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T he book you hold is a fantasy roleplaying
game based on the award winning novels by
Jack Vance. If you have not read these fine

works, then we recommend that you do so; you will
enjoy this game a lot more as a result. However, you will
find a handy resume of the three books (Suldrun’s Garden,
The Green Pearl, andMadouc) starting on page 12.
Hopefully, it won’t be necessary to describe what a
roleplaying game is; they have been around for such a
long time that most people should be familiar with the
concept. But, if you are new to the hobby, we have
provided a quick introduction to roleplaying games on
page 7. You can also find some excellent online
examples of roleplaying games in action on both
YouTube and Twitch. The most well known is Critical
Role, and it is a very entertaining example of how
roleplaying games work. However, everyone has
different styles and approaches, so Critical Role is just one
example among many.

Organisation
Lyonesse comprises of 17 chapters, arranged as follows:

1. Introduction (which you now read). This also
includes an overview of how roleplaying games work.

2. The Lyonesse Saga. A resume of each book in the
trilogy. Handy if one has not read the books, or if one
needs a refresher in the story and its chief characters.

3. History of the Elder Isles. An overview of the long
history of the archipelago known as the Elder Isles. If
you have read the Lyonesse stories already and do not
need a refresher, then you can skip the Lyonesse saga
chapter and start here.

4. The Ten Kingdoms. This chapter details each of
the kingdoms important to the Lyonesse saga. It offers
information on each kingdom’s geography, history,
people, politics, and culture. Each entry contains many
ideas and suggestions for plot seeds when planning
adventures set in Lyonesse, and includes a number of
characters and events created specially for this game.

5. Society & Religion. Here, more detail about the
society of the Elder Isles is discussed. It helps illustrate
the nature of the islands and highlights some of the
peculiarities of culture, attitudes, and religion.

6. Character Creation. How to create a character for
adventuring in Lyonesse is dealt with in this chapter. It is
the first section that contains game rules, and if you are
eager to start creating an Elder Isles character, then by
all means start here, and refer to other chapters as
needed.

7. Skills. This chapter expands on how skills work in
the game, and explains what each skill covers and what
it does in game terms. It’s an important chapter, and
includes game information that is used in subsequent
chapters, especially in relation to Combat and Magic.



8. Passions, Oaths, & Luck. This chapter deals with
things characters feel very strongly about• – whether
these are personal motivations or causes they have
sworn to uphold or defeat. They are an important part
of Lyonesse characters, and work in a similar way to
Skills, but also have some unique qualities. It also
describes how Luck Points work in the game

9. Economics. Here is where you will find information
on how money works in the Lyonesse game, the
currencies used, and details on equipment, arms,
armour, and many other necessities.

10. Towns, Villages, and Feasts. Here you will find
rules for creating unique and quirky towns and villages
of the kind frequently described throughout the Lyonesse
stories. You will also find the Vancian Meal Generator,
which is specially designed to replicate the kinds of
feasts regularly described in the Lyonesse saga (and are a
noted feature of many other stories by Jack Vance).

11. Game System. This chapter offers a number of
different rules for a wide variety of circumstances and
situations (what happens if one is thrown from a high
window, for example; or how the Lyonesse game
measures time. The rules here cover most eventualities,
or suggest a way of handling something unique that
crops up during play.

12. Combat. Characters in the stories often find
themselves in perilous situations, where they have to
fight for their lives: whether it’s battling a hungry ogre
of the Forest of Tantrevalles, engaging in a joust at one
of King Casmir’s tournaments, or crossing swords with
a murderous Ska brigand in the moorland of North
Ulfland. This chapter shows you how combat in the
Lyonesse game works, and offers tips and tricks on how to
survive it. The Combat chapter makes frequent referral
to both the Skills and Game System chapters, so it is
worth having read both of these beforehand.

