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His pulse was faint, his eye was dim,
And pale his brow of pride;
He heeded not the monkish hymn
They chanted by his side.
He knew his parting hour was come;
And fancy wandered now
To freedom’s rude and lawless home,
Beneath the forest bough.
A faithful follower, standing by
Asked where he would be laid;
Then round the chieftain’s languid eye
A lingering lustre played.

“Now raise me on my dying bed,
Bring here my trusty bow,
And ere I join the silent dead,
My arm that spot shall show.”
They raised him on his couch, and set
The casement open wide;
Once more with vain and fond regret
Fair Nature’s face he eyed.
With kindling glance and throbbing heart
One parting look he cast,
Sped on its way the feathered dart,
Sank back! And breathed his last!
And where it fell they dug his grave,
Beneath the greenwood tree;
Meet resting places for one so brave,
So lawless, frank and free.
(1828)

The Death of Robin Hood
By Bernard Barton
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Gazetteer of 13th 
Century England

The following chapter presents an 
amalgamated historical overview of 13th 
century England. In some cases elements 
from the 12th or 14th centuries might make 
their way into this overview. This is not 
meant to be a historical treatise, rather a 
historical look at England and its environs 
during the period when Robin Hood and 
similar outlaws would have been active. 
Events such as the Black Plague changed the 
face of England on many levels, and can be 
seen as a convenient historical bookend to the 
outlaw period discussed here. On the other 
side, the ascension of Richard I to the throne 
of England can be seen as the beginning of 
popular outlaw tales, which were loosely 
based on real figures.

Another consideration when creating 
a historical game is playability versus 
historical accuracy. While a lot of research 
has gone into this product, not all of it will be 
reported with 100% accuracy. We are more 
interested in verisimilitude (the appearance 
of authenticity) that creates an enjoyable 
and interesting game than in allowing for 
the creation of a wholly accurate picture 
of life in 13th century England. Those with 
historical knowledge of their own can modify 
their own games to taste, and it’s our hope 
that Sherwood provides an excellent starting 
point for that venture.

So without further ado, let’s have a look at 
Robin Hood’s England!

Overview
The England of the 13th century is much 

like most people imagine medieval England 

to be. The feudal system is in full swing, with 
noble lords serving at the pleasure of the king 
in return for service in the army or an annual 
payment, called a “knight’s fee.” Peasants, 
both freemen and serfs, toil in the fields 
to eke out a living under their lords, who 
demand both labor and goods in exchange 
for the privilege of a few rows of arable 
land. Towns are beginning to spring up as 
well, conglomerations of merchants, artisans, 
and freemen who have banded together 
for mostly economic purposes. Lords grant 
town charters within their domains in order 
to increase their tax revenues, encourage 
settlement, and earn prestige among their 
fellows. The Church also influenced the 
growth of commercial centers by providing 
authority, protection, and a market for the 
goods of farmers and craftsmen.

The social structure is well defined, but 
there is much room to maneuver within the 
various social strata. Peasants encompass 
everyone from serfs to free laborers to 
craftsmen who have yet to join a guild. Free 
men who wish to move to the city can make 
a name for themselves within a guild, as 
lawmen, or as administrators helping local 
nobles with taxes, laws, and justice. The 
noble class is just as varied, from small-
time manorial lords that oversee a simple 
village to princes and courtly knights whose 
domains can grow quite large. A third class 
of Englishman exists as well—the clergy. 
The Catholic Church is a powerful force in 
13th century British society, and its priests 
enjoy the same status and benefits as secular 
nobles, including land and serf ownership 
and taxation rights. In addition to these 
powerful abbots and priors, village priests 
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