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Ballad of the Way’s Margin

Beyond the village there stands a tall hedge 
To keep the Blackwood at bay. 

Kept safe from danger, from pagans and elves, 
If only we follow the Way.

It was the Elder King who raised the first hedges, who showed his peo-
ple the strength of their ancestors. The wisdom of his Way taught family 
and friends to place their ancestor shrines in harmony with each other. We 
learned to push back when wilderness wanders and elves are about. In 
safety, we are able to settle families, to harvest crops, and to craft things of 
beauty and wonder. We come to prosperity only through the strengths of 
arm and spirit found in fellowship. 

The Way of the Elder King, narrow and true, 
A guide to law and life. 

With aid from our ancestors overhead 
We’re saved from peril and strife.

Within the hedge we are safe but sundered. Paths through the forest are the 
only way to enjoy friends and knowledge from distant quarters, and those 
paths are full of many dangers. Since the Elder King disappeared fourteen 
years ago, towns and villages have begun to stray from his Way. Hedg-
es collapse, and refugees flee to fill walled cities to the brim. The nobility 
forget their duties, and even the learned and valorous fall prey to greed 
and cruelty.

But there are those who falter, 
Or those who choose to turn 
From fellowship and order, 

Who want the realm to burn.

Outlaws prey upon merchants and refugees along every forest road. Pa-
gans lurk in the deep woods, thralls of the strange and malicious elves. All 
of us contend against the Blackwood itself, where monsters roam and elves 
hide, waiting.

In the face of this darkening world, we answer the Call of Errantry. Born 
by riverside, under branch, in high mountain passes, or in the Widelands 
far away, we walk the Way’s Margin to live for glory, duty, and personal 
passion. We alone are free to take vengeance on the guilty, and to bring 
back the lost riches swallowed by roaming wilderness.

But if you would stand against these trials 
A life of errantry calls. 

To walk the Way’s Margin, to seek out its faults, 
For self or for us all.
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The Way and Its Margin
Long ago, the Elder King put forth a great working 

of wisdom known as the Five Classics of Lore and Rea-
son. Their harmony is perfect, but the Blackwood is 
vast and terrible. The Way of the Elder King can only 
push back the wilderness so far. The Way protects 
many, but it will always have a margin where life is 
difficult, where too many cries for help go unheard.

Settled Folk, Outlaws, and Errants
In the Blackwood, the settled folk of the Elder King-

dom are all subject to the Way. Every noble, common-
er, and pauper who lives behind the safety of a hedge 
owes fealty to the Elder King and his laws.

Those who break the Elder King’s laws are subject 
to the hand of justice. When a fine of coin or labor will 
not satisfy the Way, the governing lord, lady, or coun-
cil of a settlement can level the King’s Ban against the 
guilty. Removed from the Way’s protection, these out-
laws are considered legally dead. There is no penalty 
for  robbing, harming, or even killing them. 

Since the Elder King’s disappearance, the rot of cor-
ruption seeps into more and more settlements. Many 
folk are outlawed unjustly, and many others become 
outlaws out of desperation.

The Call of Errantry
“Even as my Way provideth for the many,” said the 

Elder King, long ago, “Ever shall there be those at the 
Way’s Margin also, whom I could not foresee and cannot 
protect. And thus, into this land of lakes and rivers, I hereby 
decree the birth of a new order…”

The Call of Errantry asks the brave and clever to 
give up their settled lives, to leave hearth and kin be-
hind as they seek out the faults at the Way’s Margin. 
Each errant swears this upon their badge, a personal 
symbol that could be jewelry, clothing, or heraldry. An 
errant’s badge is often a source of intense pride.

Errants are granted certain immunities from the 
Way. Generally, errants are free to pursue lives of 
duty and righteousness however they see fit. They 
are permitted to bring justice to anyone beyond the 
law’s reach. Should an errant take issue with another 
errant’s actions, she may challenge him to “answer 
the Call.” This honorable duel is usually to first blood, 
but errants are granted the freedom to kill one another 

if needed. Anyone—from the highest born lady to 
the lowliest pauper—can choose to answer the Call 
of Errantry.

The Bad Year
It was the Year of the King 1440 when our current 

troubles began. Not even the wisest Classicists can 
discern why, but that was the year the Elder King 
and his family disappeared from their home, the re-
splendent Starry Meadow Palace. Suddenly free from 
fealty to his wisdom, many nobles succumbed to the 
temptation of their wealth and power. The taxes and 
demands these nobles placed upon the common peo-
ple sent the Elder Kingdom into disarray. Food stores 
dwindled, villages collapsed, and cities were choked 
with refugees. And all the while, the wilderness 
loomed just beyond every wall and hedge.

Elves and Pagans
So long a distant and dormant threat, believed to be 

real only in children’s tales, the elves began to return 
just years after the Elder King’s disappearance. First 
came their pagan worshippers, no more than eyes 
glinting near the treeline on moonlit nights. In time, 
pagans grew emboldened to attack caravans, and soon 
after the elves themselves joined the fray. The king-
dom’s frontier became a charnel house as the elves 
began to reclaim their forest.

Unity From the Widelands
Into this chaos, foreigners arrived from beyond the 

Blackwood’s distant border. The Widelanders brought 
food, martial aid, and divine salvation when the Elder 
Kingdom needed it most. Now, many Widelanders 
have settled and prospered all throughout the king-
dom. But how many come in peace, and how many 
come with a mind to conquer a weakened realm?
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