13. Magic. Magic is very important to the Lyonesse story.
While very few characters can actually work magic, it
suffuses the very fabric of the Elder Isles and drives
many of the plots and intrigues found in the stories. The
game does allow Magician and Fairy characters, and so
this chapter describes how magic works in the game,
and provides all the rules needed for Fairy Magic and
Sandestin Magic, along with rules for Magical Items
and treasures. It’s a very long chapter, but contains a
wealth of information and inspiration.

14. Bestiary. The Elder Isles are filled with all manner

of creatures, and this chapter provides game statistics
for the most common and interesting.

15. Other Worlds. Ours is not the only dimension:
there are many others adjacent to this plane of
existence, and in the Lyonesse stories, several are visited
by the heroes and villains of the saga. This chapter
explores the nature of these Other dimensions, and
offers rules for creating unique planes of reality for use
in Lyonesse games.

16. Heroes and Villains. This chapter provides game
statistics and descriptions for many of the key
personalities from the Lyonesse stories. These are people
the player characters may encounter, and so it is helpful
to know what King Casmir’s Insight skill is, or just what
spells Shimrod has to hand. And of course, players may
want to play some of these characters, retelling the
stories of the Lyonesse saga, perhaps with different
outcomes.

17. Notes for Games Masters. This final chapter
provides the Games Master with help and advice on
running successful Lyonesse adventures and campaigns. It
contains tips and suggestions for creating the right
atmosphere, and insights on the game mechanics that
will help Games Masters get the most from the rules.

Lyonesse Overview
The epic tale of Lyonesse is told over the course of three
books: Suldrun’s Garden, The Green Pearl, and Madouc. Each
novel covers a period of several years, and by the saga’s
conclusion we have followed some characters from birth
to death. It is set in an unnamed era of history,
ostensibly around the 5th Century or so, but is also
deliberately anachronistic, in a similar vein to that other
epic of English fantasy, The Once and Future King, and
even touches on similar themes.
The saga chronicles the ambitions of King Casmir of
Lyonesse. His connivances and casual cruelties are the
catalysts for the many events recounted across the three
novels. Casmir’s actions trigger several wars between
neighbouring kingdoms, sometimes intentionally and
sometimes accidentally. Throughout, Casmir’s chief
opponent is the island kingdom of Troicinet and its
king, Aillas. The saga follows Aillas’ beginnings as a
callow nobleman, out of his depth in seas of intrigue
(quite literally), through his passionate love for first,
Suldrun, and later, Glyneth; his imprisonment, slavery,
escape and eventual rise to a position of power that
directly challenges Casmir’s own ambitions.
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The series also follows many other characters whose
stories intersect with those of Casmir and Aillas. Chief
among these are Shimrod, a man born of strange
magic; Suldrun, Casmir’s tragic daughter; Dhrun,
Suldrun and Aillas’ son; Glyneth, a young girl Dhrun
befriends (and who becomes Aillas’ lover and wife); and
Madouc, a changeling who is born of faerie. Many
others orbit these spheres, and one comes to understand
Lyonesse through these characters, their motives and

passions, their many trials and
tribulations, and their
individual and collective
tragedies.
Yet the series also manages
to include a parallel tale
focused on the magicians of
the world. Shimrod has been
mentioned, but he is only one
practitioner of magic whose
story unfolds steadily across
the trilogy. Vance also gives us
Melancthe, a woman of
exquisite beauty but bereft of
true humanity, and Faude
Carfilhiot, a creature born of
magic like Shimrod and
Melancthe, but the epitome of
cold sadism. Their stories
twist and turn across the saga,
acting as metaphysical
counterpoints to the human
tales they punctuate. And then
there are the askance tales of
Murgen, Desmëi and
Tamurello, magicians of such
great power that they have the
ability to create entire worlds
and are akin to gods.
Thus, Lyonesse gives us a
sweeping tale on three
separate levels, ranging from
the base ambitions and drives
of humans, through the
strange compulsions of
Shimrod, Melancthe and
Carfilhiot, and up to the
dreadful magics of the true
sorcerers. And if this wasn’t
enough, Lyonesse gives us
knights, battles, whimsical
humour, broad comedy, clever
schemes and cons, faeries,

