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FOREWORD 

Need is a terrible thing. Knightshade the Role Playing Game (RPG) was brought to 

reality because of my need to create a system that I have not been able to find an 

affinity for since I was young when I got my first taste of Role Playing. I can only 

say that it involved playing in the arena of dungeons, fighting monsters, healing my 

compatriots and surviving long enough to reach the next game. 

I have played many games in my time with rules too simple to lend to the level 

of detail in a story, and others so complicated that their similarity to textbooks 

cannot be denied. However, the original game I played still had so much more to 

offer to the story, even if it was short on any sense of logic, or needed some 

additional reworking to provide some necessary detail. That said; everything 

cannot take up the mantle of rationality when the game involves creatures that 

never really existed or the employment of magic in a world that was found only in 

the mind. The game was easy to play, easy to get into, and fun. 

Knightshade is an exercise in taking the minimalist view of mechanics where 

possible but still providing the tools to play out the story. I came to realise in the 

latter years of playing the games I love that maybe less was more, and more was 

only required when needed to resolve an outcome. This game has less dice rolls 

and more predetermination allowing the story to flow unhindered, while still 

maintaining the involvement of the Players in the consequence of any course of 

action. The story being told is the main focus of the game, and whether this is as 

simple as delving into the ancient tombs of the world to acquire wealth, or 

following the most complex political drama as it unfolds, Knightshade can cater to 

the needs of the Grandmaster and Players alike. This book is primarily focused 

towards those who play the game. KST02: The Grandmaster’s Tome is for the 

person who will take up the task of presenting the story and running the game. 

Again, the decision to separate the books was a simple one. The Grandmaster must 

have some secrets, even if they are only perceived secrets. The Character may take 

a little longer to generate but once this aspect of creation has been completed, the 

experience should be all the more enjoyable for the ease of referencing those 

details necessary to bring the moment to light, and to play out a scene. The game is 

about the story. It is about building the moment to make something truly 

memorable. Just like in any drama, the Players have their part to play in the story, 

and in this game, they truly affect the outcome. 

Knightshade is best played with a Grandmaster and 4-6 Players (though it is 

possible to play with more), who will each take on the Role or Persona of a 

Character. For now, all you need to understand is that this is a Role Playing Game 

(RPG). As you read through this Tome you will begin to understand what that 

actually means. Think of this as a learning experience, but it should be a pleasant 

one. 

Knightshade has not been an easy journey. However, it has been rewarding. 

Welcome to my world. Welcome to the game… 
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CHAPTER ONE: INTRODUCTION 

I have walked where angels fear to tread, encountered creatures of darkness that are 

intent on my destruction, observed the marvels of lost civilizations swept away 

beneath a torrent of natural disasters and the depravity of demons. In all my awe, 

and splendour, and the recurring nightmares, I have survived the ordeal, but I will 

never truly be the same again for what I have witnessed… 
 

The story can be anything that the imagination can unfold. The ancient crypts of 

the old world are there to be plundered. Treasures await to delight and marvel even 

the most inane soul. Whether you be a lowly cutpurse, a Knight of a renowned 

Order, or a Hermit who has had his fill of the advance of civilisation, you will find 

adventure, excitement and danger to test your mettle in the world of Knightshade 

the Role Playing Game. Listen to the whispers in the dark shadows, to the rumours 

that linger there to test the spirit of those who find no solace in living a mundane 

existence. Follow the path to glory, and adventure… 
 

Knightshade is designed to bring a fantasy world to your table. This Tome is a 

beginning and will serve to unlock the secrets of imagination. Unlike traditional 

board games, Knightshade revolves around a story, in which each Player takes on 

the role of a Character. The game is usually played by four or more Players, with 

one of the Players taking on the role of the Grandmaster or Storyteller. The 

Grandmaster unveils the story piece by piece and the other Players play their 

Characters. They react to the story being told, affecting the outcome and flow as 

they interact with the world around them. The story can be as simple as rescue the 

princess from the tower, unlock the secrets of an ancient tomb, or strive to uncover 

the traitor in the King’s Court. The story can also be complex and far reaching if 

the storyteller wishes, but the more complicated the story, the harder it will be to 

unveil the solution and engage the Players game after game, week after week, and 

into the foreseeable future. 
 

This book is primarily designed for the Players who will take part in the game. 

