4 Ranks or higher): “O yes, 
you’ve a grim spirit and that’s no mistake,” 
muses the hag. “I gladly bestow upon you 
the power of death this day. Go forth and 
greet every villager you see. For the next 
hour, every person you embrace will die in 
an instant!” And so you spend the darkest 
hour of your life murdering whoever 
crosses your path, and your name spreads 
through the land like hellfi re. [Gain 

4 Destiny | Warfare | Magic | Hunting 
| 1 Rank of Villainy | Lose all Ranks of 
Divinity | Become a Pariah]

Villainy (2 - 3 Ranks): “I daresay 
you’ve dipped your toes into the waters 
of iniquity before, my friend,” declares 
the hag. “Let’s see if we can’t give you 
a full dunking! I give you the power to 
walk through walls for one hour. Go and 
steal everything of value from the town. 
Leave them penniless to rebuild aft er 
I wreak my destruction upon ‘em!” And 
so you spend the next hour robbing the 
villagers of their most treasured heirlooms. 
[Gain 2 Destiny | 1 Rank of Villainy | 
1 Treasure | Lose 2 Ranks of Divinity | 
Become Covetous]

Villainy (0 - 1 Ranks): “My word, how I 
love to corrupt the pure of heart!” exclaims 
the hag. “Let’s give you a simple task, shall 
we? Merely walk through the town and 
spread the gift  of disease to all whom you 
meet. How will you do so, you ask? Why, 
‘tis simple: you’ll be covered in leprous 
sores yourself!” She cackles long and loud 
before fi nally sending you on your way. 
[Gain 1 Rank of Villainy | Lose 2 Ranks 
of Divinity | Become Plague-ridden]

18291829
If you have no Skill Ranks in either 
Nature Lore or Wisdom, turn 
immediately to 1928. Otherwise, 
continue reading below.

Aft er taking a few steps forward, you 
ascertain that the rooster’s head is 
exceptionally large, equal in size to that 
of a horse. Hearing the approach of your 
clanking armor, the creature snaps its head 
in your direction, but you have already 
averted your eyes and lift ed your shield. 
Your studies thankfully alerted you to the 
fact that this is a cockatrice, a creature 
with the head of a rooster and the body 
of a dragon. The fi end’s eyes can petrify 
anyone who meets its gaze. You swift ly 
draw back and consider ways to dispatch 
the fi end without looking directly at it.

You may use Hunting to attack the 
creature guardedly, or you may use 
Wisdom to draw upon your knowledge 
for a solution.

Hunting ( 3  + Location #): You catch 
a rat in a snare, then smear its fur with 
an herbal toxin. You slowly approach 
the cockatrice with your shield raised to 
protect your vision. You listen carefully 
for the creature to fl ap its leathery wings 
as a warning. When it crows in defi ance, 
you hurl the rat in its direction. You hear 
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SPECIAL ENCOUNTERS
If you participate in a special activity on a Quest Card or 
Status Card, or if you visit the location associated with one 
of your face up Location Cards, then this is considered a 
special encounter. This special encounter replaces the normal 
standard encounter you would have on your turn.

Unlike standard encounters, you may have a special 
encounter even if you didn’t move to a new location during 
your Movement Phase. You can even have the same special 
encounter on consecutive turns, if the encounter remains 
available to you.

Resolving a Special Encounter
Resolving a special encounter involves a similar resolution 
process to what is described above for a standard encounter. 
You often need to equal or exceed a resolution number using 
one of your skills or your ranks in renown, but in many cases 
you will know the required resolution number ahead  
of time.

ENCOUNTERS AT CAMELOT

You cannot have a standard encounter at Camelot. As a 
special encounter at Camelot, you may draw 1 Advanced 
Quest Card, but only if you have completed your Starting 
Quest. 

If you have drawn the Camelot Location Card, that 
unlocks a different special encounter available only  
to you.

STATUS CARDS
Rewards that bestow Status Cards 
begin with the term “become” 
and end with the status name 
in italics. For example, “Become 
Beast Form” means that you gain the 
“Beast Form” Status Card. When 
you gain a Status Card, remove it 
from your Status Deck and place 
it face up on the table in front of 
you. Afterwards, place one of your 
Status Markers on the “0” space 
on the Status Card (see right). The 
status is now considered active. 

Only remove Status Cards when the Marker actually moves 
off the last number, even if the Status seems to no longer be 
affecting you. Note: The cards in the Status Deck are kept in 
alphabetical order; you can use the card number located at the 
bottom of the card to help facilitate this.

The following special rules apply to Status Cards:

•	 Some Status Cards feature an asterisk (*) 
symbol in the top circle (see right). These 
Status Cards never expire, so there is no 
need to place a Status Marker on them.

•	 If you receive a status that you already possess, simply move 
the Status Marker back to the “0” space at the top of the 
corresponding card. The effects of the card do not increase.

•	 If two or more Status Cards contradict each other, then the 
player suffering the Status Cards decides which effect to 
follow. 

For example, the “Enraged” status forces you to choose the 
“attack” option whenever possible, while the “Covetous” status 
forces you to choose the “steal” option. If you possess both of these 
statuses at the same time and are given the simultaneous options to 
“attack” or “steal,” then you may choose either option.

Exception: If a status requires you to roll more than 1 die 
and choose the lowest result, always roll the highest number 
of dice specified on your cards. 

