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Ov the Cover

Megan Barry illustrates a scene where Marshall Ser
Pashag, Chivalric Knight of Courage and member of the
Bannerhorn Knights, faces the terrible threat of the blue
dragon Merunth The Cruel. They seek to end this deadly
wyrm's predations upon the local area and save the
people at risk. In such a way does Ser Pashag aim to
achieve their Grand Quest and achieve the rank of Grand
Marshall of the Bannerhorn Knights.

Disclaimer

The authors of this work cannot claim any responsibility
for: players embarking upon foolish quests in and out of
game, claiming that "none shall pass," having in-depth
discussions on the air-speed velocity of a swallow, losing
limbs and claiming "tis but a flesh-wound" or absolutely
anything to do with coconuts. Moreover, players cannot
claim to have completed their PC's squire quest by
venturing into the night to bring the DM pizza.
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“The path of the knight is a difficult one, demanding much
of physical strength, mental fortitude and moral courage.
But those few who are able to endure such trials will, with
their actions, write the stories which fill the tavern halls
and the hearth sides with fear and wonder. A knight is, at
heart, an armoured example of the qualities which most
wish for but few possess: limitless courage, endless
strength and boundless mercy. A true knight is a deeply
inspiring presence, and we are lucky to have them
amongst us.” - Knight-Marshall Aleina Brightlance (ABL).

Welcome, adventurers to Aliena Brightlance’s Tome of
Knighthood. Within these hallowed pages, penned by one
of the Forgotten Realm’s most famous cavaliers, you will
find all that you need to join a knightly chapter and
become one of the greatest heroes in Faerun. The path of
knighthood is not for every player, but embodying the
chivalric ideals can be a rewarding roleplaying experience
for those who choose to create such a character.

Starting with the rules for playing as a Chivalric Knight,
this book will give players and DMs all they need to
integrate these inspiring characters into their campaigns.
Starting as a lowly squire, the Chivalric Knight gains their
power from their Ideals, giving them new and unique
abilities in combat from the very first level. As a knight
grows in experience, they must embark upon quests,
setting their strength against the evils of the world. In
succeeding in these quests, they can grow in stature and
increase their rank. A knight can create and develop their
heraldry as they gain experience, giving the player the
choice of magical bonuses to their equipment.

After this, you will find backgrounds and stories of four
famous knightly chapters in Faerun. Featuring the
Bannerhorn Order, the Fraternity of the Wingborne, the
Half Night Household and the Salt Knights, each of these
organisations can easily be integrated into an existing
campaign within the Forgotten Realms - or in the wider
D&D multiverse. Settings such as Dragonlance will
integrate these knightly orders quite easily! Each of these
organisations has a detailed history, a description of
famous knights in their ranks, a list of stat blocks for their
members and story hooks if a DM wants to use them in
their campaign.

Finally, you will find stats for the most famous knights of
the realm and their awful foes - characters who can work
as NPCs alongside a party or as a dread enemy to oppose
them. These villains in particular could work well as
campaign arc antagonists, as they are exemplars of
cruelty, avarice and spite. Irredeemably evil, these
characters have wreaked destruction on a scale rarely
seen across the whole of the Forgotten Realms.

A Note on Historical Accuracy

This book and character rules are designed to reflect a
specific ideal of knighthood - the storybook or chivalric
knight. These knights are based upon the European myths
of chivalry, penned by medieval and post-medieval
authors such as Guillaume de Palerme, Sir Thomas Malory
and Garci Rodriguez de Montalvo. These are at heart the
stories of King Arthur and his knights - the chivalric
romances of Sir Gawain, Sir Lancelot, Sir Bors and the
other knights of the Round Table.




Because of this, almost all of the historical realities of
knighthood have been ignored. These warriors are not the
land-owning minor nobles of their time nor the crusading
hosts that set out from Europe during the 11th to 16th
centuries. The whole design team is aware that the knights
that are described in this book very rarely (if ever) match
up to the historical facts of knighthood, but those facts are
rooted in the history of our world, not the Forgotten
Realms. In this more idealised fantasy world, we think such
ideas as chivalry, honour and mercy could motivate an
entire order of soldiers to action.

However, if players do not wish to play as the Chivalric
Knight, then other knights already exist within the rules of
D&D. In Xanathar's Guide to Everything, players can find
rules for the Cavalier, which is a mounted fighter subclass.
In The Adventurer’s Guide to the Sword Coast, players can
find the Purple Dragon Knight and the more generalised
sub-class of Fighters called the Bannaret. These subclasses
can be used to reflect the historical reality of knighthood,
rather than the more idealised character of the Chivalric
Knight.

Chivalric ‘Kpigbts and ‘Paladins

“We have worked with the Paladins of Torm, of Helm and
of Lathander. They are wonderful soldiers but committed
to their faith in a way we are not. We would not judge
others for not holding to chivalry, while they might find
fault in the way one worships another god ...” - ABL.

Experienced players of D&D may question the necessity
of Chivalric Knights in a game system where Paladins are
already a popular player class. After all, if there is already
one highly armoured warrior archetype in the game, why
add another?

The design team have concluded that thereis a
fundamental difference between the Paladin and the
Chivalric Knight. While the references to gods and holiness
have been toned down over subsequent editions of D&D,
the Paladin is ultimately a warrior of a God or at least, a
deeply held faith. Their defining ability is called "Divine
Smite" for that very reason.

A Chivalric Knight represents a different ideal or
archetype. A Chivalric Knight is a warrior of principle who
fights to represent one of the ideals of the code of
Chivalry. Unlike the Paladin, the Knight can fail themselves,
not an external deity, but this does not mean that the
character changes, just that the Knight must recommit
themselves to this ideal. This internal strife is the
difference between Paladin and Knight.

In addition, the Code of Chivalry gives the knight a pre-
built core to reflect upon their actions. Respecting this
code and seeking to embody this gives the Chivalric Knight
a specific set of behaviour that they must always try to
express - and rewards them for doing so!

‘The Code of Knighthood

“Many who do not understand sneer at the concept of
chivalry, thinking our code a weakness or merely
affectation. They do not know that for a knight, chivalry is
the air we breathe and the food we eat. It is the core of
our being - for without chivalry, we are just warriors in
plate steel with no purpose than our own gain.

Chivalry and the code it imparts upon us is that which
makes us knights.”- ABL

The Chivalric Code came out of the wars that have raged
across Faerun since time immemorial. About the year 789
DR in the era of the Dragonrage, a group of warriors came
together. They were veterans of the long wars which had
wracked the land throughout this time, and they had seen
the ruin that had come as a result. None of them had ever
built anything, nor shown mercy to those around them.
They had reaved and warred across a dozen countries and
each of them were sick at heart.

Led by the First Knight, Bil Marshel, this circle of warriors
retreated into the mountains, weighed down by the
terrible things that they had done for their own
selfishness, the lives they had hewed, and the bloody coins
they had gained for their work. Each knew that they could
not go on that way. So Bil Marshel and her soldiers
wintered in the hills, finding shelter in a ruined castle
there. In that time, while snow piled up around them and
the howling winds pierced the many holes within the walls
of the ruin, they reflected upon their past deeds. Their
guilt and sadness was yet colder than the endless freezing
days, but hardened them. Those warriors who survived, by
no means all, were reborn in the cold of that castle.

Marshel coined the phrase chivalry, and it was she that
first laid down its core tenants. It was a way of committing
herself and those around her to a better path, a path
which would leave the world a better place for the
existence of her soldiers. It was a path that was
unendorsed by any gods, for Marshel had seen their fickle
nature. Had she lived to see the Times of Trouble, Marshel
would have been proven correct. This new way was a path
of conscience and reflection, not a mandate from a lord or
god on high.

The Martial Ideals of Chivalry were thus created. Each
knight swears to uphold all of these Knightly Ideals, but
most will seek to embody one in particular. Thus, each of
Bil's five surviving warriors took on one of the roles. In
knightly lore, they are known as the Ideal Knights -
exemplars to embody and follow. The five martial ideals
were:

Courage
Justice
Mercy
Nobility
Hope
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Ideal of Courage: First embodied by Bil Marshel, the
Ideal of Courage is the classic knightly virtue and the one
which is thought to be most common amongst the knights
throughout the land. A Chivalric Knight is expected to
never be cowardly, facing down the worst of all horrors
without a step backwards. It should be made clear that
Knights, whatever their ethnicity or background, are not
emotionless and they feel fear like any mortal creature.