goblins, ogres and trolls, curses, trans-dimensional
travel, humanoid constructs that are representations of
metaphysical ideals and, to gift-wrap it all, an extremely
good revenge story.
A more detailed account of each book follows in the
next chapter.
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What Are Fantasy
Roleplaying
Games?
Fantasy roleplaying games first emerged in the 1970s,
when Dungeons & Dragons paved the way for a brand new
type of game, and created an entire industry that has
had a massive effect on many other media, including
video games and collectible card games. We hope that
most people are familiar with the fact that roleplaying
games are not like traditional board or card games, in
that they are usually collaborative, involve the players
adopting different roles, and have no victory conditions
or, even, a set end-point. However, many people may be
only vaguely familiar with these kinds of games, and so
here we present a compromise of sorts: a general
introduction that explains and illustrates certain
common concepts, themes, generalities and a few
specifics of roleplaying games, but leave the reader to
research such things as detailed play examples, tutorials,
dramatic representations of game sessions and so forth.
A roleplaying game (or RPG) is an interactive way of
telling fabulous stories. Traditional stories are usually
imparted; there is a storyteller, and there are those
listening to the story. The storyteller usually proceeds
from start to finish, beginning at the beginning, ending
at the end, and, occasionally, straying into greater or
lesser digressions depending on the story, its characters
and a variety of other contingencies. Now and again the
listener might ask questions and, if the storyteller has
the patience, they might be answered. One party talks,
the other listens, the story is told.
In a roleplaying game, the story is not so much told as
consensually explored. While there is certainly a
storyteller (often referred to as the Games Master,
Referee, Storyteller, Narrator, or some such), he or she
is responsible for setting the scene, outlining what and
who is present, and then, working with the listeners
(who are the other players in the game), to move the
story forward through a series of questions, answers,
clarifications, decisions, dice rolls (of which more later)
and conclusions that have the effect of involving the
listeners – who are now participants – in the very fabric
of the tale. While the storyteller remains the storyteller
– aloof and all-knowing–the listeners (or players, as we
shall now refer to them), assume the roles of the
characters appearing in the story. It might go something
like this:

Storyteller: You are a group of itinerant entertainers
with a variety of different talents and specialities who
make their living travelling from village to village and
town to town bringing joy and wonder to the drab lives
of the citizens of Lyonesse. Occasionally, you right
wrongs, correct injustices, or pursue interesting
adventures or enterprises, depending on where you
happen to be.

Player 1: My character is a juggler and cutpurse.
Where do we happen to be at this moment?

Storyteller: A good question! You are camped at the
village of Lower Dudgeon, a small village in the
kingdom of Lyonesse, where, in a day or so’s time, the
Dudgeon Fair will commence, a joint celebration
involving the villages of Lower and High Dudgeon.
There is money to be made, and the intense rivalry
between the two Dudgeons guarantees all sorts of
opportunities for the entrepreneurial.

The Storyteller shows the players the location of Lower Dudgeon
on a sketch map she’s prepared for the purpose.

Player 2: Have we been here before?

Storyteller: No, this is your first visit.

Player 3: So we do not really know what to expect. Is
there a chance that we might have picked up some
rumours about the fair on our previous travels? (The
other players agree volubly, and look at the storyteller
with great expectancy.)

Storyteller: Another good question; let us find out…

Let’s pause to analyze what is going on. First of all, the storyteller
has introduced the setting (the fair at Low Dudgeon), what the
players are doing there (travelling entertainers, earning an honest
crust), and what opportunities might exist (a brace of rival villages,
who are no doubt deviously competitive). The players have asked a
series of questions to clarify where they are and, more importantly,
what they know of the place. Now, the storyteller could give them
quite a straightforward answer, revealing everything there is to
know about the fair, but the reality is, the best stories are those that
reveal things gradually, with the characters discovering new
information based on a combination of what they know, who they
talk to, and what they do. So, instead of the storyteller doing this:

Storyteller: You know that for the past 18 years High Dudgeon
has won every contest, from cake baking to tug-of-war, and Low
Dudgeon has reached a point of resentment bordering on the
murderous.