For example, the “Accursed” Status requires you to roll 2 dice and 
choose the lowest result. The “Beast Form” Status requires you to 
roll 3 dice when using a Courtly Skill and choose the lowest result. 
If you possess both of these Statuses when using a Courtly Skill, 
you must roll 3 dice and choose the lowest result.

•	 Some rewards allow you to “lose” or discard statuses early. 
When this happens, you immediately return each lost or 
discarded Status Card to your Status Deck. For example, 
“Lose Unhorsed” ends the “Unhorsed” status early.

•	 If you have multiple active Status Cards, you may choose 
the order in which to move the markers during the Status 
Phase. (It usually doesn’t matter.) 
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QUESTS
As you wander the world in search of adventure, you will be 
called upon to complete difficult tasks in exchange for hearty 
rewards. Unlike most encounters, a knight knows what is 
necessary to complete a quest before facing its perils.

During set up, each knight draws a Starting Quest, 
representing a task assigned to your knight. Later, you 
will draw and pursue Advanced Quests, which are more 
challenging than Starting Quests, but also more rewarding.

DRAWING A QUEST CARD
When you draw a Quest Card (including your Starting 
Quest), place it face up on the table and read it aloud so all 
other players know what you are trying to accomplish. Follow 
the quest’s Set Up instructions to place one or more of your 
Quest Markers on the Map (see "Placing Quest Markers," 
right). That Quest Card is now considered active.

You should always have at least one active Quest Card. If you 
ever find yourself without an active Quest card, immediately 
draw an Advanced Quest Card.

You can't have more than 2 active Quest Cards. If you already 
have 2 active Quest Cards when you draw a new one, you 
must either discard one of your active Quest Cards (along 
with any Quest Markers corresponding to it), or discard the 
newly drawn Quest card. 

PLACING QUEST MARKERS
Each player has two sets of Quest Markers, labeled 1 
and 2. When placing Quest Markers on the Map, use the 
Quest 1 Markers to identify your first quest and the 
Quest 2 Markers to identify your second quest. Always 
place one Quest Marker on top of the Quest Card itself to 
identify the quest as your first or second quest, and then 
place the matching Quest Markers on the Map to mark the 
locations associated with that quest. Sometimes you will 
place your own Quest Markers, and sometimes your rival 
knights will place them.

RIVALS PLACING QUEST MARKERS

Sometimes a quest will specify that you must choose 
another player to place your Quest Markers on the Map. 
The chosen player will probably place your markers in a 
difficult location, especially if you are winning the game. 
Playgroups who prefer not to make these choices for each 
other during competitive games can instead use the Solo/
Co-op Region Deck for these purposes (see page 16).
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Place the markers according to the limitations listed on the 
card, as well as the following restrictions:
•	 A Quest Marker cannot be placed on Camelot, a Place 

of Power, or a Sea space unless the quest specifically 
calls for it.

•	 Current Region at Sea: If the active knight is located 
on a Sea space when a Quest Marker must be placed 
in that knight’s “current region,” then place the Quest 
Marker in the region closest to the knight’s Sea location. 
The player placing the Quest Marker may choose the 
target region if more than one is equidistant.

COMPLETING A  
STARTING QUEST
Your Starting Quest requires you to visit one or more 
locations, experiencing a standard encounter at each one. 
Regardless of whether you succeed or fail at the encounter, 
remove the corresponding Quest Marker from the map. 
When you remove your Starting Quest’s last marker, you 
have completed that quest. Receive the rewards listed on the 
card, place the card face down on the table in front of you, 
and draw a new Quest Card from the Advanced Quest  
Deck (red).

COMPLETING AN  
ADVANCED QUEST
Completing an Advanced Quest usually involves a special 
encounter, although a few of them require standard 
encounters instead; read the instructions carefully to 
determine how to complete your quest. 

When you complete an Advanced Quest, your reader visits 
the passage number indicated on the card to describe the 
outcome and your rewards. Afterwards, place the Quest Card 
face down on the table in front of you. If this was your only 
active (face-up) quest, you then draw a new Advanced  
Quest Card. Note: If you complete an Advanced Quest and 
still have an active quest remaining, do not draw a new quest  
at this time.

Quest Level: Each Advanced Quest features a Quest Level 
ranging from 1 - 3 (see below). Quest Level indicates a quest’s 
relative difficulty, as well as the strength of its rewards. 
Players may use this to determine if the quest is worth 
pursuing at the present time.

FAILING A QUEST
If you fail an attempt to complete 
a quest during your turn, place 
one of your “+” Quest Markers on 
that Quest Card. If you attempt 
that Quest again on a future turn, 
you may add +1 to your total for 
each of your “+” tokens on that 
card. Once you finally succeed at 
that Quest, remove all your “+” 
Quest Markers from that quest. 
If you run out of these markers, 
you may substitute other tokens 
as needed.
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When you refuse to abandon her, she 
weeps soft ly. “I am Branwen, a princess 
of Cambria who dutifully wed an Irish 
king,” she says. “Throughout my marriage, 
I knew only sorrow, for a dispute between 
my brother and my husband led to the 
deaths of everyone I hold dear. It began 
when my royal husband forced me to 
work in the kitchens of my own palace 
as punishment for a crime that I did 
not commit, and eventually led to my 
husband, in a fi t of rage, casting my son 
Gwern into the fi re. Wars were fought, and 
thousands laid in the earth, for my sake, 
though I wanted none of it. Now I am lost, 
with no home, no kin, and no purpose. At 
sundown, I shall cast myself into this river 
so that the world may be rid of me and my 
troubles at last.”

You may seek to allay the queen’s grief (1059).