But unlike most, the Chivalric Knight is expected to not
succumb to this fear and face even their own death with
resolve and extreme fortitude. Sir Bil was the embodiment
of this virtue. She stood alone against the encroachment
of the fire giant Lord Sementa as he attempted to spread
the Copperskin Plague throughout western Faerun. Selling
her life for the death of Sementa, the First Knight showed
her final commitment to the Chivalric ideal. She stands as
an example to all other knights of what they should be.

Ideal of Justice: The first Knight of Justice abandoned
their name when they decided to take on the role - and
many of those that commit to the Ideal of Justice will do
the same thing. They believe that personal glory should
not be part of their remit, as they seek to return balance to
societies and people with recompense and restoration.

The Ideal of Justice is not one of vengeance. Even when
justice has been offended by such terrible acts as murder,
the Just Knight will try and restore the situation back to
balance. One of the other ideals is mercy, so the Just
Knight did not seek revenge. Even when executions were
required, the Knight brings the blade down not with red-
hot rage of vengeance but with the cold sense of a process
completed. Some have accused the subsequent knights
that swear the Ideal of Justice to be cold and unfeeling.
The best of these knights find their justice tempered with
mercy to the victim and courage to return the situation to
balance.

Ideal of Mercy: Mercy is not a virtue normally associated
with soldiers or adventurers, who find their wealth in
merciless slaughter in the dark. The raided village, the
despoiled villager and the sacked city are all places of
treasure for the brutal and the greedy. Blood stained coins
are easily washed and spent with little guilt.

The Knights of Mercy embody quite the opposite of this
approach. They stand in the way of such reavers, holding
the line against those who would exploit the weak. From
monsters who would raid the nearby villages for supplies,
to the unjust lord who would tax his subjects to starvation,
the Knight of Mercy will take up the sword to defend
against such dangers.

While not fighting, the knight whose chief ideal is mercy
will minister to the weak, sharing their food and supplies
with the sick and the lame. They will give their money,
energy and time to others willingly, seeking to show the
Ideal of Mercy in their actions. They will also choose to not
slay their foes unless necessary, giving such enemies a
chance to leave and consider the rest of their lives a gift
from the Knight of Mercy.

Ideal of Nobility: The Ideal of Nobility is sworn by the
knights who wish to stand as an ideal of decorum, grace,
education, manners and customs. They seek to elevate
those around them by providing an example of what
people could be - showing them that a world of polite,
careful, educated and elegant folk looks like. Such knights
are often sought after by those in high society for their
conversation and company, and they are known to be
excellent guests at parties and balls.

However, the Ideal of Nobility does not simply simper or
dance. Even while they are known as Dancing Knights, they
are first and foremost warriors within the battleline. They
seek to demonstrate the ideal of nobility in service to
others, drawing those to them in order to protect others.
This demonstration of noblesse oblige, of the leader taking
the most danger, brings the Noble Knight to the fore of
every battle. They seek to take the most risk and therefore,
protect the most people under their noble charge.

Ideal of Hope: The Knight of Hope is the soldier who
leads the rescue charge, the light in the darkness and the
bulwark against the night. They seek to embody that, even
when the situation is dire, there is always hope of survival
and continued life. Knights of Hope are often found
amongst doomed liberation movements, desperate
people fleeing an awful situation or holding back an
enemy in a terrible last stand.

Despite their reputation as martyrs too quick to throw
away their lives, the Knight of Hope is always optimistic
and upbeat, even when in extreme danger. Their whole
aim is to demonstrate that life can and will continue, as
long as you are able to imagine it and hold onto that idea.
In equal parts happy with a blade or an uplifting speech to
tired people, the Knight of Hope is often the most loved of
all knights.




‘The Quest

y Squire Quest against the kobolds of
the Night Peak almost killed me. My
Errant Quest to battle the hill giant
Chief Borodin also almost killed me.
My Marshall Quest, fighting Ultlici-sa
and his mindflayers, did kill me and
only a brave cleric of Helm prevented
that from remaining the case. Honestly, I'm a little afraid of
whatever my Grand Quest is going to involve... - ABL

The First Knight exemplified that a soldier of conscience,
a Knight, requires a code and a goal. The code is defined
by chivalry and the standards of behaviour which come
with that. The goal that a knight is seeking is referred to as
their quest.

Knights are warriors who seek experience, to represent
their Ideal and to build their fame in the eyes of the other
warriors around them. While they are aiming to be ideals,
knights are still hard-fighting, competitive individuals - they
seek fame, glory and acclamation in the eyes of the people
and their peers. Knights principally do this through the
completion of their lifetime's quests.

What a knight chooses to be their quest is an intensely
personal question to the knight. Some knights discard any
chance of fame and glory to any but themselves, and
instead devote their lives to a single task. The Pilgrim
Knight of Mercy who decides to spend their life helping a
single rural village deal with its many trials would be an
example of this. They selflessly ignore any chance of
recognition amongst the wider orders of knights to fulfil
this single goal. More common examples of quests,
however, are the battling of terrible beasts or dangerous
foes. While adventuring parties have been known to do
this in return for payment, knights who embark upon a
quest do it because their Ideal demands it.

For example, a Knight of Courage will hunt down a hill
giant who only preys on the weak and vulnerable, slaying
them as an example of courage overcoming cowardliness.
A Knight of Nobility will fight their way into the court of a
greedy lord, overthrowing them and showing that the
Ideal of Nobility has defenders and those who will demand
such Ideals are respected.

A quest is an individual affair for a knight - only they can
swear they will complete it and do so. It is not expected
that knights complete these quests alone, but they must
demonstrate their ideals while doing so. Having a band of
allies or supporters in this quest will often help spread the
word of this great deed.

‘The Squire Quest

Quests are so integral to the code of chivalry that those
who wish to become Chivalric Knights must complete a
quest even before they are knighted. A squire will embark
upon their first quest within two years of becoming a
member of a knightly organization, traveling through the
land and seeking out a way of expressing their faith in the
Knightly Code. Such matters are, in the grand scheme

of things, normally small affairs. They might be ridding a
village of the scourge of hobgoblin raiders, or defending a
homestead from the attacks of a bandit group. But the
purpose of the squire is doing so is to demonstrate their
commitment to Chivalry - accepting no reward and seeking
no acclaim for doing so.

Once the first quest is completed, a squire will return to
their chapter house to speak of their deeds. If another is
there to confirm that this is a truthful recounting, then a
squire will be promoted to a knight-errant, the lowest of
rank of Knight. At the knighting ceremony - a deeply
meaningful experience to all who attend - the newly-
minted knight errant will commit themselves to one
Chivalric Ideal. They will also be awarded the first part of
their knightly heraldry.

It is a common mistake to assume that knights are
always on a quest. That is not the case; the vast majority of
a knight's career may be spent in other duties which reflect
their Ideals - fighting just wars, defending and advising the
leaders of the land rendering aid to the poor and weary.
Very little of what a knight spends their life doing can be
said to be a quest. Fighting entire wars on behalf of the
small folk may not even be a quest for a knight - instead it
is the demonstration of their Ideal. It is far more accurate
to say that knights are always looking for a quest to
embark upon - and knight-errants are the exemplar of
this.

‘The Errant Quest

A knight-errant travels the land, living in line with their
Ideal and seeking out another quest to prove themselves.
Such quests must be a measure of magnitude more
difficult than their quests as a squire - for such little
matters are behind them and the knight seeks to perform
great deeds. This second great task is often known as the
Errant Quest and again will match the chosen ideal of the
knight-errant.

It is often these Errant Quests which are retold as stories
by the bards of Faerun and wider. A junior knight, still
unsure of their abilities and how their Ideal is best to be
expressed, going abroad to seek out glory and danger, is
in great peril from the very moment they start. They will be
tempted to fall from their ideal or to seek the easier path
of compromise with their principals. Some knight-errants
fail at this point, finding it easier to break their vows than
to succeed at a monumental task. These failures, known to
some as Errant-Riders or Vow-Breakers, will often need to
be hunted down to have their knighthood stripped from
them. Ironically, such a task often falls upon the shoulders
of noble and true knight-errants.




