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Introduction 

 

I found on the web this variants by jellospike: they are very interensting, fine and they 

give more life to the game. So I’ve  renewed the Graphic arts. 

Hope you’ll enjoy it! 

veldom 

 

This file is regrouping all the changes I made in the game to Shadows Over 
Camelot, a boardgame published from Days of Wonder. I played many games 
with them and they seem to work very well. I did not made these changes 
because I don’t like the game. In fact, it is quite the opposite. SOC is one of my 
favorites games and I wished that there was “more” to play. Also I am a big fan 
of the arthurian folklore and litterature, and there was many characters and 
events which were “left out” and that I wished were there. There is strictly 
nothing official with these rules and changes and you may not sell or distribute 
them. I am not affiliated in any way with Days of Wonder, and if Mr Laget or Mr 
Cathala or anyone at Days of Wonder want to take some of my ideas for and 
eventual expansion, they are more than welcome to do so (ne expansion is out at 
the moment). By the way, thank for a wonderful game! 

Jellospike 
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NumNumNumNumber of playersber of playersber of playersber of players    
 

 

 

 
Questa variante rende più “stabile“ la difficoltà in base al numero 

di giocatori. Non ci saranno più partite facili con 7 giocatori! 
 

This rule make the difficulty more stable. No more easy 7-player ride! 
 
 

3p * No traitor (if you really want one, use 8 Loyalty Cards and 
the official variant: look at your Loyalty card after a 6th sword 
is obtained). 
* +2 White Cards for everybody at the beginning of the game. 
* The Quest for The Spear of Destiny is not used. 

4p * 8 Loyalty Cards. 
* +1 White Card for everybody at the beginning of the game.  
* The Quest for The Spear of Destiny is not used. 

5p * 7 Loyalty Cards.  
* The Quest for The Spear of Destiny is used. 

6p * 7 Loyalty Cards.  
* The Quest for The Spear of Destiny is used.  
* In his “Taunt” phase, before stealing a card, the Traitor may 
look at one player’s card. If he chooses to steal a card from that 
same player, his cards must be shuffled. 

7p * 8 Loyalty Cards.  
* The Quest for The Spear of Destiny is used. 
* The traitor can spy a player’s cards before stealing (see 6p).  
* The traitor can steal one card from 2 different players. 

 
 

 
 
 



    

Harder difficultiesHarder difficultiesHarder difficultiesHarder difficulties    
 

 
 

 
If you think the game is too easy, try drawing some black cards 

before the beginning of the game. 
 
 

 

Hard 5 Black Cards 

Very Hard 10 Black Cards 

Can You Make It? 15 Black Cards 



 

New KnightsNew KnightsNew KnightsNew Knights    
 

 
 

At the beginning of the game, before picking which knight you 
play, each players rolls the 8-sided dice. The higher number gets to 
play a “special” knight. To know which one, simply roll the dice 
again, put your special character power over Bedivere’s sheet and use 
Bedivere’s miniature. (Note: Sir Bedivere usually comes free with 
some gaming magazine). I added the usual french name beside the 
english one. 

 
(You can find the sheets of the new Knights in the attached 

document. Note by Veldom) 
 
 

• Sir Bors, Lord of Gannes  
o If you play a Special White card, draw 2 other White 

cards immediately. 

• Sir Gaheris, Son of King lot 
o You may discard 2 White cards for Progression of Evil. 

• Sir Gareth, Son of King Lot 
o During your turn, you may spend 1 Life Point to draw 2 

White cards. 

• Sir Gereint, King of Brittany 
o If you move to Camelot, you may immediately battle 

siege engines. 

• Sir Lamorak, Son of Pellinore 
o +2 to Combat on Solo Combat Quests Black Knight and  

Lancelot) and Duels. 

• Sir Owein, Son of Urien 
o You may spend 1 Life Point to discard a Morgan card. 

 
 



 

New Knights BoardNew Knights BoardNew Knights BoardNew Knights Board    

Die Knights 

1-2 Sir Bedivere Sire Bédivère 

3 Sir Bors Sire Bohor 

4 Sir Gaheris Sire Gaheriet 

5 Sir Gareth Sire Guerrehet 

6 Sir Gereint Sire Érec 

7 Sir Lamorak Sire Lamorak 

8 Sir Owein Sire Yvain 



    

Special PowersSpecial PowersSpecial PowersSpecial Powers    
 

 
 

 
 
To reward a brave knight who succeded in accomplishing a quest, 

a new Power is awarded to him. Only the knight who makes the last 
action in the quest receive a power (the same knight who would 
receive the relic). 