* You may court the queen (1362).

You may leave the queen to her sorrows and 
continue on your way (1547).

11161116
Aft er adventuring through the vast lands 
of King Arthur, you are welcomed with 
open arms by the people who dwell at your 
fi nal destination. They prepare a feast in 
your honor, eating and drinking with you 
merrily till the hour grows passing late. 
You are then escorted to a magnifi cent bed 
and dream of your many triumphs. [Gain 
4 Destiny | 2 diff erent Skills of your 
choice | 2 Ranks of Renown]

11171117
The fool leads you to where the sons of 
his deceased master prepare for battle. 
As you approach, you hear each of the 
young men whipping his followers into a 
frenzy. Each of the twins contends that 
the other one allowed their father to die 
in order to secure his inheritance early, 
and, moreover, to deprive his counterpart 
of his rightful share of the familial lands. 
Understanding that their fi ght is based 
upon grief, you ponder how to stop them 
from battling each other.

You may use Warfare to attack them 
both with your own retainers so that the 
brothers will have to band together, or you 
may use Honor to convince the brothers 
to end their dispute. 

Warfare ( 2  + Location #): You nod to 
the fool, then charge towards the brothers 
and their followers. Your retainers swing 
around to fl ank the two cohorts, driving 
them towards one another. Startled, the 
brothers and their forces rally together 

to fi ght you. You signal to your retainers, 
and they withdraw from the battlefi eld. 
The brothers, satisfi ed that they have 
safeguarded their father’s estate, embrace 
one another heartily as they realize that 
their familial home is all the better for 
having the two of them to defend it. As 
you depart, the fool smiles in thanks and 
promises to include you in his tales. [Gain 
Destiny = Location # | 1 Martial Skill 
of your choice | Become Esteemed]

Warfare (Failure): You and your 
retainers charge at the two men, who 
command their followers to defend 
them. In the confusion, the two brothers’ 
entourages swing at each other as much 
as at you, and when the dust clears, one 
of the twins has fallen from his horse. The 
other twin helps him up and acknowledges 
the folly of their dispute. The fallen one 
nods weakly; his injuries, though not fatal, 
will likely prevent him from performing 
his duties. The brothers then angrily arrest 
you and cast you into their dungeon. 
[Gain Warfare | Become Imprisoned]

Honor ( 4 ): You approach the brothers 
with the fool behind you. “My lords, 
you know that your father would not 
desire such violence,” you say. “I propose 
another way to resolve your dispute. This 
wise fool will tell a story, and the one 
who best learns from his wit will keep 
the castle.” Encouraged by the chance to 
establish their rights without bloodshed, 
the twins agree to the contest. The fool 
tells a lengthy story about a talking beast, 
and at the end, the brothers off er their 
interpretations. They both come to the 
same conclusion, that the tale was a lesson 
in familial duty and cooperation. Moments 
later, the twins laugh and embrace one 
another. “Good knight, you and the fool 
have demonstrated the error of our ways,” 
says one. “Take this gift  in exchange for 
your service in our reconciliation.” [Gain 
2 Destiny | 1 Courtly Skill of your 
choice | 1 Treasure]

Honor (Failure): “Cease your struggle, 
good sirs!” you cry. “Your grief has 
clouded your judgment, for neither of you 
is guilty of your father’s death or of any 
act of deceit.” The brothers shout at you as 
well as at each other. In attempting to calm 
them, you have only reignited the details 
of their argument. The fool collapses, 
disappointed by your failure. [Gain 
Diplomacy]

11181118
You have adventured by land and sea in 
your relentless pursuit of wisdom. On a 
small island not recorded on any maps, 
you fi nd a temple containing a single book 

that recounts all of your recent exploits. 
As you close the book, you refl ect upon 
the meaning of your adventures in a way 
that brings you deep enlightenment. [Gain 
4 Destiny | 2 diff erent Skills of your 
choice | 2 Ranks of Renown]

11191119
“I wish you had simply asked me for aid, 
Brother Joseph,” you say. “Please help 
yourself to whatever you need.” Brother 
Joseph is overjoyed by your generosity 
and promises to put your charity to good 
use. Before departing, he off ers prayers 
of thanksgiving and calls down blessings 
upon you. [Gain 1 Destiny | 2 Ranks 
of Divinity | Become Blessed | Lose 
2 Ranks of Villainy | Lose 1 Treasure]

11201120
You come upon a makeshift  campsite 
inhabited by a noble lady wearing a 
thick veil, accompanied only by her 
gentlewoman. When you off er your 
assistance, the lady in waiting identifi es 
herself as Bragwaine, the servant of Queen 
Isolde of Cornwall, who is fl eeing the 
tyranny of her husband, King Mark. At 
this, the other lady removes her veil, and 
your heart shudders at her beauty. As you 
stare into Queen Isolde’s eyes, you know 
that in all your wanderings, you have never 
seen a woman of such grace and charm. 

You may off er to help Isolde escape King Mark 
(1019).

* You may pledge your love to Isolde in the hope 
that you may court her (1925).

You may ignore the queen’s plight and continue 
on your way (2006).

11211121
You agree to keep Eliezer’s secret and 
help his knights seize victory against the 
brigands.

You may use Warfare to help organize the 
knights’ assault, or you may use Cunning 
to infi ltrate the brigands’ camp and steal 
their weapons.

