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Four Kings: A Tale of Chivalry
 Imagine a world where the Brothers Grimm were not folklorists but historians, 
chronicling the world as it had been just a few generations before their time, a Europe 
made all the more fantastic for its familiarity, where witch hunts find their quarry but also 
find danger, a land of ghosts and goblins along with abbots and archdukes. This is Eu-
ropa Obscura, the setting for the Four Kings adventure playset. 
 Although this is certainly a more focused setting than is specified in Cartoman-
cy’s general rules, is still malleable enough be molded by your interest—or lack of inter-
est—in European history. The following adventure can be equally well set deep in the 
Spreewald at the height of the Holy Roman Empire, with the freedom-seeking high-
landers of Scotland, surrounded by the hysteria of Inquisition, near the frozen gates of 
the Tsars, or in a completely fictional feudal landscape. The only things required are a 
class of nobles willing to risk death for fortune, glory, duty, or ideology and a level of 
powerful patrons above these. If you have more interest in getting cards on the table 
than researching background material, then just deal the cards and let your imagination 
fill in the holes.  
 This document contains four scenes where cards will be dealt, along with the 
necessary role-playing material to bridge the gaps between them. At the end of this ad-
venture is a short section that provides ideas and suggestions for converting Four Kings 
to a dramatically different setting should goblins and dragons just not be your thing. 
Each section starts with (and often contains within its body) italicized text. This can be 
read directly to the players or paraphrased; it is intended to give everyone a shared vi-
sion of the world.   

Protagonists
 The following scenes are constructed assuming a seven-card draw. The simplest 
characters to integrate into the action will be some manner of knight errant with a ready 
sword and, possibly, minor magical abilities. Simple is not always better; protagonists 
who aren’t knights, such as priests, squires, militant monks, and even ignoble charac-
ters can add to the variety.  
 Each character should be interesting both by rules and story. If this is the first 
time your group is playing Cartomancy, you may want to review each protagonist's 
powers and plot to make certain that it will be as fun in play as the creator thinks. Some 
powers will be mystical in nature and some will be simple skill, but the exact nature of 
each should be considered before play. A devout believer who can seal up wounds with 
the power of faith is different in character from a primitive surgeon armed with leaches 
and saws, though both have the identical Heal power.    

Note: You will want to have a deck of cards just for obstacles, this should have a 
different backing from the two decks shuffled together for the protagonists.  

Scene 1: The Cross Roads
 Your trail has been long but not so hard as is simple survival for the unfortunate 
residents of this accursed region. You have passed peasants working plots too rocky 
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and steep to grow anything but disappointment, and villages full of empty houses sug-
gesting more prosperous times. Even the woods on both sides of the ill-maintained 
track you travel upon seem darker and more forbidding than the sun’s height should 
permit. Up ahead lies a crossroads hosting a gathering of other solitary travelers, like 
yourself. Perhaps you can gain some respite from your surroundings in good company.  

Obstacles 
Bandit king: 1 
Face Value: King.  
Two hits to defeat.  

Bandit queen: 1 
Face Value: Queen.  
Two hits to defeat.  

Bandits: 2 x # of protagonists (arranged in two hordes on the left and right of the King 
and Queen) 
Face value 2-10 (dealt randomly).  
One hit to defeat. 

 The protagonists meet as strangers on a wooded path but before they have a 
chance to issue more than the most cursory introductions, the wood line comes alive 
with far less welcome visitors.  
 Peasant bandits armed with crude weapons and hungry eyes emerge from the 
brush, with a husband and wife team firmly in the lead. “More of ‘em than we reckoned 
on, Shnookums,” says husband to wife. “All the more gold and steal to sell up-mountain, 
Bubpykens,” replies the wife. 
 The bandits have no real plan or tactics. Simply deal them face up with the king 
and queen in the center. The right and left wing of the bandits are considered separate 
hoards, while the two face cards are independent creatures. They will attack more or 
less randomly but will focus their efforts on un-wounded targets in a vain attempt to 
claim the glory of an unassisted kill.  Assuming that the protagonists chose powers well 
and you have shared your knowledge of the system, they should have no real problem 
overcoming the bandits. However, if this is your players’ first experience of Cartomancy, 
take it slow and explain things as you go; make it a tutorial because later fights are only 
going to get harder. It is possible with a very small group that the protagonists with have 
insufficient face cards to deal with the king and queen; if they have dispatched the more 
junior bandits and the scene seems destined for a stalemate, it is better to have the 
bandits flee than to shut down the action.   
 In addition to teaching mechanics, this fight is going to set up your party’s inter-
actions for the rest of the session, possibly the rest of the campaign. Encourage de-
scriptions of actions instead of allowing players to throw down a jack and say, “I strike 
that four of clubs.” Remember that the protagonists don't know each other and may not 
even have descriptions of each other; push them to make the characters come alive. 
For your part, do the same with the bandits (if you do it, so will your group—monkey see 
monkey do). Decide on a personality for the bandits as a group: for instance, are they 
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comedic hillbillies or disadvantaged people with no other option? Feel free to be gener-
ous with ABCs: the protagonists will need all the help they can get later.  
 Once the tides turn and the bandits are clearly getting whupped, the bandit 
queen will make a run for it. This could be a good time to drop in some dialogue, any-
where between funny and poignant, of the “Honey, don't leave me!” variety. Don’t de-
spair if the protagonists knock the queen out of the fight on the first round; just have 
somebody else break and make a run for it; modify the following scenes accordingly. 
Once the protagonists are done mopping up the last of the bandits, they will hopefully 
be moved by duty, revenge or curiosity to follow the queen’s trail; if not, give ‘em a 
nudge in that direction.  