Once a knight has completed their Errant Quest, they will
be acclaimed by their chapter as full knights of their
chosen Ideal. At this point, many Knights will devote their
lives to their Ideals as they see it. Some will never quest
again but guide others in their lives and demonstrate their
Ideals. All remain trained warriors, ready to defend against
the darkness around them, but many may not go on a
quest again. Being a questing knight is a lonely, dangerous
affair, and in truth, many do not enjoy the experience.
They have achieved all that they wish to achieve as knights
and will live out their days with this mark of honour upon
them.

However, those that aspire to great ranks may seek out
another quest to build their fame. Knights who seek
positions of command within a knightly order are
expected to prove their ability to do so while on this quest,
and so the Marshall Quest was born. Other chapters have
different names for each quest, but each follows roughly
the same expectations.

The Marshall Quest

Unlike the Squire Quest or the Errant Quest, the Marshall
Quest requires the knight to show their ability to
command others, creating a group of allies and supporters
with their presence and ability to inspire them to great
action. The Marshall Quest is the quest of the knightly lord,
which can threaten the foundations of corrupt nations or
tear the roots of an evil organisation from the earth.

Marshall quests are often a form of organised campaign
against another group. The Zhents and other evil
organisations are a particularly ripe target for a knight on
a Marshall Quest, and they are aware of it! Low-level
warfare has often raged across a region between a
knight's supporters and the Zhents, often leading to their
holds being burned and their agents slain in honourable
combat. Knowing this, the evil Zhents have often targeted
prospective marshall knights for pre-emptive
assassination. Sir Wendi, a Knight of Courage, was
murdered by Zhent agents in her bed to prevent her
militia battling their influence in the city of Waterdeep. Her
adventuring allies, incensed by this death, hunted down
every Zhent in the city and put them to the sword in
revenge.

Other Marshall Quests include battling whole armies of
foes. Knight-Marshall Tendori, Knight of Nobility, rallied
the armies of King Vetnia VI when the cowardly king
refused to challenge the might of the attacking Storm of
Blades hobgoblin clan. After a months-long war, Sir
Tendori slew the hobgoblin warlord in single combat, and
the rest of the goblinoids scattered. The knight was

immediately banished from the land by King Vetnia, and
later acclaimed knight-marshall for this great deed.

‘The Grand Quest

If a knight seeks the highest level of command within their
Knightly Order, they will embark upon a Grand Quest. To
embark upon a Grand Quest is to write the pages of a true
legend - there are very few lords of any ethnicity or
ancestry which have completed these quests. Such tasks
will involve a seemingly impossible task - retrieving a long-
lost sword from the ancient kraken at the bottom of the
deepest sea or breaking into another plane of reality to
take the beating heart of a balor demon from its chest.
Such tasks are not completed in a day or even a year, and
the knight marshall will leave their chapter and most often
never return. Such is the demanding life of a knight and
their Ideals of Chivalry that such quests are declared until
success or the knight's demise. In the case of a Grand
Quest, that demise is the most likely outcome.

However, should the knight-marshall return with the
task completed, then they will be acclaimed throughout
the land as the epitome of purest knighthood. Songs of
their valor will be sung, plaudits offered and the seat of
command within the chapter will be theirs. To reach the
rank of grand marshall of a knightly order is to achieve
everything that a lowly squire, decades before, might have
dreamed of. Such warriors will still never be idle, but their
questing days are finished. They will lead their order in
battle, fight against great foes and spread the chivalric
ideals throughout Faerun.

‘The Final Quest

There is one last quest available to knights of any rank.
When a knight feels the weight of age upon them, and
their sword arm grows tired and their soul weary from
service, they can embark upon the Final Quest. With great
honour, the knight is lauded for their deeds, toasted and
feasted and given the relics of their order to fight with.
Then, alone, the old Knight rides away and is thought of as
dead by their chapter. Their heraldry will be retired, their
names inscribed in books and tablets of memory. The
knight will die fighting for their ideals in the dark, unknown
to all but themselves.

In such a way does the life of a knight find a circularity at
its end. From a lowly squire, fighting alone to prove their
worth, to an old weary knight fighting to their last to show
that chivalry is more than life, these souls will find a lasting
peace in a hard won, hard fought life of chivalric service.
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h, to choose your coat of arms is
one of the great pleasures of a
knight’s life. | spent months
imagining mine while | was a
squire, designing exactly the one |
wanted. | chose pink and blue,
quartered on a shield, with a band
of purple across. When | was handed my shield with that
design upon it, | felt so visible and proud of my colours.
Noone could see me and not know who | was.” - ABL.

One of the signs of progression through the ranks of
knighthood is the creation and development of knightly
heraldry. As a knight completes their quests, they can add
additional elements to their heraldry. Each of these has a
symbolic and a literal power attached to it.

Such heraldry is not just for show. Each element carries
an enchantment, and this enchantment is placed within it
by the College of Heralds - a specific branch of scholarly
wizards who work alongside the knights to aid their
chivalric aims. The knight chooses the heraldry which best
suits their purpose and their endeavours. This heraldry or
coat of arms will be widely used throughout the knight's
life for recognition and challenge. The enchantment the
knight chooses can be shared with the sword, the shield
and the knight's armour.

A Shield Divided

When a squire is elevated to the rank of knight-errant, they
can choose their basic heraldry. Such starting heraldry is
simple, often nothing more than a colour and a design. All
heraldry is based upon a shield, and this can be coloured
and patterned to a knight's specific request. Shields can be
any shape, but each is referred to as an escutcheon. After
this, the knight chooses their tincture, or colour, and the
design of the colour. This can be half a shield (escutcheon
divided), or a shield separated into quarters (escutcheon
quartered) or even broken down into little squares of
colour (escutcheon seme). The knight will use this heraldry
wherever they go.

If they place barding upon a mount, this will reflect their
personal heraldry, and any supporters they assemble will
wear the colours of the knight upon their tabard. They will
use this heraldry when sealing letters with wax, and this
will be displayed when knights attend tournaments or
contests of arms.

A ‘Word of Power

On completion of an Errant Quest, the full knight then gets
to add a scroll to their heraldry. This will normally be a
knightly vow, based upon their chosen Ideal. Knights of
Courage will often taunt their foes with a threat: for
example “Evil shall not pass unslain”. Knights of Hope
might choose an uplifting phrase, such as “All whom this
shield shelters are safe.”

Other knights might well pick something else, but the
scroll will be individual and personal to them. The College
of Heralds will also assign one of the words within this
motto as a word of power. Upon speaking the word, the
bound enchantment within the heraldry will activate,
giving the knight the power of that enchantment for a
short amount of time. These abilities are also chosen by
the knight, giving them prowess in battle, a guard against
danger or a presence to inspire those around them.




The Marshall's Badge

For the knights who are able to complete their Marshall
Quest, then they too can add to their heraldry. This
enchantment will be a measure of magnitude more
powerful than the ones they have received before - the
heralds see fit to reward a knight of this strength with
magic that reflects and aids them in their risky endevours.
Additionally to this, a knight-marshall can add a mantle
and crest to their design. This crest will be placed upon
their shield and their armour, plus any of those in an army
that supports them. If a knight-marshall should be ordered
to command other knights, then each of these knights will
take the knight marshall’s crest as their own.

‘The Commanader's Allies

The last element to a knight's heraldry, and the one which
is seen the least, is that of supporters. Only the grand
marshals or knight-commanders get to add these heraldic
beasts to their heraldry. The images of stylised monsters
support the shield on either side, showing both their
subordination and the enemies which this grand marshal
has defeated. Some of the creatures will be less rare - such
as horses or sea monsters - but most of these will be
manticores, unicorns or other beasts of legend. Some
grand marshals will choose the beasts that they defeated
in single combat, and so supporters such as demons,
dragons or others are sometimes seen.

These supporters grant an additional power to the
heraldry. Each animal offers a different enchantment,
which can build together towards a magical weapon,
hauberk or shield of a truly legendary status. These knight-
commander swords are the weapons to change the fates
of cities, countries or even worlds, and so if they are
discovered they will be fought over to gain this immense
power. As a result, the College of Heralds is extremely
careful when creating such coats of arms, and the work to
craft them can last for months.