Warfare ( 3  + Location #): “We have 
surprise on our side,” says Eliezer. “It 
would be wise to take full advantage of 
that.” You agree and advise Sir Letron 
that his company should surround the 
encampment at daybreak and attack from 
all sides. Sir Letron consents, and at the 
break of dawn, with the camp surrounded, 
you close in on the brigands. The outlaws 
are ill prepared for the attack and fi nd 
themselves swift ly overwhelmed. With 
the villains vanquished, the knights thank 
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END OF THE AGE
At the end of Rounds 4, 8, and 12, the current Age ends. 
Read the appropriate entry below to determine your next 
steps. Note: Destiny and other rewards distributed at the end 
of each Age are summarized on the Player Boards, as well as 
in the “End of Age Reward Summary” at right. 

End of Age 1: If you’re playing 
a Quick (1-Age) Game, skip to 
“End of the Game” at right. If 
playing 2 or 3 Ages, discard the 
Age 1 Card and place the Age 2 
Card in its place. Read the passage 
listed at the top of the Age 2 Card 
(passage 2000) aloud and have 
each player follow its instructions, 
including receiving Destiny (see 
“End of Age Reward Summary” 
at right). Experienced players can 
choose to read only the bold text 
to speed the process. Afterwards, move the Round Token to 
Round 5 and resume play with the first player.

End of Age 2: If you’re playing an 
Intermediate (2-Age) Game, skip 
to “End of the Game” at right. If 
playing a Full Game, discard the 
Age 2 Card and place the Age 3 
Card in its place. Read the passage 
listed at the top of the Age 3 Card 
(passage 3000) aloud and have 
each player follow its instructions, 
including receiving Destiny (see 
“End of Age Reward Summary” 
at right). Experienced players can 
choose to read only the bold text 
to speed the process. Afterwards, move the Round Token to 
Round 9 and resume play with the first player.

End of Age 3: During a 
competitive game, each knight 
who still possesses a “Call to 
Arms” Card may choose to play the 
card to take an extra turn, using 
the normal turn order. Afterwards, 
proceed directly to the Epilogue 
(see “End of the Game” at right).

END OF THE GAME
At the end of the Age you designated for your game to finish, 
read the Epilogue at the end of the Book of Tales and assign 
final Destiny rewards as specified in that section. At the end 
of a competitive game:

•	 The knight with the most Destiny Points wins. 

•	 If tied, the tied player with the most face-down 
completed Quest Cards wins.

END OF AGE  
REWARD SUMMARY
End of Age 1: At the end of Age 1, every Knight scores 
Destiny equal to their highest Skill Rank OR their highest 
Rank of Renown. In addition, every Knight draws 1 
Advanced Quest Card, then gains 1 Skill of their choice. 

End of Age 2: At the end of Age 2, every Knight scores 
Destiny equal to the number of individual skills they 
possess that are Rank 3 or higher plus the number of 
types of renown they possess that are Rank 3 or higher. 
In addition, every Knight draws 1 Advanced Quest Card, 
gains 1 Skill of their choice, and takes 1 “Call to Arms” Card 
(see below).

End of the Game: Every Knight who ends the game in 
Camelot scores 3 Destiny. Then, every Knight in the game 
scores Destiny equal to their highest Rank of Renown. 
Next, every Knight scores Destiny equal to their highest 
Skill Rank OR the number of skills they possess that are 
Rank 2 or higher. Lastly, Knights who have achieved Rank 6 
in one or more types of renown may be entitled to an 
additional 3 Destiny, as described in the Epilogue.
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GRAND QUEST VARIANT
Players who wish to add an extra element of Arthurian 
story and interaction to their competitive and cooperative 
games may add Grand Quests to their games. Compared 
to normal quests, Grand Quests represent large-scale tasks 
completed incrementally, allowing multiple knights to 
contribute toward their completion. If the Grand Quest is 
fully completed, each participating knight receives a Grand 
Reward. Note: Grand Quests are not intended for solo play.

SET UP CHANGES
Replace Step 15 in the normal Set Up with the following steps:

15.	 a) Age 1 Grand Quest: Shuffle the Age 1 Grand Quest 
Cards (gold), draw 1 at random, and place the card face up 
beside the Map. Place the Age 1 Grand Quest Markers 
(gold crown) onto the Map as specified by the Grand 
Quest Card (placing extra markers for 3 - 4 players as 
indicated). Return the unselected Age 1 Grand Quest 
Cards to the box.

15.	 b) Age 2 & 3 Grand Quests: Shuffle the Age 2 Grand 
Quest Cards (red) and Age 3 Grand Quest Cards (blue) 
separately, draw 1 card at random from each Age without 
revealing them, and then place the selected cards face 
down in a row beside the Age 1 Grand Quest Card. 
Return the unselected Age 2 and Age 3 Grand Quest 
Cards to the box without looking at them. Place the Age 2 
and Age 3 Grand Quest Markers to the side for now.

COMPLETING GRAND QUESTS
To participate in a Grand Quest, your knight must be at 
a location with a Grand Quest Marker and engage in the 
special encounter listed on the Grand Quest Card. If you 
succeed at the special encounter, you receive the listed 
reward. You also remove the associated Grand Quest 
Marker from the Map and place it in front of you on the 
table; no other knight may participate in the Grand Quest at 
that location. 

If you fail your attempt to complete one stage of a Grand 
Quest, place one of your “+” Quest Markers on the 
corresponding Grand Quest Card, just as you would with 
other quests. The “+” Quest Marker adds +1 to your future 
attempts to complete that Grand Quest, whether at the same 
or at a different location. If you later succeed at that Grand 
Quest, remove all of your "+" Quest Markers from that quest.