Scene 2: In the Halls of the Goblin King
 The bandit queen's path through the wilds is wide and reckless; either she is pan-
icked beyond reason, or she knows sanctuary impenetrable to you lies close at hand. 
Her tracks merge with countless others, some that could belong to the—now still—boots 
of the fallen bandits, as well as others that were left by neither man nor forest beast. 
Natural forest beast, that is... 
 All tracks end at a cave mouth, blackened around the rim with grime and soot. As 
the sun sets, flickering light and guttural voices both emerge. Though no words can be 
heard in the bestial slur, it is possible that there is another voice, the now subdued tones 
of the bandit queen.    

Obstacles 
Goblin King: 1 
Handed Obstacle: Hand 5, Draw 1, Play 1  (see goblin champion). 
2 hits to defeat. 
Meat Grinder: Play C (pip card only) to add C as a face value obstacle to an existing 
horde. 
Strong Guts: Play H (pip card only) face up on the table; all goblins defend with H# until 
the king’s next turn, unless their normal defense is better or they choose to play a 
spade. 

Goblin Champion: 1/2 # of protagonists 
Exotic Obstacle: For each goblin champion in the combat, increase the Goblin King's 
draw number and maximum hand size by one. The goblin king may play one card per 
round on behalf of each champion; he may also play spades to defend champions. 
Should the Goblin king be defeated while one or more of his goblin champions still 
stands, the nearest champion is transformed into a new goblin king and takes over the 
old king’s hand. 
Two hits to defeat. 

Goblin Clansman: # of protagonists  
Face value obstacle: 2-10 (dealt randomly) 
One hit to defeat. 
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Sooner or later, the party will enter the cave. There is a bend near the entrance that is 
easily observed by the assembled horde, making stealth moot. When a protagonist 
rounds the corner, the assembled goblins will jump to the attack without preamble or 
parlay. Should the protagonists stall too long outside the cave, the goblins will emerge 
all of a sudden, accompanied by their prize, the trussed-up bandit queen.  
 The fetid mass inside is composed of goblins, the most despised of all the world’s 
creatures. It is clear that the goblins intend to make a meal of the queen who sought 
safety with them. She is bound up and suspended over a roasting pit brimming with 
bone-dry oak and kindling. 
 The tactics of the goblins are simple: the champion(s) will defend their newfound 
meal (the queen), while the horde will form a fighting line to protect the goblin king (both 
groups have invoked the blocking rules before the fight begins). The king will not attack 
until the horde is dispatched but instead will protect himself by playing clubs to add to 
the horde and hearts to strengthen defenses (preferably both each round). He will not 
use a spade to save a horde member but will use spades to defend himself and his 
champions. The champions attack with the strongest non-spade available after the 
king’s actions. 

When the last champion is struck down, as a final act of defiance or of culinary aspira-
tion, he throws a flaming brand into the woodpile. This, predictably, sets the bandit 
queen to screaming. A protagonist can try to free the queen from the growing inferno by 
striking using a queen or higher. Two such attempts must be made before she is freed 
(at which point she joins with the party to fight the remaining goblins; use her stats from 
the previous scene). The party has two rounds (marked on the goblin king’s action) to 
free the queen before she is too thoroughly roasted to survive.  Should the party decide 
that she is getting what she deserves, given that she was trying to murder them this af-
ternoon, they can let her fry or put her out of her misery (using any card as a strike). If 
they don’t save her (either by intent or just having there hands full with goblins) then she 
should scream out enough clues to let play progress without incident to scene 3.  