She does this:

7
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Storyteller: Make a Folk Lore skill roll for your
character please, and tell me the result.

Player 3 reaches for his dice, rolls them, consults the
result, and declares:

Player 3: A success! I roll 24 which is well within my
skill of 38%.

(The other players congratulate Player 3 heartily, and one of them
even tops-up his half empty glass with something rather nice to
drink. Player 3 glows with pride.)

Storyteller: Ah, then you have heard from several
sources that High Dudgeon has had a quite remarkable
winning streak in the various contests staged at the fair.

It is worth a further pause to again examine what has just
happened. First, instead of telling the players all about High
Dudgeon’s remarkable prowess at the annual fair (the whole story
actually revolves around it), the storyteller invited Player 3 to
actively participate in the story, and use a particular technique
known as a ‘skill roll’ to determine what he – or more accurately,
his character – really does know. Skill rolls are described later, and
for now it is enough to know that the skill roll was a success,
indicating to the storyteller that she can impart a certain amount of
information, because it is something that Player 3’s character has
heard from others. The story continues.

Player 2: We’ve been camped near Low Dudgeon for
a day or so? (The storyteller nods confirmation.) Very well, I
want to find out how the good people of Low Dudgeon
feel about High Dudgeon’s recent victories. (The other
players murmur their agreement).

Storyteller: Very well; how do you go about it?

Player 2: I spend an evening drinking in the local
tavern.

Player 1: While I wander around the village just
listening to gossip.

Player 3: I too spend an evening at the local tavern, but
I’m either joining a game of cards or dice, or getting one
started. I may learn more that way.

Storyteller: I see. Then, from Player 2 I would like an
Influence skill roll. From Player 1, a Streetwise skill roll.
Oh, you don’t have Streetwise? Then a Perception roll
instead, but at a penalty of Hard. And you Player 3, join
a game of cards. Make a Gambling skill roll.

(Dice are duly rattled across the table and results noted. Player 1
fails in his attempt at a Hard Perception roll, and learns nothing.

The other players though, are more successful).

Storyteller: Well, after a fruitful evening in the Wailing
Badger tavern, Player 2 has overheard more than a few
people grumbling about High Dudgeon’s run of
success. In fact, many are quite upset about it. Player 3,
your new friends at the card table have told you that
High Dudgeon is suspected of using magic to cheat its
way to victory. Not only that, but you managed to win
yourself 10 silvers through skillful play.

There is much conferring among the players, who ask the storyteller
a few more questions. Speaking for all them, Player 1 finally
articulates the plan.

Player 1: We share Low Dudgeon’s suspicion of foul
play. We intend to do two things over the course of the
next few days. First, complete our usual preparations for
the show at the fair. Second, we will all be alert for any
suspicious activity among the visitors from High
Dudgeon. Third, we want to find out if there are any
wizards, sorcerers or other forms of magician known to
visit High Dudgeon at about this time of year. Is that
possible…?

The storyteller cogitates on this for a few moments, and agrees it is.
And play continues in this vein as the three entertainers investigate
possible shenanigans in and around High Dudgeon’s contestants.

As you can see, a story is being told here, but not in the
conventional manner: everyone participates. The
storyteller sets the scene while the players contribute to
it, question it, interact, and, through a mixture of
cooperation, discussion with the storyteller, and
resolving some activities that could have a variety of
outcomes through dice rolls against skills, progress
through the story together. The story develops in
unexpected ways. The storyteller occasionally has to
improvise, look at some notes she has made in advance,
and sometimes provide an adjudication regarding
something the players want to do but lack the means to
do so. No one knows how the story will end (oh, the
storyteller might have an idea, but there is no guarantee,
such is the extent to which the players influence and
drive events), but everyone has considerable fun finding
out.
A roleplaying game is therefore a combination of
story, collaborative theatre, and a game that involves
rules and dice. It is a unique and thoroughly satisfying
social experience that can produce some wonderful
stories that are remembered for years to come. The
players are the heroes of the tale – and sometimes the
villains – while the storyteller takes on the roles of those
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the players might meet or encounter, including everyday
people, creatures of magic or power, and monsters from
myth and legend.
Mention has been made of dice, rules, characters, and
skill rolls. More on each is now necessary.