If any knight removes a Grand Quest's final marker from the 
Map, that Grand Quest is fully completed. Every knight who 
earned at least one Grand Quest Marker from that quest 
receives the specified Grand Reward. (You don’t earn extra for 
having more than 1 Grand Quest Marker.) Afterwards, remove 
the Grand Quest Card from the game.

ADDING NEW GRAND QUESTS 
(AGE 2 & 3)
At the start of Age 2, flip the Age 2 Grand Quest face up and 
place its corresponding Quest Markers on the Map. 

•	 Leave the Age 1 Grand Quest Card in play. Players may 
still participate in the Age 1 Grand Quest until the end of 
Age 2.

At the start of Age 3, flip the Age 3 Grand Quest face up 
and place its corresponding Quest Markers on the Map.
•	 Discard the Age 1 Grand Quest Card if it is still in play 

and remove any remaining Age 1 Grand Quest Markers 
from the board. This quest can no longer be completed. 
Grand Quest Markers already earned by the players are 
kept, though no Grand Reward can be earned. 

•	 Leave the Age 2 Grand Quest Card in play. Players may 
still participate in the Age 2 Grand Quest until the end of 
the game.

FINAL SCORING: 
COMPETITIVE TIE-BREAKER
At the end of a competitive game, if there is a tie for the 
highest Destiny score, the tied knight with the most Grand 
Quest Markers wins the game. If still tied, the tied player with 
the most face-down completed Quest Cards wins.
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As instructed by the “Paragons of the Realm” Grand Quest 
(above), one of the Golden Age Quest Markers is placed  
beside Paris.

AGE 1 AGE 2 AGE 3



SOLO / COOPERATIVE PLAY
To play Tales of the Arthurian Knights as either a solo 
game or a multi-player cooperative game, follow the 
additional instructions below. Note: All solo/co-op games 
must be played through all 3 Ages.

SET UP CHANGES
1.	 Destiny Pool: Create a pool of Destiny Tokens beside 

the Map. The size of this pool depends on your chosen 
game difficulty, as shown in the chart below. Set all 
remaining Destiny Tokens aside to form a reserve, to 
be used only if the pool is exhausted (see "Using the 
Destiny Pool," below).

# OF PLAYERS Squire Knight Champion

SOLO 35 45 50

2 PLAYER CO-OP 67 86 96

3 PLAYER CO-OP 98 125 140

4 PLAYER CO-OP 126 162 180

2.	 Solo / Co-op Region Deck: Keep the Solo/Co-op 
Region Deck face up in a stack nearby (see "Solo/Co-
op Region Deck" at right).

3.	 Solo Turn Reference Token: If you are playing solo, 
place the Solo Turn Reference Token on top of your 
Player Board so that it covers the normal Player Turn 
reference area. Otherwise, return this token to the box.

USING THE DESTINY POOL
All Destiny earned during the game, and all Destiny placed 
on active Location cards, is drawn from the Destiny Pool 
created during set up. Exhausting this pool is a requirement 
for victory (see "Determining Victory," right).

When the Destiny Pool is empty, draw all future Destiny 
Tokens from the reserve. Keep all Destiny earned from the 
reserve in a separate pile from your other Destiny Tokens so 
you can determine your Final Score (see right).

 

END OF THE SOLO/
COOPERATIVE GAME
At the end of Round 12, perform the following steps in 

order:

1.	 Move any Destiny Tokens on face up Location Cards to 
the Destiny Pool.

2.	 Go to the Epilogue at the end of the Book of Tales and 
assign final Destiny rewards as specified in that section. 

Determining Victory: After scoring all Destiny rewards 
in the Epilogue, check to see if any tokens remain in the 
Destiny Pool. If the pool is empty, you have won the game. If 
any tokens remain in the Destiny Pool, you have lost.

Final Score: If you win the game, your Final Score is equal 
to the number of Destiny Points you collected from the 
reserve (even if that number is zero). 

SOLO/CO-OP REGION DECK
Some situations, such as placing Quest Markers or making 
narrative decisions while affected by certain Status Cards, 
require you to designate another player to make a choice for 
you. During solo or cooperative play, these decisions are 
instead handled by the Solo/Co-op Region Deck, which 
includes seven cards (one for each region on the Map).

Whenever the game directs you to have another player make 
a decision, follow the instructions below to determine the 
outcome. Note: Competitive players may choose to use the 
Solo/Co-Op Region Deck if they prefer not to make these 
sorts of decisions for one another. 
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MAKING DECISIONS WHEN 
LOST, ENSORCELLED, OR MAD
Whenever one of these Status Cards directs you to have 
another player make a decision for you, first find the Solo/
Co-op Region Card matching your current region. Then 
follow the appropriate instructions below:

•	 Lost: Roll the die and consult the table on that card to 
determine the direction to move your knight; this can 
include movement to or from Sea spaces. When in doubt, 
choose the destination that best approximates movement 
in the indicated direction. If more than one location 
seems appropriate, you (the active knight) may choose 
which option to use.

•	 Ensorcelled or Mad: Roll the die and obey the result 
given by the table on that card. For the “Mad” status, if 
the passage offers the choice to use a type of renown, 
treat that renown type as if it were one of the skill choices 
when making this roll. If affected by contradictory 
status effects (such as “Enraged” and “Ensorcelled”), you 
must choose which status affects you before you roll to 
determine the result.

PLACING QUEST MARKERS
Whenever directed to have another player make decisions for 
you in the placement of Quest Markers, follow these steps 
instead.