 
 
Each knight has one special power, and each subsequent 

accomplished quest does not award another one. The powers in italics 
take place only once, immediately when the new power is awarded.  

 
 
The Sun dice is just a regular 6-sided dice. You can use anything 

for the Lion token. 



 

Special Powers BoardSpecial Powers BoardSpecial Powers BoardSpecial Powers Board    
 

 

    

ARTHURARTHURARTHURARTHUR 

 

With Excalibur, you gain +2 to 

Combat instead of +1. 

 

If you are in Camelot, 

you can use your regular 

Power to exchange 2 cards. 

    

KAYKAYKAYKAY 

 

If Kay is in Camelot, 

every other Knight  

fighting a Siege Engine gains 

+1 Combat. 

 

You may accuse someone. 

    

TRISTANTRISTANTRISTANTRISTAN 

 

+1 Combat on Solo Combat 

Quests (Black Knight and 

Lancelot) and Duels.  

 

If there is more Black swords 

than White, turn one. 

    

PALAMIDESPALAMIDESPALAMIDESPALAMIDES 

 

You can flip 3 tiles when 

hunting the Questing Beast. 

 

Maximum Life points: 8 

 

You gain 1 Life Point. 

    

GALAHADGALAHADGALAHADGALAHAD 

 

+2 Willpower. 

 

+2 Combat on the 

Quest for Lancelot’s 

Armor. 

 

    

PERCIVALPERCIVALPERCIVALPERCIVAL 

 

+2 Willpower. 

 

If you use the Grail, it 

heals a dying knight 

of 6 Life Points 

    

GAWAINEGAWAINEGAWAINEGAWAINE 

 

Turn the Sun Dice on the start of 

your turn. If the number shown 

is 2 or 5, you gain +3 Combat. 

 

Everyone picks a card. 

    

ERECERECERECEREC 

 

As long as you stand on the 

Pict war, the war is only 

lost if a 5
th

 Pict is placed. 

 

The game is only lost if a 13
th

 

Siege Engine is placed. 

    

GAHERISGAHERISGAHERISGAHERIS 

 

As long as you stand on the 

Saxon war, the war is only 

lost if a 5
th

 Saxon is placed. 

 

A winning Quest gives 

you 3 more White Cards. 

    

GARETHGARETHGARETHGARETH 

 

If you wear Lancelot’s Armor, 

pick 3 cards, put 

 one under the deck, put one  

on top and play one now. 

 

Go to any Quest. 

    

YVAINYVAINYVAINYVAIN 

 

You don’t lose a Life 

Point on a lost Quest. 

 

Place the Lion token on 

your sheet. Discard it to 

discard any Black Card. 

    

LAMORAKLAMORAKLAMORAKLAMORAK 

 

You gain 2 Life Points instead 

of 1 on a Duel. 

 

Moving to the Black  

Knight Quest  is a  

free move. 

    

BOHORBOHORBOHORBOHOR 

 

+1 Willpower. 

 

+3 Combat against 

the Dragon. 

 

 

    

BEDIVEREBEDIVEREBEDIVEREBEDIVERE 

 

On your turn, you may 

discard and then draw 

2 White Cards instead 

of one. 

 

Show your Loyalty card. 

    

LANCELOTLANCELOTLANCELOTLANCELOT 

 

+1 Willpower. 

 

+2 Combat. 

 

 

 



 

Duels betweeDuels betweeDuels betweeDuels between Knightsn Knightsn Knightsn Knights    
 

 
 
Knights used to duel in any occasion, to settle scores or gain fame. 

When two knights (ore more) are in Camelot, one of them (as a new 
Quest action in Camelot), may challenge another one in a duel. The 
duel must be accepted. 

 
The two knights play a combat card (don’t forget any modifiers for 

Combat; Kay’s Power also applies). The highest Combat total wins. If 
the totals are identical, play a second Combat card and add its value. 
If the total is identical and the players can’t or don’t want to add 
other combat cards, the attacked knight wins. A player is forced to 
accept the duel, but he doesn’t have to play a card if he doesn’t want 
to! 
 
 

Winner Gain 1 Life point. Draw 4 White Cards. 

Loser Lose 1 Life point. 