KST02: The Grandmaster’s Tome is designed for the Storyteller, though the person 

who takes on this role should be familiar with both books. Playing the game is 

easier than explaining the concept of the game. Playing a Character is easier than 

writing and running the story as the Grandmaster. For now, it is enough to know 

that you have opened the door to imagination, to wonder, and to what should be an 

enjoyable experience for all. Read on, and explore the lore contained herein… 
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WHAT DO I NEED TO PLAY? 

You will need this book, KST01: The 

Initiate’s Tome for the Players. You 

will also need KST02: The Grand-

master’s Tome for the person running 

the game. This should not be read by 

those playing the game, as doing so 

may take from the enjoyment of 

playing. The Grandmaster or GM 

should be allowed to keep some secrets 

to maintain the element of surprise and 

to incorporate unexpected details into 

his stories. You will also need Dice (2 

by 10-sided), available in all good 

hobby shops. Each die roll has a 

different significance to the various 

skills and abilities in determining the 

outcome of actions and reactions 

explained later as you become more 

familiar with the mechanics of Knight-

shade. The most important thing you 

need is imagination.  

The game should be played in 

comfortable surroundings. You may 

require additional paper to jot down 

your Character details, any interesting 

items or information you gather along 

the way. Some gaming groups use 

props; paper to draw out plans of the 

area or even miniatures or counters to 

represent their Characters, and add to 

the visualisation of the moment. 

Miniatures and props can be purchased 

from a number of companies or at your 

local Hobby Shop. Alternatively, you 

can create your own props from any 

available items. 

 Other items that may enhance the 

enjoyment of play include: KST03: The 

Loremaster’s Tome (A Guide to the 

World of Ayre), and KST04: The 

Questmaster’s Tome (six complete 

IGNORE 
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scenarios to delight the imagination of 

any Gaming Group). 

 

WHAT IS KNIGHTSHADE? 

Knightshade the Role Playing Game 

(RPG) is a fantasy game primarily set in 

the Campaign World of Ayre, though 

the concept of the game can be used in 

any setting, even one of your own 

creation. KST01: The Initiate’s Tome is 

designed for Players who will adopt 

personas in the game, as Knights of the 

Realm, daring Rogues, calculating 

Mages or whatever adventuring 

Characters the Players choose. 

 The Players will be introduced to 

their Characters and the Role Playing 

experience by the Grandmaster or GM 

who will guide them through the world 

and the scenario or story where the 

Players participate in determining the 

outcome of the game by interacting 

with the GM and to the details he 

provides. This guide is the Sourcebook 

for the Players and GM. From this 

book, the Players will learn the 

intricacies of the Role Playing world 

and the mechanics behind Character 

Creation, determining skills, Attributes 

(i.e. how strong is my Character?) and 

whether they have the ability to 

withstand the ordeals in the Campaign 

World. 

 As part of the introduction in 

understanding the elements of play, the 

Grandmaster may guide Players through 

KS00: Stepping Stones (located in 

Appendix 1 of KST02: The Grand-

master’s Tome) or KS01: The Tomb of 

Arloth (found in KST04: The Quest-

master’s Tome) which will further 

explain the concept of Role Playing and 

IGNORE 
 



direct the Players until they can 

understand the facets of the game and 

their place in this realm of swords and 

sorcery.  
 

Alternatively, the GM may decide to 

create his own scenario. Playing the 

game is the best way to learn. The 

primary object of the game is to have 

fun, where the Players become almost 

like actors on an ever-changing stage, 

but in a story that adapts to their 

presence and moves with their actions. 

They are presented with obstacles, or 

scenes, much like movie scenes where 

they can interact with other Characters 

controlled by the Grandmaster. This 

may be the Innkeeper of a tavern, or the 

dark demon inhabiting an ancient tomb. 

The plot may be as simple as seeking 

out the old treasures of the world while 

overcoming the guardians of an ancient 

lost city. Perhaps they will become 

embroiled in a political struggle where 

the actions of the Characters could well 

determine who may become the next 

King. The scenario or story should have 

the flexibility to take the Players any-

where in the Campaign World where 

they can interact with those who hold 

the balance of power, or it could serve 

to make them influential Characters in 

their own right. The plot may be simply 

to survive. The scope of the Role 

Playing experience is limited only by 

the imagination of the Players and the 

Grandmaster who presents the game. 