1. Select the Region Card
Find the entry below that matches the situation you face, then 
follow the instructions to determine which card to use from 
the Solo/Co-Op Region Deck. Note: If you are on a Sea 
space, see "Current Region at Sea" on page 13 to determine 
your current region. 

•	 Rival chooses a region, and then you choose a 
location in that region: If another player is directed 
to choose a region, shuffle the deck and draw a random 
card. If it matches your current region, draw another 
card instead. Afterwards, place your Quest Marker on a 
location of your choice in that region. (Do not proceed to 
the next step.)

•	 Rival chooses any location on the map: If another 
player is directed to choose any location on the Map (or 
any location of a specific terrain type), shuffle the deck 
and draw a card at random. If it matches your current 
region, draw another card instead. Then proceed to 
"Determine the Location" at right to place your Quest 
Marker.

•	 Rival chooses any 2 locations: If another player is 
directed to choose two locations, shuffle the deck and 
draw two different cards at random, redrawing until 
neither card matches your current region. Then proceed 
to "Determine the Location" below, using each card 
separately to place a Quest Marker.

•	 You or game text chooses region: If you (not another 
player) are allowed to choose a specific region, or if 
the instructions refer to a specific region (such as 
your current region), select the card matching that 
region instead of drawing randomly. Then proceed to 
"Determine the Location" below.

2. Determine the Location
After drawing (or selecting) the appropriate Solo/Co-Op 
Region Card, place your Quest Marker(s) by using the entry 
below that best matches the directions. If this results in more 
than one eligible space, you (the active knight) may choose 
the space from among the eligible locations.

•	 Rival chooses a City: If another player is directed to 
place the marker on a City, roll the die and consult the 
City table on your card. Place the marker on that City 
space.

•	 Rival chooses another specific terrain: If another 
player is directed to place the marker on a specific terrain 
type (other than City), roll the die and consult the City 
table on your card. Place the marker on the location 
closest to the indicated City that matches the correct 
terrain type (including a Sea space, if required). 

•	 Rival chooses any space: If another player is directed to 
choose any location on the map or in the region, first roll 
the die and consult the Terrain table on your card. (If the 
card specifically instructs you to determine a non-City 
location, keep rolling until you get a non-City result.) 
Afterwards, roll the die and consult the City table. Place 
the marker on the location closest to the indicated City 
that matches the terrain type you rolled.
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PRONUNCIATION GUIDE
Many of the character and place names in Tales of the Arthurian Knights may prove difficult to pronounce for a modern 
audience. Players should feel free to sound out the names and pronounce them however they wish with no fear of shame for 
elocutionary inaccuracy. But for those players who wish to pronounce everything as faithfully as possible, we present this 
Pronunciation Guide for your use and enjoyment. Note: “aa” = “a” as in “cat” (e.g., “caat”)

Abinors: AA-bih-nors
Afanc: AH-vahnk
Agloval: AA-glow-vayl
Agravain: AA-grah-vayn
Áine: AWN-yuh
Ainslie: AYN-slee
Alain: ah-LAHN
Alisander de Orphelin: aa-li-
SAHN-der deh ORE-feh-lin
Aloysius: aa-loe-ISH-us
Amide: aa-MEED
Annwyn: AHN-win
Arawn: ah-RAWN
Argonauts: AHR-go-nahts
Arimathea: aa-rih-mah-THEE-ah
Arne: AHRN
Aspidochelone: aas-pih-DOE-sheh-
lone
Aubri: AW-bree
Azrael: AAZ-ray-el
Bademagus: ba-duh-MAY-gus
Balan/Balin: BAY-lihn
Basil: BAA-zihl
Beaumont: boe-MAHN
Bedegraine: BEH-deh-grayn
Bedivere: BEH-dih-veer
Benoye: behn-OY
Bernlad: BURN-lad
Berwyn: BEHR-win
Biffle von Gifflestein: BIH-ful von 
GIH-ful-stine
Bjorn: BYORN
Blamore: BLAY-more
Blanchefleur: BLAHN-cheh-floor
Bleoberis: blee-OH-beh-riss
Blondel de Nesle: BLAHN-del de 
NELL
Bonnacon: BAH-neh-kahn
Borre: BOAR
Bors: BOARZ
Boudica: BOO-dih-kuh
Boudwin: BAHD-win
Bradamante: brah-dah-MAHN-tay
Bragwaine: brag-WAYN
Brandegoris: braan-deh-GORE-ihs
Brandiles: BRAAN-dih-lees
Breunor: BROO-nehr
Brocéliande: BRAW-seh-lee-ahnd
Bullard: BULL-uhrd
Byanne: BYE-ann
Caer Glow: KIE-ehr GLOE
Callanish: KAA-lih-nish
Callum: KAA-luhm
Cameliard: KAA-mehl-yard
Camlann: KAAM-lihn
Canguin: KAAN-gwin
Capall: KAH-pahl
Caradoc: KAA-ruh-dahk
Caradog: KAA-ruh-dahg
Catoblepas: kaa-toe-BLAY-pahs