Only the mightiest knights are worthy of this heraldry,
and the awarding of such power is a rarefied and
spectacular affair.
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Chivalric ‘Kpight

“Courage, justice, mercy, nobility and hope. These are the
vows of knighthood, and every knight-errant repeats these
vows when they are sworn to them. Some fail to hold
them, for these are hard ideals to keep to and to show in
action. But for those who succeed, they will find
themselves lauded and acclaimed for every brave action
which they take. Such is the danger, and the glory, of
knighthood.”- ABL

Stepping forward from a battleline, a warrior in head to
foot steel plating strikes with a poleaxe, felling the
enemies around them with savage blows. Upon their
green and black surcoat are the words “Victory for the just,
death to the guilty.” Around them, inspired by their valour,
the battleline attacks again and again, never faltering in
their advance.

With a loud screech, a winged griffon plunges from the
sky towards its target. Upon the beast’s back, a gold
armoured figure with a shield bearing a winged eagle grips
with their legs and aims the lance in their hands. At the
perfect moment and absolute coordination, the griffon
and the knight lash out with lance and talon, slaying their
enemy in one deadly strike.

Under a windblown tattered cloak, a warrior in rusty
armour with a chipped sword stands unafraid ahead of
the bandit gang. Arrows bounce uselessly off the warrior's
armour as they charge forward on foot, blocking every
attack with ease. A few strikes later, several brigands lay
dead at their feet. The other brigands flee. The village, this
Pilgrim Knight's chosen home, is safe once more.

All of these are the Chivalric Knights of the Forgotten
Realms - warriors of conscience and virtue who seek to live
by the chivalric code, protect those around them and gain
glory and honour through their brave and heroic deeds.

‘Exemplars of Chivalry

All knights live by the code of chivalry, which is their deeply
held moral framework. It drives them towards heroic
endeavours and standing as a demonstration for good
purpose and meaning in all that they do. Such a code can
first seem inflexible, but each knight can find their own
way within this code. They are experts at observing the
intention of the chivalric code: how flexible they are
around the wording depends on the knight.
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Chivalric Knight

Proficiency
Level Bonus Features
1st +2 Chivalric Ideal, Ideal Points, Ironside
2nd +2 Leadership
3rd +2 Chivalric Code
4th +2 Ability Score Improvement
5th +3 Extra Attack
6th +3 Additional Ideal Point
7th +3 Chivalric Code Improvement
8th +3 Ability Score Improvement
9th +4 Additional Ideal Point, For Honor!
10th +4 Chivalric Code Improvement
11th +4 Ability score Improvement
12th +4 Chivalric Code Improvement, Ideal
Point
13th +5 Additional Attack
14th +5 -
15th +5 Chivalric Code Improvement
16th +5 Ability Score Improvement
17th +6 -
18th +6 Chivalric Code Improvement
19th +6 Ability Score Improvement
20th +6 -
Quick Build

You can make a Chivalric Knight quickly by following these
suggestions. First, make Strength your highest ability
score, and the next highest should be Constitution or
Intelligence. Then you can choose the noble background,

or pick a background from the suggestion within this book.

(Class Features

As a knight, you gain the following class features.

Hit Points

Hit Dice: 1d10 per knight level.

Hit Points at 1st level: 10 + your Constitution modifier.
Hit Points at Higher Levels: 1d10 (or 6) + your
Constitution modifier per Chivalric Knight level after the
Tst.

Proficiencies

Armour: medium and heavy armour, shields.
Weapons: simple weapons, martial weapons.

Tools: smith’s tools.

Saving Throws: Strength, Intelligence.

Skills: Choose two skills from Animal Handling, Athletics,
History, Arcana, Persuasion and Intimidation.

Equipment: You start with the following equipment, in
addition to the equipment granted by your background.

¢ (a) chainmail or (b) scale mail plus a shield.

¢ Aspear and (a) a one-handed martial weapon, or (b) a
martial weapon with the two-handed special rule.

e An adventurer's pack.

e Apony as amount.

Knightly Action DC

Many knight actions require your opponent to make a
saving throw to overcome the effects of this action. This
action’s DC is calculated in the following way:

Action Save DC = 8 + Proficiency Bonus +
Intelligence modifier

‘The 10eal

At first level, every would-be knight swears their Knightly
Ideals. These are the principles that they have decided to
uphold in the world, even in the face of their death. Each
Ideal has a different skill which is associated with it, and
the knight can use this skill as below. At 3rd, 8th, 12th and
15th level, a knight can choose to swear a different Ideal,
which will replace the existing Ideal.

Ideal of Courage

As a knight, you stride bravely forward to face your
opponents in battle, drawing them towards you as an
exemplar of chivalric combat. As a bonus action you can
spend an ideal point to challenge one hostile creature
within 30 ft. of you. This target must take an Intelligence
saving throw. On a failure, the target must make its next
attacks against you; it can move to do so. If it is unable to
do that, the affected character takes 1d10 psychic damage.

Ideal of Justice

You learn to fend off strikes directed at you or other
creatures nearby, shielding the just from the guilty. If you
or a creature you can see within 5 feet of you is hit by an
attack, you can expend a Ideal point to roll a 1d4 if you're
wielding a melee weapon or a shield. Roll the die, and add
the number rolled to the target's AC against that attack. If
the attack still hits, the target has resistance against the
attack's damage.




Ideal of Mercy

You know how to save the lives of the people around you,
preventing glorious warriors from ending their journey
before their time. If a living creature falls unconscious
within 5 ft. of you, you can use an action and expend one
ideal point to take a DC12 Intelligence check. If this check
is successful, the wounded creature returns to
consciousness with 1d6 hp.

Ideal of Nobility

As a knight, you can use your influence and presence to
draw enemies into attacking you instead of another. If you
are within 5 ft. in an ally, as a free action you can spend an
ideal point to make any attack rolls against this ally to be
at disadvantage. In addition, this ally will have resistance
to that damage if struck. However, any attack roll against
you by any of those creatures during this turn can be
made at advantage. You must remain within 5 ft. of the
ally for this effect to continue, and it will last until the
beginning of your next turn.

Ideal of Hope

The inspiring figure of a knight can lead others to strike
harder than they might have done before. If a knight
makes a successful strike against an enemy creature, then
they can spend one ideal point to give any attacking ally
advantage in attack rolls against that enemy creature until
the beginning of the knight's next turn.

91deal ‘Points

You start with two ideal points. These ideal points are
restored by completing a long rest. You gain an additional
ideal point at 3rd level and again at 6th, 9th, 12th, 15th
and 18th.

Knightly Rank

You start at the rank of squire. You can improve your rank
by the completion of Quests (see the rules for knightly

Quests) which will also allow you to improve your heraldry.

“Ironside

Starting at 1st level, you can use your affinity with heavy
armour to deflect otherwise dangerous strikes. If you are
struck by an enemy creature's attack, you can expend one
ideal point to roll a d4 and add the value to your AC. To
use this ability, you must be able to see the enemy
creature and be wearing heavy armour.

“Leadership

Starting at 2nd level, you can draw on your natural sense
of command to lead those around you. You can spend one
ideal point and utter a special command or warning
whenever a non-hostile creature that you can see within
30 ft. of it makes an attack roll or a saving throw. That
creature can add a d4 to its roll provided it can hear and
understand you. A creature can benefit from only one
Leadership die at a time.

This effect ends if you are incapacited and lasts for one
minute.

Chivalric Code

At 3rd level, you can choose a fighting style which best
reflects your knight's chivalric code. You can choose from
Foot Knight, Jouster or Pilgrim Knight, all of which are
detailed in at the end of the class description. The Chivalric
Code you choose grants you features at 3rd level, 7th, 15th
and 18th level.

Ability Score Tmprovement

At 4th level and again at 8th, 11th, 16th and 19th, you can
increase one ability score by two or increase two ability
scores by one. As normal, you can't increase an ability
score above 20 using this feature.

‘Extra Attack

Beginning at 5th level, you can attack twice, instead of
once, whenever you take the attack action on your turn.
The number of attacks increases to three when you reach
13th level.

For Honour!

At ninth level, if you miss with an attack roll, fail a saving
throw or ability check, you can discard one ideal point to
re-roll the dice. The second roll stands.
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Chivalric Codes

Foot ‘Knight

While knights are most famous for their mounted combat
with lances, some knights choose a less glamorous path.
Sometimes called "line-of-battle" these polearm-wielding
warriors make up the most effective part of any battle line.

‘Plated

At 3rd level, you gain the ability to use your armour as a
shield, even when wielding a two-handed weapon. Your AC
improves by 2 if you are wearing heavy armour without a
shield while using a weapon with two-handed property. In
addition, you have proficiency in Athletics.