Dice
Lyonesse uses several polyhedral dice: 4, 6, 8, 10, 12 and
20-sided. These wondrous objects form a set and can be
purchased from reputable game stores individually or as
a collection, or bought online – or emulated in dice-
rolling apps or online websites. They are used in
resolving many game activities, such as (and most
commonly) skill rolls, but also to discover things such as
how much damage being stabbed with a dagger might
incur, or where on the body such a stab wound might be
experienced. Throughout this book, the type of dice to
use (meaning the number of sides it has) is indicated
thus: d4 for 4-sided dice, d6 for 6- sided
dice, and so on. A number
before the ‘d’ – 3d6 for
example – indicates how
many of that die to roll. A
number following the
amount of dice – 3d6+2
for instance – indicates
that, having roll 3 six sided
dice, 2 should be added to
the result (or subtracted, if a
minus sign).
One form of dice roll is used
more frequently than others.
This is the Percentile Dice
roll, also known as a d% or
1d100 roll. Here, two 10-
sided dice are rolled together
with one being designated as as the
Tens result, and the other the Units. Dice of different
colours are a good idea, or using a special tens die,
marked from 00 to 90. A 10-sided die is marked from 0-
9 rather than 1-10, with the 0 being read either as zero
(when used as a tens die) or 10 (when used as a units die.

Rounding of Numbers and Results
On some occasions you will be required to divide
numbers – typically the rating in a skill (such as for
determining a critical success, which is 1/10th of the
skill’s value). Whenever a division result creates a
fraction, always round up to the whole number. So, for
instance, 1/10th of 64% is 6.4; this is rounded up to 7.

Rules
This book contains all the rules needed for playing the
Lyonesse roleplaying game. Most of the rules are really
just explanations on how to resolve different kinds of
activities, such as skills, but some rules are more specific
in their application, and prescribe a sequence of actions,
outcomes, modifications, and consequences. Combat is
a good example: if the characters (more on these below)
come to blows with scoundrels, monsters or, the gods
forbid, each other, then the effects of combat are
measured and applied quite carefully, both to reflect it’s
violent nature, but also to allow for tactical variations
and different degrees of outcome. Magic is another
good example where the rules are a series of mechanics
that help adjudicate specific effects – in this case, the
working of spells and cantrips to change to nature of
reality temporarily to achieve a goal or some form of
advantage. Magic is powerful, and there needs to be
some method of adjudicating its effects in consistent,
repeatable ways. In fact, this is really what the rules of

the game do; allow many different things to
be done in consistent and repeatable
ways that are fair and understood by
all participants in the game. Players
and their characters use some rules,
but the storyteller – or Games
Master – will probably use most of
them. It isn’t necessary, or even

desirable, to know all the rules by
heart, but it is a certainty that
some rules will soon become
second nature, and comfort that
most situations one might face have
some form of rule or mechanism in
these pages that can be applied either
directly or tweaked slightly to reach a
satisfactory outcome for all.

Characters
In this section we have referred to players, and made
direct reference to Players 1, 2 and 3, earlier. Now, while
it is certainly true that they are players, they are also
controlling a character. Their character is their alter-
ego in the game; someone quite different from
themselves, with a different personality, history,
profession, and thus set of skills and breadth of
knowledge. This is where the roleplaying in roleplaying
game comes from. Players are playing a role and not
being a direct participant. Thus, John, who is generally
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meek, peace loving and rather frugal in real life is, in
Lyonesse, Thuva Vignes, a feared mercenary of
Skaghane known for his extravagance with money. One
of the first things Lyonesse players will do is create a
character, using the rules in the Character Creation
(page 149) to do so. Through this character, and using
their unique skills and abilities, the players explore
Lyonesse as their alter-egos. While playing the game the
players are, for a short time, the characters they have
created; living, breathing individuals who, the more they
explore, will develop along with the story, improving
their skills, learning new things (such as magic perhaps),
and perhaps even becoming warlords, leaders, and
rulers of entire kingdoms. Such is the beauty of
roleplaying games!