By the way, how do you describe goblins? Start with an ill-tempered anthropomorphic 
bull-frog and then add the worst part of each of God’s creatures. Have fun! 

Scene 3: Of Kings and Lies
 No sooner is the self-styled bandit queen released from the goblins’ captivity than 
she begins to beg for her life from her new human captors. Her tale may be spun of 
equal parts desperation and fantasy, but if she speaks true the woods and farms of this 
region have good reason to look sickly. She tells of another who held the goblin king in 
thrall even as her husband was slave to the green-skinned horror. The very word for this 
master drives fear into the peasantry even more than plague, pestilence, and war — for 
it is Dragon. 
 If her words contain even a feather’s weight of truth, it would be ignoble not to 
make an attempt, however futile, to cure this land. But you will need aid and the bandit 
queen must meet justice; the prince who holds dominion over this blighted land resides 
in a keep just over the next rise. If hope is to be found, it is in his halls.  
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Obstacles 
Layabout Knights: 4 
Face Value Jack. 
Two hits to defeat. 

Old Woman: 1 
Handed Obstacle (5 card hand, draw one, play one). 
Three hits to defeat (special; see text). 

The Prince: 1 
Handed Obstacle (5 card hand, no draw, play 3). 
Undefeatable (see text). 

 The Prince (we use that term in the Machiavellian sense; however, you should 
feel free to fit him with any title that fits your region and time period) holds court in a res-
idence that is more palace than fortress, which may seem odd given the area’s obvious 
bandit and goblin infestation. Furthermore, far from being spurred instantly into action 
by the news that one of the most fearsome creatures ever laid on earth by god or devil 
is virtually in the courtyard, the court seems sedate and unconcerned. After a brief peri-
od of pure role-playing to establish these facts, this reluctance provides the obstacles 
for our next scene.  
 This is a social scene but, mechanically, that changes nothing from the previous, 
and more mortal, action. Strikes and offensive powers are barbs of wit and logical traps 
that will (hopefully) be accompanied by similarly clever dialogue from the players. A pro-
tagonist who loses all his health tokens is banished from the court as either a boor or a 
buffoon. Protagonists will have to find new metaphors for their powers in this new set-
ting: where a priest channels his faith to mend wounds on the battlefield (the Heal pow-
er), he now uses the influence of the church to smooth over indignities. 
 Array the four jacks from a pack on your right: these are lay-about knights, sup-
plicants who live to amuse the prince and are far more concerned with playing than with 
practicing war-craft. Each of these face-value obstacles can be turned to the protago-
nists’ cause with two successful strikes. Once turned, they will not render any aid in this 
scene but will participate in the dragon’s cave.  
 On your left place a queen to represent an old woman, the prince’s mother, who 
seems wrapped in the old pagan powers of the hills; ensure that the players know that 
she is a handed obstacle and therefore vulnerable to strikes of lesser value. From her 
the protagonists can gain information. She will answer three questions, one per suc-
cessful strike, and you should guide them towards these answers. If the questions 
asked are completely incompatible with these results be prepared to think on your feet.  
 First, she will tell them: Indeed, there is a dragon haunting the fief’s highest 
mount. You will not be the first to try to dethrone that black serpent, for it has claimed all 
the best of this land. So great is the dragon’s power that even the dead will rise to serve 
it and it will call them to give itself time to lick its wounds. 
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 Second, the wise woman will say: Though you may have heard that dragons are 
masters of flame, that is nothing compared to witnessing the all-consuming blaze that 
he issues when enraged. 
 And at last the truth will come out: This land was once lorded over by a wise man 
who was, perhaps, a little too tight-fisted with the treasury, and his son. No sooner had 
the lord’s only offspring come of age than the boy turned his face from family and God 
to call on dark arts and... but I have said too much; my son approaches.  
 As soon as all four lay-about knights have been turned or the old woman di-
vulges her last secret, the Prince reveals himself. The scene ends after the protagonist 
who revealed the Prince makes his next action, or as soon as anyone mentions a con-
nection between the prince and black magic. Each successful strike card against used 
the Prince should be retained, but no amount of damage will prematurely remove him 
from the field. The protagonists may lay some blistering charges against the Prince but 
he will take it all in stride, more amused than offended by accusations that he is failing 
in his duties or worse.   
 At the close of the scene, count out a number of cards equal to the number of 
strikes that landed on the prince. His grace opens up his exalted armory and brings 
forth that number of gifts. For each heart that you drew, he presents the group with a 
locket containing a saintly relic; for each diamond a surcoat embroidered with fantastic 
mystical symbols; each spade yields armor forged according to the old ways; and each 
club a weapon formed from the heart of a fallen star. You can then disregard the physi-
cal cards themselves or allow the players to keep them as mementoes of a successful 
negotiation. Regardless, each of these objects provides a +1 bonus whenever the play-
er who possesses it plays a card of the item’s suit. For example, a protagonist carrying 
one of the lockets could heal 11 health tokens by playing a 10 of hearts or play the 
same card as a strike (as the equivalent of a Jack). The Prince does not care in the 
slightest which protagonists end up with which item; that is up to the party.  
 After the party is provisioned and supplied with information, knights, and powerful 
relics, the prince seems eager to send them on their way. Is this due to concern for his 
blackened land or a darker motive? 

