
“d20 System” and the “d20 System” logo are trademarks owned by Wizards of the Coast and are

used according to the terms of the d20 System License. A copy of this license can be found at

www.wizards.com. Dungeons & Dragons® and Wizards of the Coast® are registered trademarks

of Wizards of the Coast, and are used with permission.

This book is published under the Open Game License. All Open Game Content is identified by a

dragon icon.

Penumbra is the trademark of Trident, Inc., d/b/a Atlas Games, for its line of d20 fantasy roleplay-

ing game supplements. Atlas Games and “Charting New Realms of Imagination” are trademarks of

John Nephew, used under license. The Atlas Games logo is a trademark of John Nephew and

Trident, Inc., d/b/a Atlas Games.

Copyright 2004 Trident, Inc., d/b/a Atlas Games. Reproduction of non-Open Game Conetnet from

this work by any means without written permission from the publisher, exc ept for short excerpts for

thee purposes of reviews, is expressly prohibited.

Public domain artworks originally appeared in these sources:

Doré, Gustave. Doré’s Illustrations for “Idylls of the King.” New York: Dover

Publications, Inc., 1995.

Guizot, François Pierre Guillaume. A Popular History of France. Vol. I and II. Trans. Robert Black.

New York: H. A. Bolles and Company, 1869.

Horne, Charles F., ed. Great Men and Famous Women. Vol I, II, III, and V. New York: Selmarltess

Publishing, 1894.

Kate, Maggie, ed. Ready-to-Use Medieval Illustrations. Dover Clip-Art Series. Mineola, New York:

Dover Publications, Inc., 1999.

Maskell, William, ed. Ivories Ancient and Medieval. South Kensington Museum Art Handbooks

No. 2. New York: Scribner, Welford, and Armstrong, 1877.

Pyle, Howard. The Story of the Grail and the Passing of Arthur. New York: Charles

Scribner’s Sons, 1913.

Quennell, C. H. B. and Marjorie Quennell. A History of Everyday Things in England. Vol. I and II.

New York: Charles Scribner’s Sons, 1918.

This is a work of fiction. Any resemblance to actual events or persons, living or dead, is purely coin-

cidental.

885 Pierce Butler Route • St.  Paul, MN 55104
info@atlas-games.com • www.atlas-games.com

FIRST PRINTING • FEBRUARY 2004

ISBN 1-58978-044-2

The following text is the property of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights
Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trade-
mark owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material including deriv-
ative works and translations (including into other computer lan-
guages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c)
"Distribute" means to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute; (d)"Open Game
Content" means the game mechanic and includes the methods, pro-
cedures, processes and routines to the extent such content does not
embody the Product Identity and is an enhancement over the prior
art and any additional content clearly identified as Open Game
Content by the Contributor, and means any work covered by this
License, including translations and derivative works under copyright
law, but specifically excludes Product Identity. (e) "Product Identity"
means product and product line names, logos and identifying marks
including trade dress; artifacts; creatures characters; stories, storylines,
plots, thematic elements, dialogue, incidents, language, artwork, sym-
bols, designs, depictions, likenesses, formats, poses, concepts, themes
and graphic, photographic and other visual or audio representations;
names and descriptions of characters, spells, enchantments, personal-
ities, teams, personas, likenesses and special abilities; places, locations,
environments, creatures, equipment, magical or supernatural abilities
or effects, logos, symbols, or graphic designs; and any other trade-
mark or registered trademark clearly identified as Product identity by
the owner of the Product Identity, and which specifically excludes the
Open Game Content; (f) "Trademark" means the logos, names, mark,
sign, motto, designs that are used by a Contributor to identify itself or
its products or the associated products contributed to the Open Game
License by the Contributor (g) "Use", "Used" or "Using" means to use,
Distribute, copy, edit, format, modify, translate and otherwise create
Derivative Material of Open Game Content. (h) "You" or "Your"
means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only
be Used under and in terms of this License. You must affix such a
notice to any Open Game Content that you Use. No terms may be
added to or subtracted from this License except as described by the
License itself. No other terms or conditions may be applied to any

Open Game Content distributed using this License.

3.Offer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-
free, non-exclusive license with the exact terms of this License to Use,
the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copy-
ing, modifying or distributing, and You must add the title, the copy-
right date, and the copyright holder's name to the COPYRIGHT
NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly
licensed in another, independent Agreement with the owner of each
element of that Product Identity. You agree not to indicate compati-
bility or co-adaptability with any Trademark or Registered
Trademark in conjunction with a work containing Open Game
Content except as expressly licensed in another, independent
Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content
does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game
Content shall retain all rights, title and interest in and to that Product
Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distributing
are Open Game Content.

9. Updating the License: Wizards or its designated Agents may pub-
lish updated versions of this License. You may use any authorized ver-
sion of this License to copy, modify and distribute any Open Game
Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You
have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any
of the terms of this License with respect to some or all of the Open
Game Content due to statute, judicial order, or governmental regula-
tion then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail
to comply with all terms herein and fail to cure such breach within 30
days of becoming aware of the breach. All sublicenses shall survive the
termination of this License.