 
 
Furthermore, a player that attacks another one is immune to any 

duels until his next turn, this is an important rule, don’t forget it; the 
other players can’t attack him, even if he wishes to. You may use 
counters to keep track of that. 

 
The players may only duel if a traitor might be in play. If they 

choose to play without one, if the traitor is revealed or if every 
Loyalty card has been revealed, they can’t duel. Truly loyal knights 
have better things to do! The duel action is a very strong weapon for 
a hidden traitor, but don’t be too obvious! 

 



 

Lancelot’s RedemptionLancelot’s RedemptionLancelot’s RedemptionLancelot’s Redemption    
 

 

 

 
I feel that the old Grail quest was a bit boring and lacked grandeur 

for such an epic undertaking. The fact that is is a group quest also 
always seemed weird to me. That is why I created an alternative 
Grail quest. The “old grail quest” where you try to play 8 cards on a 
board is no longer named that way. It is now called Lancelot’s 
Redemption and from now on, I will refer to it as such. 

 
At the dusk of the kingdom of Arthur, Lancelot fought against his 

king and the other knights because his love affair with the queen was 
revealed. That is why you can fight him (and win his armor) in the 
quest of Lancelot’s Armor (don’t confuse the two). In the Redemption 
quest, the knights try to aid Lancelot in attuning for his sins. 
Eventually, he can succeed and rejoin the Round Table, pardoned by 
the king. 

 
The Redemption quest works exactly like the “old grail quest”, but 

for two things: the rewards and the fact that you don’t have to play a 
Despair or Desolation card in the Redemption. You can apply it to the 
“new grail quest”, therefore referred as The Grail Quest; but you can 
only do that if one or more knight is actually involved with the Grail 
quest at that moment and if that quest is not already finished. It’s the 
same thing if the Redemption is finished and you draw a Despair 
card. You can turn it into a seige engine or apply it to the Grail Quest 
(if it’s not finished and there are knights there at that moment). If the 
Grail Quest is finished or empty, you are forced to play a 
Despair/Desolation card in the Redemption instead. 

 
 
 
 
 
 
 
 



 
 
 
 
 
 
 
Won (8 Grail Cards) 
 
Lost (8 Despair Cards) 

 

 
 
If another player already has Lancelot’s Armor, that player keeps it. 

If the Armor was lost, you take it back. If the Quest for Lancelot’s 
Armor is not finished, you take the Armor. The quest ends, neither in 
victory nor defeat. Turn to board around to the “Dragon” side. 

 Furthermore, if you wish, you may now play as Lancelot, and 
your current knight goes on a well-deserved retirement. All Powers 
are lost, but you keep your Life points, cards, and Relics. 

 
 

• Sir Lancelot, Son of Ban of Benwick 

o You can always take two different actions in your turn, 
but you can’t make a Sacrifice. 

 
 
Note: A Sacrifice is losing a Life point to make a second, different action in 

your turn. 
 

(You can find the board modifications and the sheet of Lancelot in the 
attached document. Note by Veldom) 



 

Alternative Quest for the Holy GrailAlternative Quest for the Holy GrailAlternative Quest for the Holy GrailAlternative Quest for the Holy Grail    
 

 

 

 
The new Grail quest is a Solo quest that multiple knights can 

undertake a the same time if they wish to. The players advance their 
miniature on a special board. They must face 5 challenges, each 
consisting of two (or more) steps.  

 
Each Despair card applied to the Grail quest makes the most 

advanced knight (in the most avanced challenge) go back one step. A 
knight can never go back to a previous challenge. Each Desolation 
make every knight on the quest go back one step. If there is only one 
knight on the quest, he goes back two steps. 

If a knight is at Step 1 of a challenge, he can no longer go back. The 
despair card is applied to the next most advanced knight. If nobody 
can go back, the most advanced knight must lose 1 Life point (maybe 
2 on a Desolation). 

 
Each Challenge has its own Heroic action needed to advance a 

knight. When a knight is on the last step of a challenge, he can play a 
Grail card to advance on Step 2 of the next challenge. (Note: Dark 
Forest blocks player from playing a Grail card on both quests). 

 
The grail quest cannot be lost, but can only be done once. 
 
 

 
 
 
 
 

 
 



 
 
 
 
 
 

Mount Dolourous 
A knight must discard any 1 White Card to progress. 
* Step 1: This is where a knight enters the Quest. 
* Step 2: This is the last step. 
 