Cerys: KEH-riss
Chanart: Sha-NART
Ciaran: KEER-uhn
Clariance: KLAA-ree-ahnts
Clarrisant: klaa-riss-AHNT
Claudas: KLAW-dus
Claudin: KLAW-din
Cliges: KLEE-zhess
Clorinda: klore-IHN-dah
Colgrevance: KOLE-greh-vahnts
Conchobar mac Nessa: KRAW-fore 
mac NESS-ah
Connla: KAHN-luh
Corbenic: kore-BEH-nick
Cormac: KORE-mahk
Corraich: KORE-ick
Chthonic: THAH-nick
Cruithne: KRUIN-ya
Culhoch: KILL-hock
Custennin: kuh-STEH-nihn
Dagonet: DAA-go-nay
Dahut: dah-HUT
Dillus Farfog: DIH-luhs FAHR-fahg
Dinas: DIH-nahs
Dinadan: DIN-uh-din
Dindrane: DIN-drayn
Dodinas: DAH-dih-nuhs
Don Cuailung: don COOL-nya
Dunstan: DUHN-stihn
Ector: EHK-tore
Efa: EH-vah
Elfreda: ehl-FRAY-duh
Eliavres: eh-lee-AHV-res
Eliezer: eh-lee-AY-zer
Enbarr: ehn-BARE
Enid: EE-nihd
Enoch: EE-nahk
Esclamor: ESS-clah-more
Esmerée: ESS-meh-ray
Estrangor: ess-traan-GORE
Ettard: EH-tard
Evadeam: EH-vah-deem
Evalach: eh-VAAL-uk
Falaise: fa-LAYSS
Fedelmid: FAY-dehl-mihd
Fenice: Feh-NEE-cheh
Floree: flaw-RAY
Fomorian: foe-mawr-EE-uhn
Fuego: FWAY-go
Gahalatine: gaa-HAA-lah-teen
Gaheris: gah-HEH-riss
Galahad: GAA-lah-haad
Galeholt: GAA-leh-holt
Galeshin: guh-LOE-shin
Garaunt: GAA-rawnt
Gawain: gah-WAYN or GOW-in
Giramphiel: ghih-RAAM-fee-ehl
Glatisant: GLAA-tih-sunt
Gliten: GLIH-tehn
Gloriana: glore-ee-AH-nah

Gogmaog: GAHG-mah-gahg
Goreu: gore-AY
Gorlois: gore-LWAH
Gornemant: gore-neh-MAHN
Gradlon: GRAAD-lone
Grimwald: GRIHM-wahld
Gringamore: GRIN-gah-more
Guinevere: GWIN-eh-veer
Guingomar: GHEE-oh-mahr
Guivret: geev-RAY
Guvernal: GOO-vehr-nuhl
Hamish: HAY-mish
Helin: hay-LEEN
Hengist: HEHN-ghist
Heracles: HEHR-ah-klees
Horsa: HORE-suh
Hurrian: HUR-ee-un
Igraine: ih-GRAYN
Isolde: ih-ZOLE-duh
Kaia: KIE-ah
Kanahins: KAA-nuh-hinz
Killaraus: KIHL-uhr-owss
Lambegus: LAAM-beh-ghuss
Lamorak: LAA-moe-rak
Lancelot: LAWN-seh-laht
Laudine: LAW-din
Leanan Sidhe: lay-AA-nuhn SHEE
Leodegrance: lee-OH-duh-grants
Llywelyn: shah-WEH-linh
Logres: LOE-grehss
Lothar: LOE-tar
Lovel: LUH-vuhl
Lynette: lih-NET
Lyonesse: LIE-oh-ness
Mador: MAA-dore
Maeve: MAYV
Mag Tuired: maag TOO-rehd
Maledisant: mah-lay-dee-ZAHN
Manannán Mac Lir: mah-nah-
NAHN mahk LEER
Marabrond: MAA-ruh-brahnd
Margon: MAHR-guhn
Marhaus: MAHR-howss
McCriven: mih-CRIH-vehn
Meleagant: MEH-lih-gunt
Meliot: MEH-lee-eht
Melora: meh-LORE-uh
Methuselah: meh-THOO-sehl-uh
Mordred: MORE-drehd
Morganor: MORE-gah-nore
Morgause: MORE-gows
Nascien: NAA-see-ehn
Nephilim: neh-FIHL-uhm
Niall: NIE-uhl
Nimue: NIM-oo-eh
Norgales: nor-GAHL-iss
Oberon: OH-beh-ron
Olcán: UHL-kuhn
Ossaise: oh-SEHZ
Osric: AHZ-rik

Owain: OH-inh
Palomides: paa-loe-MEE-dess
Pellam: PEHL-ahm
Pelleas: PEH-lee-ahs
Pellinore: PEH-lih-nore
Pendragon: PEN-draa-gun
Percival: PURR-sih-vuhl
Peris: PEH-ris
Perseus: PER-see-us
Phariance: FAA-ree-ahnts
Philomena: fih-luh-MEE-nuh
Piers: PEERZ
Pinel: PEE-nell
Priamus: PREE-ah-muhss
Prydwen: PREHD-wihn
Pucelle: PYOO-sell
Ragnelle: RAY-nell
Razilic: RAA-zill-ik
Rhys: REESS
Rhongomyniad: rahn-go-MIHN-
yahd
Rience: ree-ENTS
Ronan: ROE-nuhn
Safir: suh-FEER
Sagramore: SAAG-rah-more
Samhain: SOW-ihn
Sarras: SAA-raass
Saxon Brae: SAAK-sahn BRAY
Scathach: SKAH-hahk
Segwarides: sehg-WAYR-ih-dees
Seraide: seh-REHD
Sidhe: SHEE
Siofra: SHEE-frah
Symon: SIE-mahn
Taliesin: tah-lee-EH-sin
Taneborc: TAA-neh-bork
Tathan: TAA-thihn
Theseus: THEES-ee-us
Thiton: THIE-ton
Tholomes: TAH-lah-meez
Tintagel: tihn-TAA-jehl
Titania: Tih-TAH-nyah
Torch Troyth: tork TROYTH
Totnes: TAHT-nehss
Toutatis: too-tah-TEESS
Tristan: TRIH-stihn
Tuatha Dé Danaan: too-AH-thah 
day dah-NAHN
Tyfid: TIE-fid
Unseelie: uhn-SAYL-ya
Urien: YOO-ree-ehn
Uther: OO-thur
Vagor: VAY-gore
Vortigern: VORE-tih-guhrn
Wodan: WOE-dahn
Ys: EESS
Ysave: ee-SAHV
Ysbaddaden: iss-bah-DAH-dehn
Ysgithyrayn: iss-GITH-eh-royn
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QUICK START GUIDE
Use this guide to get playing right away, using the rulebook for 
reference as needed.