Scene 4: King of the Mountain
 Neither beast nor man is so foolhardy as to blaze a path up to this peak. Even 
the birds swing wide on their migrations, sensing the danger concealed in the moun-
tain’s breast. At last you see the cave mouth that must led to the dragon’s roost, for only 
a creature so massive as he could make use of a cavern of such a scale. You stand like 
tiny woodland sprites next to even the most junior of its stalagmites.  
 From the mouth you can feel cool wind drain up the valley to flow into the cave till 
that same air is returned as if expelled by a blacksmith’s forge and bellows. The drag-
on’s breath, for it could be nothing else, subtly shifts the bones and armor lying within. It 
is a graveyard of heroism inside, but if you are to strike it must be now, before your fair-
weather companions loose their nerve.  

Obstacles 
Dragon 
Handed Obstacle (Hand 5 +1 for each protagonist, Draw 3, Play 3).  

� Page �  of �7 10



Four Kings Playtest as of 07Jan2014

# of protagonists + 2 hits to defeat (breathes fire when he reaches one health token; see 
below). 
Special Decks (Dragon Deck, Fire Deck, and Dead Deck; see text). 
Regeneration (Gains back one health token at the end of each of his rounds, up to his 
maximum). 
Summon Undead (Play D, Draw D# cards from the Death Deck, and play as face value 
obstacles blocking the dragon). 
Apocalypse Breath (Does not take an action; instead triggered by an ace being played 
on the fire deck or when the dragon is reduced to one health token; all cards in the fire 
deck are played as strikes, divided evenly among party members. For more, see text). 
Iron Scales: (Plays C as Spades for defense). 

 The next scene is the adventure’s climax, both in terms of story and difficulty. At 
its outset you need only keep track of one obstacle, the dragon, but he is by far the 
most complicated creature used in this module. First off, break one complete deck of 
cards into two parts, one containing cards valued 2-8 (hereafter refereed to as the Dead 
Deck) and one containing 9 through Aces (the Dragon Deck). The dragon draws 3 cards 
each round from the Dragon Deck.  
 At the start of combat, draw two cards from the Dragon Deck. Place these cards, 
face down, beside the dragon. This is the foundation of the Apocalypse Deck. Each 
round at the start of the dragon's turn, draw two cards, face up, from the Dragon Deck 
and place them on the Apocalypse Deck. If an ace is revealed on the Apocalypse Deck, 
or the dragon is reduced to a single health token, he channels his rage into an apoca-
lyptic gout of flame, turning the whole cave into a burning inferno. In this event reveal 
the face-down cards and play every card in the stack as a strike; divide the number of 
attacks among the available protagonists and protagonist allies as evenly as possible. 
After the fires subside, shuffle all the cards that began in the Dragon Deck (with the ex-
ception of the dragon’s hand) together to form a new dragon deck and deal two face 
down cards to seed a new Apocalypse Deck. It should be noted that the dragon’s fiery 
breath is not an action per se, and he still plays and draws normally on his round.  
 The dragon will normally play red cards aggressively, while keeping black cards 
in reserve for his own defense. He is unconcerned for future rounds and will happily ex-
pend massive amounts of cards to knock opponents out of the fight in the hope that his 
next draw will replenish him. The only exception to this is that he will keep one diamond 
(possibly relatively low value) in his hand for when the battle turns sour or he runs low 
on cards. He will use this diamond to summon up an undead horde from the Dead 
Deck. This horde will comprise face value obstacles that can be returned to the grave 
(and the discard pile) with a single hit. A number of these creatures equal to the value of 
the diamond played answer his call and are dealt from the top of the Dead Deck. All of 
the dead will block for him but cannot attack on the round they are summoned. He will 
use the time gained by hiding behind this wall of fallen heroes to draw cards and regen-
erate his wounds. Note that the dragon cannot attack while being blocked for by the 
Dead. If he draws an Ace while defended by the Dead his wrath cant be contained and 
the Dead take the brunt of the Apocalypse Breath before the protagonists.  
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 The dragon enters play with a number of health tokens equal to the number of 
protagonists +2. At the beginning of each of his rounds, he recovers one lost health to-
ken as his supernatural metabolism seals his wounds.  
  