Shoulder ‘Barge

At 3rd level you've learned how to use your weight and
bulk to barge and batter enemies away effectively. As a
bonus action you can shoulder barge one enemy within
5ft. of you. This target must take a Strength saving throw,
and if this is failed, they are moved 10 ft. away from you, in
the direction of the knight's choosing.

‘Battleline

At 7th level, you have gained proficiency in fighting
together as an organised battleline. If you are within melee
range of any enemy, as a free action you can expend one
ideal point and allow any allied creature within melee
range to attack with advantage against any enemy
creature within 10 ft. of you for that turn.

‘Poleaxe Strike

At 10th level, you can wield a polearm with ease, leading to
a deadly strike. On a successful hit, you can expend an
ideal point to add two additional weapon damage dice
with a weapon with the double-handed property.

Stand Your Ground

At 15th level, you can hold your footing in any situation.
You are immune to any checks involving the terrain
beneath your feet. In addition, if you are forced to move
through an enemy creature's ability or spell, you can
expend one ideal point to be unaffected by this.

‘Bulwark

At 18th level, you are a bulwark of the battleline and
instinctively protect your comrades even while fighting.
Every allied creature within 10 ft. of you, while you are
using a double-handed weapon, gets an additional 3 to
their AC. In addition, as a reaction you can expend an ideal
point and parry an attack upon you or your allies within 10
ft. from any direction, adding 6 to their AC.

Jouster

The Jouster is the warrior of common legend, armed with a
lance and clad in shining steel and plate. At home on the
battlefield or at the tourney, they excel at mounted
combat and make it akin to an art form.

The Courtly Arts

When you choose this archetype at 3rd level, you gain
proficiency in one of the following skills of your choice:
Animal Handling, History, Insight, Performance or
Persuasion. Alternatively, you learn one language of your
choice.

Master Rider

Starting at 3rd level, your mastery as a rider becomes
apparent. You have advantage on saving throws made to
avoid falling off your mount. If you fall off your mount and
descend no more than 10 feet, you can land on your feet if
you're not incapacitated. Finally, mounting or dismounting
a creature costs you only 5 feet of movement, rather than
half your speed.

3it and Run

At 7th level, you learn to fend off strikes directed at you or
your mount while still being able maintain your movement
upon the battlefield. If you are mounted, you can use your
reaction and expend a vow point to impose disadvantage
upon an enemy's attack against you. In addition, if the
attacker misses with their attack, you can make a free
Disengage move from this enemy which will not provoke
attacks of opportunity.

‘Lance Strike

At 10th level, you become a master of striking with a lance
with perfect poise and timing. If you are mounted and
armed with a lance or spear, you can expend one ideal
point to make this attack roll at advantage. In addition, if
you successfully strike your target, they must make a DC18
Strength saving throw. If this is failed, they suffer two
additional damage dice, are moved backwards 15 ft., and
knocked prone.

Inescapable Hunter

Starting at 15th level, you can run down your foes,
whether you're mounted or not. If you move at least 10
feet in a straight line, you can expend an ideal point before
attacking a creature. If you hit it with the attack, that target
must succeed on a Strength saving throw (DC 8 + your
proficiency bonus + your Strength modifier) or be knocked
prone.

Endless Vigilance

Starting at 18th level, you respond to danger with
extraordinary vigilance. In combat, you can expend one
ideal point to get a special reaction that you can take once
on every creature's turn, except your turn. You can use
this special reaction only to make an opportunity attack,
and you can't use it on the same turn that you take your
normal reaction.




Pilgrim Knight

The Pilgrim Knight is the itinerant wanderer of the lands,
the roving sword who comes to the rescue of those in
need. Normally travelling alone or with a small group, the
Pilgrim Knight is used to being outnumbered and has little
fear taking on large numbers of foes.

‘Endless Defence

Starting at 3rd level, you have gained the understanding of
defending yourself from all angles. You can use your
Ironside ability even if you cannot see the attacker. In
addition, the AC increase goes up to dé6.

Punishing Strike

Starting at 3rd level, you can menace your foes, foiling
their attacks and punishing them for harming others.
When you hit a creature with a melee weapon attack, you
can expend an ideal point to mark the creature until the
end of your next turn. This effect ends early if you are
incapacitated or you die, or if someone else marks the
creature. While it is within 5 feet of you, a creature marked
by you has disadvantage on any attack roll that doesn't
target you.

Complete Defender

At 7th level, you learn to fend off strikes directed at you or
other creatures nearby. If you or a creature you can see
within 5 feet of you is hit by an attack, you can expend one
ideal point and roll 1d8 as a reaction if you're wielding a
melee weapon or a shield. Roll the die, and add the
number rolled to the target's AC against that attack. If the
attack still hits, the target has resistance against the
attack's damage.

Sweeping Attack

At 10th level, you have learned how to take on large
numbers of enemies at once. When you make a weapon
attack, you can expend one ideal point to make another
attack with the same weapon against all other creatures
that are within 5 ft. of the original target and within range
of your weapon.

‘Lone Attacker

At 15th level, you have learned how to make the enemy
numbers count against them. If you are within melee
attack range of more than one enemy creature, you get
advantage on the attack rolls against all of these creatures.

A “Leaf on the ‘Wind

At 18th level, you have learned to try and move through
crowds of foes, dodging and weaving as you do. If any
enemy would get advantage in an attack roll against you
for any reason, you can expend one ideal point to reduce
that attack to a normal attack roll. In addition, no enemy
can make attacks of opportunity against you.
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Chivalric Knightly Quests

Quest The Squire Quest The Errant Quest

Type Levels1-4 Levels5-10
: The group that contains
Egary 2 Che Enemls o the knight must slay 30
ge or Huge size, of .
Hold SO CR4+ enemies, and the
Back el ellipinimetis, Qs o knight must personall
these must be slain in g P y

slay a CR6+ enemy in
honourable single
combat.

the Dark honourable single
combat.

The knight has to find  The knight must retrieve

The andreturn aspecificc anamed rare magical
Great named, uncommon item from the horde of a
Hunt magical item to their ~ CR12 Huge or Gigantic

knightly house. creature.
e . The fortress or
A specific named evil
Chapter'sharacter of CR2 must SE08 0 S0
p be slain in honourable 2PPO5INE OPP y
Honour single combat aligned order must be
’ destroyed.

To win the love and The knight must enter

loyalty of their chosen and win a tournament of
For the heart’s desire, the knightly skill, giving their
Heart's Knight must conclude a trophies and any other
Desire dispute in the way that winnings for their heart's

their heart would want desire as a token of

of them. favour.

Quests

As detailed previously, the way that a knight earns their
knightly rank is through the completion of quests. In the
table above is a suggestion to DMs and players of what
each quest requires and at what level it should be
embarked upon. A knight should select a quest from one
of the four suggestions below for each rank on the table.

However, they do not have to do all of those quests of
that type, and they can, for example, change from the
monster-focused Holding Back the Dark for one quest to
the more romantic For The Heart's Desire quest next. As
you can see, the suggestions get more vague as the
knight's quests continue - these quests are such epic
events that DMs should feel free to be extremely creative
in their integration of such quests into their campaign
narratives.

Players and DM’s should work together to discuss the
requirements of a particular quest. The Knight player will
choose when to embark upon this great event in their life,
and so DM's and players should work together to craft a
quest which will challenge the knight to the standards
below, as well as fitting into the DM’'s campaign and
narrative. A knight's quest should never come at the
expense of a narrative but be an element of the story
which is built into a wider campaign.

The Marshall Quest
Levels 11- 16

The Grand Quest
Levels 17+

The knight must lead an
army to a victorious battle
against the forces of evil.
They must slay a CR15+
enemy war leader in
honourable single combat.

The Knight must help assure
the safety of an entire realm
through their actions, without
reward for their service.

The knight must recover a long- The knight must retrieve a
lost weapon of very rare quality legendary item from a

from the depths of the earth,  different plane of existence
beneath the deep ocean or and return it to their chapter
atop the highest peaks. house.

The knight must raise their own
force of arms and scour an
oppositely aligned faction from
a region to make it safe for the
people there.

The Knight must win the
renown and favour of the
heart's desire by completing a
task that has never been loved one, bringing them
completed before - a terrible  back to the land of the living -
challenge of strength, stamina, paying whatever price is
honour or intellect. required of them.

The knight must establish
their own new knightly sub-
order within a large area and
protect it from a great threat.