The Other Challenges 
* Step 1: If you are ever pushed back from Step 2 to 1, draw a White 
Card. 
* Step 2: This is where a knight enters the Quest. 
* Step 3: This is the last step. 
 
The Tree of Sorcery: Test your Willpower. It is equal to 4 + Life 
points. The forces of evil roll a 8-sided dice. Your Willpower must be 
superior for you to advance. 
 
The Haunted Chapel (The ghost monks in veldom’s board): Discard 
one or more Combat cards, totaling 3 or more Combat points. 
 
The Tomb of Mordrain: Test your Willpower. It is equal to 3 + Life 
points. The forces of evil roll a 8-sided dice. Your Willpower must be 
superior for you to advance. 
 
The Chamber of the Holy Grail: Play a Grail card. 
 
 
(You can the board in the attached document. Note by Veldom) 
 
 
 
 



    

The The The The Spear of DestinySpear of DestinySpear of DestinySpear of Destiny    
 
 
 
This is an all-new quest. The goal for the knights is to play a certain 

number of White Cards (any of them, like the Excalibur quest) on the 
board. They need to play 9 to win in the beginning, but this number 
can get higher. This quest needs 15 special tiles, which are use to 
determine how many more White Cards it will take for the quest to 
be won. Merlin cards can eliminate the last played tile. 

Tiles come up in 3 situations, and are placed on squares on top of 
the board: 

 

• In Progression of Evil, you can draw a tile instead of a Black 
card/Life pt/Siege engine. 

• Whenever a quest is lost, draw a tile. 

• When you draw a Desolation card, add one tile. 
 
Won : (9 + ? White Cards played) 

 Lost : (4th Spear Tile drawn) 

 
The power of the Spear of Destiny is very useful: the knight that 

owns it picks one more White card each time he would normally draw 
White Cards (in Camelot, or when he succeeds on a quest, for 
example). This does not apply to a card exchange. 

 
(You can find the board and the tiles in the attached document. Note 

by Veldom) 
 
 
 



 

The 15 SpeThe 15 SpeThe 15 SpeThe 15 Spear Tilesar Tilesar Tilesar Tiles    
 

 

 

 

Cards Special Effect (applies to the knight that drew the Tile unless 
indicated otherwise) 

3 - 

3 - 

3 - 

3 - 

3 - 

2 Discard 1 Merlin or Lose 1 Life Point 

2 Discard 2 White Cards 

2 You are moved to the Grail Quest 

2 Add 1 Siege Engine 

2 Add 1 Saxon or Lose 1 Life 

1 Add 1 Black Sword 

1 Draw 3 Black Cards 

1 Discard any 1 Relic, even if it’s not yours. 

1 If Percival is in play, he is now Lost (whether if it’s your knight 
or not) 

1 If Arthur is in play, he is now Wounded (whether if it’s your 
knight or not) 

 

• The number of Cards indicate how many more White Cards 
played you need to complete this quest. 

• If Percival is Lost, he cannot go back to Camelot. If he is 
transported there by a card, an event or a completed quest, he is 
instead send on the Grail Quest and he gains 2 White cards. Percival 
is no longer Lost if the Quest for the Spear of Destiny is succesfully 
completed.  

• If Arthur is Wounded, he is immediately sent to Camelot. He must 
stay there and cannot leave. He cannot fight Siege Engines. Arthur is 
no longer Wounded if the Grail Quest is succesfully completed. 



  

The hunt for the Questing BeastThe hunt for the Questing BeastThe hunt for the Questing BeastThe hunt for the Questing Beast    
 
 
 
This is an all-new Solo quest. The goal of this quest is to find and to 

hunt the Questing beast that is lurking in the woods. 
 
The players do this by turning tiles and trying to match 2 identical 

ones. This is in fact a simple Memory game, but the result is a fun 
diversion from the card-playing quests. The heroic action involves 
turning 2 tiles. If identical tiles are revealed, the knight can turn 2 
more tiles, and so forth. If the 2 tiles are different, they are hidden 
again and the knight’s action is over. 

 
This quest cannot be lost, but can only be done once. 
 
(You can find the board and the tiles in the attached document. Note 

by Veldom) 
 
 
 
 
 
 
Won (all 12 tiles revealed) 
 
 
 
 

 
 

Go, and make old Pellinore proud! 