Goal: Achieve the highest Destiny score by traveling across the 
map to engage in wondrous encounters and complete quests. Earn 
Renown, improve your Skills, and discover Treasures to increase 
your chance of success and victory.

QUICK SET UP
1.	 Map: Place the Map in the center of the play area, and place 

the Round Marker on the "1" space of the Round Track.

2.	 Knight Selection: Each player takes a Player Board and all 
matching tokens and markers.

3.	 Skills & Statuses: Each player takes a set of 27 Status 
Cards, 6 Status Markers, and a set of 12 Skill Markers. 

4.	 Starting Skills: Assign your knight’s starting Skills as 
shown in the sidebar below, placing each Skill Marker in the 
“+1” column on your Player Board.

5.	 Renown Tracker: Place each player’s Romance, Divinity, 
and Villainy tokens on the "0" spaces on the Renown Tracker.

6.	 Build Encounter Deck: Remove all Location Cards from 
the Encounter Deck. Randomly select Location Cards 
equal to the number of players plus 1, and add these to the 
Encounter Deck. Then shuffle the Encounter Deck and place 
it near the Map.

7.	 Other Decks: Shuffle each other deck (Features, Treasures, 
Quests, Starting Quests) separately and place them near the 
Map.

8.	 Starting Quests: Deal 1 Starting Quest to each player. 
Read these aloud and place Quest Markers on the Map as 
directed.

9.	 Age Card: Place the Age 1 card faceup beside the Map.

10.	 Game Duration (Competitive only): If playing 
competitively, decide the length of your game (1, 2, or 3 
Ages). Solo and cooperative games always use all 3 Ages.

FIRST GAME: SKILL MARKERS
Since players will be unfamiliar with the Skills during their first 
game, feel free to assign Starting Skills based on the personalities of 
the knights from the legends, as shown below. 

•	 Bradamante: Warfare | Magic | Diplomacy 

•	 Enid: Mounted | Wisdom | Endure Hardship 

•	 Gawain: Warfare | Cunning | Honor 

•	 Galahad: Mounted | Piety | Wisdom 

•	 Lancelot: Sword & Shield | Diplomacy | Honor 

•	 Palomides: Mounted | Nature Lore | Hunting 

•	 Percival: Sword & Shield | Piety | Nature Lore 

•	 Tristan: Sword & Shield | Hunting | Endure Hardship

FIRST PLAYER AND GAME START
Randomly determine the first player and give that player the First 
Player token. The First Player opens the Book of Tales and reads 
paragraph 1000. Afterwards, the First Player begins the first turn.

TAKING YOUR FIRST TURN
At the start of your first turn, place your Knight Standee on 
Camelot. Then follow these phases in order.

1.	 Book of Tales: Pass the Book of Tales to the player on 
your left. That player reads all entries during your turn. See 
"Reading the Book of Tales" on page 9 for more instructions.

2.	 Status Phase: At the start of the game, you have no active 
Status cards, so you may skip this phase during your first 
turn. 

MOVING STATUS TOKENS
On later turns, move the Status Token on each of your active 
Status Cards down 1 space. When a token moves off the last 
number on a card, return that card to your deck. You are no 
longer affected by that status. See "Status Cards" on page 11 for 
more details.

3.	 Movement Phase: Move your Knight Standee up to 3 
spaces on the Map, using the gold lines (land) and/or blue 
lines (sea).

RENOWN AND MOVEMENT LIMIT
On later turns, use your position on the Renown Track to 
determine your movement limit, as described on page 6.

4.	 Encounter Phase: In most cases, after you move you will 
have a standard encounter. To resolve a standard encounter, 
draw a card from the Encounter Deck and use it to determine 
a 4-digit number. This corresponds to a passage in the 
Book of Tales, to be read by the player holding that book. 
After resolving the encounter and applying its rewards (see 
"Reading the Book of Tales" on page 9), your turn is over.

Certain cards offer the option to have a special encounter 
in place of a standard encounter. Instead of drawing an 
Encounter Card, use the instructions on the card to resolve 
your encounter.

RESOLVING STANDARD ENCOUNTERS
See "Encounter Cards" on page 8 for more details.

•	 If you draw a Character Card (with a two-digit number in the 
upper right), also draw a Feature Card and overlap the cards to 
create the 4-digit passage number.

•	 If you draw a Milieu Card (with a column of two-digit 
numbers along the left edge), place it on the current Age card 
and reference the terrain type of your current space to create 
the 4-digit passage number.

•	 If you draw a Location Card, use the 4-digit passage number 
in the upper left of the card.
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