Scenes can move swiftly from one 

location to another or the whole scope 

of the journey (within reason) may be 

determined before the Players eyes as 

they undertake an expedition.  

While the mechanics of the game 

IGNORE 
 

define what a Character can do, they are 

merely a guide to give the Players the 

balance they need in determining the 

outcome of their actions and reactions 

in any story. The Players should not feel 

bound by the rules, as any specific 

mechanic in this book may not cover all 

aspects of what they wish to do in 

actual play. The Grandmaster may need 

to adapt to the requests of the Players to 

determine any possible outcome. Look 

at the following scene. The Players 

have taken on the identities of the 

Characters, Ricardo and Alatoff. They 

are attempting to gain entry into an 

ancient tomb. These Characters and 

others will be used throughout this book 

to describe methods of play, to explain 

mechanics and their effect on the story: 
 

Ricardo: Can I move the large 

stone block at the 

entrance to the Tomb of 

Arloth? 
 

Grandmaster: Roll under your Strength 

Attribute on two 10-

sided dice and if you are 

successful, the block can 

be moved. Your Strength 

is 19. Thus, you will 

need to roll 19 or lower. 

If you roll 1 and 4, that 

would be 14 and you 

would succeed. The 

large stone block is quite 

heavy and it looks to 

have been wedged in 

tight. This is considered 

a difficult task. 
 

Ricardo: Can more than one 

Character attempt this 

task together? 

IGNORE 
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Grandmaster: Yes. If two Characters 

assist each other in 

moving the block, then 

you can add the second 

Character’s Strength to 

moving this obstacle. 

Alatoff’s Strength is 16. 

19 + 16 = 35. 
 

Ricardo:   My roll is 39. 
 

Grandmaster: The block almost moves, 

but you cannot quite get 

it out. 
 

Ricardo: Is there anything else we 

can try? 
 

Grandmaster: Yes, you can try to 

wedge something under 

the block to use as a 

lever; like the wooden 

staves you brought with 

you. If you use the poles 

you gain +20 to the roll. 

You can keep trying 

until you succeed. All 

you will lose is time. If 

you had more Characters 

with you, there is room 

for another to help, but 

there are only two of you 

here. The poles are your 

best bet. Just to note, if 

you Fumble the roll, the 

poles will break. There is 

only a small chance of 

that happening. You can 

look up the chance of 

Fumbling on page 107 of 

this book in the Critical 

& Fumble Chart, also 

included on page 28 – 

KSCHS02 Character 

IGNORE 
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Record  Sheet (which 

can be downloaded from 

the Bad Dog Publishing 

website or photocopied 

to use to fill in your 

Character details). 
 

Ricardo:   Is time important? 
 

Grandmaster: In this instance, time is 

less important. There are 

moments in the game 

when you may need to 

complete a task quickly, 

such as when you are 

being pursued by a 

creature, or you are 

trapped and the air is 

running out, or some 

other such situation. For 

now, you have plenty of 

time.  
 

 Another way to get 

passed the block would 

be to dig around it. The 

ground is soft enough 

here for you to dig under 

it. However, you should 

try the poles first as 

digging will require a 

great deal of time, and 

that too may have 

consequences, especially 

if you Fumble. If the 

block falls the wrong 

way, you could be 

injured, or if it sinks in 

deeper, you may not be 

able to gain entry 

without additional help.  
 

Ricardo: Yes! I rolled 4 and 1. 

That’s 41! With the +20 
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 for the poles; we manage 

to move the block. 
 

Grandmaster: Ricardo and Alatoff use 

the wooden staves as 

levers, each ensuring a 

good handhold on the 

strong wooden poles. 

With muscles straining, 

they push the block away 

from the entrance to the 

Tomb of Arloth. A rush 

of air along with a stale 

smell testifies that this 

tomb has remained 

undisturbed for a long 

time, perhaps even 

centuries. You shudder at 

the thought of what 

might rest within after all 

this time. The darkness 

beckons as Ricardo and 

Alatoff carefully ease the 

block out of the way. For 

a moment they relax, 

regaining their strength 

before they must face the 

darkness and the dangers 

that will most certainly 

lurk within… 
 

As you can see from the preceding 

description, the Characters had a better 

chance of accomplishing their goal by 

cooperation, along with a little smart 

thinking. The mechanics of the game 

had a part to play, but the Grandmaster 

described the scene without referring to 

the mechanics, adding to the element of 

the Players’ perception once the roll of 

the dice had been dealt with. He could 

have added more detail such as 

indecipherable ancient writings on the 
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block, moss or lichen, or even a trap to 