Wrapping Up
When the dragon loses his last token, you will be at a major turning point in your game. 
If this is just a one-shot session and you do not plan on continuing with these charac-
ters, the dragon will simply die. You’ve vanquished your foe in climactic battle, the drag-
on’s blood is as a tidal wave, etc. Otherwise you have more interesting options. If the 
party paid heed to the old woman at the prince’s court, then they will (possibly) under-
stand if the dragon’s corpse transmogrifies into a frail but living white-haired oldster.  
 Should you want to make this the start of a campaign, the old man will tell the 
protagonists that he is the prince’s father and that his own son stole the throne by trap-
ping the elder noble in an unthinking serpent. The old man firmly believes that it was 
never the dragon that tainted the land but the black heart of his own son, who used un-
speakable arts in fashioning the monster to keep the peasants terrified and the lower 
aristocrats complacent—or dead. It is obvious that the old man will use every last breath 
in his body to reclaim his throne and set things right once more: will the party help or 
hinder him? An armed revolution can sprout into a campaign involving battlefield en-
counters, subterfuge, diplomacy, and internal power struggles that can one day sprout 
into the complex task of helping to keep a victorious regime prosperous.  

Mod this Playset
 The preceding pages assume a taste for lordly manors and spilling goblin blood, 
but the same obstacles and plot structure can be used to fashion something for any 
palate. Change the name of the obstacles and the setting to make certain that that no 
one is going to accidentally show up with a twelfth-century scribe to an Old West gun 
battle, and have some fun! None of the mechanics need to change: just a swap out 
some body panels and apply a new coat of paint. For example: 

 The protagonists are all members of the Space Marshals, a group enforcing the 
Galactic Congress's law on the unruly frontier sectors of a Golden Age science fiction 
setting. This setting is full of square-jawed heroes in bubble helmets and scientists who 
can, without irony, ramble on about omega rays and death beams.  The first scene 
starts with the party all assembled on Rocket Ship 7, their mobile base of operations, 
when they receive a distress call from a remote astro-mine. After docking with the gavi-
ty-less micro-planet, our brave crew of marshals are ambushed by bandits who have 
used the local distress beacon to lure in their pray. Cue the first scene from 4 Kings, and 
remember: They were not counting on the brave men, women, and aliens of the Space 
Marshals! 
 After the Bandit Queen escapes on her rocket sled (Follow that ion trail!) to an 
exotic jungle world, our heroes discover that she has been trapped by alien Quinors! 
This is the vary same race that has threatened galactic stability for so long (and who 
have game rules exactly equivalent to the obstacles in “Hall of the Goblin King”). After 
defeating the Quinor Hunters and Brain (along with their horde of robotic automata), the 
bandit queen will warn the protagonists that the Quinor Brain (i.e. Goblin King) that they 
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just defeated is far too small to operate independent of a more powerful representative 
of the Quinor hive mind; yes folks, there must be a Quinor Mega Mind in this system! 
 The local Solar Sheriff is strangely uncooperative, but between a couple of 
deputies that the party can sway, the cryptic advice of an old scientist (driven half mad 
by her experiments on alien biology), and some grudgingly-given equipment from the 
sheriff’s own labs, the protagonists are ready to face the Mega Mind. Larvae Swarms 
(raise dead), Hyper Screams (Apocalypse Breath), and more are all in our heroes’ fu-
ture. If they triumph, will they find evidence implicating the sheriff or even, gasp!, hints 
that he is in fact a Quinor Infiltrator? Only one thing is certain: this will not be the last 
adventure of the Space Marshals! Tune in next week as we.... 

 There are also many ways to modify this adventure without changing the setting. 
You may feel that it is too short; if so, then bulk up the number of scenes: make follow-
ing the bandit queen’s trail into its own scene, complete with animals driven wild by the 
local evil, let the goblins gather reinforcements and counterattack, etc. It’s your game; 
do what works best for you. 
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