The knight must go to the

realm of the dead and
retrieve the soul of a lost

Honorable Duels

A knight is very much focused on their own honour and
discipline, and so honourable duels and single combat is
an important focus of the Chivalric Knight. For a combat to
be classed as honourable single combat, the following
criteria must be observed.

e Firstly, it must be the knight alone fighting against the
enemy.

e Secondly, more than three quarters of the damage
inflicted upon this enemy must be done by the knight's
attacks - for example, when fighting an enemy with one
hundred hit points, seventy-six or more hit points of
damage must be done by only the knight's attacks.

e Thirdly, the enemy must be aware and understand that
the combat has begun (classically with a shouted
challenge) and be able to defend themselves with their
full ability. Spells or effects (such as bane, stun or
charm) which reduce any enemy's abilities or impede
their means of defending themselves stop the combat
from being treated as an honourable single combat.
Therefore, they would not count in terms of completing
a quest.

The DM is the ultimate arbiter of whether a combat is
honorable or not! Bear in mind that, while a knight has to
observe the formalities, his enemy does not and is free to
bring all of their tricks, traps and allies to defend them.
Once a quest is completed the knight is promoted to the
next rank.




The Heralory of the Kpight

A knight's heraldry is their legend, and they will write their
on-going tale as they complete their quests and fulfil their
ideals. The heraldry of a knight is unique to their career,
and itis a great crime amongst these knights to take or
appropriate another knight's heraldry. That is akin to
stealing another knight's valour and life story.

When a squire is knighted at the conclusion of their first
quest, that knight is then given permission to create their
heraldry. This will start with their shield, which can be
divided in quarters or halved. There are great books of
coats of arms and heraldry, and the heralds are careful to
ensure that even the simplest coats of arms are unique. As
they gain more fame and complete more quests, the
heraldry expands to show their expanding legend.

Heraldry has the following magical effects; all of these
magical effects will affect the knight's equipment, though it
will have to be applied to a specific weapon, set of armour
and a banner (if applicable). If these weapons, armour or
banners are not equipped, the magic effect of the heraldry
cannot be used. Only the College of Heralds can change
which equipment has the heraldry upon it. However,
because heraldry is on all parts of a knight, if a knight
stops using the weapon with their heraldry upon, they can
still use the enchantment upon the armour with the
heraldry on if they are still wearing it.

Heraldry cannot be applied to weapons and armour with
an existing magical enchantment, and it does not count
towards a character's attunement limit. In addition, any
bonus to hit or damage has a maximum of +3, or an AC
bonus of +3. Any further bonus beyond +3 to hit and
wound or AC is ignored. However, different abilities for a
particular weapon can exist at the same time - the knight
should select the ability they wish to use when making an
attack with the heraldic weapon.

In addition, the College of Heralds creates enchantments
which work with the knight's very soul and being to
operate. Anyone else - including another knight - who
wields the heraldry of this knight will not gain any benefits
from the enchantments within it. It is just a beautiful
weapon and well-painted armour for them.

Heraldry
Knight Rank Heraldic Device
Squire None
Knight-Errant Colour and Division
Knight Scroll and Motto
Knight Marshall Mantel and Crest
Grand Marshall Supporters

Colour and Division

A squire’s heraldry consists of two elements - up to two
colours and a division upon a shield. This is awarded to a
knight-errant on completion of their Squire’s Quest. The
player should choose the colour of their heraldry and then
how it is divided upon the shield. Players can choose to
have a full colour upon the shield, a half and half mix, a
quartered mix or any combination of those. They can also
include a grid across the shield as well. In addition to this,
the knight should choose one of the following
enchantments for their heraldry, at the time of promotion.
This is fixed from that point onwards.

e The knight's armour gains resistance to one kind of
damage, which is selected at that time.

e The knight weapon’s can add +1 to hit and damage
rolls.

¢ The knight can add +1 AC to a set of non-magical
armour.

e The knight's armour can increase the knight's Strength
to 19.

¢ The knight's armour can increase their Constitution to
19.

¢ The knight's armour stabilizes the knight whenever they
are dying at the start of their turn. In addition,
whenever they roll a Hit Die to regain hit points, double
the number of hit points it restores, up to the
maximum value of the hit dice.

¢ The knight's armour can reduce any critical hit to a
normal hit.

Scroll and Motto

The scroll beneath the shield is the second part of the
heraldry. This is awarded after an Errant Quest has been
completed. Knightly mottos seek to express their own
beliefs or intentions. For example: tenax et fidelis
(persevering and faithful), intemerata fides (faith
undefiled) or vincit qui patitur (he conquers who endures).
While these quotes are written in an archaic version of
Common, Elvish is also common as a language with
mottos. These might include Lisse' e’ i’ cam (sweet in the
hand), Re'na Amin caela breath amin estela (while | have
breath, | hope) or Re'na ron elea (while other's watch, | do).
It has even been known for certain knights to write their
own mottos in Dwarven runes!

One of the words within the motto is chosen to be a
Word of Command. When the knight speaks this word as a
bonus action, and expends an ideal point, they will gain
the benefits of one of the following magical effects. This
enchantment must be decided at the time the motto is
inscribed by the College of Heralds and works alongside
any existing heraldic enchantments.

¢ The knight's weapon gains 2d6 elemental damage of
fire or ice damage type for 1 minute.

¢ The knight's weapon gains the giant, goblinoid or
dragon slayer ability for 1 minute, doing an additional
3d6 damage to that enemy type.

¢ The knight's weapon’s deals an extra 3d10 damage of
the weapon'’s type on a critical hit for 1 minute.
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The knight regains temporary hit points equal to the
first strike they take during a combat round for 1
minute.

The knight's armour gains spell damage resistance for 1
minute.

The mantel provides much of this, but the crest is the true
badge of a marshall. This allows the marshall to share
some of their heraldry's power, if those who are pledged
to him wear this badge.

e The knight's weapon gains a +1 to attack and damage

The knight's armour gains a flying speed equal to the
knight's walking speed. They can use the effect to fly for
up to 10 mins. If they are flying when the duration
expires, you descend at a rate of 30 feet per round until
they land.

e The knight's armour gains a +2 bonus to AC against
ranged attacks for 1 min. In addition, whenever an
attacker makes a ranged attack against a target within 5
feet of them, the knight can use their reaction to
become the target of the attack instead.

¢ The knight can summon their specific mount: they

summon a spirit that assumes the form of an unusually

intelligent, strong, and loyal steed, creating a long-
lasting bond with it. Appearing in an unoccupied space
within range, the steed takes on a form that they
choose, such as a warhorse, a pony, a camel, an elk, or

a Mastiff. (Your DM might allow other animals to be

summoned as steeds.) The steed has the Statistics of

the chosen form. Additionally, if their steed has an

Intelligence of 5 or less, its Intelligence becomes 6, and

it gains the ability to understand one language of their

choice that they speak. This steed serves them as a

mount, both in Combat and out, and the knight has an

instinctive bond with it that allows them to fight as a

seamless unit. While mounted on the steed, the knight

can make any spell you cast that targets only them also
target their steed. When the steed drops to 0 Hit Points,
it disappears, leaving behind no physical form. The
knight can also dismiss their steed at any time as an
action, causing it to disappear. In either case, casting
this spell again summons the same steed, restored to
its hit point maximum. While this steed is within 1 mile
of them, the knight can communicate with it
telepathically. A knight can't have more than one steed
bonded by this ability at a time. As an action, they can
release the steed from its bond at any time, causing it
to seek freedom and never return.

Mantell ano (Crest

The mantel and crest of a marshall's crest are signs of rank
rarely seen amongst the knights. They are awarded after
the completion of a knight's Marshall Quest. Such marks
are powerful enchantments for an individual, marking this
warrior as a powerful combatant even amongst a
household of knights.
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rolls. They can use a bonus action to toss this weapon
into the air and speak the command word. When they
do so, the weapon begins to hover, flies up to 30 feet,
and attacks one creature of their choice within 5 feet of
it. The weapon uses their attack roll and ability score
modifier to damage rolls. A knight can expend one ideal
point at the beginning of your next turn to keep the
weapon flying around them, otherwise it will fall to the
ground within 5 ft of you.

The knight's weapon gains a +2 bonus to attack and
damage rolls. It has the thrown property with a normal
range of 20 feet and a long range of 60 feet. When the
knight hits with a ranged attack using this weapon, it
deals an extra damage dice or, if the target is a giant, 2
extra damage dice. Immediately after the attack, the
weapon flies back to their hand.