catch out the unwary adventurers, but 

generally the Grandmaster should guide 

and not punish beginning Players. In 

time, he would not have referred to the 

fact that the Characters had brought the 

poles. As the Players learn the game, it 

is up to them to suggest the course of 

action. Maybe if the Grandmaster had 

used a trap and it had been triggered, 

the Characters could have managed to 

evade the deadly device this time, but 

such would serve as a reminder for 

them to be more careful in future. The 

Grandmaster is there to teach the 

Players the game at the beginning. As 

time goes on, they should be more than 

capable of suggesting their own ideas 

for dealing with any situation. 

Exploring the ancient tombs of the old 

world is not easy, and can have deadly 

consequences if the Players are not 

careful when using the skills and 

abilities of their Characters. The 

rewards are usually worth the effort. 

Even if a Character is killed in the 

game, this may not be the end of the 

story as the other Characters go on. 

 

WHAT IS A STORY? 

A story is a game that the Grandmaster 

presents to the Players. It may be run 

over one game session (typically four 

hours) or over a number of game 

sessions. The wonderful thing about a 

story or scenario in Knightshade is that 

you can leave a game for periods of 

time and take up the story from where 

you last stopped as if no time passed at 

all. Game time progresses differently 

than real time. You can play for four 

hours and days can pass in the game 

IGNORE 
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world. You can leave a game for days 

in the real world and no time passes in 

the game world until you return to play 

again. The story is a series of events 

that make up a game, like inter-

connecting scenes in a movie or play. 

The Grandmaster is responsible for 

presenting the story, along with all of 

the supporting Characters, from the 

Innkeeper in the tavern to the Shadow 

Creature you fight in the mountains. He 

is also responsible for presenting the 

detail of your surroundings and forming 

the game play into a plot, whether this 

is an exploration of a dangerous long 

lost tomb of an ancient King, or 

working to uncover those who are 

stealing cattle from a local town. The 

GM has a clear perception of the story 

though the outcome may be uncertain 

due to the interaction of the Characters. 

Further details on creating stories are 

found in KST02: The Grandmaster’s 

Tome. 

 

WHAT IS A CAMPAIGN? 

A Campaign is a collection of stories 

presented to the Players by the 

Grandmaster. These may be a 

connected series of events, such as 

exploring the lost places of the world, 

protecting the land from foul creatures 

or preserving the political stability of 

the realm. The stories can be tied 

together by the Characters, or by a 

planned series of events. The Characters 

follow the trail of a traitor to the land; 

they pursue the traitor as he tries to 

escape across the realms. They infiltrate 

an organisation to discover who is 

behind the traitor, and fight to uncover 

the true nature of this threat to the peace 
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of the land before war breaks out. The 

possibilities are endless. However, it is 

the Characters who tie the stories 

together and the stories that give the 

Characters purpose. Subsequent stories 

may be unrelated to previous events, 

beginning new challenges for the 

Characters but they are all part of a 

Campaign. Further details on creating 

Campaigns can be found in KST02: The 

Grandmaster’s Tome. KST03: The 

Loremaster’s Tome details the set world 

of Knightshade as an optional 

additional Sourcebook, which presents 

the land of Ayre and all the details 

needed to play in that world. The 

Grandmaster is free to create his own 

world, or use KST03: The Loremaster’s 

Tome to provide a rich background for 

his Campaign settings. 
 

All details are subject to the Grand-

master’s rule. If there are aspects of a 

game world or indeed rules within this 

Tome that the GM has decided not to 

use, his decision is final, and the 

Players must accept the word of the 

Grandmaster as the final arbitrator. 

There may be aspects of creating a 

background for your Character that you 

wish the GM to include but they must 

be in keeping with the game and the 

story being presented. The best way to 

be sure that your voice is heard is to 

discuss this with the Grandmaster. Only 

the GM will know the direction the 

story or the Campaign is to take, and 

this may not always be easy to explain 

as some details must be kept secret until 

they are needed in a story. Always 

remember that the Grandmaster has 

worked hard to present a story for your 

enjoyment. 
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PATIENCE 

Remember to always offer patience 

when a Grandmaster makes a ruling that 

you are opposed to in a game. There 

may be a valid reason, or the GM may 

have gotten something wrong. You only 

need to worry about your Character. 