14. Reformation: If any provision of this License is held to be unen-
forceable, such provision shall be reformed only to the extent neces-
sary to make it enforceable.
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CHARACTER CONCEPTS

Valorous knights are not all the same. While all of
them focus on honorable physical combat, different
knights have different fighting styles, different pre-
ferred enemies, and different preferred battles. In
addition, not every knight devotes his life to the ideals
of valor, even among those who rank it highly
amongst the virtues. This section provides some char-
acter concepts to serve as a springboard for your
imagination. These concepts are not mutually exclu-
sive, in most cases, although conflicting requirements
make some combinations difficult.

STYLES OF FIGHTING

All valorous knights fight fairly and honorably, as that
is essential to valor. However, there are still many
choices. It’s possible to be valorous without buckling
on plate armor and swinging a sword.

UNTOUCHABLE KNIGHT

This knight concentrates on avoiding damage in battle. 

∞A high Dexterity is good for his Armor
Class bonus, and the knight should

consider his type of armor carefully. For exam-
ple, if the knight has a Dexterity of 16 or high-
er, half-plate gives him a worse Armor Class
than a breastplate does. If his Dexterity is 26 or
higher (due to magical enhancement), leather
armor is as good as full plate. Dodge and
Combat Expertise are good feats to take, and
he should certainly use a shield.

FAST-KILL KNIGHT

Like the untouchable knight, this knight relies on his
quickness in battle.

∞Fast killers need a high Dexterity to act
quickly in combat, and Improved

Initiative and Combat Reflexes are both good
feats to take. On the other hand, he also wants
to kill opponents quickly, so a high Strength
and the feats Power Attack, Cleave, and Great
Cleave are also useful. Taking Two-Weapon
Fighting is also a possibility, as this gives more
attacks and thus more chance of dealing dam-
age. Rangers pursuing this style should certain-
ly use two weapons. High Spot and Listen
skills, and the Alertness feat, also help the
knight to avoid being taken by surprise. Of
course, valorous knights never take their oppo-
nents by surprise.

ONE-MAN ARMY

While it’s not valorous for a knight to fight individuals
who are much weaker than he is, fighting large num-
bers of them is both honorable and fair.

∞Cleave and Great Cleave are the obvi-
ous feats here, but Combat Reflexes is

also useful if the enemy might try to get past
the knight in a mad rush.

This concept combines well with the killing blow
fighting style, as the weaker opponents will find it hard
to hit the knight unless given multiple opportunities,
so killing them as quickly as possible can be the best
strategy.

Also see the “Faceless Hordes” combat rules in
Burning Shaolin, published by Atlas Games, which
are designed to let your character bowl quickly
through large groups of opponents. Or, try using the
mass combat rules in Atlas’ Last Hero in Scandinavia,
which simplify the die-rolling and bookkeeping
involved in combating hordes of foes.
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TAUNTING KNIGHT

This knight does not kill his opponents, but rather
teaches them lessons in humility. He disarms and sub-
dues, but, of course, never takes advantage of an
opponent’s weakness to finish him off. 

∞Improved Disarm and Improved
Sunder are extremely useful feats for

this concept. The knight should also have some
skill with unarmed combat, because if a dis-
armed opponent refuses to quit, the knight
must, in honor, cast aside his own weapons.
Improved Unarmed Strike is a prudent feat, in
case an opponent turns out to have a hidden
weapon after all. A knight can’t always rely on
his opponents being honorable.

KILLING-BLOW KNIGHT

This knight concentrates on dispatching his foes as
quickly as possible. 

∞A high Strength score is very useful,
and the knight should use a two-hand-

ed weapon to get the 50% increase in his dam-
age bonus. Power Attack, Cleave, Great
Cleave, and Warrior’s Path are the most obvi-
ous feats, but Weapon Focus, Improved
Critical, and Weapon Specialization (for fight-
ers) are also very appropriate. The knight
should probably wear heavy armor, as he can’t
use a shield.

MOUNTED KNIGHT

The word “chivalry” comes from the Old French
term for a mounted warrior, so the mounted valorous
knight is an obvious concept. 

∞Mounted Combat, Trample, and
Spirited Charge are all suitable feats,

and the Ride skill is essential. Ride-By Attack
is not appropriate, as the point of the feat is to

get the character out of range before the
enemy can counter-attack. This is not valor-
ous, as the knight is not risking injury in the
proper fashion. 

The mounted knight also needs to be careful that his
mount, which elevates him and can, in some cases,
fight for him, does not make a duel unfair.

CHOSEN-FOE KNIGHT

This knight prefers to fight a particular kind of enemy,
often a species of monster. 

∞This is particularly appropriate for
rangers, who have Favored Enemy as a

class feature. All knights following this concept
should take the Known Opponent feat. Bane
weapons are a favored enchanted item. The
preferred enemy should be something that
comes in differing levels of power, such as
dragons, or any monster that can progress in a
class, so that the knight can find worthy oppo-
nents at all levels. Taking a good-aligned race
as a preferred enemy is a sign of an evil knight.

WEAPON MASTER

This knight is supremely skilled with one kind of
weapon. 

∞The bastard sword is a good choice,
although it takes a feat slot to gain pro-

ficiency. Medium characters could use a bas-
tard sword in each hand, with the relevant
feats, although since the off-hand weapon is
not light the penalty will always be at least –4.
Exotic Weapon Proficiency, Weapon Focus,
Improved Critical, and Weapon Specialization
are the core feats for this concept.
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