The knight's weapon gains a +2 bonus to Attack and
Damage Rolls. In addition, they can make one Attack
with it as a Bonus Action on each of your turns.

They knight can expend two ideal points and use an
action to speak through their helm’s command word,
which emits a thunderous blast in a 30-foot cone that is
audible 600 feet away. Each creature in the cone must
make a DC 15 Constitution saving throw. On a failed
save, a creature takes 4d6 thunder damage and is
deafened for 1 minute. On a successful save, a creature
takes half as much damage and isn't deafened.
Creatures and objects made of glass or crystal have
disadvantage on the saving throw and take 8d6
thunder damage.

The knight's armour becomes immune to a specific kind
of damage. Choose one of the following: cold, fire,
force, lightning, necrotic, psychic, radiant or thunder.
While the knight is wearing their armour, they can use
an action to speak its command word. This causes a
pair of bat wings or bird wings to appear on their back
for 1 hour or until they repeat the command word as
an action. The wings give them a flying speed of 60 feet.
When the wings disappear, the knight can't use them
again for 6 hours.

The knight's armour increases the knight's Strength to
21.

The knight's armour increases the knight's Constitution
to 21.




Anyone wearing the crest will receives one additional
bonus while they continue to wear the marshal's Crest:

e Any weapon they wield is classed as a +1 magical
weapon.

e Their ACincreases by +2.

e They all gain proficiency in Animal Handling, and a +1 to
hit rolls for mounted combat.

e They gain the 1st level ideal skill which matches the
Ideal of the knight-marshal, and have a single ideal
point to use it.

A Pair of Supporters

Only the boldest and most powerful knight will gain
supporters within their heraldry, and these are awarded
when a knight has completed their Grand Quest. These
beasts, unique and special for each Grand Marshal knight,
makes these some of the most powerful individual
combatants within the realm. Each is a bastion of chivalry
and a veteran of battles and wars which would have killed
the less skilled a hundred times over. The knight must
choose two animals to support their shield. These can be
any animal, and often knights will choose supporters
which represent foes they have defeated: demons,
dragons and other monsters are common.

The Grand Marshal can choose one of the following

effects:

¢ The knight's weapon automatically maximizes weapon
damage dice against the target. When they attack a
creature with this weapon and roll a 20 on the attack
roll, that target takes an extra 4d6 slashing damage. If
this extra damage roll exceeds 21, they lop off one of
the target's limbs, with the effect of such loss
determined by the DM. If the creature has no limb to
sever, they lop off a portion of its body instead.

e The Knight's weapon gains a +2 bonus to attack and
damage rolls. While the sword is on their person, you
also gain a +1 bonus to saving throws. If the sword is on
their person, you can call on its luck by expending two
ideal points to re-roll one attack roll, ability check, or
saving throw. They must use the second roll. In
addition, they can use an action and expend five ideal
points to cast the wish spell from it.

¢ The knight's armour has advantage on saving throws
against spells and other magical effects, and spell
attacks have disadvantage against them.

e The knight weapon gains a +2 bonus to attack and
damage rolls. In addition, the weapon ignores
resistance to slashing damage. When they attack a
creature that has at least one head with this weapon
and roll a 20 on the attack roll, they cut off one of the
creature’s heads. The creature dies if it can't survive
without the lost head. A creature is immune to this
effect if it is immune to slashing damage, doesn't have
or need a head, has legendary actions, or the DM
decides that the creature is too big for its head to be
cut off with this weapon. Such a creature instead takes
an extra 6d8 slashing damage from the hit.

e The knight's armour increases a knight's Strength
characteristic of 25.

Instant Chapter House: Using a command word and by
expending four ideal points, the knight can summon a
fortress that remains until they use an action to speak
the command word that dismisses it, which works only
if the fortress is empty of player characters or enemies.
The fortress is a square tower, 20 feet on each side and
30 feet high, with arrow slits on all sides and a
battlement atop it. Its interior is divided into two floors
with a ladder running along one wall to connect them.
The ladder ends at a trapdoor leading to the roof. On
the roof is a mangonel which can traverse 360 degrees
to fire in any direction and two ballistas which can
traverse to cover the left or right side of the chapter
house respectively. When activated, the tower has a
small door on the side facing the knight. The door
opens only at the knights command, which they can
speak as a bonus action. It is immune to the knock spell
and similar magic, such as that of a chime of opening.
Each creature in the area where the fortress appears
must make a DC 15 Dexterity saving throw, taking
10d10 bludgeoning damage on a failed save, or half as
much damage on a successful one. In either case, the
creature is pushed to an unoccupied space outside but
next to the fortress. Objects in the area that aren't
being worn or carried take this damage and are pushed
automatically. The tower is made of adamantine, and
its magic prevents it from being tipped over. The roof,
the door, and the walls each have 150 hit points,
immunity to damage from non magical weapons
excluding siege weapons, and resistance to all other
damage. Only a wish spell can repair the fortress (this
use of the spell counts as replicating a spell of 8th level
or lower). Each casting of wish causes the roof, the door
or one wall to regain 75 hit points. This action also
summons d8+4 (rather surprised) squires from the
Knight's chapter to man the fortress until it is
dismissed. They will be armed and equipped as per the
knight's chapter’s squire NPC stat bloc or the generic
stat bloc available at the back of this book. When the
fortress is unsummoned, any surviving squires are sent
back to their chapter as part of this spell.

The Knight's armour allows the knight to travel through
the planes of existence with ease. While wearing this
armour, the knight can use an action and expend three
ideal points to name a location that they are familiar
with on another plane of existence. Then make a DC 12
Intelligence check. On a successful check, they open a
rift to the other plain. On a failure, the knight and each
creature and object within 15 feet of them travel to a
random destination. Roll a d100. On a 1-60, they travel
to a random location on the plane they named. On a
61-100, they travel to a randomly determined plane of
existence.

The Knights armour gains a +2 bonus to AC, and they
can understand and speak Abyssal. In addition, the
armor’s clawed gauntlets turn unarmed strikes with
their hands into magic weapons that deal slashing
damage, with a +2 bonus to attack rolls and damage
rolls and a damage die of 1d8. The knight additionally
has advantage in communicating with fiend or demon
type foes.
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e The knight's armour increases their constitution of 25.
e The knight can expend three ideal points and use an

action to summon a celestial ally from beyond the
Material Plane. The knight can take an Intelligence
check against the following DC to summon a deva
(DC12), a planatar is (DC16) and a solar (DC21). If the
Intelligence check is failed, nothing is summoned.
These creatures are classed as friendly allies and will
have the stats as per the Monster Manual. They will
remain summoned for 2 hours.

The Knight can expend an ideal point and use an action
to summon allies from their knightly household. This
Knight will have the characteristics of a knight marshall,
based on either the specific house that the knight
belongs to or the generic Knight Marshall Stat bloc at
the back of this book. The knight can spend an
additional ideal point to summon six squires from the
same order and two more ideal points to summon
three knights. These allies will remain until dismissed.
The Marshall can only summon half as many knight-
marshalls, knights and squires as their Order has, and
should consider the effect this might have upon their
order in the wider world.

The knight can expend four ideal points and speak a
word of death through their helm. Any creature ina 10
ft. cube around the knight which has a Challenge Rating
of 5 or less dies immediately. Every other creature else
in this area takes 4d12 psychic damage.

Optional Rules for Heralory

The abilities which are granted by heraldry are part
of what makes a Chivalric Knight character
progress in game. The abilities which it grants will
make the knight a powerful individual and group
combatant, especially at higher levels.

As a set of additional rules, a DM can apply a set
of behaviours for the knight so they can gain access
to their heraldry powers. After all, these powers are
granted to knights who follow the code of chivalry -
if a knight is not doing so, are they truly a knight?

If if it agreed by the player and DM, the heraldry
effects can be made reliant upon the knight
character's observation of the rules of the chivalry.
If a Knight of Hope, for example, chooses to ignore
the suffering people around them, they could lose
part or all of their heraldic powers. If a Knight of
Courage chooses to flee from a fight, this could
have the same effect.

In this way, a knight has a stronger in-game
incentive to act in a chivalric way, in addition to just
wanting to play in character!