The GM needs to be mindful of the 

continuity of everything going on 

around him, including the story, the 

Campaign, the effects that your actions 

have on the area you are in, or indeed 

the entire Campaign world.  

 If you do have a grumble, this is best 

discussed outside the game, and perhaps 

only between you and the GM. There is 

nothing worse than when Players try to 

take sides in a disagreement. The game 

is about having fun after all, and you 

need to be aware that the GM has most 

likely put a tremendous amount of work 

into presenting a story for your 

enjoyment. This is not to say that the 

GM is always right. However, when he 

makes a decision, the matter is at an 

end. The Grandmaster’s word is final. 

Good GMs will always listen to their 

Players grievances, but good Players 

need to be aware that they may not 

know all that is going on in a scene, 

story or Campaign. 
 Every Player needs to get time in a 

game and this should be measured fairly 

where practical. Some Players come 

naturally to the fore, while others are 

content to follow. Still, everyone should 

be given the chance to participate and 

you may need to be patient with your 

fellow Players if they have not quite 

figured out all of what is going on as 

quickly as you have, or if they are not 

using all of their abilities to their full 
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potential. The game takes time, and a 

Player can have as much to contribute 

as the Grandmaster presenting the story. 

 

THE CAMPAIGN WORLD 

A Campaign World such as Ayre is a 

fantasy world in which your Characters 

live. Knightshade is usually run in the 

Campaign World of Ayre, though your 

Grandmaster (GM) may decide to use 

his own Campaign World or to utilise 

another commercially available fantasy 

world. You will need to consult with 

your Grandmaster to be sure if the 

details on Ayre provided herein are 

applicable.  

Some of the details of Ayre will be 

presented within this Tome, with more 

elements provided in KST02: The 

Grandmaster’s Tome and the ultimate 

guide to Ayre presented within KST03: 

The Loremaster’s Tome. The details 

presented to the Players will only utilise 

the core elements necessary for 

understanding the basic concepts of the 

world and those relevant to Character 

Creation, such as Time, Seasons, 

Countries, Faiths, Factions, and so on. 

The GM is free to use some elements 

without using others. Never assume 

anything. The best approach is to ask 

the GM if he is using all of the elements 

contained herein or if there are any 

exclusions or changes. If the GM is 

using Ayre as his Campaign World, this 

will allow you to add to the flavour of 

your Character with basic details such 

as where your Character is from, what 

Faith he follows, etc. You will see the 

details of the world grow around you as 

you play with more and more revealed 

by the GM in each story. 

IGNORE 
19



  

KNIGHTSHADE 

THE ROLE PLAYING GAME 

 

THE INITIATE’S TOME 

THE GRANDMASTER’S TOME 

THE LOREMASTER’S TOME – NYR* 

THE QUESTMASTER’S TOME – NYR* 

 

 

ALSO FROM BAD DOG PUBLISING 

 

By William Anthony Shea 
 

TALES FROM A DARKLING POOL (Author’s Preferred Text) 

RETURN TO A DARKLING POOL 

A DARKLING POOL AGAIN 

BEYOND A DARKLING POOL 

RIPPLES FROM A DARKLING POOL 

 

SAGA OF THE SENTENIAL  

BOOK ONE: CAULDRON OF TROUBLE 

BOOK TWO: FOR THE LAND THAT FELL 

BOOK THREE: THE HOUSE OF SILMARIN 

 

NIGHTMARE 

VAMPIRE 

FALLEN 

REMNANT – NYR* 

 

FUMBLING VOLUME ONE 

FUMBLING VOLUME TWO 

 

 

By L Shea 
 

IMMORAL DAWN 

DE CORK BOIs 

DEAD TO ME (The many deaths of Michaleen) – NYR* 

DE CORK BOIs TOO – NYR* 

 

*NYR = Not Yet Released. 

 

 

 

 

 
255 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

The Initiate’s Tome is a Handbook or 

Guide for Players in the Role Playing 

Game of Knightshade. This book 

includes all the necessary rules to create 

your Character and demonstrates how 

the mechanics of the game affect the 

world you play in. Enter the world of 

swords and sorcery and let the game 

begin… 
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