Skill Rolls
While these are explained in much more detail later in
Skills chapter, we have made mention of them a few
times already, and so it is worth explaining them a little
more here. Consider this the first of the game rules
you’ll become familiar with. Every character has a
collection of skills at values ranging between 1 and 100
(or even higher).
If you are called on to roll against a skill, take 2 ten
sided dice of different colours (often known as d100)
and roll the dice together. One colour represents the
tens result, and the other represents the units: a roll of 4
on one dice and 3 on the other would therefore
represent ‘43’. Compare this with the number for the
skill you are using.

• If the result is equal to, or below your Chance,
then your skill attempt is a success.

• If the result is higher than your Chance, then
your attempt failed.

• If your result is equal to or less than 1/10th of your
skill value (a result of 06 for s skill value of 60%,
say) then your attempt to use the skill was not only
successful, but gives you some extra advantage too:
this is known as a Critical Success. The Games
Master will tell you what the advantage is,
depending on the skill and the circumstances.

• If you roll 99 or 00 when you roll, then your skill
attempt has failed badly, and is known as a
Fumble. The Games Master will let you know
what might happen.

Thus, the higher the value of the skill, the easier it is to
succeed when using it, reflecting experience, training,
competence and natural talent. It is also easy to see how
good your character is compared with others, or to
assess the chances of success and thus decide whether or
not to undertake a foolhardy or reckless action. With
Gambling 75%, as in the case of Player 3 earlier, we
know he’s a reasonably good gambler, only failing on a
Gambling roll 25% of the time. With a Deceit 28%
though, Player 3 is also a somewhat lousy liar who likely
has trouble maintaining a stony countenance when
surveying his hand of cards.
Skill Rolls – seeing if the character succeeds or fails at
something – are by far the most common dice rolls
made in the game, and are also the key way of
measuring advancement of the character. Skills improve
over time, and players decide which skills to improve at
various points determined by the Games Master or
storyteller, giving them continued flexibility over their
character’s involvement in the story.
Sometimes the Games Master might apply a modifier
to a skill’s value (such as the Hard modifier mentioned
earlier), and this reflects certain conditions that might
make skill use more difficult or challenging. Similarly,
when rolling the dice, both players and Games Master
may roll especially well or spectacularly poorly,
indicating either great fortune or dire failure. These
modifiers and different degrees of success are all
explored in requisite detail in the Skills chapter, starting
on page 194.

Essential Materials for
Playing the Game
Aside from the aforementioned dice, the following are
very useful items to have:

• Pencils and erasers

• Copies of pre-printed character sheets – one for
each player, and perhaps a spare in case of
accidents

• Paper or notebooks for recording important
information, sketching impromptu maps, and so
forth

• A copy of this book

• A wipe board and suitable dry erase markers

• Tokens to represent certain elements of game play
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(Action and Luck Points chiefly) – several for each
player. Poker chips are ideal.

• A table large enough for all, but not so large as to
create unacceptable distance

• Snacks and drinks, to keep oneself fortified during
intense stretches of gameplay

• Figurines or miniatures that can be used to
represent the characters, and any opposition they
may face (although this is far from essential)

• Friends who are interested in creating a
collaborative story (utterly essential)

Should We Have Read
Lyonesse?
It is undeniable that having read some or all of the
Lyonesse series will confer a number of advantages, and
so is highly recommended. It is not, however,
mandatory or essential. In fact, one may enjoy the game
more by approaching the magical world of Lyonesse from
a state of blissful ignorance. This book should provide
you with all the information you need to successfully
experience one of Jack Vance’s finest creations –
although we sincerely hope that everyone will be
encouraged to either read this superlative trilogy for the
first time, or reread it for the umpteenth.
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