Twightly Eouipment

Knightly Chapter houses are the homes of many skilled
artisans. For every knight that lives within the Chapter,
there are a hundred serfs, footsoldiers and other servants
who work to make their lives workable. Even as soldiers of
chivalry, these knights still need armours, swordsmiths,
and farmers to keep them alive and fighting.

These servants will join the Chapter for as many reasons
as their servants. Some merely sought a job, while others
are waifs and strays adopted by knights while on
campaign. Many are as idealistic as their knights, believing
in Chivalry as much as their lords do. The older servants,
battered veterans of wars and sieges, have a pragmatic
mix of long-rewarded loyalty and belief in chivalry. This
loyalty is returned by their masters, and multiple
generations of families have served many knight houses
through the centuries.

Because of this, the artisans of a chapter are some of
the most skilled creators in the area, possibly the whole
region. Dwarves have been known to work with Knightly
houses and provide the highest level of equipment,
weapons and armour for the knights. Elvish smiths,
attracted to an institution which might last their entire
lives, have also made their homes within Knightly orders.
Needless to say, a knight or Knight Marshall can expect to
be equipped with the highest quality equipment.

In this section you will find specific equipment which is
available at Knightly Chapter Houses. Those outside of the
order may have to prove their good intentions or
character before the armoury of a chapter is shared with
them - and the knights will extract a high price for such
excellent equipment.

Knightly ‘Weapons

The details of specific knightly weapons can be found in
the table below. Weapons with the word 'knightly' in their
description class as being magical in terms of doing
damage to enemies. These weapons can also be subject to
the effects of knightly heraldry.

Martial Kpightly ‘Weapons

Name Cost Damage Weight Properties
Knightly Long .

Spear 250gp 1d8 slashing  5lb Reach
Knightly Sword 350gp 1d8 slashing  5lb Varg?g;e
Knightly Estoc 300gp 1d8 piercing 3lb Finesse

Knightly Cavalry 35055 410 slashing  3lb  Two-Handed

Sword
: 1 \Y il
Knightly Mace 350gp bludgggning 2lb aré‘?g)e
Knightly Great 1d12 Heavy, Two-
Mace >25gp bludgeoning 10lb handed
Knightly Great 1d12 Heavy, Two-
Hammer >25gp bludgeoning 205 handed
Ignores
Knightly Dagger 175gp 1d6 piercing 2lb pigl:ccing
resistance

Name Cost Damage Weight Properties
7 Reach, +1 to
K{\;%fg’ély 758p 1d12 piercing 8lb hit while
mounted.
Two
handed,
Knightly 1d10 reach,
Pollaxe 1258p piercing/bludgeoning 2l damage
type chosen
on hit

Knightly Armour

Knightly armour is constructed to a higher standard of
both armour and ornamentation. Unlike many other
armourers, a lot of focus is laid upon the construction of
beautiful detailing upon the steel, and even the simplest
armour may be inlaid with gold, jewels and intricate acid
etching.

Such knightly armour can impress any of those around
them with the knights personality and goals. Anyone who
dons armour with the word ‘Knightly’ in the name gains an
additional +1 to their Charisma. Additional to this bonus,
chivalric Knight characters get to roll charisma checks for
persuasion or intimidation with advantage. However,
charisma checks for deception will be rolled at
disadvantage while wearing this armour.

Medium Armour
Armour
Class
Name Cost (AC) Strength Stealth Weight
14 +
Knightly Dex ) )
Breastplate AP modifier =
(max 2)
15+
Knightly Dex .
Half-Plate 900gp modifier disadvantage 50Ib
(max 2)
Heavy Armour
Armour
Class
Name Cost (AC) Strength Stealth Weight
Knightly
Ring 75gp 14 - disadvantage 45Ib
Maille
Knightly :
Chainmail 150gp 16 13 disadvantage 60lb
Knightly .
Splint 500gp 17 15  disadvantage 65Ib
Knightly :
Plate 1800gp 18 16  disadvantage 70lb
Shields
Armour
Name Cost Class (AC) Strength Stealth Weight
Knightly Shield 50gp +3 15 - 8lblb
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Knightly Banners

Knights are inspiring figures, and many look to them for
leadership and for strength in times of trial. Knights can
carry banners upon their lances, spears or upon their
mounts with flagpoles. These banners often carry their
heraldry and can help those around them rally or fight
harder around them.

Though simple battle flags are often carried by squires
and the heralds of the knights, especially when marching
to war, the true power of the knights is in their magical
banners. With the powers of these, a knight can empower
their entire household. While the knight might give up
some of the fighting prowess to do so, entire battles can
be won by the unfurling of a banner at the right moment,
and inspiring those to fight to the very death.

Knightly Banvers
Name Cost Weight Range

Banner of 1,05, 25

Hope
Banner of
Mercy 1200gp 25lb  20ft
Banner of
Justice 1500gp 25lb  20ft

Banner of
Nobility 2000gp 25lb  30ft

Banner of
Courage 2500gp 25lb  15ft
Banner of
Chivalry 6000gp 25lb  20ft
Incarnate

Each banner is individually created by the Herald, based
upon a knight's heraldry, and can only be used by a Knight
Character. Banners can only be mounted upon the
following weapons: A Spear, A Long Spear, a Pike or a
Lance. It can also be mounted on a saddle banner pole on
a mount. To unfurl a banner is an action, and the effects of
the banner work for one min. It takes an action to furl the
banner again, and it can only be used once a day. When
fighting with a weapon that has an unfurled banner upon
it, any attack roll with that weapon will be at disadvantage.
A knight can hold a banner and fight with a weapon which
does not have the double-handed, reach, or heavy, but if
the knight moves, the effect of the banner ends
immediately. They also cannot hold a shield if they are
choosing to fight with a one-handed weapon.

Properties

20ft When any allied creatures within range make an attack roll or a saving throw, the target
can roll a d4 and add the number rolled to the attack roll or saving throw.

Choose any number of creatures within range. For the duration, each target has
advantage on Wisdom saving throws and death saving throws, and regains the
maximum number of hit points possible from any healing.

For the duration, any willing ally has resistance to one damage type of your choice: acid,
cold, fire, lightning, or thunder.

For the duration, any enemy attacking an allied creature with a missile weapon must
roll at their attack at disadvantage.

Any creature hostile to you that moves to a space in range of the banner for the first
time on a turn must succeed on a Constitution saving throw. The creature takes 4d10
radiant damage on a failed save, or half as much damage on a successful one.

Combine the effects of two banners together.




Dungeon Master's Guidance

Integrating a knight into a Dungeons and Dragons
campaign comes with a wealth of opportunities to tell
amazing stories involving the Chivalric Ideals. Bringing a
knight character to a table will allow the group to have an
immovable, moral core which will observe their code or
risk falling away from all that they hold.

The first DM’s advice is that you don’t need to let your
knight dominate your storylines. A knight does not always
have to be on a quest. A knight is always looking for a
quest but does not need to be perpetually completing
their quests - though players may one to try and complete
them in as little time as possible. This means that the DM
has space and time to develop other stories for their
group, outside of the Knight's Quests.

On the other hand, embarking upon a quest can be a
great motivation for the group. If they need to a good
motive to embark upon a particular track or storyline, you
can declare that this is a knight's quest and, so, the Knight
player will drive the group along that path. It does not
have to be solely for the knight, either. Building reasons
for all the characters to go adventuring is key if you chose
to do this. After all, you don't want your entire story to be
based upon the knight alone, as this would be pretty dull
for the rest of the players. So, if the Knight is upon their
errant quest, allow the task to have a reason to be done by
the rest of the group.

Quests for a knight should not just be a test of their
skills in combat. Because the Knights have a specific code
of behaviour, it can be challenged on several different
levels. While embarked upon a quest, challenge your
knight's nobility, courage, mercy, hope and justice. Have
situations where they must choose between the easy path
and their code. After all, Chivalry is there to be tested, and
that is what makes a knight - their decisions to honour
their code. It should not be easy, which will make the
challenges all the more enjoyable!

In the end, enjoy having a knight player in your group.
Their inviolate code will help them be a challenge and a
leader to other players, as well as bringing the old-
fashioned goodness of a chivalric Knight to your campaign
world.

When developing a squire character, DM and players
should consider the following question; why is the squire
out there, travelling (presumably) on their own? A squire
will have already received a measure of training, standing
in support of an experienced knight. So what has taken
them away from that mentor and sent them alone onto
t